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Before You Begin...

Thark you, and congratulations on your chaice of the Roland JV-1C3E0 Expandable Synthesizer Module. The JV’s high-
guality sounds and outstanding ease of operation are sure to satisfy every musiciar, from absolute beginner to accomplished
pro. And thanks to its enhanced multi-timbral sound generating capabilities, creating complex ensemble pieces has never
been easier!

To ensure proper operation and years of trouble-free service from your new JV-1DE0, it is important that you take the
time to read this manual carefully.

0 Vol

M Fegatures

#® High-Quality Sounds
The TV includes a wide varicty of preset Patches {sounds)
and Rhythm Sets, ranging from amazingly realistic
avoustic sounds to corapletely synthesized timbres.

@ Multiple Outputs

The JV-HIED has three sets of stereo outputs — MIX
CUT, QUTPUT 1, and OUTFUT 2. These independent out-
put jacks let you add different external effects to different
sounds for sophisticated mixing.

® 64-Voice Polyphony and 16-Part Multi-Timbral
Capability
With 16 Parts and 64 voices available at any one time, the
IV will effortlessly recreate even the most demanding of
ensemble performances.

@ Easy Operation

Each operational mode is directly activated by #s own but-
ton, while Function Select buttons also simplify operation.

® General MIDI System Supported

The JV features a General MIDI System mode that makes
playing music with other M¥D] modules, devices and com-
puters & breeze.

@ Complete Effects Selection
The JV's state-of-the-art DSP (Digital Signal Processor) sec-
tion creates an amazing array of the most stunning digital
effects, inctuding shimmering chorus and warm, natural
reverh. * The General MIDI System is 2 recommended standard
for the functions of MIDI sound modules. Tt was designed
for the creation of music data that is not restricted lo a par-
ticular manufacturer or model. Sound modules and song
data that conform to the General MIDT System carry the
GM Togo (Hifdi}. Any seng data bearing the GM logo can
be played on any sound module also bearing the GM loge.

® Outstanding Expandability
In addition to conventional DATA and PCM cards, the
VIR can also house up to four Wave Expansion
cards simultancously. With the addition of raw wave data,
the sonic palette of the JV is expanded dramaticaliv.

o

W About the Conventions Used
in This Manual
In order to explain the [V's operation as clearly and con-
cisely as possible, this manual makes use of the following
symbols and conventions.

# Starting in Chapter 3, patameters are expressed as follows.

Serecn

abbreviationn Full name Permissible values

® Words or numbers enclosed in {square brackets] indicate 4

panel buttons or controls. For example, [PATCH] refers to <Rat> C‘homs Rate — 0t0127
the “Patch” bublon, and [ENTER] means the “Enter” bui- <Typ> FilterType — OFF/LPF/BPFHPFPKG i
ton. T

® A slash hetween buttons names — such as [}/[»] or This means that the Palchte

Edi is displayed.
[INC}/[DEC] - means that either of the two buttons indi- ftsereen Is displaye
cated may be pressed.

B About the Screen Displays

@ A plus sign (+) between two button names means that the

two buttons should be pressed at the same time. For exam-
ple, [SHIFT]+[ENTER] means “hold down the {SHIFT!
button and then press [ENTER].”

® A reference such as & p. ™" means refer to the indicated
]J
page number.

Please be aware that some of the dispiay screens shown in
this manual may differ from what you actuaily see.
Displays depend upon the unit's configuration {the addi-
Hon of wave cards, etc.} and internal settings.

W
& 1994 BOLAND CORPORATION
All rights reserved. No part of this publication may be reproduced
in any form without the written permission of Roland Corporaticn.
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Panel Descriptions

Front Panel

@ FRoland suPeA IV E
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A.
Q [VOLUME] Knob

This knob adjusts the overall volume output from the MIX
OUT and PHONES jacks. The volume from the QUTPUT 1
and OUTPUT 2 jacks cannot be adjusted.

3 PHONES Jack

Connect stereo headphones (Rolard RH-20/80/120 or sim-
ilar} to this jack. (Be sure the headphones you use have an
impedance between 8 and 15 Ohms.)

B.

O Display
The display indicates a variety of information (selected
sounds, parameter values ete) and operational instre-
tions.

C.
QO {1-8/9-16] Button
This button switches you between the Part Groups (1—-8 or

9—.16} that can be selected in the Performance mode or
GM mode,

O [PALETTE] Button

Pressing this button during editing displays a number of
Tone (or Part) values for a single parameter.

O [PARAMETER] Button
Once this button has been pressed, the [FUNCTION
SELECT] buttens can be used to select the parameter
group you wish to edit.

D.

O [FUNCTION SELECT] Buttons
When the [FARAMETER] button is dark, these butions can
be used to select the Tone or Part to be played (TONE
SWITCH and PART SWITCH), or to select the Tone or Part
to be edited (TONE SELECT and PART SELECT). When
the [PARAMETER] button is lit, these buttons can be used
to choose a parameter group for editing.

|

E.
O [VALUE] Knob

This knob is used to change the value of a parameter.
Rotating the knob while pressing it in causes the parame-
ter value tu change more rapidly.

O [INC] and [DEC] Buttons

These buttons are used for ‘fine-tuning’ the value of a
parameter. Pressing [INC] increases the selected parameter
by 1, and each press of [DEC] decreases the value by 1.

O PAGE Buttons ([A] and [¥])
Prassing either of these buttons while “® " or s
shown on the left side of the display causes the display
{page) to change. [A] shows the previous page and [¥]
shows the next page.

O CURSOR Buttons ([«4] and [}
These butions are used o move the cursor {underline) that
appears in the display, or to select a command. Press [}
to move to the left or [] to move to the right.

E
3 IPERFORM) Button (GM Button)

Press this button ko select the Performance mode. Pressing
this button while holding down the [SHIFT] button selects
the GM mode.

O IPATCH] Button

Press this buiton Lo select the Patch mode. Pressing this
button while holding down the [PERFORM] bution calls
up the Patches assigned to the selected Part.

2 IRHYTHM] Button
Press this bution to select the Rhythm Set mode.

O {SYSTEM)] Button

Press this bufton to set functions that affect the entire JV-
13800

O [UTILITY] Button

Press this button 1o write, copy, or perform a bulk dump of
data.
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3 [EFFECT ON/OFF] Button

Pressing this butten displays the effect status (EFX,
Chorus, and Reverb ON/OFF). You can use this screen to
switch these effects on or off.

G.
O [SBIFT] Button

This button is always pressed in combination with another
panel button; together they access an additional function.

O [EXIT] Button
Press this butten to return to the previous screen ot to
‘escape’ from the Edit mode to the Play mode.

O [ENTER] Button

This button is used to confirm or execute a command.

H
D [SOUND GROUP] Bulions

These buttons are used to select the Tone Memaory Group;
User, Card, Preset, or Expanston.

l.

O PCM Card Slot
This slot is for inserting a PCM card (containing additional
PCM waveforms).

D DATA Card Slot

This slot is for inserting a DATA card (for storing or load-
ing Patcly data).

J.
3 MIDI Message Indicator

This indicator lights when MIIDI messages are being
received.

O [POWER] Swikch
This switch tumns the ]V on and off.

K.
O AC Inlet
Connect the included power cord to this inlet.

L.
Q MIDI Jacks (INJOUT/THRU)

These jacks are used to connect the JV-1EJ80 to other
MIDI devices when exchanging MIDI messages, {Special
MIDI cablew are used.}

MIDI IN: Receives messages from external MID! devices.

MIDIOUT: Transmits messages from the .V-1080 to
external M1DI devices.

MIDI THRU: Re-transtits the messages received via MIDI
IN.

M

O QUTPUT 1 and OUTPUT 2 Jacks

These iacks are for stereo output of sounds; dry sounds
{without effects) or effect sounds only.

N.

O MIX OQUT Jacks
These jacks are for stereo (L/R) output of the TV's audio
signals to an amp or mixer. For monaural output, connect
the external device to the L jack.



Important Notes

In addition Lo the items listed under Safety Precautions inside the front cover, piease read and observe the following:

B Power Supply

@ Before connecting this unit to other devices, turn off the
power to all units; this will help prevent damage or mal-
function.

@ Do not use this unit on the same power circuit with any
device that will generate line noise; an electric motor or
variable lighting system, for example.

@ Avoid damaging the power cord: do not step on it, place
heavy objects on it, etc.

M Placement

@ Do not subject the unit to temperature extremes (e.g.,
direct sunlight in an enclosed vehicle). Avoid using or stor-
ing the unit in dusty or humid areas, or areas that are saih-
ject to high levels of vibration.

@ Using the unit near power amplifiers (or ather equipment
conlaining large power transformers} may induce hum.

@ This device may interfere with radio and television recep-
tion. Do not use this device in the vicinity of such receivers.

M Maintenance

® For everyday cleaning wipe the unit with a soft, dry doth
or one that has been slightly dampened with water. To
remove stubborn dirt, use a mild, non-abrasive detergent.
AHlerwards, be sure to wipe the unit thoroughly with &
soft, dry cloth.

@ Never use benzene, thinners, alcohol or solvents of any
kind, to avoid the possibility of discoloration and/or
defarmation.

M Additional Precantions

@ Protect the unit from strong impact.

® Do not allow abjects or liquids of any kind to penetraie the
unil. it the event of such an occurrence, discontinue use
imumediately. Contact qualified service personnel as soon
as passible.

@ Never strike or apply strong pressure to the display.

® A small amount of heat will radiate from the unit during
normal operation.

@ Before using the unit in a foreign country, consult with
qualified service personnel.

® Should a malfunction occur, or if yon suspect there is &
problem, discontinue use immediately. Contact qualified
service personnel as soon as possible,

@ A small amount of noise may be heard from the display
during normal operation.

® Tu avoid the risk of electric shock, do not open the unit.

B Memory Backup

@ This unit contains a battery which powers the unit's mem-
ory circuits while the main (AC) power is off. The expected
life of this battery is 5 years or more.

@ When the battery becomes weak the following message
will appear in the display:

“Irbernal Batters Low-
Please change the battery as spon as possible te avoid the
loss of memory data.

@ Please be aware that the contents of memory may at times
be last; when the unit is sent for repairs or when by some
chance a malfunction has occurred. Important data should
be stored on a RAM card, in another MIDI device (eg., a
sequencer).

@ During tepairs, due care is taken to avoid the loss of data.
However, in certain cases {such as when circuitry related
to memory itself is out of order), we regret that it may not
be possible 1o restore the data.

# Expansion Board
@ Never install any circuit board which has not been manu-

factured and /or approved by Roland.

@ Always turn the unit off and unplug the power cord before
attempiing any circuit board instailation.

® Do not touch any of the printed circuit pathways or con-
necHon terminals.

® Remove only the specified screws. Carefully handle the
compoenents as instructed.

@ Never use excessive force when installing a circuit board.
1 it doesn’t fit properly on the first attempt, remove the
board and try again.

® When circnit board instailation is complete, check your
work.
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vick Start

This section explaing basic operation so that you can have the JWV-
LIEEY up and running in a very short time, 1t should take aboutan
hour to work through the explanations in this section.



1. Getting Ready to Play

B Connecting with Audio Equipment

@@ Q

10

The JV-HIE3D) has no built-in amp or speakers, so in order to produce sound you'll have to use a key-
board amp or audio system, or at least a pair of headphones. Refer to the following connection diagran.

* Ng connection cables (such as the PJ-1M) are fucluded with this product, These cables must be acquired

separately.

Before making any connections, make sure that all the devices are turned off. This will help

prevent damage or malfunction.

Connect the included AC cord to the inlet on the back of the unit, and plug the other end

into an electrical ontlet.

Hook up the audio cables as shown below. If you're going to use headphones, plug them

into the PHONES jack on the front panel.

