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Main features of the NS5R
High-quality sound with ai-squared synthesis system

The NS5R features the ai-squared synthesis system with all-digital processing. From the high-capacity
12 Mbyte tone generator to the filter, amplifier, and effects, all processing is performed in the digital
domain, guaranteeing superb sound.

Ai-squared synthesis is a proprietary Korg tone generator system utilizing cutting-edge PCM technol-
ogy. This system of tone generation has already received acclaim for its implementation in the Korg 01/
W series, X2/X3/X5 and i2/i3 instruments, and is now featured on the NS5R, providing unlimited sonic
possibilities with audio quality that exceeds that of a compact disk.

A wide variety of multisamples for infinite variations in sound

The NS5R contains audio waveforms (referred to as “multisamples”) which take advantage of today’s
PCM technology. These provide realistic reproductions of a variety of acoustic instruments, from
piano, guitar, and trumpet to drums and percussion. A wide selection of synth sound and sound effect
multisamples is also provided, allowing you the freedom to create virtually any type of sound.

The built-in multisamples are not simply played back as they are, but pass through powerful VDF (fil-
ter) and VDA (amplifier) sections to become truly playable musical instrument sounds. Keyboard
dynamics can be used to add expression, and MIDI modulation messages can adjust brightness or
vibrato etc., for a rich assortment of performance possibilities.

Mulfi-timbral tone generator compatible with multiple formats

The NS5R is not only compatible with GM system level 1, but is also able to effortlessly playback musi-
cal data in other formats such as XG and GS. This makes it possible to continue utilizing the vast
amount of musical data that is already available in these formats.

Furthermore, each Part can use not only preset programs (as on other tone generator modules), but
also user programs and user combinations which can be freely assigned to create your very own sound.

Maximum 64 voice polyphony easily handles even large-scale ensem-

bles |

The NS5R has a maximum polyphony of 64 notes, providing plenty of power to handle even comple
ensembles or fully orchestrated music. In particular, this can be taken advantage by using a Combina-
tion (a set containing multiple program sounds) or in Multi mode.

A generous number of voices are a necessity for piano performances which use the damper pedal and
multi-part ensembles, but the NS5R can meet all such needs without interrupting the notes.

1177 different programs in internal memory

Internal ROM contains a total of 1049 different sound programs, including sounds compatible with the
Korg X5DR ai-squared synthesis system, and sounds compatible with GM (General MIDI system level
1). Internal RAM can accommodate 128 user programs, providing a vast array of sounds to select from.

On the NS5R, “Programs” are the most basic level of sound data that you can select and play. The built-
in programs can be selected and played individually, or you can bring two or more programs together in
“Combinations” for even greater possibilities.
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Combinations allow programs to be freely combined

Combinations allow you to freely combine programs together for performance. Internal ROM contains
384 combinations, and RAM can accommodate 128 more. Up to 8 programs can be assigned to a com-
bination, and you can make key window or velocity window settings to layer or split sounds across the

keyboard.

Since combinations allow you to play two or programs at the same time, they are especially suitable for
live performances. You can bring together various programs to create layers, splits, and velocity
switched effects.

Drum kits that support a diversity of rhythm performances

The NS5R contains 286 superbly usable drum sounds, including percussion instruments etc. You can
create two drum Kits, each consisting of a freely-specified mapping of drum sounds to each note of the
keyboard. 37 different ROM drum Kkits are also provided.

These drum kits provide the rhythmic foundation for your music. Since a different drum sound can be
mapped to each note, complex rhythm performances are possible. The VDF, VDA and effect units can
also be used to add finishing touches to your sound.

Built-in digital multi-effect units for creative sound-making or sound
field simulation

The NS5R has two completely independent stereo digital multi-effect units. They provide not only
effect types such as delay and reverb, but also effects such as equalizer, distortion, and rotary speaker,
covering a range from creative sound-making to sound field simulation. Since some of the effect types
actually provide two different effects simultaneously, this means that it is possible to use a maximum of
4 different effects at once.

Sound processing and adjustments that were possible on previous systems only by connecting external
effect units can be performed just by the NS5R itself. Effect Placement settings allow you to change the
way in which the effect units are connected, so that effect can be used in a variety of ways from aggres-
sive processing of individual sounds to adding depth and spaciousness. Effect unit parameters can be
stored independently for each program and combination sound.

Multi mode allows operation as a GM tone generator

In Multi mode, the NS5R is compatible with GM (General MIDI system level 1), allowing you to take
advantage of the wide variety of GM music data that is commercially available, and is the ideal tone
generator for use with a desktop music system. Not only can you playback GM scores (music data for a
GM tone generator), but you can utilize original sounds and key window and velocity window settings
to create sophisticated ensembles.

The NS5R can also be used as a GM tone generator. In the same way as when using combinations, you
can combine various programs and even use your own original sounds, for diverse applications as a
desktop music tone generator,

Personal computer inferface for direct connection fo a personal computer

In addition to allowing conventional MIDI connections, the NS5R provides a personal computer inter-
face which allows it to be easily connected directly to a personal computer using a single cable. The
NS5R can be connected directly to an IBM PC (compatible) or an Apple Macintosh.

The NS5R can be connected to a personal computer not only via a MIDI interface, but also directly
using a special cable. When the Korg MIDI Driver is used, the NS5R can be controlled independently
from the messages transmitted from MIDI OUT, allowing an additional external MIDI device to be
controlled simultaneously.
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Controls

Front panel

© [05R/W MAP] indicator

© [GM MAP] indicator

© [TONE] button

© [« PARAM] button, [PARAM »] button

@ Previous page / [« PART] button,
Next page [PART »] button ® VALUE control

@ POWER/VOLUME

VOL EXP PAN REV CHO EFFECY TYPE

0 T QR ReAEnot

GMB@: 681 Piano

@ [EDIT]/ [ENTER] button
© [DISP]/ [EXIT] button

B [MUTE/SOLO] / [WRITE] button

@ [DEMO] / [COMPARE] button

L— @ [EDIT] indicator

@® MIDI indicator

@ LCD screen

@ PHONES jack

© POWER/VOLUME

Each time this knob is pressed, the NS5R will alternate between power-on and power-off.

This knob is also used to adjust the overall volume of the entire NS5R. When the knob is
rotated fully toward the left the volume is at minimum, and when rotated fully right the
volume is at maximum. This knob simultaneously adjusts both the volume of the NS5R
itself and the volume of the external device connected to the INPUT jacks (rear panel).
This adjustment affects both the volume of the OUTPUT jacks (rear panel) and the vol-
ume of the PHONES jack.

@ [05R/W MAP] indicator

This indicator will be lit when the arrangement of sounds is the same as the 05R/W (an ear-
lier Korg tone generator). (05/W and NS5R compatibility —p.159).

© [GM MAP] indicator

This LED will be lit when the arrangement of sounds is compatible with GM System
Level 1.

* The main difference between the sound banks of the GM Map and the 05R/W Map is in
the handling of MSB:LSB=00:00 (Capital Bank). In the case of the 05SR/W Map, preset
program sound are assigned to bank 00:00. Before playing back music data that was cre-
ated for Korg tone generators such as the 05R/W or the X5DR, you should select the O5R/W
Map. Normally you will use the GM Map. (— Advanced Operation, 3. Global mode,
[046] Bank Map type).

O [TONE] button

When this button is pressed, the sound of the currently selected part will play. This is a
useful way to audition the sound that you have selected. The pitch and velocity of the
note which will be played can be specified in Global mode. (— Advanced Operation, 3.
Global mode, [042] Preview Note, [043] Preview Velocity)
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© [« PARAM)] button, [PARAM » ] button

Use these buttons to select an item from a menu, or to select the parameter that you wish
to set.

Pressing [PARAM P ] will move the cursor in the LCD to the right. Pressing
[ <€ PARAM] will move the cursor to the left.

© Previous page/[« PART] button, Next page [PART »] button

The action of these buttons depends on the mode.

(When in Multi mode (—p.23) ]

(PART » ] will increment the Part number, and [ @ PART] will decrement the Part num-
ber.

[When in Combination Edit mode (—p.28) ]
[PART » ] will increment the Timbre number, and [ @ PART] will decrement the Timbre
_number.

[When in other modes]
[PART » ] will move to the next page, and [ <€ PART] will move to the previous page.

@ [EDIT]/[ENTER] button

When you press this button, the EDIT MENU screen will appear. If you wish to perform
detail editing of a Program sound or a Combination sound, press and hold this button
for approximately 2 seconds to enter Program Edit mode (—>p.30) or Combination Edit
mode (—p.28).

a The NS5R automatically determines the appropriate edit mode based on whether
the currently selected Part is a Program sound, a Combination sound, or a Drum
Kit. This means that, for example, if you wish to enter Combination Edit mode,
you must first select a Combination sound. (For details refer to the chapter discuss-
ing the applicable Edit mode in the Reference section.)

© [DISP]/[EXIT] button

The action of this button depends on the mode.

(When in Multi mode (—p.43) ]
Each time this button is pressed, the screen display format will change. Normally, the
lower half of the screen shows a level meter for each part. When this button is pressed so
that an indication of [DISP] appears in the right side, the value of the parameter cur-
rently selected by the cursor will be displayed for each part 01—32, allowing you to view
the values as a bar graph.

[When in other modes]
Use this button to exit the current page.

© [MUTE/SOLO]/[WRITE] button

The action of this button depends on the mode.

[When in Multi mode (—p.23)]
Each time this button is pressed, the applicable Part will be switched between Muted
(silent), Solo (only that Part will sound), and cancel these settings (normal).

vi
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If a part is Muted or Soloed, an indication of M (mute) or S (solo) will appear above the
part number in the lower left of the LCD, indicating the mute/solo status of that part.

A bar graph also indicates which of the parts 01—32 are muted.

(When parts 01 and 03 are
muted)
)
[ pei Fx A:@A1 |
+0@ Reu./Cho ,
GM-a: (When part 01 is soloed)
8
Uit J

[When in Program Edit mode (—p.30) or Combination Edit mode (—p.28)]
When this button is pressed, a screen will appear allowing you to save the currently edited
Program (or Combination).

® [DEMO]/[COMPARE] button
The action of this button depends on the mode.
[When in Multi mode (—p.23)]
When this button is pressed, the demo song select screen will appear.

[When in Program Edit mode (—p.30) or Combination Edit mode (—p.28) ]
Each time this button is pressed, the sound before editing will alternate with the currently
edited sound.

This allows you to compare the sound being edited with the sound that you started with.

@ (EDIT] indicator

While you are comparing the currently edited sound with the un-edited sound (Com-
pare), this indicator will blink.

® MIDI indicator

This indicator will light when MIDI playback data is received at the MIDI IN connector
or the TO HOST connector.

® VALUE control

This is used mainly to modify parameter values. Rotating it toward the right will increase
the value, and rotating it toward the left will decrease the value. Rotating the control rap-
idly allows you to change the value in larger steps.

@ LCD screen

This is a custom two-color backlit 144 x 40 pixel LCD. The NS5R will display necessary
information, operation menus, and the status of various parameters in this screen.

® PHONES jack

A set of headphones can be connected to this jack. This is a stereo mini-jack.
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Fﬂ AC inlet {7@ MIDI connectors (IN, OUT, THRU)
__________________ Te————e———————
PC MIDI . QUTPUT e
TO HOST THRU out R L/MONO
[e]

-®° @& 600

© TO HOST connector / é OPTION BOAFD
]

INPUT jacks (LU/MONO, R)
© OUTPUT jacks (LLMONO, R)

© ACinlet

Connect the included power cable to this inlet.

@ MIDI connectors (IN, OUT, THRU)

These connectors allow external MIDI devices to be connected. MIDI IN receives mes-
sages from external devices. MIDI OUT transmits messages from the NS5R to external
MIDI devices. MIDI THRU re-transmits the messages that are received at MIDI IN.

© OPTION BOARD level

If an optional tone generator expansion board has been installed in the NS5R, this knob
adjusts the volume from the tone generator expansion board. If a tone generator expan-
sion board has not been installed, this knob has no function.

O INPUT jacks (L/MONO, R)

These are input jacks (RCA phono jacks x 2). If the appropriate cables are used to connect
these jacks to the OUTPUT jacks of another MIDI keyboard etc. that is connected to the
NS5R, the sound of the connected keyboard and the sound of the NS5R can be output
together from the OUTPUT jacks or PHONES jack of the NS5R.

Use connection cables that are appropriate for the device being connected.

© OUTPUT jacks {(L/MONO, R)

These are output jacks (phone jack x 2). These can be connected to a powered monitor
speaker system, a stereo amp, a mixer, or a multitrack recorder etc. If you are using a
monaural system, connect the L/MONO jack.

@ TO HOST connector

A personal computer can be connected here. Use a special cable to make connections
directly to your computer. For the correct cable to use, refer to page 2 of the Preparations
section, “Computer/sequencer connections.”

viii
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How to use the owner’s manual

In order to provide you with the information appropriate for your setup and needs, this
owner’s manual is organized as follows.

Preparations

This section explains setup of the NS5R and basic operating procedures. This section is
divided into two portions: “If you are using a computer/sequencer” and “If you are using
a keyboard.” If you will be using the NS5R in a desktop music system or MIDI sequencer-
based system, first read “If you are using a computer/sequencer.” If you will be using the
NS5R as an expansion tone generator for your MIDI keyboard, first read “If you are using
a keyboard.”

Basic Operation

This part of the manual explains the NS5R’s organization and modes. Once you have read
the Preparations section and gained an understanding of basic operation, be sure to read
this section. This section also explains what you will need to know about sound in order to
edit your own sounds. Refer to it in order to take advantage of the NS5R’s rich functionality
and possibilities.

Reference Guide
This section explains all the parameters of each mode of the NS5R. Refer to this section
when you need to know about the NS5R’s functions in more detail.

If you are using the If you are using the
NS5R with a desktop || NS5R as an expan-

“music system or sion tone generator for
sequencer your MIDI keyboard
Preparations
If you are using a 1
D computer/sequencer

——

M—I If you are using a keyboard a

Basic Operation

Reference Guide @ @

A Please be aware that the names of the programs, combinations and multis which
appear in the explanatory LCD screens printed in this manual are provisional,
and will not necessarily match the screens that appear on your NS5R.

xii
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If you will be using a computer/sequencer
to play the NS5R

vy
c
.0
5]
_
o]
Q.
o
A
a

Connections

-

If you are using headphones, plug them
into the front panel PHONES jack.

1 Power supply

Connect the power cable
to the AC iniet, and connect
the other end to an AC out-

let.
—
|
~ACV PC MIDI = OUTPUT == =
TO HOST THRU our N R L/MONO ‘{ "
o] : soun
o @&-000
o t o % t 1
w R LMONO
special connection cable [ MID! cable
MIDI OUT [eXR=1 60 a ]| powered monitor
O O (PM-15 etc.)
computer computer/ - —
IBM PC (compatibie)
Apple Macintosh sequencer

2 Monitor connections

3 Computer/sequencer connec- Connect the OUTPUT jacks to a pow-
ered monitor or a stereo amp.

tions .
There are two ways to connect the NS5R to * If making mon.aural conrnections, use
your computer/sequencer: “Connections the L/MONO jack.

using MIDI” or “Connections using a special
cable.” For details refer to pages 2—7.

Powered monitor / Stereo amp

In order to faithfully produce the sounds of the NS5R we recommend that you make con-
nections to a powered monitor system (a speaker with built-in amplifier, such as the PM-
15 [optional]). If you are using a stereo audio system or a stereo cassette radio that has an
external input, make connections to the LINE IN, AUX IN, or “external input” jacks.

A When using a stereo audio amp to play the NS5R, be careful not to raise the vol-
ume excessively, since high volumes can damage your speaker system.
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Computer/sequencer connections

There are two ways to connect the NS5R to your computer: connections using MIDI
cables via a MIDI interface (Connections using MIDI), and direct connection to your
computer via a special cable (Connections using a special cable). Read the explanation
that is applicable to your computer and system. If you are using a dedicated (hardware)
MIDI sequencer, read the section on connections using MIDI.

e If you are connecting a MIDI sequencer ... “Connections using MIDI” (P.3)

e If you are connecting a computer (using a MIDI interface) ... “Connections using MIDI”
(P3)

o If you are connecting an IBM PC (compatible) (using a special cable) ... “Connecting an
IBM PC (compatible)” (P.4)

e If you are connecting an Apple Macintosh (using a special cable) ... “Connecting an Apple
Macintosh” (P.5)

Connection to a computer

By using a special cable to connect the NS5R and your computer, you can play the NS5R
from your computer. In addition, the NS5R will function as a MIDI interface for your
computer, allowing additional MIDI devices to be controlled.
The NS5R can be directly connected to the following computers using a special cable.
(p4,5) _
IBM PC (compatible) : Connection kit AG-001B (connection cable, “Korg MIDI
Driver” driver software) (sold separately)
However, this method of connection cannot be used for non-Windows applications
unless they specifically support the NS5R.
Apple Macintosh series : Connection kit AG-002B (connection cable, “Korg MIDI
Driver” driver software) (sold separately)
® When using SERIAL2.......... Connection kit AG-001B (connection cable, “Korg MIDI
Driver” driver software) [optional]. .
However, this method of connection cannot be used for non-Windows applications
unless they specifically support the NS5R.

% Depending on the type of your computer and on your application (software), it may not be
possible to use a direct connection.
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Connections using MIDI

When connecting the NS5R to a stand-alone MIDI sequencer, or to a computer via a
MIDI interface, use a MIDI cable to connect the MIDI OUT connector of the sequencer/
computer (MIDI interface) to the MIDI IN connector of the NS5R.
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The MIDI OUT connector of the MIDI keyboard that you are using for performance or
input can also be connected to the MIDI IN connector of your sequencer/computer
(MIDI interface). If you are inputting playback data only from your computer/sequencer,
it is not necessary to connect a MIDI keyboard.

If you wish to connect additional MIDI devices, connect them either to the MIDI OUT

connector of your sequencer/computer (MIDI interface) or the MIDI THRU of the

NS5R.

* For details on connecting your computer and MIDI interface, and on MIDI port settings,
refer to the owner’s manual for your MIDI interface.
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Connecting an IBM PC (compatible)

Use a special connection cable (AG-001B (sold separately)) to connect the serial port
(COM port) of your IBM PC (compatible) to the TO HOST connector of the NS5R.

N _
. i=mE\ | [oE m s
=D
—

MIDI keyboard

1BM PC (compatible)
e other MIDI tone generator

COM special connection cable

m (AG-001B)
Q MID! OUT L

TO HOST

MIDI OUT

MIDI IN

v

00 00 e]

MIDI OUTPUT == INPUT

THRU ~ OUT R L/MONO L -
boazn

TO HOST IN
o @& o000t
[e]

o [¢}

~ACY PC

% Please be aware that depending on the type of your computer or application (sequencer),
this method of connection may not be usable. This method of connection cannot be used for

non-Windows applications unless they specifically support the NS5R.
# If your computer has a 25 pin type serial port, use a 9 pin - 25 pin conversion adapter (AG-
004 (sold separately)).
When connecting the NS5R to an IBM PC (compatible), set the Global mode [041] BPS
Select setting to “38.4” (refer to p.68).
If you are using Windows, install the Korg MIDI Driver. For the installation procedure,

refer to p.8—11.



Preparations

Connecting an Apple Macintosh

Use a special connection cable (AG-002B (sold separately)) to connect the modem port Z
or printer port of your Apple Macintosh to the TO HOST connector of the NS5R. %
- o -
- rmEL oma .z £
=7
E&D
==

Apple Macintosh

modem port or printer port

MIDI keyboard

other MIDI tone generato?l

‘MIDI OUT

sequencer

MIDI IN

Ti MIDI QUT = =

3 _
special connection cable
o (AG-002B) TO HOS
= ~ACY

oL

pC MIDI —OUTRUT = s iNPUT
TOHOST  THRU  OUT IN R L/MONO l e
: -ooch

) O3 @

= MIN MAX

[o} [e]

* Depending on the type of your computer or on your application ( sequencer software), a

direct connection may not be usable.

* If your application (sequencer software) has a clock setting, set it to | MHz.
When connecting the NS5R to an Apple Macintosh, set the Global mode [041] BPS Select

setting to “31.25” (refer to p.68).

If you install the Korg MIDI Driver, you will be able to use the NS5R tone generator and
MIDI OUT as independent MIDI outputs. For details on installing the Korg MIDI

Driver, refer to p.11.
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Settings when connecting a computer
[041] BPS Select settings (p.68)

1) Press the [EDIT/ENTER] button to access the Edit menu.

2) In the edit menu, use the [PART/PAGE] buttons to select “Global”

3) Press the [EDIT/ENTER] button to enter Global mode.

4) Use the [PART/PAGE] buttons to access the <GLOBAL> page.

5) Use the [PARAM | buttons to select “BPS.”

6) Use the VALUE controller to set the value to either 31.25 or 38.4.
31.25 when connecting an Apple Macintosh
38.4 when connecting an IBM PC (compatible)

Wiring diagram for special cables

(1) AG-00 1B (for IBM PC or Compatible)

Mini DIN 8-pin D-SUB 9-pin
(—4
7
30— —o02
4 O— 05
50 —03

(2) AG-002B (for Macintosh)
Mini DIN 8-pin Mini DIN 8-pin

g ——_E

i
2

(3) AG-004 (Adapter for IBM or Compatibie)
D-SUB 9-pin male D-SUB 25-pin female
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Korg MIDI Driver installation and setup

The separately sold kits for connecting the NS5R directly to a computer (AG-001B, AG-
002B) include a Korg MIDI Driver. If you are using an IBM PC (compatible) computer and
your application (sequencer) is Windows-compatible, using the Korg MIDI Driver will
allow the NS5R connected to the serial port (COM, RS-232C, Serial 2) to be handled as a
MIDI device. If you are using an Apple Macintosh and your application (sequencer) is com-
patible with the Apple MIDI Manager, using the Korg MIDI Driver will allow the Macin-
tosh to exchange data with the NS5R connected to its serial port (modem or printer).

v
c
.2
o
—
o
Q.
0
[
o

Installing the Korg MIDI Driver into Windows 3.1

Using a
computer/
sequencer

A Data from MIDI IN may not be received correctly if your computer is not fast

enough.
(@ In the Control Panel, double- 2 0 cowiPee B
click the Drivers icon e e tiow

) R

Color Fonts Ports Mouse Desktop Kegboard

) Be, gg

Printers  ntemationl Datime %ﬁnced ﬂ SJS
Installs, removes, and configures drivers ]

©@ Click the [Add] button. =

Installed Diivers

ime:
[MCI] MIDI Sequencer
[MCI] Sound

(3 From the list of drivers, select
[New or updated driver], and
click the [OK] button.

List of Drivers
pda

@ Insert the disk included with ot Diiver
AG-001B into the disk drive of your com- | ltegrinboumiaes
puter. If the disk was inserted into drive A, | @ —————
type “A:\" (or if drive B, type “B:\") and
click the [OK] button.

(The directory “A:\PC98”is for a type of computer sold only in Japan, and cannot be used
with your computer.)
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®) Select KORG PC/IF Driver and click
the [OK] button. The setup window
will appear. Follow the instructions of
“Setting up the Korg MIDI Driver
(Windows)” to perform the setup.

(® After setup is complete, remove the
disk and select [Restart] to make the
newly installed driver available.

= KORG PC IJF Driver 1.0

Serial Port

Synth Dut Messages MIDI Out Messages
< None E

Progtam Change X Program Change

@ coM1 3 Control Change Controf Change

Q oMz Bank Select X Bank Select

O coM3 Channel Presswre | | (X} Channel Pressure

QO coma Poly Key Pressure X Poly Key Pressure
[@ Exclusive (X Exclusive

[ Independent Synth 7 MIDI Out

System Setting Change

The KORG PC I/F Drives driver has been added. For
the new driver to take effect. you must quit and
restart Windows.

Don't Restart Now I | iRestart Now! I

Setting up the Korg MIDI Driver (Windows)

(@ In the Control Panel, double-click the
Drivers icon, select [KORG PC/IF
Driver], and click the settings button
to open the setup window..

KORG PC {fF Driver 1.0

Serial Poit] [ Synth Out Messages MIDI Out Messages
O None Program Changs {d Pregram Change
@ coM1 | | [ Contiol Change [X Control Change
O com2 [@ Bank Setect (X Bark Select

Q coM3 Channel Pressure | | [X] Channel Pressure
O came

Poly Key Pressure | | X Poly Key Pressuie
Exclutive X Exclusive

[ Independent Synth 7 MIDI Out

@) For the Serial Port setting, select the serial port to which the NS5R is con-

nected ([COM1]-[COM4]).

If you wish to use the serial port for another purpose after installing the Korg MIDI
Driver, either Delete the driver or select [None] to cancel the driver.

@ Check [Independent Synth/MIDI Outl. When this is checked, the two ports
within the NS5R (port A and port B} can be used independently. If this is
not checked, the internal tone generator port B cannot be used.

The function of the data which is output to Default MIDI will differ depending on the

NS5R's Global [049] Program Port setting.

When Program Port is set to Native, the data will be output to the port specified by the

Part Edit parameter [016] MIDI Channel To Port.

With a setting of Emulate, the data will be output to both port A and port C. The data
which is output to MIDI Out will be output to port C, and the internal tone generator of
the NS5R will not sound. The data which is output to Synth-A and Synth-B will be sent
to port A and port B respectively of the internal tone generator.

If [Independent Synth/MIDI Out] is not checked, only Default MIDI can be used.

@ [MIDI Out Messages] allows you to select the types of message that will be

transmitted to the NS5R.

® When you finish making settings, click the [OK] button. If you wish to can-

cel your settings, click [Cancell.
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Installing the Korg MIDI Driver into Windows 95

A Data from MIDI IN may not be received correctly if your computer is not fast

enough.

(» Click the [Start] button in the task
~ bar, and click [Control panel] in
[Settings].

@ Double-click the [Hardware] icon in
the control panel, and the hard-
ware wizard will start up. Click the
[Next>] button.

@ In response to the question “Auto-
matically detect new hardware?”
be sure to select [No], and click the
[Next>] button.

@ Select [Sound, video and game
controllers], and click the [Next>]
button.

() Click [Have Disk].

A dialog box will appear, allowing you to
specify the drive and directory.

® Insert the disk included with AG-
001B into the disk drive of your
computer. If the disk was inserted
into drive A, type “A:\" (or if drive
B, type “B:\") and click the [OK]

button.

§ chack Next> Carced

L Network adapters
4) Other devices

(2]

e

§e

0

N —
o}
Q.

)

[

o

sequencer

(The directory “A:\PC98”is for a type of computer sold only in Japan, and cannot be used

with your computer.)
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@ Click the [OK] button and click [OK].

(® Perform the setup as directed in [Set-
ting up the Korg MIDI Driver (Win-
dows)” (Page 8 in this manual), and
click the [OK] button.

(@ Be sure fo restart your computer so
that the driver will take effect.

click K. This

Serial Port) (~Synth Gut Messages— ~MIDI Out
> None I} Program Change F/" Pragram Change

{1 @com1 || Controt Change | ¥ Contral Change
c:coM2 | | FIBank Select | ¥ Bank Setect

.1 CcoM3 | | TIChannel Pressure | | ¥ Channel Pressure

i | Ccoms [1Poly Kay Pressure | | ¥ Poly Key Pressuse

g —— [l Exclusive | M Exclusive

| [} Independent Synth 7 MIDI Dut m .___Jw

Sy tem Settings Change

@ Tofmhmmupwwhmsm st vEstant your

Do you want b restnt your ehmpriter tiow?

=

Modifying the Korg MIDI Driver setup for Wmc/ows 95

@ In the control panel, double-click the [Multi-
media] icon, and the multimedia properties

dialog box will appear.

@) Click the [Advanced] tab located at the

upper right.

®) Click the [+] for [MIDI Devices] (the display
will change to [-), and click [KORG PC I/F

MIDI Port].
@ Click the [Properties] button.

3

s L‘mrwnm {

i {585 Media Control Devices !

¢ {53 Video Compression Codecs !

+ . {9 48} Audio Compression Codecs

H ) -2 Video Capture Devices

@B doystick Devices

: ]

N

i Ganget f B 3

The KORG PC I/F MIDI Port properties will be dis-

played.
® Click the [Settings] button.

Perform the setup as directed in “Setting up the Korg
MIDI Driver (Windows)” (Page 8 in this manual),

and click the [OK] button.

If you have modified the settings, you must re-start |

Windows.

10
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Installing the Korg MIDI Driver into a Macintosh

A In order to use the Korg MIDI Driver, the Apple MIDI Manager and PatchBay
must already be installed. Use the versions of Apple MIDI Manager and PatchBay

that are included with your MIDI application. They are not included with the AG-
002B.

When the Korg MIDI Driver is used, the “Modem MIDI Out/Port setting” dialog box
(P.12) will allow you to specify the MIDI channels and types of messages which will be
transmitted to the NS5R. If you do not need this functionality, you can simply use the
Apple MIDI Driver without the Korg MIDI Driver. When using the Apple MIDI Driver,

or when using a MIDI application (sequencer) which does not use the Apple MIDI Man-
ager, refer to page 12.

(D Copy the KORG MIDI Driver from the ¢ e o iew (oo
disk included with the AG-002B into

the system folder of your startup
disk.

Macintosh HD
T7.9MBindisk 201 MB available

=1== KORG MIDI Driver =
1 item 27K in disk 1.3

P~

[KORG MID! Drfver

@ If there is a copy of Apple MIDI Driver
in your system folder, either delete it,
or move it to another folder. Be care-
ful not fo delete or move the Apple MIDI Manager.

* The Korg MIDI Driver includes the functionality of the Apple MIDI Driver.

(® From the Special menu, select “Restart.”

Setting up the Korg MIDI Driver (Macintosh)

(@ Start up PatchBay. Time port
MIDI In Port
If installation has been performed correctly, [ 01 ou pore
the KORG MIDI Driver icon will appear in Synth-5 out Port
the PatchBay window when PatchBay is 7 || | oo

1=
51

!
I
12

started up. (The modem and printer ports
will be displayed differently depending on the Hodem Port [
setup condition of each port.)

Printer Port [

3

E

)
*®
oo AAAAVOAAAAYG

”[“H |

@ In PatchBay, double-click the KORG

. H Vver. 1.3.0 : !
MIDI Driver icon. B kg% |
The setup dialog box will appear. Port Enabled: (1 |
Interface Type: KORG PCIF  w | |_KORG PCIF
Time Code In: | none v ‘ none -
Time Code Out: [ none - ! nona v
Filter Time Code In: [X] ‘ Pz
Out port setting: (Synthout.. ) | (Ggnthout. )
Out port satting: [ HiDIout.. ) | { HiDIout. )

1

%)
c
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=
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Preparations

@) Check Port Enable for the port to which the NS5R is connected, and set
Interface Type either to [KORG PCIF] or to [1 MHz].
When Interface Type is set to “KORG PCIE” Default Out, MIDI Out, Synth-A Out, and
Synth-B Out can be used.
The operation of Default Out will differ depending on the NS5R's Global [049] Program
Port setting.

When Default Out is selected, data will be output to both port A and port C of the NS5R
if the NS5R is set to Emulate mode, or to the port specified by the Part Edit parameter
[016] MIDI Channel To Port if the NS5R is set to Native mode.

Regardless of whether the NS5R is set to Native mode or Emulate mode, MIDI Qut will
output to port C, Synth-A Out will output to port A, and Synth-B Out will output to port
B.

(Please also read page 54 and 72 in conjunction with this explanation.)
(Since the NS5R does not contain a KORG PC IF, do not select [KORG PCIF].)

@ Press the [Out Port Setting] button.

The following dialog box will appear. Here you can select the MIDI channels/messages
which will be output to each port. Only those channels/messages which are checked will

be output.
(® After you have made settings, press the
[OK] buﬂon. Modem MIDI Out  Port setting
Ensble MiDI Ch. Enable MIDI Status
(® Start up your MIDI application Bi B Eerogran o
(sequencer], and drag the mouse from A= - e
the Out Port “<1” of the MIDI applica- @s 13 o e
tion to connect it to the MIDI Out of the B7 BIs
. e (16 Cancel oK
MIDI Driver.
% For details on using PatchBay, refer to the explanations found in the “ W ” menu item

“About PatchBay...” etc.

To use the Apple MIDI Driver, you must first delete or move the Korg MIDI Driver if it
exists in your system folder. Then start up PatchBay, double-click the Apple MIDI Driver
icon that appears, check Enabled for the Port to which the NS5R is connected, set Inter-
face Type to [1 MHz], and close the dialog box. In PatchBay, drag the mouse from the
OutPort “<1“ of the MIDI application (sequencer) to connect it to MIDI Out.

When using a MIDI application (sequencer) which does not use Apple MIDI Manager,
select the port to which the NS5R is connected, and if the application has a clock setting,
set it to [1 MHz].

12



About the MIDI File Translator included with the AG-002B

Most commercially available Standard MIDI File (SMF) song data is saved in MS-DOS
format. The MIDI File Translator included with the AG-002B is a translator software
module for Apple File Exchange which converts MS-DOS Standard MIDI Files (SMF)
into a format that Macintosh MIDI applications can recognize as SMF.

(» Put the MIDI File Translator into the
same folder as Apple File Exchange.

@ Double-click Apple File Exchange to
start it up.

@ Insert the MS-DOS disk that you wish to convert into the disk drive.

Preparations

The MS-DOS format disk must be inserted into the disk drive after Apple File Exchange

is started up.

@ Select the song file that you wish to convert.

(® Press the “<<Convert<<” (or “>>Convert>>") button located in the center.

Conversion will begin. When the bar graph reaches 100%, conversion is complete. The
converted file will appear in the left-hand box.

® Exit Apple File Exchange.

13
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Using PC Exchange to convert an SMF

14

If Apple File Exchange was not included with your Macintosh system, you can use PC
Exchange to make MS-DOS format SMF song files recognizable by the Macintosh.

As an example, here’s how to use the MIDI Player included with KORG Audio Gallery
[sold separately] to open an MS-DOS SMF song file.

@ In the control panel, open PC Exchange.
The PC Exchange control panel will appear.

@) Press the [Add...] button.

The [Specify application associated with DOS extension] window will appear.

@ Input “MID” into the DOS extension field.

In order to distinguish different types of file, MS-DOS adds an extension consisting of a
period and three characters to the end of the filename. It is customary for SMF data to
have an extension of “MID.”

@ From the list that appears in the lower part of the dialog box, select your
SMF-compatible MIDI application (sequencer).
In this example, we will select [MIDI Player v1.0.1]. The selected icon will appear in the
Application field.

® Form the [Document typel popup menu, choose [Midil, and click the [OK]
button.
The item which was added to the PC Exchange window will appear, and has been regis-
tered.
Now when an MS-DOS SMF disk is inserted into the disk drive, it can be used immedi-
ately.
% For details refer to the explanation of “Macintosh PC Exchange.”
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Listening to the demo songs

The NS5R contains two demonstration songs which take advantage of its features. These
demo songs can be played back by the NS5R without requiring any other equipment.

1

2 Adjust the volume
Rotate the VOLUME to adijust an

Power on/off

Press the VOLUME/POWER switch to turn the
power on. Each time the switch is pressed, the
power will alternate on/off.

appropriate volume level.

* This simultaneously adjusts the
headphone volume as well.

| g

+
GMBB:BB1 Piano

A

EITCEE) Rx 2028

01 ll-ll-llll-lIl'.lI-l-“lllIl_'_l
R e | R T . I T Tk 5]

Your powered speaker or stereo amp system must
be turned off before the NS5R’s power is turned on

or off.

3 Demo songs

Demo song no.1: “2000 Fever” performed by Akihiro Horikoshi
Demo song no.2: “MissionMan” performed by John Lehmkulh

© 1996 Korg Inc., All Rights Reserved.

B Multi mode
When the power is turned on, the NS5R will be
in Multi mode.

( B Operations in DEMO mode
Demo song 1: 2000 Fever

v

I Enter DEMO mode
Press the [DEMO/COMP.] button.

Demo song 2: MissionMan

<DEMO> During playback, you
can press the

B2:MistionMan
23, 81882 Chain - [DISP/EXIT] button to

{DEMO>

A1 3 70 Fausr
bt B2:MissionMan
zJHn 7 81802 Chain

} stop playback.

Repeatedly playback demo
songs 1/2. (continually)

B Exit DEMO mode
From the demo song select screen, press the

[DISP/EXIT] button.

Eom
‘ rf_;] To listen to the playback

Use the VALUE controller, [PART/PAGE] buttons, or

[PARAM] buttons to select the song that you wish to

hear.

Press the [EDIT/ENTER] button and the selected

demo song will begin playback.

* If you select 01 & 02 Chain, demo songs 1/2 will
continue to repeat consecutively.

Fx RA:1801
Rev+Cho

To stop playback

Press the [DISP/EXIT] button during playback, and
playback will stop. You will return to the demo

song select page.

* You will exit DEMO

mode.

mode and return to Multi

Listen to the demo playback, and enjoy the versa-
tile sounds and rich expressiveness of the NS5R.

15
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Playing in Multi mode

In Multi mode the NS5R will function as a multi-timbral (GM) tone generator, with 16

channels for A and B (total of 32 channels). This mode is normally used for when you use
a computer/sequencer to play an ensemble on the NS5R.

71 Multi mode
will be in multi mode.

number and sound name for each part.

The LCD screen will show the sound bank, sound

o83 FITCORID 0372
GM-a: SN I

a1

.._
]
(]

Sound bank

Sound (program/combination) name
Sound (program/combination) number

F——— - — — — = — = = — —

When the power is turned on, the NS5R B What is Multi mode?

In Multi mode, the NS5R will function as a 32 chan-

I nel multi-timbral tone generator. Different sounds

| (programs) can be played by each of the 32 parts.
Since Muiti mode will have the initial GM settings
when the power is turned on, it will immediately be
ready to playback a GM score (musical data for a

| GM tone generator). To once again restore the GM
initial settings, you can either transmit a GM System
On message, or execute the Utility mode [053] Pre-

| set/nitialize command.

v EXP PAN REV CHO

| SR AR

GMEa: 891 Fiano

Fx A:B888
Rew+Chol

81 Il..ll-llll-IIlI.ll_l-“Illll_l_l
T

TR0 52

MIDIIN

MiDI OUT

computer/sequencer

3 Selecting sounds (2)

To select sounds from a com-
puter/sequencer, transmit a
program change message (if
you wish to change the bank,
transmit a bank select mes-
sage as well).

Program changes 0—127 will
select programs/combinations
001—128.

* Sound banks are selected by
bank select messages (refer to
p.24,71).

2 Selecting sounds (1)

The sound for each part can be selected using the
VALUE controller.

Use the [PARAM] buttons to select
the bank or sound that you wish to
change (it will be highlighted)

Rotate the VALUE controller to
change the bank or sound number

The NS5R has a total of 1049 Program sounds in the
GM-a/b banks, r:bank, y:bank, and Prg (program) A, B,
and C banks of its internal ROM. It also has a total of
384 Combination sounds in the Cmb (combination)
banks A, B, and C of its internal ROM.

Also, the internal RAM area contains 128 user pro-
grams in the PrgU bank, and 128 combination sounds
in the CmbU bank.

Select different banks and sound numbers, and play the
sounds of the NS5R!

16
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Preparations

If you have problems

If the NS5R does not produce sound, or if the sounds or response are not what you
expect, check the following points.

No sound

® First check whether you can hear the demo playback. If the demo songs cannot be heard,
check that the volume is raised appropriately on your powered monitor / stereo amp sys-
tem, and that audio cables are connected correctly.

® If you can hear the demo songs, check that you are in Multi mode.

® Check MIDI cable connections / special cable connections. Also check that the correct
settings have been made on your computer/sequencer. When the NS5R receives MIDI cg:‘i;gf:r /
messages, its MIDI indicator will light. If the MIDI indicator does not light, it is possible [sequencer
that the settings on the computer/sequencer are incorrect.

® If you are using a special cable to make connections, check that the Global mode “BPS”
setting is correct. Select 38.4 kBPS if you are using an IBM PC (compatible), or
31.25 kBPS if you are using an Apple Macintosh.

® If you are using a sequencer program on your computer, you will need to make settings
for the MIDI port on which MIDI messages will be transmitted and received. Make sure
that you have specified the MIDI port of the MIDI interface to which the NS5R is con-
nected, or the port of the Korg MIDI Driver. Korg MIDI Driver is able to the tone gener-
ator of the NS5R itself and the MIDI messages transmitted from its MIDI OUT as
separate MIDI ports. If you wish to play the NS5R, specify the NS5R’s tone generator
(Korg PC I/F Synth Port). (p.7—12)

® Some Windows sequencer programs transmit MIDI messages through the MIDI mapper.
If you are using such a program, make settings in the MIDI Mapper (located in the Con-
trol Panel) to change the port name for all MIDI channels to Korg PC I/F Synth Port.
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Sounds or performance is incorrect

® If the wrong sounds are used when playing back a GM score, it i possible that bank select
messages are used within the score. If this is the case, make settings on your computer/
sequencer so that bank select messages are not transmitted (p.20, 154). Either transmit a
GM System On message from the computer/sequencer, or execute the [053] Preset/Ini-
tialize operation to restore the initial GM settings, and then playback the data once again.

® If volume or pan are incorrect, or if they are specified by the music data but are not
reflected in the NS5R’s playing, it is possible that these messages are being cut by the
transmit filter of the sequencer or sequencer program, or by Korg MIDI Driver’s filter.
Check these settings.

® In Multi mode, the NS5R functions as a 32-part multi-timbral tone generator. Although
it is possible to select the sound and specify the volume and pan etc. for each track by
making settings on the NS5R, it is best to include such settings in the musical data that
you create on your computer/sequencer. (If this is done, the playback conditions will be
the same each time.) If you playback musical data which does not contain these settings,
the settings that were last played back will still be in effect. For details on creating musical
data and on playing each sequencer track, refer to the owner’s manual for your sequencer
or sequencer program. '
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i

If you are using a keyboard to play the
NS5R

Connections

-
If you are using headphones, plug them W
1 Power supply into the front panel PHONES jack.

Connect the power cable to
the AC inlet, and connect the
other end to an AC outlet.

— RgG QLMONO
MIDI cable i

volume pedal pedal switch
MIDI OUT Soo Goo
powered monitor
(PM-15 etc.)
= =

WID! Keyboard 2 Monitor connections
Connect the OUTPUT jacks to a pow-
3 Connections to your MIDI key- ered monitor or a stereo amp.
board * If making monaural connections, use
Use a MIDI cable to connect the MIDI OUT the L/IMONO jack.

connector of your MIDI keyboard to the
MID! IN connector of the NS5R.

% Refer to “MIDI keyboard settings” (p.19)

Powered monitor / Stereo amp .

In order to faithfully produce the sounds of the NS5R we recommend that you make con-
nections to a powered monitor system (a speaker with built-in amplifier, such as the PM-
15 [optional)). If you are using a stereo audio system or a stereo cassette radio that hasan
external input, make connections to the LINE IN, AUX IN, or “external input” jacks.

A When using a stereo audio amp to play the NS5R, be careful not to raise the vol-
ume excessively, since high volumes can damage your speaker system.
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MIDI keyboard settings

If you wish to play the NS5R from a MIDI keyboard, you will need to make MIDI trans-
mission settings on your MIDI keyboard. For the procedure on making these settings,
refer to the owner’s manual for your MIDI keyboard.

* The NS5R is a MIDI tone generator module that produces sound in response to the MIDI
messages it receives from an external MIDI device (MIDI keyboard, computer, sequencer

etc.). If you will be using a computer or sequencer etc. to play the NS5R, refer to “If you are
using a computer/sequencer to play the NS5R” (p.1).

MIDI transmit channel

Set the MIDI transmit channel of your MIDI keyboard to the MIDI receive channel of the
NS5R part that you wish to play. If a different MIDI transmit channel is selected, or if it is
not possible to change the MIDI transmit channel of your keyboard (i.e., if the transmit
channel is fixed), you will need to change the MIDI receive channel of the NS5R ([000]
Receive MIDI channel, [044] Exclusive Channel).

MIDI transmit filter

Some MIDI keyboards allow you to select the MIDI messages which are transmitted.
The NS5R is able to receive the following MIDI messages.

»n
c

2
O
=
o}
o
(0}
ot

[a T

® Note-on/off (note messages) .......... These messages are the most basic type transmitted | lll
by a keyboard.

® Program change........cccoocevereeurnenee. These messages select programs. Using o

® Control change ........cceeeveereererennans These messages convey controller movements and keyboard
performance gestures.

e Pitchbend....ccoviencvencivennrnena, These messages convey movements of the bender
(joystick, wheel, level) to control the pitch.

¢ Aftertouch (channel pressure)........ These messages convey the pressure applied to the

keyboard to control various effects.

* Not all MIDI keyboards will necessarily be able to transmit all of the above types of MIDI
messages. When the NS5R is played from a MIDI keyboard, it will respond only to those
MIDI messages which can be transmitted from the MIDI keyboard. For example, if you are
using a MIDI keyboard (such as a digital piano etc.) which is unable to transmit pitch
bend messages, the pitch bend effect cannot be obtained.
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Listening to the demo songs

The NS5R contains two demonstration songs which take advantage of its features. These
demo songs can be played back by the NS5R without requiring any other equipment.

i1 Power on/off

Press the VOLUME/POWER switch to turn the
power on. Each time the switch is pressed, the
2 Adjust the volume power will alternate on/off.

Rotate the VOLUME to adjust an

appropriate volume level.
Your powered speaker or stereo amp system must

* This simultaneously adjusts the be turned off before the NS5R’s power is turned on
headphone volume as well. or off.
VOLUME

VOL EXP  PAN REV CHO 5R
] @)
[T EAMORID B4R -l

Blll || |||| IIII I|-|.II||||I Ll

25 - 3037

3 Playback the demo songs

Demo song no.1: “2000 Fever” performed by Akihiro Horikoshi
Demo song no.2: “MissionMan” performed by John Lehmkulh
© 1996 Korg Inc., All Rights Reserved.

B Multi mode » Hl Operations in DEMO mode
When t.he power is turned on, the NS5R will be Demo song 1: 2000 Fever
in Multi mode. ey
Demo song 2: MissionMan
A 4
<DEMO> During playback, you
@!@] PG =% can press the
B Enter DEMO mode SRl Giieh thain - [DISP/EXIT] button to
Press the [DEMO/COMP.] button. stop playback.
<DEMO> }
012 ZR0E Fauer Repeatedly playback demo

-éﬂﬁm@ s o songs 1/2. (continually)

< 27%=J)) To listen to the playback
Use the VALUE controller, [PART/PAGE] buttons, or
[PARAM] buttons to select the song that you wish to
hear.

Press the [EDIT/ENTER] button and the selected
demo song will begin playback.

B Exit DEMO mode * If you sefect 01 & 02 Chain, demo songs 1/2 will
From the demo song select screen, press the continue to repeat consecutively.
[DISP/EXIT] button.

~ To stop playback

@ Bz qepat Press the [DISP/EXIT] button during playback, and
Volume: FEE] playback will stop. You will return to the demo
song select page.

[215)Y
+20
G-

o1

* You will exit DEMO Listen to the demo playback, and enjoy the versa-
mode and return to Multi tile sounds and rich expressiveness of the NS5R.
mode.

L \. i,
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Playing the NS5R from a MIDI keyboard

Now go ahead and play the NS5R from your MIDI keyboard. The NS5R has two levels of
sound data: programs/combinations and multi. Here we explain how to play program/

combination sounds.

7 Multi mode

When the power is turned on, the NS5R will be in multi mode.

s FTOEE] Ex

GM~a: ST
al

A: 8081
#Cho

The LCD screen will show
the sound bank, sound
number and sound name
for each part.

Sound bank

Sound (program/combination) name
Sound (program/combination) number

EXP PAN REV CHO

(B EMOEDE.

Piano

o1 hal b sl b Luhiu L

MIDI IN

MIDI OUT

5 3032

%)
C
@]
=
O
bt
[o]
[oX
[0]
s
[« T8

e
—

—
-_- -

Using a

keyboard

- EmE L [joBa =

MIDI keyboard

8 Selecting sounds (2)

To select sounds from a com-
puter/sequencer, transmit a
program change message (if
you wish to change the bank,
transmit a bank select mes-
sage as well).

Program changes 0—127 will
select programs/combina-
tions 001—128.

* Sound banks are selected by
bank select messages (refer to
p.24,71).

2 Selecting sounds (1)

The sound for each part can be selected using the
VALUE controller.

Use the [PARAM] buttons to select
the bank or sound that you wish to
change (it will be highlighted)

Rotate the VALUE controller to
change the bank or sound number

The NS5R has a total of 1049 Program sounds in the
GM-a/b banks, r:bank, y:bank, and Prg {program) A, B,
and C banks of its internal ROM. It also has a total of 384
Combination sounds in the Cmb (combination) banks A,
B, and C of its internal ROM.

Also, the internal RAM area contains 128 user programs
in the PrgU bank, and 128 combination sounds in the
CmbU bank.

Select different banks and sound numbers, and play the
sounds of the NS5R!
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If you have problems

22

If playing a MIDI keyboard does not make the NSSR produce sound, or if you are unable
to select programs, check the following points.

If there is no sound

o First check whether you can hear the demo songs. If the demo songs cannot be heard,
check that the volume is raised appropriately on your powered monitor / stereo amp sys-
tem, and that audio cables are connected correctly.

e If you can hear the demo songs, check that you are in Multi mode. Programs cannot be
played while you are in DEMO mode.

o Also check MIDI cable connections and the MIDI transmit channel of your MIDI key-
board. The MIDI transmit channel of your MIDI keyboard must be set to the MIDI
receive channel of the NS5R part that you wish to play. If it is not possible to change the
MIDI transmit channel of the MIDI keyboard that you are using (i.e., if the transmit
channel is fixed), specify the MIDI receive channel of the NS5R by setting Multi mode
[000] Receive MIDI channel setting and the Global mode [044] Exclusive Channel.

If programs cannot be selected

e If you are unable to select programs from your MIDI keyboard, check the transmission
settings on your MIDI keyboard. Some models of MIDI keyboard can be set to disable
transmission of program change messages. Also, some types may be unable to transmit
bank select messages, or may handle bank select messages differently than the NS5R.
Carefully check the transmission functionality of your MIDI keyboard.

About drum kits

Drum kits map different sounds (drum sounds) to each note of the keyboard, instead
of playing a pitched sound. This means that a single drum kit can produce a wide vari-
ety of drum/percussion sounds. The NS5R has 37 drum kits in ROM and 2 drum Kits
in RAM. In order to play these, select one of them as a program. (Set the sound bank
in Multi mode to yDr1, yD2, rDrm, or kDrm, and then use the VALUE controller;
refer to pages 45 and 46). Also, Drum Kit Edit mode allows you to modify the sound
and settings for each note of a drum kit (refer to pages 31 and 127).




1. About modes

Digital instruments such as the NS5R organize their functions into groups known as
“modes.” The functions of the NS5R can be broadly categorized into the following three
groups.

1. Functions that let you select and play sounds

2. Functions affecting connections with external devices and data management

3. Functions that let you modify and create sounds

In order to help you use these functions efficiently, the functions of the NS5R are divided
into the following eight modes: Multi mode, Part Edit mode, Global mode, Utility mode,

Combination Edit mode, Program Edit mode, Drum Kit edit mode, and Edit Effect
mode.

Multi mode

Multi mode is the center for all of the NS5R’s functionality. Here you can select from 1177
program sounds, 512 combination sounds, and 31 drum programs, assign these sounds
to the 32 parts, play them as a GM tone generator or from a MIDI keyboard, and also
make simple modifications to these sounds.

Playing in Multi mode

To play sounds in Multi mode, you must set the MIDI transmit channel of the transmit-
ting device (MIDI keyboard/computer etc.) to the MIDI channel of the NS5R part that
you wish to play.

On the NS5R, parts 1—16 are normally assigned channels 1—16 of MIDI port A, and

parts 17-—32 are assigned channels 1—16 of MIDI port B. (These are the factory set-
tings.)

* Whether port A or port B is used will be determined by the Part Edit mode [016] MIDI
Channel To Port setting.

* The factory settings can be recalled by the Utility mode function [053] Preset/Initialize.

Basic operation for Multi mode
When the NS5R is powered-on, it will be in Multi mode.

23
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In Multi mode you can use the [PART/PAGE] buttons to switch display pages, the
[PARAM] buttons to move the cursor (the highlighted area) to select parameters, and the
VALUE controller to modify the value.

PART/PAGE buttons  VALUE controller

PARAM buttons

In Multi mode, you can select sounds either from the NS5R’s front panel or via MIDI
messages from an external device.

Selecting sounds from the NS5R’s front panel
e Sound bank: Selects the bank.
e Sound number and name: Selects the program/combination sound.

Use the [PARAM] buttons to move the cursor to the desired item (highlighted), and
rotate the VALUE controller to select a sound.

PARAM buttons VALUE controller

2 ETCORE reee,
GM—a: S S

ol ]

l l Sound (program/combination) name @@

Sound (program/combination) number
Sound bank

Selecting sounds via MIDI
To select sounds from a MIDI keyboard (external MIDI device), transmit program
change messages. When the NS5R receives a program change, it will switch sounds (pro-
grams/combinations) within the currently selected bank.

To switch the program bank, transmit control change #0/32 bank select messages. Even
when the NS5R receives a bank select message, the program will not change. When a pro-
gram change message is transmitted following the bank select message, a program will be
selected within newly specified bank.

% In addition to selecting sounds, Multi mode also allows you to make simple adjustments
such as volume, pitch, stereo location, and effect depth for each part. For details refer to
Advanced Use, “1. Multi mode.”
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Up to four sets of Multi mode settings can be stored in the NS5R’s memory. Utility mode
[055] Multi Setup lets you save or recall these settings.

o . . . )
Initial settings in Multi mode o
When the power is turned on, or when a GM Mode On [F0 7E 7F 09 01 F7] message is 6
received, the Multi mode settings will be as follows. g
(Settings will differ depending on whether [046] Bank Map Type is set to “Default” or to @
((OSR/W” ) R
Default 05R/W
Rx.MIDI Ch. Parts 01 ... 16=01 ... A16, Parts 01 ... 16=01 ... A16,
Parts 17 ... 32=B01 ... B16, Parts 17 ...32=B01 ...B16
Program GM-a:001 Piano 1 GM-b:001 Piano 1 About
(Other than Parts 10 and 26) (Other than Parts 10 and 26) modes
Drm:001 STANDARD kDrm:001 GM Kit
(Parts 10 and 26) (Parts 10 and 26)
Effect A:001 Rev/Cho A:001 Rev/Cho
Volume 100 100
Expression 127 127
Panpot CNT CNT
Key Shift +00 +00
Rev.Send 40 40
Cho.Send 0 0
Part Mode NORM (Other than Parts 10and 26)  NORM (Other than Parts 10 and 26)
MDrm1 (Part 10) MDrm1 (Part 10)
MDrm3 (Part 26) MDrm3 (Part 26)
MONO/POLY POLY POLY
FineTune +00 +00
Note Window C1..G9 C-1.G9
Velocity Window 001 ...127 001...127
ModWheel PModint 10 10
PitchBend Range +02 +02
Portamento Switch OFF OFF
Portamento Time 0 0

Settings for each Part via MIDI

Program

The program/combination for each part can be specified by Bank Select and Program

Change messages.

Volume

The volume level of each track can be specified by Control Change #7 (Volume) messages
and by Control Change #11 (Expression) messages.

Panpot

The panning of each track can be modified by Control Change #10 (Panpot) messages.

Send C/D

The Send C/D of each track can be modified by Control Change #91/93 (Effect Depth)

messages.

Transpose, Detune, Pitch Bend Range
The transpose, detune, and bend range of each track can be modified using RPN mes-

sages. In order to modify these settings, transmit Control Change #100 or #101 RPN mes-
sages to specify the parameter that you wish to adjust, and then use Control Change #6 or
#38 (Data Entry) messages to specify the value.
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Part Edit mode

In this mode you can set parameters (other than Multi mode parameters) for each of the
32 parts of the NS5R. Unlike the “real” sound editing that you perform in Program Edit
mode or Combination Edit mode, the modifications to the sound that you perform in
this mode are merely adjustments which are applied to the settings of the program or
combination sound. This means that the changes you make in this mode do not actually
modify the sound data itself.

Basic operation in Part Edit mode

26

From Multi mode, press the [EDIT/ENTER] button, and the following edit menu will
appear.

{EDIT MENU>

B Global

Dtility

Use the [PART/PAGE] buttons and the [PARAM] buttons to move the cursor to PartEdit,
and press the [EDIT/ENTER] button once.

The parameters of Part Edit mode are divided into the following four groups: Common,
EG (envelope generator), filter/window, and others.

<FART EDITYX

Ferllin Ey OTHERS

Move the cursor and press the [EDIT/ENTER] button once again, and a page will appear
in which you can edit the parameters. The following screen is an example of when EG is

selected.
{FART-EG>
EG AttackTime = 4
il

a1 [

In Part Edit mode, use the [PART/PAGE] buttons to switch parts (or in Common, to
switch pages), use the [PARAM] buttons to move the cursor (the highlighted area) to
select a parameter, and use the VALUE controller to modify the value.

For details on the function of each parameter, refer to Advanced Operation, “2. Part Edit
mode.”
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Global mode

In this mode you can make settings which affect the entire NS5R. Here are settings for the
NS5R'’s display functions, selection of the MIDI messages which are transmitted and
received, and settings for protecting the contents of memory.

[0y
e,
2
O
v
b
o3
o)

[

Basic operation in Global mode.

From Multi mode, press the [EDIT/ENTER] button and an edit menu will appear. In the
menu, move the cursor to Global and press the [EDIT/ENTER] button once.

About
modes

f{NEER SETUF»
BAMEMAF FX.FOLLOWFART

OFF
T ®Default OBSRA |

T

In Global mode, use the [PART/PAGE] buttons to switch pages, use the [PARAM] but-
tons to move the cursor (the highlighted area), and use the VALUE controller to modify
the value.

For details on the function of each parameter, refer to Advanced Operation, “3. Global
mode.”

Utility mode

In this mode you can save various NS5R parameters to an external device or computer, or
save/restore Multi mode settings.

Basic operation in Utility mode

From Multi mode, press the [EDIT/ENTER] button and an edit menu will appear. In the
menu, move the cursor to Utility and press the [EDIT/ENTER] button once.

CUTILITY >

[&] Seturtulti

Move the cursor to the desired item and press the [EDIT/ENTER] button once, and the
page for the selected setting will appear.

In Utility mode, use the [PART/PAGE] buttons to switch pages, use the [PARAM] but-
tons to move the cursor (the highlighted area), and use the VALUE controller to modify
the value.

For details on the function of each parameter, refer to Advanced Operation, “4. Utility mode.”
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Combination Edit mode

The NS5R allows you to bring together up to eight program sounds, and use them just as
if they were a single program sound. Such a group of programs is referred to as a Combi-

nation.

For each part of a Combination sound, you can specify the volume, pan (stereo location),
effect send level, the keyboard range and velocity range that will sound, and the effect
that MIDI messages will have. This allows you to create extremely complex perfor-

mances.

In Combination Edit mode you can make settings for combination sounds.

Basic operation in Combination Edit mode

To enter this mode from Multi mode, make sure that a Combination sound is displayed,
and press and hold the [EDIT/ ENTER] button (approximately 2 seconds).

ERER: 6681 FPiano
4Uolume = Paa [ 4

61

In Combination Edit mode, use the [PART/PAGE] buttons to switch between programs
01 through 08, use the [PARAM] buttons to select a parameter, and use the VALUE con-
troller to modify the value.

For details on the function of each parameter, refer to Advanced Operation “5.Combina-

tion Edit mode.”

Playing a combination

Since combinations allow you to play up to eight programs, they are especially conve-
nient for live performance.

28

Note window
Program 01 lﬁ i | [ | range which will sound

Program 02

Program 03

CmpU001—128
128 different com-
bination sounds
you create can be
stored.

Program 04

l Effects

Program 05
Program 06

Program 07

Program 08
An example of assigning a dif-
ferent keyboard range for each
program
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Combination types

Depending on the settings of a combination, programs can be combined in many differ-
ent ways. For example, you might play different programs in the left and right hand, or
make settings so that strongly and softly played notes sounded different programs. This
can be a powerful capability for live performance. Here are some examples of the major
ways in which combinations can be created.

[}
°
=)
o
v
‘»
O
[aa]

Layer
Play two or more programs at once. For example you might layer a piano sound with a
strings sound.

Sp, i t About

modes

Play different programs in different areas of the keyboard. For example you might play a
piano sound in the high range (right hand) and a bass sound in the low range (left hand).

Velocity switch
Play different programs depending on the force with which a note was played (note-on
velocity). For example softly played notes might play a strings sound, and strongly played
notes might play a brass sound.

Layer Program B
_ Program A

ik

Split Program A | Program B

I {li
! il

The example combinations shown here contain only two programs. Since the NS5R
allows up to 8 different programs to be used, more programs can be used to create highly
complex combinations.

Play multiple programs

simultaneously (lay-

ered).

Playing dynamics

Play different programs
Q !J q w depending on the force

of the note (velocity).

[ (e —

7 Play different programs
in different areas of the
keyboard.

V8w
(Velocity switch)

* For each timbre of a combination, an independent MIDI filter is provided for note-on,
control change, pitch bend, aftertouch, damper, and portamento MIDI messages.

Combinations that you create/modify in Combination Edit mode can be written (saved)
into Combination bank U (CmbU001—127).
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Program Edit mode

Program Edit mode is where you modify program sounds. Programs are organized as fol-
lows. In Program Edit mode you can modify these settings to change the sound.

—> Audlio signal

Pan A8 —> Control signal

Pitch Bend

Wheel —3 :
jTTTTTTmmsTmmmmmosTommToomTIoITIcsfIERIIRTY & | Effects }'{MONO
i

Basic operation in Program Edit mode

To enter this mode from Multi mode, make sure that a Program sound is selected, and
then hold down the [EDIT/ENTER] button. In approximately 2 seconds the Program
Edit home page will appear.

‘{PHDERQH EDIT>
* " UDF VDAl | Fx

[ [ | i AN e

Move the cursor to the desired item and press the [EDIT/ENTER] button, and the editing
page for the selected parameter will appear.

<OSCcC11] >

— 0SC Mode B

= IHISLE]
Qs 9

In Program Edit mode, use the [PART/PAGE] buttons to move between sections such as
OSC, EG, and LFO, use the [PARAM] buttons to select parameters, and use the VALUE
controller to modify the value.

For details on the function of each parameter, refer to Advanced Operation “6. Program -
Edit mode”

Combinations that you create/modify in Program Edit mode can be written (saved) into
Program bank U (PrgU001—128).

30



Basic Guide

Drum Kit Edit mode

A Drum Kit is a collection of percussion instrument sounds (drum samples) which are
assigned to each note number. A sound program which uses a drum kit allows you to play
a different drum sound from each note, meaning that you can play drum sounds from
your keyboard just as if you were playing a drum set.
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Basic operation for Drum Kit Edit mode

To enter this mode, make sure that a drum sound is selected for the oscillator, and from

.. . . About
any editing page in Program Edit mode (except for the effect and rename pages) press modes
and hold the [EDIT/ENTER] button (for approximately 2 seconds). A drum sound will
be selected for the oscillator if in Multi mode you select a program which uses a drum
sound, or if in Program Edit mode you set [074] Oscillator Mode to DRUMS.

({DRUMKIT EDIT:
DrumSamrle = 3
[C 3 :Tom 1 Hi 1

1-15

In Drum Kit Edit mode, use the [PART/PAGE] buttons to specify a note to which a drum
sample is assigned, use the [PARAM] buttons to select a parameter, and use VALUE dial
to modify the value of the parameter.

* If a MIDI keyboard is connected to the NS5R, you can also select a note for editing simply
by pressing that note on the keyboard.

For details on the function of each parameter, refer to Advanced Operation “7. Drum Kit
Edit mode.”

A drum kit that you create/modify in Drum Kit Edit mode can be written (saved) into the
drum kit user area (USERKIT) 01 or 02.
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Effect Edit mode

The NS5R contains two digital effect processors. For each effect (EFFECT 1, 2), you can
select one of 47 different Effect Types such as reverb, delay, flanger, distortion, and
exciter.

In Effect Edit mode you can change the effect type, and modify the settings.

* In a combination, the effect settings for each program 01 through 08 are ignored, and the
effect settings specified for the combination will be used. Similarly in a Multi, the effect set-
tings for the program of each part will be ignored, and the effect settings specified for that
Multi will be used.

Basic operation for Effect Edit mode

To enter this mode, make sure that either [009] Effect Bank or [010] Effect Program is
selected in Multi mode, and press and hold the [EDIT/ENTER] button (approximately 2
seconds).

"HEEE REeu+Chc PRRA. 3
Fxl1:81 Hall Sh: 0N
Fx2:19 Chorus 1 SW:O0ON

In Effect Edit mode, use the [PART/PAGE] buttons to select pages, the [PARAM] buttons
to select parameters, and the VALUE controller to modify the value of the parameter.

The 47 effect types are numbered: 1—37 are single effects, 38—39 are serial-connected
effects, and 40—47 are parallel-connected effects. By using a parallel-connected effect,
you can simultaneously use up to four independent effects.

Single: 1-37 Serial: 38 & 39 Paraliel: 40-47
FX1a

FX 1 J Fx1a H Fxip & FX 1b

For details on the function of each effect, refer to Advanced Operation “8. Effect Edit

mode.”
Effects that you create/modify in Effect Edit mode can be written into effect bank H
(H:001—128).
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2. How the NS5R is organized

Modes and Pages

Digital musical instruments such as the NS5R organize their numerous functions into
groups referred to as “modes.” As you have already read, the NS5R has eight modes. The
eight modes are related as shown in the following diagram,

.1 Multi mode

press
continuously

N tPART EDITS
<EDIT MENU> = SRR FEG .2 Part Edit mode
| FartEdit [EIEES Ferin OTHERS
Utility = —
(<cLoBAL> .
R Lch BP: NOTE VEL
Edit menu —> 38.4 A 100 .3 Global mode

EXCL.CH  MEM.PROTECT
a1 pOcOrCOIEO J

——

Fnurw )
N Preset 1& DunrOut | 4 Uity mode

1883 guper‘Synth )

2099 Crustal :

‘( o1 ume =" 198 »
T J

.5 Combination Edit mode

FPROGRRM EDIT>

M AT TN
T [N | o [ | i P )

\. v,
<DRUMKIT EDIT>

.6 Program Edit mode

\4

f i Instrument  =[EEE »| press
.7 Drum Kit Edit mode [C 2 iProcesKick] continuously
L 1/15
. (<£0IT EFFECT> )
.8 Effect Edit mode .| A: PARA. 3
~ 7| Fx1:81 Hall Sl: ON
Fx2:19 Chorus 1  SlJ: ON
.

Each mode consists of several “pages.” The three modes Part Edit mode, Program Edit
mode, and Utility mode have a page containing a menu (referred to as the home page),
and from this home page you can select the desired page.

In the page screens of the NS5R, some cursor locations allow you to move to a different
mode. For example if you wish to edit effect settings, place the cursor on the effect selec-
tion and continue pressing the Edit button.
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Parts/ Chcmne|s/ Voices

How Parts and Voices are related

The section in a synthesizer that produces the sound is generally referred to as the oscilla-
tor (OSC). On the NS5R, a unit of sound production able to produce one independent
sound is referred to as a “voice” The Program sounds of the NS5R are either Single Voice
or Double Voice, and these Program sounds can be combined into a Combination to pro-
duce a sound that uses up to 16 voices.

Each Part is analogous to a musician in a band. The NS5R has 32 Parts, and therefore is
able to emulate a 32-member ensemble. For example, Part 1 might be assigned a piano,
Part 2 a bass, Part 3 a trumpet, and so on.

Part Sound (number of voices)
1 Piano (1)
2 Bass (1)
3 Synth (2)
4 Guitar (1)
5 Strings (2)
Total 7 voices

In this example, five different sounds use seven voices.

In this case you need to be aware that the total number of voices used by all Parts cannot
exceed 64. When more than 64 voices are requested of the NS5R, currently-sounding
voices will be turned off, beginning with the oldest voice. This means that you must be
careful when using Combination sounds which use a large number of voices.
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How Parts and MIDI channels are related

A MIDI receive channel can be assigned to each of the 32 Parts of the NS5R. The MIDI
channels available on the NS5R are Al—A16 and BI—B16. The MIDI channels of the
transmitting device (computer or sequencer) must be set to match the MIDI channels of
the receiving device (the NS5R). When the power is turned on, Parts 1—16 are set to
A1—A16, and Parts 17—32 are set to BI—B16.

Part no. (sound) MIDI receive ch.
Part 01 (Piano) AQ1
Part 02 (Bass) AQ2
Part 03 (Strings) A01
Part 04 (Brass) AQ4

In this case since Parts 1 and 3 are set to the same MIDI receive channel, a single Note
message will simultaneously sound both Piano and Strings sounds.
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How the
NS5R is
organized
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Program numbers and Bank numbers

The Programs, Combinations, and Drum Kits of the NS5R provide a total of 1177 differ-
ent sounds (including 256 User sounds). Since the GM numbers 1-128 are insufficient to
select the desired sound from this enormous range of possibilities, sounds are selected by
a combination of Extension Voice Bank and Program Number.

When selecting a sound from the front panel, move the cursor to the appropriate location
and specify the Bank number and Program number directly. (For the available Banks and
Programs, refer to the Voice name list included at the end of this manual.)

When selecting a sound from a sequencer or computer via MIDI, you will use three types
of MIDI message: Bank Select MSB, Bank Select LSB, and Program Change. For example
if you wish to set Part 1 to “GS02” bank (MSB:LSB=02:00) Program number 10, you
would transmit the following MIDI messages.

B0, 00, 02, (BO,) 20, 00, C0, 09

A MIDI Program Change numbers 0~127 correspond to Program numbers 1-128 of
the NS5R. Also, when controlling program changes from an external device via
MIDI, you must be sure to transmit Bank Select numbers together with the Pro-
gram number. Programs of the NS5R will not change when Bank Select numbers
are received by themselves.
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3. Editing

What is editing?

Since the NS5R already contains a rich assortment of program sounds and combination
sounds, a wide range of musical possibilities are already available to you. However you are
free to modify these sounds or even to create completely new sounds. The process of modi-
fying an existing sound or of creating a completely new sound is referred to as “editing”

The NS5R is not just a preset tone generator that lets you use only the built-in sounds. It
is a full-fledged synthesizer featuring Korg’s powerful ai-squared synthesis system, and
gives you the freedom to modify sounds or to create completely new ones. In order to
bring out the full potential of the NS5R, we encourage you to try your hand at editing.

Editing operations are performed in the corresponding edit mode. For details refer to the
Advanced Operation chapter for the relevant mode.

The elements of sound

The NS5R is able to produce an incredible variety of sounds, from instrumental sounds
such as piano and guitar, to the sounds of drums and percussion, and even synth sounds
and sound effects. In order to modify these sounds or to create new sounds, you must tell
the NS5R “how to change the sound.” The various aspects of the sound which can be
changed are referred to as “parameters.” In the NS5R’s Program Edit mode and Combina-
tion Edit mode, you can edit sounds by modifying the setting or value of these parameters.

In order to edit smoothly and efficiently, it is important that you understand the elements
of sound. Sound consists of three elements; pitch, tone, and volume. On the NS5R, the
OSC (oscillator), VDF (filter) and VDA (amplifier) which make up a program are what
contro] these elements or aspects of the sound

0sC VDF VDA
Pit(f‘h and ' Tone . Volume
basic tone ke

Pitch: OSC (oscillator)

OSC is the section which selects the basic waveform (multisample), and specifies the pitch-

related settings. The NS5R contains a huge number of multisamples, and the process of creat- 3
ing a sound begins by selecting of one of these multisamples. Not only instrumental sounds

such as piano, but also waveforms unique to synthesizers are also provided.

Tone: VDF (filter)

Editing

VDF is the section which adjust the brightness of the sound. The multisample selected in
the OSC section contains a wide range of overtones and frequency components. These
are what make a sound identifiable as “piano-like” or “guitar-like.” By using a type of filter
called a low pass filter, the VDF can remove some of the high frequency components to
adjust the brightness of the sound. The greater the amount removed by the filter, the
darker (softer) the sound will become.
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The amount removed by the filter (= brightness) can be made to change over time. For
example the sound might be bright in the beginning, and gradually be made darker.

Filter characteristics

Level Overtones included ~ Level This portion is
in the original i removed
multisample

e~
L

Overtones left
by the fifter
|||| L,

Frequency (pitch) Frequency (pitch)

Volume: VDA (amplifier)

VDA is the section that adjusts the volume. The volume referred to here is not the overall
volume of the performance, but rather the change in volume that occurs within a single
note. For example, a note played on a piano begins loudly, and then gradually decays in
volume. On the other Hand, a note played on an organ maintains the same volume as
long as the key is pressed, and a note played on a violin can change in volume during the
note as desired by the performer. This type of volume change is what the VDA creates.

Piano . Organ

Volume T Volume w
Volume gradually Volume is coTstantd until
diminishes the note is release
Tim:e Time

EG and LFO

EG (envelope generator) and LFO (low frequency oscillator) are what enable the OSC,
VDEF and VDA sections to control the pitch, tone, and volume in ways that change over
time.

EG

This is a section that allows various aspects of the sound to be controlled over time. The
NS5R provides a Pitch EG, VDF EG, and a VDA EG, respectively allowing pitch, tone,
and volume to be controlled over time. For example the volume adjustments performed
over time by the VDA discussed in the preceding section are actually specified by the VDA
EG.

LFO

This is a section that allows various aspects of the sound to be controlled cyclically. The
NS5R provides a Pitch LFO, VDF LFO, and VDA LFO, respectively allowing pitch, tone,
and volume to be adjusted cyclically. The Pitch LFO creates cyclic change in pitch =
vibrato (pitch). The VDF LFO creates cyclic change in tone = wah (VDF cutoff). The
VDA LFO creates cyclic change in volume = tremolo (VDA).



Basic Guide

4. Troubleshooting

This section lists various problems you may experience when playing the NS5R from a
computer/sequencer or keyboard, and gives the measures that should be taken in each
case. If you wish to know about the discussed functions or parameters in more detail,
refer to the page references that are given.

Nothing appears in the LCD when the power is turned on

Make sure that the power is connected correctly.

No sound

Make sure that the audio cables or headphones are connected correctly (p.2, 18).

Make sure that the power switch of your powered monitor system or stereo system is
turned on, and that the volume is raised.

Make sure that the NS5R's VOLUME is raised (p.v).

Make sure that the power is turned on for any connected MIDI keyboard or computer/
sequencer, and that MIDI cables or special cables are connected correctly (p.3—p.5).

When using a special cable for connections: Make sure that the Global mode BPS setting
is correct (p.6).

When using a special cable for connections: Make sure that the MIDI driver installation
settings match the MIDI port settings (p.7, 11).

Make sure that you are not playing in a keyboard range or velocity range which is silent
because of note window or velocity window settings (p.60, 61, 83, 85).

If a program/combination sound is selected: Make sure that the MIDI transmit chan-
nel(s) of your computer/sequencer match the MIDI channel of each part (p.44).

The sound does not stop

If the MIDI cable is disconnected or the connection is switched while a note is sounding,

the sound will continue (since the note-off message will not be received). If this happens,
temporarily switch to a different mode to stop the sound. If a device capable of transmit- O
ting Active Sensing messages is connected to the NS5R, notes will stop automatically if

the MIDI connection is broken.
Trouble-

shooting
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Cannot control via MIDI

Make sure that MIDI cable or special cable connections are correct, and that the trans-
mitting device is set correctly (p.3).

If a combination sound is selected: If control is impossible only for a specific effect, such
as pitch bend or aftertouch, it is possible that MIDI filter settings are causing that mes-
sage to be cut. Check the Combination Edit mode settings. ([066. Receive pitch bend]
p86, [067. Receive aftertouch] p86)

Cannot select Programs or Combinations

Programs and Combinations are selected by Program Change messages. Check whether
the transmitting device is transmitting these messages.

If a program/combination sound is selected: To select banks, transmit bank select mes-
sages (p.35).

The sound or operation is different than when editing

Sounds and effects that you edit in Program Edit mode, Combination Edit mode, Drum
Kit Edit mode or Effect Edit mode are not saved unless you perform the Write operation.
If you select another program or combination without writing, the sound data that you
have been editing will be lost.

When you edit a drum kit, the drum sounds will sound with the settings of the program
that is selected in Multi mode. If you use that drum kit with a different program than
when you edited it, be aware that the sounds and operation will be different (p.127). Nor-
mally, you should first select the program that uses the drum kit that you wish to edit,
and then edit the drum kit.

A combination does not contain the program data itself for each part, but contains only
the number of the program for each part. If you edit the programs used by a combina-
tion, or exchange the locations of the programs, the sound of the combination wiil be
affected.

Cannot write programs or combinations

Check the Global mode Memory Protect setting (p.70). If Memory Protect is ON, data
cannot be written.

The wrong drum sounds are played

If transmitting the correct note message for the desired sound causes a different drum
sound to play, it is possible that the Transpose setting is set to a value other than 0. Make
sure that the Performance Edit mode parameter Master Key Shift is set to +00 (p.52).

When using a computer/sequencer to play the NS5R, make sure that the transpose setting
of the transmitting device is set to 0. Sequencers or sequencer programs will not normally
transpose MIDI channel 10, but if editing commands have been executed to transpose
the data or if you are using a Part other than Part 10 of Multi mode to play the drums,
check the settings.
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Cannot transmit exclusive messages from the NS5R

If you are unable to transmit exclusive messages from the NSSR (e.g., in order to trans-
mit/save sound data or edit sound data), check the Global mode EXCL.CH setting (p.70).

41
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' 1. Multi mode

In Multi mode you can set parameters for the sound, volume, and panning etc. of each Mol
Part of the NS5R. Immediately after the NS5R’s power is turned on, it will be in this mode
mode.

Multi mode is also the center for a variety of NS5R operations and functions, and is the
starting point from which you can move to various editing modes, or to Global and Util-
ity modes.

The following items can be set in Multi mode.

Button Parameter Edit Refer to

@ 000 Receive MIDI channel  Set the MIDI channel that each Part will receive —P44
001 Transpose Set the transposition for each Part —P45

@ 002 Bank select Select the sound bank for each Part —P46
@J@D 003 Program number Select the sound program for each Part —P.46
004 Volume Adjust the volume for each Part —P46

005 Expression Adjust the depth of Expression for each Part —P.47

006 Panpot Adjust the stereo position for each Part —P47

007 Reverb send level Adjust the effect depth —P48

008 Chorus send level Adjust the effect depth : —P48

009 Effect bank S:tljgt the effect program bank that will apply to the P49

010 Effect program Select the effect program that will apply to the setup —P49

[EDIT] (Effect edit mode) —P134

Move to Part Edit mode —P50

@ Press (Edit menu) Move to Global mode —P67
@ Move to Utility mode P75
@@ Move to Combination Edit mode —P79

Press and hold Move to Program Edit mode —P.89
Move to Drum Kit Edit mode —P134

By pressing the [EDIT/ENTER] button from Multi mode, you can move to a variety of
modes that allow you to edit parts, programs or combinations. The mode to which you
will move will depend on the location of the cursor at that time. Refer to the explanations
for each parameter which begin on the following page.

* Settings in Multi mode will be lost when the power is turned off. When the power is turned
on, these settings will be initialized for GM.

* If you wish to save the Multi mode settings, you can use Utility mode [055] Setup Multi
(refer to p.78) to store up to four types of settings. Also, the NS5R, X5 and X5DR Multi
mode settings are compatible, but the NS5R and O5R/W Multi settings are compatible only
in their Effect settings.
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In Multi mode, the LCD will display an indicator which shows the playing status for each
of the 32 Parts. When the NS5R is producing sound in response to musical data being
received from an external device, the indicator for the corresponding Part will move like a
level meter.

VOL EXP PAN REV CHO EFFECT TYPE
MID) CH, Fx A:BEA
K SHIFT % {:3 Reu+Chol
e | GMEBIBE1 Piano
oo @1 lu_ol Jann_ bl Bn L0 laban L s ncicors
-~ -5 10 15 200 - - 2

; 0.5 the sounding level
. of each Part

select Parts 01—32
000. Receive MIDI Channel ‘ 1 001. Key Shit

Set the MIDI channel that each Part will receive

Toe T e ke SERae

GMoE: 081 Piano

A01—A16, B01—B16, OFF

If you are using a connected MIDI keyboard to play the NS5R, set the MIDI channel
being transmitted by the keyboard to match the MIDI channel of the NS5R Part to which
the Program you wish to play is assigned. If you are using a sequencer, set the MIDI chan-
nel of each NS5R Part to match the MIDI channel used by each sequencer part.
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. > T 000. Receive MIDI Channel
0017. Key Shlfl’ 1 ‘ 4 002. Bank Number

Set the transposition for each Part

DRI F 7%

1:081 Piano

@
B!
o
O
o
|9
C
@
—
@
e
©
o

a1

Adjust the pitch of each Part in semitone steps over a range of —24 to +24 (12 steps are
one octave).

* When the power is turned on or when a GM On message is received, this will automati-
cally be set to 00.

T 001. Key Shift
4 003. Program Number

002. Bank Number

Select the sound bank for each Part

GM-a, r:01—r:28, r:CM, y:01—y:65, ySFX, GM-b,
Prgy, PrgA—PrgC, CmbU, CmbA—CmbC,

. yDr1,yDr2, rDrm, kDrm, ****
221 FITICOEM B2 e
Q

BNy BA1 Piano

Select the sound program bank for each Part.

Lists of the sound programs contained in each bank can be found in the Program List
section at the end of this manual.

* The program indicated by “*x***” is q silent program.

GW If this parameter is set to CmbU, CmbA...CmbC, or yDrm1, pressing and holding the
[EDIT/ENTER] button will take you to Combination Edit mode.
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T ‘ T 002. Bank Number
003. Program Number s loans| N L 004, Volume

Select the sound program for each Part

Aa1 Fx A:B88a 001—128
GMEa : s ||r":l=||-'

Select the sound program number for each Part.
Lists of the sound programs can be found in the Program List section at the end of this
manual.

* Parts for which the Bank Number specifies a Combination Bank will use the Combination
sound of the number you specify here.

) 1 003. Program Number
004. Volume 1 1 005. Expression
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Adjust the volume for each Part

Fx A: @83 000—127
+EIEI .{D. Reu+Chol
G Uolume: BEE Jo

Adjust the volume (MIDI Control Change #07) for each Part.

The volume can also be adjusted by [005] Expression, but to set the overall volume bal-
ance of the ensemble you will normally use this Volume parameter.

On the NS5R, parameters which determine the volume of each Part exist separately in
each of the three modes Program, Combination, and Multi. The maximum possible
value for the Multi mode [004] Volume setting will be the value of the Program Edit
mode [078] Oscillator Level. In the case of a Combination sound, the volume will be lim-
ited by the [054] Program Volume setting as well.



3 T 004. Volume
005. Expression T ‘ 1 006. Panpot

Reference Guide

Adjust the loud/soft dynamics for each Part

Aa1 [ 1] Ex A:06@ 000—127
+EIB @. F:eu+l:h01 S
GHap: ExFress: ! !

Adjust the depth of Expression (MIDI Control Change #11) for each Part.
Like Volume, Expression is a parameter which controls the volume, but the loud/soft
dynamics of an individual instrument are normally created using Expression.

1 T 005. Expression
006 P anOf FARMY) aRAR 1 007. Reverb Send Level

[0}
o
2
O
Q
o)
je
()]

L S
NS
Q
(a4

Multi
mode

Adjust the stereo position for each Part

i e SRS
GMBE: B8~ =

RND, L63—CNT—R63

When the sound is output in stereo, this setting determines whether each Part will be
heard from the center (with equal volume from the two outputs L and R) or from one
side (with less volume from either the L or the R output) (MIDI Control Change #10).

With a setting of CN'T, the sound of the Part will be heard from the center. As the value is
increased, the sound will move from center toward the left or right. A setting of L63 is far

left, and R63 is far right.

With a setting of RND, the sound of the Part will be heard from a random location each

time a MIDI Note-on message is received. This means that, for example as you play a

MIDI keyboard connected to the NS5R, each note will be heard from a different location,

producing an impression of the sound bouncmg here and there.

On the NS5R, parameters which determine the panpot setting exist separately in each of
the three modes Program, Combination, and Multi. The actual pan location at which the

sound is heard is determined by the sum of the settings in these three modes.

For example if for a certain part in Multi mode, [006] Panpot is set to R63 (far right) and

the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,

the sound will actually be heard in the location determined as follows:
R63 (far right) + L63 (far left) = (same level for both) = (heard from the center)
Thus, the sound will be heard from the center.

If the sound selected for that part is a combination sound (rather than simply a program

sound), the [055] Program Panpot setting will be added to this equation.

However if even one of these values is set to RND, the sound of that part will be heard

from a random location for each note.
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T 006. Panpot
007. Reverb Send Level T il! 1 008, Chorus Send Level

Adjust the Reverb effect depth

000—127

Aal Fx A:B80

+08 {:D Rguwhol 08

GMea:Bal P ReuSen d=:] 000
000

For each part, adjust the level of the sound that is sent to the reverb effect. As this value is
increased, reverb will be applied more strongly to the sound of that part.
An effect other than reverb can be selected as the effect that is applied here. Also, you can
specify the way in which it will be connected to the chorus effect discussed below, and this
will affect the function of this parameter. These settings can be saved for each Multi setup.
Settings such as this are made in Effect Edit mode. For details refer to the explanation of
Effect Edit mode parameters which begins on page 134.
On the NS5R, parameters which determine send levels to the effect processors exist sepa-
rately in each of the three modes Program, Combination, and Multi. The maximum
value of the Multi mode parameters [007] Reverb Send Level and [008] Chorus Send
Level will be the values of the Program Edit mode parameters [145] C Send Level and
[146] D Send Level. In the case of a combination sound, the send levels will also be lim-

ited by the settings of the [058] C Send Level and [059] D Send Level parameters.

. 7

« » T 007. Reverb Send Level
008. Chorus Send Level 1 ‘ 1 009, Effect Bank

48

Adjust the Chorus effect depth

000—127

228 EITIOMIE] £ 5E22°

For each part, adjust the level of the sound that is sent to the chorus effect. As this value is
increased, chorus will be applied more strongly to the sound of that part.

An effect other than chorus can be selected as the effect that is applied here. Also, you can
specify the way in which it will be connected to the reverb effect discussed above, and this
will affect the function of this parameter. These settings can be saved for each Multi setup.
Settings such as this are made in Effect Edit mode. For details refer to the explanation of
Effect Edit mode parameters which begins on page 134.
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» T 008. Chorus Send Level
009 Effecf Bank 1 ‘ 1 010. Effect Program

Select the effect program bank that will apply to the setup

5% O

GM-a:@8]1 Piano

(5
B
2
O
(O]
o
C
Q
-
NG
()
[a%4

A,B,C,D,E,FG,H

Multi
mode

This specifies the effect program bank that will be used for the displayed Multi setup.
GW When this parameter is selected, you can press and hold the [EDIT/ENTER] button to
move to Effect Edit mode.

010. Effect Program | 1 1 009. Effect Bank

Select the effect program that will apply to the setup

: 001—128
O T

GMoB: BBl Piano 1

This specifies the effect program that will be used for the displayed Multi setup.
GW When this parameter is selected, you can press and hold the (EDIT/ENTER] button to
move to Effect Edit mode.
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2. Part Edit mode

In this mode you can make settings for each part which are not covered in Multi mode.
To enter this mode from Multi mode, select PartEdit from the edit menu, and press the
[EDIT/ENTER] button once.

Unlike the sound editing that you perform in Program Edit mode and Combination Edit
mode, the settings you make in Part Edit mode will modify the sound by adding Part Edit
values to the sound parameters of the Program or Combination sound. This means that
the original sound itself is actually not affected.

Part Edit parameters are organized into four groups: Common, EG (Envelope Genera-

tor), Filter/Window, and Others.

Key Parameter Edit Refer to
O Common edit —P51
[[:]] 011 (Sub menu) E.G' edit . —P55
Filter/Window edit —P60
@@@ Others edit P62
@ e 012 Master Tune Make fine adjustments to the pitch of the entire setup —P.52
013 Master Key Shift Transpose the pitch of the entire setup —P52
014 Master Volume Set the volume of the entire setup —P53
@@@ 015 Master Balance Set the stereo balance of the entire setup —>P53
016 MIDI Channel To Port  Set the output port for each MIDI channel —P.54
017 E(r)c:?ram Change To Use program changes to select output ports —P54
@ 018 EG Attack Time Adijust the attack time for the tone/volume of each Part —P55
@E 019 EG Decay Time Adjust the decay time for the tone/volume of each Part —P.56
s 020 EG Release Time Adjust the release time for the tone/volume of each Part —P56
Q@]@ 021 Pitch EG Start Level Adijust the pitch at which each Part begins to sound —P57
022 Pitch EG Attack Time  Adjust the attack time for the pitch of each Part —P.57
023 ?::gz EG Release Adjust the release time for the pitch of each Part —P58
024 Pitch EG: Release Adjust the pitch to which each Part returns P58
025 Cutoff Frequency Adijust the brightness of each Part —P59
@ 026 Color Adijust the tonal character of each Part —P59
027 Note Window Bottom  Set the lower note limit for each Part —P.60
©©© 028 Note Window Top Set the upper note limit for each Part —P60
029 Velocity Window Top Set the upper velocity limit for each Part —P61
030 Velocity Window Set the lower velocity limit for each Part —P61
Bottom
@ 031 Part Mode Set the play mode of each Part —P62
@ 032 Mono/Poly Set the number of voices for each Part —P62
@@@ 033 Fine Tune Make fine adjustments to the pitch of each Part —P63
034 \ée;lgg:ty Sensitivity Set the sensitivity of each Part to keyboard dynamics —P63
035 Velocity Sensitivity Specify a value by which velocity data will be offset for
—P64
Offset each Part
036 Modulation Wheel / .
Pitch MG Intensity Set the depth of modulation for each Part —P64
037 Pitch Bend Range Adijust the pitch bend depth for each Part —P65
038 Portamento Switch Turn portamento on/off for each Part —P.65
039 Portamento Time Adjust the portamento time for each Part —P.66
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In Part Edit mode as in Multi mode, an indicator showing the edit status of each of the 32
Parts will be shown in the LCD; for all parameters except Common parameters. Use the
[PART/PAGE] buttons to select the Part you wish to edit, and then edit its parameters.
When you modify the value of a certain parameter, a bar graph-like indicator for the cor-
responding part will indicate that the setting has been modified.

{FART-OTHERS }
Part Mode = Sl »

B 1 lIlllIIIIIIllllllllllllll'llllll indicates the setting status

of each part
P> select a Part 01—32
PAGE PAGE

T o.Ed
011. Sub menu T ‘ ! ﬁmi‘.’i'l:; -

Select the Part Edit parameter group

o
0
3
)
o
C
)
—
o)
S
0]
o

Common, EG, Fc/Win,
{FART EDIT> OTHERS

[ oo JES

| Fosllin Ey| OTHERS

Edit
mode

The Part Edit parameters are divided into four groups: common (settings common to all
parts), EG (envelope generator), filter/window, and others. In this menu screen, select the
group of parameters that you wish to edit.
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«PART| [PARTS 4 014. Master Volume
PART”MASTER ﬁ 015. Master Balance
PRI 1 013. Master Key
012. Master Tune Shitt

Make fine adjustments to the pitch of the entire setup

-100.0—+100.0

{FART-MASTER1 >

Master Tune
Master K.Shift=+

This adjusts the basic pitch (tuning) of the entire NS5R in 0.1 cent steps (1 cent is 1/100th
of a semitone), over a range of 100 cents upward or downward.

013. Master Key Shift 1 1 012. Master Tune

Transpose the pitch of the entire setup

{FART-MASTER1 >

Master Tune =+088. 8
Master K.Shift=EEE

This adjusts the pitch of the entire NS5R in semitone steps. This is a convenient way to
transpose the playback.
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rvye Wiappe T 012. Master Tune
PART-MASTER 2 () e e

«parT| [paRT>
074 MCS’GI’ Volume ‘ { 015. Master Balance

Set the volume of the entire setup

000—127
‘FART-MASTERZ >
Master Uolume =¥y
Master Balance=CHNT B
=
O
o
This adjusts the volume of the entire NS5R. This lets you adjust the overall volume while 2
preserving the volume balance between Parts. %
2
015. Master Balance 1 T 014, Master Volume

Set the stereo balance of the entire setup e

L63—CNT—R63

‘FART-MASTERZ >

Master Uolume =127
Master Balance=Hi

This adjusts the left/right stereo volume balance of the entire NS5R.
With a setting of CNT the volume of the L and R outputs will be equal. The sound will be
heard from far left with a setting of L63, and from far right with a setting of R63.
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1 T 014. Master Volume
MZ/D// T@ P @RT ot | | pace 015. Master Balance

016. MIDI Channel To Port L 017. Program Change

Set the output port for each MIDI channel

(ch. select)/ A, B, C

<MIDI TO FORT?:

MDICR.|L1 [Z|S]4|S|E|7T|E
FPort AlaljalajafalA
MIDI Ch. [ S 0] 1112|1314 |1IE|1E
Port [AlAlAlA|AIAR]A]A

For each channel of MIDI messages that is received by the NS5R from an external MIDI
device (MIDI keyboard, sequencer, or computer etc.) connected to the NS5R’s MIDI IN,
these settings determine whether the NS5R itself will sound as the tone generator, or
whether an external MIDI tone generator will sound instead.

For example you might assign MIDI channel 01 to the NS5R, channel 02 to the external
MIDI tone generator, ... etc., so that the MIDI channels could be divided between two or
more MIDI tone generators including the NS5R.

MIDI messages of channels which are set to A or B will be sounded on the NS5R’s own
tone generator, and MIDI messages of channels which are set to C will be sounded on an
external MIDI tone generator.

PROG TO PORT T 7 016. MIDI Channel To Port

017. Program Change To Port

Use program changes to select output ports

(program) 001—128 / SET ALL (port:)
A (Int), B (Int), C (Ext), Ignore

{PROG TO PORT?>

Pra:EEM+ I9notre
[(Piano

Set. All + Ig9nore

- The MIDI program change messages received by the NS5R can specify whether the NS5R
itself will sound as the tone generator, or whether an external MIDI tone generator con-
nected to the NS5R’s MIDI OUT will be sounded.
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018. EG Attack Time & 1 019. EG Decay Time

Reference Guide

For example you can specify that Piano (#001) will be sounded by the NS5R and Strings
(#049) will be sounded by an external tone generator, in this way using program change
messages to switch between several MIDI tone generators including the NS5R.

When a program change message with a program number specified as A (Int) or B (Int)
is received, the internal tone generator of the NS5R will sound. When a program change
message with a program number specified as C (Ext) is received, the internal tone gener-
ator of the NS5R will not sound, and the external tone generator connected to MIDI
OUT will sound instead.

Program numbers set to Ignore will not cause program change messages to switch
between internal/external tone generators.

By specifying Set All instead of a program number, you can set the same setting (A, B, C,
or Ignore) for all program numbers from 001 to 128. This is convenient when you do not
need to make individual settings for each of the 128 program numbers.

If you select Drum mode, you will be able to choose drum programs, and to select a dif-
ferent drum program for each part.
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Adjust the attack time for the tone/volume of each Part

—64—0—+63 2
“PART-EG> _}
EG AttackTime = »  O& R
q 00g :
]

Edit
. mode
a1 I LOO) =

For each Part, this parameter makes a temporary adjustment to the envelope Attack Time
(the time over which the tone or volume rises) that is specified within the Program.
When this value is 0, the Attack Time will be as specified by the Program. As this value is
increased in the positive (+) direction, the Attack Time will become longer than the orig-
inal value. As this value is increased in the negative () direction, the Attack Time will
become shorter than the original value.
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. el e T 018. EG Attack Time
019. EG Decay Time 1 1 020. EG Release Time

Adjust the decay time for the fone/volume of each Part

—-64—0—+63

{FART-EG>
4 EG DecayTime = [ 3

a1 iInnnnunnnmnnmmmm

For each Part, this parameter makes a temporary adjustment to the envelope Decay Time
(the time over which the tone or volume falls) that is specified within the Program.
When this value is 0, the Decay Time will be as specified by the Program. As this value is
increased in the positive (+) direction, the Decay Time will become longer than the orig-
inal value. As this value is increased in the negative (-) direction, the Decay Time will
become shorter than the original value.

. (<eamr) foars T 019. EG Decay Time
020. EG Release Tlme- 1 1 021. Pitch EG Start Level

Adjust the release time for the tone/volume of each Part

{FART-EG?>
4 EG ReleaseTime = i8] P

a1 NN

For each Part, this parameter makes a temporary adjustment to the envelope Release
Time (the time until the tone or volume change is completed) that is specified within the
Program.

When this value is 0, the Release Time will be as specified by the Program. As this value is
increased in the positive (+) direction, the Release Time will become longer than the
original value. As this value is increased in the negative (—) direction, the Release Time
will become shorter than the original value.
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. proee W pp T 020. EG Release Time
021. Pitch EG Start Level 1 1 022. Pitch EG Attack Time

Adjust the pitch at which each Part begins to sound

-64—0—+63

{PART-EG>
4 PEG StartlLevel = [EEE] b

For each Part, this parameter makes a temporary adjustment to the pitch envelope Start
Level (the pitch level at the instant the note begins) that is specified within the Program.
When this value is 0, the Start Level will be as specified by the Program. As this value is
increased in the positive (+) direction, the Start Level will become higher than the origi-
nal value, As this value is increased in the negative (-) direction, the Start Level will
become lower than the original value.
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. . «pagt] [PaRTa T 021. Pitch EG Start Level
022. Pitch EG Attack Time 1 ‘ 1 023. Pitch EG Release Time

Adjust the attack time for the pitch of each Part

{FART-EG> -64—0—+63
EG AttackTime = . % =..
ot o | 000/

For each Part, this parameter makes a temporary adjustment to the pitch envelope Attack
Time (the time over which the pitch changes at the beginning of the note) that is specified
within the Program.

When this value is 0, the Attack Time will be as specified by the Program. As this value is
increased in the positive (+) direction, the Attack Time will become longer than the orig-
inal value. As this value is increased in the negative (~) direction, the Attack Time will
become shorter than the original value.
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) . prove R ey T 022. Pitch EG Attack Time
023 PIfCh EG Re/ease Tlme ? d 024. Pitch EG Release Level

Adjust the release time for the pitch of each Part

{PART-EG>
4 PEG ReleaseTime= gdals W
i

a1 [

For each Part, this parameter makes a temporary adjustment to the pitch envelope
Release Time (the time until the pitch change will end) that is specified within the Pro-
gram.

When this value is 0, the Release Time will be as specified by the Program. As this value is
increased in the positive (+) direction, the Release Time will become longer than the
original value. As this value is increased in the negative (-) direction, the Release Time
will become shorter than the original value.

024. Pitch EG Release Level 1 'lﬂ T 023. Pitch EG Release Time

Adjust the pitch to which each Part returns

{PART-EG>
4 PEG Releaselvl =
i

21 i

-64—0—+63

@am) |
000 %

For each Part, this parameter makes a temporary adjustment to the pitch envelope
Release Level (the pitch level at which the pitch change ends) that is specified within the
Program.

When this value is 0, the Release Level will be as specified by the Program. As this value is
increased in the positive (+) direction, the Release Level will become higher than the
original value. As this value is increased in the negative () direction, the Release Level
will become lower than the original value.
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025. Cutoff Frequency ‘ 4 026. Color

Adijust the brightness of each Part

-64—0—+63
{PART-FILT WING

Cutoff Frea = 3 [%
ol || 000 </

For each Part, this parameter makes a temporary adjustment to the filter Cutoff Fre-
quency (brightness) that is specified within the Program.

When this value is 0, the Cutoff Frequency will be as specified by the Program. As this
value is increased in the positive (+) direction, the Cutoff Frequency will become higher
than the original value. As this value is increased in the negative (—) direction, the Cutoff
Frequency will become lower than the original value.

' T 025. Cutoft Frequency
02 é. COIOI‘ AR ARAM { 027. Note Window Bottom

Adjust the tonal character of each Part
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{FART-FILT WIM> —84—0—63

4 Color +e %
a1 fmnnnnmninnmnnnm 000 ‘

For each Part, this parameter makes a temporary adjustment to the filter Color (tonal
character of the sound) that is specified within the Program.

When this value is 0, the Color will be as specified by the Program. As this value is
increased in the positive (+) direction, the Color will become stronger than the original
value. As this value is increased in the negative (-) direction, the Color will become
weaker than the original value.

* Depending on the program sound which is assigned to the part, changes in the Color
parameter may not be noticeable.
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. v T 026. Color
027. Note Window Bottom ? J’ 1 028. Note Window Top

028. Note Window Top AN ol

Set the lower note limit for each Part

C-1—G9

{PART-FILT-WINY
4 Hotellin Bottom= (Bl M

For each Part, this parameter sets the Bottom note of the keyboard area that will be
played.

T 027. Note Window Bottom
1 029. Velocity Window Top

60

Set the upper note limit for each Part

<{PART-FILTAWIM>

4 Hotelin Tor = » @
o [INRAEREARRRRAAARRRREA

For each Part, this parameter sets the Top note of the keyboard area that will be played.

By setting the Top and Bottom notes of the Note Window, you can cause that Part to play
only in the specified area of the keyboard. It will not be sounded by notes of other areas.
For example, this allows you to create setups in which the lower half of the keyboard plays
a bass Part, and the upper half plays a piano Part.

In the diagram at right, different
Note Windows have been set for Parts
1 and 2, and the same Note Window
has been set for Parts 3 and 4.

It is not possible to set the Top Note
lower than the Bottom Note. If you
attempt to set the Top Note lower
than the Bottom Note, the Bottom
Note will be adjusted to the same
value as the Top Note. The opposite also applies.

c2-82 C3-8B3 c4-C7

e
PART 1 PART2 PARTs 3and 4
Note Window Note Window Note Window

* When the power is turned on, or when a GM System On message is received, the Top Note
of all Parts will be set to G9 and the Bottom Note to C-1.
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029. Velocity Window Top

Set the upper velocity limit for each Part

001—127
{FART-FILTAWIN>

4 Ueslallin Tor = d

mIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII

For each Part, this parameter sets the maximum velocity value for which the Part will
sound. (Velocity data is part of a MIDI Note-on message indicating the force with which
the note was played.)

030. Velocity Window Bottom 1 ‘
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Set the lower velocity limit for each Part

001—127

{PART-FILT/WIN? ‘Eﬁ;’l
4 Uelollin Bottom= -
81

- For each Part, this parameter sets the minimum velocity value for which the Part will
sound.
The Velocity Window settings specify the range of velocity values which will sound each
Part. By setting the Top and Bottom of the Velocity Window you can cause a Part to play
only in response to notes which are played with a certain force.
For example, if you set a low Velocity Window for a “soft strings” Part and a high Velocity
Window for a “hard strings” Part, softly played notes will be sounded by the “soft strings”
Part, and strongly played notes will be sounded by the “hard strings” Part (Velocity
Switch).
Alternatively, you can make settings so that playing dynamics cause additional Parts to be
sounded simultaneously in a natural-sounding way (Velocity Layer).
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031. Part Mode T ‘L

032. Mono/Poly 1

Set the play mode of each Part

NORM, Drum, MDrum1—4

{FART-0THERS?

Part Mode = [DEEH Pk mEE
000
Q00

For each part, specify whether it will function in normal (NORMAL) mode for conven-
tional keyboard playing, or in drum mode where drum sounds will be assigned. If you
select Modify Drum (MDrum) mode, MIDI NRPN or system exclusive messages can be
used to control the pitch etc. of each drum. In this case, parts for which the identically-
numbered Modify Drum (MDrm1-MDrm4) is selected can be controlled simulta-
neously by the same MIDI messages. In other words, if you control one part, the other
parts will also be controlled in the same way.

Modify Drum can also be controlled not only via MIDI messages, but also from the NS5R
itself. If you return to the edit menu (p. 26) with Modify Drum mode selected, a drum

B 1 IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII

icon will be added to the menu.

<EDIT MENUX>

FPartEdit [B]Global
Eutility [l

Select this icon and press the [EDIT] button to access the Modify Drum editing screen,
and you will be able to make temporary modifications to the drum pitch and volume,
effect send levels, and MIDI switches etc.
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Set the number of voices for each Part

MONO, POLY

LFART-0OTHERS >
4 MONO-POLY = b

g T

For each Part, specify whether the Program will be played polyphonically (allowing
chords to be played) or monophonically (single notes). When POLY is selected, you will
be able to play chords of up to the maximum number of simultaneous notes. When
MONO is selected, only single notes can be played.
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033. Fine Tune 1 ‘

Make fine adjustments to the pitch of each Part

{FART-0OTHERS »
4 FineTune = 2

a1 lnnmnnnmnnmnmm

For each Part, this parameter provides a fine adjustment to the pitch, in 1 Hz (Hertz)
steps.

034. Velocity Sensitivity Depth () J

Set the sensitivity of each Part to keyboard dynamics
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001—127

{PART-OTHERS >
4 UelSens Depth = [ 2

o HARRRRRRRRRRRRERRN

For each Part, this parameter determines how volume will change in response to velocity
(MIDI data indicating the force with which a note was played).

Low settings of this value will cause variations in keyboard dynamics to have little effect
on the volume. Higher settings of this value will cause volume to change greatly in
response to even minor variations in keyboard dynamics.

Part
Edit

mode
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035. Velocity Sensitivity Offset () ¥

Specify a value by which velocity data will be offset for each
Part

001—127

{PART -OTHERS >
4 UelSensOffset = »

o [ARRRRRRRRRRRRRRRRHARERA

For each Part, this parameter allows you to add a fixed amount to the velocity values that
affect the volume. i.e., the amount that you specify here will be added to (or subtracted
from) the velocity data. When you are using several MIDI instruments that vary in their
response to velocity data, or when playing back MIDI musical data that was created for
several different MIDI instruments, this parameter provides a helpful way to compensate
for the unevenness that can occur.

036. Modulation Wheel / Pitch MG Intensity 1 ‘

Set the depth of modulation for each Part

001—127

{PART-0OTHERS >
4 MY P.Mod Int = EHE P

B 1 L Ly L L L L Lt L L L L L L L L L

For each Part, this sets the depth of the pitch modulation (vibrato) effect that will occur
in response to movements of a modulation wheel on a MIDI keyboard connected to the
NS5R, or to MIDI Modulation messages transmitted from a sequencer/computer.

As this value is increased, identical movements of the modulation wheel will produce a

deeper pitch modulation effect.
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. = T 036. Modulation Wheel /
037. Pitch Bend Range ‘r & Pitch MG Intensity

1 038. Portamento Switch

Adjust the pitch bend depth for each Part

001—127

{FPART-0OTHERS »
4 P.Bend Range =

For each Part, this sets the depth of the pitch bend effect that will occur in response to
movements of a pitch bend wheel on a MIDI keyboard connected to the NS5R, or to
MIDI Pitch Bend messages transmitted from a sequencer/computer.

As this value is increased, identical movements of the pitch bend wheel will produce a
deeper pitch bend effect.
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* Depending on the type of multisample used by the selected sound, the pitch may not neces-
sarily rise as far as the value that you specify here.

. < T 037. Pitch Bend Range
038. Portamento Switch ' ‘ 1 039. Portamento Time

Turn portamento on/off for each Part

Part
Edit

{PART-OTHERS »
4 Portament Sw = 1
A1

For each Part, this specifies whether the Portamento effect (a smooth change in pitch
between two notes) will be enabled or disabled.

* Portamento Switch settings cannot be made if Drums or MDrm 1—4 are selected in [031]
Part Mode. In this case, the parameter will be displayed as “***”
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039. Portamento Time 1

Adjust the portamento time for each Part

001—127

{PART-OTHERS >
4 Portament Time= [SE[E

For each Part, this adjusts the time of the Portamento effect (i.e., the time over which the
pitch will change from one note to the next).

As this value is increased, the Portamento effect will become slower and more pro-
nounced.

% This parameter setting is valid only for Parts for which the [038] Portamento Switch is
ON.
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3. Global mode

In Global mode you can make basic settings that affect the operation and functionality of
the entire NS5R. Settings for the LCD display, interfacing with external devices, and
memory protect etc. are made in this mode. To enter this mode from Multi mode, choose
Global from the edit menu, and press the [EDIT/ENTER] button once.

The following items can be set in this mode.

Reference Guide

Key Parameter Edit Refer to
040 LCD contrast Adjust the contrast of the LCD screen —P68
@ 041 BPS select Select the transmission speed of the PC interface —P.68
@ 042 Preview note Specify the pitch of the [TONE] button —P69
DD 043 Preview velocity Specify the velocity of the [TONE] button —P69
. Specify the transmit/receive channel for exclusive
044 Exclusive channel messages —P70
045 Memory protect Protect/permit writing of data to the user bank —P70
@ 046 Bank map type Select the arrangement of sounds —P71
Select the part for which the effect will change with the
@ 047 Effect follow part program —P71
@@ 048 Boot option Specify whether a Multi will be loaded at power-on —P72
049 Program port Specify how MIDI Port Select messages wilt select ports  —P72
@ D@ 050 Rx switch Control exclusive message reception —P74
@ 051 Rx color Specify how exclusive messages will switch the LCD P74

000

color
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GLOBAL ‘ | NS5R SETUP
040. LCD contrast ‘ 1 041.BPS select

Adjust the contrast of the LCD screen

<{GLOEAL >

LCD EF:s NOTE VEL
i 32.4 A 160
EXCL . CH MEM . F‘RGTECT

6o rOcODpOED @@@ :

Adjust the contrast of the characters or graphics which appear in the NS5R’s LCD. Higher
settings are darker, and lower settings are lighter.

> T 040. LCD contrast
04 ’ . BPS SeIeCf 1 4 042. Preview note

Select the transmission speed of the PC interface

31.25,38.4

{GLOBAL >

LcD EFS NCITE VEL
12 EER 168
=i o31. 25 ®38.4 | @@@

Specify the rate at which data will be transmitted between the NS5R and the computer
which is connected to the NS5R’s PC interface (the TO HOST connector).

When the NS5R is connected to an Apple Macintosh, select 31.25 (kBPS).
When the IBM PC is connected to an IBM PC (or compatible), select 38.4 (kBPS).

Please also refer to “Computer/sequencer connections” in the “Preparations” section.
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. <) [+ T 041. BPS select
042. Preview note 1 & 1 043, Preview velocity

Specify the pitch of the [TONE] button

<GLOBAL >
LCD EBFS NOTE VEL

12 38.4 1646
EXCL.CH  MEM.PROTEGT

a1 FOCODPOEE

Specify the pitch of the auditioning note that will sound when the [TONE] button is
pressed.

. . T 042. Preview note
043 Preview VeIOCIfy T ‘ 1 044. Exclusive channel

Specify the velocity of the [TONE] button

001—127

<ELOEBAL >
LCD EBFE NOTE 'J
12 38.4 A un
EXCL .CH MEM . FROTECT

a1 FOCODPOEO

Specify the velocity of the auditioning note that will sound when the [TONE] button is
pressed.
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- . T 043. Preview velocity
044 EXCI usive Chan nel 1 1 045. Memory protect

Specify the transmit/receive channel for exclusive messages

01—16
{GLOBAL > u
LCD BFS  NOTE VEL 00
12 38.4 A 180
EXCL.CH  MEM.PROTECT Q00

1 pOcOCOEO 000

Specify the MIDI channel of the NS5R which will be used when MIDI system exclusive
messages are transmitted/received between the NS5R and an external MIDI device con-
nected to the NS5R.

045. Membry profecf. 1 & 1 044. Exclusive channel

Protect/permit writing of data to the user bank

PRG, CMB, DRM, EFF,
OFF, ON

<{GLOEAL >
4 MEM.FROTECT VEL

166
1cre OOFF ®OH | 188

a1 POMR 0O EDO

For the Program (PRG), Combination (CMB), Drum Kit (DRM) and Effect (EFF) mem-
ories, you can turn memory protect off or on, to specify whether write or save operations
which modify the original data will be permitted or prohibited.

When this is ON, it will not be possible to enter the corresponding Edit mode such as
Program Edit or Combination Edit even if you press and hold the [EDIT/ENTER] but-
ton. This allows you to avoid loss of the original sound or effect settings that would result
from accidentally executing a write or save operation.

Of course even if this is ON, you will still be able to temporarily modify the sound in Part
Edit mode. Such modifications will not affect the actual settings of the Program, Combi-
nation, Drum Kit or Effect itself.
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NSSR SETUP () | ouoem.

046 Banl( map fype ‘ 1 047. Effect follow part

~ Select the arrangement of sounds

Default, 05R/W

{NSESR SETUF}
BANKMAF  FX.FOLLOWPART
Latault OFF

@Default OBSRAW

The arrangement of the sound programs in the sound banks of the NS5R can be specified
to be the same arrangement as in the Korg 05/RW ai-squared synthesis module. This set-
ting allows musical data that was created for the 05R/W to be used on the NS5R as well.

With a setting of Default, GM-a (GM bank a) will be selected when the power is turned
on, or when GM Mode On or bank change [LSB:000, MSB:000] is received.

With a setting of 05R/W, GM-b (GM bank b) will be selected when the power is turned
on, or when GM Mode On is received. If at this point, a bank change [000,000] message is
received, PrgA (same mapping as 05R/W) will be specified. This allows 05R/W data to be
played back on the NS5R.

* GM-b modifies the arrangement of the GM bank to an arrangement which in particular
makes it easier to handle 05R/W data. The normal GM bank arrangement is referred to
here as GM-a to differentiate it from this.