™

1

J
Headphones @/
(RH-BO/20, 2le)

& [w]

o AFEE A B e

jan]

! T Cannect to MIX OUT
{for vur purposes here)

Moniter speakers
(selt-powerad)

Power amiy Radin-cassetie player

@ About the Output Jacks

Thuse jacks are for the ouipul of audio signals. You can connect them to monitor speakers, a PA system, or
other audio equipment {Ordinarily, you can connect with MIX OUT). To get the best sound from the V-
80, we recommend Lhat you use its oulput in stereo. But if you wanl monaural oulput, connect a

cable fo the L (MONO) jack.



B Turning On the Power

QP  Press the [POWER] switch.

Fowor O

v e 2]

Power On

@ Tum on the stereo, amp, or other audio equipment you've got connected.
* The INV-1DBO contains citewitry pratection which momentarily mutes the output stage during power

tp. The unit will funciion normally in & feiw seconds.

€®> Play something on the JV-IDBO and adjust the volume of your equipment. You can play a
test {(preview) sound by pressing the { VOLUME] knob.

Press to play a test sound

* You can also change the sound that's played when you press tlie [VOLUME] knob (= p, 69).

* Take care when setiing volime levels; excessive levels can damage your hearing and equipment.

#l Turning Off the Power
m Before swilching off the power, confirm the following:
* Are all volume confrols set to zero?
» Has all important Tone or Patch data been saved?

(For an explanation on how to save data, t# p. 18.)
(9 Switch off any amps and other external equipment.
@B Swikch off the I\V-1DBO.



2. Playing the Demo Songs (ROM Play)

The JV-IOBM contains three demonstration songs in its permanent memory. Playing back these demo
songs is calied “ROM Play.” These songs were included to highlight the unit's outstanding sounds and per-
formance capabilities.

* For song names and profiles of their compasers, sce page 129.

B How to Listen to the Demo Songs

) Rottnd SUFER IV B RS v s T a prmanen]

] e

| |

0

Hold down the [SHIFT] button and press [ENTER] to select the ROM Play screen.

Rotate the [VALUE] knob or press [INCIIDEC] to pick the song you wish to hear.
(You can also select “CHAIN PLAY” to hear all of the songs in sequence.)

Press {[ENTER] to start playback.
Press [EXTT] to stop playback and return to D.

989 §F

Pressing [EXIT] again (while play is stopped) clears the ROM Play screen.

During playback of the demo songs you can change the volume of each Part, as well as the Tan {sound
image orientation) settings.

O Holond supEE IV SR

@ Pressing the FUNCTION SELECT {LEVEL] button during playback displays the volume level of
each Part.

The vight values on the upper tow are for Parts 1-8, while those on the lower row correspond to Parts 9-16,

Press {PAN] o display each Part’s sterec {{eft/right} position. (The pan effect is produced
only when the WV-10B0O is hooked up for steres output.)

*

€"B»  Use 11-8/9-16} or [ 4)/[»] to move the curser to the Part you want to change. You can then use
the [VALUE] knob or the [INCI/{DEC] buttons to change the parameters. Note, however, that
you cannot save your changes.

"

Press [1-8/9-165] to togele the cursor’s position beiwucen the upper row (Parts 1-8), and lower row (Parts 9-
16). Use [M)i[®] o move to the desired Part within the row the cursoris in.

After you've changed the volume or pan settings for the Parts, press {LEVEL[ or {PAN] again

to return to the ROM Play screen.

Press [EXIT] to stop playback.

* None of the panel buttons — except those described here — will work during ROM Play. Note also that no
demo song data is output from the MIDI OUT port.

* These demo songs are protected by applicable copyright laies, None of these songs nay be used in any way —
except for demo purposesipersonal enjoyutent — without the permission of the song's copyright holder,

12



3. Auditioning the Sounds

One of the best ways to play the JWV-HIB0 is to connect 3 MIDT keyboard. That way you have all the
IV's great sounds at your finger tips!

* MIDI cables are not included with this product and must be purchased separately.

M Connecling a MIDI Keyboard

Switch off the power o sl equipment before connecting any MIDI device.

MITH keyboard

MiDI OUT

MIDI IN

[

N T

AT o w oy b — T

o .

B Selecting the MIDI Channel for Playing the Keyboard

in order for the IV-TLABET to receive instruckons (MM messages) from your MIIY kevboard, the two
devices must be set to the same MIIN channel. In this example, let’s set both the JV and the keyboard to
MITN channel 1.

(0 Roland =m0 B e i e iy e . ] [}

m Set the ‘send’ channel on the MIDI keybaard to “1.”
* If your dont’t know how to do this, take a look at the manual for your MIDI keyboard.

@ On the JV-10B0), press the IPATCH] bution (so the indicator lights).
QB>  Press the [SYSTEMI button on the VWIS (so its indicator lights too),

(ﬁ Press the FUNCTION SELECT [MIDI] button to display the following screen:

* If this screen doesnt't appear vight away, press { Al antil it does.

@ Use {«]/[»] to move the cursor {the flashing underline) to the number under “Receive
Channel.” Then use the [VALUE] knob or the [INCH[DEC] buttons to change the value to “1.”

@ After you've made the setting, press [EXIT].
13



M

B Playing the Keyboard
The JV-1CIEIC) has many on-board sounds. Try listening to some of these sounds by changing the
Tones {Patches) during normal play,

€P Press [PATCH] (so the indicator lights).

PERFOREM  PATGH  RHYTHM

1 N~ 1 i

Play a key on the MIDI keyboard to hear a sound.

L 02
®

Rotate the [VALUE] knob or press [INCH[DEC] to switch to the next sound.

WALLIE

* The sound groups are: User, Card, Preset (A to D), and EXP (A to D). You can use the SOUND GROUP
buttons on the left side of the froni panel to select a wide range of sounds (% p. 29},

m Playing a Variety of Percussion Instruments on the Keyboard

The IN-HDEC) alse has a number of Rhythm Sets that contain a wide array of percussion sounds. If
you set the keyboard‘s MID{ send channel to “10” while in the Rhythm Set mode, you can use the key-
board to play percussion instruments and other special sounds!

@ IP Setihe send channel on the MIDI keyboard to “10.”
* If you don't know how to do this, take a Iook at the manual for your MIDI keyboard.

P> On the JV-1080, press the [RHYTHM] button (so the indicator lghts).

PERFORM  PATCH  RHYTHM

7
E: ;

(E You can now hear a wide range of percussion sounds when you play the MIDI keyboard!
(You'll natice that a different sound has been assigned to each key.)

€D You can switch between Rhythm Sets by rotating the [VALUE] knob or pressing [INCY[DEC],

* To find out what sound is assigned fa cach key it eaclt of the Rhiythm Sets, refer to the "Rhythm Set List”
in the chapter six.

In addition, you can use the JV-10BL2 to play Performances made up of a number of Patches. Take a
ook ai “2. Play” (=% . 29) in Chapter 2 and try out for yourself the many possible sound combinalicns.

14



4. Changing Sounds (Patches)

3¢

P

D

A “Patch” is the normal unit of play for the JV-ICIEEL. A Pateh is made up of a combination of up to
four “Tones.” Quite a few Patches are made up of three or four Tones. To change the various parameters
that form a Patch (this is called "Patch editing”), you need to consider the Patch in two ways — as a single
endity, and as something made up of individual Tanes.

For instance, let's say that you're editing the sound of a Patch composed of a single Tone. When you call
up the Tone and edit it, then in most cases the sound of the Patch changes just ag you expect it to.

But what happens when you edit a Patch composed of a number of Tones? Even when you call up and
edit one of the Tones making up the Patch, the overall sound may hardly change at all. In cases like this,
you need to call up and edit the remaining Tones one by one, and keep checking the overall sound as
you're editing to make sure that the Tones all balance with each other.

Keeping this in mind, let’s pick & Patch and try editing it.
Use the procedure described in “B Playing the Keyboard” (== p. 14} to call up a Patch.

Decide on the Tone that you want to edit.

Make sure that the PARAMETER indicatar is not lit up. Here's how the FUNCTION SELECT buttons
work: the four buttons on the left are used to choose the Tones to be played (“TONE SWITCH"), and the
four on the right choose the Tones to be edited (“TONE SELECT™).

TONE SWITOHM TONE SELECT
1 prd A 4 1 2 K} 4
\ O] A N0 A 1 N N 1 SN |
Not it up l " |
| i
PARAMETER These light up to show the These light up ko show the Tones

Tones to be played that can be ediled
You can press the TONE SWITCH [1] to [4] buttons to toggle the four Tones on and off. Listen to each
Tone in turn to check out how it sounds.

1n this exampie we'll edit only Tone 1 as we play it, so press TONE SWITCH {1] and TONE SELECT [1] to
light up each of their indicators.

TONE SWITCH TONE SELECT
1 2 3 S 1 A 3 &
o Gl 1 S o | 2 N 1 N €

OM ON

Choose the Parameter Group that you want to edit.

Press the [PARAMETER] button o light up its indicator. Now you can use the FUNCTION SELECT but-
tons to choose the Parameter Group you want to edit.

Try changing the waveform for Tone 1. Press the FUNCTION SELECT [WAVE] button.

Lit up ) Al A 1 Wl 1 1 I IO | 1 1 NN

I COMMON EFFECTS CONTROL VWPAVE EFQ Ea Ll TVF VA
PARAMETER - o i - .

ks TP R | N

15



o e

Make sure that the screen shown below appears in the display. If you don't see it, press the
[A] button until it appears.
This shows that Tone 1 is to be edited.

Cursor

Press [«)/[™] to move the cursor to the number underneath “Number.” Play the MIDI key-
board to check the sound as you vary the value with the VALUE knob or the [INC){DEC]
buttons. You will hear sounds with a wide range of waveforms.

@ Now try changing the effect sounds. Press the FUNCTION SELECT [EFFECTS] button.
E 7 == = g = i~ I — 1

COMMOMN EFFECTS CONTROL  WAYE FD PITCH TWF T

PARAMETER

-%]-D

Confirm that the next screen has appeared. If it hasn't, press (4] until it does.

Cursor

Press [«€]/[>] to move the cursor io the position shown in the figure, then use the VALUE
knob or the [INCYIDEC] buttons to choose either “EFX” or a number from 1 to 127.

Then press [V

Turn the VALUE knob or press [INCY[DEC] as you play the MIDI keyboard. This allows

you to obtain a variety of effects.
WALLE

* If you don't hear any effects, pick another Patch. Note that you won't hear the effect if the master switch
for the effect is not furned on (2 p, 38),

In this way, you can pick Tones and use the FUNCTION SELECT and [& 1/{¥ ] buttons to call up
Parameters, then use the VALUE knob or the [INC]/{DEC] buttons to change the value at the cursor.

(E To escape from the Edit screen, press [EXIT] or [PATCH].

* If you want to save the sound that you've made, follow the procedure in "5, Saving Sounds and Settings”
(a p, 18).
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The I8 has a wide variety of other editing functions and other handy features.

Here are some of the basic ones.

If you want to do this: The parameter to change is: The page to see is:
Change the volume of each Tone Tone Level g . 55
Change the placemnent of each Tone in the stereo field Tone Pan & p. 55
Change the Pitch of each Tone Coarse/Fine Tune & . 52
Make a sound harder or softer Cutoff Frequency = p, 54
Add a stronger “character” to each Tone Resonance = p. 5d
Change the attack time for each Tone TVA Envelope T1 w p. 56
Change the release time for each Tone TVA Envelope T4 & p. 56
Produce an analog synth sound Analog Feel Depth tF p. 56
Change the name of a Patch Patch Name e . 42
Return the settings for the JV-1080 to their factory defavlts  Factory Preset 0 . 74
Make the screen display easier tosee LCD Contrast i p, 66

® If You Want to Return a Change to Its Original Value...

If you're not happy with a change you've made with the VALUE knob ot the [INC]/[DEC] buttons, you
can return a setting to the value first indicated by the cursor by quickly pressing the VALUE knob two
times. Each press of this knob foggles the setting between the values before and after the change. This is

called the “Undo/Redo” function.