“ » T . Bank ma| e
047. Effect follow part ' il‘ Lot seotopten :
Select the part for which the effect will change K

with the program
OFF, 01—32 3
{NSSR SETUF

BANKMAF FX.FOLLOWPART @
Default =R
agmuop-rmn FRG-FORT @

Global
mode

Hone Mative 000

Select the Part for which MIDI Program Change messages will select Effect programs at
the same time they select NS5R sound programs.

When a Program Change message is received for the part that you select here, the pro-
gram number of the Effect will switch at the same time that the sound of that part is
switched.

With a setting of OFF, effect programs will not be switched by program change messages.
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T 047. Effect follow part
1 049. Program port

048. Boot option

Specify whether a Multi will be loaded at power-on

None, Muiti1

{NSER SETUF>
EAQNKMAP FX.FOLLOWFPART
Default OFF
EQOOT OPTION PRG-PORT

figlt.il Hative

Specify whether previously-saved Milti mode settings will be automatically called up
when the NS5R power is turned on, so that they will be ready for immediate use.

If you specify None, powering-on the NS5R will cause it to be initialized in the same way
that it is when a GM Mode On message is received. This is the normal setting.

When the power is turned on, Multi Setup 1 will be selected. This is convenient when you
wish to be able to immediately start playing with a previously-determined setup.

049. Program porf 1 ‘ T 048. Boot option

Specify how MIDI Port Select messages will select ports

Native, Emulate
{NEER SETUF:>

BANKMAF  FX.FOLLOWFART 00
f

255 SErion emeieosr | OO

Hone 000

This setting specifies whether or not MIDI Port Select messages can be used to choose
between the NS5R’s two MIDI ports A and B.

With a setting of Native, after the NS5R receives a MIDI message of (F5, 00), the musical
data of each channel will be played on the port specified by the [16] MIDI Channel To
Port setting.

With a setting of Emulate, after the NS5R receives a MIDI message of (F5, 00), the musi-
cal data will be transmitted to port A and to MIDI OUT. This will operate in the same
way as previous tone generator modules which are not able to use ports to expand the
number of channels (Korg X5DR, 05R/W etc.). When musical data that was created for
these previous models is to be played back on the NS5R, set this parameter to Emulate.

(Refer to the diagram on the following page.)
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Regardless of whether Native or Emulate is selected, when a MIDI message of (F5, 02) is
received, the musical data will be transmitted only to port A, and if (F5, 03) is received
the musical data will be transmitted only to port B.

When the MIDI message (F5, 01) is received, the musical data will be transmitted only to
MIDI OUT. Le., the tone generator of the NS5R itself will not sound in this case.

* When “Native” is selected, the System Common messages (system exclusive messages etc.)
within the musical data from an external device received at the MIDI IN connector will not
be output from C (DB... expansion tone generator board) or from MIDI OUT. In order for
system exclusive messages to be correctly transmitted to a device connected to C or the MIDI
OUT connector, the TO HOST connector (PC/IF) must be used, not the MIDI IN connector.
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RX.SWITCH T 1 NS5R SETUP

050. Rx switch ‘ 1 051. R color

Control exclusive message reception

GMOn, GSOn, XGOn,
{R¥X.SWITCH>

ON, OFF
Rx.SW: GMOn GS0N XG0H -[j:]
o oW % :
COLOR: GM GS ®GE :
GRM ORG GRHM 000 s

You can specify whether reset messages for the GM, GS, and XG formats will be received
or ignored, for each type of message.

When GMOn is ON, the NS5R will receive GM Mode ON messages. When this is OFF,
these messages will not be received.

When GSOn is ON, the NS5R will receive GS Reset messages. When this is OFF, these
messages will not be received.

When XGOn is ON, the NS5R will receive XG System ON messages. When this is OFF,
these messages will not be received. '

051. Rx color 1 1 050. Rx switch

74

Specify how exclusive messages will switch the LCD color

GM, GS, XG, GRN, ORG

LIR¥ .SWITCH>

Rx.SW: GMOn GE0R XE0On

oH ] O
C}— xE

COLOR : [Cli]
ORG GRM

You can specify the backlight color that will be selected by each type of message when a
GM, GS, or XG reset message (GM Mode ON, GS Reset, XG System ON) is received.

When an exclusive message for which GRN was specified is received, the LCD backlight
will light yellow-green.

When an exclusive message for which ORG was specified is received, the LCD backlight
will light orange (amber).
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4. Utility mode

In Utility mode you can save various NS5R parameters to an external device or computer,
or save/load Multi mode settings. To enter this mode from Multi mode, choose Utility
from the edit menu, and press the [EDIT/ENTER] button.

The following items can be set in this mode.
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Button Parameter Edit Refer to
052 (sub menu) Select the type of Utility operation —P.75
@ 053 Preset/Initialize Initialize internal settings of the NS5R —P.76 l’ﬂz
@@@ 054 MIDI data dump Transmit NS5R parameters to an external device —P.77
055 Multi setup Save/load Multi mode settings —P78

T 0.£di
052. Sub menu T ¢3if:|'itzz)enu

Select the type of Utility operation

Preset, DumpOut,
SetupMulti

SUTILITY >

&l SeturMulti

In Utility mode you can execute three operations: Preset (initialize NS5R settings), Dump
Out (transmit NS5R parameters to an external device), or Setup Multi (save/load Multi
mode settings). In this menu page, select the operation that you wish to execute.
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e o T 052. Sub menu
053. Preset/Initialize 1 L (finalize)

76

Initialize internal settings of the NS5R

GM Mode On, NS5R Reset(R),
NS5R Reset(Y), Factory Preset

¢{FRESET/INIT>
Init s[Ely

[Mode O

FRESS LC[EDIT] TO EXEC.

This operation initializes all internal data of the NS5R for GM mode, GS mode, or XG
mode.

% To initialize the data, select the desired mode and then press the [EDIT] button. You will be
asked “Are You Sure?” (i.e., “Are you sure you want to execute?”).

Use the [PARAM] buttons to select either YES (execute initialization ) or CNCL (cancel
execution), and press the [EDIT] button once again to execute initialization and return to
the previous display (or return without executing).

Approximately one second is required for initialization to be completed. While initializa-
tion is being executed, the display will indicate “Executing...”

If GM Mode On is selected, a GM Mode On message will be transmitted. The sound
parameters and effect programs within the NS5R will be given settings appropriate for
playing GM format data, and the NS5R will function as a GM tone generator.

When NS5R Reset (R) is selected, a GS Reset message will be transmitted. The parameters
and effect programs of the NS5R will be initialized to the same state as when a GS Reset
message is received.

When NS5R Reset (Y) is selected, a XG System On message will be transmitted. The
parameters and effect programs of the NS5R will be initialized to the same state as when
an XG System On message is received.

If you select Factory Preset, the parameters and effect programs of the NS5R will be ini-
tialized to the factory settings.
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. ‘ T 052. Sub menu
; { (finalize)

Transmit NS5R parameters to an external device

054. MIDI data dump

@
©
ol
O
o
Q
C
o
—
[9)
g
[0}
oz

ALL Prog, ALL Combi, ALL Multi,
ALL Drumkit, ALL Effect

{MIDI DUMF >

IREIHALL Frod |

to :PC IF

FRESS CEDIT] TO EXEG. O00) = uiy
L

This operation lets you transmit sound parameters or effect programs from the NS5R to
an external device such as a MIDI data filer connected to the NS5R.

* A data filer is a device which receives exclusive data from other devices, and stores this data
as a file on a storage medium such as floppy disk. This allows you to store a larger amount
of data than can be accommodated in the memory of the NS5R itself, and is also a conve-
nient way to make a backup copy of the programs inside the NS5R.

Data filers are sold as independent devices with a built-in disk drive, but their functional-
ity may also be provided by some synthesizers which have a disk drive, or by personal com-
puter software. For details on using a data filer, refer to the owner’s manual for your data

filer.

If ALL Prog is selected, all User’s Program data of the NS5R will be transmitted as exclu-
sive data.

If ALL Combi is selected, all User’s Combination data of the NS5R will be transmitted.

If ALL Multi is selected, four Multi Setup data of the NS5R will be transmitted.

If ALL Drumkit is selected, two Drum Kit Program data of the NS5R will be transmitted.

If ALL Effect is selected, all Effect Program data of the NS5R will be transmitted.

* To execute a data dump, select the desired type of parameter, and press the [EDIT] button.
The display will ask “Are You Sure?” (Are you sure that you want to execute?).

Use the [PARAM] buttons to select either YES (execute the data dump) or CNCL (cancel
the data dump), and press the [EDIT] button once again to execute the data dump and
return to the previous display (or return without executing).

Several seconds will be required for the data dump to be completed. While the data dump is
being executed, the display will indicate “Executing...”
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PC I/F, MIDI OUT

<MIDI DUMF>

Item:ALL Prod
to [
PRESS [EDIT] TO EXEC.

If PC I/F is selected, the exclusive data will be transmitted from the TO HOST connector
of the NS5R.

If MIDI OUT is selected, the exclusive data will be transmitted from the MIDI OUT con-
nector of the NS5R.

For details on exclusive data, refer to the MIDI implementation at the end of this manual

055. Multi setup T Izls:alz:? rhienu

78

Saving/loading Multi mode settings

1,2,3,4,LOAD, SAVE
SMULTI SETUP ¥

You can save four different sets of the settings modified or adjusted in Multi mode, such
as sound banks, programs, and parameters, which can be loaded later when desired.

The four sets that can be saved are numbered from 1 to 4. Use the VALUE controller to
select the number of the set that you wish to load or save, and use the [PARAM] buttons
to select either SAVE (store the current settings) or LOAD (recall the previously saved set-
tings).
* To load or save the settings, select the desired set, and press the [EDIT] button. The display
will ask “Are You Sure?” (Are you sure that you want to execute?).
Use the [PARAM)] buttons to select either YES (execute load/save) or CNCL (cancel load/

save), and press the [EDIT] button once again to execute load or save and return to the
previous display (or return without executing).

Several seconds will be required for the load/save operation to be completed. While the
operation is being executed, the display will indicate “Executing...”



5. Combination Edit mode
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The NS5R allows you to bring together up to eight different program sounds, and use
these just as if they were a single program sound. Such a collection of programs is called a
Combination.

Since a Combination allows settings to be made independently for each program to spec-
ify its volume, pan (stereo position), effect send level, the range of keys and velocities
which will be sounded by the program, and how the program will be controlled via MIDI
messages, you can create extremely complex musical textures.

Combination Edit mode is where you can make settings such as those listed above for the
Combination. To enter this mode from Multi mode, press and hold the [EDIT/ENTER]
button for approximately 2 seconds when a Combination sound is displayed.

Key Parameter Edit Refer to o
052 Bank select Select the bank for each program in the combination —P.80 O
@ 053 Program select Select the programs for the combination —P.80 6
@ 054 Program volume Specify the volume of each program —P.80 ]
@@@ 055 Program panpot Specify the stereo position of each program —P81 §
056 Program transpose Adjust the pitch of each program in semitones —P81 ._.g)_)
057 Program tune Make fine adjustments to the pitch of each program —P82 o
058 C send level Specify the effect send level for each program —P.82
059 D send level Specify the effect send level for each program —P83
060 Note window bottom Specify the lower note limit of each part —P.83 5
061 Note window top Specify the upper note limit of each part —P84
062 Velocity window bottom  Specify the lowest velocity that will play each part —P84 C';r:igglc:
063 Velocity window top Specify the highest velocity that will play each part —P85 mode
064 Receive note on Allow each program to receive note-on messages —P.85
065 Receive control change gltleosv;/ :;;:Sh program to receive control change P86
066 Receive pitch bend Allow each program to receive pitch bend messages —P.86
067 Receive aftertouch Allow each program to receive aftertouch messages —P.86
068 Receive damper Allow each program to receive damper pedal messages —P87
069 Receive portamento Allow each program to receive portamento messages —P.87
070 Effect bank Select the bank of the effect that you wish to use —P87
071 Effect program Specify the number of the effect that you wish to use —P.88
072 Combination rename Assign a name to the combination and save it —P88

In Combination Edit mode, use the [PART/PAGE] buttons to step through the eight pro-
grams 01 through 08 which make up the combination. When you use the (PARAM] but-
tons to select a parameter and make settings, the settings will apply to the selected
program within the combination.

The display will indicate the selected program 01—08 as follows.

QOO0

028
00O

1083 SuperSunth
1899 Crastal

alume = 188 b
a1
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052 Banl( selecl' ‘ 1 053. Program select

Select the bank for each program in the combination
GM-a, r:01—28, r:CM, y:01—65, ySFX,
GM-b, PrgU, PrgA, PrgB, PrgC,
:0E3 SurerSunth yDr2, rDrm, kDrm

:1@99 Crystal @

olume = 188 [ 3
1 % }

Select the bank of the program in the combination.

T 052. Bank select
053 Program selecf T 1 054. Program volume

Select the programs for the combination

001—128

A
Uolume =

o HEDDE

Select the number of the program in the combination.

> T 053. Program select
054 PI"OgI'Gm Vofume 1 ‘ 1 055. Program panpot

Specify the volume of each program

001—127

CmbC: 883 SurerSunth
GM-a3:@899 Crastal

Uolume =
o1 TEIEA DT

Specify the volume of each program.

On the NS5R, parameters which determine the volume of each Part exist separately in
each of the three modes Program, Combination, and Multi. The maximum possible
value for the Multi mode [004] Volume setting will be the value of the Program Edit
mode [078] Oscillator Level. In the case of a Combination sound, the volume will be lim-
ited by the [054] Program Volume setting as well.
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T 054. Program volume
1 056. Program transpose

055. Program panpot

Specify the stereo position of each program
R63—R01, CNT, L01—L63, RND

CmbC:BA3 SurerSanth
GM-2:899 Crustal
4Panrot. = [ 3
a1

QOOOGOLON

Specify the left/right volume balance of each program when stereo output is used.

With a setting of CNT, the L and R outputs will be the same volume. A setting of L63
places the sound at far left, and R63 at far right.

With a setting of RND, the sound of the program will be heard from a different location
each time a MIDI note-on message is received. Each note will be located at a different ste-
reo position, as if the sound were jumping randomly here and there.

@
B
3
o]
v
C
o
P
5]
b
3]
o

On the NS5R, parameters which determine the panpot setting exist separately in each of
the three modes Program, Combination, and Multi. The actual pan location at which the
sound is heard is determined by the sum of the settings in these three modes.

For example if for a certain part in Multi mode, [006] Panpot is set to R63 (far right) and
" the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,

the sound will actually be heard in the location determined as follows: Combiga-
tion Edit
R63 (far right) + L63 (far left) = (same level for both) = (heard from the center) mode

Thus, the sound will be heard from the center.

If the sound selected for that part is a combination sound (rather than simply a program
sound), the [055] Program Panpot setting will be added to this equation.

However if even one of these values is set to RND, the sound of that part will be heard
from a random location for each note.

T 055. Program panpot
056. Program transpose T s e ‘ 4 057. Program tune

Adijust the pitch of each program in semitones

~24—+00—+24

1883 SurerSanth
*B99 Crustal
4Transpose = [HE6

= 4
o1 FEEEHEHEE

Adjust the pitch of each program in semitone steps.

[}
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) (> 7T 056. Program transpose
057. Program tune 1 b 1 058. G send level

Make fine adjustments to the pitch of each program

-50—000—+50

CmbC:BA3 SurerSdnth
GM-2:899 Crustal
4FineTune = g

= 515} [
1

Make fine adjustments to the pitch of each program.

e T 057. Program tune
058. C Send IeVeI 1 l,osg, D send level

Specify the effect send level for each programv

bC
-3

=

000—127

e i -
C Sendlevele EEE M % -
a1 000

Specify the level of the sound that will be sent from each program to the two internal
effect processors of the NS5R. As this setting is increased, the effect will be applied more
strongly to the sound of that part.

% The way in which the sound is sent to the two effect processors, and the way in which the C
Send Level parameter will affect the level will depend significantly on the Effect Placement
parameter. —> page 135, “Effect Placement”

On the NS5R, parameters which determine send levels to the effect processors exist sepa-
rately in each of the three modes Program, Combination, and Multi. The maximum
value of the Multi mode parameters [007] Reverb Send Level and [008] Chorus Send
Level will be the values of the Program Edit mode parameters [145] C Send Level and
[146] D Send Level. In the case of a combination sound, the send levels will also be lim-
ited by the settings of the [058] C Send Level and [059] D Send Level parameters.

82



Reference Guide

P T 058. C send level
05 9 . D send /eve/ ' & 4 060. Note window bottom

Specify the effect send level for each program

000—127
CmbB: 081 SolarFlare

PraB: 831 Sputhik
4D SendlLevel= [ » 000

o ann

As with C Send Level, this specifies the level of the sound that will be sent from each pro-
gram to the two internal effect processors. As this setting is increased, the effect will be
applied more strongly to the sound of that part.

* The way in which the sound is sent to the two effect processors, and the way in which the D
Send Level parameter will affect the level will depend significantly on the Effect Placement
parameter. — page 135, “Effect Placement”

On the NS5R, parameters which determine send levels to the effect processors exist sepa-

rately in each of the three modes Program, Combination, and Multi. The maximum

value of the Multi mode parameters [007] Reverb Send Level and [008] Chorus Send

Level will be the values of the Program Edit mode parameters [145] C Send Level and

[146] D Send Level. In the case of a combination sound, the send levels will also be lim-

ited by the settings of the [058] C Send Level and [059] D Send Level parameters.

®
B
5
O
o)
v
£
5]
_
5}
S
10}
o

Combina-
tion Edit
mode

. PR T 059. D send level —
060. Note window bottom T ‘ 1061, Note window 10p

Specify the lower note limit of each part

C-1—G9

dNote Btm = »

. OO0
Qa oy
q 000

For each program, specify the bottom (lowest) note that will sound.

al
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] v T 060. Note window bottom
06 I. Nofe WlnCIOW fOp T ‘ J 062. Velocity window bottom

062. Velocity window bottom

Specify the upper note limit of each part

C-1—G9

dNote Tor = S | 4

a1

For each program, specify the top (highest) note that will sound.

By setting the Note Window Top and Bottom parameters, you can restrict a program to
sound only in a specific area of the keyboard, so that it will not sound in other areas.

For example, this allows you to create a combination in which the keyboard area lower than
the center will play a bass program, and the area above the center will play a piano program.
It is not possible to set the Top note lower than the Bottom note. If you attempt to do so,
the Bottom note will automatically be adjusted to the same value as the Top note. The
anbosite is also true.

A Note Window can be set not only in Combination Edit mode, but also in Part Edit
mode. The Note Window settings of Part Edit mode take priority over the settings
of Combination Edit mode. — p.60 [027] Note Window Bottom, [028] Note Win-
dow Top.

* When the power is turned on or when a GM System On message is received, the Top note of
all programs will be set to G9, and the Bottom note to C-1

T 061. Note window top
1 063. Velocity window top

84

Specify the lowest velocity that will play each part

: 001—127
(PART-FILTAWIN? _
4 Velollin Bottom= O

For each program, specify the lowest velocity for which the program will sound. (Velocity
is MIDI data which indicates how strongly a note was played on the keyboard or other
MIDI instrument.)
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T 062. Velocity window bottom
1 064. Receive note on

063. Velocity window top

Specify the highest velocity that will play each part

001—127

dUel Tor = i¥d

For each program, specify the highest velocity for which the program will sound.

Velocity Window settings specify the range of velocities for which the program will
sound. By setting the Velocity Window Top and Bottom, you can restrict a program so
that it will sound only in response to the specified range of keyboard dynamics.

For example, you could set a low velocity window for a soft strings program, and a high
velocity window for a hard strings program, so that softly-played notes would sound the
soft strings, and strongly-played notes would sound the hard strings (Velocity Switch).

Reference Guide

Alternatively, you could make settings so that variations in playing dynamics cause the
sound of two or more programs to be layered (Velocity Layer).

S

A As for Note Window, Velocity Window settings can be made not only in Combina- C'°m¥>E-3t:
tion Edit mode but also in Part Edit mode. The Velocity Window settings of Part mods.
Edit mode take priority over those in Combination Edit mode. — p.61 [029]

Velocity Window Top, [030] Velocity Window Bottom

] ) [~ T 063. Velocity window top
064 RecelVe note on - 1 1 065. Receive control change

Allow each program to receive note-on messages

ON, OFF

CmbB:BB1 SolarF lare
PraB: 831 SPutn1k
4R . Hoteln =

o1 EISEERSEE

For each program, specify whether or not MIDI Note-on messages will be received. Programs
for which this setting is OFF will not sound, regardless of the program or volume settings.
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. P > T 064. Receive note on
065. Receive COﬂ’TOI change ? ‘ 1 066. Recsive pitch bend

Allow each program to receive control change messages

ON, OFF

CmbB:@a@l SalarFlare
PraB: 831 Sruthik
4Rx.CtrlCha =

F
o1 (€]l E]&]E

For each program, specify whether or not MIDI Control Change messages will be
received. Programs for which this setting is OFF will not receive the Control Change mes-

sages used to control a variety of parameters.

. . T 065. Receive control change
066 Recelve p!tCh bend 1 1 067. Receive aftertouch

»

Allow each program to receive pitch bend messages
ON, OFF

CmbB:B8@1 SolarFlare
PraB: 831 Sputnik
4Rx.PitchBnd = ]

=1 [EEEIEEEEE

For each program, specify whether or not MIDI Pitch Bend messages will be received.
Programs for which this setting is OFF will not receive the Pitch Bend messages that are
transmitted by a MIDI keyboard etc. connected to the NS5R when its pitch bend wheel is

operated.

. <) (> T 066. Receive pitch bend
067. Receive aftertouch 1 1 068. Receive damper

Allow each program fo receive afterfouch messages

ON, OFF

CmbB:BBE1 SolarFlare
PraB: 831 Srutnhik
ARx. AftrTouch= [N [ 2

o1 [EEIEIENEE)E)E

For each program, specify whether or not MIDI Aftertouch messages will be received.
Programs for which this setting is OFF will not receive the Aftertouch messages that are

transmitted by a MIDI keyboard.
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. «][» T 067. Receive aftertouch
068. Receive damper 1 ‘ 4 069 Receive portamento

Allow each program to receive damper pedal messages

ON, OFF
CmbB: @Al SolarFlare
F'r'"QB E131 Sputmk 000N #

e | 000N
o BEEEEIEE 0og
For each program, specify whether or not MIDI Damper messages will be received. Pro-

grams for which this setting is OFF will not receive the Damper messages that are trans-
mitted when the damper pedal of a connected MIDI keyboard is operated.

. [+ T 068. Receive damper
069. Receive portamento 1 & 1070, Effect bank

Allow each program to receive portamento messages

[0]
T
2
0
[
o
C
<&
.
NG
(]
[a"4

ON, OFF

CmbB:B8B1 SolarFlare
PFQE A31 SPutnlk
Rx.Portament= [da

Hes
» DEdEaee®n | -~

For each program, specify whether or not MIDI Portamento messages will be received.
Programs for which this setting is OFF will not receive Portamento messages to control
the portamento effect specified by the [38] Portamento Switch parameter.

' T 069. Receive portamento
07 O Ef ’[eCf bank 1 4 071. Effect program

Select the bank of the effect that you wish to use

Combina-
tion Edit

A,B,C,D,E,F,G,H

fCOMEBI FX.EBHK:?:

) 4 Fx( .Bank} [ 3 @
R I s s |

For the displayed combination, specify the bank of the effect program that will be used.
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. “ > T 070. Effect bank
071 Effecf program 1 1 072. Combination rename

Specify the number of the effect that you wish to use

001—128

{COMBI FX.FATCH?>

(('Ii J’%ﬁ 1]@ ‘ F"“,_F:‘:- »

[Cho-Dlw 1

For the displayed combination, specify the effect program that will be used.

% In order to select an effect program, you must first specify the part by which it will be used.
If the Global mode [047] Effect Follow Part setting is OFF, it will not be possible to select an
effect program. In this case, the following display will appear.

Unable to Edit.

{{[ Turn FX.Follow 1
Part 1~22. o ]

| - g )

k) B

If you wish to select an effect, specify the part number in [047] Effect Follow Part.

072. Combination rename 1 T 071. Effect program

Assign a name fo the combination and save it

{COMBI REMNAME3>
CmbB:@B@1 SolarFlare
HewName: ol arFlare

You can modify the name of the currently selected combination (if desired), and save it in
any memory number of the User Combination bank.

To modify the combination name, use the [PARAM] buttons to move the cursor to the
character in the name that you wish to modify, and use the VALUE controller to select the

desired character. By repeating this process for each character you can assign any desired
name. The following characters can be used.

[
N P
e
-
|
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In this mode you can edit program sounds. To enter this mode from Multi mode, make
sure that a Program sound is selected, and then hold down the {ENTER/EDIT] button. In

approximately 2 seconds, the home page of Program Edit mode will appear.

«FROGRAM EDIT?X>

B VoF [ ] E’unn £

e el

Sounds edited in Program Edit mode can be given a name (if desired) and saved in the
User program area, which is indicated as “PrgU: (number).”

Program Edit mode consists of OSC (oscillator), VDF (filter), VDA (amplifier), and Pan/

Effect Send, and a page which allows you to save the results of your editing.

Key Parameter Edit Refer to
Oscillator —P92
073 (home page) Pitch LFO —P.98
Pitch EG —P.100
Filter —P104
Filter LFO —P.108
Filter EG —P110
Amplifier —P115
Amplifier LFO —-P117
Amplifier EG —P120 —8
Pan/effect send —P124 6
Rename —P126 o)
L
074 Oscillator mode Specify the type of oscillator —P93 S
075 Multisample select Select a multisample —P94 o
@ 076 Drum kit select Select a drum kit —P94 E)
D 077 Octave select Specify the pitch in octave units —P94
078 Oscillator level Specify the oscillator volume —P95
079 Key transpose Specify the pitch in semitone steps —P95
080 Fine tune Make fine adjustments to pitch —Po5
081 Velocity window bottom  Specify the minimum velocity which will play the sound —P.96 !
082 Velocity windowtop  Specify the maximum velocity which will play the sound —P96 Program
083 Delay start Delay the beginning of the note —P97 mode
084 Pitch slope |Speg|fy the relation between pitch and the keyboard P97
ocation
085 Pitch LFO waveform Select the vibrato waveform —P.98
086 Pitch LFO frequency Specify the frequency of vibrato —P98
087 Pitch LFO intensity Specify the depth of vibrato —P9o8
088 Pitch LFO delay Specify the time delay before vibrato begins to apply —P.99
089 Pitch LFO fade intime  Specify the time over which vibrato reaches its full depth —P99
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@ 090 Pitch EG start level Specify the pitch at which the sound will begin —P100
) . Specify the time over which the pitch will reach the
@ 091 Pitch EG attack time attack level —P100
@@@ 092 Pitch EG attack level Specify the pitch which will be reached after the attack time —P.100
093 Pitch EG decay time Specify the time over which the pitch will reach the —P101
normal level
094 Pitch EG release time Specify the time over which the pitch will release the —5P101
release level
095 Pitch EG release level  Specify the pitch which will be reached after the release time —P.101
096 Pitch EG intensity Specify the depth of the pitch EG effect —P102
097 Pitch EG intensity Specify how pitch EG depth will be affected by keyboard SP102
velocity sensitivity dynamics )
098 Pitch EG time Specify how pitch EG times will be affected by keyboard P103
velocity sensitivity dynamics ’
@ 099 Cutoff frequency Adijust the brightness of the sound —P.104
@ 100 Color intensity Adjust the tonal character of the sound —P104
101 Color velocity Specify how the tonal character will be affected by —SP105
@@@ sensitivity keyboard dynamics ’
102 VDF keyboard Specify how the brightness will change in refation to the —P105
tracking mode keyboard location ’
103 VDF keyboard Specify the note at which the brightness will begin
h : —P.106
tracking key changing
104 VDF keyboard Specify how greatly the brightness will be affected by P106
tracking intensity keyboard location ’
105 VDF keyboard Specify how greatly tone EG times will be affected by —P107
tracking EG time keyboard location )
106 VDF‘keyboar.d Specify the time and direction of the EG change
tracking EG time roduced by keyboard location —P107
switch/polarity P v Key
@ 107 VDF LFO waveform Select the waveform of the wah effect —P.108
108 VDF LFO frequency Specify the frequency of the wah effect —P108
@ 109 VDF LFO intensity Specify the depth of the wah effect —P.109
D@@ 110 VDF LFO delay Specify the delay until the wah begins to apply —P.109
111 VDF LFO fade-intime  Specify the time until the full wah effect is reached —P.109
@ 112 VDF EG attack time Specify the time over which the tone will reach the attack level —P.110
113 VDF EG attack level Specﬁy. the level which the tone will reach after the 5P110
@ attack time
@@@ 114 VDF EG decay time Specify the time over which the tone will reach the break point —P110
115 VDF EG break point Specﬁy'the level which the tone will reach after the 5P
decay time
116 VDF EG slope time Specify the time over which the tone will reach the P11
normal level
. Specify the brightness of the tone which will be
117 VDF EG sustain level maintained until the key is released —P11
. Specify the time over which the tone will change after
118 VDF EG release time the key is released —P112
Specify the brightness level toward which the tone will
119 VDF EG release level change after the key is released —-P112
120 VDF EG intensity Specify the depth of the VDF EG effect —P.113
121 VDF EG intensity Specify how the VDF EG will be affected by keyboard SP113
velocity sensitivity dynamics '
122 VDF EG time velocity  Specify how greatly the VDF EG times will be affected by Sp114
sensitivity keyboard dynamics )
123 VDF EG velocity . i . . .
sensitivity switch/ Specify the direction in which keyboard dynamics will —P114

polarity

affect the VDF EG times
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124 VDA keyboard

Specify how volume will be affected by keyboard

% tracking mode location —P115
(e (&) 125 VDAkeyboard . . .
@ tracking key Specify the key around which volume will change —P115
126 VDA keyboard Specify how greatly the volume EG will be affected by SP116
tracking intensity keyboard location :
127 VDA keyboard Specify how greatly the volume EG times will be affected P116
tracking EG time by keyboard location :
128 VDA keyboard . L . .
. : Specify the direction in which the volume EG will be
trapklng EG’nme affected by keyboard location —P117
switch/polarity
129 VDA LFO waveform Select the waveform for the tremolo effect —P.118
D 130 VDA LFO frequency Specify the frequency of the tremolo effect —P.118
@@= 131 VDALFO intensity __ Specify the depth of the tremolo effect P18
@ 132 VDA LFO delay tsop:gg?; the time delay until the tremolo effect will begin P19
133 VDA LFO fade-in Specify the time over which the maximum tremolo effect SP119
time will be reached .
. Specify the time over which the volume will reach the
@ 134 VDA EG attack time attack level —P120
[ Specify the level which the volume will reach after the .
[%% 135 VDA EG attack level attack time —P.120
. Specify the time over which the volume will reach the
136 VDA EG decay time break point —P120
. Specify the level which the volume will reach after the
137 VDA EG break point decay time —P121
. Specify the time over which the volume will reach the
138 VDA EG slope time normal level —P121
. Specify the volume level which will be maintained until
139 VDA EG sustain level the key is released ; —P121
. Specify the time over which the volume will decrease to
140 VDA EG release time silence after the key is released —P122
141 VDA EG amplitude Specify how greatly the VDA EG will be affected by 5P 122
velocity sensitivity keyboard dynamics )
142 VDA EG time velocity ~ Specify how greatly the VDA EG times will be affected by —SP123
sensitivity keyboard dynamics :
143 VDA EG velocity . o . )
e : Specify the direction in which the VDA EG will be
sensn.t ivity switch/ affected by keyboard dynamics —P123
polarity
@ 144 Oscillator panpot z,fpf)eeg;y the stereo balance of the send level to the P124
@ 145 C send level Specify the send level to the effect —P125
@@D 146 D send level Specify the send level to the effect —P.125
147 Effect bank Select the bank of the desired effect —P.125
148 Effect number Select the number of the desired effect —P126
149 Program rename Assign a name to the program and save it —P.126

[074] In Program Edit mode if the Oscillator Mode is set to DOUBLE, a display of [1]

and (2] in the LCD screen will alternate each time the [EDIT/ENTER] button is pressed
when in edit pages [074] through [146]. This indicates for which of the two oscillators the
oscillator-related parameter settings are being made. Oscillator, filter or amplifier settings
for which either [1] or [2] is displayed are in the same signal flow.

< 05C CZ1>
AMultiSmerl B
"5
PCHMs [A.Piano 11.}_9]

If the Oscillator Mode is not set to DOUBLE, the LCD will show only {1}, and it will not
be possible to switch this.
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In Program Edit mode, modifying a parameter setting will cause a EDIT symbol to
appear in the upper right of the display. When this symbol is displayed, pressing the
[DISP/EXIT] button to exit Program Edit mode will cause the following popup window
to appear. This menu lets you choose whether to save the current edited program in the
User bank, or whether you wish to discard the results of your editing.

{0SCC1] ? ECILT |
Wy Write Prog [l P

[
& emeEcE|

- L.-"'g

If you select CNCL and press the [ENTER] button, the popup window will disappear,

and you can continue editing.

If you select YES and press the [ENTER] button, the program that you modified will be

saved in the displayed program number of the User bank. You can use the VALUE con-

troller to select the program number

% In this case, when you save your edited program to a different program number which
already contains another program, the program settings that were previously in that loca-
tion will be overwritten and lost.

If you select NO and press the [ENTER] button, the modified program will not be saved,

and you will exit Program Edit mode. '

T

07 3. (home page) L (fnalize)

92

Select the item that you wish to edit

OSC, PITCH LFO, PITCH EG, VDF,
VDF LFO, VDF EG, VDA, VDA LFO,
VDA EG, Fx, PROG RENAME

+PROGRAM EDIT?>

This page is a menu that lets you select the item you wish to edit.

Items can be selected using the [PART/PAGE] buttons, the [PARAM] buttons, or VALUE
dial.
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OsC

«pART| fpasr
‘ ! PITCH LFO

. P 1 075. Multisample select
074. Oscillator mode Drum Kit logt

Specify the type of oscillator

GW

SINGLE, DOUBLE, DRUMS
<{0SCC1] >

05C Mode B @-

‘b m. SIMGLE

Q-3

This setting specifies whether the sound will be based on one oscillator alone, two oscilla-
tors together, or a drum kit oscillator.

With a setting of SINGLE, a single system of oscillator, filter, and amplifier will be used.
In this case, the NS5R will have a maximum polyphony of 64 notes.

With a setting of DOUBLE, two systems of oscillator, filter, and amplifier will be used.
This lets two different sounds (or identical sounds) be layered as a single sound, allowing
more complex sounds to be created. However in this case, the NS5R will have a maxi-
mum polyphony of 32 notes.

If this setting is DOUBLE, subsequent editing pages will show either [1] or [2] in the
LCD, which will alternate when you press the [EDIT/ENTER] button. This indicates the
oscillator (1 or 2) for which you are editing the oscillator, filter, or amplifier settings.
Oscillator, filter, or amplifier settings for which the same number is displayed belong to
the same system.

(SINGLE) (DOUBLE)
{PROGRAM EDIT> @
<PROGRAM EDIT> e
i D o0 HE: <PROGRAM EDIT> 0 %
L) (@) e A | [
S [T S [

With a setting of DRUMS, you will be able to select a drum Kkit.

When this parameter is set to DRUMS, pressing and holding the [EDIT/ENTER] button
(regardless of the parameter page which is displayed) will take you to Drum Kit Edit
mode, allowing you to make detailed settings for the drum kit. -P.127
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075. Multisample select/Drum kit select

1 T 074. Oscillator mode
paRA 1 077. Octave select

Select a multisample

000—527

<0OSCC13 7

iy - -é“ Irflultﬁpl » % —
PCMs [A.Piano 19] @@@] QO

i

Select the multisample that will be used for the oscillator. This parameter selects the
waveform which will be the basis for the sound. A list of the available multisamples is
provided in the appendices at the end of this manual.

076. Drum kit select

Select a drum kit

<OSCC113 >

e 4MultiSmel P
s -%- EEE

PCMs [A.Piano 1:!}9]

[074] When the Oscillator Mode parameter is set to DRUMS, this drum kit select page
will appear instead of the multisample select page. A list of the available drum Kkits is pro-
vided in the appendices at the end of this manual.

T 075. Multisample select
W 076. Drum kit select
077. Octave select 1 J’ L 078, Oscilator leve

Specify the pitch in octave units

32',16',8', 4'

<OSCL11 >
40sC Octaved | OO0

E [A.Piano 1 1 00
= £/3 0oQ

Specify the pitch of the oscillator in 1-octave units. A setting of 8' is the standard pitch.
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. S T 077. Octave select
078 Osc://ator /eve/ 1 ‘ 1 079. Key transpose

Specify the oscillator volume

000—127

{0SCL13] >

’"'uun'“'.ur 0SC Level B | T~
min __ max [H.PF?ED 1 1] G000
+ : Z/9 000

Specify the basic volume of the oscillator.

On the NS5R, parameters which determine the volume of each Part exist separately in
each of the three modes Program, Combination, and Multi. The maximum possible
value for the Multi mode [004] Volume setting will be the value of the Program Edit
mode [078] Oscillator Level. In the case of a Combination sound, the volume will be lim-
ited by the [054] Program Volume setting as well.

<) (> T 078. Oscillator level
079. Key transpose 1 4 080. Fine tune

Specify the pitch in semitone steps

SOSCC1] >

4Keg Trans b
bbﬂ-ﬂ-b##

[A.Piano 1 1]
a9

Specify the pitch of the oscillator in semitone steps.

) < > ) T 079. Key transpose
080 Flne fune 1 & 1 081. Velocity window bottom

Make fine adjustments to pitch

Reference Guide

Program

-99—00—+99 i

4Fine Tune P 000
@j
QOO0

[A.Piano 1 1]
/9

{0SCC11 >

bk 44
KORG

Specify a fine adjustment to the pitch of the oscillator.

(074] When the Oscillator Mode is set to DOUBLE, this parameter allows you to create a
detuning effect between oscillators [1] and [2]. (Detuning is an effect in which the
pitches of two sounds are slightly varied relative to the other, creating a richer sound.)
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. . . T 080. Fine tune
081. Velocity window bottom 1 L 082 Velocity window top

Specify the minimum velocity which will play the sound

001—127

<0SCC11] >

4dUelllin BtmP

iy

o 1z7 | [AR.Piano 1 1]
749

Specify the minimum velocity value for which the oscillator will sound.

With high settings of this parameter, softly played notes will not sound the oscillator. As
the value is decreased, the oscillator will sound in response to increasingly softly played
notes.

. . » T 081. Velocity window bottom
082. Velocity window top T L 083. Delay star

96

Specify the maximum velocity which will play the sound

001—127

£05CC11 ?

4

Q 1z27 [FI.F‘ic- 11
&9

4Uellin Tor P

Set the maximum velocity value for which the oscillator will sound. (Velocity is MIDI
data which indicates how strongly a note was played.)

With low values of this parameter, strongly played notes will not sound the oscillator. As
the value is increased, the oscillator will sound in response to increasingly strongly played
notes.

The velocity window allows you to specify the range of velocities which will sound the
oscillator. By setting the velocity window top and bottom, you can cause the sound to
play only when notes are played with a specific strength.
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« > T o082. Velocity window top
083. Delay start ' 4 084. Pitch slope

Delay the beginning of the note

000—127

{OSCCL13] ?

L dDelagStart b

Ly Midese
— [Organ 1 ]
8/9

This parameter sets the time from when the NS5R receives a MIDI Note-on message (i.e.,
when a note is played on the MIDI keyboard) until when the oscillator actually begins to
sound.

As this value is increased, there will be an increasing delay from when the note is played
until the sound begins.

When another MIDI tone generator which is slower to respond to MIDI messages is used
together with the NS5R, this parameter provides a convenient way to match the note tim-
ing of the two devices. :

084. Pitch slope 1 T 083. Delay start

Specify the relation between pitch and the keyboard location

-1.0—+0.0—+2.0

4PitchSlore
[R.Piano 1 ]
a,9

<0SCL11] 2

E] ' 000

When this parameter has a value of +1.0, the oscillator’s pitch will rise one octave as the
note number increases by 12 (i.e., 12 notes on the keyboard). This is the normal pitch
change.

Reference Guide

If this parameter is set to a value above 1, the pitch

will rise more rapidly. With a setting of +2.0, the oscil-
Pitch lator’s pitch will rise two octaves as the note number
+2 increases by 12. With settings of less than 1, the pitch
“ will rise more slowly, and with a setting of 0.00 all
\ C‘_t --------- note numbers will produce the same pitch of C4.

- :-2;2:{ o Values less than 0 will invert the relation between note

== numbers and pitch, so that higher note numbers will
» be sounded at lower pitches. In other words, notes
will become lower as you play toward the right edge of
the keyboard, and higher as you play toward the left
edge. With a setting of —1.0, the oscillator’s pitch will
fall one octave as the note number increase by 12.

]
1

1

1

C5 Key
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PITCH LFO ()
085. Pitch LFO waveform " 4 086. Pitch LFO frequency

Select the vibrato waveform

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,
SQUARE 2, RANDOM

{PITCH LFOLi3J
P LFD Wave k

’E]V_l ﬂ FAHCOR

This selects the waveform that will be used for pitch modulation (the vibrato effect that
cyclically modifies the pitch).

. « » T 085. Pitch LFO waveform
086 P lfCI‘l LF O fr equency 1 1 087. Pitch LFO intensity

Specify the frequency of vibrato

({PITCH LFOC11] >
4F. LFD FFEﬂb

M EEE

—F

T 086. Pitch LFO frequency
1 088. Pitch LFO delay

087. Pitch LFO intensity

Specify the depth of vibrato

000—127

{PITCH LFOC1] >
dIntensity W

AN

Specify the depth (strength) of the pitch modulation effect.

(g =
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. ) | T 087. Pitch LFO intensity
088. Pitch LFO delay () V1o e mensty

Specify the time delay before vibrato begins to apply

000—127

SFITCH LFOCi3] ?

o 4ALFO Delay P

¥

Specify the time from when the Note-on message is received (i.e., from when you play a
note) until pitch modulation begins to apply to the sound that is played.

089. Pitch LFO fade in time 1 T 088. Pitch LFO delay

Specify the time over which vibrato reaches its full depth

000—127

AFITCH LFOC11 H

4LFO Fadeln

Specify the time from when pitch modulation begins to apply until it reaches the full
strength specified by the [087] Pitch LFO Intensity parameter.

©
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PITCH EG () J
090. Pitch EG start level & 4 091. Piteh EG attack ime

Specify the pitch at which the sound will begin

—128—000—+127

¢FITCH EG C11 &
StartLevel b
40| e g ~H4 2

| 1.9

Specify the initial pitch (i.e., the pitch at the moment of Note-on).

. . > T 090. Pitch EG start level
097 PIfCI') EG GH’GCI( time 1 ‘ 1 091. Pitch EG attack level

Specify the fime over which the pitch will reach the attack level
000—127

cFITCH EG L[11] > EDIT

danttackTime | QOO0

H5
167

Z279

Specify the time over which the pitch will change from Note-on until it reaches the pitch
specified by the [092] Attack Level parameter.

. <) [~ T 091. Pitch EG attack time
092. Pitch EG attack level 1 ‘ 1 093. Pitch EG decay time

Specify the pitch which will be reached after the attack time

-128—000—+127

000
00y
oo

Specify the pitch which will be reached after the time specified by the [091] Attack Time
parameter has elapsed.

<PITCH EG C413 >
/ ........................ ‘nttaGkLul >

SIS
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. . PR T 092. Pitch EG attack level
093 Pl"Ch EG deCGy time T 1 094. Pitch EG release time

Speci?/ the time over which the pitch will reach the normal
leve

000—127

tFITCH EG C11 b EDIT

ADecadTime b

3.3

= V
Specify the time over which the pitch will move toward the normal level (the pitch which
will continue to sound as long as you continue pressing the key), after the [091] Attack

Time has elapsed.

T 093. Pitch EG decay time
4 095. Pitch EG release level

094. Pitch EG release time

Speci?/ the time over which the pitch will release the release
leve

000—127

{FITCH EG L[11 ? EDIT

Specify the time over which the pitch will change from Note-off (the moment you release
the key) until the pitch specified by the [095] Release Level parameter is reached.

. -« » T 094. Pitch EG release time
095. PIfCh EG release /eve/ ' T 4 096. Pitch EG intensity

Specify the pitch which will be reached after the release time

-128—000—+127
[ECIT |

sLul b @-

{PITCH EG C1i1 )
iRelea

m

ol

Specify the pitch that will be reached after the [094] Release Time has elapsed.
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' T 095. Pitch EG release level
096 Pl fch EG in fens ’fy T d 097. ngrC\QitE/ci;tyimensny velocity

Specify the depth of the pitch EG effect

-128—000—+127

(PITCH EG C11 >

dIntensita b
PN 8
7/ @@=

Specify the depth (strength) of the Pitch EG effect.

_With a setting of 0, the pitch EG will not cause any change in the pitch. With negative set-

tings, the pitch will change in the opposite direction from the Attack Level and Decay
Level specified by the pitch EG parameters.

For example if [092] Attack Level is set higher than the standard pitch, a positive (+) set-
ting for this Intensity parameter will cause the pitch to gradually increase after the note
begins, until the highest value (Attack Level) is reached. However if this Intensity param-
eter has a negative (-) setting, the pitch will gradually decrease after the note begins, until
the lowest level (the inverse of the Attack Level) is reached.

097. Pitch EG intensity velocity sensitivity

T 096. Pitch EG intensity
@ 1 098. Pitch EG time velocity
sensitivity

102

Specify how pitch EG depth will be affected by keyboard

dynamics
~128—000—+127
(PITGH EG C11 >
dIntUelSens b

g/9

Specify how the pitch EG depth (strength) will be affected by MIDI velocity data.

Increasingly positive (+) settings of this parameter will cause the pitch EG to become
deeper as you play the keyboard more strongly, and shallower as you play less strongly.
Conversely, increasingly negative (=) settings of this parameter will cause the pitch EG to
become shallower as you play the keyboard more strongly, and deeper as you play less
strongly.
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098. Pitch EG time velocity sensitivity
=) 1 097. Pitch EG intensi
() s

Specify how pitch EG times will be affected by keyboard

dynamics

-128—000—+127

tFITCH EG LC11 ?

4Tim EU 15n5

9,9

Specify how the Attack Time (091), Decay Time (093) and Release Time (095) of the
pitch EG will be affected by MIDI velocity data.

Increasingly positive (+) settings of this parameter will cause each of the pitch EG times
to become shorter for strongly played notes, producing more rapid pitch change. For
softly played notes, pitch EG times will become longer, producing slower pitch change.

Conversely, increasingly negative (-) settings of this parameter will cause strongly played
notes to have slower pitch change, and softly played notes to have faster pitch change.
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VDF COL/TRK (83’
099. Cul'off frequency } ‘ 1 100. Color intensity

Adjust the brightness of the sound

000—127
{WDFL13 COLATRK >
+ CutoffFre« b
A
i 1,8

Adjust the VDF cutoff frequency (the brightness of the sound).

. . ) (v T 099. Cutoff frequency
’OO C0,0I' mfens:ly 1 1 101. Color velocity sensitivity

Adjust the tonal character of the sound

000—127

{YDFC11] COLA/TRK>

4dColor Int B

278

This parameter adds character to the sound by emphasizing the frequency region around
the VDF cutoff frequency.

* The result of this effect will depend on the original sound. For some multisamples, the effect
may not be very noticeable.
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101. Color velocity sensitivity 1

T 100. Color intensity

 102. VDF keyboard tracking
mode

Specify how the tonal character will be affected by keyboard

dynamics

<{YDFC13] COL-/TRK >

R

*lCn:nl UelSnsl

_l.

378

-128—000—+127

Specify how MIDI velocity data will affect the Color parameter.

Increasingly positive (+) settings of this parameter will cause strongly played notes to
have a more pronounced Color effect, and softly played notes to have a weaker effect.
Conversely, increasingly negative () settings will cause strongly played notes to have a
weaker Color effect, and softly played notes to have a stronger effect.

* The result of this effect will depend on the original sound. For some multisamples, the effect
may not be very noticeable.

102. VDF keyboard tracking mode

T 101. Color velocity sensitivity
@ . ‘ 4 103. VDF keyboard tracking

~ Specify how the brightness will change in relation to the key-

board location

{VODFL13] COLATRK?>

4K. TRE HMode b

4.2

OFF, LOW, HIGH, ALL

Specify how the change in brightness relative to the keyboard location (VDF keyboard
tracking) will be applied.

With a setting of LOW, keyboard tracking will occur in the area below the specified[103]
Keyboard Tracking Key. With a setting of HIGH, keyboard tracking will occur in the area

above the specified key.

With a setting of ALL, keyboard tracking will occur over the entire keyboard. With a set-
ting of OFF, keyboard tracking will not occur. In this case, the [104]Keyboard Tracking
Intensity, [105]Keyboard Tracking EG Time, and [106]Keyboard Tracking EG Time
Switch/Polarity settings will have no effect.
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103. VDF keyboard tracking key

T 102. VDF keyboard tracking

?
paas) \pat 1 104. VDF keyboard tracking

intensity

Specify the note at which the brightness will begin changing

{YDFLC13 COL/TRE >
: 4K.TRK Keg P
[‘lrrl'l"lﬂTl"l'l'ﬂTI‘ﬂl'l'E]

58

When [102]Keyboard Tracking Mode is set either to HIGH or LOW, keyboard tracking
will begin applying at the note specified by this parameter, either to the area above or
below.

When the Tracking Mode is set to ALL, this parameter sets the center of keyboard track-
ing. (Keyboard tracking will not apply to this key.)

104. VDF keyboard tracking intensity

T 103. VDF keyboard tracking

()
(paast) (EaRa 1 105. VDF keyboard tracking

EG time

Specify how greatly the brightness will be affected by key-
board location

~-128—000—+127

{\VDFLC11 COL-/TRK
o ATRE Felnt ¥ OO0
Rz

000

&S5

This parameter specifies the strength (depth) with which keyboard tracking will affect the
area specified by [102]Keyboard Tracking Mode and [103]Keyboard Tracking Key.

Positive (+) settings will cause the sound to become brighter as increasingly higher notes
are played. Negative (-) settings will have the opposite effect.
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105. VDF keyboard tracking EG time

T 104. VDF keyboard tracking

intensity
paRa,  106. VDF keyboard tracking

EG time switch/polarity |

Specify how greatly VDF EG times will be affected by key-
board location

-128—000—+127
<UDFC13] COLA/TRK*

f~ = |VTRE EGTined | OO0
3 B 000

LA . 000

This parameter specifies how the Attack Time (112), Decay Time (114), Slope Time
(116), and Release Time (118) of the VDF EG will be affected by keyboard tracking.

Increasingly positive (+) settings of this parameter will cause notes in the area specified
by [102] Keyboard Tracking Mode and [103] Keyboard Tracking Key to have shorter VDF
EG times as higher notes are played, producing quicker change in tone. As lower notes are
played, the various VDF EG times will become longer, producing slower change in tone.

Conversely, increasingly negative (-) settings of this parameter will cause slower tonal
change as higher notes are played, and faster tonal change as lower notes are played.

106. VDF keyboard tracking EG time switch/polarity

T 105. VDF keyboard tracking
PARAM]  |[PARAM EG time

Specify the time and direction of the EG change produced by
keyboard location

(]
°
>
O
o]
o
c
[0]
i
[
—
[0
(a4

AT, DT, ST, RT,
{VDFL13 COL.-TRK> OFF, ON (+), ON (-)

AT _KEDTRK l4Su/Pol (AT b

Program
Edit

Specify the direction in which keyboard tracking will affect each of the VDF EG parame-
ters Attack Time (112), Decay Time (114), Slope Time (116) and Release Time (118).

For each of these times, a setting of “+” will cause times to be shortened as you play notes
higher than the {103] Keyboard Tracking Key, and a setting of “-~” will cause times to be
lengthened. With a setting of 0, keyboard location will not affect VDF EG times.

This parameter sets the directions (f) in which the four Time parameters will be affected,
but the amount of the change is specified by the [105] Keyboard Tracking EG Time
parameter.
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VDF LFO P EN

107. VDF LFO Wayeform ‘ 1 108. VDF LFO frequency

Select the waveform of the wah effect

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,
SQUARE 2, RAMDOM

<UDFLC11] LFGO?>
F.LFO Wave
NN | s
[ 14 M- e

Select the waveform that will be used for VDF modulation (the wah effect produced by
cyclically modulating the tone).

T« > T 107. VDF LFO waveform
708. VDF LFO frequency T & 1 109. VDF LFO intensity

Specify the frequency of the wah effect

000—127

{VDFLC11] LFO>

4F.LFO Fre«ab
—ASyA, | B

+—¥

275

Specify the frequency of the VDF modulation waveform.
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T 108. VDF LFO frequency
4 110. VDF LFO delay

109. VDF LFO intensity

Specify the depth of the wah effect

000—127

tWYDFC131 LFGQ

WI *'Il"ltt-'d »

C g

Specify the depth (strength) of the VDF modulation effect.

110. VDF LFO delay ( (T R

Specify the delay until the wah begins to apply

000—127

{VDFL13] LFQ

- 4ALFO Delag b

¥

Specify the time delay from when a Note-on message is received (i.e., from when the key-
board is played) until VDF modulation begins to apply to the note that sounds.

111. VDF IFO fade-in time Pl o)  Triovorirodaey

Specify the time until the full wah effect is reached

Q
RS
)
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Program

000—127 Edb

{VUDFLC13]

Specify the time from when VDF modulation begins to apply until the full strength spec-
ified by {109] VDF LFO Intensity is reached.
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VDF EG PEEN

112. VDF EG attack time & | 113.VDF EG attack level

Specify the time over which the tone will reach the attack level
000—127

{UDOFC11] EG>
AttackTime bk

@@
Q00
L_ ood

Specify the time from Note-on until the VDF cutoff frequency reaches the value specified
by [113] Attack Level.

113. VDF EG attack level 1

1712

T 112. VDF EG attack time
1 114. VDF EG decay time

Specify the level which the tone will reach after the attack fime
~128—000—+127

{WDFEL1] EG>

4Attackivl P

2712

Specify the cutoff frequency level which will be reached after the [112] Attack Time has
elapsed.

. > T 113.VDF EG attack level
114. VDF EG decay fime 1 Jj | 1o yor e ek

Specify the time over which the fone will reach the break point

000—127
<UDFLC11 EG>
4DecagTime B#
/12 OO0 S

p—
Specify the time over which the cutoff frequency will move to the [115] Break Point (the

level of brightness which will be maintained as long as the key is pressed) after the [112]
Attack Time has elapsed.
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. v T 114. VOF EG decay time
7 75. VDF EG break pomf T | 116.VDF EG slope time

Specify the level which the tone will reach after the decay time

, -128—000—+127

{JOFLC13] EG>

4BreakPoint. b
EERE]

q4.12

Specify the cutoff frequency which will be reached after the [114] Decay Time has elapsed.

) <)~ T 115. VDF EG break point
116. VDF EG slope time 1 1 117. VDF EG sustain level

Specify the time over which the tone will reach the normal level

000—127

<WDFLC13]

EG >
451oreTime B

Er12

Specify the time over which the cutoff frequency will move to the normal level (the level
of brightness which will be maintained as long as the key is pressed) after the [116] Slope
Time has elapsed.

] PR T 116. VDF EG slope time
| ’7 VDF EG sustain leVel 1 & 1 118.VDF EG release time

o
B
o)
@]
)
v
c
)
_
o)
——
[0}
o

Specify the brightness of the tone which will be maintained
until the key is released

000—127

{YDFC11 EG>

4SustainlLul b

/12

Specify the normal cutoff frequency for the VDF which will be maintained as long as the
key is pressed.

-
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T 117.VDF EG sustain level
1 118. VDF EG release level

118. VDF EG release time

Specify the time over which the tone will change after the key
is released

000—127

Specify the time over which the VDF cutoff frequency will move to the [119] Release
Level after Note-off (i.e., when the key is released).

4 1 118. VDF EG release time
119. VDF EG release level 1 1 120, VDF EG intensity

Specify the brightness level toward which the tone will change
after the key is released :

-128—000—+127

<UDFC13 EG>
dReleaselwvl b

g-12

Specify the level at which the cutoff frequency will arrive after the [118] Release Time has
elapsed.
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T119.vDF EG release level
1 121, VDF EG intensity

120. VDF EG intensity Pl

velocity sensitivity
Specify the depth of the VDF EG effect
~128—000—+127
<UDFL13 EG>
4Intensity B 000
e 000
a1z 000

Specify the depth (strength) of the VDF EG effect.

With a setting of 0, the VDF EG will not cause the cutoff frequency to change. With nega-
tive () settings, the cutoff frequency will change in the direction opposite to the Attack
Level and Decay Level etc. specified by the VDF EG.

For example if [113] Attack Level is set higher than the normal cutoff frequency, positive
(+) settings of this Intensity parameter will cause the tone to gradually become brighter
from the beginning of the sound until it reaches the maximum level (Attack Level). How-
ever if Intensity is set to a negative (~) setting, the tone will gradually become darker from
the beginning of the sound until it reaches the minimum level (the inverse of the Attack
Level). -

121. VDF EG intensity velocity sensitivity

T 120. VDF EG intensity
T L122. VDF EG time velocity
sensitivity

£
Specify how the VDF EG will be affected by keyboard dynam-
ics p
~128—000—+127
<YDFLC13 =G>

4IntUelSens p 00
com el %
1012 OO0 &

Specify how greatly MIDI velocity data will affect the depth (strength) of the VDF EG
effect.

With positive (+) settings of this parameter, the VDF EG effect will be deeper for strongly
played notes, and will be less for softly played notes. Conversely, negative (-) settings will

cause the VDF EG effect to be less for strongly played notes, and deeper for softly played
notes.
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122. VDF EG time velocity sensitivity

T 122. VDF EG intensity

velocity sensitivity
oS 1 123. VDF EG velocity

sensitivity switch/polarity

Specify how greatly the VDF EG times will be affected by key-

board dynamics

-128—000—+127
<WDFC13 EG> @
4TinelelSns b 00
12— coolf
11712 DD@

Specify how MIDI velocity data will affect the Attack Time (112), Decay Time (114),
Slope Time (116), and Release Time (118) of the VDF EG.

With positive (+) settings of this parameter, the VDF EG times will be shortened for
strongly played notes, causing the tone to change more rapidly. Softly played notes will
have longer VDF EG times, causing the tone to change more slowly.

Conversely, negative (-) settings will cause the tone to change more slowly when notes are
played strongly, and cause the tone to change more quickly as notes when played softly.
Positive/negative polarity is specified by the [123] VDF EG Time Velocity Sensitivity Switch/
Polarity setting.

123. VDF EG velocity sensitivity switch/polarity

T 122. VDF EG time velocity
lparam) (pARAM sensitivity

114

Specify the direction in which keyboard dynamics will affect

the VDF EG times
AT, DT, ST, RT,
{UDFLC13 EG> OFF, ON (+), ON (-)
EG TIMEVEL |4Sy-FPolCAT>k
@OFF O+ O— 126712

Specify the direction in which MIDI velocity data will affect the VDF EG parameters
Attack Time (112), Decay Time (114), Slope Time (116) and Release Time (118).

For each value, a setting of “+” will cause the VDF EG time to be shortened for strongly
played notes. A setting of “-” will cause the time to be lengthened for strongly played
notes. With a setting of 0 there will be no effect.

These parameters set the direction (%) in which the four Time parameters will be
affected, but the amount of the effect is specified by the [122] VDF EG Time Velocity Sen-
sitivity parameter.
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VDA KBDTRK TEEN
124. VDA keyboard tracking mode o

Specify how volume will be affected by keyboard location

OFF, LOW, HIGH, ALL
<MDAC1] HKEDTRK >

K. TRK Mode b
=
ve | 000

Specify how volume change dependent on keyboard location (VDA keyboard tracking)
will occur.

When LOW is selected, keyboard tracking will occur in the area below the point specified
by [125] Keyboard Tracking Key. When HIGH is selected, keyboard tracking will occur in
the area above the specified key.

When ALL is selected, keyboard tracking will occur over the entire keyboard. When OFF
is selected, keyboard tracking will not occur. In this case the settings of the [126] Key-
board Tracking Intensity, [127] Keyboard Tracking EG Time, and [128] Keyboard Track-
ing EG Time Switch/Polarity parameters will be ignored.

125. VDA keyboard tracking key

T 124. VDA keyboard tracking

PaRAs)  (paRaM 1 126. VDA keyboard tracking

intensity

o
)
¥

@

1

o

o)

—
QL

[}
ol

Specify the key around which volume will change

{VDAC13] KEDTRK »
; 4K.TRK Keg #
E'II'I'I'ITTTI'I'HTHTI'I'II]

275

When {124]Keyboard Tracking Mode is set either to LOW or HIGH, keyboard tracking
will be applied beginning at the key that is specified here, and extending toward the lower
or the upper range of the keyboard.

When the Tracking Mode is set to ALL, this setting specifies the key which will be the cen-
ter of keyboard tracking. (Keyboard tracking will not apply to this key.)
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126. VDA keyboard fracking intensity

1 125. VDA keyboard

T & tracking key
il  127. VDA keyboard tracking

EG time

Specify how greatly the volume EG will be affected by key-
board location

-128—000—+127

<LUpACid KEDTREK >
: ATRE _AmrInt b Ol #
S 000\

' ) 85 a0

Specify the strength (depth) with which keyboard tracking will apply to the area specified
by the [124]Keyboard Tracking Mode and [125]Keyboard Tracking Key parameters.

Positive (+)-settings will cause the volume to increase as higher notes are played. Negative
(-) settings will have the opposite effect.

127. VDA keyboard tracking EG time

T 126. VDA keyboard tracking

1 intensity
s I i 1 128. VDA keyboard tracking

EG time switch/polarity

Specify how greatly the volume EG times will be affected by
keyboard location

JWpatid KEDTRK >
4TRK EGTime Wk
-"H |'|l"-". +HZE
WLLLLL UL ASE

Specify how greatly the VDA EG parameters Attack Time (134), Decay Time (136), Slope
Time (138) and Release Time (140) will be affected by keyboard tracking.

Increasingly positive (+) settings of this parameter will cause the VDA EG times to
become shorter as higher notes are played in the area specified by the [124] Keyboard
Tracking Mode and [125] Keyboard Tracking Key parameters, causing faster volume
change. As lower notes are played, VDA EG times will become longer, causing slower vol-
ume change.

Conversely, increasingly negative (-) settings of this parameter will cause slower volume
change as higher notes are played, and faster volume change as lower notes are played.
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128. VDA keyboard tracking EG time switch/polarity

T 127. VDA keyboard tracking
paRAMY)  |PARAM EG time

Specify the direction in which the volume EG will be affected
by keyboard location

AT, DT, ST,RT

OFF, ON (+), ON (-)
VDAC1] KEBDTRK?>
AT KEDTRK |4Sw-Pol¢AT) B 000

QOFF @+ O - Ea/5

Specify the direction in which keyboard tracking will affect the VDA EG time parameters
Attack Time (134), Decay Time (136), Slope Time (138) and Release Time (140).

For each time parameter, a setting of “+” will cause the time to be shortened as higher
notes are played in the area above the [125] Keyboard Tracking Key. A setting of “~” will
cause the time to be lengthened. With a setting of 0, there will be no effect.

These parameters set the direction (%) in which the four Time parameters will be
affected, but the amount of the effect is specified by the [127] Keyboard Tracking EG
Time parameter.
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VDA LFO P EN
129. VDA LFO waveform & 15008 LrO touency

Select the waveform for the tremolo effect

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,

SQUARE 2, RANDOM
<UpACi] LFQO:>
1 A.LFO Wave bk O] #
N W TE T L E % ,
175 000

Select the waveform that will be used for VDA modulation (the tremolo effect produced
by cyclically modulating the volume).

> T 129. VDA LFO waveform
’30. VDA I.FO fr equency 1 d 131. VDA LFO intensity

Specify the frequency of the tremolo effect

000—127
{UDACL] LFO?>
4A.LFO Frealk
3

275

Specify the frequency of the VDA modulation waveform.

. . v T 130. VDA LFO frequency
131. VDA LFO Intensity 1 1 132. VDA LFO delay

Specify the depth of the tremolo effect

000—127
<MDALCL] LFO>

—\P\f\f\I *lIntt-:I [ 4

(e

Specify the depth (strength) of the VDA modulation effect.
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’32 VDA LF O de/ay 1 ‘ I::; ://32 'L_ECO) ;Zzieenls:)tllme

Specify the time delay until the tremolo effect will begin fo

apply
000—127
<MDACc1] LFQOX*
. 4LFO Delay B
-
q.5

Specify the time from when the Note-on message is received (i.e., from when the key-
board is played) until VDA modulation begins to apply to the sound.

133. VDA IFO fade-in fime Mo (2 1102 vonLro sy

Specify the time over which the maximum tremolo effect will

be reached
000—127
<\UDAC 13 LFO?>
: : 4LF0O Fadeln
&5

o)
B
2
O
o
O
C
o)
A
]
S
@
I~

Specify the time from when VDA modulation begins to take effect until the full strength
specified by [131] VDA LFO Intensity is reached.
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VDA EG rEEN

134. VDA EG attack time ‘ | 135. VDA EG attack level

Specify the time over which the volume will reach the attack level

000—127
<ypAci] EG>
AttackTime b
ERE
| 1710
M

Specify the time over which the VDA volume will change from Note-on until it reaches
the [135] Attack Level.

« ‘| 7 134.VDA EG attack time
]35. VDA EG aﬁack /eve/ 1 1 136. VDA EG decay time

Specify the level which the volume will reach after the attack time

000—127

LVDAC1] EG> ECIT

.............................. “Flt-t-aC-kLU]. ._

2710

Specify the volume which will be reached when the [134] Attack Time has elapsed.

136. VDA EG decay time T

T 135. VDA EG attack level
1 137. VDA EG break point

Specify the time over which the volume will reach the break point

000—127

<{VDALC13 EG>

4Decaulime P OO0 ¢
e J @‘
= | A 10 OO0 ®

Specify the time over which the volume will change toward the [137] Break Point (the
volume which will be maintained as long as the key remains pressed), after the [134]
Attack Time has elapsed.
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137. VDA EG break point () | 150 von oo seceime

Specify the level which the volume will reach affer the decay time

000—127
<UDALC1] EG>

4BreakPoint b OO0 7~
-t Caal(
f 4,10 OOg) ¥

Specify the volume which will be reached when the [136] Decay Time has elapsed.

. - T 137. VDA EG break point
]38 VDA EG s/ope time 1  139. VDA EG sustain level

S;I)ec:?/ the time over which the volume will reach the normal
eve

000—127

{UDAC13] EG>
451loreTime B

ES10

1

Specify the time over which the volume will change toward the normal level (the volume
which will be maintained as long as the key remains pressed), after the [137] Slope Time
has elapsed.

. .‘ T 138. VDA EG slope time
139. VDA EG sustain level T 1 140. VDA EG release time

Spech?/ the volume level which will be maintained until the key
e

is released
- 001—127
{UDACL ] EG
A 4Sustainlul b 000

_io o . o

Specify the normal VDA volume level which will be maintained as long as the key
remains pressed.

Q00
Q00

121

Program
Edit
mode
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T 139. VDA EG sustain level
]40. VDA EG release time 1 ‘ 1 141. VDA EG amplitude

velocity sensitivity

Specify the time over which the volume will decrease fo silence
after the key is released

000-—127
£{vDAC13 EG> EDIT
4ReleaseTimP 000

000
= 710 @@@

Specify the time over which the volume will decrease from Note-off (the moment the key
is released) until the volume specified by the [**] Release Level is reached.

141. VDA EG amplitude velocity sensitivity
= T 140. VDA EG release time
1 J 142. VDA EG time velocity
sensitivity

Specify how greatly the VDA EG will be affected by keyboard

dynamics
~128—000—+127
{YDAL13 EG>
4AnEUelSens b 000
i 000
=-10] 000

Specify how the strength (depth) of the VDA EG effect will be affected by MIDI velocity
data.

With increasingly positive (+) settings of this parameter, strongly played notes will cause
the VDA EG to become deeper, and softly played notes will cause the VDA EG to become
shallower. Conversely, negative () settings will cause the VDA EG to become shallower

for strongly played notes, and deeper for softly played notes.
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142. VDA EG time velocity sensitivity

, T 141. VDA EG amplitude velocity sensitivity
<
1 ‘ 1 143.VDA EG velocity sensitivity
switch/polarity

Specify how greatly the VDA EG times will be affected by key-
board dynamics

000—127

£UDACL ] EG >
1Timelelsns M  (JOO
2 mmim| |
s~10) 000

Specify how MIDI velocity data will affect the VDA EG times Attack Time (134), Decay
Time (136), Slope Time (138) and Release Time (140).

As this value is increased, strongly played notes will cause the VDA EG times to become
shorter, producing more rapid change in volume. Softly played notes will cause the VDA
EG times to become longer, producing slower change in volume.

143. VDA EG velocity sensitivity switch/polarity

T 142. VDA EG time velocity
sensitivity

3
Specify the direction in which the VDA EG will be affected by |G
keyboard dynamics :
AT, DT, ST, RT £
OFF, ON (+), ON () =

<YDALCL] EG>

EG TIMEVEL |4Sw/FPol{AT) b

10a10

@ OFF O+ O -

Specify the direction in which MIDI velocity data will affect the VDA EG times Attack
Time (134), Decay Time (136), Slope Time (138) and Release Time ( 140).

For each time parameter, a setting of “+” will cause the time to be shortened as notes are
played more strongly. A setting of “~” will cause the time to be lengthened. With a setting
of 0, there will be no effect.

These parameters set the direction (+/-) in which the four Time parameters will be
affected, but the amount of the effect is specified by the [142] VDA EG Time Velocity
Sensitivity parameter.
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VDA PAN/EX 1=
144. Oscillator panpot M et

Specify the stereo balance of the send level to the effects

RND, L63—CNT—R63. ***
<MDALC11] SENDAFX? '

c+rx| | 05C nPot b oo~
D+FX L Oa0j¢
| 15 O0g

When the program sounds are output from the NS5R in stereo, this parameter specifies
the stereo location at which the sound will be heard: from center position (output with
identical volume from both L and R outputs) all the way to one or the other side (when
either the L or R output will be at minimum volume).

With a setting of CNT, the sound of the part will be heard from the center. As the value is
increased, the sound will move toward the left or right edge. A setting of L63 is full left,
and R63 is full right.

With a setting of RND, the sound of that part will be heard from a different location each

time a MIDI Note-on message is received. This means that (for example) when a MIDI

keyboard connected the NS5R is played, each note will be heard from a different location,

just as though the sound were jumping here and there.

* If [074] Oscillator Mode is set to DRUMS, this parameter will be displayed as ***, indicat-
ing that in this case the parameter setting is invalid.

On the NS5R, parameters which determine the panpot setting exist separately in each of
the three modes Program, Combination, and Multi. The actual pan location at which the
sound is heard is determined by the sum of the settings in these three modes.

For example if for a certain part in Multi mode, [006] Panpot is set to R63 (far right) and
the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,
the sound will actually be heard in the location determined as follows:

R63 (far right) + L63 (far left) = (same level for both) = (heard from the center)
Thus, the sound will be heard from the center.

If the sound selected for that part is a combination sound (rather than simply a program
sound), the [055] Program Panpot setting will be added to this equation.

However if even one of these values is set to RND, the sound of that part will be heard
from a random location for each note.
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145, 146.C send level/D send level
0 e e

Specify the send level to the effect

000—127

<UDRC1] SENDAFX>

4C Sendivl b O0)
QG0

)

L4FR||D+FX

2/5

Specify the level of the sound that is sent to the two effect processors inside the NS5R. As
this value is increased, the effects will apply more strongly to that part.

* The way in which the sound is sent to the two effect processors, and how the levels are
adjusted by the Send Level parameters, differs widely according to the Effect Placement
setting. —P.135 “Effect Placement”

On the NS5R, parameters which determine send levels to the effect processors exist sepa-
rately in each of the three modes Program, Combination, and Multi. The maximum
value of the Multi mode parameters [007) Reverb Send Level and [008] Chorus Send
Level will be the values of the Program Edit mode parameters [145] C Send Level and
[146] D Send Level. In the case of a combination sound, the send levels will also be lim-
ited by the settings of the [058] C Send Level and [049] D Send Level parameters.

=) 7145, 146,
147. Effect bank 1 1O 8B o ovel

1 148. Effect number

Select the bank of the desired effect

@
o
6
o
o
oy
5}
—
o}
S
[
o

A,B,C,D,E,F,G,H

<WDALC1]  SENDAFX>:

.h*i 4 Fx(Béaé'\i:) 3
l

((([ ]:l’\b [R‘eu+l3hn ]
4./5

Program
Edit

Specify the bank of the effect program that will be used for the currently selected pro- |
gram sound.
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148. Effect number 1 T 147. Effect bank

Select the number of the desired effect

001—128

{VDAC13] SEND/FX ¥
.b;‘t 4 Fx(_hlame)
@:[ & ]}}) [Reu.+gEo ]

Specify the effect program number that will be used for the currently selected program
sound.

% In order to select an effect program, you must first specify the part by which it will be used.
If the Global mode [047] Effect Follow Part is OFF, it will not be possible to select an effect
program. In this case, the following display will appear.

Unable to Edit. k> #

{,:[ Turn FX.Follow 1
Part 1~3Z. a ]
I 4.5

In order to select an effect, specify the part number in [047] Effect Follow Part.

APART| [PART»
PAGE PAGE

149. Program rename

Assign a name to the program and save it

{FPFROG RENAME > EE'I
GMEE:B17 Perc Ordan QOO #
Pral: 818 a0«
Save as: Mg Organ 000

After assigning a program name to the currently selected sound program (if desired), you
can save it to the desired program number within the User program bank.

If you wish to modify the program name, use the [PARAM] buttons to move the cursor
to the character of the program name that you wish to modify, and use the VALUE con-
troller to select a character. By repeating this process, you can create any desired name.
The following characters can be used.
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7. Drum Kit Edit mode

A Drum Kit is a waveform in which various percussion instrument sounds are assigned
to each note number of the keyboard. Since a sound program which uses a drum kit will
arrange many different drum sounds across the keyboard, you can play different notes on
your MIDI keyboard to “play the drums,” just as if you were playing a set of acoustic
drums and percussion instruments.

Reference Guide

To enter this mode, make sure that a drum kit is selected for the oscillator, and from any
editing page in Program Edit mode (except for the program rename and PAN/FX pages)
press and hold the [EDIT/ENTER] button (for approximately 2 seconds). A drum kit will
be selected for the oscillator if in Multi mode you select a program which uses a drum kit,
or if in Program Edit mode you set [074] Oscillator Mode to DRUMS.

The following items can be set in this mode.

Button Parameter Edit Refer to
D 150 Drum sample select Select the drum sound for each note —P128
@ 151 Drum sample level Specify the volume of each drum sound ->P.128
@@ 152 Transpose Adjust the pitch of each drum sound in semitones —P.128

153 Fine tune Make fine adjustments to the pitch of each drum sound —P.129

154 Panpot Specify the stereo location of each drum sound —P.129

155 Assign mode Specify how successive notes will be sounded —P130

. Specify drum sounds which will not sound

156 Exclusive group simultaneously ‘ —P.130

157 Reverb send level ng:éfy the depth of the reverb effect for each drum —SP131

158 Chorus send level Specify the depth of the chorus effect for each drum P13

sound

159 Cutoff Adjust the brightness of each drum sound —P.132

160 Color Adjust the tonal character of each drum sound —PR132
. Adjust the attack time for the volume and tone of each

161 Attack time drum sound —P132
. Adjust the decay time for the volume and tone of each

162 Decay time drum sound —P133

163 Receive note-on switch Limit the sounding of each drum sound —P.133

164 Receive note-off switch Limit the silencing of each drum sound —->P133

In Drum Kit Edit mode, a graphic of the keyboard will appear in the LCD. The small
downward pointing triangle graphically indicates the note which is alpha-numerically
indicated above the keyboard graphic, and tells you the note for which you are now mak-
ing settings. Use the [PART/PAGE] buttons to select the note that you wish to edit. If a
MIDI keyboard is connected to the NS5R, you can also select a note for editing simply by
pressing the corresponding key.

QE®
O

(=)
Bl

0o

O

{DRUMKIT EDIT:> EDIT

Instrument. = [E[EE] 3
[C 2 iProceskKick]

n 1-13
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o
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o
o
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b
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Drum Ki
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150. Drum sample select ‘ 1 151. Drum sample level

Select the drum sound for each note

000—285
{DRUMKIT EDIT>

DrumSamele =
[C 3 tTom 1 Hi ©-
L I P B S

Specify the drum sound which will be assigned to the currently selected note. The drum
sounds in the NS5R are numbered from 000 to 285, and are listed in the “Drum Sound”
list at the end of this manual.

T 150. Drum sample select
151. Drum samp/e /eve/ ' 1 152. Transpose

Specify the volume of each drum sound

000—127

{DRUMKIT EDIT?>

4D.5Smrl Level =¥y ,
[C 3 :Tom 1 Hi 1 =jule

Specify the volume of the drum sound assigned to the currently selected note.

P » T 151. Druin sample level
152. Transpose 1 1 153. Fine tune

Adjust the pitch of each drum sound in semitones

—64—-+00—063

{DRUMKIT EDIT>

ITransPose
[C 3 iTom 1 H1
- 3715 @@@

Adjust the pitch of the drum sound assigned to the currently selected note, in semitone
steps.
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. P v T 152. Transpose
]53 Flne tune T ¢ 1 154. Panpot

Make fine adjustments to the pitch of each drum sound

@
2
o]
O
o
e,
oy
g
L
[
o

-64—+00—063

<DRUMKIT EDIT>

4FineTune
[C 3 iTom 1 Hi ]

1}

+
)
A
w

Drum Kit
Edit
mode

Make fine adjustments to the pitch of the drum sound assigned to the currently selected
note.

154, Panpot PEICI [

Specify the stereo location of each drum sound

RND, L63—CNT—R63

*DRUMKIT EDIT>

4Panrot. =
[C 3 :Tom 1 Hi

For the drum sound assigned to the currently selected note, specify the location when ste-
reo output is used: center (equal volume from L and R outputs), or toward the left or
right (the volume of either the L or R outputs will decrease).

With a setting of CNT, the sound of that Part will be heard from the center. As the setting
is increased, the sound will be heard further away from the center and toward the left or
right. With a setting of L63 the sound will be fully left, and with a setting of R63 it will be
fully right.

When RND is selected, that drum sound will be heard from a different location each time
a MIDI note-on message is received.
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. . T 154. Panpot
155. Ass:gn mode T b 1 156. Exclusive group

Specify how successive notes will be sounded

Single, Multi

{DRUMKIT EDIT>

dAssign Mode = [TEEE b Qag
[C 3 tTom 1 Hi 1] 000
615 000

i
& P
Rezssssd

For the currently selected note, specify how the drum sound will be triggered when suc-
cessive note-on messages are received.

With a setting of Single, note-on messages received for this note while the drum sound is
still sounding will cause the note to be forced off, and then re-triggered.

This means that only one instance of the drum sound for this note will play at a given time.

With a setting of Multi, note-on messages received for this note while the drum sound is
still sounding will play the note again, without interrupting the already-sounding note.

This means that if additional note-on messages are received, it will be possible for two,
three, or more identical drum sounds of the same note number to be sounding at the
same time, as determined by the length of the sound and by when note-off messages are
received. Of course, the number of notes which can be sounding simultaneously will be
limited by the maximum polyphony of the NSSR.

. “ T 155. Assign mode
’56 EXCIUSIVG group T 1 157. Reverb send level

130

Specify drum sounds which will not sound simultaneously

OFF, 001—127

{DRUMKIT EDIT?

4Excl. Grour RFF [ 4
[C 3 :Tom 1 Hi 1

715

The currently selected note can be assigned an Exclusive Group number between 001 and
127. Drum sounds which are assigned to the same Exclusive Group number will not be
able to sound simultaneously.

If a note-on message is received for a note which has the same Exclusive Group number
as a different note that is already sounding, the already-sounding note will be forced off,
and the newly requested note will sound.

For example, you may wish to specify the same Exclusive Group number for drum
sounds which would produce an unnatural effect if they were heard at the same time,
such as open hi-hat and closed hi-hat sounds.
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<)+ T 156. Exclusive group
757 . Rever b send Ieve/ 1 { 158. Chorus send level

Specify the depth of the reverb effect for each drum sound

®
e,
o]
O
D
o)
C
o)
—
o)
S
5}
o

000—127

<DRUMKIT EDIT:>

4Rel.RevSend = >
[C 3 :Tom 1 Hi 1]

— 815

Drum Kit
Edit
mode

For the drum sound of each note, adjust the level of the sound that will be sent to the C
input of the two built-in effect processors. As this value is increased, the effect will apply
more strongly to that drum sound.

* The way in which the sound is sent to the two effect processors, and the way in which the
level will be adjusted by the Reverb Send Level parameter is greatly dependent on the Effect
Placement setting, —P.135 “Effect Placement”

T 157. Reverb send level
158. Chorus send level 1 ‘ 1 159. Cutolt

Specify the depth of the chorus effect for each drum sound

000—127

<DRUMKIT EDIT:>

4Rel.ChoSend =[EEE » 0Qy
[C 3 :Tom 1 Hi 3 000D
[T G g s 000

In the same way as for the C Send Level parameter, adjust the level of the sound that will
be sent to the D input of the two built-in effect processors, for the drum sound of each
note. As this value is increased, the effect will apply more strongly to that drum sound.

* The way in which the sound is sent to the two effect processors, and the way in which the
level will be adjusted by the Chorus Send Level parameter is greatly dependent on the
Effect Placement setting. —P.135 “Effect Placement”
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« » T 158. Chorus send level
159. CUfOff 1 ‘ 4 160. Color

Adjust the brightness of each drum sound

~64—+00—+63
(DRUMKIT EDIT>

4dRel.Cutoff +:1‘1 X
[C 3 iTom 1 Hi @-
. lafis L

Adjust the cutoff frequency (brightness) of the drum sound for the currently selected note.

]60 COIOI' 1 I::? 2::::1 time

Adijust the tonal character of each drum sound

—64—-+00—+63

<DRUMKIT EDIT>

dRel.Color > OO &
R S aam)|
[T 3 3 g 5 000 %

For the drum sound of the currently selected note, this setting adjusts the emphasis applied
to the region around the cutoff frequency, adding a unique tonal character to the sound.

% The effect that this will have will depend on the original sound. For some drum sounds, the
effect may not be very noticeable.

. )~ T 160. Cclor
161. A”QCI( lme 1 1 162. Decay time

Adjust the atiack time for the volume and tone of each drum sound

—64--+00—+63

{DRUMKIT EDIT> -
4dRel.AttackT =[EE 3 000
[C3 :Tom 1 Hi 1 Qoo
[T § 5 - 5 000 %

Adjust the attack time (the time over which the tone and volume will rise to their highest
point) for the drum sound of the currently selected note.
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T 161. Attack time
| 163. Receive note-on switch

162. Decay time

Adjusghe decay time for the volume and tone of each drum
soun

[}
T
]
A
[
o
C
(5
P,
8
]
[a"4

-64—+00-—+63

{DRUMKIT EDIT?>

4dRel.DecauT S +E7 [ 4
[C 3 :Tom 1 Hi 1]

Drum Kit
Edit
mode

13-15

Adjust the decay time (the time over which the tone and volume will diminish) for the
drum sound of the currently selected note.

. ) (> T 162. Decay time
163. Receive note-on switch T 1 164. Receive note-off switch

Limit the sounding of each drum sound

<ORUMKIT EDITX

4Rx.Hoteln Sw =[NTN [ 3
[C 3 tTom 1 Hi 1

s 14-15

Specify whether or not the currently selected note will receive note-on messages.
If this parameter is turned OFF, the drum sound of the note will not play.

164. Receive note-off switch f T 163. Receive note-on switch

Limit the silencing of each drum sound

<DRUMKIT EDIT:>

4Rx.Hotelff Sw=[a3
[C3 :Tom 1 Hi 1 asm

00
m 15-15 000

Specify whether or not the currently selected note will receive note-off messages.
You can turn set parameter OFF for drum sounds which you do not want turned off
before they complete their decay.
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8. Effect Edit mode

The NS5R contains two digital effect processors. For each effect (EFFECT 1, 2) you can
select one of 47 types of effect (referred to as Effect Type), such as reverb, delay, flanger,
distortion, and exciter etc.

The 47 Effect Types are numbered: 1—37 are Single effects, 38—39 are series-connected
effects, and 40—47 are parallel-connected effects. By using parallel-connected effects, a
maximum of 4 independent effects can be used at once.

Single: 1-37 Serial: 38 & 39 Parallel: 4047
- FXia [~

FX 1 drx1a H rxib E o FXdb -

The effect section consists of four inputs (A, B, C, D), the two effects (EFFECT 1,2), two
panpots (PAN 3, 4), and two outputs (L/MONG, R).

- % In a Combination, the effect settings of each Program 01—08 are ignored, and the effect
settings of the Combination are used. Similarly in a Multi, the effect settings of the Pro-
gram for each Part are ignored, and the effect settings specified for that Multi will be used.

To enter this mode, make sure that either [009] Effect Bank or [010] Effect Program are
selected in Multi mode, and press and hold the [EDIT/ENTER] button (for approxi-
mately 2 seconds). .

The following items can be set in this mode.

Key Parameter Edit Refer to
@ 165 Effect placement Specify how the two effects will be connected —P135
@ 166 Effect 1 type Select the type for effect 1 —P137
@ 167 Effect 1 switch Turn effect 1 on/off —P137

168 Effect 2 type Select the type for effect 2 —P137
169 Effect 2 switch Turn effect 2 on/off —P.137
170 Effect 1 balance Adjust the depth of effect 1 —P138
171 Dynamic modulation Select tr_]e controller which will control dynamic P38
source 1 modulation
172 EX::;}'; 1m odulation Adjust the depth of dynamic modulation —P139
173 Effect 1 parameters Parameters for effect 1 —P.140
174 Effect 2 balance Adjust the depth of effect 2 —P138
175 Dynamic modulation Select tr]e controller which will control dynamic —P138
source 2 modulation
176 g{e?:sr?t;f 2m odulation Adijust the depth of dynamic modulation —P.139
177 Effect 2 parameters Parameters for effect 2 —P140
178 Panpot/output level Adjust the volume/panning of the output signal —P.140
179 Effect rename Assign a name to the effect program i —P141

When the power is turned on, [053] Initialize has been performed, or when a GM System
On MIDI message is received, the Multi mode settings will be initialized for GM: effect 1
will be set to 01 Hall, effect 2 will be set to 19 Chorus 2, and Placement will be set to Par-
allel 3.
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EDIT EFFECT ‘ L FX.1 CONTROL

165. Effect placement nlf L 166, Effect 1 type

Specify how the two effects will be connected

SERIAL, PARA.1, PARA.2, PARA.3
<EDIT EFFECT:>

A:BBE Reu+Cho 0G0

Fx1:@1 Hall St O 000
Fx2:19 Chorus 1 SW:ON 000

This setting determines how the sound from the four inputs (A, B, C, D) will pass
through the effects.

The A and B inputs are controlled by Pan, and C and D by Send. These parameters are
located in Program Edit mode [144][145][146], Combination Edit mode
[055][058][059], and Multi mode [006][007][008].

SERIAL (Serial placement)

>  gumoNo
[Pan =3 et [T > etz :
r g — >

Program

Gombination o —>{ Pans
Multi
:

With Serial Placement, effects 1 and 2 will apply to the sound which is input to A and B, |
and the result will be output from L/MONO and R. The sound which is input to C and D
will be mixed with the output of effect 1, and sent through effect 2.

By using the C and D inputs, you can avoid applying effect 1 to specific sounds, or con-
versely to apply effect 1 only to specific sounds and then apply effect 2 to all of the sound.

135

[}
e,
o]
O
(O]
19
C
o
—
8
()]
(a4

Effect Edit

mode
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PARA.1 (Parallel 1 placement)

L/MON
—yMONO
—
Program
Combination
Multi

When Parallel 1 is selected, effect 1 will be applied to the sound which is input to A and B.
Effect 2 will be applied to the sound which is input to C and D, and the output will be
mixed with the output of effect 1. This placement allows effects 1 and 2 to be used inde-
pendently.

PARA.2 (Parallel 2 placement)

L/MONO

[l

Y

Program
Combination E— |—)| Pan 3 !
Multi Effacfa

When Parallel 2 is selected, effect 1 will be applied to the sound which is input to A and B.
Effect 2 will be applied to the sound which is input to C and D, and the output will be
mixed into the input of effect 1.

PARA.3 (Parallel 3 placement)

. L/MONO
A 5
Pan B 1 =R
Program Effect 1 Level 1-L 1
Combination m o] :,
Muti ] Level 1-R
o _[: Effect2 Level 2L

L | tevel2R |

When Parallel 3 is selected, the sound which is input to A and B will be output without
being processed. The sound which is input to C and D will be sent respectively to effects 1
and 2, and then each is adjusted separately and mixed into the L/MON® and R outputs.
GM will normally use this placement.
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( ' T 165. Effect pl t

166. Effect 1 type Pl L 15 crectszcomn
N T 167. Effect 1 switch
168. Effect 2 type T ‘ 1 169. Effect 2 switch

Select the type for effect 1 and effect 2.

{EDIT EFFECT?
A: 088 Rey+Cho  PARA.3

Fx1:[SpREERN Sh: O
Fx2:19 Chorus 1  Sl: 0N

Select the effects which will be used by effect 1 and effect 2. When you select the effect
type, the effect parameters [173][174] will be set to their default values.

©
0
2
O
@
O
o
5}
—
L
@
[

A If effect type 24 (Symphonic Ensemble) is selected for either [166] or [167], certain
other effects will become unavailable for selection for the other effect (refer to p.146
“Symphonic Ensemble”).

. <) (> T 166. Effect 1 ty ;
167. Effect 1 switch () [iotecie o
169. Effect 2 switch () 1 168, 2 ype

Turn effect 1 and effect 2 on/off

<EDIT EFFECT?>

A:B88 Rev+Cho  PARA.I 000
Fxi:B1 Hall Si:EEM OO0
Fx2:19 Chorus 1  SW:ON 000

Turn effect 1 and effect 2 on/off. With a setting of OFF, that effect will not be applied.

A For the following effects, the equalizer settings (EQ High, EQ Low) will remain in
effect even if the Effect Switch is turned off,

13: Stereo Delay, 14: Cross Delay, 19: Chorus 1, 20: Chorus 2, 28: Exciter, 35: Auto
Pan, 36: Tremolo
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EX.1 CONTROL () N P

FX.2 CONTROL A \ e

« » 1 171. Dynamic modulation
170. Effect 1 balance Jﬂ source

« 1 175. Dynamic modulation
174. Effect 2 balance lﬂ S

Adjust the depth of effect 1 and effect 2

DRY, 99:01—(1:99, EFF

{F¥.1 COMTROL?>

({Ture:Bl Hall 2 aan)
DRY :FX MOQD . SRC INT @
EERRE JoC+Yy  +15 Oaaq)

For each effect 1 and 2, adjust the level balance between the unprocessed original sound
the processed effect sound. With a setting of DRY only the unprocessed sound will be
heard. With a setting of EX only the processed effect sound will be heard.

171. Dynamic modulation source 1
1

T 170. Eifect 1 balance

1 172. Dynamic modulation
intensity 1

175. Dynamic modulation source 2

T 174. Effect 2 balance

1 176. Dynamic modulation
intensity 2

Select the controller which will control dynamic modulation

NONE, JS (+Y), JS (-Y), AFTR.T,
PEDAL1, PEDAL2, VDA-EG

<Fx.1 CONTROL?>

(TureiBdl Hall 2
DRY :FX MOD.SRC INT
20: 26 +15
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Dynamic Modulation is a function which allows specific effect parameters such as Effect
- Level Balance or Modulation Speed etc. to be adjusted while you play. This lets you add

complex and subtle variation to your performance.

The modulation source can be selected from six types of controllers such as joystick or

foot pedal. For each effect type, one parameter can be controlled using dynamic modula-

tion, and you can specify the Modulation Source and Modulation Intensity separately for

effect 1 and effect 2.

JS (+Y) :Modulation will be controlled by the MIDI messages [Bn, 01, xx] (control
' change #1) that are transmitted when the joystick on a MIDI keyboard is
moved in the +Y direction.

JS(-Y) :Modulation will be controlled by the MIDI messages [Bn, 02, xx] (control
change #2) that are transmitted when the joystick on a MIDI keyboard etc. is
moved in the -Y direction.

AFTT  :Aftertouch [Dn, xx]

PEDAL1 :Modulation will be controlled by the MIDI messages [Bn, 0C, xx] (control
change #12) that are transmitted when the assignable pedal of a MIDI key-
board etc. is operated.

PEDAL2 :Modulation will be controlled by the MIDI messages [Bn, 0D, xx] (control
change #13).

VDA EG :This is the sum of the VDA EG levels for all 64 voices. Modulation will apply
more strongly when chords are played simultaneously.

(n indicates the MIDI channel)

@
B
3
o
v
<
@
—
2
@
o

172. Dynamic modulation intensity 1

T 171. Dynamic modulation
Pace ) | Pace source 1

Effect Edit

mode

176. Dynamic modulation intensity 2

T 175. Dynamic modulation
PARAM)  (PARAM, source 2

Adjust the depth of dynamic modulation

—-15—+00—+15

{F¥X.1 CONTROL?Y
(Tarpei@l Hall 2

DRY : FX MOD . SRC INT @

a@: 28 JS O+ 000

For effect 1 and effect 2, specify the depth of the dynamic modulation effect. The range of
settings is from —15 to +15. Positive (+) settings will allow dynamic modulation to
increase the value of the parameter being controlled. Negative () settings will have the
opposite effect.
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EX. PARAM () J |7 oo

EX. PARAM PEEN oo

173. Effect 1 parameters T J‘
177. Effect 2 parameters 1 l‘

Parameters for effect 1 and effect 2

(P141, following)
<FxX1 FARAM>

(Turpe:Bl Hall 2 OO0 ¢

Time : H.Dmp:31% {3
P-D].':l: ms E-RE'F 34 @ : r

Eb.Lo:—-B1ldE ER.Hi:-B83dE 000

Effect parameters are explained on p.141 and following.

| TEx2Pa
PAN/ our ' ) E);IEEZFRRAI?NAME

178. Panpot/outout level 1‘4 |

Adjust the volume/panning of the output signal

OFF, L, 99:01—01:99, R
<LFANADOUT >

FAMNS FRAMN 32 FaM 4
LEvEL  EEEEE  50:50

When the Placement setting is Serial, Parallel 1 or Parallel 2, the above Jisplay will appear.
Here you can adjust the L/R output balance to Pan 3 and Pan 4.

0—9

{PANADUT? =
0007~

FAN~ i-L 1-R 2-L Z2-R @

LEVEL B ®©® 8 =@ jainial @-CIEJ]J.

When the Placement setting is Parallel 3, the above display will appea:. Here you can
adjust the individual output levels (rather than the L/R output balance).
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EFFECT RENAME () T parouT
179. Effect rename 1 ~l¢

Assign a name to the effect program

000—127

<{EFFECT RENAME?:

A:B881 Reuv+Cho
AE6
HewHame: Reu+l.'3hcﬂ

If you wish, you can assign a new name to the effect program, and save it in one of the
program numbers of the user program bank (bank H).

@
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To modify the program name, use the [PARAM] buttons to move the cursor to the char-
acter of the name that you wish to modify, and use the VALUE controller to select the
desired character. By repeating this process you can specify any name you wish. The fol-
lowing characters can be used.

Effect Edi

mode

£
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+
i
N .
]
ot | = R
il
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4
£
il

Effect types and parameters

The parameters will depend on the effect type that you select. For each effect 1 and 2, you
can select any effect from 00 (No Effect) to 47 (Delay/Rotary Speaker).

NO EFFECT

00: No Effect

For some of the effects, the equalizer settings (EQ High, EQ Low) will still be in effect
even if the [167] [169] Effect Switch is OFF (refer to p.137). If you wish to cut the effects
out completely, select 0 (No Effect). '
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REVERB

These effects simulate the acoustics of a hall etc., adding a reverberant ambiance to the
sound.

01: Hall

This simulates the reverberation and natural acoustics of a medium-sized hall.

02: Ensemble Hall
This reverb is suitable for string or brass ensembles etc., and simulates the natural rever-
beration of an ensemble hall.

03: Concert Hall

This simulates the reverberation of a large hall, with the early reflections emphasized.

04: Room

This simulates the acoustics of a small room.

05: Large Room

This simulates the acoustics of a large room, and emphasizes the density of the reverb.
With a Reverb Time setting of approximately 0.5 seconds, an effect similar to gated reverb
will be produced.

06: Live Stage
This simulates the reverberation and acoustic characteristic of a live performanceina
large room.

07: Wet Plate
This produces a deep plate reverb effect.

08: Dry Plate
This produces a shallow plate reverb effect.

09: Spring Reverb

This simulates the effect of a spring reverb device.

Parameter Range Description
Time over which the reverberation will decay
o 02-9.956C A} type)
Reverb Time (Time) 0.2 ~49sec ROOM
00 ~99 sec ( type)

(PLATE/SPRING type)

Attenuation of the high frequency range

High Damp (H. Dmp) 0 ~ 99% Higher settings will cause the high rainge to decay faster,
making the tone darker.
Pre delay (P.Dly) 0 ~200 ms Time interval from the direct sound ta the early reflections
. Level of the early reflections
Fsgy; Reflection Level (1) :19(;3 (HALL/ROOM type)
: (PLATE/SPRING type)
EQ Low (EQ. Lo) -12 ~ +12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~412dB  Amount of cut/boost for HIGH EQ
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For effects 01—09, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect balance.
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EARLY REFLECTION

Out of all the components of reverberant sound, the Early Reflection effects isolate the
early reflections which are such an important factor in determining the character of an
acoustical space. A variety of effects can be created by adjusting the Early Reflection
Time, such as thickening the sound or creating echo-like reflections.

10: Early Reflection 1

This effect isolates the early reflections which are such an important factor in determin-
ing the character of an acoustical space. Since the low frequency range is emphasized, this
is especially suitable for percussion such as drums.

11: Early Reflection 2
Compared to Early Reflection 1, the level of the early reflections will change in a different
way over time. This effect may be more suitable for other types of sound.

12: Early Reflection 3

The envelope of the early reflections is reversed in this effect, compared with Early Reflec-
tion 1 and Early Reflection 2. When applied to a sound that has a strong attack, such as a
cymbal, a “reverse-tape” effect will be obtained.

Parameter Range Description

Early Reflection Time (Time) 100 ~ 800 ms  Early reflection time (10 ms steps)

Time interval from the direct sound until the early

Pre Delay (P. Dly) 0~200ms reflactions
EQLow (EQ. Lo) "—12~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~+412dB  Amount of cutboost for HIGH EQ

For effects 10—12, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect balance.

STEREO DELAY

These effects allow you to specify the L/R channel delay times independently, to produce
a delay pattern in stereo. The High Damp parameter lets you create a natural-sounding
decay for the repeating delay sounds.

13: Stereo Delay
This is a stereo delay with feedback, that allows you to specify independent delay times
for the left and right channels.

14: Cross Delay

This is a stereo delay that allows you to specify independent delay times for the left and
right channels. Since the delayed sound can be fed back to the input of the opposite chan-
nel, the delay repeats will alternate between left and right.

Parameter Range Description
Delay Time Left (D. Time L) 0~ 500 ms Delay time for the left channel (input A or C)
Delay Time Right (R) 0 ~ 500 ms Delay time for the right channel (input B or D)
The amount of delayed sound that will be fed back into the
Feedback (FB) -99 ~ +99% effect

Negative settings will invert the phase

Attenuation of the high frequency range

High Damp (H. Dmp) 0~ 99% Higher settings will cause the high range to decay faster,
) making the tone darker.
EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ

EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ
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For effects 13 and 14, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effec-
tive even if the Effect Switch [167][169] is OFE. If you wish to turn off all effects including

the equalizer, select 00 (No Effect).

DUAL MONO DELAY

15: Dual Mono Delay

This effect provides two mono delays, each with independent delay time, feedback, and

high damp settings.
Parameter Range Description
Delay Time Left (D. Time L) 0 ~ 500 ms Left channel delay time
Left channel attenuation of the high frizquency range
High Damp Left (H. Damp L) 0~99% Higher settings will cause the high rarige to decay faster,
making the tone darker.
The amount of delayed sound that will be fed back into the
Feedback Left (F. Back L) —99 ~ +99%  left channel
Negative settings will invert the phase
Delay Time Right (D. Time R) 0 ~ 500 ms Right channel delay time
Right channel attenuation of the high frequency range
High Damp Right (H. Dmp R) 0~ 99% Higher settings will cause the high range to decay faster,
making the tone darker.
The amount of delayed sound that will be fed back into the
Feedback Right (F. Back R) —99 ~ +99% right channel

Negative settings will invert the phase:

For effect 15, the dynamic modulation selected by [171] and [175] will control the

Dry:Effect balance.

MULTI-TAP DELAY

In these effects, each effect input is equalized, and sent to two independent delays. The
output of one delay will be fed back to the input.

16: Multi-Tap Delay 1

This is a 2-channel multi-repeat delay.

17: Multi-Tap Delay 2

This is a 2-channel multi-repeat delay with cross panning.

18: Multi-Tap Delay 3

This is a 2-channel multi-repeat delay with alternating feedback.

Parameter Range Description
Delay Time 1 (D.Time 1) 0 ~ 500 ms Delay time for delay 1
Delay Time 2 (D. Time 2) 0 ~ 500 ms Delay time for delay 2
The amount of delayed sound that will be fed back into the
Feedback (FB) -99 ~ +99%  effect
Negative settings will invert the phasz
EQ Low (EQ. Lo) -12 ~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) —12 ~+12dB  Amount of cut/boost for HIGH EQ
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For effects 16—18, the dynamic modulation selected by {171] and {175] will control the

Dry:Effect balance.
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CHORUS

These are stereo chorus effects with two chorus blocks. They can be applied to any type of
sound, such as piano, strings or brass etc. to add a natural spaciousness and depth.

19: Chorus 1
The left channel modulation is in opposite phase to the right channel modulation. This
produce a spacious stereo chorus.

20: Chorus 2

Same-phase modulation is applied to the left and right channels.
Parameter Range Description

Delay Time (Time) 0~200ms Delay time

Mod Waveform (Wave) Sipe (SIN) Select the modulation waveform

Triangle (TRI)

Mod Depth (Depth) 0~99 Modulation depth

Mod Speed (Speed) 0.03~30Hz Modulation speed

EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ

EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ

For effects 19 and 20, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effec-
tive even if the Effect Switch [167][169] is OFF. If you wish to turn off all effects including
the equalizer, select 00 (No Effect).

21: Quadrature Chorus

This is a stereo chorus in which the channels are modulated 90 degrees out of phase.

22: Crossover Chorus
This is a stereo chorus in which the two channels are modulated 90 degrees out of phase,
and the chorus portion of each channel is mixed into the output of the opposite channel.

Parameter Range Description
Delay Time Left (Time:L) 0~250ms Left channel delay time
Delay Time Right (R) 0~250ms Right channel delay time
Mod Depth (Depth) 0~99 Modulation depth
Mod Speed (Speed) 1~99 Modulation speed
T+10 ~T=10 Select the modulation waveform. T: triangle wave, S: sine
Mod Shape (Shape) S-10~S+10 Wave _
+10 to —10 adjusts the character of the waveform.
EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ

For effects 21 and 22, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance. '
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23: Harmonic Chorus

Harmonic Chorus splits the signal into two frequency ranges: high frequency and low
frequency. Quadrature Chorus is applied to the high frequency range, and the low fre-
quency range is output as is. This is especially suitable for low-range instruments such as

bass.
Parameter Range Description
Delay Time 1 (DT1) 0 ~ 500 ms Left channel delay time
Delay Time 2 (DT2) 0 ~500ms Right channel! delay time
Mod Depth (Depth) 0~99 Modulation depth
Mod Speed (Speed) 1~99 Modulation speed
Frequency Split Point 0-18 Frequency at which the input signal will be split into high
(Split Point) and low ranges.
For effect 23, the dynamic modulation selected by [171] and [175] will control the Mod
Speed.
SYMPHONIC ENSEMBLE

24: Symphonic Ensemble

This is a multi-layered chorus effect, and is especially suitable for rich aad deep sound

such as strings.
Parameter Range Description
Mod Depth 0~99 Modulation depth

EQ Low (EQ. Lo)

~12 ~+12dB  Amount of cut/boost for LOW EQ

EQ High (EQ. Hi)

—12~+12dB  Amount of cut/boost for HIGH EQ

For effect 24, the dynamic modulation selected by [171] and [175] will control the

Dry:Effect Balance.

& This effect cannot be used at the same time as the following effects.

19 ~23 : Chorus

24 : Symphonic Ensemble

25~27 : Flanger

32~33 : Phaser

34 : Rotary Speaker

35~36 : Tremolo

38 ~39 : Chorus-/Flanger-Delay

42 : Delay/Chorus

43 : Delay/Flanger

46 : Delay/Phaser

47: Delay/Rotary Speaker
FLANGER

This effect adds feedback to a chorus effect. When used on sounds such as cymbals that
contain a rich variety of overtones, a powerful effect that adds a sense of pitch as well as

modulation will be applied.
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25: Flanger 1
Same-phase modulation will be applied to both channels.

26: Flanger 2
Opposite-phase modulation will be applied to the right and left channels. This will pro-
duce a spacious stereo flanging effect.

27 Crossover Flanger
Two flangers with opposite phase will apply feedback to each other.

Parameter Range Description
Delay Time (Time) 0~ 200 ms Delay time
Resonance (Reso) _99 ~ +99 i;:r:;)tunt of the output signal that will be fed back to the
Mod Depth (Depth) 0~99 Modulation depth
Mod Speed (Speed) 1~99 Modulation speed
EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ ‘8
For effects 25-—27, the dynamic modulation selected by [171] and [175] will control the 5’
Mod Speed. ©
. 19}
o
)
EXCITER &
‘ o]
. oz
28: Exciter :
This effect adds sparkle to the sound itself, sharpening its definition.
Parameter Range Description 8
Blend (Blend) -99 ~ +99 Depth of the exciter effect —
Emphatic Point - : ; ; ; Effect Edit
(Emphatic Point) 1~10 Center frequency at which the exciter effect will be applied o del
EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ

For effect 28, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effective
even if the Effect Switch [167][169] is OFF. If you wish to turn off all effects including the
equalizer, select 00 (No Effect).

ENHANCER
29: Enhancer

This is a 2-channel enhancer. It includes a delay which makes the sound more spacious.
An enhancer improves the clarity of the sound, sharpening the definition, and gives the
sound a presence that brings it forward in the mix.

Parameter Range Description
Harmonic Density (Density) 1~99 Depth of the enhancer effect
Hot Spot (H. Spot) 1~20 Cen!er frequency at which the enhancer effect will be
applied
Stereo Width (S. Width) 0~99 - Width of the stereo image expanded by the delay
Delay Time (D. Time) 1~99 Delay time
EQ Low (EQ. Lo) -12 ~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12~+12dB  Amount of cut/boost for HIGH EQ

For effect 29, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect balance.
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DISTORTION

30: Distortion

This effect covers a range from light distortion to intense distortion, and also provides a
wah effect. It is effective on solos. The Hot Spot and Resonance parameters adjust the
wah effect. The Hot Spot parameter can be controlled in realtime using dynamic modula-
tion.

31: Overdrive
This effect applies a smooth overdrive. As for the distortion effect described above,
dynamic modulation can be used to control the Hot Spot of the wah filter.

Parameter Range Description
Drive (Drive) : 1~111 Amount of distortion/overdrive
Resonance (Reso) 0-~99 Gain of the wah resonance filter
Hot Spot (H. Spot) 0~99 Center frequency of the wah filter
Out Leve! (Level) 0-~99 Output level of the distorted sound
EQ Low (EQ. Lo) -12 - +12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) —12~+12dB  Amount of cut/boost for HIGH EQ

For effects 30 and 31, the dynamic modulation selected by [171] and [175] will control
the Hot Spot.

PHASER

These are 2-channel stereo phase shifters.

While chorus or flanger effects modulate the delay time to produce a modulation effect,
the phaser effect modulates the phase of the input signal, producing a effect that is differ-
ent than either chorus or flanger. This is especially suitable for electric piano or guitar
sounds.

The maximum effect will be achieved with a [170][174] Dry:Effect Balance of 50:50.

32: Stereo Phaser 1
Since the right and left channels are modulated in inverse phase, a spacious phaser effect
is produced.

33: Stereo Phaser 2
Same-phase modulation is applied to the two phaser blocks.

Parameter Range Description
Manual (Manual) 0-~99 Cen'fer frequency at which the phase shift effect will be
applied
Mod Depth (Depth) 0~99 Depth of the phase shift modulation effect
Mod Speed (Speed) 0.03~30Hz  Modulation speed

Amount of signal that will be fed bark to the effect

Feedback (F. Back) —99~+99 Negative settings will invert the phase

Sine (SIN)

Triangle (TRI) Modulation waveform

Mod Waveform (Wave)
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For effects 32 and 33, the dynamic modulation selected by [171] and {175] will control
the Mod Speed.
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ROTARY SPEAKER

This simulates the rotary speaker effect that is often applied to organ sounds.

34: Rotary Speaker

Independent LFOs are used to simulate the rotor section and horn section of the rotary
speaker. Fast and Slow speeds can be switched by the dynamic modulation source
selected in [171]{174]. The rotational speed will change at the rate specified by Accelera-
tion, regardless of the speed at which the controller is moved. Also, the speed change will
not be affected by the dynamic modulation Intensity setting of [172][176].

Parameter Range Description
Vibrato Depth (Vib, Depth) 0~15 Depth of the effect
Acceleration (Accel) 1~15 Time required for the change in speed to occur
Slow Speed (Slow Speed) 1~99 Speed during slow rotation
Fast Speed (Fast Speed) 1~99 Speed during fast rotation

For effect 34, the dynamic modulation selected by [171] and [175] will switch between
the Slow Speed and Fast Speed.

TREMOLO

These effects cyclically modulate the volume.

o
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35: Auto Pan

This effect combines two tremolo blocks into stereo type program. Opposite-phase mod-
ulation is applied to the two tremolo blocks, producing an effect of the sound being
panned in stereo.

36: Tremolo Efect Edit
In contrast with the Auto Pan effect described above, this applies same-phase modulation mode
to the two tremolo blocks.
Parameter Range Description
Mod Waveform (Wave) ?rlgig(;lsel T%’R n Select the waveform
Mod Shape (Shape) -99 ~ +99
Mod Depth (Depth) 0~99 Modulation depth
Mod Speed (Speed) 0.03~30Hz Modulation speed
EQ Low (EQ. Lo) -12~+12dB  Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) -12 ~+12dB  Amount of cut/boost for HIGH EQ

For effects 35 and 36, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effec-
tive even if the Effect Switch [167][169] is OFF. If you wish to turn off all effects including
the equalizer, select 00 (No Effect).
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PARAMETRIC EQ (Parametric equalizer)

37: Parametric EQ

This is a 3-band equalizer which allows you to adjust the cutoff frequency and gain for
the low, mid and high ranges. For the mid-range, the width of the area affected can also
be adjusted.

Parameter Range Description
Low Freq (L=Freq) 0~29 Low range cutoff frequency
Low Gain (Gain) -12 ~ +12dB  Amount of cut/boost for LOW EQ
Mid Freq (M=Freq) 0~99 Mid range cutoff frequency
Mid Gain (Gain) —12 ~ +12dB  Amount of cut/boost for MID EQ
Mid Width (W) 0~99 Width of mid range band
High Freq (H=Freq) 0~29 High range cutoff frequency
High Gain (Gain) —12 ~+12dB  Amount of cut/boost for HIGH EQ

For effect 37, the dynamic modulation selected by [171] and [175] will control the Mid
Freq, allowing you to create a wah effect. 1

'COMBINATION EFFECT SERIAL

Effects 38 and 39 connect a mono-input/stereo-output chorus or flanger in series with a
stereo delay.

38: Chorus-Delay
A mono-input stereo-output chorus with LFOs 90 degrees out of phase is connected to a
stereo delay. Feedback can be specified independently for chorus and delay.

39: Flanger-Delay
A mono-input stereo-output flanger with LFOs 90 degrees out of phase is connected to a
stereo delay. Feedback can be specified independently for flanger and delay.

Chorus, Flanger

Parameter Range Description
) Chorus/flanger delay time
Delay Time (Cho. DT) 0~50ms Amount fed back to the effect
Feedback (FB) -99 ~ +99% Negative values will invert the phas:
Mod Depth (Cho. Depth) 0~99 Modulation depth
Mod Speed (Speed) 1~99 Modulation speed
Delay
Parameter Range Descriptioin
Delay Time (Dly. DT) 0 ~ 450 ms Delay time (2 ms steps)
Delay Feedback (FB) ~99 ~ +99 Amount fed back to the effect

Negative values will invert the phase
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For effects 38 and 39, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance.
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COMBINATION EFFECT PARALLEL

* The following effect types (40—47) connect two effects in parallel, allowing independent
effects to be applied to two channels.

For details on each effect, refer to the explanations for effects 1 through 34.

MONO DELAY/REVERB

40: Delay/Hall Reverb
This effect provides a delay in the left channel and a hall type reverb in the right channel.

41: Delay/Room Reverb
This effect provides a delay in the left channel and a room type reverb in the right chan-
nel. '

MONO DELAY/MODULATED DELAY
42: Delay/Chorus

This effect provides a delay in the left channel, and a chorus in the right channel.