Each press of the knob
toggies belweean the values
befers and after changa
Press twice

* If you want fo know more about other aperations, see the list of operations al the end of this manual, or

turn to the explanations of the parameters starting in Chapler 3.

17



5. Saving Sounds and Settings

i8

Any sound you've created will be lost if you turn off the power or switch to a different sound. You can
gave the sounds vou've made in the built-in User Memory or on a DATA Card (sold separately}. The
process of saving a sound is called a “write operation.”

0 Press the [UTILITY] button to light up the indicator.

_ EFFECTS
SYSTERA  UTIITY ONFOIRF

[ A 1 |

(9 UHlity Menu 1 appears in the display.
Press the FUNCTION SELECT button that is under “WRITE” in the display to call up the Write screen.

i LA TR ST i

[ i i | |
-

b Press the lefi-hand buttort under the display

@ Use the VALUE knob or the [INC)/[DEC) buttons to choose the write destination.

Write destination (USR = User Memary, CRD = DATA Card)

Turning the VALUE knob while pressing it inward causes the value to change maore rapidly,

* If you press [UTILITY] while at step @, the following screen appears.

32t st ity

While this screen is shown, you can play a MIDI keyboard to confirm the sound for the
wrile destination.
Press [UTILITY] again to return to the Write screen.
QLD  Press the [ENTER] button to perform the write operation.
To cancel, press [EXIT].
* The message “User Memory Write Protected” may appear when execiting a write operation. This nessage

means that the write destination is write-protected, and casnnot be written to (& p- 72). If this happens,
you can press [UTILITY! to everride the write-protect and force the data to be written.

€™ When the write operation is finished, the message * LIUMPLETE” appears, and you will
then see the Play screen for the write destination,



Chapter 1

Overview of the _J\/-10180)

This chapter will give you a good understanding of the orga-
pization and terminology of the V1080 before getting
inko the actual details of parameters.




1. Units of Sound

The JV-1EED0 has a wide array of functions and a large number of parameters, In order to provide
more efficient control over the variety of sound types, they are grouped into several units.

B The Smallest Units of Sound — Tones

The smallest unit of sound on the JV-HJBOI is called a “Tone.” A single Tone functions much like a
conventional synthesizer. However, you can’t play individual Tones. The smaltest unit of sound that can
be played on the JV-10OB8Q0 is the Paich, and Fones should be viewed as the “sound ingredients” that
make up a Paich.

VA

Delartmvnes he
vahare

TVA ENV

Determwines how
Ihe sound's W pounds

velurme c_hanges

The PCM waveforms (or "waves™} stored in internal memory are acted upon in different ways depending
on the settings for the fillers and envelopes. Waves come from a variety of sources — from acoustic instru-
ments like a piano or saxophone, from vintage synthesizers like the 0-50 or JP-8, or from drums and other
percussion instruments. Some can originate as sawtooth or rectangular waveforms, while others are
looped sounds or are special effects containing certain components of instrument sounds (such as guitar
fret noise, piano hammer sounds, and so on}. In addition to these, you can instalt a PCM Card {available
separately) or Expansion Board (also sold separately) to obtain new waves.

B Combinations of Tones That Make Sounds — Patches

20

The unit of sound for normal play on the JV-10380 is the Patch.

Ome Patch is a combination of up to four Tones, This means that editing a Patch involves not just making
a single sound, but also requires combining a number of sound ingredients Lo make the sownd.

A Patch can be made up of only a single Tone, but fresher, more complex sounds can be created by using
a number of Tones. The Preset Palches included when the .NV-1LIBET was shipped from the factory
contain not only fat sounds created by lavering several Tones, but also a large number made through
sophisticaled sound creation, including those that play dilferent Tones in different registers, and those
that play different Tones depending on how hard the keyboard is struck. The Patch Parameters also
include a full set of “tools” to make the hest use of these components, including effects, output panning,
and many others that control how a sound is played.

Flay




With the JV-HB0 |, you can also use a parameter called "Structure” to create sounds with pairs of
Tunes. See “1. Patch Edit Mode” in Chapter 3 (s p. 43) for details.

M Play Percussion Instruments Assigned to Each Key -~ Rhythm Sets

Each Rhythm Set has a number of percussion instrument sounds assigned to it. Each of these percussion
sounds is called a “Rhythm Tone.” Because there is no need for a Rhythm Set to control high and low
pilch, as with ordinary sounds, a Rhythm Tone is assigned to each key {in other words, each MIDI note
MEessage).

MiDI IN

When you play keys on the synthesizer or other instrument connected to the [V-1080, you'll hear the same
sound al different pilches if you're using a Patch, but if you're using a Rhythm Set then each key plays a
Rhythm Tone with a completely different sound. Rhythm Tones in a Rhythm Set differ from the Tones of
a Patch in a very important way — you can't combine them to create a single percussion sound.

B Assigning Paiches and a Rhythm Set Equivalent fo 16 Devices ~~ Performances

A Performance is composed of 16 Parts, each of which is in furn assigned a Patch or Rhythm Set. These 16
Parts can be used in combination for ensemble play. One of these 16-Parts is for the exclusive use of a
Ehythm Set, and the other 15 ave assigned with Patches. What this means is that you can use the JV-
1080 like 16 different sound modules. This king of synth, one that can function tike a number of differ-
ent sound modules, is called 2 “multi-timbrat sound module.”

i
H

MIDEIN

* Patches are assigned to Parts 1 to 8 and 1 to 16, and a Rhythm Sct is assigned fo Part 10.
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Another important role of a Performance is to perform some of the overall functions of sound mixing,
such as determining how to balance the audio output with effects from the various Patches, and deciding
which jacks to use for cutput.

® Performers of Patches and a Rhythm Set — Parts

You can think of a Part as one of 16 boxes in a Performance that is used to hold a Patch or Rhythm Set.
‘These Parts can be used to turn the VTR inte a multi-timbral sound module.

It may help to think of the Parts as performers, and the Performance as the entire orchestra. The orchestra
{Performance} can play different works by having different instcuments {Patches and Rhythm Sets)
assigned to the different performers (Parts).

B Using Performances

You've been told that the JV-1DBO orchestra has 16 performers. Then who is the conductor of this
archestra?

It's you - the live-stage keyboard player! You can also have a sequencer or computer (DTMS) substitute
for vou. This section explains a typical method of using Performances.

@ Using the JV-1080 Live on Stage
On a live stage, there aren’t all that many occasions for ensemble play with multiple Pacts. Normatly just
one Part is used, often with changes in the Patches used for playing made during the perfermance. In
cases like this, thers is no special need to be aware that the JN-I0B0 is a multi-timbral seuad module.

Sometimes, though, you may want to use a keyboard that can control more than cne sound module Part.
For instance, you might want to play the bass line with the left hand and the piano part with the righi. Or
even if you control just one Part with the keyboard, you might want to have a sequencer control the other
Parts to make your selup a one-man band.

If you want lo use the Performances of the JV-1080 for sophisticatec! live play, see “Live Petformance
Techniques” (+ p. 79).

@ Using the J\10B80 as a Sound Module Expanding a Desldop Music System (DTMS)

One big obstacle that probably every DTMS user runs into is an inadequate number of sounds that can be
played at the same time. The JV-IDE0 can play 64 sounds simudtaneously, which is double that of
many previous DTMS sound modules. This ensures ample response for majestic orchestrations and piano
keyboard runs with the damper pedal depressed. The V-1E380 also supports the General MIDI
Syster, the de- facto standard for DTMS sound modules. This means that you can play back any of the
rich array of existing music data (GM scores} with even better sound quality.

If you want to use your unit with DTMS, see “Using the V130 with o DTMS” (vap. 76).
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2. Sound Module and Memory

The preset memory stores 32 types of Perlormances, 128 Patches, and two Rhythm Sets (the preset C/D
has only Patches and Rhythm Sets). There are also PCM Cards and Wave Expansion Boards available sep-
arately that contain data for moze Patches and Rhythm Sets. You can’t rewrite the contents of these memo-

1y devices, but vou can read the date stored on themn and store it in User Memory or on a DATA Card.

AessEmEEEEmmEmsamEuETEATa AEAMNARN A AR AGAR AR ERLE

DATA Card

Preset O

Internal Memary

Proset C
= | |
| Paiches !. { Palchas l
Iﬁhymm Satg | | Bhythm Sata* |

Barlarmences
o

Falches
128

A T T L T

P R

............... SdmATmE Ny

Data caliup

Expansicn Boards

*: yarles aceording to bosrd typa.

The sound data stored in these memeory devices is first read into a temporary ares and then played. When
editing as well, the sound data calied into the temporary area is changed.

* The data in the temporary avea is lost if you change Patches or switch off the power. If you want to save

this data, you need to perform a write operation (8 p, 7).

23



3. Modes on the 1\/-1080

Parameters on the J3V-1080 are grouped into various blocks depending on their function. These are
called “modes.” I you want to change the style or sound of what you play, you need to choose the right
mode.

® Patch Modes

Patch Play Mode (= p. 30}
This is the mode for calling up and playing a single Patch. Choose this when you want to play using a sin-
gle sound.

Patch Edit Mode (= p. 42}
This is the mode for synthesizer sound creation. Choose this mode to set various parameters that deter-
mine the sound and create your own original Paiches.

B Performance Modes

Performance Play Mode (= p. 30)
This is the mode for cailing up and playing a single Performance. Choose this mode if you want to hook
up a sequencer for automatic ensemble play, or if you want to play fat sounds with multiplte Patches.

Performance Edit Mode (% p. 57)
This mode is used to allocate Patches and a Rhythim Set to the 16 Parts. Cheose this mode to create thick
sounds with multiple layered Patches or to make settings for ensemble play.

B Rhythm Set Modes

Rhythm Play Mode (=% p. 30)
This mode is for calling up and playing the Rhythm Set assigned to Part 10 of a Performance. Choose this
mode when you want to hook up a MIDI keyboard and play it as a percussion instrument.

Rhythm Edit Mode (== p. 61)
This mode is for changing the settings for the Rhythm Set assigned to Part 10 of a Performance. Choose
this mode when you want to change the sequence or seund of a rhythm, or to create a new Rhythm Set.

#l GM Modes

GM Play Mode (== p. 30)
This mode is for playing that uses GM sounds. Choese this mode if you want to connect a computer or
sequencer and play back GM scores (song data for GM sound modules).

GM Edit Mode (= p. 77)
This mode is for changing the settings for GM Parts. Choose this mode to determine the sounds assigned
to each of the 16 Parts and make settings for volume, effects, and so on.

B System Mode (= p. 66)

This mode is for tuning the JV-1080, adjusting the brightness of the display, manipulating MIDI receive
switches, and setting common parameters for the Patch, Performance, Rhythm Set, and GM modes.

W Utility Mode (== p. 70)

This mode is for managing the data used in the Patch, Performance, Rhythm Set, and GM modes. It lets
you do things like store sounds that have been edited and copy portions of data.
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4. About the Effects

The effects built into the JV-HOB0 are grouped into the following three systems.

A EFX (a multi-effector with 40 effect types)
B. Chorus (an effect that makes sound fatter and broader}
C. Revertr (an effect that adds lingering reverberations to a sound)

The EFX provides distortion, delay, and many other effect types, including combinations of single effects.
The EFX alse has effect types named “Chorus” and "Reverb,” but these can be applied separately from the
Chorus (B) and Reverb (C) listed above.

Here's how to use the effector in the different modes:

® In the Patch Mode
You can set EFX, Chorus, and Reverb for each Patch, Also, by changing the level of the signal sent to each
effect (the "send level”), you can vary the amount of effect applied to the Tone {(see Fig. 1).

Flgure 1= I the Paich Moo

EFX

Thorus.

® In the Performance Mode or GM Mode
This lets you set EFX, Chorus, and Reverb for each Performance or the GM mode. The amount of effact
applied is set for each Part (Fig, 2), and you can make the send level of a Tone effective by changing the
settings (Fig. 3). The effect settings for the Patches assigned to each Part are ignored, but you can take the
EFX applied to a Patch in a certain Part and apply it to the entire Performance.

Figure 2 = Whan Culput Asslgn s sal to "EFX™ b the Performance  Figure 3 — When Gulpat Assign is set 1o "Palch” in 1he Performance
mode {the output gettings lor Tone are krored) meda {tha ulpul gsttinga for Tone are vabid;

!

@ In the Rhythm Set Mode
Because the Rhythm Set mede calls Part 10 of the Performance to the screen, the effect settings relerence
the settings for the Performance in the temporary area.
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5. Concerning Tone Editing

26

The V- UDBL provides the tools which allow you to create some excitingly realistic sounds. However, it is impor-
fant to remember that a complex PCM waveform serves as the foundation for every sound, and if you attempt to edit
without regard for the characteristics of the original waveform, you may not obtain the results you expect.

& Types of Waveforms

The waveforms in the internat memory of the JV-10E30 can be classified into the following two types.

One-shot Waveforms: These wavefurms contain sounds that have short decays. A one-shot waveform records the
initial rise and falt of the sound. Some of the FV-ICIEBE's one-shot waveforms are sounds
that are complete in themselves, such as percussive instrument sounds. The JV-1080 contains
many other one-shot waveforms that are anly partial elements of sounds, however. For exam-
ple, attack components such as the sound of a piano hammer or the fret noise of a guitar.

Looped Waveforms:  These waveforms coqtain sounds that have long decays. With looped waveforms, the latter
part of the sound is generated repeatedly over a specified portian of the waveform for as long
as the note is held, (Looping aflows the wave memaory to be used more efficiently.) The tooped
waveforms in the \-1E380 provide the sustain portion {i.e., the main body of the sound}
for many different instryments.

The following diagram shows an example of a sound (electric organ) that consists of a one-shot waveform used
together with a looped waveform.

TVA ENV for iooped Organ TVA ENV for one-shot Key-
waveform {sustain partion) click waveform {aftack portion)  Resuling TVA ENV change

i Y
Kay-off Kay-off

@ Caution when editing a Tone that uses a one-shot waveform

An envelope cannot be used 10 give a one-shot wavefocm a longer decay than the original waveforin, or make it a sus-
taining sound. Even if you made such envelope settitigs, you would simply be controlling a not-existent portion of
the sound, so such settings would have no meaniag.

#® Caution when editing a Tone that uses a looped waveform

With many instruments (including plano or sax) the imbre changes dramatically during the first few moments uf the
nole. It is this initial “attack” that defines much of the character of the instrument. The V-1380 provides a variety
of waveforms containing lifelike acoustic instrument attacks. To ohtain the maximum realism when using these wave-
forms, it is best to leave the filter completely open duving the attack That way, all the complex timbral changes can be
heard. For the sustain and decay portion of the sound, yeu can use the envelope to produce the desired changes.
Should you use the envelope to modify the attack portion as well, the natural attack contained in the waveform ilself
will not be heard to full advantage, and you may not achieve the result you expect.

-+ Lippel POTtioR

‘Tune charga starart with the wave

Envelape lor the TF Sitar

Hesulting Lane chanco

You also need to keep the imbral character of the original waveform in mind when you wish to use the TVF filter to
brighten just the attack or subdue only the decay. In particular, if you hope to brighten part of the sound to a bright-
ness grealer than the originat waveform {refer to "FXM" s p. 30}, you will have to creabte new upper-range partials that
were Tot present in the original waveform. If you wish o make the entire sound brighter than the otiginal waveform,
you should start by adjusting the enhancer or equalizer before you edit the TVF parameters.



Basic Operation

This chapter explains the basic operations you need to use
the V-ICIE0).




1. Choosing a Mode

The _IV-1CIELN has several MODE buttens that are used differently depending on what you want ta do.

PERFORAM  PATOH  RHYTHM

I N ) I

STV

BYSTEM  UTILITY

[PERFORM] Performance mode
[PATCH] Patch mode
[RHYTHM] Rhythm Set mode
[SYSTEM} System mode
fUTILITY] Utility mode

[SHIFT]+{PERFORM] GM mede

o When you press a MODE button and the indicator lights up, the corresponding screen
appears on the display,

* Sep “3, Modes on the SN 1B in Chapter 1 (& p. 24) for a description of the different modes.

See the pages listed below for explanations of the parameters used by each of the modes.

Performance mode (== p, 57)
Patch mode {es p, 42}
Rhythm Set mode (o= p. 61)
System mode {r= p. 66)
Utitity mode (= p. 70)
GM mode (s p.77)
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This section describes how to work with the sounds built into the N-10B0 as you play.

B Choosing a Sound

Here’s how to call up a sound.

QYP Press the MODE batton to select the mode you want.

PERFORRM  PATCH  RHYTHM

T~ — 0

* If you press [RHYTHMI, it selects the Riwytlm Set assigned to Part 10 of the Performance carreatly in the

temporary aren.

@ Use the SOUND GROUF buttons in combination to cheose the sound group.

SOUND GROUP buttons

® User Memory

® Preset Memory

® DATA Card (only when installed)
® PCM Card (only when installed)

® Expansion Boards (only when instalied)

USERCARD PRESET EXF

I Y | W
L..r—l

A ] [ G Piarich)

TN ) S 1 Ml 21

il
LEER — DATA

PN
CAND CARAC

Top line
[USER/CARD|
[FRESET]
{USER/CARD]
{USER/CARD]
{EXP]

>
-
->
-
-

Bottom line
[USER]
{A]to [D]
IDATA]
[PCM]
[Alte D]

* When the IV 10 B0 is purchased, the User Memory and Preset contain the same sounds, In addition,
the sound mapping in Preset D conforms with GM Instrisnents.

* Presets C and D do nof function in the Performance mode,

(3 Turn the VALUE knob or press [INCIADEC] to pick a sound.

Turning the VALUE knob while pressing it inward causes the value to change more rapidly.

. VALLUE .
- .
o i
/ i
L]
( |
\ !
A, !
. h
. r
- +
== I
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® Patch Play Mode Screen

Patch number Patch name

Fatch group Qctave shift (v p. 32)
® Performance Play Mode Screen

Parformance number Performance name

Performance group Fart number

* You can use the [AJ/[] buttosns to change the Part numtber.
® Rhythm Play Mode Screen

Rhythm Set number Rhythm Set name
E

Rhythm Set group Part number
Note number Wave name

* When playing a Rliythm Set, sce the Performance “CONTROL” page (& p. 59) to set the Receive swoiteh
wnd MIDI channe! far Part 110.

® GM Play Mode Screen
GM Patch number GM Patch name

Part number

* You can use the (4] ] buttons to change the Part winber.
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M Using Cards and Expansion Boards

When using a separately available PCM Card (SO-PCM1 series) or DATA Card (PN-JVB0 series, M-256E,
or M-512E), be sure to insert the card face-up into the appropriately labelled slot.

PCM card

il
I
(B DATA card
(- )y ¢

* Neoer pull a DATA Card ov PCM Card out of the slot while you are playing.

® Important Notes on Installing Wave Expansion Boards

When using a Wave Expansion Board (SR-]VBD seties, sold separately), be sure to first turn off the power
to the V108 before taking off the top cover and installing or removing the board. When doing
this, take care to avoid injury swwhen working with the unit while it is opened.

The installation locations "A” through "D in the figure correspond to EXP battons [A] through [D].

Expansgion Beard

AV

Front panel

* Some DATA Cards (such as the PN-JVS0 scrics) may contain patches that use Expasision Board waves. To
use sttch DATA cards when you have nitiple Expansion Boards, be sure to install the beard that corre-
sponds fo the card in the location with the lowest letter of the alphabet,

* The ANV 1B 0 can also read patch and rhythm sel data stored on DATA cards by the JV-1000{JV-90,
jV-86, JV-886. However, while reading in such data the wnit also performs a conversion, since there are
differenices i the way the parameters are oyyanized, As e reswlt, sovwe of this data may sound stightly dif-
ferent thaw the way it did on the earlicr [V unit.

B Choosing the Tones and Parts to Play

To choose the Tones and Parts to be played, first moake sure that the indicator for the [PARAMETER] but-
ton is not Bt up, then use the TONTE SWITCH and PART SWITCH buttons under the display.
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@® In the Patch Mode

When the [PARAMETER] button indicator is dark, vou can use the TONE SWITCH [1] 1o [4] buttons to
toggle the sound for each Tone on and off,

This is handy when you want to check what Tones the currently selected Patch consists of.

FPART SWITCH

SELECT,
REE:] 2210 3471 aild 5713 [=Pa C-3 FiE a/1G
TONE SWITCH, TONE SELEGT
k| ] 3 &< 1 e} A 4
1l Al 1 Il 11 T il Nl )l ) O
Off (not Iit) | L Uij i
I
PARAMETER Tanes pla;yed -“On*  Tones riot played — "Off"

The indicators for the buttons are illuminated when on and dark when off. Fach press of a button toggles
it on or off.

@ In the Performance Mode or GM Mode

When the [PARAMETER] button indicator is not lit up, you can press the PART SWITCH [1/9] to [8/ 18]
buttons to select whether each Part receives and plays MIDT information.

gt LR W w® M _
reREived- “CGn” retrved— "D

* The PART SWITCH butions work only in Hie Play mode.

The indicators for the buttons are iluminated when on and dark when off. Each press of a button toggles
it on or off.

If you want to switch Parts 2 to 16 on or off, first iltuminate the indicator for the {1-8/9-16] button, then
use the PART SWITCH buttons.

* During a write operation, the onfoff setiings for the TONE SWITCH and PART SWITCH buttons are
stored respectively as Patelr and Performance settings (& p. 70).

B Changing the Pitch of a Sound — Octave Shift

In the Patch Play mode, you can easily change the pitch of an entire Patch. Each press of the cursor
[4]/1¥] buttons shifts the sound up or down by one octave. You can vary the settings by three octaves up
or down,

Each press shifts the sound up an cctave

Each press shifts the sound down an octave

* When you write @ Patch, this parameter is stoved as a connnon paramceter.
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This section explains the aperations you'll need to knaw when editing sound data.

B Entering the Edit Mode

After pressing the [PARAMETER] button and confirming its indicator has lighted, you can use the FUNC-
TION SELECT buttons to choose a parameter group for editing. When you press the bufton to select any
single parameter group, you enter the Edit mode and the Edit screen for the selected parameter apprars.

1 Ol I Y ol Nl il 1 1 il |

On ({it up)
. L Patch {Rhythm Set)
PARAVETER I7:i1— Performance (GM)
Wir— System
Parameter group tc be adited
Edit Screen *

Parameters to set

Parameter group Setlings
0 To retum to the Play mode from the Edit mode, press [EXIT] or a MODE button.

B Choosing the Tones and Parts to Edit

To choose a Tone or Part to be edited, first make sure that the [PARAMETER] button indicator is not lit
up- Then use the TONE SELECT or PART SELECT buttons under the display to make your selection.

® In the Paich Mode

At the Patch Edit screen, a display such as “1—" appears in the upper left part of the screen showing the
page for setting the parameters for each Tone. This shows the number of the Tone currently calied to the
screen. To change the Tone that is called up, press the [FARAMETER] button to make the indicator go
dark and then use the TONE SELECT [1] to [4] buttens.

PART PAATOH
BELECT
T8 2410 TR SR> Btk 5514 706 EIAL]

- TO_‘NE S\N!‘f'gH = - TC;NE SELEgT -
O i O N 0
l

Tones to be edited- “On”

oOff {not it}
|

FARAMETER

The indicators for the buttons are illuminated when on and dark when off.