43: Delay/Flanger
This effect provides a delay in the left channel, and a flanger in the right channel.
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MONO DELAY/PHASER

46: Delay/Phaser
This effect provides a delay in the left channel, and a phaser in the right channel.

Delay

Parameter Range Descriptior
Delay time (Dly. DT) 0 ~ 500 ms Delay time
Feedback (Dly. FB) —99 ~ +99% Amount fed back to the effect

Negative vaiues will invert the phase

High frequency attenuation
High Damp (H. Dmp) 0 ~ 99% Higher settings will cause the high frequency range to
decay faster, producing a darker sound.

Room (Hall, Room)

Parameter Range Description

0.2~99sec Time over which the reverb will deciy

Reverb Time (Time) 0.2~49sec (for Hall) (for Room)

High frequency attenuation
High Damp (H. Dmp) 0~ 99% Higher settings will cause the high frequency range to
decay faster, producing a darker sotnd.

Pre Delay (P. Dly) 0 ~ 150 ms Time interval from the direct sound until the first early

reflection
Chorus
Parameter Range Description
Mod Depth (Depth) 0 ~99% Modulation depth
Mod Speed (Spd) 0.03~30Hz Modulation speed
Sine (SIN) .
Mod Waveform (Wave) Triangle (TRI) Modulation waveform
Flanger
Parameter Range Description
Mod Depth (Depth) 0~ 99% Modulation depth
Mod Speed (Spd) 0.03~30Hz Modulation speed
o Amount fed back to the effect
Feedback (FB) =99 ~ +99% Negative values will invert the phase
Phaser
Parameter Range Description
Mod Depth (Depth) 0 ~99% Modulation depth
Mod Speed (Spd) 0.03 ~30Hz  Modulation speed
Feedback (FB) —99 ~ +99% Amount fed back to the effect

Negative values will invert the phase
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For effects 40, 41, 42, 43 and 46, the dynamic modulation selected by [171] and [175] will
control the Dry:Effect balance.
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MONO DELAY/DISTORTION, OVERDRIVE

44: Delay/Distortion
This effect provides a delay in the left channel, and distortion in the right channel.

45: Delay/Overdrive

This effect provides a delay in the left channel, and overdrive in the right channel.

MONO DELAY/ROTARY

47: Delay/Rotary Speaker
This effect provides a delay in the left channel, and rotary speaker in the right channel.
Delay
Parameter Range Description
Delay Time (Dly. DT) 0~500ms Delay time o
Amount fed back to the effect B
Feedback (FB) —99 ~ +99% Negative values will invert the phase 6
S
Distortion, Overdrive S
—
Parameter Range Description ug
Drive (Drive) 1~111 Amount of distortion/overdrive e
Resonance (Res) 0~99 Wah resonance filter gain
Hot Spot (HotSpot) 1~99 Wah filter center frequency -
Level (Level) 1~99 Output level of distorted sound
Rotary Speaker Effct Edit
mode
Parameter Range Description
Acceleration (Accel) 1~15 Time required for rotor speeds to change
Slow Speed (Slow) 1~99 Slow rotation speed
Fast Speed (Fast) 1~99 Fast rotation speed

For effect 47, the dynamic modulation selected by [171] and [175] will switch between
the Slow Speed and the Fast Speed.
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Effect Parameter Table

REVERB Reverb Time preDelay || ER Level |

1 Hall 0.2~9.9 [2.3] 0~200 [60] 0~99 [62

2 Ensemble Hall ” [3.1] ” [15] 7 [23

3 Concert Hall ” 3.3] 7 [80] ” [46

4 Room 0.2~4.9 1.3 ” (8] 4 68]

5 Large Room ” [2.4 4 25 ” 51

6 Live Stage ” [2.2] ” [12 ” (81

7 Wet Plate 0~99 59] g 29 1~10 7

8 Dry Plate ” 30 4 (26 ” [5

9 Spring Reverb ” 25 ” [0 ” [9]
EARLY REFLECTION ER Time | Pre Delay

10 Early Reflection 1 100~800 [220] 0~200 [10]

11 g 2 ” 180] ” 30]

12 2 3 7 [300 ” [90]
STEREQ DELAY Delay Time L Delay Time R Ji Feedback

13 Stereo Delay 0~500 [185] 0~500 [370] —99~+99  [—40]

14 Cross Delay ” [190] ” {380] 7 [4+40]
DUAL_MONO DELAY Delay Time L _ Feedbackl |l Hight Dampl

15 Dual Mono Delay 0~500 [20] —99~+99 [0] 0~99 [0l
MULT!I TAP DELAY Delay Time || Delay Time2

16 Multi Tap Delay 1 0~500 [175 0~500 [350

17 Z 2 Z [200 g [400

18 2 3 ” 250 7 [500
CHORUS Delay Time Mod Speed I[ Mod Depth E

19 Stereo Chorus 1 0~200 3] 0.03~30 0.33 0~99 [99]

20 r 2 2 2] + [oa2 2 (84]

: CHORUS ; DelayTime L. Delay Time R |_Mod Speed |
21 Quadrature Chorus 0~250 [24] 0~250 {12 @®1~99 [30]
22 Cross Over Chorus ” [2] ” [24 e - [16]

| HARMONIC CHORUS Delay Time L Delay Time R Il |
23 Harmonic Chorus 0~500 [4] 0~500 [12]

L SYMPHONIC ENSEMBLE Mod Depth Il }
24 Symphonic_Ensemble 0~99 [92]

i FLANGER Delay Time Mod Depth [ Mod Speed :
25 Flanger 1 0~200 [5 0~99 50 ®1~99 20]
26 72 ” (24 ” [99 [ 42
27 Cross Over Flanger 2 [1 ” (60 K 22]

EXCITER Blend | Emphatic Point
28 Exciter —99~+99  [+60] 1~10 {01]
ENHANCER Harmonic_Density Hot Spot [ Stereo Width i
29 Enhancer 1~99 [28] 1~20 (3] 0~99 (85]
DISTORTION _Drive Hot Spot 1 Resonance
30 Distortion 1~111 {107 @0~99 [99] 0~99 07
31 Qver Drive ” [85] @ - [70] ” 63
PHASER Manual Mod Speed || Mod Depth :
32 Stereo Phaser 1 0~99 [98 ©0.03~30 [0.24 0~99 [90]
33 L 2 Z [96 o ~ 0.24 2 [90

i ROTARY SPEAKER Vibrato Depth || Acceleration |
34 Rotary Speaker 0~15 [2] 1~15 [12]

. _TREMOLO 4 — Mod Waveform ___ Mod Wave Shape || _Mod Speed !
35 Auto Pan SIN, TRI [TRI —99~+99 [+96 0.03~30 [0.21
36 Tremolo ” TRI 7 —99] 7 [3.9

! PARAMETRIC EQ Low Freg Low Gain Il Mid Freq !
37 Parametric EQ 0~29 [15] —12~+12 _ [1+06] ®0~99 [50]

; COMBINATION SERIAL Fig/Cho Delay ___Flg/Cho F-Back ||  Mod Speed E
38 Chorus-Delay 0~50 [24] —99~+99 [+24 1~99 12
39 Flanger-Delay 4 [1 ” [+80 ” 04

COMBINATION PARALLEL Delay Time Feedback I High Damp
40 Delay / Hall 0~500 30] —99~+99 0] 0~99 0]
41 Delay / Room ” 20] ” 0] 7 0
! ) Delay Time Feedback Il High Damp |
42 Delay / Chorus 0~500 [220] —99~+499 [+15] _0~99 [50]
Delay Time Feedback 1l High Damp |
43 Delay / Flanger 0~500 [400] —99~+499  [+20] 0~99 [60]
Delay Time Feedback I
44 Delay / Distortion 0~500 [250] —99~+499  [+40
45 Delay / Over Drive ” 350] ” +50]
o __Delay Time Feedback I[ High Damp |
46 Delay / Phaser 0~500 [300] —99~+99 [+15] 0~99 [60]
. e Delay Time _ Feedback || !
47 Delay / Rotary Speaker 0~500 {280] —99~499 [+15]
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@: Dynamic Mod Dest

i High Damp EQ Low EQ High Dry : FX Balance
0~99 [31] —12~+12 [—3] —12~+12  [—1] @DRY~FX {80:20
” 32] ’ [—1] ” —3] @ 80:20
2 41] - —2 ” —4 ® 80:20]
’ [36] ” [+1 ” [+2 ® 78:22]
” 32] ” [—1 ” (+2 [ 78:22
B 36] ” [—5] ” —4 o [75:25]
’ 51] G [0 ” —4 ® - [80:20]
4 [47 ” +2] 2 [+2 ® - [80:20
’ [30 g +2] g [—4 @ - {78:22
| EQ Low £Q High Dry : FX Balance i
—12~+12  [—4 —12~+12  [—4] @DRY~FX  [68:32]
2 +1 ” 0] o - [65:35
’ [0 ” 0] [ [75:25]

l High Damp EQ Low EQ High Ory:FX Balance |

0~99 [10] —12~+12 fo] —12~+12 [0] @DRY~FX  [80:20]

” [10] ” (0] ” [o] o [80:20]
{_Dry: FX Balance L Delay Time R Feedback A High Damp R Dry : FX Balance R |
DRY~FX  [50:50] 0~500 [40] —99~+99 [0] 0~99 [0} @DRY~FX [35:65)
| Feedback ' EQ Low EQ High Dry : FX Balance |
—99~+499 [430] —12~412 0 —12~+12 [0 @DRY~FX  [80:20]

” fo Z 0 ” 0 e - 70:30]

” [+20] ” Q ” Q ® - 75:25)
| Mod Waveform EQ Low EQ High Dry ! FX Balance |
SIN, TRI [TRI —12~+12  [+4] —12~+12  [+4 @DRY~FX_ [50:50]

’ [SIN ” +-3] ” [+4 ® 60:40

Mod Depth Mod Waveform EQ Low EQ High Dry ! FX Balance |
0~99 [50] T+10~S+10 [T+0] —12~+12 0] —12~+12 [0] DRY~FX  [50:50]
” [99) ” [T+0] B 0] 2 (0] D [50:50]

[ Mod Speed Mod Depth Filter Split Point Dry © FX Balance i
@ 1~99 [36] 0~99 [991 0~18 [3] DRY~FX  [25:75)

| ) EQ Low EQ High Dry : FX Balance ]
lo~F12 [0] —12~+12 [o] @DRY~FX__ [67:33]

{ , .. Resonance EQ Low EQ High Dry : FX Batance |
—99~+99 [+80] —12~+12 0 —12~+12 (o DRY~FX  [50:50
” +36] ” 0 ” [0 ” 50:501
g [+80 ” [0 ” [0 G 50:50

{ EQ Low EQ High Dry : FX Balance |
—12~+12  [+3] —12~+12 [+3]  @DRY~FX [50:50]

! Delay Time EQ Low EQ High Dry : FX Balance |

1~99 [25] —12~+12 [0] —12~412 [0] @DRY~FX  [50:50]

{ EQ Low EQ High Out Level Dry : FX Balance |
—12~+12 {0 —12~412  [0] 0~99 (6] DRY~FX  [50:50]

G fo ” [0] - [8] ” 50:501

! Feedback Mod Waveform Dry : FX Balance

—99~+99 [96 SIN, TRI___[TRI] DRY~FX  [50:50
“ [90] ” [SIN] ” {50:50

| Siow Speed Fast Speed Dry : FX Balance |

1~99 [25] 1~99 [69] DRY~FX  [34:66] #*

[ Mod Depth - _EQ tow EQ High Dry : FX Balance |

0~99 96] —12~+12 0] —12~+12 [ @DRY~FX [20:80]
7 99] ” 0] ” [o0] o [50:501

il Mid Gain Mid Width High Freq High Gain Dry : FX Balance |
—12~+12  [+86] 0~99 [50] 0~29 [12] —12~+12  [+6] DRY~FX  [50:50]

i Mod Depth Delay Time Feedback Dry t FX Balance

0~99 [75] 0~450  [120] —99~+99 [+16 @DRY~FX [60:40
z [99] ” [300] ” +30 @ - [50:50

{__ Dry { FX Balance Reverb Time Pre_Delay High Dam Dry : FX Balance |
@®DRY~FX  [FX 0.2~9.9 [3.0] 0~150 (68 0~99 34 @DRY~FX [70:30]
® [FX 0.2~4.9 1.1] 4 [0 ” 28 o - 65:35]

i _DryFX Balance Mod Speed Mod Depth Mod Waveform Dry ; FX Balance ]
@DRY~FX [70:30] 0.03~30 {0.39] 0~99 [99] SIN, TRI [TRI] @DRY~FX_ [50:50]
Dry : FX Balance Mod Speed Mod Depth Feedback Dry : FX Balance |
@DRY~FX [70:30] 0.03~30 [0.21] 0~99 [96] —99~4+99 [—75] @DRY~FX  [50:50]

{ __Dry ! FX Balance Drive Hot Spot Resonance Out Level |
DRY~FX [79:21 1~111  [105] 1~99 (99 0~99 07} 1~99 [10]

” 75:25] ’ [65] ” [90 ” 63] 4 [20]

| Dry:FX Balance Mod Speed Mod Depth Feedback Dry  FX Baiance
@DRY~FX [60:40] 0.03~30 [0.69] 0~99 [90] —99~+99 [+99] @DRY~FX [25:75]

i Dry: EX Balance Acceleration Slow Speed Fast Speed Dry ¢ FX Balance |
DRY~FX [70:30] 1~15 [10] 1~99 [25] 1~99 [69] DRY~FX [30:70] *

* 155

Dynamic Modulation allows you to switch between “Slow speed” and “Fast speed”.
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Additional functions of the NS5R

Frame Draw function

MIDI system exclusive messages can be used to display any desired pattern, picture or
characters on the NSSR's LCD screen.

This is called the Frame Draw function.

This function is called Frame Draw. The following explanation provides examples of how
the data is actually transmitted.

< Example image to be transmitted (32 * 16 dot) >

sk skekok J-— JO— skokok_okskok  __okskokskok  __kekokok ko sk deleoksk
Heokok_skokok — . skl okl kselokk skeli__dolok doketok
sk _sfeskeok _skoksk sk _skokok _skokek __skskk sekck_skokk  _kokok_skok ck_skkkk kel skskk
seskesfesioresk . _skekak _skokek_skokokokkokok o oksksk_skokok skl kskok kR skskskskoksk ki skeksk _dkekok
steskskskk . —skokok _skokok__skokokskskok . _skeskek_skoksk sokskskok_ . kekok sk sk_skskokekk
seskeokeskesiesk . dkokok _skokeok _skoksk _skokek . _skkek_skokok sefokokokok . keksk_skok  sk_kokok Uk
skesesk . deskok dkekok _skokok _skeok _skokok_ _sksksk_skoksk seokok_sksdok  skeksksksk sk_kekk ok skaso_okskok _skskk
sesksk skesksk L okokeskokskok _skeksk_ _skeksk _skokskskeokorsk skkk_skokok  kdokokokk kckskko L ksok_okckk kekkk
sk _skekeok L ckskskokok o seksk__skokesk skl skefok okekok  skskskoksk __okeksk ook _sksk skokskek
. - S e = e sk ksk__skkok ek okskok ke _skekskk ke
P © N N NSO, ISV S ek kK e ke ko
ek sk sekskok_skokskosk__skeskokoksk ek ke deksk e __okskok ko_skkekk ke
—k ek ko kok ko PR U N SN | . U —
DN O T S N N S N ks cksk_skkoksk k¥ k% k%
kkk, ek k. —_—
Figure 1-1 Figure 1-2

In order to convert this into exclusive data,
1. Divide it into groups of 7 dots (figure 1-2). Then specify “-” as a data bit of 0,and “+”
as a data bit of 1.

156



2. Add a0 bit (“-”) at the beginning of each group (figure 2).
3. Group the data into 8 dot units, as follows.

76543210
20 01110111
21 01110111
22 01110111
23 01111110
24 01111100
25 01111110
26 01110111
27 01110111
28 01110111
29 00000000
2A 00011000
2B 00001100
2C 00001010
2D 00001001
2E 00011000
2F 00000000

76543210
00011111
00111111
00111011
00111011
00111011
00111011
00111011
00111111
00011111
00000000

3a 01100111

01001000
01000111
01000000
01101111
00000000

76543210
00011111
01011111
01011101
01011111
01011111
01011101
01011101
01011100
00011100
00000000
01100111
00000100
01000111
00100000
01000100
00000011

Figure 2

76543210
01000011
01100111
01100111
01100111
01000111
01100111
01100111
01110111
01110011
00000000
01101111
00001000
01001111
00101001
00101000
01000000

76543210
01111000
01111000
00000000
00111000
00111000
00111000
00111000
01111000
01111000
00000000
01000000
00100000
01000000
00000000
01100000
00000000

Reference Guide

4. In this case, the exclusive message which is actually transmitted will have the follow-
ing format.

FO 42 3n 42 12 08 00 20 xx

.... F7{n=Excl Ch. xx=data)

Taking the data which was grouped into 8 dot units as binary data, convert this into hexa-
decimal data as 01110111=77h, 01111110=7Eh, ... etc., and place it in addresses 20
through 6F.

FO 42
77 77
1F 3F
1F 5F
43 67
78 78

30
77
3B

42
7E
3B
5F

38

08 00 20
7E 77 77
3B 3B 3F

67 67 77
38 38 78

18 0C
67 48
67 04
6F 08
40 20

0A

47
4F
40

This exclusive data will cause the graphic shown in figure 1-1 to be displayed in the LCD.
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Compuatibility with other devices

158

The NS5R has two GM banks: GM-a and GM-b. The GM-b bank differs from the regular
GM bank in that it is arranged to be suitable for playing back data that was created for the
Korg 05R/W ai-squared synthesis module. The GM-a bank is the regular GM bank.
When the Global mode [046] Bank Map Type parameter is set to 05SR/W, the NS5R will
be given a setup suitable for playing back musical data created for the 05R/W. Refer to
page 71.

The “r” bank and “y” bank respectively contain sounds for playing back (5§ and XG music
data. Utility mode (053] Preset/Initialize allows you to initialize the NS5R to the same
state as when a GS Reset message or an XG System On message has been received. For
details refer to page 76.

These banks contain some program numbers to which no sounds have been assigned. If
such a program number is selected, the NS5R will assign a substitute sound and play it.

Such substituted sounds will be indicated by a “c” character at the right of the sound
name in the LCD.

The NS5R can be used as a 32-channel multi-timbral tone generator. T:ae NS5R’s Multi
mode settings are compatible with the Multi mode settings of the Korg X5 and X5DR.
However, only the effect settings are compatible between NS5R and Korg 05R/W Multis.



Specifications and Options

Specifications

Reference Guide

NS5R

Tone generation method

Al-squared synthesis system (full-digital processing)

Tone generator section

64 voices, 64 oscillators (single mode)
32 voices, 64 oscillators (double mode)

Waveform memory

12 Mbytes PCM

Effect section Two digital multi-effect units

Effects 47 effects

Programs 1177 programs (128 RAM, 1049 ROM)
Combinations 512 (128 RAM, 384 ROM)

Outputs L/MONQ, R, PHONES (stereo mini-jack)
MIDI connectors IN, OUT, THRU

Communication connector TO HOST

Display 144 x 40 full dot graphic LCD (with two-color backlight)
Power supply AC Local Voltage

Power consumption 14 W

Dimensions 218 (W) x 242.1 (D) x 45 (H) mm
Weight 1.8 kg

Included items

AC power cable

Specifications and appearance are subject to change without notice for product improve-

ment.

Options

AG-001B IBM-PC connection kit (connection cable, “Korg MIDI Driver” driver soft-

ware)

AG-002B Macintosh connection kit (connection cable, “Korg MIDI Driver” driver soft-

ware)

AG-004 9 pin & 25 pin connection adapter for IBM-PC

MIDI cables

159



Reference Guide

160




191

T [ROTTTN pren \yDr2* pank (Bank MsB=7Ph) 'yDr1 Bank (Bank MSB=7Eh)
* Program/Combination Bank list . I Drum Kit List (Drum Bank) | | Drum Xit List (Drum Bank) |
B T LT TTTrvspe, crerrarraresanar |Program No.|  Drum Kit Name | |Program No.| Drum Xit Name |
| tec# xxhy | | | (PC# xoxh) | |
e +
| Bank Map List i | Bank Map List | | Bank Map List ) ] 1 (oon) | standard | | 1 oom) | srx1 !
R e -+ P -+ - 2 toany | Standard | i 2 (oth) | sFx 2 |
| Bank | Bank select | | Bank | Bank Select | | Bank | Bank Select | | 9 tosh) | Room |
| nName | (usB:LSB) | | Name | (MSB:LSB)} | | Name | (MSB:LSB) | | 17 ¢1om) | Rock I
[ 25 (18ny | Electro |
1 oy:17 00:11 | [ oy:96 | 00:60 i | 26 (19n) | Analog |
- | 33 om) | Jazz t
| y:18 | o0:12 | | y:i97 | co:61 | 41 (28n) | Brush |
- | 49 (30m) | classic |
| y:19 | 00:13 { | w98 | 00:62 +
+ -
| v:20 | 00:14 | { oy:99 | 00:63
+ - ‘rDrm‘ Bank (Bank MSB=3Dh)
| v:24 | o0:18 | ] yloo |  00:64 |

| yorz | TF:xx(XG) |
|

78:xX{XG) |

IDixx ]
1 | 78:xx(esif

78:3x(05) |

: |
:xx(GS) |

| y:o1 | 00:01(x6) | | ¥:67 | 00:43 |
| y:68 | 00:44 |
I w69 | 00:45 |
| y:i70 | o0:46 |
i w71 |

* (68) : after GS Reset
* (XG} : after XG System ON
* {05) : OSR/W Map

| Drum Kit List (Drum Bank} |

|Program No.| Drum Kit Name |
i (pc# xxh) | i
| 1 (oon) |  STANDARD |
[ 2 (01h) | STANDARD {
| 9 tosh) | ROOM |
| 17 ¢iony | PoweR |
| 25 (1gh} | ELECTRONIC ]
{26 (19m) | |
| 27 (1an) |  DANCE |
| 33 (20n) | Jazz |
| 41 (28n} | ISH i
{ 49 (30n) | ORCHESTRA |
| 50 (31 | IC |
| 51 (32h) | KICK&SNARE i
| 57 (38m) | SFX |
| 128 (7Pn) | C/M |

‘kDrm' Bank (Bank MSB=3Eh)

| Drum Kit List (Drum Bank)

| Program No. | Drum Kit Name
I {PC# 2xh) i

| 1(00n)...16(0Eh) |  GM Kit

| 17410n)...240270) | Power Kit
| 25(18h) | Dance Kit
} 26(19h) | analog Kit
{ 27(1an) ... ] Dance Kit
| 33¢20mn). | Jazz kit

| 41(28m) | ®rush kit
{ 49(30n) | orch xic

| 57¢38n) I GM Rit

| 65¢40n) | Perc kit

I 73(48h) { User Kit 1
| 74(45n) [ uUser kit 2
| 75(4ah)..128{7PR) | &M kit

Is17 yjupg uoypuiqwo)) /wn.iboly

QP!HO GDUQ..IG}QH
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- - | Message | MIDI(Hex) | Description (Value)
. KORG NS5R MIDI Implementation .
. i i
O T L L L T T T NRPN LSS Bn 62 wv ww -> See Table 1-2 [NREN]
NREN MSB Bn 63 vv vv -> See Table 1-2[NREN]
*n : Channel O-F
* vv : value  00~7F RPN LSB Bn 64 vv vv -> See Table 1-1{RPN)
* kk : Note No. 00~7F (C-1-G9) RPN MSB Bn 65 vv | Vv -> See Table 1-1[RPN] {
|
Pata entry MSB Bn 06 vv 00~7F RPN, NRPN value
| Channel Messages | Data Increment EBn 60 00 Data Increment MSB value
Data Decrement Bn 61 00 Data Decrement MSB value
| Message | MIDI(Hex) | Description (value) | Channel Mode
Message
| 1 1
| Note on 9n kk vv | kk:C-1~G§ vv:1~127(velocity} | All Sound off Bn 78 00
| | |
| Note Off 9n kk 00 | kk:C-1~G9 ] i Reset All { Bn 79 00 PitchBend Change = Center
| Note Off 8n kk vv | kk:C-1~G3 vv:Ignore | | Controllers | Pitch Modulation = O
| | | CutoffModulation = 0
+ AssignControl 1 = 0
| 1 | AssignControl 2 = 0
Program Change cn v 00-TF 0~127 Expression =0
Portamento = 0 {(OFF)
Channel Pressure on vy 00~7F 0-127 Channel Pressure = 0
Polykey Pressure = 0 (All Key)
PitchBend Change En ma 11 mm:1l= 00:00~40:00~7F:7F Holdl (Damper) = 0 (OFF)
[ Sostenuto = 0 (OFF)
| Poly Key Pressure | an kk vv Kk:C-1-G9 vvil-127 : Soft Pedal = 0 (OFF)
) } ] | NREN = Null
| ren = null
1 |
Control Changes Local on/off Bn 7A vv 00-0N (effective all part), 7F=OFF
Receive if 'n’=EXCL channel
Bank select {MSB) Bn 40 vv -> See ProgName list
Bank select (LSB) B0 20 vv All Note off Bn 7B 00
. MONO mode ON Bo 7E Om (m=1 only}
Pitch Modulation { Bn 01 vv 00-7F 0~127 POLY mode ON | Bn 7F 00
{I5+Y) | )
Cutof fModulation | Bnozw 00~7F 0-127 e — -
(IS-Y) |
I
Panpot Bn 0A wv 00~40~7F  L63-CNT-R63
[ PP e
Expression Bn 0B v 00~7F M .
* Table 1: RPN/NREN .
Valume Bn 07 wv 00-7F N
Holdl On/Off Ba 40 vv 00-3F:0£€, 40~7F:0n
tDamper) < Table 1-1 : [RPN) >
— - — -
Sostenuto Bn 42 wv 00-3F:0££, 40~7F:0n | Message | RPN Number | Data | v (Hex) |
Soft Pedal Bn 43 vv 00~3F:0ff, 40-7F:0n | | MsB : LSB | (MSB) | |
Harmonic Content | Bo 47 wvv 00~7F Color | Pitch Bend Sense | 60 : 08 | wvv | 00-20~7F -64~0~¢63{relative} |
EG Release Time ] Bn 48w 00~40-7F :-64-0-+63 (relative) | Fine Tune | 00: 01 | wv | 00~40~7F -§4~0~+63(relative) [
EG Attack Time Bn 49 vv 00~40~7F :-64-0-+63 (relative) | coarse Tune | 00:02 | vv | 00~40~7F -§4-0~+63(relative) |
| RPN mull | 7F:7F ] -~ | I
Brightness Bn 4a vy Filter Cutoff +
Reverb Send Level Bn 5B wv 00~7F 0~127 * value LSB has no effect
(C Send Level)
Chorus Send Level B 5D vv 00-7F 0-127
(D Send Level)
| Effectl Balance Bo 0C v 00~7F
| mffect2 Balance Bn 0D v 00-7F
Portamento Switch Bn 41 vv 00~7E : Off, TF:0n °
Portamento Time Bn 05 vv 00~7F : D=short,127=long
(MsB)
Portamento Control Bn 54 kk 00~7F : C-1~G9 source Key

< Table 1-2 : [NRPN} >

. S

| Message |NRPN Number | Data | vv (Hex) |

| | usB : LsB | (M$B) | |
Vibrato Rate o1 : 08 1w 00~40~7F -64~0~+63 (relative)
vibrato Depth 01:09 | w 00~40~7F -64~0~+63 {relative)
vibrato Delay 01 :o0a | wv 00-40~7F -64~0~+63 (relative)
Filt CutOff 01 :20 | wv 00~40~7F -64~0-+63 (relative}
color 01 : 21 | wv 00-40~7F -64-~0-+63 (relative) |
EG Attack Time o1 : 63 | v 00~40-7F -64-0-+63 (relative) |
EG Decay Time 01 : 64 | w 00-40~7F -64~0~+63 (relative} |
EG Release Time 01 : 66 | wv 00-40~7F -~64~0~+63 {relative) |
Drum Filt CutOff | 14 : kk | wv | 00-40-7F -£4~D~+63(relative}
Drum Filt Color 15 : kk | v 00-40-7F -64-0~+63 {relative)
Drum EG AttackTime 16 : kk | vv 00-40-7F -64~0~+63 (relative)
Drum EG Decay Time 17 : kk | wv 00-40-7F -64~0~+63 (relative)
Drum Coarse Tune 18 : kk | wv 00-40-7F -64~0~+63(relative)
Drum Fine Tune 19 : kx| wv 00-40-7F -64~0~+63 (relative)
Drum Volume 1A kk | v 00~7F 0~127 (absolute)
Drum Panpot ic: kk | v 60, Q1-40~7F {

| (RND,L63~CNT~R63 - absolute) |
Drum Rev(C) Send 1w kk | v 00~7F 0~127 (absolute) |
Drum Cho (D) Send 1B kk | v 00~7F 0~127 {absolute) |
| |

* kk:Drum Inst No.{0Ch-6Ch : 'CO' ~ 'C8')
* value LSB has no effect

{Universal System Exclusive Message]

F0,7E,nn, 06,01, F7
FO,78,nn, 09,01,F7

Device Inquiry
GM Mode ON

Master Volume
Master Balance

FO,7F,nn,04,01,11,mm,F7
F0,7F,nn, 04,02, 11, mm, F7

mm : 00~TF
mm : 00~40~7F
(L63~Center~R63)

* nn : receive channel 00~0F = Receive if EXCL channel (Global Mode)
7F = Receive any Channe:

* 11 : value LSB has no effect

[Device Inquiry Reply]

Data{HEX] Val(HEX) Description
FO Exclusive Status
TE Exclusive Non Realtime
on 0~F  Exclusive Channel (Global Mode}
06 Inquiry Message
02 Identity Reply
a2 KORG ID {MANUFACTURERS ID)
42 NS5R ID (PAMILY CODE LSB)
00 (FAMILY CODE MSB)
00 {MEMBER CODE LSB)
00 (MEMBER CODE MSB)
. 00-7F  SYSTEM Minor Version No. (Minor Version LSB)
00 (Minor Version MSB)
. 00-7F  SYSTEM Major Version No. (Major Version LSB)
o0 (Major Version MSB)
F7 End of Exclusive

* Transmits when ‘Device Inquiry'(F0,7E,nn,06,01,F7) request Received

ep!ng SDUGJS:’GH
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KORG NS5R Exclusive Data Format

* 1. Mode Change (Rx) .
« format: F0,42,3n,42,00,rr,F7 N
- n = EXCL Channel (0-F) -
- rr = mode M
<rr > <reply> <Rx when>

00h. Global Mode Success /Exror Always

01h. Multi Mode Success/Error Always

02h. Prog Edit Mode Success/Error Part Select Prog/Drum

03n. Combi Edit Mode Success /Error Part Select Combi

04h. Drum Edit Mode Success/Error Part Select Drum

05h. Effect Edit Mode Success/Exrror Always

* 2. MAP Change (Rx) *
- format; F0.42,3n,42,01,rr,F7 .
. n = EXCL Channel (0~F) N
- rr = MAP No. -

<rr> <reply» <Rx when>
00h. Default(GS/XG) Map None Multi Mode
Olh. 05R/W Map None Multi Mode

* 3. Data Dump (Rx/Tx} *
. format: F0,42,3n,42,cc,dd. ..., s8,F7 .
B n = EXCL Channel (0~F) .
B cc = command M
B dd = datas (7-8) M
. S5 = check sum (dd-ss) .

R T S N

<ce> <Rx reply> <Rx when>
30h. Global Dump Success/Error Always

31h. Current Program Dump Success/Error Prog Edit Mode
32h. Current Combination Dump Success/Error Combi Edit Mode
33h. Current Drumkit Dump Success/Error Drum Edit Mode
34h. Current Effect Dump Success/Error Effect Edit Mode
35h. Current Multi Dump Success/Error Mmulti Mode

36h. All Program Dump Success/Error Always

37h. All Combination Dump Success/Error Always

38h. All User Drum Dump Success/Error Always

39h. All Effect Dump Success/Error Always

3ah. All Multi Dump Success/Error Always

3Bh. Part Commen Parameter Dump  Success/Error Multi Mode

3Ch. All Part Parameter Dump Success/Error Multi Mode
[Dump Data Size)
Global Dump 10 Byte *See Table 3-1.
Part Common Parameter 152 byte *See Table 4-1.
Current Program Dump 158 byte *See Table 5-1.
Current CombinationDump 14+(14 * 8) = 126 byte *See Table 6-1.
Current DrumKit Dump 14 * 97inst = 1358 byte *See Table 4-3.
Current Effect Dump 38 byte *See Table 2

92 * 32part = 2944 byte 32 part parameters
*See Table 4-2.
152 byte part common parameter
38 byte Current Effect parameter

Current Multi Dump

1358 * 4 = 5432byte 4 Modify Drum parameters
TOTAL : 2944+152+38+5412 = 8566byte
All Program Dump 158 * 128 = 20224byte Bank 'PrgU’ 128 programs
A1l Combination Dump 126 * 128 = 16128byte Bank 'CnbU’ 128 combinations
All User Drum Dump 1358 * 2 2716byte User Kitl, Kit2
All Effect Dump 38 + 128 4864byte Bank ‘H' 128 Effects
A1l Multi Dump 8566 * 4 = 34264byte 4 Multi parameters
All Parameter Dump 92 + 32 2944byte 32 Part parameters
for MORE Information, See Table 3 Table 6.

* 4. Dump Request (Rx)

. format: FO0,42,3n,42,cc,F7

» n = EXCL Channel (0~F)

» cc = command

<ce> <Rx reply>
20n. Global Dump Request Global Dump

21n. Current Program Dump Request
22h. Current Combi Dump Request
23n. Current Drumkit Dump Request
24h. Current Effect Dump Request
25h. Current Multi Dump Request
26h. All Program Dump Request a1l Program Dump

27h. All Combination Dump Request All Combination Dump
28h. All User Drumkit Dump Request All User Drum Dump

29h. All Effect Dump Request All Effect Dump

2Aah. All Multi Part Dump Request All Multi Part Dump
2Bh. Part Common Params Dump Req. Part Common Params.Dump
2¢h. All Part Params Dump Req. All Part Parameter Dump

10h. Mode Request
11h. MAP type Request

Mode Change
MAP Change

* 5. GS/XG Part Parameters compatible (Rx}

. format: F0,42,3n,42,12,a1,a2,a3,dd........ F7
* n = EXCL Channel (0-F)

N al-a} = address

4d = datas

NSS5R EXCL: F0,42,3n,42,12,al,a2,a3,dd...F7
%G EXCL: FO0,43,1n,4C,al,a2,a3.. F7

<Rx when>
Always

Prog Edit Mode
Combi Edit Mode
Drum Edit Mode
Effect Edit Mode
Multi Mode
Always

Always

Always

Always

Multi Mode

Multi Mode
Multi Hode

Always
Always

GS EXCL: F0,41,1n,42,12,al,a2,a3,dd...,ss,F7
n= NS5R: EXCL channel (30h-3Fh)
G : Device No.  {(10h~1Fh)
GS : Device ID  {10h-1Fh)
al=Address High
a2:Address Mid
al=Address Low
dd...=Value
ss=check sum —> ((12+alea2+a3+dd+....+ss) & 7Ph)=00h
<part Parameters»
INSSR] | [ %6 1 | FGs ] | (Value) | {Deacription]
00,00,7¢( 00,00, 7% | Joa All Parameter Reset
00,00,7D(00,00,7D 00 Drum Setup Reset
00,00,7E( 00,00, 7 00 XG System ON {“NSS5R" System Reset(Y) }
00,00,7F 40,00, 78|00 GS Reset (“NS5R" System Reset (R) )
00,00,00 40,00, 00{00 MasterTune (biti5-12) -100.0-0-+100.0 [cent]
. 01 1]..... 01]o0-07 MasterTune (Gitll- §) (0018 ..07E8)

02 . 02]00-0F MasterTune (bit 7- 4}

03 03| 00-0F MasterTune (bit 3- 0)
00,00,04|00,00,04 40,00, 04|00-7F Mastervolume 0~127
00,00,05{00,00, 06| 40,00, 05| 00-7F MasterkeyShift -24~0~+24 [senitone]
00,00,06 40,00,06|01~7F MasterBalance LE3~CNT-R63
00,00,07 00-7F Effect Bank MSB  -> See Table 6-2.

.08 00-7F Effect Bank LSB  -> See Table 6-2.
.09 00-7F Effect Number

INSSR) | [ X6 1 | [ GS 1 | (value) | [Descriptioni
00,01,00] i {00-02 |MIDI Ch. 1 Select Port (A,B,C=EXT)
00,01,01| | {00-02 {MIDI Ch. 2 Select Port (A,B,C=EXT)
00,01,02| { [00-02 [MIDI Ch. 3 Select Port (A,B,C=EXT)
00,01,03 00-02 MIDI Ch. 4 Select Port (a,B,C=EXT)
00,01,04 00-02 MIDI Ch. 5 Select Port {A,B,C=EXT)
00,01,05 00-02 MIDI Ch. 6 Select Port (A,B,C=EXT)
00,01,06 00-02 MIDI Ch. 7 Select Port (A,B,C=EXT)
00,01,07 00-02 MIDI Ch. 8 Select Port (A,B,C<EXT}
00,01,08 00-02 MIDI Ch. 9 Select Port (A,B,C=EXT)
00,01,09 00-02 MIDI Ch. 10 Select Port (A,B,C=EXT}
©00,01,0a] 00-02 MIDI Ch. 11 Select Port (A,B,C=EXT}
00,01,08 00-02 MIDI Ch. 12 Select Port (A,B,
©0,01,0C 00-02 MIDI Ch. 13 Select Port (A,B,
00,01,0D 00-02 MIDI Ch. 14 Select Port (A.B,
00,01,0E 00-02 MIDI Ch. 15 Select Port (A,B.
00, 01, 0F 00-02 MIDI Ch. 16 Select Port (A,B,C=EXT)
00, 02,00 00-03 Program 1 Select Port <EXT, Ignore)
00,02, 01 00-03 Program 2 Select Port EXT, Ignore)
06, 02,02 00-03 Program 3 Select Port XT, Ignore)
©0,02,03 00-03 Program 4 Select Port =EXT, Ignore)
| | i |
| 1 |
00,02,7¢ 00-03 Program 125 Select Port (A,B,C=EXT,Ignore)
00,02,7D 00-03 Program 126 Select Port (A,B,C=EXT,Ignore)
00,02,7E 00-03 Program 127 Select Port EXT, Tgnore)
00,02, 7F 00-03 Program 128 Select Port EXT, Ignore)
01,nn,00|08,nn, 01 00-7F Bank Select MSB  0~127 cesoo
01,nn,01|08,nn, 02 00-7F Bank Select LSB  0~127 ccraz
01,nn, 0208, nn, 63 00-7F Program Change 1-128 -> See ProgName list

6-3

01,nn,09)08,nn, 05
01,nn,04}08,nn,07

01,nn, 08| 08,nn, 08
©01,nn,0C|08,nn, 09

01,nn,10|08,nn,08
01,nm,11
01,nn,12)08,nn, 0C
01,nn,1308,nn, 0D
01,nn,14}08,nn, 08
01,nm,15{08,nn, 0F
01,nn,16|08,nn,10
©01,nn,17)08,nn,12
01,nn,18|08,nn,13
01,nn,19|08,nn,15
01,nn,1A|08,nn,15
01,nn,1B08,nn,17
01,nn,1¢|08,nn,18
0t,nn,1D}08,nn,19
01,nn,1€08,nn, 14
01,nn,1F{08,nn, 18
01,nn,20(08,nn, 1¢

01,nn,21]08,nn,30
01,nn,22]08,an,31
01,nn,23]08,nn, 32
01,nn,24|08,nn,33
01,nn,25)08,nn,34
01,nn,26{08,nn, 35
01,nn,27{08,nn,36
01,nn,28(08,nn,37
01,nn,29|08,nn,38
01,nn,2a|08,nn,39
01,nn,28|08,nn, 34
01,nn,2¢|08,nn,38
01,nn,20]08,nn,3¢
01,nn,2E|08,nn, 30
01,nn,2F|08,nn, 38
01,nn,30]08,nn,3F
01,nn,31{08,nn,4¢

1-B16, 127=0FF
|

]40,1x,02)00-0F
50, 1x, 02| 00-0F
40,1x,13]00-01
00-05
40,1x,15|00-02
50,1x,15|00-02
40,1x,16|28-58
40,1x,17|0-F (MSB)
AAAAA 18|0-F(LSB)

40,1x,19]00-7F
00-7F
40,1x,1a]00-7F
40,1x,1B|00-7F
40,1x,1C|00-40-7F
40,1x,1D|00-7F
40,1x,1E|00-7F
40,1x.21]00-7F
40,1x,22]00-7F
40,1x,30]00-40-7F
40,1x,31]00-40-7F
40,1x,37|00-40-7F
40,1x,32/00-40-7F
40,1x,33]00-40-7F
40,1x,34[00-40-7F
40,1x,35]00-40-7F
40,1x,36]00-40-7F

40,1x,03]00-01
40,1x,04]00-01
40,1x,05]00-01
40,1x,06]00-01
40,1x,07]00-01
40,1x,08)00-01
40,1x,09}00-01
40,1x,0a]00-01
40,1x,0B{00-01
40,1x,0C]{00-01
40,1x,0D]|00-01
40,1x, 0E| 00-01
40,1x, 0F| 00-01
40,1x,10]00-01
40,1x,11]00-01
40,1x,12]00-01

40,1x,23]00-01

|Rx
Rx

FEERRRRORRREPEEEY

Channel
Channel

MONO/FOLY Mode

Part Mode
Coarse Tune
FineTune(0:0~8:0-F:

Volume

Expression

Vel. Sense Depth
Vel. Sense Offset
Panpot.

Note Window Bottom
Note Window Top
Chorus Send

Reverb Send
vibrato Frequency
vibrato Intensity
vibrato Delay
Filter Cutoff Freq
Color (Rescnance)
[VDFA EG Attack Time
'VDFA EG Decay Time
[VDFA EG ReleaseTime

Pitch Bend SW
Channel After SW
Program ChangeSW
Control ChangeSw
Poly After SW
Note ON sw

REN 5w

NRPN SW
Modulation Sw
Volune

Panpot SW
Expression SW
Hold 1 sw
Portamento SW
Sostenuto SW
Soft Pedal sW
BankSelect SW

F

1=Poly

rum, 2-5=MDrml-4
MDrml , MDrm2

lormal , 1=MDrm3 , MDrmd

-24~0~+24 [semitone]
-128~0~127=-12.8(Hz]~+12.7[Hz]

0~127 ccro?
0~127 cch1l
0~127
0~127

O=RND, 1~127=L63~R63 CC10
0-127 = €-1~G9

0-127 = €-1~G9

0127 CC#93
0-127  cc#9l
-64~+63 NRPN#1:08 (MSB)
-64-+63 NRPN¥1:09 (MSB)
-64~+63 NRPN¥1:10 (MSB}
-64~+63 NRPN#1:32 (MSB)
-64~+63 NRPN#1:33 (MSB)
-64~+63 NRPN#1:99 (MSB)
-64-+63 NRPN#1:100(MSB)
~64~+63 NRPN#1:102(MSB)
0=OFF, 1=0N

0=OFF, 1=ON

0=OFF, 1=0N

0=0FF, 1=ON

U=OFF, 1=ON

Q=OFF, 1=ON

Q=OFF, 1=0N

O=OFF, 1=0N

0=0FF,

0=0FF,

0=0FF,

0=0FF,

0=0FF,

0=0FF,

0=OFF,

0=0FF,

0=0FF,

jpwioq bjpg Iaw
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<Part Parameters>

(NSSR] | ( XG ) | [ 65 ) | (valuel | (Description)
01,nn,32|08,nn,41]40, 1x,40(00-40-7F [Scale C -64..+63[cent]
01,nn,33|08,nn,42|40,1x,41|00-40-7F |Scale C¥ -64..+63[cent)
01,nn,34|08,nn, 43|40, 1x,42|00-40-7F |Scale D -64..+63(cent]
01,nn,35|08,nn,44|40,1x,43{00-40-7F |Scale D# -64..+63(cent]
01,nn,36|08,nn,45(40,1x,44{00-40-7F |Scale E -64..463[cent]
01,nn,37{08,nn, 46{40, 1x, 45| 00-40-7F |Scale F -64..+63(cent]
01,nn,38{08,nn, 47|40, 1x, 46| 00-20-7F |Scale F¥ -64..+63cent]
01,nn,39|08,nn, 48)40, 1x, 47| 00-40-7F |Scale G -64..+63 [cent]
01,nn,3A|08,nn, 49|40, 1x, 48| 00-40-7F |Scale G# -64..+63[cent}
01,nn,3B|08,nn, 4A|40, 1x,49]00-40-7F |Scale A -64..+63[cent}
01,nn,3¢|08,nn, 48|40, 1, 4A| 00-40-7F |Scale A¢ -64..+63[cent)
01,nn,3D|08,nn, 4C[40, 1x,4B(00-40-7F |Scale B -64..+63[cent)
01,nn,3E(08, 10, 59|40, 1, 1F{ 00-5F AC1 Number CC#O~CCH9S
01,nn,37{08, nn, 60 40, 1x, 20| 00-SF AC2 Number CC#O~CCHIS
01,nn,40|08,nn, 1D[40, 2x,00|28-40-58 |MOD Pitch Control  -24~0~+24(semitone]
01,nn,41]08,nn, 1E)40,2x,01|00-40-7F |MOD Filt Control -64~+63
01,nn,42|08,nn, 17|40, 2x, 02| 00-40-7F |MOD Amp Control -64~+63
01,nn,43 40,2x,03|00-40-7F |MOD LFO Rate -64~+63
01,nn, 44|08, nn, 20|40, 2x, 04| 00-7F MOD LFO Pitch Depth  0-127
01,nn,45|08,nn, 21|40, 2x,05(00-7F MOD LFO VDF Depth 0-127
01,nn, 46|08, nn, 22|40, 2x, 06| 00-7F MOD LFO VDA Depth 0-127
01,nn,48{08,nn,23(40,2x,10|28-40-58 |Bend Pitch Control -24-0-+24(semitone]
01,nn,49}08,nn,24[40,2x,11|00-40-7F |Bend Filt Control  -64-+63
©01,nn,4A|08,nn,25)40,2x,12|00-40-7F |Bend Amp Control  -64~+63
01,nn, 4B 40,2x,13]|00-40-7F |Bend LFO Rate -64-~+63
01,nn,4C|08,nn, 26|40, 2x, 14| 00-7F Bend LFO PitchDepth  0~127
01,nn, 4D| 08, nn, 27|40, 2x, 15| 00-7F Bend LFO VDF Depth  0-127
01,nn, 4E| 08, nn, 28|40, 2x, 16| 00-7F Bend LFO VDA Depth  0~127
01,nn,50]08,nn, 4D{40, 2x,20|28-40-58 |CAf Pitch Control -24~0~+24[semitone]
01,nn,51|08,nn,4E{40,2x,21|00-40-7F |CAf Filt Control -64~+63
01,nn,52|08,nn, dF |40,2x,22|00-40-7F |CAf Amp Control -64-+63
01,nn,53 40,2x,23|00-40-7F |CAf LFO Rate ~64~+63
01,nn,54 |08, 1n, 50]40, 2x, 24| 00-7F CAf LFO Pitch Depth  0~127
01,nn,55|08, o0, 51|40, 2x,25(00-7F CAf LFO VDF Depth 0~127
01,mn, 56|08, nn, 52| 40, 2x,26{ 00-7F CAf LFO VDA Depth 0~127
01,nn,58(08, 10, 53(40, 2x,30|28-40-58 |PAf Pitch Control  -24~0~+2¢[semitonel
01,nn,59{08, un, 54140, 2x,31]00-40-7F |PAE Pilt Control -64~+63
01,nn,5A|08,rn, 5540, 2x,32|00-40-7F [PAE Amp Control -64~+63
01,nn,58 40,2x,33|00-40-7F |PAf LFO Rate -64~+63
01,1n, 5¢) 08, 1n, 56|40, 2x, 34| 00-7F PAf LFO Pitch Depth  0-127
01,nn,5D|08,1n, 57|40, 2x, 35| 00-7F PAf LFO VDF Depth 0-127
01,nn,SE|08, nn, 58|40, 2x, 36| 00-7F PAf LFO VDA Depth 0-127
01,nn, 60|08, 10, 5A|40,2x, 40 |28-40-58 {AC1 Pitch Control  -24-0~+24[semitonel
01,rn,61{08, 10,5840, 2x,41]00-40-7F |AC Filt Control 64463
01,nn, 62{08, nn, 5C{40, 2x, 42| 00-40-7F |AC1 Amp Control -64-+63
01,nn,63 40,2x,43|00-40-7F |ACL LFO Rate -64~+63
01.nn, 64]08, 6n, 5D} 40, 2x, 44| 00-7F AC1 LFO Pitch Depth  0~127
01.n0n, 65)08, nn, 58| 40, 2x, 45| 00-7F ACl LFO VDF Depth 0-127
01,nn, 66|08, nn, 57| 40, 2x, 46| 00-7F ACl LFO VDA Depth 0~127
01,nn,68(08,nn, 61|40, 2x,50{28-40-58 |AC2 Pitch Control  -24-0-+24[semitone]
01,nn,69(08,nn, 62(40,2x,51|00-40-7F |AC2 Filt Control -64-0-63
01,00, 6A{08,nn, 6340, 2x,52|00-40-7F |AC2 Amp Control -64-0-63
01,nn, 68 40,2x,53|00-40-7F {AC2 LFO Rate -64-0-63
01,nn, 6C|08,nn, 6440, 2x,54 | 00-7F AC2 LFO Pitch Depth  0~127
01,10, 60|08, nn, 6540, 2x, 55| 00=7F AC2 LFO VDF Depth 0-127
01,nn, 68|08, nn, 6640, 2x, 56| 00-7F AC2 LFO VDA Depth 0~127
01,nn,70|08,nn,67 00-01 Portamento Switch 0=0FF, 1=ON
01,nn0,71108,nn, 68 00-7% Portamento Time 0~127
01,nn,72{08,nn, 69 00-40-7F [Pitch EG Stt. Level -64~0~63
01,0n,73108,nn, 6A 00-40-7F |Pitch EG Att. Tide -64-0~63
01,5n,74|08,nn, 6B 00-40-7F |Pitch EG Rel. Level -64~0~63
01,1n,75|08, 90, 6C 00-40-7F |Pitch BG Rel. Time -64-0-63
01,nn, 76|08, an, 6D 01-77 Vel. Window Bottom  1-127
01,nn,77|08, an, 68 01-7F vel. window Top 1-127

nn = Part Number
00h = Part 01
01h = Part 02
1Fh = Part 32

x = GS Block Number
Type [40,**,**] Type [50,** . **]

0 = Part 10 0 = part 26
1 = Part 1 1 = part 17
2 = Part 2 2 = part 18
9 = part 9 9 = part 32

CAf = Channel After Touch

PAf = Polyphonic After Touch
AC1 = Assignable Controller 1
AC2 = Rssignable Controller 2

<Drum Parameters>

INSSR] | [ xG 1| [ 65 ) | (value] | [Description)
3n,rr,00{3n,rr,00 00-40-7F {Coarse Tune -64~0-+63 (semitone] NRPN#24:
3n,rr,01|3n,r1,01 00-40-7F |Fine Tune -64-0~+63 [cent ]
3n,rr,02|3n,rr,02|41,m2, rr|00-7F Level 0-127
3n,rr,03|3n,rr,03[41,m3, rr|00-7F Excl Group 0=0FF, 1-127
3n,rr,04|3n,xx,04(41,m4, rr|00-40-7F |Panpot 0,1~64-127

(RND, L63-CNT-R63)
3n,rr,05(3n,xr,05[41,m5, rr{00-7F Reverb Send 0~127 NRPN#29
3n,rr,06|3n,rr,06]41,m6, rr|00-7F Chorus Send 0~127 NRPN#30
3n,rr,083n,rr,08 00-01 Rey Assign Mode O=Single, l=Multi
3n,rr,09|3n,rx,09|41,m7, xr|00-01 Receive Note OFF 0=OFF, 1=ON
3n,rr,0A|3n, rr, 0A|41,m8, xr|00=01 Receive Note ON  0=OFF, 1=ON
3n,rr,08|3n,rr,08 00-40-7F |Cutoff -64~0~+63 NREN#20:
3n,rr,0C|3n, Tr,0C 00-40-7F |Color -64-0-463 NREN#21:
3n,rr,0D|3n, rr, 0D, 00-40-7F |Attack Time NREN#22:
3n,rrx,0E|3n, rr,0E 00-40-7F |Dacay time NRPN#23:

-MDrmi~2 (0~1)
MDrmi-4 (0~3)
* rr=note number{0Ch~6Ch='C0‘~'CB")

<Display>
NSSR EXCL: F0,42,3n,42,12,al,82,a3,dd. . .F7
¥G EXCL: F0,43,1n,4C,al,a2,83.dd...F7

GS EXCL: F0,41,1x,45,12,a1,82.a3.dd...,88,F7

(NSSR] | [ X6 ) | [ GS 1 | [value) | [Description]

rr (MSB)

+xr (MSB)

:rr (MSB)
:xx (MSB)

rr(MSB)
rr{MSB)
rr{MSB)
rr(MSB)

08,00,00]06,00,00]10, 00,00|20-7F Display Letter O (max 32 chars)

08,00,1P}{06,00,1F | 10,00, 1F| 20-7F Display Letter 31

— |07.00,00 00-7F Display Bitmap Data 0 (16 x 16 dots)

—  {07,00,2F 00-7F Display Bitmap Data 47 (16 x 16 dots)
{ 1 i

— 10,0p,40|00-1F Display Bitmap Data 0

- 10,0p,77|00-1F Display Bitmap Data 63

08,00,20 00-7F Display Bitmap Data 0 {32 x 16 dots)

08,00,7F 00-7F Display Bitmap Data 79

* 6. Write Request (Rx)

* format: FO,42,3n,42,cc,11,F7

* n = EXCL Channel (0~F) .

* cc = command .

. 11 = destination No. .
deeseserzreny . ceven

<ce> <Rx reply> <Rx when>

4lh. Program Write Success/Error Prog Edit Mode

42h. Combination Write Success/Error Combi Edit Mode

43h, Drum Write Success/Errox Drum Edit Mode

44n. Effect write Success/Error Effect Edit Mode

45h. Multi write Success/Error Multi Mode

* 7. Exclusive Reply (Tx)

. format: FO,42,3n,42,0E,rr,dd,F7 .
. n = EXCL Channel (0~F) B
. rr = reply answer .
. 43 = received EXCL command No. .
<rr> <Tx when>

0Ch. Success END

01h. Checksum Error
02h. Invalid conditions
03h. Invalid value

Dump Receive Success

Receive Dump/KORG Frme Draw Data
Write Protect. etc..

Invalid Value

( No reply when an unknown format command received... )

* 8. Parameter Change (Rx} .
. format: FO,42,3n,42,08,11,mm,dd, ee,F7 *
. n = EXCL Channel (0~F) *
. 11 = parameter No. LSB .
. mm = parameter No. MSB -
* Aad = data LSB {value bit0- &} *
. = data MSB (value bit7-13) .