If you want to edit more than one Tone at a time, then hold down the bulton for one of the Tones to be
edited and press the button for another Tone at the same Hime. When you do Lhis, the number for the first
Tone selected appears in the upper left part of the screen, and the other fone is indicated by a “ *.” This
makes it possible to change more than one Tone at the same time while mainfaining the differences in
their respective values.
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® In the Performance Mode or GM Mode
At the Performance or GM Edit screen, a display such as “PART 1" appears in the upper left part of the
screen showing the page for setting the parameters for each Part. This shows the number of the Part cur-
rently called to the screen. To change the Part that is calted up, press the [PARAMETER] bulton to make
the indicator go dark and then use the PART SELECT [1/9] to [8/16] buttons.

* The PART SELECT buttous are active only when the Edit mode is selected,

PART SWWTCH
BELECT,
143 2790 N 4512 /13 G/ k] B/16
=5 18 — TOME SWWATLH, TONE SELEST
{uﬁ—gqe 1 2 3 ] 1 2 e I
AN 1l {1 o N AN M 1 Ml 1 Ml | N |
PARAMETER |

Oft {not tit} — E:Z[] Part to be edited

The indicators for the buttons are lluminated when on and dark when off.
1f you want to edit a Part from 9 to 16, illuminate the indicator for the [1-8/9-16] button, then use the
PART SELECT buttons.

* Unlike the case with Patches, you cannot edit more than one Part at a time.

® In the Rhythm Set Mode

Al the Rhythm Set Edit screen, a display such as “C4” appears in the upper left part of the screen showing
the page for setting the parameters for each Rhythm Tone. This shows the number of the Rhythm Tone
currently called to the screen. To change the Rhythm Tone that is called up, use either of the two methods

described below.
7 Use the keys on a MID] keyboard connected to the _1\-1380 to make the selection.

* If you arve using a MIDI keyboard to make your selection, set the Systew Parameter for Rinythm Edit Key
to "PANEL&GMIDI(e® p. 66).”

) After making the [PARAMETER] butten indicator go dark, use the TONE SELECT [1] to [4]

butions.
PART SWATCH
SELECT,
179 2410 FiY i ol e d £/ Tr1S &7
TOME SWITCH TONE SELECT
1 7 3 E] 1 2 3 4
= i | H Tk H et H == H =] ] | = El el
N S i A
o ronry I = = = L= =11
|
PARAMETER

=1



TONE SELECT [1]:
Each press of the button changes the note currently displayed to a note one octave lower,

TONE SELECT [2]:
Each press of the button changes the note currently displayed to a note ene half-step lower.

TONE SELECT [3]:
Each press of the buiton changes the note currently displayed to a note one half-step higher.

TONE SELECT [4]:
Each press of the button changes the note currently displayed fo 2 note one octave higher.

* The indicators for the TONE SELECT butfons are elwvys dark in the Rlyithm Set Mode.

B Moving the Cursor and Changing Settings

Use the [«]/[®] buttons to move the cumor to the parameter you want to change, then use the VALUE
knob or [INC]/[DEC] buttons to change the value.

VALE The VALUE knob...

S Turning the VALUE knob while pressing it inward or while holding
down the [SHIFT] button causes the value to change more rapidly.
The {INC] button...

Each press of the button increments the number by one (in other
pec e words, it takes the number to the next higher value).

The [DEC] butten,..

Each press of the button decrements the number by one (it takes
the namber to the next lower value).

i vou hold down [INC]/[I2EC), the number changes continuous-
ly. The vakues change by larger steps if vou held down the
[SHIFT] button and press [INC}/[DEC]. The values can also be
changed rapidly by holding down one of these buttons and press-
ing the other one.

ey

* If you change a value and then return to the Play mode without executing a write aperation, a
next to the sound group name on the screen,

appears

@ The Handy Undo/Redo Function

If youi're not happy with a change you've made, you can return a setting to the value fitst indicated by the
cursor by quickly pressing the VALUE knob two times, Each press of this knob toggles the setting
between the vajues before the change {“undo”) and after {“redo”).

Each press of the knob
toggies between the values
before and after change
Press twice
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® Changing Pages
O the IV-IOEQ, each screenfui of parameter settings 15 called o “page.”
or "R symbaol, vou can press the [A]/[W] buttons to change pages.

X

- '
Cin screens that show a ~“F

z
I
T

But that's not afl. If you hold down the [SHIFT] button and...

...Press LA}, you move to the top page of the selected parameter grouip.
..Press [, vou move to the last page of the selected parameter group.

..Press |, you move to the page for the parameter group found one to the loft of the FUNCTION
SELECT butions.

. Press [ ], vou move to the page for the parameter group found one to the right of the FUNCTION
SELECT buttons.

There are two types of Edit screens:

When you press |PALETTE] and light up fhe button’s indicator, you move ta the Palette Tdit screen tor
the parameter currently indicated by the curser. Each press of the [PALETTE| button toggles bebween the
Single Edit and Palette Bdit screens.

Single Edit Screen

Palette Edit Screen

* The Palctte Edit sereen does not show anything exeept the parameters for ench Tone (or Part) to be edited,
Additionally, no Palette Edit scroen fs displayed in the Rigtin Set mode.
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@ The Handy Page Changing Function
Several pages are allocated to the FUNCTION SELECT buttons under the display. Each press of the
FUNCTION SELECT button {for which the button indicator is currently 1it) will toggle vou between two
of these pages.
You can take advantage of this to compare the parameters of two pages as you edit; or for often-used
pages you can press the [&]/]¥] butions fo switch pages instantly without having to flip through any
intervening pages.

Here’s how the pages change when you press the FUNCTION SELECT buttons.
1 2 3

1. When the power is first turned on, each press of
the FUNCTION SELECT button loggles you
betwesn the first page (A) and the last page (F).

[

. If vou press [¥] at page A ta change to page B,
then each press of the FUNCTION SELECT but-
ton toggics you bebween Band E.

3. lf you press [A] at page € to change to page I,
then each press of the FUNCTION SELECT but-
ton toggles you between D and B.

W Editing a Patch While in the Performance Mode

When editing a Performance, it is easy to calt up and edit the Patch assigned to a Part. This is handy when
maving back and forth beiween the Performance mode and the Pakch mode to edit a Patch,

(D Let’s say that you are now editing Part 3 of a Performance.
If vou want to edil the Patch assigned to Tart 3, hold down the [PERFORM] button and press [PATCHL

The indicators (or the [PERFORM] and [PATCH] butions light up at the same time, and the Play screen
for the Patch selected for Part 3.

Part 3 is being edited

PFRAFOARA FATCH

=T+ 11

Play scteen for the Tatch selected for the Part

* You can usc the (]} (] buttons to change the Part.
@ Edit the Patch just as you wenld during nermal Patch editing.

@ fress [EXIT) to refurn to the Performance screen.
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M Switching Effects On and Off

This is the switch which determines whether the built-in effects {EFX, Chorus, and Reverb} will be used.
You can turn this switch on or off regardless of what mode you may happen to be in.

m Press [EFFECTS ON/OFF] to illuminate the indicator.

The on/off status for the three effects is displayed.

@ Press the FUNCTION SELECT button corresponding to the location of the effect on the dis-
play to switch that effect on or off. You can also use the CURSOR [-41/{» ]| buttons, the
VALUE knob, or the [INCI/IDEC] buttons for swikching,.

O Il O 4 4 Ol N 1 | SO

; ! | J
EFX Chotus Reverb
onfoft an/off onfoff
€8> Press [EXIT] or [EFFECTS ON/OFF] to make the indicator go dark and return to the original

sSCreen.

B Confirming Current Settings or MIDI Information — The Information Function

No matter what mode you're in, you can use the Information function to view a wide range of informa-
Bon quickly and easily.

m Hold down the [SHIFT] button and press {INFOL

@ Use the CURSOR [A /Y] bulfons to mave o the screen containing the information you
want {o see.

The following pages are displayed consecutively:
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@ INFO CARD {names of any inserted DATA or PCM cards)

Es

Also, if you're in the Performance, GM, or Rhythm Set modes, you can check the following MID! informa-
tion being received by the Farts. This is tseful if you need to check why a sound doesn’t change even
though MIDI messages should be coming in, ar for other MIDI treubleshooting.

@ INFO MOD (Modulation: 8 fo 127}
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® INFO BALANCE (Balance: 0 1o 127)

® INFO AFTER (Aftertouch:  to 127}

@ INFO BENDER (Fitch Bender: -64 to 0 to +63)

@ INFO VOICE (Voice: 0 to 64)

g

* Any type of MIDI wiessage for which the RECEIVE MIDI switch (% p, 67} is turned off will be ignored,
Note also that no MIDI messages at all will be veceived by & Part for which the MIDI Receior switch (=

p. 59} is turnred off,

(E Press |[EXIT] to go back to where you were before pressing [INFO]



Modes and Parameters

This chapter explains the various parameters that you wark
with wiidle edibng.




1. Paich Edit Mode

N O 1 2 W 13 Al | R sl

[COMICR EFFecTs oonTROL WAVE LR PITGH T TVA
COMMON EFFEGTS  MIDL FART = FICH Al [
SETHP  — wae — —_— TURE e PREVIEW

B Making SeHtings for an Entire
Patch (COMMON)

The following parameters are alt refated to a single Patch,
@ PATCH NAME

You can give a Patch a name of up to 12 characters.

Use the [+]/{»] buttons to move the cursor to the proper
position, and then rotate the [VALUE] knob or press
[INC]/ [DEC] to select the desired character.

Available characters:
Space, Ato Z,atoz, Dto 9, +*/1=2<=0[ ;. " " #% &5¥
a@n_
Pressing [SHIFT] displays the following in the bottom right
corner of the screen.

1  MGARE W  F A  li i)
L I

ek Sown [GHIFT)
prere oy of thee...
You can execule the following commands by holding down
the {SHIFT] button and pressing the FUNCTION S5ELECT
button that corresponds to the function displayed:

TOM
Press this button to successively go to the first character of

e

the character groups (“A,” "a,” “0," or "+").

END:
Press this button to successively go to the final character of
the character groups (“Z," “2,” *9,” or "_"}.

DEL:
Pressing this button erases the character under the cursor
and shifts the following text forward.

INS:
Pressing this button inserts a space at the cursor location
and shifts any following lext backward.

CHG:
Pressing this butlon switches the character under the eur-
sor from upper to lower case and vice versa.

@ PATCH COMMON

<Level> Patch Level — 0 to 127
This parameter sets the overall volume for the entire Patch.

<Pan> Patch Pan — L64 to 0 to 631

This parameter sets the stereo position of the entire Patch:

L64 is far left, 0 is cenler, and 63R is far right.

* Although a separaie Pan setting is made for each of the Tones
that make up a Patch, the stereo position of these Tones is
shifted by this overall Pan setfing.
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<Analog Feel> Analog Feel Depth — 0 to 127

This parameler adds a very subtle (vet pleasing) pitch fuctu-
ation to the basic waveform. This helps create a sound that is
more natural in nature, (This is also called the "1/f fluctua-
tion”}.

<Octave> Octave Shift — -3/21-1/0/+1/+2/+3
This parameter changes the pitch of the Patch in one-octave
steps. You can raise or lower the pitch by up to three octaves.

* When Octave Shift is used in the Patch Play screen, this sel-
ting also changes autamatically.

<Stretch> Stretch Tune Depth — OFF/1/2/3

This paraseter changes the pitch using the ‘stretch tuning’
method typically used on acoustic pianos. This makes high-
range sounds slightly higher in pitch, and low-range sounds
slightty lower in pitch.

A diagram that illustrates the actual changes in pitch is called
a “tuning curve.”” Changing the turing curve causes subfle
alterations in the resonance of harmonics.

i 3
i 2
L
Blier 1
| oFF
OFF | et
, :
z
2 :
Baey portion Trable porivon

<Priarity> Voice Priority — LAST/LOUDEST
‘This setting determines the order or priority of sounds to be
played when the maximum number of voices (64) is exceeded.

LAST:

The voices played last are given priority, with earlier voic-
s being cut sequentially.

LOUDEST:

The voices with the highest volume are given priority,
with quieter voices being cut sequentially.

<Velocity Range> Velocity Range Switch — OFF/ON
This setting determines whether the Velocity Range setling is
enabled (“ON") or disabled {"OFF”}.

<Default Tempo> Default Tempo ~— 20 to 250 bpm
This parameter determines the tempo cloek setting, which con-
irals the parameters for Tones and Effects.

With the _V-10E30, you can control Delay Time (and other

time-related parameters) with the internal tempo clock or

with an external device. When no external tempo clock is

used, the tempo set here is used for such control.

* When using the intemal tempe clock, set the clock source sys-
tem parameter (8¢ p. 67) to "INT”

* The internal tempe clock data is not output through the MIDI
OUT port.

® VELOCITY {Velocity Range}

<Lower> Velocity Range Lower — 1 to 127 [EIERE
This parameter determines the maximum range of sound
when playing softly. Sound is heard only when playing
velocity exceeds the threshold {value) set here,

* If you try to make this value higher than the setting for
Velocity Range Upper, the value for Veloefty Range Upper
changes at the same time.



<Upper> Velocity Range Upper — 1 to 127

This parameter determines the maximum range of sound
when playing forcefully. Sound is heard only when playing
velecity does not exceed the value set here.

* If you try to make this value lower than the setting for
Velocity Range Lower, the value for Velocity Rauge Lawer
changes at the same Hnte.

<X-Fade> Velocity Cross Fade Depth -0 to 127

This parameter sets the fade ‘width” between the upper and
lower velocity ranges.
Lavel

Valoeiy
Upper
Fade width

T Lowar

Fade width

® KEY RANG {Key Range)

<Lower> Key Range Lower — C-1 to GY {iEiIs}{E

This parameter sets the key for the lowest plavable sound.

* If you try to make this palue higher than the key set for Key
Range Upper, the value for Key Range Upper changes at the
samy time.

<Upper> Key Range Upper — C-1 to G9 ERIEIE

This parameter sets the key for the highest playable sound.

* If you by to make this value lower than the key sei for Key
Range Lower, the value for Key Range Lower changes af the
same time.

‘® STRUCT (Structure)

This parameter determines the structure of the Tones in the

Patch. Differences in structure can make the sound vary greatly.

* With Structure, two Tones are edited as a set. This means that
it daesn't matter whetker you press TONE SELECT (1] or £2};
in either case, "12—" appears in the left-hand rorner of the
screen, (With TONE SELECT [3] or [4], ¥—34" appears.)

* If you switch off one of the Tones in ¢ pair while TYPE 2-1 is
selected, the other Tone is played as TYPEL

<Struct> Structure — 1 to 10 GENSHE

This parameter determines how Tones 1 and 2 or Tones 3 and
4 are combined. The following combination types are possible.

* Because of space copsiderations, the characters on the screen
are abbreviated. Here's what these abbreviations mean;

W1 or W2: WG (Wave Generator) 1 or 2

FlorF2: TVF1lor2

AlorAZz: TVAlor2

B: Booster

R: Ring Modulator
Typel

With this type, Tones 1 and 2 (or 3 and 4) are independent.
Jse this type when you want to preserve PCM sounds or cro-
ate and combine sounds for each Tone.

(foe 1 [ ———3)
(vone 2 4) | WG} (TVF) (Tva))

Type2

This type combines two filters to enhance filter response.

The TVA for Tone 1 (or 3) controls the volume balance of the
two Tones.

{Tone 1 )] )
H N
(Tonez]| NEHva))

Type3

This type combines two filters and distorts the waveforms by
passing them through the booster (= p. 44},

The TVA for Tone 1 (or 3} controls the volume balance of the
two Tones and adjusts the amount of effect that the booster has.

{TonE 1 (3 -,[TE\ )
(TonE2 ] rveHIvA)

Type 4

This type applies a filler to the mixed sound of Tone 1 {or 3)
and Tone 2 (or 4), and distorts the waveforms by passing
them through the booster.

(TonE 1 (3 )
%
[TONE 24| TVEHTVA))

Type s

This type combines two filters and boosts the upper harmon-
ics by passing the sound through the ring modulator (= p.
44)

The TVA for Tune 1 (or 3) confrols the volume balance of the
two Tanes and adjusts the depth of the ring modusator.

i

(roe 1 o] EaHa )
3
(HrR)

[TONE 2 (4) i

Type &

This type combines two filters, boosts the harmonics by passing
the sound through the ring modulator, and mixes in the sound of
Tone 2 {or 4).

Because the sound from the ring modulator and Tone 2 (or 4} can
be mixed, the TVA for Tone 1 (or 3) can adjust the amount of
ring sound,
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[T_ONE 169)] )
\
(TONE 2 ()] )

Type 7

This type sends the filtered sound of Tone 1 (or 3} and the
sound of Tone 2 {or 4) through the ring modulator to boost
the harmonics.

(TonE 4 :3}] J
(rone2 ] )

Type 8

This type sends the filtered sound of Tone 1 {or 3) and the
sound of Tone 2 (or 4) through the ring modulator, then
mixes it with Tone 2 {or 4) and [ilters the result.

ERy
(Fone 1 o | WEVE- T, )
[TDNE 24| ]

Type 9

This type sends the filtered sounds of the Tones throvgh the
ring modulator to boost the harmorics. The TVA for Tone 1
{or 3) controls the volume balance of the two Tones and
adjusts the depth of the ring modulator.

(TONEHH}’ )
M
e )

Type 10

This type sends the Fltered Tones through the ring modula-
tor to boost the harmonics, then mixes the result with Tone 2
{or 4). Because the sound from the ring modulator and Tone 2
{or 4) can be mixed, the TVA for Tone 1 {or 3) can sdjust the
amouwn of ring sound.

S

TONE 1 9 | oL VA, )
(Fone 2 [ RER a2 —0V8)

O What is a Booster?

The booster is a circuit that distorts the Input signal.

. Buatwe jevet

44

ln addition to using this for distortion, effects similar to
PWM (Pulse Width Modulatior; where the harmonic struc-
ture changes continuously) can be obtained by setting the
waveform for one Tone (WG1) to a subsonic frequency and
shifting the waveform for the other Tone {(WG2) up and
down, Ttis also intergsting to umplify the waveform with
Wave Gain {22 p. 5},

Lses WE1
as LFQ

Adiusts WE
ol

5 A

Distorad arsa ol the
wavelort changes

L Y s,
. e .
% i
s s

Shift in wavelormn by WG

O What is a Ring Modulator?

By combining the waveforms of the two Tones, a ring modu-
lator can produce many harmonics (inharmonic pattials) not
contained in either of Lhe waveforms. (As lung as one of the
waveforms ts not a sine wave, virtually no frequency compo-
nents sound at regular intervals,) Because differences in the
pitch of the waveform cause the harmonic structure to
change, a toneless metallic resonation occurs, This works well
when creating metallic fimbres, such as for bells.

<Booster> Booster Level — 0 /+6 [ +12/ +18 [EENEKE

This parameter sets the booster level; a larger value results in
greater distortion of the sound.

W Selecting Effects for a Patch
(EFFECTS)

* When editing the parametors for an effect, an “x" may appear
on the loft side of the screen. This budicates that the paramie-
ters for the effect are being edited while the effect’s switeh (=
. 38} is off. Because this makes it hmpaossible to check the
resiults of the effect, press the [EFFECTS ON/OFF] button to
turn the effect on.



® OUTPUT
<Qutput Assign> Qutput Assign — MIX/EFX/OUT-
PUTI/OUTPUT2

Output Level — 0 to 127 [RNGHS

Quiput Assign determines the output destination for each
Tume, and Output Level sets the level of the oufput signal.

MIX:

This parameter sends the original sound to MIX GUT. The

sound s also simultaneously sent to Chorus and Reverb.
LR

TONE _"/ mxouT @ @

Chatpen Levet

s Stores line
4 -.};)C‘._,._._._._._., To Chonis

—— *hiono ke Chorus

Send Lavel

To Reverd

e S

Feverb
Send Lovel

EFX:
This parameter sends the original sound to EFX, The
sonnwt (s also simultanecusly sent to Cherus and Reverb.
The output destination of the sound passing through EFX
follows the Output Assign setting for PATCH EFX QUT.
I_iDNE o

Culpul Level

To EFY

.+ Bfizre L
Llereo ting - _/@__.—.; To Chaorus

——-- Wt e Chatug
Send Lavel
—--—/@i---—-———-- o Reverk
Reverb
Send Level
oUTruT:
This setting sends the original sound to OUTFUTI.
: A L R
e
i! TONE i 2 CUTPUTY @ @
h Cutpet Level

— RN i

QUTTPUT2:
This setting sends the original sound to OUTPUT2,

o . LR
TONE; owteyT: @@

Latpul Lewva
— Sleres line

* When QUTPUTT or OUTPUTZ is selected as the output iesti-
uation, all seftings for Cliorus wnd Reverb are ignored.

* When TYPE 2 to 10 is sclected with Stracture {9 p. 43), the
settings for Tone 1 (or Tone 3} are ignored.

«Chorus> Chorus Send Level — 0 to 127

This parameter sets the level of the signal sent to Chorus for
cach Tone.

<Reverb> Reverb Send Level — 0 to 127 |l

This parameter sets the level of the signal sent to Reverb for
cach Tone.

® PATCH EFX TYPE

<Type> EFX Type

This parameter determines the type of EFX applied to the
Patch,

For a description of the EFX types, check out “Chapter 5 —

Multi-Effectar EFX (&r p. 83).”

'@ PATCH EFX PRM ({Patch EFX Parameter)

This setting selects the parameter for the EFX chosen with
EFX Type. The parameters that can be set vary from cne EFX
to ancther.

For a description of EFX parameters, see “Chapter 5 — Mutti-

Effector EFX {v7 p. 83).”
® PATCH EFX OUT (Patch EFX Output)

This parameter determines how sound will be cutput when
“EFX” is selected with Qutput Assign for OUTPUT.
<Qutput Assign> Output Assign — MIX/OUT-
PUTH/OUTFUT2

Cutput Level — 0 to 127
Output Assign determines the output destination for the EFX
sound, and Qutput Level sets the level of the output signal.

MIX:
This setting sends the EFX sound to MIX OUT. The sournd
is also simultanevusly sent (0 Chorus and Reverb,

L A
(from TOME)
EFX ;/ >  WwxouT @@
Qupla Lol
— Sleren hne
p—;/—-—-—-—-—r Te Chorus
—— - tAnne line Cheus
Send Lovet
__w.._..)zf:_,..,..._y Ta Ravarb
Beverb
Send Leve!
OouUTruT:
This setting sends the EFX sound to OUTPUTL
ifrom TONEY ™7 " L R
EFX | - » purruTt @ @

i Cutpul Level

OUTPUT2:
This setting sends the EFX sound to QUTTUT2.
L R
itrym TONEY X
' EFX -4 > outrurz @ @
Oudout Level

= When QUTPUTI or OUTPUTZ is sclected as the antput desti-
nation, all settings for Chorus and Reverb are ignoved.
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<Chorus> Chorus Send Level — 0 to 127
This parameter sets the signat level sent to Chorus from EFX.

<Reverb> Reverb Send Level — 0 to 127
This parameter sets the signal level sent to Reverb from EFX.

® PATCH EFX CTRL {Patch EFX Control}

The JV-IDIB0 lets you use any one of a number of MIDI
Controllers to vary EFX parameters in real time.