<Receive/Transmit in Bdir Mode>
Multi Mode : Multi Utility Control
Global Mode : Global Parameter Change
Program Edit Mode Program Parameter Change
ination Edit Mode: ion Change
Drumkit Edit Mode : Drumkit Parameter Change
Effect Edit Mode : Effect Parameter Change

<Multi Mode Parameter Change>
<Parameter No.(MSB) = 0>

| Paramio.(LSB) name value description {
[ o Change Part 0~31 Part Number (0=Partl~31=Part32) i
11 Select Multi (=] Backup Multi Number |
i (0:Multil ... 3:Multid} |
<Global Mode Parameter Change>
<Parameter No. (MSB) = 0>
| ParamNo.(LSB) name offset  value description ]

] PC/IF BPS 4 0.1 1.25, 1=38.4

1 Bank Map Type 1 0,1 =XG/GS, 1=0SR/W

2 Exclusive Channel 2 0-15

3 Prog MemProtect 3(bit0) 0,1
| e Combi MemProtect 3(bitl) 0,1

> vrumKiT memrrotect DTy i

3 Effect MemProtect 3(bitd) 0,1

7 Boot by Multi Set #1 3(bitd) 0,1

8 PC/IF setting 3(pits) 0,1

9 GM_ON Back Color 4{pito) 0,1

10 GS_Reset Back Color 4(bitl) 0,1 1=Orange

1 XG_ON Back Color atbit2) 0.1 1=Orange

12 Receive GM_ON SW §(bitd) 0.1

13 Receive GS_Reset SW  5(bitl) 0,1

14 Receive XG_ON SW 5(bit2) 0,1

15 Tone ON Key Note 6 011

16 Tone ON Key Velocity 7 1~127

17 1D contrast [ 0-31

18 Effect Follow 9 0,1-32 C=OFF, 1-32=Part1~32
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<Program Edit Mode Parameter Change>
—

<Combination Edit Mode Parameter Change>
—

| Parameter No. (MSB) 1

Program Name
Timbre
Timbre
Timbre
Timbre

md,m.uupc
4
£
g
H
osomauen

<Parameter No.(MSB) = 0>

| Parameter No. (LSB) name value description |
o Program Name 20h~7Fh ASCII character |
. . |
B B . |
9 Program Name 20h~7Fh ASCII character |
10 Own FX BankMSB -> See Table 6-2. |
1 Own FX BankLSB -> See Table 6-2. |
12 Own FX Number 00h-7Fh 001-128 [
<Parameter No. (MSB) = 1~8>
| Parameter No. (LSB) name value description |
0 Bank No. 0-74 -> See following table |
1 Program No 0-127 |
2 Volume 0-127
3 Panpot. 0,1-64~127 RND, L63~CNT~R63
¢ Reverb Send 0-127
5 Chorus Send 0-127
6 Note Win Bottom 0-~127 €-1~G9
7 Note Win Top  0~127 c-1-G9
8 Vel Win Bottom 1~127
9 Vel wWin Top 1-127
10 Transpose -24~24 (E8h~18h) (semitone)
11 Detune -50~50(CER~32h) [cent]
12 Note ON/OFF SW 0,1
13 CntrolChnge Sw 0,1
14 Pitch Bend Sw 0,1
15 After Touch Sw 0,1 0=0FF 1=ON (Channl/Poly)
16 Damper Sw 0,1 0=0FF 1=0N
17 Portamento sw 0,1 0=0FF 1=ON
Parameter No.(LSB) = 0 : Bank No.

| color |
| Parameter No.(MsB) | 1
| 37 Intensity 49 0~127 |
| 0 Program Name,OSC Mode | | 38 Velocity Sense 50 -128-127 Il
i 1 osc 1 |
{ 2 08¢ 2 [ | VDF EG |
| 39 Intensity 51 -128-127 VDF EG Intenmsity
<Parameter No.(MSB) = 0> | 40 Intvelsense 52 -128-127 VDF EG Intensity by Velocity
| 41 TimeVelSense 53 0-127 VDF EG Time by Velocity
| ParameterNo.(LSB) name offset  value description | 42 Acc_Time Sw/Pol 54(bit0,4) 0,1,2  0=OFF,1=ON+,2:ON- (0:0FF/ON, &:4/-)
43 Dey Time Sw/Pol 54(bitl,5) 0,1,2  0=OFF,1=ON+,2<0N- (1:0FF/ON, 5:4/-}
| o Program Name 0 20n~7Ph ASCII character | 44 Slp Time Sw/Pol S4(bit2,6) 0,1,2  0=OFF,1=0N+,2:0N- (2:0FF/ON, 6:+/-}
| . . . . | 45 Rel Time Sw/Pol 54(bit3,7) 0,1,2  0=OFF,1=O0N+, 250N~ (3:0FF/ON, 7:+/-)
[ . . . N ] 46  Attack Time 55 0-127 VOF EG Attack Time
[ Program Name 9 20h~7Fh ASCIT character | 47 Attack Level 56 -128-127 VDF EG Attack Level
} 10 0SC Mode - 10 0-3 0:Single Prog I 48 Decay Time 57 0-127 VDF EG Decay Time
1 1:Double Prog i 49 Break Point 58 -128-127 VDF EG Break Point
| 2:Drum i 50 Slope Time 59 0-127 VDF EG Slope Time
{11 Own FX BankMsp i1 0~127 -> See Table 6-2. | 51  Sustain Level 60 -128-127 VDF EG Sustain Level
| 12 Own FX BankLSB 12 0~127 -> See Table 6-2. 1 52 Release Time 61 0-127 VDF EG Release Time
[ 13 Own FX Number 13 0~127 -> See Table 6-2. | 53  Release Level 62 -128-127 VDF EG Release Level
P
| voa MG 1
54  wWave Form 63 o- 5 TRI,SawUp, SawDown, Sqr1, Sqr2, Randm
<Parameter No.(MSB) = 1(05C1) » 55  Prequency 64 0-127
56 Delay 65 0-127
) ParamNo.(LSB) name offset value description i 57  Fadeln 66 0-127
58  Intensity 67 0-127
{ oscillator 1 {
| VDA Keyboard Track |
0  MultiSound No. 14(MSB) 0-527
15(18B) | 59 Center Key 68 0-127 c1~ 69 |
1 octave 16 0-3 (-24,-12,+0,+12) '32, ‘16, l 60  Tracking Mode 69 0~ 3 OFF, LOW, HIGH, ALL
2 0sC Level 17 0~127 61  Amp Intensity 70 -128-127 Amp Tracking Intensity
3 coarse Tune 18 -12~+12 [semitone] 62 EG Time 71 -128+~127 VDA EGTime Tracking Intensity
4  Fine Tune 19 -99~+99 [cent) 63 Att_Time Sw/Pol 72(bit0,4) 0,1,2 PF,1=0N+, 250N- (0:0FF/ON, 4:+/-)
5 pitch Slope 20 -10-+20 -1.0 ~ +2.0 step 0.1 64 Dcy_Time Sw/Pol 72(bit1,5) 0,1,2 FF, 130N+, 2:0N- (1:0FF/ON, 1-)
6 Vel Win Bottam 21 1-227 65  Slp Time sw/Pol 72(bit2,6) 0,1,2 FF,1=0N+, 2:0N- {2:0FF/ON, /=)
7 Vel wWin Top 22 1-127 66 Rel_Time Sw/Pol 72(bit3,7) 0,1,2 FF, 10N+, 2:0N- (3:0FF/ON, 7:+/-)
8  0sc Delay start 23 0~127
+ | voa BG [
| Pitch MG i
67 LevelVelSense 73 -128-127 B Level by Velocity
9 wave Form 24 0- 5 TRI, SawUp, Sawbn, $qr1, Sqr2, Rnd 68  TimeVelSense 74 -128-127 VDA EG Time by Velocity
10 Frequency 25 0-127 69 Att_Time Sw/Pol 75(bit0,4) 0,1,2 FF,1=0N+, 20N~ (0:0FF/ON, 4:4/-)
11 pelay 26 0-127 70 Dcy_Time Sw/Pol 75(bitl,5) 0,1,2 FF,1=0N+,2<ON- (1:0FF/ON, §:+/-)
12 Fadeln 27 0-127 71 Slp_Time Sw/Pol 75(bit2,6) 0,1,2 FF,1=0N+, 250N~ (2:0FF/ON, §:+/-)
13 Intensity 28 0~127 72 Rel_Time Sw/Pol 75(bitd.7) 0,1,2 FF,1=0N+, 20N~ (3:0FF/ON, 7:+/-)
73 Attack Time 7% 0~127 VDA EG Attack Time
| pitch EG { 74  Attack Level 77 0~127 VDA EG Attack Level
75  Decay Time 78 0~127 VDA EG Decay Time
) 14 Intensity 29 -128-127 Intensity by Velocity Semse | 76  Break Point 79 0-127 VDA EG Break Point
15 Level VelSense 30 -126~127 Level by Velocity Sense 77  Slope Time 80 0~127 VDA BG Slope Time
16 Time VelSense 31 -128-127 Time by Velocity Sense [ 78  sustain Level 81 0~127 VDA EG Sustain Level
17  start Level 32 -128-127 Pitch EG Start Level | 79 Release Time 82 0-127 VDA EG Release Time
18 Attack Time 33 0-127 Pitch EG Attack Time —
19 Atcack Level 34 -128-127 Pitch EG Attack Level | Own Effect Parameter |
20 pecay Time 35 0-127 Pitch EG Decay Time .
21 Release Time 36 0-127 Pitch BG Release Time | 80 Own FX A/B pan 83 1-64~127 163~CNT-R63 |
22 Release Level 37 -128-127 Pitch EG Release Level | 8L Own FX C send 84 0~127 |
| 82 Own FX D sena 85 0~127 |
| VOF MG I
23 wave Form 38 o 5 TRI, Sawlp, SawDown, Sqr1, Sqr2,Randm | <Parameter No.(MSB) = 2(0SC2) >
24 FPrequency 39 0-127 |
25 Delay 40 0-127 | | oscillater 2 i
26  radeIn 41 0~127 I
27  Intenmsity a2 0-127 | | ParamNo.(LSB) name offset value description |
+
| 28 VDF Cutoff 43 0~127 Cutoff Fc H | o 86 |
| |
| VDF Keyboard Track I ). { same as OSC 1 Parameters } i
b |
29  Center Key 44 0~127 c-1 ~ 69 | i |
30 Traking Mode 45 0~ 3 OFF, LOW, HIGH, ALL 1 | 82 157 }
3t Fc Intensity 46 -128~127 Cutoff Tracking Intensity |
32 BG Time 47 -128-127 VDF EGTime Tracking Intemsity |
33 Att_Time Sw/Pol 48(bit0,4) 0,1,2 |
34 Dey_Time Sw/Pol 4B(hit1,5) 0,1,2 {
35 Slp Time Sw/Pol 48(bit2,6) 0,1,2  O=OFF,1=0N+,2=ON- 8 1
36  Rel_Time Sw/Pol 48(bit3,7) 0,1.2  0=OFF,1=ON+,2=ON- {(3:0FF/ON, |

0 -9 | GM-a, ri0L, r:02, r:03, r:04,
10 -15 | r:10, r:il, r:16, r:17, r:18,
20 -29 | r:33, ri40, r:CM, y:01, y:03,
30 -39 | y:17, y:i18, y:19, y:20, y:24,
40 -49 | y:34, yi35, y:36, y:37, y:38, y:39,
50 -59 | y:4S, y:64, y:i65, y:66, y:67, y:68,
60 ~69 | y:96, y:97, y:98, y:99, y100, y101,
70 ~74 | PrgB, PrgC, yDr2, rDrm, kDrm

r:06, r:07, r:08, r:09
r:24, 1:25, r:26, r:32
y:08, y:12, y:14, y:16
y:27, y:28, y:32, y:33
y:40, y:41, y:42, y:43
y:69, y:70, y:71, y:72
ySFX, GM-b, Prgl, Prga
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<Drumkit Edit Mode Parameter Change>

| Parameter No.(MSB]

| €O~ Cl~ C2- C3~ Cd~ €5~ C6~ C7~ CB~ |

<Effect 2 Parameter : Parameter No.(MSB) = 2>

c© | 12 24 36 48 60 72 84 96 108 |
ch | 13 25 37 49 61 73 85 97 - |
D 14 26 38 S0 62 74 86 98 - |
of | 15 27 39 51 €3 75 87 99 - |
B | 16 28 40 52 €4 76 68 100 - |
P | 17 29 a1 53 &5 77 89 101 - |
F# |18 30 42 54 66 78 90 102 - |
6 | 1% 31 43 55 67 79 91103 - |
Gh| 20 32 44 56 68 BO 92 04 - |
A | 21 33 45 57 69 81 93105 - |
Ay | 22 34 46 56 70 82 94 106 - |
B | 23 35 47 s% 71 83 95107 - |
j ParamNo.(LSB)  name description |
[ Instrument No. 0-285 1
1 Coarse Tune -64~+63 {Semitone] |
2 Fine Tune -64~+63 [Cent] |
3 Level I
4 Exclusive Group -.127=Group No. |
5 Note ON Switch oN |
5 Note OFF Switch 0=OFF 1=ON |
7 Assign Mode 0=single 1=Multi |
[ Relative Cutoff -64~63 |
9 Relative Color -64-63 |
10 Rel Attack Time -64-63 1
1 Rel Decay Time -64-63 ]
12 Panpot O=Random, 1=L63~64=CNT~127=R63 |
13 Reverb Send 0-127 |
14 Chorus Send 0~127 |
<Bffect Edit Mode Parameter Change>
<Parameter No.(MSB) = 0>
| parameterNo.(LSB) name value description
| o7 Effect Name 20h-7¢h
| s Effect 1 Type 0,1-47 OFF, 1~47
9 Effect 2 Type 0,1-47 OFF, 1~47
10 Effect 1 OFF/ON 0,1 OFF, 0N
11 Effect 2 OFF/ON 0,1 OFF, ON
12 Out-3 Pan{seri,paral/2) 0,1-101 OFF,R-L
13 Out-4 Pan(seri,paral/2) 0,1-101 OFF ,R-L
u Out-1 Level Liparad)  0~9
15 Out-1 Level R(parad) 0-~9
16 out-2 Level L{paral) 0~3
17 out-2 Level R{paral) 0~9
| 18 Effect Placement 0-3
<Effect 1 Parameter : Parameter No.(MSB) = 1>
| ParameterNo. (LSB) name value description
[ Dynamic Mod Source 0-6  NONE,JS(+Y),JS(-¥) ,APTR.T
PEDAL1, PEDALZ , VDA-EG
1 Dynamic Mod Depth -15-15
2 DRY:EFF Balance 1 0~100 DRY-EFF (Fx:1-47)
3 DRY:EFF Balance 2 0~100 DRY-EFF (Fx:40-43,46,47)
. Davamarar 1 -~ Gaa Tahla 3
5 Parameter 2 (47 Effect Parameters)
3 Parameter 3
7 Pparameter 4
8 parameter S
3 Parameter 6
10 Parameter 7
u parameter 8

| ParameterNo. (LSB) name value description |
| o Dynamic Mod Source 0~6  NONE,JS(+Y),JS{-Y) AFTR.T|
| PEDALY, PEDAL2, VDA-EG |
| 1 Dynamic Mod Depth -15~15 (
[ DRY:EFF Balance ! 0-100 DRY~EFF (Fx:1~47) |
13 DRY:EFF Balance 2 0~100 DRY~EFF (Fx:40~43,46,47) |
| |
| e parameter 1 -> See Table 2. ]
s Parameter 2 (47 Effect Parameters) |
| s Parameter 3 |
| 7 Paremeter 4 |
| 8 Parameter 5 |
| 9 Parameter 6 |
| 10 Parameter 7 |
IS Parameter 8 i
* 9. LCD BackLight Color (Rx) .
. format: F0.42,3n,42,7D,vv,F7 .
. n = EXCL Channel (0~F) .
- vv = Color {0=Green, l=Orange, 2=Red} .
<rr> <Rx when>

00h.  BackLight Green Always

0lh.  BackLight Orange Always

02h.  BackLight Red Always

* 10. Remote Switch (Rx) *
. format: F0,42,3n,42,7E,rr,F7 .
. n = EXCL Channel (0~F) .
M rr = SW No. (value) .
<rr> “<Rx when>

0lh.  Tone ON Always

02h.  Tone OFF . Always

03h.  Page/Part— Always

04h. Page/Part++ Alvays

o5h. Pparam- Alvays

06h. Param++ Always

07h.  Demo/Compare Always

08h.  Mute/write Always

09h.  Disp/Exit Always

Oah.  Edit Always

OBh.  Full Edit Always

10~47h. Encoder -56 - -1 Always

48~7Fh. Encoder +1 - +56 Always

* 11. O5R/W Multi SetUp(Compatible} (Rx) M
- format: F0,42,3n,36,55,00,dd....,F7 *
. n = EXCL Channel (0~F) .
* id = data (7-8) 29byte -> 34byte .

<reply> <Rx when>
Multi Setup Dump(OSR/W) None Multi Mode
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BT S Type 16:M.TapDlyl, 17:M.Tapbly2, 18:M.TapDlyd Type 28:Exciter
* Table 2: 47 Type of Effect Parameters { 8 byte ) - | Offset {ParaNo.LSB) name value data{Hex) | | Offset{ParaNo.LSB} name value data (Hex) |
riann KR AR ATk kR e T h b | o (o4 DelayTime 1{Lo} 000..500 00..1F4 ) | o {0q) Blend _99..99 3. .63 |
| 1 {05) DelayTime 1(Hi) I | 1 {os5) Emphatic Point 01,.10 01..0Aa |
Type 01:Hall, 02:Ene.Hall, 03:ConcertHL |z (o6 DelayTime 2(Lo) 000..500 00..1F2 { | 6 (10) EO.High -12~»12(dB] 74..0C |
- | 3 (o7 DelayTime 2(Hi} | | 7 @an EQ.Low -12-+12[4B) F4..0C |
| offset (ParaNo.LsB) name value data (Hex) | | 4 (08) FeedBack ~99..+99 9D..63 | +
| 6 (10) EQ.Low -12-+12[dB] F4..0C |
1 o 04 Reverb Time 0.2~9.9[sec] 00..61 | | 7 an EQ.High -12-+12{dB] F4..0C i Type 29:Enhancer
| 2 (08 High Damp 0-99 (%] 00..63 | 4mmmme et -
| 3 o Ppre Delay 0~200 [ms] 00..c8 { | offset (ParaNo.LSB) nare value data (Hex) )
] 4 (o8 E.R Level 0~99 00..63 | Type 19:Chorusl, 20:Chorus2
| 6 (10) EQ.High -12++12 [dB] F4..0C ] | o {04) Harmonic Density 01..99 |
| 7 (11 EQ.Low -12~+12[dB] F4..0C | | offset{ParaNo.LSB) name value data (Hex) | | 1 (05} Hot Spot 01..20 |
- | 2 (06) Stereo Width 00..99 |
| o (o) Mod Depth 00..99 00..63 | ) 3 (07 Delay 01..99 |
Type 04:Room, 05:LargeRoom, 06:LiveStage i 1 (05) Mod Speed 1 00..D8 | | 6 (10) EQ.Low -12~+12[dB) i
[ 2 (08 MG Status .2 POt i | 7 {11y EQ.High -12-+12[dB] |
| offset (ParaNo.LSB) name value data(Hex) | & (08 Delay Time 00..200 00..c8 |
| 6 {10} EQ.High -12~+12[dB] F4..0C |
0 (04) Reverb Time 0.2-4.9(sec] |7 aun EQ.Low -12-+12(d8B} F4..0C | Type 30:Distortion, 31:0ver Drive
2 (06} High Damp 0-991%] -
3 (N Pre Delay 0200 (ms] | Offset(ParaNo.LSB) name value data (Hex) |
4 (08) E.R Level 0~99 *1 00h..63h : 0.03..3.00 ( 0.03 Step }
6 (10) EQ.High -12-+121d8) 64h..C7h : 3.1...13.0 { 0.1 Step ! | 0 (04) Drive(Edge} |
7 an £Q.Low -12-+12(dB] C8h..DBh : 14 ...30 (1 Step ) | 1 (05) Hot Spot |
- i 2 106) Resonance |
+2 bit0=Mod.WaveForm{0:SIN,1:TRI) | 3 (o7 out Level . ]
Type 07:WetPlate, 08:DryPlate, 09:Spring bitl=Phase(1:180[deg] -fixed) | 6 (10) EQ.Low -12-+12(dB) |
bit2=Mod.wWaveShape (0:Chorus} § 7 an EQ.High -12-+12(dB) |
| Offset (ParaNo.LSB) name value data (Hex)
0 (04) Pre Delay 0~200[ms] 00..c8 Type 21:Quad.Chorus, 22:XOverChorus Type 32:Phaser , 33:Phaser 2
2 (06) E.R Level 1-10 01..0a
3 (o7 Reverb Time 00~99 } offsec(ParaNo.LSB) name value data(Hex) ) | Offset(ParaNo.LSB) name value data (Hex) |
4 (08) High Damp 0~991%]
6 (10} EQ.Low -12~+12 (dB] | a {04y DelayTime L 00..FA { | a {04 Mod Depth Q0..99 00, .63 i
7 Q1 EQ.High -12~+12[dB) |1 (0% DelayTime L 00..FA | | 1 (05) Mod speed *1 00..08 |
+ I 2 (o8 Mod Speed 01..63 | | 2 (06) MG Status 2 e ]
I3 wom Mod Depth 00..63 ) 1 ERN{) FeedBack -59..99 9D..63 }
Type 10:EarlyRefl, ll:EarlyRef2, 12:EarlyRefl | 4 (08) Mod WaveForm EB..14 | I 4 (08) Manual 00..99 00..63 |
+ | 6 (10) EQ.Low -12-+12(dB] F4..0C I
| offset(ParaNo.LsB) name value data (Hex) [ 7 an EQ.High -12~+12[dB) F4..0C |
—— *1 00h..63h : 0.03..3.00 ( 0.03 Step }
o (04) E.R Time 100..800 00..46 64h..C7h ; 3.1...13.0 ( 0.1 Step }
1 (05) Pre Delay 0~200[ma] 00..ca *3 EBR(T+10), EFh(T+3), EEh(T+8)... FER(T-9), FFh(T-10), CBh..D8h : 14 ...30 (1 Step )
& (10) EQ.High -12-+121dB] F4..0C 00(5-10), O01h(S-3), 02h(S-8)... 13h(S+9}, 14h{S+10).
7 1 EQ.Low -12~+12{dB) Fa..0C *2 bit0=Mod.WaveForm(0:SIN,1:TRI)
bitl=Phase (0:0[deg] (Phaser 2), 1:180(deg] (Phaser 1))
Type 23:Harm.Chorus bit2=Mod.WaveShape {0- fixed)
Type 13:StereoDelay, 14:CrossDelay
| Offset{ParaNo.LSB} name value data{Hex) |
| offset{ParaNo.LSB) name value data (Hex) Type 34:Rotary Speaker
| o (04) DelayTime L(Lo) 000..500 00..1F4 )
i o (o) DelayTime L(Lo) 000..500 00..1F8 | 1 (0% DelayTime L(Hi) | | offset (ParaNo.LSB) name value data (Hex) )
| 1 (o5 DelayTime L(Hi) | 2 (06 DelayTime R{Lo) 000..500 00..1F4 |
| 2 ©e FeedBack -99..+99 9D..63 ] 3 (om DelayTime R(Hi) | | o (04) Vibrato Depth 00..15 00..0F |
3 qom High Damp 9-931(%] 00..63 ta eey ¥od Speed 01..99 o1, .63 } o1 sy Acceleraticn 01..15 01..0F )
4 (08) DelayTime R(Lo) 000..500 00..1F4 | 5 (09 Mod Depth 00..99 00..63 | | 2 (06) Slow speed 01..99 01..63 i
5 (09) DelayTime R(Hi) I s ao Filt.splitPoint 00..18 00, .12 i | 3 (o7 Fast speed 01..99 01..63 i
6 (10) £0.High -12-+12{dB] F4..0C + .
7 an EQ.Low -12-+12(dB] F4..0C
Type 24:Sym.Ensemble Type 35:Auto Pan, 36:Tremolo
Type 15:Dualbelay | offset(raralo.LSB) name value data (Hex) i | Oftset{ParaNo.LSB) name value data (Hex) )
| Offset(ParaNo.LSB) name value data (Hex) | H 0 (04} Mod Depth 00..99 06..63 | i 0 (04) Depth co..99 00..63 [
| 6§ {10) EQ.High -12-+12(d4B] F4..0C I | 1 {65} Speed 1 00..D8 |
0 (04) DelayTime L{Lo) 000..500 00..1F4 [ | 7 (1) EQ.Low -12-+12(d8} F4..0C | | 2 (06) MG Status *2 Aree |
1 (05) pelayTime L(Hi) | ] 3 on Shape -99..99 9D..63 )
2 (06) FeedBack L -99..499 9D..63 | | 6 (10) EQ.High -12~+12(dB) F4,.0C {
3o #igh Damp L 0~95{%) 60..63 y Type 25:Flanger}, 26:Flanger2, 27:XoverPingr 7 EQ. Low -12~+12(48) Fa..0¢ 1
4 {08) DelayTime R(Lo) 000..500 00..1F4 I
5 (09) DelayTime R(Hi) i | Offset (ParaNo.LSB) name value data (Hex) i
6 (10) FeedBack R -99..+99 9D..63 |
7 High Damp R 0~99(%) 00..63 | | o (08 Delay Time |
- ] 1 tos) Mod Depth i
| 2 (06 Mod Speed |
i3 o Resonance . 1 *2 bit0=Mod.WaveForm(0:SIN,1:TRI)
| & an EQ.Low ~12-+12[dB) | bitl=Phase(0:0[deg] (Tremolo), 1:180{deg] (Auto Pan))
| 7 an EQ.High -12-+12{dB) | bit2=Mod.WaveShape (0-£ixed) .
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Type 37:Para.EQ

| offset(ParaNo.LSB} name value data(Hex) !
| 0 (04) low Freq |
| 1 (05) Low Gain {
|2 (06 Mid Freq |
| 3 wn Mid Gain |
I 4 (08 Mid Width |
| 5 (09) High Freq |
| 6 (10) Righ Gain |

Type 38:Chorus-Delay, 39:Flanger-Delay

| Offset (ParaNo.LSB) name value data (Hex)

|0 06 Cho.DelayTime 00,.32

| 1 (0% Cho.ModSpeed 01..63

| 2 (06) Cho.ModDepth 00..63

[ 3 won Cho. Feedback 9D. .63

1 4 (o8} Dly.DelayTime 00..51

I 5 09 Dly.Feedback 9D. .63

Type 40:Delay/Hall

| offset (ParaNo.LSB) name value data (Hex)

| o (04 DelayTime (Lo) 000..500 00..1F4

{ 1 (0s) DelayTime (Hi)

| 2 (o8 FeedBack -99..499 9D..63

]33 qom High Damp 0-99[%} 00..63

{4 (o8 Reverb Time 0.2~9.9(sec) 00..61 |

|} 6 o High Damp 0-99 (8] 00..63 1

| 7 an Pre Delay 0-150[ms] 00..96 |

Type 41:Delay/Room

| offset(ParaNo.LSB) name value data (Hex) |

{ 0 (04) DelayTime (Lo) 000..500 00..1F4 |

| 1 (05) DelayTime (Hi) {

] 2 (o8 PeedBack -99..499 9D..63 |

| 3 ¢on Hi Damp 0-99 (8} 00..63 |
(08) Reverb Time 0.2-4.9(sec) 00..2F |
(103 Hi Damp 0~99(%1 00..63 |
[$58) Pre Delay 0~150(ms] 00..96 |

Type 42:Delay/Chorus

| Offset {ParaNa.LSB} name value data (Hex} !

| 0 (04) DelayTime (Lo) 000..500 00..1F4 |

| 1 (05} DelayTime (Hi) |

| 2 (o8 FeedBack -99..+99 9D..63 |

1 3 (on Hi Damp 0~99(8] 00..63 |

| 4 (o8 Mod Depth 00..99 00..63 |

{ 5 (09) Mod Speed "1 00..08 |

] 6 (10 MG Status *2 anre |

*1,"2 See "Typel%:Chorus 1*.

Type 43:Delay/Flanger

| Offset {ParaNo.LSB) name value data (Hex) 1

| 0 (o) DelayTime (Lo} 000..500 00..1F¢ |

| 1 (0s) DelayTime (Hi} |

| 2 (06) FeedBack -99..+99 9D. .63 {

{ 3 o7y Hi Damp 0~99(%1 00..63 )

| 4 08 Mod Depth 00..99 00..63 |

| 5 (09) Mod Speed 1 00..D8 |

| 7 FPeedBack -99..+99 9D. .63 1

*1,*2 See "Typel9:Chorus 1°.

Type 44:Delay/Distortion, 45:Delay/OverDrive s .~ . Crvsstaeresiesrisiiassseentarinn
| 0ffset (ParaNo.LSB) name value data (Hex) ! * Dump Data Format ( 7-8 bit Convert Format ) .
1 o (oa DelayTime (Lo} 000..500 00..1P¢ | B T T T T Y PP PN
| 1 (05) DelayTime (Hi) |
| 2 (o8 FeedBack -99..+99 9D. .63 | (Dump Data Format] n =0, 1, 2, 3, ...
|3 o Drive (Edge) 01..111 01..6F ( ORIGINAL DATA ( 1set = Bbit x 7Tbyte)
| 4 (o8 Hot Spot. 01..99 01..63 i b7 bo b7 B0 b7 b
| 5 (09 Resonance 00..99 00..63 [ v - —t-e
{6 Qo out Level 01..99 01..63 | [ I A I A R I O AR O FELEE trrerrrgd
Tnel Tn+s Tne6
Type 46:Delay/FPhaser MIDI DATA FORMAT { lset = 7bit x Bbyte)
{collect bit?)
{ offset (ParaNo.LSB) name value data (Hex) | b7b7bTBTHIBTLT b6 b0 bE bo b6 bO
T -
I o (o DelayTime (Lo} 000..500 00..1F¢ 1 L2 T 1 O I O O A O Prere el
1 1 {05) DelayTime (Hi) ]
{2 (o6 FeedBack -99..+99 9D. .63 | 7n+6,5,4,3,2,1,0 7m0 Tasl nes e
b3 on Hi Damp 0~99{8] 00..63 |
ex1.) Current Program Dump format
1 4 (09) Mod Depth 0C..63 i 158byte = 7+22+4 --> 8*22+(4+1} = 18lbyte
| 5 09 Mod speed 00..08 | Format : F0,42,3n,42,31,d1,d2,d3....4n,5um, F7
i 711y FeedBack -99..499 9D..63 ] |--t8lbyte--~{
ex2.) Current Combination Dump format
*1 See "Type32:Phaser 1*. 126byte = 7+18 --> 8%18 = 1ddbyte
Format : F0,42,3n,42,32,d1,d2,d3....dn, sun F7
|--144byte---|
Type 47:Delay/Rotary Spk.
ex3.) Current Drumkit Dump format
| offset (ParaNo.LSB) name value data (Hex) 1 1358byte = 7194 --> 8%194= 1552
Format : FO,42,3n,42,33,d1,d2,d3....dn, sun, F7
o0 w00 DelayTime (Lo) 000..500 00..1F4 | |--1552byte--|
| 1 (s DelayTime (Hi) |
| 2 (os) FeedBack ~99..+99 9D..63 | ex4.) All Program Dump format
20224 = 7+2889+1 --> 872889+ (1+1) = 231l4byte
|3 wn Acceleration 01..0F | Pormat : FO,42,3n,42,36,d1,d2,d3....dn, sun, F7
I 4 (08) Slow Speed 01..63 I |--23114byce-{
I s (09) Fast Speed 01..63 {

exs.) All Multi Part Dump format
34264 = 74122345 --> 8¥1223+(5+1) = 9790byte
Format : F0,42,3n,42,3A,d1,d2,d3....dn,sum, F7
|--9790byte--|

* sum = ((d1+d2+d3+ ... +dn) * (~1)} & 01111111b

* Table 3: Global Parameters Dump ( total 10 byte ) .

< Table 3-1 : Glabal Parameters( 10 byte ) >

| ofs | Name | Data | Description i
| trex) | | {Hex) | 1
00 BPS Switch 0...1
01 BankMapType 0...1
02 ExclChannel 0...F Ch.1-Ch.16
03 MemProtect 00. bit0~3:Memory Protect

bit0:Prog{ 0=OFF, 1=ON )

Loouual skl

bit4:BootOption Sw

{ 0=None, 1=Load Multil }
bit5:Prog to Port Sw

( O=Native, 1=Emulate }

! |
| [
| |
| 1
i |
| |
| |
| (0000 0000b |
T 7
| |
| |
| |
{ |
| |
| |

ep!ng 930916}62’
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+ +
| ofs | Name | Data | pescription |
| tex) | | {Hex) | |
i |
04 BackLight ( 0...7 [
| bito:ai Mode On Color
(0000 0000b ] bit1:68 Reset Color
...0000 0111b) | bit2:XG System On Color
| { O=Creen, 1=Orange )
|
o5 RxSystenON |
| bit0:Rx.GM wode On
(0000 00a0B | bit1:Rx.GS Reset
-..0000 0111b) | bit2:Rx.¥G System on
| ( 0=0FF, 1=ON )
| |
| 06 ToneNote 0...B | 0~i1 = Note 'C'~'B’
!
07 Tonevelo | 0-227
08 LCD contrast | 0-~31
09 FxFollowSW | ©0=0FF, 1~32=ON{Part No.}
I

< Table 4-1 :
——

Table 4: Multi Parameters pump

Part Common Parameters( 152 byte )

v

| ofs | Name t Data | Description |
| thex) | | (Hex) { {
[

00 MasterTune ~1024-0-+1021

0z Mastervolume 0-127

03 MasterKeyShift -24-0-+24 (semitone]

04 MasterBalance 01-40-7F L63-CNT~R63

05 Mast erFxBankMsB | -> See Table &-2. t

a6 MasterFxBankLss 00 (only) - See Table 6-2,

07 MasterEffectProg 00...7F 1-128

(Effect Set No.)
08 MIDItoFort 01 [ 1:B, 2:¢(0B)
09 MIDItoFort 02 4 1:8, 2:¢(DB)
{

17 MIDItoPort 16 0:a, 1:B, 2:C(DB)

18 ProgChgtoPort00l | 0...3 0:A, 1:3, {DB), 3:Ignore

19 ProgthgtoPortod2 | 0...3 ) oA, 21, {DB), 3:1gnore

97 ProgChgtoPort12s 0:A, 1:B, 2:C(DB}, 3:Ignore

< Table 4-2 : Part Parameters( 92 byte/part : total 2,944 byte ) >
| ofs | Name | pata | Description )
| (Hex) | | {Hex) | |
| Part 01 Parameters |
00 BankMsB 00...7F -> See ProgName list
2] BankLSB 00...7F -> See ProgName list
02 ProgNg 00...7F -> See ProgName list
03 RxMIDICh 00...0F, Ch.A0L.
10...1F,20 Ch.BO1.
o4 RxSwitch
(2 byte) o...1 0:0FF, 1:08
!
05
) t
bit§:RxSostenute
bit?:RxSoftPedal
05 MONOPOLY 0...1
07 PartHode 0...5
2..5=HDrml.. .4
08 CoarseTune 8..40..58 -24~0~+24 (semitone]
0g FineTune 80..00..7F -128-0~127
{ -12.8[Hz]~+12.7 [Hz] )
oA Volume 000...127
oB Expression 000...127
oc VelDepth 000...127
o Veloffset 000...127
oE Panpot. RND, L§3~CNT~R63
QF |  Notegottom 0~127 = C-1-G% 4
10 | NoteTop 04127 = C-1-G9
11 AC1Rumber 0~95: Contrel No.
12 AC2Number 0-95: Control No.
13 ChoSend ©00...127
14 RevSend 000...
15 RxBankselect 0=0FF,
16 VibFrequency .00
17 VibIntensity 00
18 VibDelay .00
19 CutoffFreq .00
1 color .00
18 EGAttackTime .00
1c EGDecayTime 1 oo
1 EGReleaseTime 00..40..7F .00
1E Scale 00..40..7F .-+63[cent]
1F Scale ct 00..40..7F .. +63 (cent]
| 20 Scale D 00..40..7F .+63 [cent]
[ 2N Scale D# 98..40..7F ..+63{cent} }
22 Scale E 00..40..7F +63 [cent]
23 Scale F 00..40..7F +63 [cent]
24 Scale F# 00..40..7F +63 [cent)
25 Scale G 00..40..7F ..+63 [cent]
26 Scale GI ] o0..40..77 -64 ..+63 [cent)
27 | scalea | 00..40..7F -§4..+63 [cent]
28 Scale At 00..40..7F -64..+63 [cent}
29 Scale B 00..40..7F -64..+63 [cent]
23 MOD Pitch 28..40..58 -24~0~+24 [semitonel
28 HOD VDF 00..40..7F -64~0~+63
2 MOD VDA 00..40..7F -64~0~+63
) 2p | MOD LFO Freq t 00..40..7F -64~0~+63
| 2B MOD LFO Pitch | 000...127
| 2F MOD LFO VDF | 000.
| 30 MOD LFO VDA | 000. ..
i i

| ofs | Name | Data f Description |
| (sex) | {Hex) | }
|

31 BEND Pitch -24-0-+2¢ [semitone]

32 BEND VDF -64~0-463

33 BEND VDA

34 BEND LFO Freg

35 BEND LFO Pitch

16 BEND LFO VDF

37 BEND LFO VDA

8 CAf Pitch ~24~0~+24 [semitone]

39 CAf VDF -64~0~+63

3a CAf vDa -64~0~+63

3B CAf LFO Freq -64~0~+63

3¢ CAf LFO Pitch
} 3D CAf LFO VDF

3B CAf LFO VDA

IF PAE Pitch

40 PAf VDP

a PAE VDA

42 PAf LFO Freg

43 PAf LFO Pitch

4 PAf LFO VDF

45 PAf LFO VDA
| 46 AC1 Pitch
1Y AC1 VDF
| a8 AC1 vDA

a9 AC1 LFO Freq

a AC1 LFO Pitch

48 AC1 LFO VDF

ac ACl LFO VDA

4 AC2 Pitch

4 AC2 VDF

ar ACZ VDA

50 AC2 LFO Freg

51 AC2 LFO Pitch

52 ACZ LFO VDP

s AC2 LFO VDA

54 Portasw 0...1 0=OFF, 1=ON

55 PortaTime 00...7F 127

56 PEGStartL 00..40..7F -64-+63

57 PEGAttackT 00..40..7F -64-463
| s8 PEGReleaseT 00..40..7F -64~+63
i s9 PEGReleaseL 00. .40 -64~+63
| sa VelBottom 00...7F C-1-G9
| sB VelTop 00...7F 0~127= C-1-G9
|
| Part 02 Parameters i
! | | I |
| | i | |
| 1 | [ |
t | | | |
| Part 32 Parameters i
{ | | | |
| | | | !
| [ | { |
! | ! | |
| | t ! !
| oB7F | | | |

+

apIng) edusIasey



0Ll

< Table 4-3 : Drumkit Parameters( 1,358 byte } > T venn
* - | ofs | Nanme | Data | Description |
| ofs | Name | Data | Description | * Table 5: Program Parameters Dump - | (Hex) | | (Hex) | |
| trexy | i {Hex) 1 * -
. L LTI Yo |
| INSTRUMENT 1 3F AMDLFO WaveForm | 1
< Table 5-1 : Program Paramecers{ 158 byte } > - a4 AmPLFO Frequency | o...127
| ) + a@ AmpLFO Delay 0...127
00 Instrument 000...110 Q...285 | ots | Name | Data | Description | 42 AmpLFO Fadeln 0...127
-01 | tHex) | { (Hex} | ! 43 AmpLFO Intensity 0...127
02 CoarseTune 00..40..7F -64~0-+63[semitone}
03 FineTune 00..40..7F -64-0~+63(cent) | i | 41 VDA KBDTRK Key 00...7F 0...127 {c-1..G9)
0 Level 00...77 000...127 00 Program Name | 20,..7F | 32-127 (ASCII Character} | 45 VDA KBDTRK Mode | 3
05 | ExclGroup 00...7F 0:0FF, 1..127:Group No. . [ . 46 VDA KBDTRK AmpInt |  80..00..7F ~128~0-+127
06 KeyAssign | 47 VDA KBDTRK EgTime | 00...7F 0...127
0...7 Dit0=RxNoteON | 18 VDA K.TRK EgTimeSw w2
( 0=0FF, 1=0N ) |
(0000 0000 bitl=RxNoteOFF 09 Program Name | 32-127 (ASCII Character) 49 A.EG LevelvVelSense 80..00..7F -128~0~+127
...0000 0111) ( 0=OFF, 1=ON ) 3 Program Mode | 0:single, 1:Double 1 A.EG TimeVelSense 00...7F 0...127 |
bit2=KeyAssign 0B Fx BankMSB | -» See Table 6~2. 4B A.EG TimeVel Sw "2 i
( 0=single, i=Multi ) oc Fx BankLSB ] -> see Table 6-2. 4 A.EG AttackTime 0...127
07 Cutoff op Fx Number | 1...128 a0 A.EG AttackLevel [
08 Color | 4E A.EG DecayTime o
09 AttackTime aF A.EG BreakPoint 0
oA DecayTime | 0SC 1  Parameters 50 A.EG SlopeTime 0
| om Panpot. 51 A.EG SustainLevel 0
i oc RevSend [ - f s2 A.EG ReleaseTime [
| oo ChoSend o 0SC MultiSanple 000...20F ..527 MultiSample No.
| -oF 53 Pan A/B 0, 1-64~127
+ 10 osc octave E8,P4,00,0C ~24(=32'), -12(=16"), (RND, LE3~CNT~R63)
i 0(= 8'), +12(= 4") 54 C send 127
11 0SC Level .127 | 55 D Send 127
| 12 | 0sC CoarseTune ~12-+12 [semitone] | | ] i |
oE 13 0SC FineTune ~99-+99 1 +
same as  INSTRUMENT 1 Paramters 14 0S¢ PitchSlope ~1.0..+2.0 {Step 0.1) | 0SC 2 Parameters
. 15 0S¢ VvelBottom 1...127 e
1c 16 0SC VelTop 1...127 1 |
17 oSC DelayStart 0...127 (0:0FF) | s6 | '
4e | |
! INSTRUMENT 3 18 PitchLFO WaveForm *1 1 | { same as 0SC 1 Parameters )
19 PitchLFO Frequency 0...127 | |
1A PitchLFO Delay 0...127 | |
1D 1B PitchLFO FadeIn 0...127 | 9o |
same as  INSTRUMENT 1 Paramters 1c PitchLFO Intensity 0...127 | {
1 P.EG Intensity -128-0-+127 (-10ct..+10ct)
{ ! 1E |- P.EG IntVelSense -123-0~+127
i i ¥ P.EG TimeVelSense -120~0~+127 *1 : LFO WaveForm
20 P.EG StartLevel -128~0-+127 (-10ct..+10ct)  bit0~bit2 0:TRI, 1:SAW-UP, 2:5AW-DN, 3:SQR1, 4:SOR2, 5:RND
21 P.EG AttackTime 0...127
22 P.EG AttackLevel -128-0~+127 (-10ct..«10ct) *2 : Keyboard Tracking Switch
23 P.EG DecayTime 0...127 bit0:Atcack Time SW / 0:OFF,
| | 24 P.EG ReleaseTime 0...127 bitl:Decay Time SW / 0:0FF,
25 P.EG ReleaseLevel -128-0~+127 {-10ct..+10ct) bitz:Slope Time SW  / 0:0FF,
| INSTRUMENT 97 | bit3:Release Time SW / 0:OFF,
- 26 FiltLFO WaveForm "1 bitd:Attack Time Porarity /
1 | | 27 FiltLFO Frequency bit5:Decay Time Porarity /
| osa0 | | 28 FiltLFO Delay bit6:Slope Time Porarity / 0:+,
| | same as  INSTRUMENT 1 Paramters | 29 FiltLFO FadeIn bit7:Release Time Porarity / O:+,
[ | 22 FiltLFO Intensity |
| | | | *3 : Keyboard Tracking Mode Switch
| 054D | | 2B VDF Cutoff 00.,.7F 0...127 (22Hz_.15,625kHz) OFF:
| | | 2c VDF KEDTRK Key 00...7F 0...127 {¢-1..G9) Low: 1
20 VDF KBDTRK Mode 3 HIGH: 2
2E VDF KBDTRK Folnt 80..00..7F ~128~0~+127 ALL: 3
| 2F | VDF KBDTRK EgTime 00...7F | 0...127
| 30 | VDF K.TRX BgTimeSw | } 2
31 Color Intensity ! 00...7F | o0...127
32 Color VelSense | 80..00..7F | ~128~0-+127
| i
33 F.EG Intensity 00...7F | o...127 -
34 F.EG IntVelSense 80..00..7F | ~128~0-+127
35 F.EG TimeVelSense Q0...7F | o...127
36 F.EG TimeVel Sw i *2
37 F.EG AttackTime 00...7F | o...127
38 F.EG AttackLevel 80..00,.7F | ~128~0~+127
39 F.EG DecayTime 00. | o...127
3a F.EG BreakPoint 80..00..7F | -128-0~+127
3B F.EG SlopeTime 00. | o0...127
3¢ F.EG SustainLevel 80..00..7F | -128-0~+127
3D F.EG ReleaseTime Q0. 1 0...127
3E F.EG ReleaseLevel 80..00..7F | -128-0-+127
|
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* Table 6: Combination Parameters Dump

< Table 6-1 : combination Parameters({ 126 byte ) >
| offser | Name value description |
I texy | |
00 Combi Name 324127 ASCIT character )
. 1
|
. N ) . |
09 Combi Name 32-127 ASCIT character |
oa Own FX BankMSB 0~127 -> See Table 6-2. )
o8 Own FX BankLSB 0127 |
| oc | own FX Number 0~127 [
| op | (Qummy datal {
| TIMERE 1 |
34 Bank No. MSB 0-127 -> See ProgName list I
oF Bank No. LSB 6-127 -> See ProgName list |
10 Program No 0-127 |
1 Volume 0~127 )
12 panpot 0,1-64~127 RND, LE3~CNT-RE3
13 Reverb Send 6-127
14 Chorus Send 0-127
15 Note Win Bottom 0-127 c-1~69
16 Note Win Top 0~127 c-1-G9
17 Vel Win Bottom 1-127
18 Vel Win Top 1-127
13 Transpose -24-24{E8h~18h) [semitone)
1a Detune ~50-50{CEh~32h) [cent]
1B(bit 0) | Note ON/OFF $W 0.1 N {(Timbre ON/OFF}
1B(bit 1) | controlChange sw 0,1
1B(bit 2) | Pitch Bend Sw 0,2
1B(bit 3) | After Touch $w 0.1 (Channel/Poly)
1B(bit 4) | Damper Sw 0.1
1B{bit 5) | Portamento Sw 0.1 |
| TIMBRE 2 |
1
(same as TIMBRE 1)
29(bit §)
| TIMERE 3 |
| !
| |
| TIMBRE 8 1
1 70 | |
| | (same as TIMERE 1} |
| | I
[ ! |
) 7pibit 5) | i
< Table 6-2 : Effect Bank >

.
{ Fx Benk Nawe |

Bank

Bank MSB:LSR (HEX)

|

PEzoMmOUDWD

O ——

|
t
|
i
|
|
|
i

as 'Prga’ Bank

as

as

(Others

'Prgs’
*Prgct
+Cmba’
+CmbB"
*Cmbe
Prgu
Bank)

Bank
Bank
Bank
Bank
Bank

‘CmbU' Bank

582

** (00:00 by O5R/W MAP}

!
i
|
|
|
!
|
|
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NS5R MIDI Implementation Chart
Transmitted Recognized Remarks
Function...
Basic channel  Default 1~16 1~16 Memorized
Changed 1-16 1~16
Default 3
Mode Messages X X
Altered kkskkkksk
Note X 0~127
Number: True voice kkskkkkk 0~127
Velocity Note ON X O 9n, V=1~127
Note OFF X O
After Key’s X O
Touch Ch’s X O
Pitch Bender X O
0,32 X O Bank Select
X O Mod Wheel
5 X O Portament time
7 X O Volume
Control 10 X O Pan Pot (A:B)
11 X O Expression
6, 38 X O Data Entry
12,13 X O FX1, 2 Cntrl
. 64 X O Damper Pedal (Hold1)
] pa~ N &) Paortament
Change 66 X O Sostenuto
: 67 X O Soft o
72,73 X O EG Time (Release, Attack)
74 X O Brightness '
91,93 X O FX1, 2 Cntrl
96, 97 X O Data Increment/Decrement
98, 99 X O NRPN LSB, MSB
100 101 X @) RPN LSB, MSB
20 X O All Sound Off
121 X O Reset All Cntrls
Program X O 0~127 ‘
Change: True# Fokskokkckk 0~127
System Exclusive O O
: Song Pos X X
System Common: Song Sel X X
: Tune X X
System Real Time : Clock X X
: Commands X X
: Local ON/OFF X X
Aux Messages : All Notes OFF X O 123~127
: Active Sense X O
: Reset X X

Mode 1 : OMNI ON, POLY
Mode 3 : OMNI OFF, POLY

Mode 2 : OMNI ON, MONO
Mode 4 : OMNI OFF, MONO

Q:Yes
X :No

apgng 93U9)9i98
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PC Interface Technical Infomation Chart

PC Interface Technical Notes

PC IF Clock Description

31.25 KBPS Asynchronous 31.25KBPS

8bit, 1stop bit, No parity bit
38.4 KBPS Asynchronous 38.4KBPS

8bit, 1stop bit, No parity bit

All MIDI messages described in the MIDI inplementaion are also received from PC Interface. In addition,
line controlcommands listed below are recognized.

Data ’ Description

BO7A 00
BO7A7F

Disable MID! IN to TG connection
Enable MIDI IN to TG connection

F5 00(When PC IF connection set to ‘Emulate’)
Enable PC IF to TG connection and
Enable PC IF to MIDI OUT connection

F5 00(When PC IF connection set to ‘Native’)
PC IF connection is depends on the
setting of Part Common Parameter,
‘MIDI ch to Port’.

‘MIDI ch To Port' Parameters
‘A’ : Enable PC IF to TG{Ch.AO1 to A16)
disable PC IF to MIDI OUT connection
‘B’ : Enable PC IF to TG(Ch.BO1 to B16)
disable PC IF to MIDI OUT connection
‘C’ : Enable PC IF to MIDI OUT
disable PC IF to TG connection

F5 01 Enable PC IF to MIDI OUT and
disable PC IF to TG conection

F5 02 Enable PC IF to TG(Ch.AO1 to A16) and
disable PC IF to MIDI OUT conneciton

F5 03 Enable PC IF to TG(Ch.BO1 to B16) and
disable PC IF to MIDI QUT conneciton

F5F5S Transmit one F5 from MIDI OUT
F5 FF Transmit one FF from MIDI OUT
FF No operation

All messages from MIDI IN are always sent to host via PC IF.

On default, all messages from MID! IN are recognized by the TG as well. After the reception of BO 7A 00
from PC IF,all

following messages will be ignored by the TG. BO 7A 7F will reset to normal operation.

Notes:

1. No handshake means are provided between NS5R and the host PC. Itis host's responsibility to receive
data from the PC IF
without overrun.

2.In case 38.4KBPS is used, since NS5R has limited amount of MIDI OUT buffer,buffer overrrun will occur
if data stream to

be MID!I OUT is sent via PC IF full in bandwidth.

To avoid this,hostmay insertdummy FF messages every 4th bytes,which will notbe transmitted from MIDI
OuUT.

3. If Line Control is used in an application program, it should be reset to normal state with F5 00/ BO 7A
7F messages after

its execution.