* The number amd type of EFX parameters that con be changed
is predetermined according fo the EFX type, One or two EFX
parameters are showw an the top line of the screen, and these
vary according to the type of EFX that you clhoose. For details
on the EFX parameters that can be changed, see *Chapter 5 —
Multi-Effector EFX (% pr, 8337

EFX parameter

EFX control source 1, 2 EFX control depth 1, 2&-63 to +63)
Use EFX Control Source for each of the EFX parameters (that
appear on the top line of the screen} to choose a Controller,
and set the degree of action of the Controlier with EFX

Control Depth.
You can choose any of the following as the EFX Control Source:

OFF:
No Controller is used,

SYS-CTRLI:

The Controller set with System Control Source 1, a system
parameter, is used (& p. 68).

SYS-CTRL2:

The Controller set with Systern Control Source 2, a system
parameter, is used (= p. 68).

MODULATION:
Modulation (Control Change #1}

BREATH:
Breath {Control Change # 2)

FOOT:

Faot (Control Change # 4)
VOLUME:

Volume ({Control Change # 7}
PAN:

Pan (Control Change # 10}

EXPRESSION:
Expression (Control Change # 11)

BENDER:
Pitch bend

AFTERTOUCH:
Aftertouch

* Choeose "SY5-CTRLI" or “SYS-CTRL2” if there is no need to
nse @ different Controller for cach Patch, or if yon want to
perform control with something other than the control
clianges described here. Use the system’s Control Assign 1
page te set the Controller (8 g, 68).
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@& PATCH CHORUS
<Rat> Chorus Rate - 0 to 127
This parameter sets the speed of the Chorus effect.

<Dplt= Chorus Depth — 0 to 127
This parameter sets the deptiy of the Chorus effect.

<Dly> Pre delay — 0 to 127

This parameter determings the timme interval between when
the original sound is heard and when the effect sound is
heard. Larger values result in longer delays {creating a
broader sourd).

<Fbk> Chorus Feedback — 0 to 127

This parameter determines the amount of Chorus sound that
15 returned (fed back) to the Chorus unit. Larger values resutt
in more complex Chorus effects.

<Level> Chorus Level -— 0 to 127
This parameter sets the volume of the Chorus sound.

<COutput> Chorus Output Assign — MIX/ REVERB/
MIX+REV
This setting determines how the Chorus sound is output.

MIX:
This setting sends the Chorus sound to MIX OUT.

{ieomm TOMNE) ‘——‘—““‘!
~y Cha
l L R
MXOUT @& @

This setting sends the Chorus sound to Reverh.

ifrom EFX)

{lrom EFX}
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REVERB:

tirom TONE) —,l L R
{trovm EFX} &4 Cho B Rov  feeeeie MIXOUT B &

[romEFyY) ———————————

{from FOME)

MIDX+REY:
This setting sends the Chorus sound to both MIX OUT and
Reverb.
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@ PATCH REVERB
<Type> Reverb Type

This parameter selects the type of reverberation.

ROOMI:
Short, high-density reverb



ROOM2:
Short, low-density reverb

STAGEL
Reverb with many late reflections

STAGEX:

Reverb with strong initial reflecion

HALL1:
Sparkling reverb
HALLZ:

Richly respunding reverb

DELAY:
Standard delay

PAN-DLY:
A delay that pans (moves) the reflections to left and right.

<Time> Reverb Time - to 127
For a type from "ROOMI” to “HALLZ,” this parameter seis
the reverl time (i.e., how long the reverb continues). For
“DELAY" or “PAN-DLY.” this parameter sets the delay time.
Larger values produce a greater sense of spaciousness.

Reverb Drarbiay

Leval E N Level r  Bwlay time

]

A fme Tme Orginal  Dely  Time
soimd spung
<Lev> Reverb Level — 0 to 127
This parameter sets the volume of the reverb sound.

<Fbk:> Delay Feedback — 0 to 127

When "DELAY" or “PAN-DLY" has been selected as the
type, this parameter sels the amount of delayed sound that is
returned (fed back) to the Delay unit. Larger values resuit tn
longer delay times.

<HF Damp> High-frequency Damp-200/250/315/400
F500/630/800/1000/1250/1600/2000/2500/3150/4000/5000/6
300/8000/BYPASS

This parameter sets the point {frequency) at which the high-
frequency components of e reverl sound are cut off.

The HF Damp (high-frequency damp) parameter is used to
simulate the acoustic properties of different materials. {For
example, glass reflects more high frequencies than heavy car-
peting.}

A lower cutoff frequency results in a "darker” sound, and a

higher frequency produces a "brighter” spund. When set to
"BYPASS," no high frequencies are cut.

B Using Confrollers to Change
How Sounds are Played (CON-
TROL)

This selects the functions of the WV -1D80CF s Controllers.

® KEY MODE & BENDER

<Assign> Key Assign Mode — POLY/SOLO

This parameter determines whether the Patch is played as a
polyphonic (POLY} or monophonic (501L.0) sound.
Harmonies can be played when set to “POLY.” and when
5010 is selected, only one sound at a time can be played.

<Legato> Solo Legato — ON/QFF

This parameter determines whether the Legato function is
used (ON) or not {OFF). However, the Legato function can-
nat e used when the Xeyv Assign Mode is set to “POLY.”

O What is Legato?

When you hold down one key and play another, the Legato
function preserves any envelope or LFQ, and changes only
the pitch played. This makes it possibic to emulate guitar
techniques such as hammering-on or pulling-off.

<Bend Range> Bend Range — -48 to 0 (Down)/0 to 12
{Up

Bend Range Down lets vou set how far the pitch drops when
the Bender lever is moved to the left {or when the wheel is
lowered). You can set a pitch drop of up to four octaves, in
semitone increments. Bend Range Up lets vou set how far the
pitch rises when the Bender lever i3 moved to the right (or
when the wheel is raised). You can set a pitch rise of up to
one octave (in semitone increments).

® PORTAMENTO

Portamento is an effect that causes pitch to change smoothly
when one played key is followed by another.

<Sw> Portamento Switch — OFF/ON
This parameter determines whether the Portamento effect is
ON or OFF.

Portamento can be used in the S30LO Key Assign Mode to
achieve a smooth ‘sliding’ effect.reminiscent of a vialin play-
ing style. Portamento can also be used in the POLY Key
Assign Mode (when playing chordal accompaniments).

<Tm> Portamento Time — 0 to 127

This parameter determines the time required for the pitch to
change from one note to the next when using the Portamento
function.

<Muode> Portamento Mode — NORMAL/LEGATO
This parameter selects the Portamento mode. Fortamento is
always applied when “NORMAL” is selected, but when set
to "LEGATO,” Portarmento is applied only when you play in
a legato style (with the notes smoothly connected).

<Type> Portamento Type — RATE/TIME

This parameter selects the type of Portamento effect. When set
to "RATE,” the fime required to move from the first pitch to the
second is proportionate to the distance between the two pitch-
es. When “TIME” is selected, the change takes places over a
fixed amount of time (regardless of the pitch interval).

<Start> Portamento Start — PITCH/NOTE

This parameter sets the point at which the Portamento effect
begins.

This setting controls what happens when a new key is played
while a change to another pitch is already in progress.

When set to “PITCH,” the new portamento sweep starts at
the pitch in effect when the new key is played. When set to
“NOTE,” the new portamento sweep starts from the pitch in
effect when the original pitch change is complete.

a7
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® RxSWITCH (Receive Switch)
<Volume> Volume Contro} Switch — OFF/ON

This parameter determines whether volume changes (ON) or
not (OFF} when MU volume messages for the Tones are
received.

* This seHing is ignoved when the Volume sefting for Receive
MIDI, a system paramcter, is set to "OFF ” (& p, 68).

<Pan> Pan Control Switch — OFF/CONT/KEY-ON
IPALETTE]

This parameter determines how MIDI pan messages are
recetved for each of the Tones.

OFF:
The stereo pusition does not change when a pan message
is recelved.

CONT:

Pan messages are received and the stereo positinn changes.

KEY-ON:
The stereo position changes when a key is played accord-
ing to received pan messages. However, even if a new pan
message is received while a sound is being played, there is
no change in the pan position until the next time a key is
played.

* This setling is ignored when the Confrol Change setting for
Receive MIDL, a system parameter, is set to “OFF” (70 p. 68).

<Bender> Bender Control Switch — OFF/ON [gEXakd)
This parameter determines whether pitch changes (ON) or
not {OFF) when MIDI bender messages for each of the Tones
are received.

* This setting is ignored when the Bender setting for Recefvr
MIDI, a systew purameter, is set ta “OFF” (& p. 68},

* Ordinarily, velwme messages control volinne, pan messages
control the sterep position, and bender messnges control the
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pitch being played. With the JV-1880, however, you can use
these messages to contrel other Tone paramcters and effects
(@ p. 49). }f you attewpt this kind of use when the Receive
Switches are set to “ON,” then the voluaw, pauning, or pitch
may change along with the parameter you want to confrol To
avoid this, be sure to sef Hhese steitches to "OFE”

® DAMPER

<Hold-1 Swilch> Hold 1 Contral Switch — OFF/ON
[PALE I TE]

This parameter determines whether a sound is held {ON) or
not (OFF) when MIDE Hold 1 messages arce received for the
Tones.

* This sefting is ignored when the Hold 1 settiug for Receive
MID, a system parameter, is sef to "OTE" (7 p, 68},

<ReDamper> Re-damper Controt Switch - OFF/ON
IPALETICE

This selting determines (for each of the Tones) whether a
decaying sound (the key has been released) is held {OM) or
not {OFF) when a Hold 1 message is receivixd.

* Witen the Hold 1 Control Switch is set to “OFF,” no Re-damper
effeet takes place even if the Re-ramper Control Switch is set fo
“ON.” This sctting is also ignoved when the Hold 1 setting for
Receive MIDI, a system parameter, is set to “OFF” (5 b, 68).

® PEAK & HOLD

With the JV-1080], you can use the hold pedal to sustaln
not oaly note messages, but also Control messages (such as
modulation or aftertouch) when a Hold messape is received.

<EfxCtrl> EFX Control Hold/Peak — OFFFHOLD/PEAK
This setting determines how the value of an EFX parameter
{to be changed with the EFX Contral Source; & p. 46) is
maintained wiwen a Hold message is received.

OFF:

Heold messages are not recetved.

HOLD:
The pararaeter value is maintained when a Hold message
is received.

PEAK:

The parameter value is revised a nd maintained cach time
it changes to a new maximum value, even after a Hold
message is recefved,

* When you setect the HOLD or PEAK seliings, you will afso
need to specify what hold pedal information you will be
using by means of these System paramelers: Hold Control
Source, and Peak Control Suurce (& p. 67). Also, you will
need te turn ON the Hold 1 Control switch and Receive
MIDT switeh (System parameter) so you are set for the hold
pedal you are using (= p. 68).

<CtH1> Control 1 Hold/Peak — OFF/HOLD/PEAK
This seting determines how the value of a Tone parameter to be
changed with the Patch Control Sowwce 1 (Medulation) is main-
tained when a Hold message is received. The setting values are
the same as hase for the EFX Control Hold / Peak setting.

<Ctrl2> Control 2 Hold/Peak — OFFHOLD/PEAK
This setting determines how the value of a Tone parameter o
be changed with the Patch Control Source 2 is maintained
whon a Hold message is received. The setting values are the
same as those for the EFX Control Hold /Peak setting,



<Ctrl3> Control 3 Hold/Teak — OFF/HOLD/PEAK
This sctting determines how the value of a Tone parameter to
be changed with the Patch Contrel Source 3 is maintained
when a Hold message is received. The setting values are the
same as those for the EFX Control Hlold/ Teak setting.

® CONTROL SOURCE

The WV-IIBO lets vou use a variety of MIDE Controllers
to change sounds in real time. This setting selects the
Controller used 1o change the Tone parameters.

* Patch Control Source 1 is set to Modwlation (Controf Change
1) and cannot be changed.

<Control2> Patch Control Source 2
<Control3> Patch Conirel Source 3

The Controllers assigned to Patch Controllers 2 and 3 can be
selected from the foliowing list.

OFY:

No Controller is used.

SYS-CTRLI:
The Controlier set with Systern Control Source 1, & system
parameter, is used (7% p.68).