4 The FE e mocsages should navar ha nlaced in nartable seauence files. since thev are not legal MIDI
messages.

5. Korg MIDI Drivers insert all required messages described above.
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Appendix

Multi Sample

O — O

N e e I
O~ wnrn — O

W W w W W W W WM MMM MMM MND N = — — —

A.Piano 1
APiano 1w
APiano1LP
APiano 2
APiano 2w
M1 Piano
M1 Piano w
Grand EP
E.Piano 1
E.Piano 1w
E Piano1LP
E.Piano 2
E.Piano 2w
E Pianc2LP
Soft EP
Soft EP LP
Hard EP
Hard EP w
Hard EP LP
Stage EP
Stage EP w
PianoPad 1
PianoPad 2
Clav

Clav w

Clav LP
Harpsicord
Harpsicd w
HarpsicdLP
PercOrgant
PercOrg1LP
PercOrgan?
PercOrg2LP
Organ 1
Organ 1 LP
Organ 2
Organ 2 LP
Organ 3
Organ 4
Organ 5
Organ 6
Organ 6 LP

VoxOrgan 1
VoxOrgan 2
VoxOrgan 3
RotaryOrg1
Rotary1 LP
RotaryOrg?
Super BX-3
SuperBX3LP
Dist.Organ
Dist.OrgLP
PipeOrgant
PipeOrg1LP
PipeQOrgan?
PipeOrg2LP
PipeOrgan3
PipeOrg3LP
Cheese Org
Musette
Musette V
Bandneon
BandneonLP
Accordion
AcordionLP
Harmonica
G.Guitar
G.GuitarLP
F.Guitar 1
FGtr1LP
F.Guitar 1V
F.Guitar 2
AGtr Harm
E.Guitar 1
E.Guitr1 V
E.Guitar 2
E.Guitar 3
MuteGuitar
Funky Gtr
FunkyGtr V
E.Gtr Harm
E.GtrHramV
DistGuitar
Dist GtrLP

84
85
86
87
88

DistGuitrV
Over Drive
OverDrv LP
OverDrv F4
MuteDstGtr
MtDstGtr V
DstGtrHarm
PowerChord
PowerChd V
OverDvChrd
Power Gtr
PowerGtr V
Gt Scratch
Gtr Slide
GtCutNois1
GtCutNois?
Chic 1

Chic 2

Stick

Sitar 1

Sitar 2

Sitar 2 LP
Tambura
Tambura LP
Santur
Bouzouki
BouzoukiLP
Mandolin
Banjo
Shamisen
Koto

Uood

Harp
Ukulele
MandlinTrm
ABass 1
ABass1 LP
ABass 2
A.Bass? LP
E.Rass 1
EBasst LP
EBass 2

126
127
128
129
130
131
132
133
134
135
136
137
138
139
140
141
142
143
144
145
146
147
148
149
150
151
152
153
154
155
156
157
158
159
160
161
162
163
164
165
166
167

E.Bass? LP
PickBass 1
PicBass1LP
PickBass 2
PickBass 3
Fretless
FretlessLP
SlapBass 1
SlapBass 2
SlpBass2LP
SlapBass 3
SynthBass 1
SynBass1LP
SynthBass?
SynBass2l.P
SynthBass3
RezBass 1
RezBass 2
RezBass 3
RezBass3LP
MiniBass
House Bass
FM Bass
FM Bass LP
Bass Slide
StringSlap
Kalimba
Music Box
MusicBoxLP
Log Drum
Marimba
Marimba w
Xylophone
SynMallet
Vibe

Vibe w
Celesta
Glocken 1
Glocken 2
BrightBell
B.Bell LP
Metal Bell

M.Bell LP
Gamelan
Pole
Pole LP
Tubular
ChurchBell
FingCymbal
FingCymbNT
Gong
Gong LP
Spit Drum
Split Bell
Flute
Tin Flute
TinFluteLP
Pan Flute
PanFluteLP
Shakuhachi
ShakhachiV
ShakhachLP
Bottle
Recorder
Ocarina
Oboe
EnglishHrn
EngHornLP
BasoonOboe
BsonOboel P
Clarinet
ClarinetLP
Bari.Sax
Bari.SaxLP
Tenor Sax
T.Sax LP
Alto Sax
ASax LP
SopranoSax
SSax P
Bag Pipe
Tuba
Tuba LP
Horn
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BrightHorn
FlugelHorn
Trombone 1
Trombone 2
Trumpet
Trumpet LP
Mute TP
Mute TP LP
Brass 1
Brass 1 LP
Brass 2
Brass 2 LP
Brass Fal
StringEns.
StrEns. V1
StrEns. V2
StrEns. V3
AnaStrings
AnaStr. V1
AnaStr, V2
AnaStr. V3
PWM

Violin

Viola

Cello

Celo LP
CBs.&Cello
Pizzicato
Voice

Choir

Soft Choir
Air Vox

Doo Voice
DooVoicel.P
Syn Vox
Syn Vox LP
(Glass Vox
White Pad
Ether Bell
E.Bel LP
Ghostly
Mega Pad
Synth Pad
Synth PadA
Spectrum 1
Spectrum 2
WaveSweep
WaveSweepA
WaveSweepB
MouthHarp1

260
261
262
263
264
265
266
267
268
269
270
271
272
273
274
275
276
277
278
279
280
281
282
283
284
285
286
287
288
289
290
291
292
293
294
295
296
297
298
299
300
301
302
303
304
305
306
307
308
309

MouthHrp 1A
MouthHarp?
MouthHrp2A
MouthHarps
ChromRes
WahFuzz
Applause
Stadium
BrushNoise
BruNoiseNT
WhiteNoaise
WhiteNoiNT
Jetstar
Jetstar LP
JetstrLPNT
BrushSwirl
Thing

Thing NT
MarcTree 1
MrcTree INT
MarcTree1V
MrcTreTVNT
MarcTree 2
MrcTree?NT
MarcTree2V
MrcTre2VNT
TriRol
TriRol NT
TriRall V
TriRoIVNT
Clicker
Clicker NT
Cast Roll
CastRolNT
Lore

Lore NT
Waterphone
Crickets 1
CricktsINT
Crickets 2
Crickts2NT
Magic Bell
Tron Up
Tron Up LP
Tron Up NT
Flute FX
FluteFX LP
Flutter
Flutter LP
Harp Up

310

312
313
314
315
316
317
318
319
320
321
322
323
324
325
326
327
328
329
330
331
332
333
334
335
336
337
338
339
340
341
342
343
344
345
346
347
348
349
350
361
352
353
354
365
356
357
358
359

Harp Up LP
Jung Gliss
JungGlisLP
MalletLoop
MalletLpNT
Boogeta
Sporing
Rattle
Kava
Fever 1
Fever 2
Scratchar
Zappers 1
Zappers 2
Bugs

Surfy
SleighBell
Sagatty
Sagatty NT
Elec Beat
Jdling
EthnicBeat

Digital 1
VS 102
VS 48

VS 52

VS 58
VST1

VS 72

VS 88

VS 89
13-35
DWGSOrgant
DWGSOrgan?
DWGS EP.
Saw
Square
Ramp
Pulse 25%
Pulse 8%
Pulse 4%
Syn Sine
Sine

Orch Hit
ImpactHitL
ImpactHitR

360
361
362
363
364
365
366
367
368
369
370
371
372
373
374
375
376
377
378
379
380
381
382
383
384
385
386
387
388
389
390
391
392
393
394
395
396
397
398
399
400
401
402
403

404

405
406
407
408
409

Rave Hit L
Rave Hit R
Philly Hit
PowerSnare
Syn Snare
SnareRI/Ht
Fist

Stick Hit
Side Stick
SideStkNT
TimbleSide
TimbISiANT
Indust

Tako Hit
SynRim
Syn Rim NT
Click

Crash Cym
CrashCymLP
CrashLP NT
China Cym
ChinaCymLP
Splash Cym
Orch Crash
Tite HH

Tite HHNT
Open HH
CloseSynHH
OpenSyn HH
Bell Ride
Ping Ride
Orch B.Drm
Tom 1
Tom2 Hi
Tom?2 Lo
ProccesTom
OiDrum
Syn Tom 1
Syn Tom 2
VocalSnare
SolidHit
Steel Drum
SteelDrmlLP
Timapni
Timpani LP
Taiko
Tsuzumi
Low Bongo
Slap Bongo
Open Conga

410
411
412
413
414
415
416
417
418
419
420
421
427
473
424
495
406
47
478
499
430
431
432
433
434
435
436
437
438
439
440
441
442
443
444
445
446
447
448
449
450
451
452
453
454
455
456
457
458
459

Slap Conga
Paim Conga
Mute Conga
Baya

Tabla 1
Tabla 2
Djembe
Maracas
SynMaracas
SynMarcsNT
Cabasa
Cabasa NT
Sagat
Sagat NT
Tambourine
JingleBell
MuteTriang
OpenTriang
Agogo

Cow Bel
Timbale
WoodBlock 1
WoodBlock?
WoodBlock3
Claves

Syn Claves
Castanet
CastanetNT
Castanet V
FingerSnap
FingSnapNT
Snap

Snap NT
Drop
CorkPop
Vibraslap
Guiro

Guiro LP
Hand Clap
HandClapNT
Gun Shot 1
GlassBreak
Metal Hit
Pul 1

Pul 1 NT
Puli 2

Pull 2 NT
HandDril
HandDrilNT
Zap 1



460 Zap?2 474 Rev.Snare3 488  Stream 502 Footstep 2 516 MachineGun
461 Fret Zap 1 475 Rev.Cymbal 489 Bubble 503 Telephonet 517 Laser Gun
462 Fret Zap 2 476 Rev.Tom 1 490 Bird 1 504  Telephone? 518 Explosion
463  Scratch Hi 477 Rev.Tom 2 491 Bird?2 505 Door Creak 519 DJKit1
464 ScratcHINT 478 Samurall 492 Kitty 506 Door Slam 520 DJKit2
465 Scratch Lo 479 Growl 1 493 Dog 507 Car Engine 521 Scratches
466  ScratcLoNT 480 Growl 1 NT 494 Growl 2 508 CarEngnLP 522 Orch Perc
467  ScratchDbl 481 Monkey 1 495 Gallop 509 Car Stop 523 Loopey
468  ScratDbINT 482 Monkey 2 496  Laughing 510 Car Pass 524  ClockWorks
469 Scratcha 483 Rain 497 LaughingV 511 Car Crash 525 Musicaloop
470 RevKick 484 Thunder 498  Scream 512 Siren 526 Manimals
471 Rev.ConBD 485 Wind 499 Punch 513 Train 527 Down Lo
472 Rev Snare! 486 Seashore 500 Hart Beat 514 Helicopter
473 Rev.Snare? 487 Seashore V 501 Footstep 1 515 Gun Shot 2

Drum Sample
0  FatKick 31 SynSnare 1 62 Tom1lo 93 CorkPop 124 Guiro S
1 Rack Kick 32 SynSnare 2 63 Tom?2Hi 94 Mute Cuica 125 Guiro L
2 AmbiKick 33 VocalSnr 1 64 Tom2HV 95 Open Cuica 126 Pul1
3 Crisp Kick 34 VocalSnr 2 65 Tom2lo 96  Maracas 127 Pul2
4 Punch Kick 35  Fist 66 Tom2LloV 97  Cabasa 128 Whistle S
5 Dry Kick 36 Brush Slap 67  ProcessTom 98  SynMaracas 129 Whistle L
6  RealKick 37 Brush Tap 68  OiDrum 99  Sagat 130 Hand Claps
7 Gated Kick 38 BrushSwish 69  SynTom 1 100  Tambourine 131 Syn Claps
8  ProcesKick 38 BrushSwirl 70 SynTom2 Hi 101 JingleBell 132 MetalHitHi
9 Metal Kick 40 Stick Hit 71 SynTom? Lo 102 MarcTree 1 133 MetalHitLo
10 Dance Kick 41 Side Stick 72 SolidHit 103 MarcTree 2 134 Gt Scratch
11 SynKick 1 42 SynRim 73 Brush Tom 104 MuteTriang - 135 Gtr Side
12 SynKick 2 43 Crash Cym 74 BrushTomV 105 OpenTriang 136 GtCutNois1
13 SynKick 3 44 Crash LP 75 Timpani 106 Flexatone 137 GtCutNois2
14 SynKick 4 45 China Cym 76 Tako Hi 107 Agogo 138 Chic 1
15 OrchB.Drm 46 China LP 77 Tako Lo 108 Cowbell 139 Chic 2
16 Snare 1 47 Splash Cym 78  LoBongo 109 SynCowbell 140 Bass Slide
17 Snare? 48  Splash LP 79 HiBongo 110 R-Timbal 141 StringSlap
18  Snare 3 49 Orch Cym 80  SlapBongo 111 HiTimbal 142 Orch Hit
19 Snare4 50  OrchCym LP 81 Tsuzumi 112 Lo Timbal 143 ImpactHitL
20 PicloSnare 51 Tite HH 82  Open Conga 113 Timbales 144 ImpactHitR
21 Soft Snare 52  Close HH 83  Slap Conga 114 WoodBlockH 145 Rave Hit L
22 LightSnare 53  OpenHH 84  Pam Conga 115 WoodBlockM 146 Rave HitR
23 Dry Snare 54 Pedal HH 85  Mute Conga 116 WoodBlockl. 147 Phily Hit
24 TightSnare 55 CloseSynHH 86 Bayal 117 Claves 148 BrassFallt
25  AmbiSnare 5  OpenSyn HH 87 Baya? 118 Syn Claves 149 BrassFall?
26 Rock Snare 57  Ride Edge 88 Tabla 1 119 Castanet 150 BrassFall3
27  GatedSnare 58  Ride Cup 89 Tabla? 120 Castanet V 151 BrassFal4
28  PowerSnare 59 RideCym 1 90 Tabla3 121 FingerSnap 152 Zap 1
29 RolSnarel 60 Ride Cym2 91 Udu 122 Snap 153 Zap?2
30 RolSnare2 61  Tom 1Hi 92  Diembe 123 Viblaslap 154 Scratch Hi
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55
b6
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81

ey e s e A s . — — — — —a
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Scratch Lo
ScratchDbl
Scratch a
Scratch b
Scratch ¢
Sword
Drop

BISS
BOOFN
BOOGETA
CHLACK
COQOSH
COUGH
ISSH
POOM
Uhhhl
Samurail
Growl 1 —-
Monkey 1
Monkey 2
Rev.Kick
Rev.ConBD
Rev.Snare1
Rev.Snare?
Rev.Snare3
Rev.Cymbal
Rev.Tom 1

Rev.Tom 2
Kalimba 1
Kalimba 2
MusicBox 1
MusicBox 2
Log Drum 1
Log Drum 2
Log Drum 3
Log Drum 4
Log Drum b
Marimba 1
Marimba 2
Marimba 3
Marimba 4
Xylofon 1
Xylofon 2
Xylofon 3
Vibe 1

Vibe 2

Vibe 3

Vibe 4
Celeste
Glocken 1
Glocken 2
Glocken 3
BrightBell
Metal Bel

209

TN M NN MNDMNDMNDNDMN
W ~N OOl - O

Gamelan 1
Gamelan 2
Pole
FingCymbal
Tubular 1
Tubular 2
Tubular 3
ChurchBell
Gong Hi
Gong Lo
MouthHarp1
MouthHrp 1A
MouthHarp2
MouthHrp2A
Spectrum 1
Spectrum 2
Stadium
BrushNoise
WhiteNoise
Jetstar
Thing

Tri Rdl
Clicker 1
Clicker 2
Clicker 3
Cast Roll
Lore

236
237
238
239
240
241
242
243
244
245
246
247
248
249
250
251
252
253
254

fasiol

256
257
258
259
260
261
262

Waterphone
Crickets
Tron Up
Flute FX
Flutter
Harp Up
Jung Gliss
MalletLoop
Rain
Thunder
Wind
Seashore
Seashore V
Stream
Bubble
Bird 1

Bird 2
Kitty

Dag

Growl 2
Gallop
Laughing
Laughing V
Scream
Punch
Hart Beat
Footstep 1

263 Footstep 2
264 Applause 1
265 Applause 2
266 Telephonel
267  Telephone?
268  Door Creak
269 Doar Slam
270 Car Engine
271 Car Stop
272 Car Pass
273 Car Crash
274 GlassBreak
275 Siren

276 Train

277 Helicopter
278  Gun Shot 1
27¢  Gun Shot 2
28C  MachineGun
281 Laser Gun
282 Explosion
285 HandDrill
284  Metronome!
285  Metronome?

*The sounds processed
by INFINITY™,
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Name
Piano 1
Piano 2
Piano 3
HonkeyTonk
E.Piano 1
E.Piano 2
Harpsicord
Clav.
Celesta
Glocken
Music Box
Vibraphone
Marimba
Xylophone
Tubular
Santur 1
Organ 1
Organ 2
Organ 3
ChurchOrg1
Reed Org.1
AccordionF
Harmonica 1
Bandneon1
NylonGtr. 1
SteelGtr. 1
Jazz Gtr.
CleanGtr.1
Muted Gtr,
OverDriveGt
Dist.Gtr.1
GtHarmonx 1
AcousticBs
FingerdBs1
PickedBass
Fretless 1
SlapBass 1
SlapBass 2
SynthBass 1
SynthBass?
Violin

Viola

Cello
Contrabass
TremoloStr
Pizzicato
Harp
Timpani
Strings 1
Slow Str. 1
SynthStr. 1
SynthStr.2
ChoirAahs 1

OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO§

w
ow]

w
o

Program
PC Name
h4 Voice Oohs
55 SynVox
56 Orch.Hit 1
57 Trumpet 1
58 Trombone 1
59 Tuba 1
60 Muted Tp.1
61 FrHorn 1
62 Brass 1
63 Syn.Brass1
64 Syn.Brass?
65 SopranoSax
66 Alto Sax
67 TenorSax 1
68 Bari.Sax
69 Oboe
70 EnglishHrn
71 Bassoon
7?2 Clarinet
73 Piccolo
74 Flute
75 Recorder
76 PanFlute 1
77 BottleBlow
78 Shakuhachi
79 Whistle
80 Ocarina
81 SquareWave
82 Saw Wave
83 SynCaliope
84 Chiffer Ld
85 Charang
86 Solo Vox
87 5th Saw
88 Bass&lLead
89 Fantasia 1
90 Warm Pad
N PolySynth
92 SpaceVoice
93 Bowed Glass
94 Metal Pad
95 Halo Pad
96 Sweep Pad
97 Ice Rain
98 Soundtrack
99 Crystal
100 Atmosphere
101 Brightness
102 Goblin
103 Echo Drops
104 StarThemel
105 Sitar 1
106 Banjo

OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOr_'

OOOOOOOOOOOOOOOOOOOOOO{
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Name
Shamisen
Koto
Kalimba
Bagpipe
Fiddle
Shanai 1
TinkleBell
Agogo
SteelDrums
Woodblock
Taiko
Melo.Tom 1
Synth Drum
RevCymball
FretNoise
BreathNoiz
Seashore
Bird 1
Telephone
Helicopter
Applause 1
Gun Shot
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M
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
[
1
1
1
1
1
1
1
1
1
[
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
2
2
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PC

Name
EiGrPiano
Hard Vibe
Santur 2
Organ 101
Organ 201
Harmonica?
Mellow Gtr
MuteDstGtr
Dist.Gtr.2
FingerdBs2
Fretless 2
SynthBs 101
SynthBs201
Strings 2
Slow Str.2
OB Strings
Trumpet 2
Trombone 2
Tuba 2
Fr.Horn 2
Poly Brass
Soft Brass
Square
Saw

Vent Synth
Big Fives
Big & Raw
Fantasia 2
Thick Pad
80sPalySyn
Heaven
Tine Pad
Polar Pad
Harmo Rain
Ancestral
Syn.Mallet
Warm Atmos
Goblinson
Echo Bell
StarTheme?
Sitar 2
MutedBonjo
Tsugaru
Shanai 2
Real Tom
RevCymbal?2
CutNoise 1
FiKeyClick
Rain

Dog
Telephone2
Car-Engine
Laughing
MachineGun
EIGrPiano?2
Dazed Gtr.

0'1wmmmbhbJ>.b4>..l>..z>.l>.l>.l>J>.l>wwwwwwwwo.)wwwwwwmr\)mmmr\)r\)mmmmml\)mmr\)mmmr\)mmmg

w
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Name

Jazz Bass
Fretless 3
Modular Bs
HollowMini
Pulse Saw
PurePanLd.
Fat&Perky
Horn Pad
Panner Pad
AfricaWood
Prologue
SftCrystal
Nylon Harp
50s Sci-Fi
Echo Pan 1
Det Sitar
StringSlap
Thunder
Gallop
Door-Creak
Car-Stop
Screaming
Laser Gun
Fretless 4
Seq Bass
Mellow FM
Thick Saw
Rotary Str
RoundGlock
Harpvox
Echo Pan 2
CutNoise 2
Wind

Bird 2
Door—Slam
Car—Pass
Punch
Explosion
SynFretles
Soft Solo
Big Lead
Soft Pad
Loud Clock
HollowRels
Big Panner
DstCutNoiz
Stream
Kitty
Scratch 1
Car-Crash
Heart Beat
Mr.Smooth
Shmoog
Velo Lead
GlockChime
Nylon+EP

<
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Name
ResoPanner
Bass Slide
Bubble
Growl
WindChimes
Siren
Footsteps
LM Square
HeavySynth
ClearBells
AmbientPad
WaterPiano
PickScrape
Train
Applause 2
LA Saw
Xmas Bell
Scratch 2
Jetplane
Piano 1w
Piano 2w
Piano 3w
OldUpright
Soft EP
Detune EP2
CoupleHps.
Vibe.w
Marimba w
ChurchBell
Cimbalom
DetuneCrg1
DetuneOrg?
RotaryQOrg
ChurchQOrg2
Accordionl
Ukulele
12~str.Gir
PedalSteel
Chorus Gtr
Funk Gtr.1
FeedbackG1
GtFeedback
MutePickBs
Reso Slap
Acid Bass
BeefFMBass
SlowViolin
SlowTrmStr
Orchestral
Legato Str
SynthStr.3
St.Choir
Syn.Voice
Impact Hit
FlugelHorn
FrHornSolo



LSB
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Name
Brass 2
Syn.Brass3
Syn.Brass4
Hyper Alto
BrethTenor
BsClarinet
Kawala
Sine Wave
DoctorSolo
Dist.Lead
Converge
Clavi Pad
Rave
VibraBells
Tambra
Rabab
TaishoKoto
Pungi
Bonang
Atarigane
Castanets
Concert BD
Melo.Tom 2
Analog Tom
Rev.Snare
Starship
Carillon
Organ 109
Nylon+Stel
FeedbackG?2
FastResoBs
X WireBass
SuspensStr
Orchestra?
Warm Str.
MelloChoir
Philly Hit
QuackBrass
Shwimmer
Digi Bells
Gender
Rock Tom
Elec Perc
Rev.Snare?
BurstNoise
Tekno Bass
TremOrch
St.SlowStr
Double Hit
Celestial
GamelaGong
Chair Str.
St.Gamelan
Piano 1d
FM+AI EP
FMEP

LSB
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PC

Name
Harpsi.w
Balaphone 1
60's Org.1
RotaryOrgS
ChurchOrg3
NylonGtr.3
Mandolin
Funk Gtr.2
PowerGr. 1
AcGtHarmnx
SlowResoBs
RubberBass
St.Strings
Lo Fi Rave
Horn Orch
Brass Fall
Octave Brs
VeloBrass1
WaspySynth
ChoralBell
Tamboura
Gopichant
Kanoon
Hichiriki
RamaCymbal
Rev.Kick 1
Balaphone?2
60's Org.2
PowerGtr.2
AnaSynBs. 1
VeloBrass?
Air Bells
Rev.ConBD
60's Org.3
5th Dist.
AnaSynBs.2
Bell Harp
SmoothBass
Gamelimba
60's EP
Hard FM EP
Harpsi.o
Log Drum
Cheese Org
RotaryOrgF
OrganFlute
VelHarmnix
RockRythm?2
VeloString
Bright Tp.
Oud
Rev.Tom 1
Hard EP
RockRythm1
Warm Tp.
Rev.Tom 2

r:bank / y:bank

MSB LSB PC Name

26 X 5 Mellow EP
32 X 17 Organ 4

32 X 18 Organ 5

32 X 20 Trem.Flute
32 X 25 NylonGtr.2
32 X 26 SteelGtr.2
32 X 53 ChoirAahs?
33 X 17 EvnenBar
40 X 17 Organ Bass
40 X 25 LequintGtr
0 1 1 Piano 1w

0 1 2 Piano 2w

0 1 3 Piano 3w

0 1 4 OldUpright
0 1 5 E.Piano 1w
0 1 6 E.Piano 2w
0 1 7 Harpsi.w

0 1 8 Clav. w

0 1 12 Vibe.w

0 1 13 Marimba w
0 3 49 St.Strings
0 3 50 St.SlowStr
0 3 53 St.Choir

0 6 40 MelloSynBs
0 6 61 FrHornSolo
0 6 8t Square

0 6 82 Saw

0 8 41 SlowViolin
0 8 45 SlowTrmStr
0 8 49 Strings 2

0 8 50 Legato Str
0 8 81 LM Square
0 8 82 Thick Saw
0 8 103 EchoPan?
0 12 31 DstRthmGtr
0 12 40 Seq Bass

0 12 63 QuackBrass
0 12 9 SynDrComp
0 14 62 SfrzndBrs
0 14 18] Popcorn

0 14 103 EchoPan 1
0 16 25 NylonGtr.2
0 16 53 ChoirAahs?
0 16 57 Trumpet 2
0 16 59 Tuba 2

0 16 88 Big & Raw
0 16 R0 Thick Pad
0 7 57 Bright Tp.
0 17 4] Soft Pad

0 18 1 Piano 1d

0 18 5 Mellow EP
0 18 27 Mellow Gtr
0 18 34 FingerDark
0 18 39 SynthBs101
0 18 40 SynthBs201
0 18 58 Trombone 2
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y:bank

MSB 1SB PC  Name MSB LSB PC Name SB LSB PC  Name
18 64 Soft Brass 34 17 60's Org.2 41 29 MuteStGtr
81 HollowMini 34 36 Fretless 4 41 31 FeedbackG?2

41 40 BeefFMBass
1 49 Orchestra?
1 50 Kingdom

1 3is] Choral

1 62 HiBrass
1

1

1

82 LA Saw
0 Sine Pad
a9 Tiny Bell

8

8 35 7 CoupleHps.
8

8

8 100 Warm Atmos

9

9

9

35 16 Santur 2

35 7 Organ 101
35 20 ChurchQOrg2
35 26 12-str.Gtr
3 31 Dazed Gtr.
35 39 Clav Bass
35 49 60sStrings
3H 51 SynthStr.3
35 56 Orch.Hit 2
35 6?2 Tp&Tb Sec.
35 87 Big Fives
3H 99 RoundGlock
35 105  Siar 2

36 17 Organ 4

36 31 PowerGtr.2
37 17 60's Org.3
37 18 Organ 5

37 31 PowerGtr.1
37 61 Horn Orch
38 17 EvnenBar
38 31 5th Dist.

39 62 Brass Fall
40 1 Piano Str.
40 3 ElGrPiano1
Hard EP
40 6 FM Phase
40 17 Organ 6

40 20 NotreDam
40 21 Puff Org.
40 26 Nylon+Stel

40 AnaSynBs.1
64 ChoirBrass
67 Soft Tenor
82 DoctorSolo
1 99 ClearBells
42 6 FM Koto EP
42 49 TremQOrch
42 62 Mellow Brs
42 29 ChoralBell
43 25 VelHarmnix
43 29 Funk Gtr.2
43 30 Gtr.Pinch
43 31 RockRythm!1
43 34 FingerSlap
38 Velo Slap
43 136 Hyper Alto
45 5 FM+Al EP
45 3 FM EP
45 12 Hard Vibe
45 29 Jazz Man
45 31 RockRythm?2
Uprght Bs.
45 34 FingerdBsz
45 49 VeloString
45 53 AnaVeloBrs .
45 54 VeloBrass2
45 32 Velo Lead

0

0

0

0

0

0

0

0 81 Shmoog

0 8?2 Digi.Saw

0 19 100 HollowRels
0 20 33 FastResoBs
0 20 63 RezoSynBrs
0 20 82 Big Lead

0 20 9% Shwimmer
0 24 18 Organ 201
0 24 31 Dist.Gtr.2
0 24 39 Acid Bass
0 24 49 ArcoStr

0 24 63 Poly Brass
0 24 82 HeavySynth
0 24 86 Synth.Aahs
0 25 7 Harpsi.o

0 fdo} fo} NylonGtr.3
0 Ydo) 82 WaspySynth
0 27 8 Clav.Wah
0 27 34 Flanger Bs
0 27 37 Reso Slap
0 27 51 Reso Str.

0 27 63 Syn.Brass3
0 27 96 Converge
0 27 98 Prologue

0 28 35 MutePickBs
0 28 106 MutedBonjo
0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

0

32 3 DetEIGrPno 40 29 Funk Gtr.1 45 7 Clavi Pad
32 5 Soft EP 40 31 FeedbackG1 64 5 60'sEP

32 6 Detune EP2 40 33 JazzRhythm 64 3 Pulse Clav
32 17 DetuneQrg1 40 34 Bs&DstEGtr 64 [ Orgel

32 18 DetuneOrg? 40 39 Tekno Bass 64 13 SineMarimb
32 20 ChurchOrg3 40 40 Modular Bs 64 17 Organ Bass

64 19 RotaryOrg
64 20 OrganFlute
64 24 Bandneon?
64 28 CleanGtr2
64 32 AcGtHarmnx
64 34 Jazz Bass

64 39 Oscar

64 40 X WireBass
64 50 Slow Str.2
64 51 OB Strings
64 b3 StringAahs
64 54 Voice Doo
064 h5. AnaVoice
64 56 Impact Hit
64 60 Muted Tp.2
64 63 QOctave Brs
64 64 VeloBrass1

32 22 Accordionl
32 23 Harmonica?
32 27 JazzAmp
32 28 Chorus Gtr
32 36 Fretless 2
32 37 PunchThum
32 40 SmoothBass
32 b3 MelloChoir
32 57 Warm Tp.
32 61 FrHorn 2
32 63 Jump Brass
32 105 Det.Sitar

33 6 Hard FM EP
33 17 60's Org.1
33 18 Lite Organ
33 36 Fretless 3
34 6 FM Legend

40 45 SuspensStr
- 40 47 YangChin
40 49 Orchestral
40 50 Warm Str.
40 53 Choir Str.
40 55 Syn.Voice
40 o2 Brass 2
40 64 Syn.Brass4
40 66 Sax Sect.
10 67 BrethTenor
40 8 Pulse Saw
40 9 GlockChime
40 100 Nylon+EP
41 1 Dream
41 3 EIGrPiano?
41 6 FM+Analog
41 26 Steel&Body
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Name MSB LSB PC  Name MSB LSB  PC  Name

TenorSax 2 0 65 118 Real Tom 0 96 108  TaishoKoto
Panflute 2 0 65 119 Elec Perc 0 9% 112 Pungi
Mellow FM O 66 17 Cheese Org 0 %6 113 Bonang
Vent Synth 0O 66 19 RotaryOrgF 0 % 114 Atarigane
Rubby 0 66 32 GtHarmonx2 0 9% 115 Tablas
Dist.Lead 0 06 39 RubberBass 0O % 116 Castanets
Vox Lead 0 66 56 Double Hit 0 % 117 Concert BD
Fat&Perky 0 66 81 Sine Wave 0 96 120 Rev.Snarel
Fantasia 2 0 66 91 Analog Pad 0O 97 13 Balaphone?
Horn Pad 0 66 92 ltopia 0 97 15 Carillon
80sPolySyn 0 64) 9% Celestial 0 97 16 Santur 3
Heaven 0 60 97 Caribean 0 97 36 Mr.Smooth
Glacier 0 66 8] Loud Clock 0 97 -105  Tamboura
Tine Pad 0 66 100 AmbientPad 0 97 106 Gopichant
Polar Pad 0 66 102 Ring Pad 0 97 108 Kanoon
Harmo Rain = 0 &6 103 WaterPiano 0 o7 112 Hichiriki
Ancestral 0 66 118 " Rock Tom 0 97 113 Gender
SynMallet 0 67 17 Organ 7 0 97 115 Glass Perc
Nylon Harp O 67 56 BrassStab 0 97 120 Rev.Snare2
Fanta Bell 0 67 91 Squre Pad 0 93 13 Log Drum
Goblinson 0 67 R Cycle Pad 0 98 106 Oud

Echo Bell 0 67 e] Xmas Bell 0 98 113 GamelaGong
StarTheme? 0O 67 100 Planet 0 93 115 Thai Belf
BigKalimba 0 67 102 Ritual 0 98 120 RevKick 1
Shanai 2 0 67 103 Creation 0 99 113 St.Gamelan
Melo.Tom 2 O 68 99 VibraBells 0 o9 120 Rev.ConBD
Analog Tom 0 68 102 ToHeaven 0 100 113 RamaCymbal
RevCymbalz 0 68 103 Stardust 0 100 120  Rev.Jom 1
PierceClav 0 69 99 Digi Bells 0 101 113 Asian Bell
Organ 109 0 69 102 Miky Way 0 18] 120 Rev.Tom 2
RotaryOrgS 0O 69 103 ResoPanner 64 X 1 CutNoise 1
Trem Flute 0 70 99 Air Bells 64 X 2 CutNoise 2
GtFeedback 0O 70 - 102 Night 64 X 3 DstCutNaiz
ModAlem 0 71 99 Bell Harp 64 X 4 StringSlap
SarBass 0 71 102 Glisten 64 X 5 Bass Slide
Slow Str.3 0 72 9 Gamelimba 64 X 6 PickScrape
3S St 0 72 102 Puffy 64 X 17 FIKeyClick
Male Aahs 0 9% 13 Balaphone! 64 . x 33 Rain

Philly Hit 0 96 15 ChurchBell 64 X 34 Thunder
Soft Solo 0 96 16 Cimbalom 64 X 35 Wind
PurePanLd. O 9% 2h Ukulele 64 X 36 Stream
Wire Lead 0 % 26 Mandolin 64 X 37 Bubble
SoftWurl 0 96 27 PedalSteel 64 X 38 Feed
Rotary Str 0 % 29 MuteDstGtr 64 X 49 Dog

Click Pad 0 96 36 SynFretles 64 X 50 Gallop

Lite Pad 0 9% 39 Hammer 64 X 51 Bird 2
Glass Pad 0 % 54 Voice Hmn 64 X 52 Kitty
Panner Pad 0 % 57 Flugel[Horn 64 X 53 Grow!
Sweepy 0 9% 7?2 BsClarinet 64 X 54 Haunted
AfricaWood O % 76 Kawala 64 X 55 Ghost
Rave 0 £} 82 Seq.Analog 64 X 56 Maou
SftCrystal 0 9% 101 Smokey 64 X 65 Telephone1
Harpvox 0 9% 102 Bell Choir 64 X 06 Door—Creak
50s Sci-Fi 0 96 105  Tambra 64 X 67 Door-Slam
Big Panner 0 % 106 Rabab 64 X 68 Scratch 1
Odyssey 0 96 107 Tsugaru 64 X 69 Scratch 2
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MSB LSB PC Name

64 X 70 WindChimes
64 X 71 Telephone?
64 X 81 Car-Engine
64 X 82 Car-Stop
64 X 83 Car—Pass
64 X 84 Car—-Crash
64 X 85 Siren

64 X 86 Train

64 X 87 Jetplane

64 X 88 Starship

64 X 89 BurstNoise
64 X 0 Coaster

64 X 91 Submarine
64 X 97 Laughing
64 X 98 Screaming
64 X 99 Punch

64 X 100 Heart Beat
64 X 101 FootSteps
64 X 102 Applause 2
64 X 113 MachineGun
64 X 114 Lasergun
64 X 115 Explosion
64 X 116 Firework -
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Name

Piano
BritePiano
HammerPno
HonkeyTonk
New Tines
Digi Piano
Harpsicord
Clav
Celesta
Glocken
Music Box
Vibes
Marimba
Xylophon
Tubular
Santur

Full Organ
Perc Organ
BX-3 Organ
ChurchPipe
Positive
Musette
Harmonica
Tango
ClassicGtr
A.Guitar
JazzGuitar
Clean Gtr
MuteGuitar
Over Drive
DistGuitar
RockMonics
Jazz Bass
Deep Bass
Pick Bass
Fretless
SlapBass 1
SlapBass 2
SynthBass1
SynthBass?
Violin
Viola
Cello
ContraBass
TremoloStr
Pizzicato
Harp
Timpani
Marcato
SlowString
Analog Pad

LSB

><X><><><><>(><><><><><><><><><><><><><><><><X><><X><><><><X><><><><><><X>(><X><X><><><><><><><

Name

String Pad
Choir

Doo Voice
Voices
Orch Hit
Trumpet
Trombone
Tuba
Muted Trpt
FrenchHorn
Brass
SynBrass 1
SynBrass 2
SopranoSax
Alto Sax
Tenor Sax
Bari Sax
Sweet Oboe
EnglishHrn
BasoonOboe
Clarinet
Piccolo
Flute
Recorder
Pan Flute
Bottle
Shakuhachi
Whistle
Ocarina
SquareWave
Saw Wave
SynCaliope
Syn Chiff
Charang
AirChorus
Rezzo4ths
Bass& [ ead
Fantasia
Warm Pad
Poly Pad
Ghost Pad
BowedGlass
Metal Pad
Halo Pad
Sweep

lce Rain
SoundTrack
Crystal
Atmosphere
Brightness
Goblin

LS

XX X X X X X X X X X X X X X X X X X X X X X X X X

GM-b

103
104

106

128

Name

Echo Drop
Star Theme
Sitar

Banjo
Shamisen
Koto
Kalimba
Scotland
Fiddle
Shanai
Metal Bell
Agogo
SteelDrums
Woodblock
Taiko

Tom

Synth Tom
Rev Cymbal
Fret Noise
NoiseChiff
Seashore
Birds
Telephone
Helicopter
Stadium!!
GunShot
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MSB L Name

81 X 1 Sunrise

81 X 2 Piano 16'

81 X 3 AltoBreath
81 X 4 TinyDancer
81 X 5 Spruce Gtr
81 X 6 Vibra Bell
81 X 7 XFade Bass
81 X 8 TheStrings
81 X 9 PowerSynth
81 X 10 Total Kit
81 X 1 MachineAge
81 X 12 Hot Keys
81 X 13 Brass Band
81 X 14 Maxi Tine
81 X 15 Power Rock
81 X 16 Tabla Talk
81 X 17 FingerBass
81 X 18 LiteVoices
81 X 19 Color Pad
81 X 20 Festivall

81 X 21 GlideSweep
81 X 22 Last Tango
81 X 23 MagicFlute
81 X 24 Operators
81 X fdo) E.Guitars
81 X 26 Gamelan

81 X 27 Zap Bass
81 X 28 DigitalAir
81 X 29 Analogist
81 X 30 MandoTrem
81 X 31 Space Wing
81 X 32 Gospel Org
81 X 33 Trumpets
81 X 34 Fresh Air
81 X 35 Rock Mutes
81 X 36 Dustette

81 X 37 PickedBass
81 X 38 ChamberEns
81 X 39 Wire Pad
81 X 40 Industrial
81 X A4 Neutron

81 X 42 PianoHaven
81 X 43 Shaku Bend
81 X 44 BowenWave
81 X 45 Clean Funk
81 X 46 SplitBell

81 X 47 Slap It

81 X 48 AnalogPad
81 X 49 Residue

81 X 50 Orch Perc
81 X 51 DreamWorld
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Name MSB LSB PC  Name
HarpsiFunk 81 X 103 PerkySaxes
FlugelHorn 81 X 104  XFadeEP
Elec. Tap 81 X 105  Nylon Gtr
Harmonics 81 X 106 JewelryBox
Africana 81 X 107  WoodenYou?
TechnoBass 81 X 108 Symphonic
Airways 81 X 109 Lead Stab
Busy Boy 81 X 110 Space Pets
Heartbeat 81 X 111 VS Organ
Spectrum 81 X 112 Brasstereo
Full Pipes 81 X 113 Methane EP
Woodwinds 81 X 114 ShamiMalet
Whirly 81 X 115 lce Flakes
LeadGuitar 81 X 116 Chester
Isabelle 81 X 117 RhythmJunk
Fat Fretty 81 X 118 BellShower
Poppin'Pad 81 X 119  Fisa8

Soft Horns 81 X 120 TamboFlute
ProducrKit 81 X 121 Strummers
nTheTrees 81 X 122 SweepBass
SantaClav 81 X 123 Pan Mallet
Sfz< Brass 81 X 124 SteamBrass
Tine Pad 81 X 125 PrarieDawn
PedalSteel 81 X 126 Rotary Org
Log Drums 81 X 127 Horn Ens
HouseBass1 81 X 128 Super Tine
Ambi.Voice

Monolead

Hackbrett

Halifax NS

Drawbars

Fanfare

Hard Tines

Dr.Guitar

EtherBells

Bass/Harm

Air Vox

Drum Hit

50's SciFi

SteamCloud

Bouzouki

BriteBrass

DWGS EP

JoyStickUp

WaveCycles

Rap Bass

QOoooohPad

Bright Pad

HarpPluck

ElastikPad

ExpressoPF
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Name
PipeDreams
X Piano
BigStrings
Asian Jung
Rock Onll!
GlockBells
FatRezBass
BreathyVox
Xanalog
[KrazyKit]
Transforms
Killer B
Pop Brass
Harp Gliss
BriteSteel
PingMallet
Upright
Velo Flute
LA Synth
[ComboKit]
Wave Sweep
FunkyRoads
AnaStrings
Euro Pipe
Stratified
Crystallce
Dance Bass
Ghost Vox
FatFilterz
[Down Low]
Sputnik

" Super Perc

BrassSwell
Lore

Follow Me
Logs&Bells
90's Bass
FreshWaves
MIDI Grand
[Mr. Gong]
LandingPad
M1 Piano
DynoString
Tamboura
Chruncher -
Star Fire
SynthBass3
Woodwinds
Reso Waves
[Manimals]
Vortex

LSB

XX X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X X

Name

ClickOrgan
StereoHorn
MatletLoop
Flamenco

MetalGhost
Velo Pick

000000002€
Dr. Tapp

[Loop SFX]
TimeClocks

Classic EP .

Cello Ens.
Godfather
Funk Guitr
RealGamlon
ChromeBass
Real Shaku
Split Sync

[ Nature ]
SynTronic
Super BX-3
Trump Ens.
Jaw Harp
Rock Chuga
ThelceMan
Velo Slap
Flutter

- Swell Pad

[Natives!]
Quarks
Dyno Tines
VeloFlugel
Polka Box
FeedbackGt
Swiss Box
Big Mini -
Arabesque
Syn Brass
[DrillMe!]
Universe X
Big Organ
EthnoVioln
Real Sitar
Greek Gtr.
Midi Bells
Stick Bass
SopranoVox
Solo Synth
[Jet Star]
ChunkaPick
ArcoAttack

ProgB

MSB L Name

82 X 103 High Wire
82 X 104  Stab Pad

82 X 1056 CicadaBugs
82 X 106 Piano&Str
82 X 107 Traverso

82 X 108  SpectrumkP
82 X 109 Mr. Clean
82 X 110 Fat Slap -
82 X 111 Choir L+R
82 X 112 CompThing!
82 X 113 TunedDrums
82  x 114 TibetBells
82 X 115 DoubleStop
82 X 116 Warm Tromb
82 X 117 HollowBody
82 X 118  HardBamboo
82 X 119 Tech Bass
82 X 120 Composure
82 X 121 BrassSynth
82 X 122 EchoTabla
82 X 123 Organ 1

82 X 124 SweetReeds
82 X 126 Mallet EP
82 X 126 ElectricAc
82 X 127 VS Bells

82 X 128 SFXKit 1

187



- ProgC
LSB  PC

MSB Name
83 X 1 Hyper:Wave
83 X 2 N264 Piano
83 X 3 Ultra Rez
83 X 4 Musical.oop
83 X 5 MonsterWah
83 X 6 N-Strings
83 X 7 NuFretless
83 X 8 RockSteady
83 X 9 TotalSynth
83 X 10 Zulu Kit
83 X 1 Ravel Pad
83 X 12 PianoMagic
83 X 13 Arpeqgiate
83 X 14 VoodooSong
83 X 15 MiniODLead
83 X 16 SlowSunset
83 X 17 - SuperRound
83 X 18 RealVoices
83 X 19 DanceReMix
83 X 20 CyberTrash
83 X 21 RunawayPad
83 X 22 MutronClav
83 X 23 DoubleMini
83 X 24 ClockWorks
83 X 25 Rick&aPick
83 X 26 Fragments

X 27 Dyno-Bass
83 X 28 Jazz Organ
83 X 29 AnalogSync
83 X 30 Power Play
83 X 31 Tekno:Sync
83 X 32 TXPianoTap
83 X 33 Stick—2—1t
83 X 34 WhiteNoise
83 X 35 R&R Guitar
83 X 36 Antartica
83 X 37 Thumb Slap
83 X 38 "Velo ""B"" "
83 X 39 Alaska
83 X 40 Lazer Toms
83 X 41 In The Pad
83 X 42 StereoClav
83 X 43 SquareBass
83 X 44 DreamBells
83 X 45 Metal King
83 X 46 Underscore
83 X 47 Big Bottom
83 «x 48 Small"Orch
83 X 49 Film Cue
83 X 50 Cyber Hit
83 X 51 Wavetables
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83
83
83
83
83
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83
83
83
83
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83
83
83
83
83
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LSB

Name MSB LSB PC  Name

Dyno Roads 83 [03  Leeeed
Chrome Rez 83 04  Wind Storm
TheSunrise 83 [05  War Pipes

Guitarist 83
VeloVoxPad 83

106 12StringGt
107 Africanlam

Clean Bass 83 108  HouseBass?
"Classic""B""" 83 109  SynBrass 4
Super~Stab 83 110 SitarSitar
Modern Kit 83 111 FlyingToys
Mod:Matrix 83 112 Tone Wheel
Syn Piano 83 13 BasoonOboe
LowEndBass 83 14 Emmalisha
JackSlide 83 15 Organ?2
Mandolin 83 16 SolarBells
Padanomic 83 17 Funk Bass
Rock Bass 83 18 Heavenly
VocalChoir 83 Soft Pad

20 Last Dream
2t OrganTouch
22  Mute Ens.
23 Siesta EP
24 FunkGuitar
25  lce Bell
Thumb Bass
127 VeloSweep
128  SFXKit2

Ghost Stab 83
ThunderTom 83
Labyrinth 83
Wire Clav 83
Lo-End-Rez 83
Waterphone 83
Electric1?2 83
AirFantasy 83
Thumb&Slap 83
Green Eyes
Powerlayer
GiantDrums
Wave World
SynVoxKeys
Cyber Bass
TheHeavens

Light Pizz

Synth Fife

Super Bass

Vox Voice
SyncNoEvil

Mark Trees
The7thWave
DW-8000EP
Vibra Harp

Toy Bellz
M1TenorSax
TheSandman
Deep House

BX3 Medium
Mega Synth
OldKalimba
Dr.Octave

Pitzpan

><XXXXXXXXXXXXXXXXXXXXXXXX><



CmbA

Combination

MSB LSB PC Name Type MSB LSB PC Name Type

89 X 1 Star*Burst Split/VSw 89 X 56 SugarBells Split/VSw
89 X 2 LayerPiano  Layer 89 X 57 Blues Harp  Layer

89 X 3 Synth Fat Layer 89 X 58 Grandioso Split

89 X 4 Satellite Layer 89 X 59 Osaka Jazz  Split

89 X 5 Mr. Tone Split 89 X 60 MasterFisa  Layer

89 X 6 Calcutta Split/VSw 8 X 61 Autumn Layer

89 X 7 FunkySpice  Layer 89 X 62 ElecPno&Bs  Split/VSw
89 X 8 Layer Str Layer 89 X 63 MasterFunk  Split/VSw
89 X 9 Sax Heaven  Split 89 X 64" VeloVoices  Layer/VSw
89 X 10 Celebratel Split/VSw 89 X 65 Split Bass Split/VSw
89 X [ First*Snow  Split 89 X 66 Ethno Geo Split

89 X 12 Bass&Piano  Split/VSw 89 X 67 Ruff&Ready Layer

89 X 13 Full Brass Split/VSw 89 X 68 Madrigal Layer

89  x 14 Sing ToMe  Split 89 X 69  ChiffSplit Split

89 X 15 Mr.Chorus Split/VSw 89 X 70 Dagobar Layer

89 X 16 Javanese Layer 89 X 71 - Child Song  Split

89 X 17 L'iIBit O' Layer 89 X 72 Pontette Layer

89 X 18 Philarmony  Split/VSw 89 X 73 GoToSweep  Layer

89 X 19 Half Moons ~ Layer 89 X 74 SilkRoad33  Split

89 X 20 HereltComz  Split/VSw 89 X 7% Nashville Split

89 X 21 Rezolution Layer 89 X 76 Bolshoi Layer

89 X 22 The Gospel  Layer/VSw 89 X 77 Wasp Sting  Layer

89 X 23 New Rave Split/VSw 89 X 78 AnaStrings Layer

89 X 24 FlutterPad Layer 89 X 79 ChrisTall Split/VSw
89 X 25 ShoeString Split 89 X 80 Rave Hits Layer

89 X 26 Tethnical Split/VSw 89 X 81 SunOfTron Split/VSw
89 X 27 Full Pipe Layer 89 X 82 SamAntic Split/VSw
89  «x 28 Overture Split/VSw 89 X 83  SweetMutes  Layer

89 X 29 Lead &Pad Split 89 X 84 Nebulae Layer

89 X 30 Dulcimer Layer 89 X 85 Dole Bee Split/VSw
89  «x 31 StormOf83  Layer 89  «x 86  The Sphinx  Split/VSw
89 X 32 Stak'oMidi Layer 89 X 87 Deep Organ  Layer

89 X 33 SmokyHorn  Split 89 X 88 StringsAtk Layer

89 X 34 VeloVoxBel  Layer/VSw 89 X 89 Lassie&Tim  Split

89 X 35 Slap & Pop  Layer/VSw 89 X 0 DeathStars Split/VSw
89 X 36 Bass&Vibes  Split/VSw 89 X 91 FreeTime Split

89 X 37 Super Perc Layer 89 X 92 PianoSings  Split

89 X 38 Pizz & Bow  Layer 89 X 93 Biggerldea Split

89 X 39 Aquarium Split 89 X %4 Safari Split

89 X 40 HouseParty  Split/VSw 89 X 9% Guitar&Pad  Split

89 X 41 Bell Come!  Layer 89 X 9% ChinaBell Split/VSw
89 X 42 EP&String Layer 89 X 97 Sky Ca t Layer

89 X 43 Latin Band Split/VSw 89 X 98 HarpString Layer

89 X 44 HumanBeam  Split/VSw 89 X 9 Night Taps Layer

89 X 45 12 Stereo Split/VSw 89 X 100 Slammin' Split/VSw
89 X 46 Instanbul Split/VSw 89 X 101 SeaHorses  Split/VSw
89 X 47 Busy Split Split  VSw 89 X 102 Power Comp Layer

89 X 48 Orchestral Split 89 X 103 Midi Winds  Layer

89 X 49 Cymballife  Layer 89 X 104 ProxiMidi L ayer

89 X 50 Space Port Split 89 X 105 Oh-la-La! Split

89 X 51 Beach Walk .Layer 89 X 106 IndianOrch  Split/VSw
89 X 52 DynoPiano Split 89 X 107 Double Bow Layer

89 X 53 Centrefold Layer 89 X 108 Backyard Layer

89 X 54 InTheLight  Split 89 X 109 CountOnMe  Split

89 X 55 Velo Chord  Split/VSw 89 X 110 Trpt.Brass Layer
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MSB LSB PC  Name Type MSB LSB PC  Name Type
89 X 111 Acappella Layer 0 X 1 SolarFlare Layer/VSw
89 X 112 AndyPlaylt  Layer/VSw 90 X 2 StereoKeys  Layer/VSw
89 X 113 Fairy Bell Layer Q0 X 3 X Strings Layer
89 X 114 Leti Theme  Split/VSw 0 X 4 AnalogKing  Layer
89 X 115 Canyon Layer ) X 5 CrankitUp!  Layer/VSw
89 X 116 StealDrums  Split 0 X 6 HeadHunter ~ Layer/VSw
89 X 117 Right&Left  Layer ) X 7 Rock Organ  Layer
89 X 118 TwoIn One  Split/VSw 0 X 8 X Brass Layer
89 X 119  ODriveLead Layer 0 X 9 TheSingers  Layer
89 X 120 TheRedSun  Layer 0 X 10 Wild Drums  Layer
89 X 121 Ethnetic Split 0 X 1" <The West>  Layer/VSw
89 X 122 WeddingDay  Split 0 X 12 Super EP Layer
89 X 123 Concerto Split 0 X 13 Wind->Orch  Layer/VSw
89 X 124 LegatoReed  Split ) X 14 Maxi Stab Layer
89 X 125  Bavaria Split 0 X 15 12 String Layer
89 X 126 Rain Chime  Split L) X 16 <The East>  Layer/VSw
89 X 127 VoxGamelan Layer ey X 17 ChorusClav ~ Layer/VSw
89 X 128  DynamoBass Layer/VSw 0 X 18 Bass/Horn Split/VSw
D X 19 lce Bells Layer
Q0 X 20 Wild Split Layer
0 X 21 Warriors Layer
P X 22 Fat Pianos Layer
0 X 23 Sonata Layer
0 X 24 LayerSynth  Layer
0 X 25 WaveGuitar ~ Layer
D X 26 EthnicOrch  Layer/VSw
0 X 27 Cathedral Layer
0 X 28 BrassSwell Layer
0 X 29 Java Bells Layer
Q0 X 30 PhantomSax  Layer/VSw
0 X 31 AncientSun  Layer
0 X 32 Velo Roads  Layer/VSw
0 X 33 Symphony Layer
D X 34 NeuroFunk Layer/VSw
%0 X 35 Slappin’ Layer/VSw
90 X 36 EastAfrica Layer/VSw
90 X 37 Ultra Perc Layer
90 X 38 TheSaxMen  Layer
0 X 39 LunarBells Layer
0 X 40 <<<Hell>>> Layer
0 X 41 <<Heaven>> lLayer/VSw
R0 X 42 Rock Piano  Layer
90 X 43 ChamberOrc  Layer
0 X 44 Multi Rez Layer
P X 45 Chorus Gtr Layer/VSw
R X 46 Zen Garden  Layer/VSw
Q0 X 47 Accordion Layer
0 X 48 MutedHorns  Layer
0 X 49 PizzoSynth  Layer
0 X 50 RapToolKit  Layer/VSw
0 X 51 Megatron Layer/VSw
90 X 52 Bs/EP&Str Split
0 X 53 Fanfare Layer
0 X 54 Big Swell Layer
90 X 55 StickSplit Split
0 X 56 Indian Jam Layer/VSw
90 X 57 Harpsicord - Layer
X

58 Bass/Brass Layer/VSw
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CmbB

MSB LSB PC Name Type MSB LSB PC Name Type
0 X 59 Moon Stone  Layer 0 X 117 Dreamy P Layer
0 X 60 Torquemada  Layer 0 X 118 RockShow!  Split
0 X 61 Crossfades Layer 0 X 119 BigStrings Split
0 X 62 SuperKeys Layer Q0 X 120 Cool Duet Split
0 X 63 WoodWinds  Layer/VSw 0 X 121 Mazurca Split
%0 X 64 Octavelead  Layer 0 X 122 Pollenesk Layer
Q0 X 65 Malaguena  Split 90 X 123 Bass&EP Split/VSw
90 X 66 RhythmPipe  Layer/VSw QD X 124 BadScream  Layer/VSw
Q0 X 67 FullManual  Layer 0 X 125 AlienSings Layer
0 X 68 Bows/Trpt Split Q0 X 126 Milagro Layer/VSw
90 X 69 Airiana Layer 0 X 127 Fusionist Layer
Q0 X 70 SpaceZones  Split 0 X 128 WoodSector  Split/VSw
0 X 71 New Worlds  Layer

0 X 72 Digi Piano Layer

£ X 73 FullString Layer

Q0 X 74 Rezzo Funk  Layer

Q0 X 75 Guitar Man  Layer/VSw

R0 X 76 Warm Koto ~ Layer

0 X 77 Rock Show!  Layer

0 X 78 Big Band Layer

4] X 79 Vox Bells Layer

QO X 80 MenAtWork  Layer

0 X 81 Galaxia Layer/VSw

30 X 82 Bass/Piano  Split

0 X 83 Str/Chboe Split

0 X 84 RezzoSplit Split

90 X 85 TheOldWest  Split

0 X 86 Lost Tribe Layer/VSw

0 X 87 DualManual  Split

0 X 88 Trpt&Bones  Layer

0 X 89 Bellendra Layer/VSw

0 X 0 Star Lense Layer

0 X N The Abyss Layer

0 X 92 Piano&Str Layer

QD X 03 ChamberStr ~ Layer

90 X %9 Hard Sync Layer/VSw

0 X 95 Gtr/Flute Split

90 X 96 RainForest Layer/VSw

0 X 97 PipeOrgan Layer

Q0 X o8 Hot Salsa Layer/VSw

90 X 9 Prisms Layer

0 X 100 TheDentist Layer

90 X 101 VibeRation  Layer

90 X 102 SplitOrgan  Split

Q0 X 103 Pizz A Pie Layer

0 X 104 TechnoPres  Layer

Q0 X 105  Witch Hunt  Split/VSw

0 X 106  Blade Runs  Split/VSw

0 X 107 Piano Pad Layer

0 X 108 MillerTime  Split/VSw

D X 108 Wood Vox Layer

0 X 110 Folk Picks Split/VSw

Q0 X 111 Sting&Wind ~ Split

Q0 X 112 Delicato lLayer

Q0 X 113 Sophism Layer

0 X 114 PowderSnow Layer

0 X 115 Tiny&Tiny Split/VSw

90 X 116 Emmalog Layer
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CmbC

MSB L Name Type MSB LSB PC  Name Type

91 X 1 FirstLight Layer 91 X 59 NightTrain Split

91 X 2 Grinding B Layer 91 X 60 Worm Hole  Layer

o1 X 3 Shangri-La Layer o1 X 61 VirtualsSplit

01 X 4 Mast World ~ Layer 91 X 62 Stax Organ  Layer

9N X 5 World Bass  Layer 91 X 63 Anna Split Split

9N X 6 Max Impact  Split/VSw 91 X 64 ArcoString Layer

91 X 7 Rave Vox Split/VSw 91 X 65 Slap Stick Layer/VSw
91 X 8 OrchDivisi Layer 91 X 66 Botswana Split/VSw

AN X 9 SongOfLife  Split/VSw 9N X 67 Asidic Split

91 X 10 Dance Trak  Split 91 X 68 DelayedHit Layer/VSw
91 X 1" InTheMaze  Layer/VSw 91 X 69 Sir Robin Split

91 X 12 Power Keys  Layer 91 X 70 EtherScape  Split

o1 X 13 Horn Stabs Layer 91 X 71 Gyroscope Layer

91 X 14 Goldmine Layer/VSw 91 X 72 Whirly Pad  Layer

01 X 15 Maya Dance  Layer 91 X 73 Rezzo Comp  Layer

91 X 16 Melotronic Layer 91 X 74 Voices?Men  Layer/VSw
9 X 17 House Mix  Split 91 X 75 Fret-Not! Layer

N X 18 Orch Split Split/VSw 91 X 76 RagaTrance  Split/VSw

9 X 19 Morocco Split/VSw 91 X 77 X-Voxsplit  Split

91 X 20 Didjeridoo Layer/VSw 91 X 78 Serenade Layer/VSw
91 X 21 XYjoystick  Layer o1 X 79 Jazz Duet Split

N X 22 Super Jazz Layer 91 X 80 AlienProbe  Split/VSw

91 X 23 OB-Analog  Layer 91 X 81 Alienesque  Split

ot X 24 String Cue Layer/VSw 91 X 82 The Legend  Laver

o1 X 25 RhythmnGtr  Layer o1 X 83 Real Horns  Split

N X 26 EasternSun  Layer/VSw 91 X 84 Eternal Layer

91 X 27 GiantSplit Split 9 X 85 InTheArena  Layer

91 X 28 Allegro Layer/VSw 91 X 86 N:Wave:Seq  Layer

91 X 29 PolyChords  Split/VSw 91 X 87 Euroman Split/VSw

9 X 30 PowerHouse ~ Split 91 X 88 Orch Winds  Layer

) X 31 L.F.O.City Split ) X 89 PacificaSplit

91 X 32 MIDIEP-Pad  Layer/VSw 91 X 0 TheBigBang  Split

91 X 33 Square Rez Split 91 X 91 Uni Verse Layer

91 X 34 SkyCatLead  Layer 91 X 92 OD. Organ  Layer

91 X 35 Fade Away  Layer 91 X 93 Sync Home  Split

91 X 36 9 Inchers Split 9N X 94 AngelChoir  Layer

91 X 37 PhaseTwins  Split 91 X 9% Prog Split Split

91 X 38 Velo-Pizz Layer/VSw o1 X 9% Trinidad Layer

91 X 39 TheGamelan  Layer/VSw 91 X 97  Enose Horn  Layer

91 X 40 UnderWorld  Layer 91 X 98 Ensembled Layer/VSw
o1 X 41 Vaporizer Layer 91 X 0 There&Back  Split

91 X 42 BigDrawbar  Layer 91 X 100 Sea Storm Layer

) X 43 Sax Band Layer 91 X 101 TypeALine  Split

91 X 44 Boys Choir  Layer 91 X 102 Bug Forest Split/VSw

N X 45 HeartBreak  Split 91 X 103 TheyAppear  Split

o1 X 46 Wet Lands Split/VSw o1 X 104 Emmabama  Layer/VSw
91 X 47 HouseOfSki  Split/VSw 91 X 105  TheSweeper  Split

91 X 48 NightMusic  Layer/VSw 91 X 106 Dreaming Layer

o1 X 49 NeverLand  Split 91 X 107 Fat Pluck Layer

91 X 50 DJ*ToolBox  Layer/VSw 91 X 108 12ToneBelz  Split

9N X 51 QuarkSpark  Split 91 X 109  Have Fun Split

o1 X 52 M-1layerEP  Layer 91 X 110 Bows&Brass  Split

91 - x 53 PowerStack  Layer 9N X 111 Echo Suite Split

91 X 54 HitTheDust  Layer/VSw 91 X 112 -Percolator Split

N X 55 Power Band  Split 91 X 113 Vectoring Layer

91 X 56 WaveJammer  Split o1 X 114 Hard&Sweet  Split

91 X 57 Green Rave  Split 91 X 115 Trombhorns  Split

91 X 58 Nutcracker Layer 91 X 116 Synmonics Layer/VSw



Name
Mixture
The Finale
AfricaMood
Encounters
Layer Cake
Puffalog
Pad+Alpha
BreakADish
Randomizer
HornMelody
Acid Tools
TimeTunne

Type
Split
Split/VSw
Split
Layer
Layer
Layer
Layer
Split/VSw
Layer/VSw
Split
Layer
Layer

CmbC
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Drumkit

0

Sample
No

STANDARD

Sample
Name

RollSnarel
FingerSnap
Zap 1

Gun Shot 1
Scratch Hi
Scratch Lo
Stick Hit
Snap
Metronomel
Tubular 3
Real Kick
Punch Kick
Side Stick
Snare 1
Hand Claps
PicloSnare
Tom 1 Lo
Close HH
Tom 1 Lo
Pedal HH
Tom 1 Lo
Open HH
Tom 1 Hi
Tom 1 Hi
Crash Cym
Tom 1 Hi
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro S
Guiro L
Claves
WoodBlockL
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo

Key
No

1

ROOM
Sample  Sample
No Name
29 RollSnarel
121 FingerSnap
152 Zap 1
278 Gun Shot 1
154 Scratch Hi
155 Scratch Lo
40 Stick Hit
122 Snap
284 Metronomel
215 Tubular 3
2 Ambi.Kick
2 Ambi.Kick
41 Side Stick
27 GatedSnare
130 Hand Claps
25 Ambi.Snare
65 Tom 2 Lo
52 Close HH
65 Tom2 Lo
54 Pedal HH
65 Tom 2 Lo
53 Open HH
63 Tom 2 Hi
63 Tom 2 Hi
43 Crash Cym
63 Tom 2 Hi
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
108 Cowbell
43 Crash Cym
123 Viblaslap
57 Ride Edge
79 Hi Bongo
78 Lo Bongo
84 Palm Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo
107 Agogo
97 Cabasa
96 Maracas
128 Whistle §
129 Whistle L
124 Guiro S
125 Guiro L
117 Claves
116 WoodBlockL
116 WoodBlockL
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa
101 JingleBell
102 MarcTree 1
119 Castanet
77 Taiko Lo
77 Taiko Lo

Sample
No

PCWER

Sample

Rol Snarel
FingerSnap
Zap 1

Gun Shot 1
Scratch Hi
Scriitch Lo
Stick Hit
Snap
Meironomel
Tutular 3
Meial Kick
Gated Kick
Sid: Stick
GatedSnare
Haiid Claps
Ro¢k Snare
ProcessTom
Close HH
ProcessTom
Pecal HH
PracessTom
Opi:n HH
PracessTom
PracessTom
Crzsh Cym
PracessTom
Rice Edge
China Cym
Rice Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ricle Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Muracas
Whistle S
Whistle L
Guiro §
Guiro L
Claves
WoodBlockL
WoodBlockL
Miite Cuica
Oren Cuica
MinteTriang
OpenTriang
Cabasa

Jir gleBell
MurcTree 1
Castanet
Taiko Lo
Taiko Lo




ELECTRONIC

Sample
Name

RollSnarel
FingerSnap
Zap 1

Gun Shot 1
Scratch Lo
Scratch Hi
Stick Hit
Snap
Metronomel
Tubular 3
Dance Kick
Syn Kick 4
Side Stick
QilDrum
Hand Claps
GatedSnare
Syn Tom 1
Close HH
Syn Tom 1
Pedal HH
Syn Tom 1
Open HH
Syn Tom 1
Syn Tom 1
Crash Cym
Syn Tom 1
Ride Edge
Rev.Cymbal
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro S
Guiro L
Claves
WoodBlockL
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo

Sample
No

ANALOG

Sample

RollSnare
FingerSnap
Zap 1

Gun Shot 1
Scratch Lo
Scratch Hi
Stick Hit
Snap
Metronomel
Tubular 3
Syn Kick 3
Syn Kick 3
Syn Rim
SynSnare 1
Hand Claps
SynSnare 2
SynTom2 Lo
CloseSynHH
SynTom2 Lo
CloseSynHH
SynTom2 Lo
OpenSyn HH
SynTom2 Hi
SynTom2 Hi
OpenSyn HH
SynTom2 Hi
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
SynCowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
SynTom2 Hi
SynTom2 Hi
SynTom?2 Hi
Hi Timbal
Lo Timbat
Agogo
Agogo
Cabasa
SynMaracas
Whistle S
Whistle L
Guiro S
Guiro L

Syn Claves
WoodBlockL
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo

Excl
Group

5 DANCE
Sample  Sample
No Name

RollSnare!
FingerSnap
Zap 1

Gun Shot 1
Scratch Lo
Scratch Hi
Stick Hit
Snap
Metronomel
Tubular 3
Syn Kick 1
Dance Kick
Side Stick
GatedSnare
Hand Claps
Ambi.Snare
Syn Tom 1
CloseSynHH
Syn Tom 1
CloseSynHH
Syn Tom 1
OpenSyn HH
Syn Tom 1
Syn Tom |
Crash Cym
Syn Tom 1
Ride Edge
Rev.Cymbal
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S

* Whistle L

Guiro S
Guiro L
Claves
WoodBlockL
WoodBlockL
Mute Cuica
Mute Cuica
BrightBell
BrightBell
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo




6

Sample
No

JAZZ

Sample
Name

RoliSnarel
FingerSnap .
Zap 1

Gun Shot |
Scratch Hi
Scratch Lo
Stick Hit
Snap
Metronomel
Tubular 3
Dry Kick
Real Kick
Side Stick
Dry Snare
Hand Claps
LightSnare
Tom 1 Lo
Close HH
Tom 1 Lo
Pedal HH
Tom 1 Lo
Open HH
Tom 1 Hi
Tom 1 Hi
Crash Cym
Tom 1 Hi

Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro S
Guiro L
Claves
WoodBlockL
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo

Key

Sample
No

BRUSH

Sample
Name

RolliSnarel
FingerSnap
Zap 1

Gun Shot 1
Scratch Hi
Scratch Lo
Stick Hit
Snap
Metronome1
Tubular 3
Dry Kick
Real Kick
Side Stick
Brush Tap
Brush Slap
BrushSwish
Brush Tom
Close HH
Brush Tom
Pedal HH
Brush Tom
Open HH
Brush Tom
Brush Tom
Crash Cym
Brush Tom
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L.
Guiro §
Guiro L
Claves
WoodBtockL
WaoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Taiko Lo
Taiko Lo

Key

Sample
o

ORCHESTRA

Saniple
Name

Ro'1Snarel
FingerSnap
Close HH
Peilat HH
Open HH
Ride Edge
Stizk Hit
Snip
Mg¢tronomel
Tubular 3
Real Kick
Or:h B.Drm
Sidle Stick
Soft Snare
Castanet
Soft Snare
Timpani
Tiinpani
Tiinpani
Tinpani
Tinpani
Timpani
Timpani
Timpani
Timpani
Timpani
Timpani
Timpani
Timpani
Tembourine
Splash Cym
Cowbell
Ciash Cym
V. blaslap
O:ch Cym
H: Bongo
Lo Bongo
Piilm Conga
Open Conga
Open Conga
Hi Timbal
L Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro §
GuiroL
Claves
WoodBlockL
VoodBlockL
Mute Cuica
Cpen Cuica
MuteTriang
CpenTriang
Cabasa
JingleBell
MarcTree 1
C'astanet
Taiko Lo
Taiko Lo
Applause 1




9 ETHNIC
Sample  Sample
No Name

FingerSnap
Tambourine
Castanet
Crash Cym
RollSnarel
Soft Snare
Orch Cym
Orch B.Drm
JingleBell
MarcTree 1
MarcTree 2
Taiko Lo
Side Stick
Tsuzumi
Tubular 2
Claves
Stick Hit
Tsuzumi
Tom 1 Hi
Side Stick
Gong Lo
Gong Lo
Gong Hi
Gamelan 1
Metal Bell
Gamelan 1
du
Udu
R-Timbal
Lo Timbal
Lo Timbal
Tambourine
Tabla 2
Tabla 1
Tabla 3
Baya 2

‘Baya 1

Tom 1 Hi
Tom 1 Hi
Maracas
Djembe

Lo Timbal
Lo Timbal
Timbales

Hi Timbal
Cowbell

Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Mute Conga
Slap Conga
Open Conga
Open Conga
Tambourine
Open Conga
Taiko Lo
Taiko Lo

Hi Bongo
Agogo
Agogo
SynMaracas
Whistle L
Whistle L
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Guiro S
Guiro L
Cabasa
Cabasa
Claves
WoodBlockL
WoodBlockL

10 KICK&SNARE

Sample
No

SO

OAND o n bW

Sample
Name

Punch Kick
Real Kick
Fat Kick
Fat Kick
Crisp Kick
Real Kick
Punch Kick
Real Kick
Dry Kick
Orch B.Drm
Ambi.Kick
Ambi.Kick
Gated Kick
Metal Kick
Syn Kick 4
Dance Kick
Syn Kick 2
Syn Kick 3
Syn Kick 3
Syn Kick 1
Snare 1
PicloSnare
Snare 3
TightSnare
Snare 1
Soft Snare
Dry Snare
LightSnare
GatedSnare
Ambi.Snare
GatedSnare
Rock Snare
GatedSnare
GatedSnare
Ambi.Snare
PowerSnare
GatedSnare
Snare 2
OilDrum
SynSnare 2
SynSnare 1
SynSnare 1
SynSnare 2
SynSnare 2
Brush Tap
Brush Tap
Brush Slap
Brush Stap
Brush Slap
BrushSwish
BrushSwish
BrushSwirl

1

Sample
No

SFX

Sample
Name

Scratch Lo
Scratch Hi
GtCutNoisl
GtCutNois2
Chic 2
Chic 1
Bass Slide
Gt Scratch
Zap 1

Gun Shot 1
Scratch Hi
Scratch Lo
Stick Hit
Snap
Metronomel
Tubular 3
Gtr Slide
GtCutNois1
GtCutNois2
StringSlap
FingerSnap
Laughing V
Scream
Punch

Hart Beat
Footstep 2
Footstep 1
Applause 1
Door Creak
Door Slam
Scratch ¢
MarcTree 2
Car Engine
Car Stop
Car Pass
Car Crash
Siren

Train
WhiteNoise
Helicopter
Jetstar

Gun Shot 2
MachineGun
Laser Gun
Explosion
Dog
Gallop
Bird 1

Rain
Thunder
Wind
Seashore V
Stream
Bubble
Kitty

Bird 2
Growl 2
Stadium
Telephonel
Telephone2




12 CM
Sample  Sample
No Name

Side Stick
Snare 1
Syn Claps
Syn Tom 1
Tom 1 Lo
Close HH
Tom 1 Lo
Open HH
Tom 1 Lo
Open HH
Tom 1 Lo
Tom 1| Hi
Crash Cym
Tom 1 Hi
Ride Edge

Hi Bongo
Lo Bongo
Palm Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbatl
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Viblaslap
Fat Kick
Claves
Laughing V
Scream
Punch

Hart Beat
Footstep 2
Footstep 1
Applause 1
Door Creak
Door Slam
Scratch Lo
MarcTree 1
Car Engine
Car Stop
Car Pass
Car Crash
Siren

Train
‘WhiteNoise
Helicopter
Jetstar

Gun Shot 2
MachineGun
Laser Gun
Explosion
Dog

Gallop
Bird 1

Rain
Thunder
Wind
Seashore V
Stream
Bubble

13 Standard

Sample  Sample
No

Name
[
77 Taiko Lo
77 Taiko Lo
153 Zap 2
113 Timbales
158 Scratch b
158 Scratch b
121 FingerSnap
122 Snap
285 Metronome2
215 Tubular 3
108 Cowbell
108 Cowbell
37 Brush Tap
39 BrushSwirl
36 Brush Slap
39 BrushSwirl
29 RollSnarel
119 Castanet
21 Soft Snare
40 Stick Hit
1 Rock Kick
24 TightSnare
6 Real Kick
0 Fat Kick
41 Side Stick
16 Snare 1
131 Syn Claps
22 LightSnare
62 Tom 1 Lo
52 Close HH
62 Tom 1 Lo
54 Pedal HH
62 Tom 1 Lo
53 Open HH
61 Tom 1 Hi
61 Tom 1 Hi
43 Crash Cym
61 Tom { Hi
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
108 Cowbel!
43 Crash Cym
123 Viblaslap
57 Ride Edge
79 Hi Bongo
78 Lo Bongo
85 Mute Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo
107 Agogo
98 SynMaracas
96 Maracas
129 | Whistle L
129 Whistle L
124 Guiro S
125 Guiro L
117 Claves
115 WoodBlockM
115 ‘WoodBlockM
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa
101 JingleBell
102 MarcTree 1

14 Room

Sample
No

77

77

153
113
158
158
121
122
285
215
108

Sarnple
Neme
Taiko Lo
Taiko Lo
Zap 2
Tirabales
Scratch b
Scratch b
Fir gerSnap
Smap
Me¢tronome?2
Tubpular 3
Cowbell
Cowbell
Brush Tap
BrishSwirl
Brish Slap
BrishSwirl
RallSnarel
Castanet
Soft Snare
Stick Hit
Rock Kick
TijshtSnare
Real Kick
Real Kick
Sidle Stick
Snare 1

Syn Claps
LightSnare
ProcessT om
Cli>se HH
PricessTom
Pedal HH
ProcessTom
Open HH
ProcessTom
ProcessTom
Crash Cym
PricessTom
Rile Edge
Ctina Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Mate Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Apogo
Ajlogo
SynMaracas
Maracas
Whistle L
Whistle L
Gniro S
Guiro L.
Claves
WoodBlockM
WoodBlockM
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cibasa
JingleBell
MarcTree |




15 Rock

Sample
No

77

71

153
113
158
158
121
122
285
215
108

Sample
Name
Taiko Lo
Taiko Lo
Zap 2
Timbales
Scratch b
Scratch b
FingerSnap
Snap
Metronome2
Tubular 3
Cowbell
Cowbell
Brush Tap
BrushSwirl
Brush Slap
BrushSwirl
RollSnarel
Castanet
PowerSnare
Stick Hit
ProcesKick
TightSnare
Real Kick
Ambi.Kick
Side Stick
Rock Snare
Syn Claps
GatedSnare
ProcessTom
Close HH
ProcessTom
Pedal HH
ProcessTom
Open HH
ProcessTom
ProcessTom
Crash Cym
ProcessTom
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
SynMaracas
Maracas
Whistle L
Whistle L
Guiro §
Guiro L
Claves

- WoodBlockM

WoodBlockM
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1

Excl
Group

16

Sample
No

717

77

153
113
158
158
121
122
285
215
108
108

Electro

Sample
Name
Taiko Lo
Taiko Lo
Zap?2
Timbales
Scratch b
Scratch b
FingerSnap
Snap
Metronome?2
Tubular 3
Cowbell
Cowbell
Brush Tap
BrushSwirl
Brush Slap
Rev.Cymbal
RollSnarel
Zap 2

Rock Snare
Stick Hit
Dry Kick
TightSnare
Dance Kick
Ambi.Kick
Side Stick
PowerSnare
Syn Claps
PowerSnare
Syn Tom 1
Close HH
Syn Tom {
Pedal HH
Syn Tom 1
Open HH
Syn Tom 1
Syn Tom 1
Crash Cym
Syn Tom 1
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbel!
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
SynMaracas
Maracas
Whistle L
Whistle L
Guiro S
Guiro L
Claves
WoodBlockM
WoodBlockM
Scratch b
Scratch b
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1

17 Analog
Sample  Sample
No Name
77 Taiko Lo
77 Taiko Lo
153 Zap 2
113 Timbales
158 Scratch b
158 Scratch b
121 FingerSnap
122 Snap
285 Metronome2
215 Tubular 3
108 Cowbell
108 Cowbell
37 Brush Tap
39 BrushSwirl
36 Brush Slap
180 Rev.Cymbal
29 RollSnare1
153 Zap2
28 PowerSnare
40 Stick Hit
0 Fat Kick
24 TightSnare
11 Syn Kick 1
11 Syn Kick 1
42 Syn Rim
31 SynSnare 1
131 Syn Claps
32 SynSnare 2
71 SynTom2 Lo
55 CloseSynHH
It SynTom2 Lo
35 CloseSynHH
71 SynTom2 Lo
56 OpenSyn HH
! SynTom2 Lo
71 SynTom2 Lo
43 Crash Cym
71 SynTom2 Lo
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
109 SynCowbell
43 Crash Cym
123 Viblaslap
57 Ride Edge
79 Hi Bongo
78 Lo Bongo
70 SynTom?2 Hi
70 SynTom2 Hi
70 SynTom?2 Hi
111 Hi Timbal
112 Lo Timbal
107 Agogo
107 Agogo
98 SynMaracas
98 SynMaracas
129 Whistle L
129 Whistle L
124 Guiro §
125 Guiro L
118 Syn Claves
115 WoodBlockM
115 WoodBlockM
158 Scratch b
158 Scratch b
104 MuteTriang
105 OpenTriang
97 Cabasa
101 JingleBell
102 MarcTree 1




18 Jazz

Sample  Sample

No Name

77 Taiko Lo
77 Taiko Lo
153 Zap 2

113 Timbales
158 Scratch b
158 Scratch b
121 FingerSnap
122 Snap

285 Metronome2
215 Tubular 3
108 Cowbell
108 Cowbell

37 Brush Tap
39 BrushSwirl
36 Brush Slap
39 BrushSwirl
29 RollSnarel
119 Castanet
21 Soft Snare
40 Stick Hit

1 Rock Kick
24 TightSnare
6 Real Kick

1 Rock Kick
41 Side Stick
16 Snare 1

131 Syn Claps
22 LightSnare
62 Tom 1 Lo
52 Close HH
62 Tom 1 Lo
54 Pedal HH
62 Tom 1 Lo
53 Open HH
61 Tom 1 Hi
61 Tom 1 Hi
43 Crash Cym
61 Tom | Hi
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
108 Cowbell
43 Crash Cym
123 Viblaslap
57 Ride Edge
79 Hi Bongo
78 Lo Bongo
85 Mute Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo

107 Agogo
98 SynMaracas
96 Maracas
129 Whistle L.
129 Whistle L
124 Guiro §

125 Guiro L

117 Claves

115 WoodBlockM
115 ‘WoodBlockM
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa

101 JingleBell
102

MarcTree 1

19 Brush
Sample  Sample
No Name
77 Taiko Lo
77 Taiko Lo
53 Zap2
113 Timbales
158 Scratch b
158 Scratch b
121 FingerSnap
122 Snap
285 Metronome2
215 Tubular 3
108 Cowbell
108 Cowbell
37 Brush Tap
39 BrushSwirl
36 Brush Stap
39 BrushSwirl
29 RoliSnarel
119 Castanet
36 Brush Slap
40 Stick Hit
1 Rock Kick
24 TightSnare
6 Real Kick
4 Punch Kick
41 Side Stick
36 Brush Slap
131 Syn Claps
37 Brush Tap
73 Brush Tom
52 Close HH
73 Brush Tom
54 Pedal HH
73 Brush Tom
53 Open HH
73 Brush Tom
73 Brush Tom
43 Crash Cym
73 Brush Tom
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
108 Cowbell
43 Crash Cym
123 Viblaslap
57 Ride Edge
79 Hi Bongo
78 Lo Bongo
85 Mute Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo
107 Agogo
98 SynMaracas
96 Maracas
129 ‘Whistle L
129 Whistle L.
124 Guiro §
125 Guiro L
117 Claves
115 ‘WoodBlockM
115 WoodBlockM
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa
101 JingleBell
102 MarcTree 1

20 Classic

Sample
No

Sample
Nime
Taiko Lo
Taiko Lo
Zap2
Timbales
Scratch b
Scratch b
FiigerSnap
Srap
M:tronome2
Tubular 3
Cowbell
Cowbell
Biush Tap
BiushSwirl
Bjush Slap
BiushSwirl
RollSnarel
Ciistanet
Soft Snare
Stick Hit
Rock Kick
TightSnare
O:ch B.Drm
Orch B.Drm
Side Stick
Soft Snare
Siin Claps
Suft Snare
Tom 1 Lo
Close HH
Tom | Lo
Pi:dal HH
Tom1Lo
Open HH
T>m 1 Hi
Tom | Hi
Qrch Cym
Tom 1 Hi
Qrch Cym
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Qrch Cym
Viblaslap
Crch Cym
Hi Bongo
Lo Bongo
Mute Conga
Cipen Conga
Cipen Conga
Ei Timbal
Lo Timbal
Agogo
Agogo
SynMaracas
Maracas
Vhistle L
V/histle L
Ciuiro S
Ciuiro L
Claves
WoodBlockM
WoodBlockM
Mute Cuica
Open Cuica
MuteTriang
(penTriang
(abasa
JingleBell
MarcTree 1




21

Sample
No

137
136
138
141
140
134

285

244
245
246
249
250
247

SFX 1

Sample
Name

GtCutNois2
GtCutNois?
Chic 1
StringSlap
Bass Slide
Gt Scratch

Bubble

22 SFX2
Sample  Sample
No Name

258
259
260
261
262
265

Telephone2
Door Creak
Door Slam
ScratchDbl
Scratch b
MarcTree 1
Telephone2

Car Engine
Car Stop
Car Pass
Car Crash
Siren

Train
Jetstar
Helicopter
HandDrill
MetalHitLo
GlassBreak

Laughing V
Scream
Punch

Hart Beat
Footstep 1
Applause 2

MachineGun
Laser Gun
Explosion
Gun Shot 2

Key

23 K-GM Kit
Sample  Sample
No Name

Rock Kick
Rock Kick
Rock Kick
Rock Kick
Rock Kick
Snare 3
Open HH
Fat Kick
Timbales
Snare 1
RollSnarel
Real Kick
ProcesKick
Side Stick
Rock Snare
Hand Claps
LightSnare
Tom I Lo
Tite HH
Tom I Lo
Pedal HH
Tom 1 Lo
Open HH
Tom 1 Hi
Tom [ Hi
Crash Cym
Tom 1 Hi
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Cym 1
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro S
GuiroL
Claves
WoodBlockM
‘WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Side Stick
Taiko Lo




24 Power Kit

Sample  Sample

No Name
2 Ambi.Kick
2 Ambi.Kick
2 Ambi Kick
2 Ambi.Kick
2 Ambi Kick
26 Rock Snare
53 Open HH
7 Gated Kick
113 Timbales
24 TightSnare
177 Rev.Snarel
7 Gated Kick
9 Metal Kick
41 Side Stick
28 PowerSnare
130 Hand Claps
27 GatedSnare
67 ProcessTom
51 Tite HH
67 ProcessTom
54 Pedal HH
67 ProcessTom
53 Open HH
67 ProcessTom
67 ProcessTm
43 Crash Cym
67 ProcessTom
57 Ride Edge
45 China Cym
58 Ride Cup
100 Tambourine
47 Splash Cym
108 Cowbell
43 Crash Cym
123 Viblaslap
59 Ride Cym 1
79 Hi Bongo
78 Lo Bongo
85 Mute Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo

107 Agogo
97 Cabasa
96 Maracas
128 Whistle S
129 Whistle L
124 Guiro §

125 Guiro L

117 Claves

115 WoodBlockM
116 WoodBlockL
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa

101 JingleBell
102 MarcTree 1
119 Castanet
41 Side Stick
77 Taiko Lo

25 Dance Kit
Sample  Sample
No Name

Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
PicloSnare
Open HH
Syn Kick 2
Side Stick
TightSnare
Rev.Snarel
Ambi.Kick
Dance Kick
Side Stick
SynSnare 2
Hand Claps
Ambi.Snare
ProcessTom
Tite HH
ProcessTom
Pedal HH
ProcessTom
Open HH
ProcessTom
ProcessTom
Crash Cym
ProcessTom
Ride Edge
China Cym
Ride Cup .
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro §
Guiro L
Claves
WoodBlockM
‘WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree |
Castanet
Side Stick
Taiko Lo

26 Analog Kit

Sample
No

Sample
Name

S;m Kick 3
S:7n Kick 3
Sin Kick 3
Sin Kick 3
S'n Kick 3
SiynSnare 2
QOpenSyn HH
Dance Kick
Timbales
Ambi.Snare
Rev.Snarel
Crisp Kick
S;yn Kick 1
Sin Rim
S;ynSnare 1
Syn Claps
LightSnare
SynTom2 Lo
CloseSynHH
SynTom2 Lo
CloseSynHH
SynTom?2 Lo
QOpenSyn HH
SynTom2 Lo
SynTom2 Lo
COpenSyn HH
SynTom2 Lo
Ride Edge
China Cym
Ride Cup
Tambourine
Splash Cym
SynCowbell
Crash Cym
Viblaslap
Ride Cym 1
Hi Bongo
Lo Bongo
SynTom?2 Hi
SynTom2 Hi
SynTom2 Hi
Ei Timbal
Lo Timbal
Agogo
Agogo
Cabasa
SynMaracas
Vrhistle S
V/histle L.
Ciuiro 8
Ciuiro L

Syn Claves
V/oodBlockM
V/oodBlockL
Mute Cuica
Cipen Cuica
MuteTriang
CipenTriang
C'abasa
JngleBell
MarcTree 1
Castanet
Side Stick
Taiko Lo




27 Jazz Kit

Sample
No

Sample
Name

Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
Snare 4
Open HH
Ambi Kick
Timbales
RollSnare2
RollSnarel
Punch Kick
Rock Kick
Side Stick
Soft Snare
Hand Claps
Snare 2
Tom 1 Lo
Tite HH
Tom 1 Lo
Pedal HH
Tom 1 Lo
Open HH
Tom 1 Hi
Tom 1 Hi
Crash Cym
Tom 1 Hi
Ride Cym 2
China Cym
Ride Cym 1
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bango
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle §
Whistle L
Guiro §
Guiro L
Claves
WoodBlockM
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Side Stick
Taiko Lo

Key

28 Brush Kit
Sample  Sample
No Name

Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
Crisp Kick
FingerSnap
Open HH
Ambi Kick
Timbales
Brush Slap
RollSnarel
Punch Kick
Rock Kick
Side Stick
Brush Tap
Brush Slap
BrushSwish
Brush Tom
Tite HH
Brush Tom
Pedal HH
Brush Tom
Open HH
Brush Tom
Brush Tom
Crash Cym
Brush Tom
Ride Cym 2
China Cym
Ride Cym 1
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Edge
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro §
Guiro L
Claves
WoodBlockM
WoodBlockL
Mute Cuica
Open Cuica
MuteTriang
OpenTriang
Cabasa
JingleBell
MarcTree 1
Castanet
Side Stick
Taiko Lo

29 Orch Kit

Sample  Sample

No Name

51 Tite HH

51 Tite HH

51 Tite HH

51 Tite HH

54 Pedal HH
53 Open HH
57 Ride Edge
6 Real Kick

6 Real Kick

6 Real Kick

6 Real Kick

6 Real Kick
75 Timpani
41 Side Stick
30 RollSnare2
119 Castanet

30 RollSnare2
75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani

75 Timpani
100 Tambourine
47 Splash Cym
108 Cowbell

43 Crash Cym
123 Viblaslap
49 Orch Cym
79 Hi Bongo
78 Lo Bongo
85 Mute Conga
82 Open Conga
82 Open Conga
111 Hi Timbal
112 Lo Timbal
107 Agogo

107 Agogo

97 Cabasa

96 Maracas
128 Whistle S
129 Whistle L
124 Guiro §

125 Guiro L

117 Claves

115 ‘WoodBlockM
116 ‘WoodBlockL
94 Mute Cuica
95 Open Cuica
104 MuteTriang
105 OpenTriang
97 Cabasa

101 JingleBell
102 MarcTree 1
119 Castanet

41 Side Stick
77

Taiko Lo




30 Perc Kit
Sample  Sample
No Name

Hi Bongo
Hi Bongo
Hi Bongo
Hi Bongo
Hi Bongo
Lo Bongo
Tambourine
Agogo
VocalSnr 1
Agogo

Slap Bongo
WoodBlockL
Claves
WoodBlockM
Cowbell
WoodBlockH
Castanet
Baya 2
Cabasa
Baya |
Maracas
Baya 2
Cabasa
Tabla 3
Tabla 2
Viblaslap
Tabla 1
MuteTriang
Tom2Lo V
OpenTriang
Guiro S
JingleBell
Guiro L
MarcTree 1
Thing
Maracas
Hand Claps
Syn Claps
Scratch Lo
Scratch Hi
ScratchDbi
Whistle S
Whistle L
Slap Conga
Mute Conga
Open Conga
Open Conga
Mute Cuica
Open Cuica
Timbales
R-Timbal
Hi Timbal
Lo Timbal
Syn Claves
SynCowbell
FingerSnap
Taiko Hi
Taiko Lo
Zap 2
RollSnarel
RollSnare2
Orch Cym
Orch Cym
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit
Orch Hit

31

Sample
No

Total Kit

Sample
Name

Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Fat Kick
Real Kick
Ambi.Kick
Syn Kick 3
Gated Kick
PicloSnare *
Soft Snare
GatedSnare
SynSnare 1
Snare 1
Side Stick
Rock Snare
Tom 1 Lo
ProcessTom
Tom 1 Lo
ProcessTom
Tom | Hi
Tite HH
CloseSynHH
Tite HH
OpenSyn HH
Open HH
Tambourine
Pedal HH
Crash Cym
Crash Cym
Ride Edge
Ride Cup
SynMaracas
Cabasa
Hand Claps
Lo Bongo
Slap Bongo
Hi Bongo
Cowbell
Open Conga
Open Conga
Lo Timbal
MuteTriang
Hi Timbal
OpenTriang
Scratch Hi
Scratch Lo
ScratchDbl
Rev.Snarel
Ambi.Snare
RollSnarel
RollSnare2
Pole
SynSnare 2
Syn Claps
Syn Claves
SynTom?2 Lo
SynTom2 Lo
Syn Rim
Syn Tom 1
Syn Tom 1
Syn Tom 1
Syn Tom 1
Syn Tom 1
MarcTree 1

KeyNo
Group
Co
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32 ProducrKit

Sample No Saraple Name

Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Punch Kick
Ciisp Kick
Fat Kick
Real Kick
Rock Kick
Ainbi.Kick
Guted Kick
Meztal Kick
ProcesKick
Dince Kick
Syn Kick 3
Syn Kick 1
Syn Kick 2
Tom2 LoV
Snare 1
Soft Snare
Siiare 2
PicloSnare
Snare 4
Siiare 3
LightSnare
GatedSnare
T: ghtSnare
PowerSnare
Ambi.Snare
R:v.Snarel
Rock Snare
RollSnarel
RollSnare2
S: de Stick
SynSnare 1
SynSnare 2
Gun Shot 1
VocalSnr 1
BrushSwish
BrushSwirl
Brush Tap
Brush Slap
Tite HH
Cpen HH
Pedal HH
CloseSynHH
CipenSyn HH
Crash Cym
Splash Cym
China Cym
Ride Edge
Ride Cup
F.ide Cym 1
F.ide Cym 2
Tom 1 Lo
Tom 1 Lo
Tom 1 Hi
FrocessTom
FrocessTom
SynTom2 Lo
SynTom2 Hi
Syn Tom 1
Syn Tom 1
Brush Tom
Hrush Tom




33 Krazy Kit

Sample
No

Sample
Name

Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Growl 1
Fat Kick
BOOFN
Snare 2
POOM
COUGH
BISS

Pull 1
ISSH

Drop
COOSH
Pull 2
CHLACK
BOOGETA
GlassBreak
GlassBreak
GlassBreak
Growl 1
Growl 1
Sword
Sword

Fist

Fist

Tron Up
Tron Up
CorkPop
CorkPop
HandDrill
HandDrill
Uhhh!
Uhhh!
Samurai!
Samurai!
Jetstar
Jetstar
MouthHarpl
MouthHarp2
MouthHrplA
WhiteNoise
Gun Shot 1
Zap 1

Zap 2
Monkey 1
Monkey 2
MetalHitLo
MetalHitHi
Gt Scratch
Gong Lo
Cast Roll
Castanet
OilDrum
SolidHit
Thing
FingCymbal
Scratch ¢
Scratch a
Scratch b
Scratch Hi
Scratch Lo
ScratchDbl
Orch Hit
Orch Hit

34 Combo Kit
Sample  Sample
No Name

Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Orch Cym
Fat Kick
Rock Kick
Ambi.Kick
Syn Kick 3
Gated Kick
PicloSnare
Soft Snare
GatedSnare
SynSnare }
Snare 1
Side Stick
Rock Snare
Tom 1 Lo
ProcessTom
Tom 1 Lo
ProcessTom
Tom 1 Lo
Tite HH
ProcessTom
Close HH
ProcessTom
Open HH
Tambourine
Pedal HH
Crash Cym
Crash Cym
Ride Edge
Ride Cup
SynMaracas
Cabasa
Hand Claps
Lo Bongo
Slap Bongo
Hi Bongo
Cowbell
Open Conga
Open Conga
Lo Timbal
MuteTriang
Hi Timbal
OpenTriang
Ride Cym 1
Ride Cym 2
China Cym
Rev.Snarel
Ambi.Snare
RollSnarel
RollSnare2
Splash Cym
Stick Hit
Syn Claps
Syn Claves
SynTom?2 Lo
SynTom?2 Lo
Syn Rim
Sagat
Thing
MarcTree 1
MarcTree 1
MarcTree 1
MarcTree 1

35 Zulu Kit
Sample  Sample
No Name
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
3 Crisp Kick
11 Syn Kick 1
2 Ambi.Kick
7 Gated Kick
10 Dance Kick
6 Real Kick
13 Syn Kick 3
32 SynSnare 2
28 PowerSnare
31 SynSnare 1
21 Soft Snare
24 TightSnare
22 LightSnare
25 Ambi.Snare
17 Snare 2
278 Gun Shot 1
131 Syn Claps
108 Cowbel!
51 Tite HH
55 CloseSynHH
54 Pedal HH
56 OpenSyn HH
53 Open HH
105 OpenTriang
43 Crash Cym
47 Splash Cym
105 OpenTriang
100 Tambourine
104 MuteTriang
82 Open Conga
82 Open Conga
83 Slap Conga
83 Slap Conga
85 Mute Conga
85 Mute Conga
84 Palm Conga
78 Lo Bongo
187 Log Drum 1
188 Log Drum 2
189 Log Drum 3
190 Log Drum 4
226 BrushNoise
121 FingerSnap
162 BISS
163 BOOFN
164 BOOGETA
165 CHLACK
173 Monkey 1
94 Mute Cuica
95 Open Cuica
220 MouthHplA
221 MouthHarp2
222 MouthHrp2A
243 MalletLoop
236 Waterphone
243 MalletLoop
102 MarcTree 1
21 MouthHarp2
135 Gtr Slide
135 Gtr Slide
242 Jung Gliss




36 Modern Kit

Sample
No

Ambi.Kick
Ambi.Kick
Ambi.Kick
Ambi.Kick
Ambi.Kick
Rock Snare
Fat Kick
SynSnare 2
Syn Kick 1
TightSnare
Rev.Snarel
Syn Kick 2
Rock Kick
Side Stick
Gun Shot 1
Hand Claps
Ambi.Snare
ProcessTom
Tite HH
ProcessTom
Pedal HH
ProcessTom
Open HH
ProcessTom
ProcessTom
Crash Cym
ProcessTom
Ride Edge
Crash Cym
Ride Cup
Tambourine
Splash Cym
Cowbell
Crash Cym
Viblaslap
Ride Cym 1
Hi Bongo
Lo Bongo
Mute Conga
Open Conga
Open Conga
Hi Timbal
Lo Timbal
Agogo
Agogo
Cabasa
Maracas
Whistle S
Whistle L
Guiro S
Guiro L
Claves
WoodBlockM
Tom 1 Lo
Tite HH
Tom 1 Lo
Open HH
Tom 1 Hi
OrchCym LP
JingleBell
MarcTree 1
OpenTriang
OpenTriang
MuteTriang




NS5R Bonus Disk Sound Editor

Floppy disk contents

Windows version SED-02W (NS5R Sound Editor, SMF Format Converter, Korg MIDI Driver)
Macintosh version SED-02M (NS5R Sound Editor, SMF Format Converter, Korg MIDI Driver)

® No responsibility will be accepted by Korg Corporation, by its distributors, or by the copyright
holder for any damages etc. which may result from the use of the included software.

® In order to use NS5R Sound Editor you will need a separately sold special cable (AC-001B, AG-002B:
Korg MIDI Driver is included). Use the version of Korg MIDI Driver found in the Bonus Disk.

Use the special cable to connect the serial port of your computer to the NS5R, and set the Global mode

PCI/FCLK setting to 38.4 kBPS (for IBM and compatible computers) or 31.25 kBPS (for Macintosh

computers).

Korg NS5R SoundEditor is an application which allows NS5R parameters to be edited on a personal

computer. The edited data is immediately sent to the NS5R which is connected to the computer, allow-

ing you to hear the results of your editing on the spot. The data you create can be saved as a file.

Unless specified otherwise, operation is the same for both the Windows and Macintosh versions. For

explanations of the various parameters themselves, refer to the NS5R owner’s manual.

Installation and setup

| Windows version ]

Installation

Insert the NS5R SoundEditor master disk, and execute SETUP.EXE. If you wish to change the installa-
tion directory, modify the path name and click the [OK] button. NS5R SoundEditor will be copied to
your hard disk and a new group will be created. The Korg PC I/F MIDI Driver will automatically be
installed. If you do not wish to install the Korg PC I/F MIDI Driver, un-check the check box for “Install
Korg PC I/F Driver” before you click the [OK] button. '

VKORG NS5R Utilities Setup
Weloome to the KORG NSBR Utiities.

% This program will setup KORG
o applications an vour hard drive and
vieite a new Frogra Manager Group,

The sehup program wil cmy ﬁﬂﬁﬁ applhication
files to the tollowing dir

Wnstal KORG PCIF Diiver 13

oK | ool |

Setup

With the NS5R connected to your computer, start up NS5R SoundEditor. Click the [OK] button in the
About box, and then choose “MIDI Setup” from the MIDI menu to access the MIDI Setup dialog box.
Here you can make driver settings for MIDI IN and MIDI OUT. Select the desired driver for MIDI IN
and MIDI OUT. If you click the [Make Default] button, the program will automatically use these set-
tings when it starts up.
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When the connection has been confirmed, the Exclusive Channel will be set automatically. (It is not
possible to modify the NS5R’s Exclusive Channel setting from NS5R SoundEditor.)

Installation

Copy NS5R SoundEditor into the desired location on your hard disk, and copy the Korg MIDI Driver
into the system folder of your startup disk. (For installation and setup of the Korg MIDI Driver, refer to
the NS5R owner’s manual.)

If the Apple MIDI Driver exists in the system folder, either delete it or move it to another folder. Do not
delete or move the MIDI Manager.

¢ Korg MIDI Driver includes the functionality of Apple MIDI Driver.

Setup

1. Start up NS5R SoundEditor.

2. Start up PatchBay, and make Korg MIDI Driver settings. Refer to the NSSR owner’s manual section
“Setting up the Korg MIDI Driver (Macintosh),” and connect the icons as shown below.

ENE=—— = PatchBay =
KORG MID1, Modem Default Out -=—  NSSR SoundEditor , Out Port
[
‘ q o0
D olhled

o]

3. Choose MIDI Setup from the MIDI menu of NS5R SoundEditor. Specify the Exclusive Channel
(MIDI Channel) of the NS5R, click the NS5R Connected check box, and then click the [OK] button
(or alternately, click [Make Default] if you want these settings to be'used from the next start-up).

When the connection has been confirmed, the Exclusive Channel will be set automatically. (It is not

possible to modify the NS5R’s Exclusive Channel setting from NS5R SoundEditor.)

MiD} Setup

MIDI Ehannel
B N55R Connected

Make Default

(Cancel ] [ 0K J

Usage

Loading a sound data file

1. From the File menu, choose New and a new blank list will appear. If you started up NS5R SoundEdi-
tor without specifying a file, it will start in the same condition as when New is selected. In order to
display all the parameters inside the NS5R, all sound data in the NS5R must be transmitted to NSSR
SoundEditor.

2. From the MIDI menu, choose Receive..., check All Parameters, and click the [OK] button. System
exclusive data transmission from the NS5R will begin.

e During transmission, do not touch the panel switches of the NS5R or your computer’s mouse.
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Operation
1. Click the tab for the mode that you wish to edit.

NS5R SoundEditor has five modes: “Multi,” “Global,” “User Prog,” “User Combi” and “User Effect.”
The NS5R itself is not divided into these modes, but normally operates in what corresponds to
“Multi” mode. The condition of the NS5R when its EDIT button is pressed to select “Global” corre-
sponds to NS5R SoundEditor’s “Global” mode. The NS5R itself allows you to save 128 different set-
tings for each type of memory “User Prog,” “User Combi” and “User Effect.” However the NS5R by
itself is not able to simultaneously edit these user settings. NS5R SoundEditor’s “User Prog,” “User
Combi” and “User Effect” modes make it possible to easily edit these user settings.

Multi mode

This is the normal mode of the NS5R. Click the Multi tab (Multil--Multi4) to select the one you wish to
edit, and then double-click the Part that you wish to edit in the list box which shows the settings for
each part. A dialog box will appear, allowing you to edit the settings. Click the [OK] button and the set-

tings will be saved in the selected Multi.

Muli 1 | ol 2 | Muti 3] Muti 4]

Pait Bark Program

Ch Tans Vol Pan |

01 N264 Program 099:Mega Synth
02 X5DR Program 053:SterecHom
03 =EDE Program 1 E:Firghd allet
04 05RA Program 088:Air Vox

05 N264 Program 044:DreamBells
06 05RAW Program 021:GlideSweep
07 N264 Program 013:Arpeggiate

AT 0

0
&3 0
AD4 0
AQS Q
AD6 0
AD?7 0

100 CNT
127 L34

27 LT
127 CNT
10 CNT
101 RE3
127 CNT

® The parameters which can be edited here are only those parameters which appear in the NS5R’s LCD
when it is started up. It is not possible to edit the “EG,” “Fc/Win” and “Others” parameters of the

NS5R’s “Part Edit” mode.

Common Parameters Multi Dump =y
Tune  +0000 KegShit +00  EffectBenk GM — oo s
Balance CNT  Vome 127 No. 001:Hev/Cho | Transmit | | Receive |

If you click the [Edit] button of the “Common Parameters” group, a dialog box will appear allowing you
to edit the Multi Common parameters. Click the [OK] button to save these settings.

If you click the [Transmit] or [Receive] button of the “Multi Dump” group, the current settings will be
transmitted or received to/from the NS5R. The transmitted settings will be saved in the NS5R’s mem-

ory.

Global mode

The various parameter settings of Global mode are displayed here. Click the [Edit Global] button to

access the dialog box. Click the [OK] button to save the settings.
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User Prog (Program) mode, User Combi (Combination) mode, User Effect mode

These modes allow you to quickly call === s s 3
up and then edit any one of the 128 LMEME@‘?:L User Prog |User Cam? l}'“" Eff‘?ﬁ L
50| Paameters l

user seFtings in each mode. From the i Program Name List Comme
name list at the left, select the pro- - [G0THyperwave
gram/combination/effect that you . |002:N264 Piano
wish to edit, and click one of the tabs | 003 UlkaRez
Flisplayed at the right to §elect the i ! ‘:
item that you wish to edit (for User /. {006:N-Stiings
Prog select tabs “Common” or “OSC il 1007:NuFretless

Parameters,” for User Combi select

tabs “Common” or Timbre 1--8, and User Effect has no tabs). Then click an [Edit] button to access the
dialog box. When you are finished editing, click the [OK] button to save the settings. These modes also
allow you to copy, cut and paste between the 128 memories of each mode. In the name list shown at the
left, select the program/combination/effect that you wish to edit, and choose a command from the Edit
menu. You can also drag the mouse (on the Macintosh, [shift]+ drag or [command]+ drag) to select
two or more numbers, and copy or cut and past them at once. (Refer to the “Auto Dump” item in
“About Preferences.”)

By clicking the [Transmit] or [Receive] button in the “Dump” group, you can transmit or receive the
current settings to/from the NS5R. The transmitted/received settings will automatically be saved in the
NS5R’s memory. ‘

TTGEET | Tvekwin
Musical oop }1 P-Slop+1.0 D¢
Level 83 Ocll16 CTure +DF1
T et TEGInt 127 LF
[ eh /7 [VelSens  Fu

g

- Combination Dump —————
H Tsammik\rl [ Transmit as... | | Recsive | | Recsive as... |
S |

About the editing modes
Editing in User Prog mode

Click the tab (“Common” or “OSC Parameters”) for the section that you wish to edit, and the current
settings will be displayed. Click an [Edit] button and a dialog box will appear. Click the [OK] button to
save the settings.

Common tab

In the Common section you can edit parameters such as Program Name and OSC Mcde.

The “Remark” in the “Common” section is for reference. You can select from 10 different character

strings that have been registered. This can be used to assign a category name etc. to a sound that you

create. Remarks can be registered by pressing the [Edit List] button. You can also register them in the

“Remark List” of the Options menu. Remarks will appear in the Name List display if the [Display

Remark] check box in the “Common” tab is checked.

o The NS5R itself does not have a Remark function. Thus, Remarks cannot be saved in the memory of
the NS5R.

& Remarks are saved in the file. The list of Remark character strings that you register is also saved in the
file. When you create a new data file, you will have to re-register the Remark character strings.

OSC Parameters tab .

In the OSC Parameters section you can perform detailed editing for each of the OSC1 and OSC2
parameters. The dialog box contains 10 tabs. From the left, they are three each for OS C-related, VDF-
related, and VDA-related parameters, and finally the Fx tab for effects. If the OSC Mode is “Double,”
you can use the [OSC1/OSC2] buttons to switch between the OSC1 and OSC2 displays.

If the OSC Mode is “Drum,” clicking this button will take you to Drum Kit mode. For details refer to
“Editing in Drum Kit mode.”
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EG editing (Pitch EG, VDF EG, VDA EG) :

The various EG waveforms for Pitch EG (P-EG), VDF EG (F-EG) and VDA EG (A-EG) can be edited by
using the mouse to drag the squares that are part of each EG graphic.

osc|piro] PEG [voF | FLFo | FEG | vDa ] alro | A€G | Fx]

08C 1 Pitch EG Parameters
1 - Pitch EB Intensity =
EG Intensity ngim}@
- Pitch EG ———y

1@ Attack Time

‘ Decap Time ‘JJ.LJ%
ez .

Editing in User Combi mode
Click the tab for the section you wish to edit (“Common” or Timbre 1--8), and the current settings will

appear. Click an [Edit] button and a dialog box will appear. Click the [OK] button and the settings will
be saved.

Common tab

In the Common section you can edit the program names etc. For the Remark, refer to “Editing in User
Prog mode.”

T1—T8 tabs

These allow you to edit the parameters of each Timbre. Use the “Timbre No” combo box to select the
Timbre that you wish to edit.

Editing in User Effect mode
Click the [Edit Effect] button and a dia-
log box will appear. You can input the
effect name in the Effect Name box. To
edit the effect, double-click the section
that you wish to edit. Double-clicking
“Effect 1,” “Effect 2,” “Pan3” or “Pan4”
(except for Parallel 3), or “Level” (only
for Parallel 3) will access a special dialog
box. To change the Placement setting,
double-click a location other than the
above, and the Placement dialog box will
appear.

Editing in Global mode

Click the [Edit Global] button-and a dialog box will appear. Click the [OK] button and the settings will
be saved.

If the NS5R is connected to your computer, the current settings of the Global parameters will be trans-
mitted from the NS5R, and NS5R SoundEditor will display these settings. This is to prevent the Global
settings of the NS5R itself from being modified accidentally if the [Cancel] button is clicked.

EffectName  [Rev/Cho i

<

Parallel 3
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Editing in Drum Kit mode

It is possible to enter Drum Kit mode only if the OSC Mode is set to “Drum.” To enter Drum Kit mode,
click the [Edit Drum Kit] button located in the OSC tab of the “OSC Parameters” dialcg box of User
Prog mode. (Refer to “Editing in User Prog mode.”) In the “Drum Kit Edit” dialog box, double-click to
select the kit that you wish to edit from the drum kit parameter list box. A dialog box will appear, allow-
ing you to edit kit parameters. The left side of this dialog box contains a list box that allows you to select
the kit that you wish to edit. Click the [OK] button and the settings will be applied. If vou click the
[Close] button of the “Drum Kit Edit” dialog box, you will be asked whether these drum kit settings
should be saved in either User Kit 1 or User Kit 2. Click the [OK] button and the settings will be saved in
the selected User Kit. If you click [No], the settings will be discarded. Clicking [Review] will take you
back to editing. ,

[Note Inst Coase Fine Level ExGip Assign Cutolf Color Attack Decay Pan R{Ev Cho
D#2 130 0 0 68 -3 S 0 0 64 +16 LN 127 127 &3
20 -40 92 - & S 0 0 -64 +20  CNT
62 - 0 97 ~ & M 1] 0 64 +30 L34
BlL.S 0

3

52 30 B8 0 B4 +20 R4
54 +2 40 2 j oo
B2 +1  +6 104 - ) o

I X 54 oo

e If an NS5R is not connected, you will be able to enter Drum Kit edit mode only if User Kit1 or User
Kit2 is selected as the Multi Sample.

About the keyboard window
If you choose Keyboard from the Window menu, the Keyboard window will appear, allowing you to use
the mouse to audition the sound.

c2 Imca BB

Charnel [T [§] Velociy
BT «

Specify the MIDI channel that will be used to sound the notes.

Menus
File menu
New Open a new sound window. :
Open Load data from a file. Up to 5 files can be opened.
Close Close the currently displayed file.
Save Save data to a file.
Save as Save data to a file under a different name.
Import : Paste the loaded data into the currently displayed data.
Export Save one or all of the settings of the various modes in the specified format.
For details refer to “Concerning the File menu command Export.”
Exit (Quit) Exit the NS5R SoundEditor.
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Edit menu
Cut

Copy
Paste

Clear
Compare

EG Copy & Swap

Swap Fx1 & Fx2

OSC Parameter Copy

Change OSC Level

MIDI menu
MIDI Setup
Receive
Transmit
Reset
All Notes Off

Options menu
Show Exclusive Data

Preferences
Window menu

Keyboard
1...5:Filename

Copy the selected data to the buffer, and delete it.

Copy the selected data to the buffer.

Paste copied data from the buffer.

Delete the selected data (without copying it to the buffer).

Compare the unedited data with the edited data (sound). For details refer
to “About Compare.”

Copy or exchange Pitch/VDF/VDA EG settings between oscillators when
the OSC Mode is Double.

In User Effect mode, exchange the contents of the Effect 1 and Effect 2.
(This will appear in the menu only in User Effect mode.) Also, only when
Effect Placement is Parallel 3, the contents of Effect 1 Level and Effect 2
Level will also be exchanged.

Copy OSC parameters from the specified program to OSC1/0SC2 of
another specified program.

In User Prog mode or Drum Kit mode, the OSC Level of all data can be set
or modified using the method you specify. In Drum Kit mode, you can
click the [Edit OSC Level] button to access the same dialog box. For details
refer to “About the Edit OSC Level dialog box.”

Make and save MIDI driver settings.

Receive MIDI data dumps.

Transmit MIDI data dumps.

Transmit various reset commands including GM Mode ON to the NS5R.
When notes are “stuck” for some reason, this will stop the sound.

When this is checked, the transmitted data will be displayed in the upper
right.

The Preferences dialog box will appear. For details refer to “About Prefer-
ences.”

The Keyboard window will appear.
Select the file that you wish to edit.

Help menu (Windows version only)

About

This displays the “About Box” for the NS5R SoundEditor.
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About data files created by X5/05 SoundEditor

NS5R SoundEditor can directly load data files created by X5/05 SoundEditor (extensions of [.X5] or
[.05R]). However since some parameters cannot be converted accurately, the sound will not always be
identical to that on the X5 or 05R/W. Also, effect data will be read either for programs or for combina-
tions (not both). For details refer to the “X5 File Convert” item in “About Preferences.”

| Windows version | -

In the File menu, choose Open. In the “File type” of the dialog box that appears, select “NS5R Files,” and
select a file.

| Macintosh version [ |

The Open command of the File menu can be used to load these files directly, in the same way as NS5R
SoundEditor data files.

About the Export command of the File menu

In the Export dialog box, the data of each mode (either individually or entire) can be saved to a file in
the format specified by Save Option. Three formats are available: Native, Text, and SMI. Native is the
common format used by the NS5R SoundEditor (the format used by the Open and Save commands of
the File menu). Text saves the data as a text file consisting of the data name and value, separated by a tab
character. SMF saves the selected data in NS5R exclusive format to a Standard MIDI File (format 0).

E:-cporl}
= Export Data —
Mode lF'rogram :Jl
DataNo. [047.BigBotiom _[*]
ClselectAll |
=~ Save Option e

Fomat  [Native =

o When saving SMF format data, Mode change or Write Request data will not be included if an indi-
vidual data item is selected. This means that with the exception of Multi, this data will have no mean-
ing by itself.
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About Compare

After modifying a parameter setting, you can compare the edited data with the original data. Each time
you click the “Current Data” or “Previous Data” radio button, the current settings or the previous set-
tings will be transmitted to the NS5R. This allows you to hear the difference between the two settings. If
you click the [Select Current Data] button, the modified settings will be applied. If you click the
[Restore Previous Data] button, the settings before modification will be applied.

= Comgare the snund =
O Cunent Data
meevwsgaté ?
[ Sefe-:t Cunent Data |
ﬁ Restore Previous Data !

 If you reselect another program/combination in the Name List list box, Compare will no longer be
available.

About the Edit OSC Level dialog box

The “Edit OSC Level” dialog box will appear in User Prog mode when you choose “Change OSC Level”
from the Edit menu, or in Drum Kit mode when you click the [Edit OSC Level] button. In this dialog
box, you can simultaneously modify the OSC Level of all 128 User programs or OSC Level of all inst. of
the Drum kit that are being edited. Broadly speaking, the modification can be performed in one of two
ways.

“Change All OSC Levels” will set all OSC Level settings to the value that you specify. “Calculate All OSC
Levels” will modify all OSC Level settings by adjusting the current value by the specified method and
amount. This allows the settings to be modified while preserving the overall balance.

“Set all values to ...” Set all OSC Levels to the specified value.
“Change to ...% of current values” Set all OSC Levels to ...% of their current value.
“Add ... to all values” Add (or subtract) the specified value from all OSC Levels.

With the above three methods, if the specified adjustment would cause a setting to exceed the maxi-
mum (minimum) value of the parameter, you will be asked whether the adjustment should be executed
or not. If the adjustment is executed, the parameter will be limited to its maximum (minimum) value. If
you select Cancel, the adjustment will be canceled.

“Change as Maximum value to..” All OSC Level values will be modified while preserving the
overall balance so that ... is the maximum OSC Level.

All OSC Level values will be modified while preserving the
overall balance so that the minimum and maximum values
are as specified.

»

“Change smoothly from ... to

¢ In the case of Drum Kit mode, kits whose Key Assign Note ON is unchecked will not be modified.
They will also be ignored when calculating the overall balance.
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About Preferences

The Preferences dialog box allows you to make various settings for NS5R SoundEditor.

Startup....ceceeerenivernnsnne Make settings for when NS5R SoundEditor is started up.

Download from NS5R  When NS5R SoundEditor is started up, it will automatically receive param-
eter settings from the NS5R itself. Only those parameters which are
checked will be received. However if NS5R SoundEditor is started up by
specifying a filename, this setting will be ignored.

File Select ......ervvnnnen....... When two or more files are open, specify the operation that will occur
when a file is selected.
Download to NS5R When a file is selected using the Window menu, or when a file is opened

from the File menu, the settings of that file will be transmitted to the
NS5R. Only those parameters which are checked will be transmitted. Data
transmission (dump) requires a fair amount of time. Except for special
cases, it will normally not be necessary to check Download to NS5R. It is
more efficient to use the MIDI menu Transmit or the [Transmit] button of
each mode to transmit only the data required for editing.

Auto Dump..................... When an Edit menu command (Cut or Paste etc.) is executed in a mode for
which this is checked, those settings will automatically b¢ transmitted to
the NS5R. If two or more programs (combinations or effects) were
selected, the data will be transmitted as All Dump. This will take a substan-
tial amount of time. Except for special cases, it will normally not be neces-
sary to check Auto Dump. It is more efficient to perform All Dump (MIDI
menu command “Transmit”) after you finish editing.

MultiEdit.....oerercncninens Make settings for Multi mode.

Fix Part Channel This setting specifies whether the MIDI channel of each Part will be modi-
fied to the new value when cut and paste is performed in Multi mode. If
“Fix Part Channel” is checked, the MIDI channels of the paste destination

will not be modified.
X5 File Convert.............. Options when loading X5/05 SoundEditor files.
Effect This setting specifies whether the Program or the Combination effect data

will be loaded as NS5R User Effect data when a file created by X5/05
SoundEditor (extension [.X5] or [.05R]) is loaded.

Other notes

1. The data files that are created are compatible between the Windows and Macintosh versions.

2. Only some of the Multi mode parameters can be edited.

3. The File menu command Import cannot be used to load data files that were created by X5/05
SoundEditor.

Cautions regarding MIDI

1. If the Macintosh and NS5R are connected when NS5R SoundEditor is started up, NS5R SoundEditor
will automatically check the NS5R Connected check box in the MIDI Setup dialog box.

2. If while using NS5R SoundEditor, you wish to turn off the NS5R’s power or disconnect a MIDI cable,
un-check the NS5R Connected check box in the MIDI Setup dialog box before yoi1 do so.
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( NOTICE h

KORG products are manufactured under strict specifications and voltages required by each
country. These products are warranted by the KORG distributor only in each country. Any
KORG product not sold with a warranty card or carrying a serial number disqualifies the
product sold from the manufacturer’s/distributor's warranty and liability. This requirement is
for your own protection and safety.
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