SYS-CTRL2:
The Controller set with System Control Source 2, a system
parameter, is used {#¥' p.68).

MODULATION:
Modulation (Control Change # 1}

BREATH:
Breath {Control Change # 2)

FOOT:
Foot [Control Change #4)

VOLUME:

Volume (Controf Change #7)

PAN:
Pan (Controd Change # 103

EXPRESSION:
Expresston {Control Change # 11}

BENDER:
Pitch bend

AFTERTOUCH:

Afterlouch

LFOT:

The rate for LEOT {The LFOs for Tores T-4 act with respect
to parameters within the same Tone.)

LFO2:

The rate for LFO2? (The LFOs for Tones 1-4 act with respect
to paramelers within the same Tone.)

VELOCITY:

Velocity

KEYFOLLOW:

Keyfollow (the parameter value changes according to the
posibion on the kevboard, with C4 as “07)

PLAY-MATE:

Maymate (the parameter value changes according to the
interval buebween Note On and Note Ot}

* Chogse “SYS-CTRL1" or “SYS-CTRL2" if there is no need to
use a different Controller for cach Pateh, or if you want to
have contral with something other than the Contral Changes
described hieve, Use the System's Control Assign 1 page to sel
the Controller (&8 p, 68).

* When the sctting for Receive MIDI, a system parameter, is set
{o “OFF,” then there is no effect when auy Controller (s used.

® CONTROL 1 t0 3

<Pestination> Conirel Pestination T to £ NGNS
This parameter lets you simultaneously set up to four para-
meters for the Tone changed by Patch Control Sources 1/2/3.

<Depth> Control Depth 1 to 4 — -63 to +63 EEIARR
This parameter sets the amount of change for any parameters
set with Control Destinaborn.

Assignabie Tone parameters {and ranges} are as follows:

Destination (controfled parameter) Depth
Display Meaning {setting range}
FF No paramsters are controlled —
PCH Pitch
2T Cutolf frequency
FES Hesonance
LEL Level {volume) B3 — +B3 (1)

FHER Pan {stera¢ position}

[uR Volume output frarm MEX OUT
CHI Chorus depth

REY Reverb depth

FL1 Depih of LFO1 applied to pitch
FLZ Depth of LFO2 applied to pitch
FL1 Bepth of LFO1 appliad to cutoff
FLZ Depth of LFO2 applied to cutoff 63— +83 (2)
ALl Depth of LFO1 applied to volume
ALz Dapth of LFO2 applied to volume
FLT Depth of LFO1 applied to panning

FLZ Depth of LFO2 applied to panning
LiR LFO1 rate
Lo LFOZ rate

63 — +63 (*3)

*1 Change is larger {higher) for positive {+) values and
smalter (lower} {or negative (-) values.

*2 The LFO phase is reversed for posilive and negative
values.
In gither case, however, depth increases as the value
maovas farther from 0 (zero).

*3 Tha LFO cycle is shorter for positive values and longer
for negative values.
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B Selecting Waveforms (WAVE)

This function lets you select the waveform that serves as the
basis for a Tone, apply effects to the waveform, and control
its pitch.

® WAVE

<Group> Wave Group — INT-A or BJCARDVEXP-A
to D IAEIE]

This parameter determines the memory from which a wave-
form is selected.

INT-A or B:
Selects a wavelform stored in the JW-1E3E03.

CARD:
Selects a waveform stored on a PCM Card.

EXP-A to D:
Selects a waveform stored on Bxpansion Board A, B, C, or I,
<Number> Wave Number —1 to 255 [N

Selacts the waveform that forms the basis of a Tone. Along with
the wave number, the wave name appears in the display (in
pargnitheses).

<Gain> Wave Gain — -6/0/+6/+12 RS

This parameter changes the gain of a waveform and is effec-
tve when adjusting the Jevel of a Tone (or using an amplified
waveform after sending it through the Booster (% p. 44), The
value is displayed in decibels (dB).

<Swilch> Tone Switch — OFF/ON [[d&%

This parameler determines whether each Tone is to be played

{ON) ar not (OFF).

* Wien TONE SWITCH [1] to [4] is used to switch a Tone on or
off, this setting also changes automatically.

* The number af Tones played can be Hindted by switching off
unused Tones.

® EXM {Frequency Cross Modulation)

FXM combines a specified wave with another waveform to
create a third waveform. This is useful for generaling melallic
timbres or making special effect sounds.

<Switch> FXM Switch — OFF/ON {RIEHE
This parameter determines whether FXM is used (ON) or not
{OFF).

<Colar> FXM Ceolor—1to 4

This parameter determines the ambience of FXM. A larger
value resulis in a ‘rougher’ sound, and a smaller value makes
the sound more metallic.

<Depth> FXM Depth — 1 to 16 S5
This parameter sets the depth of FXM application,

® TONE DELAY

This parameter sets the delay applied to each Tone. Tone
Delay is different from the Effector's delay because it can also
v used to change the tone of the delayed sound and play
one-key arpeggios while changing the pitch of each Tone.
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The delay time can also be made to synchronize with the

internal ar external MIDI clock.
<Mode> Tane Delay Mode X

Any of the following can be sclected for Tone Delay.

NORMAL:
The Tone is always played according to the delay time.

HOLD:

The delay effect is applied only while the note is an. No
Tone is played if the note switches off before the end of the
delay time.

PLAY-MATE:

[f the time interval between the previous Note On and the

current Note On is less than two seconds, the Teone is
played with that interval taken as the delay time.

CLOCK-SYNC:
The Tone is played using the on-board {or external) tempo
clock (e p, 67) setting,.

TAP-SYNC:
The Tone is played with the interval set by tapping the foot
pedal (Tap Control Seurce = p. 67).

KEY-OFF-NORMAL:
The Tone is played with the delay time after the note is off.

KEY-OFE-DECAY:

The TV A envelope starts from the time the note is on (dur-
ing which time nothing is played), and the Tone is played
with the delay time after the note is off.
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<Time> Tone Delay Time — 0 to 127/0 to 880 {Note
Display) i

This parameter sets the time interval between 2 Note On and
when sound is actually heard {or from a Nete Off if KEY-
OFF-NORMAL or KEY-OFF-DECAY has been selected).

If “PLAYMATE" has been selected, setting this to "64” causes

ihe interval between the previous Note On and the current

Note On io be taken as the delay time. When set to "127.7 an

inferval approximately twice as long as for “64” is set as the

delay time.

* When "CLOCK-SYNC” oy “TAP-8¥YNC” has beeu selected as
the mode, the setting value is displayed as a Quarter-nofe res-
alution. A nofe carrespanding to this is displayed next to He
sefting value. For instance, if set to 96= ), the defay time
wanld be 0.5 seconds af a tempe of 120

E i i i
* When any of Type 2 to 10 has been selected with Structure (58

p. 43}, the Tone Delay setting for Toue 2 is used for TONEs 1 &
2, and Tone Delay setting for Yone 4 s used for TONEs 3 & 4

R A AR
B Adding Vibrato to a Sound {LFO)

An LFO (low-frequency oscitlator) cyclically changes the
pitch, cufoff frequency, and level to produce medulation

effects such as vibrato, wow, and fremolo.
The 4v-1DEQ has two independent LFOs, called LFQO1
and LFO2,

@ LFO1

<Form> LFO Waveformn [RRESEIS
Any of the following LFO waveforms can be selected.

TR SIN SAW s5QU

M A

Delta wave Sine wave Sawtcoth
wave

Square wave

TRP S&H RND CHS

Chaotic
wave

Trapezoidal Sample and Random
wave hold wave  wave

<KeyTrig> Key Trigger — OFF/ON
This parameter determines whether the timing with which

the keyboard is played matches (ON} the LFO cycle or not
{OFF).

- N NN

On " Phara chang
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O i /‘\ - Phasa is the sama
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<Rate> LFQO Rate —- 0 to 127/0 to 880 (Note Display)
This parameter sets the speed of the cycle of the LFC,

When “CLQOCK” or “TAP" has been selected with LFO
External Sync, the setting value is displayed as a Quarter-
note resolution. A note corresponding to this is displayed
next to the setting vahse.

See the Tone Delay Chart on the left side of
this page for information on note resolution.

* When “CHS™ has been selected for LFO Waveform, LFO Rate
has o effect

<ExtSync> LFO External Sync — OFF/CLOCK/TAP
This parameter determines whether the LFO cyele is synchro-
nized with the on-board (or external) tempo clock (CLOCK),
or with the depression rate of Lhe foot pedal (TAF).

No synchronization takes place when set to "OFF.”

* Wihen set to "CLOCK,” use the system parameter Clock
Sonrce (%F p. 67) fo choose whether the internal or external
tempo clock is to e used.

* Wihen set to "TAP,” use the system parameter Tap Control
Source (5% p, 67} fo select the foot pedal.
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<Mode> Fade Mode EIERS
This parameter selects how the LFO is applied.
ON-IN:
The LFQ is applied gradually after the key is played.
ON-QUT:
The LFO is applied after the key is played, then gradually
fades away.
OFF-iN:
The LFQ is applied gradually after the key is released.
OFF-OUT:

The LFO is applied from the time the key is played until it
is released, and after the release, it fades away gradually.

<Delay> Delay Time — 0 to 127 [2EES
For ON-IN, this parameter sets the interval from the time the
key is played until the LFQ starts to be applied (for ON-OUT,
the hold time). For OFF-IN, this parameter sets the interval
from the time the key is released until the LFO starts to be
applied {for OFF-OUT, the hold time).

<Fade> Fade Time — 0 to 127 |G

This parameter sets the interval after the delay lime until the
LFO amplitude reaches its maximum {or minimum) value.
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<Offset> Level Offset — -100/-50/0/+50/+100 [ISRK
This parameter shifts the LFQ waveform up or down from
the central values {pitch, cutoff frequency, and level}. Positive
values cause the waveform to shift for undulations above the
central values, and negative values cause the waveform to
shift for undulations below the central values.
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@ LFO 2 Pages
These make settings for LFOZ.

* The parameters that can be set are identical to thyse for
LFO1.

® LFO DEPTH 1:2 (LFO Depth)

<Pitch> Pitch LFO Depth 1 or 2 — -63 to +63 [QISERIS
This parameler sets the extent of application when LFOl or
1.FQ2 is applied to the pitch. '

<TVF> Filter LFO Depth 1 or 2 — -63 to +63 |
This parameter sets the extent of application when L{‘Ol or
LFO2 is applied to the cutoff frequency.

<TVA> Amplitude LFO Depth 1 or 2 — -63 to +63

Th1s parameter sets the extent of application when LFO1 or
LF(2 is applied to the level {volume).

<PAN> Pan LFO Depth 1 or 2 — -63 to +63 IEIEIREK

This parameter sets the extent of application when LFO1 or

LFO?2 is applied to the pan {stereo position).

* Negative and positive values for depth have oppasite cffects
on the changes in pitch and velume, For example, if a pesitive
deptls value is set for one Tone and a negative value of the
same magnitade is set for another Tone, the phase of the
undulations is reversed. This makes it possible to alternately
sound different Tores and shift panaing cyclically.

Cs R
B Changing the Pitch (PITCH)

This function sets parameters related to the pitch of a Tone.

® PITCH

<Coarse> Coarse Tune « -48 to +48 [jEINRI

This parameter raises/lowers the pitch of a Tone by up to
four octaves (in semitone steps).



<Fine> Fine Tune — -50 to +50

This parameter raises/lowers the pitch of a Tone in incre-
ments of one cent {1/100th of a semitone). You can fine-tune
the Tone by up to a quarter-tone in either direction.

<Randem> Random Pitch Depth ~ 0 to 1200 &
This deliberately causes the pitch of the Tone being played to
fluctnate irregularly. The value is displayed in hundredths of
a half-step.

<KeyFlw> Pitch Key Follow — -100/-70/-50/-30/-
10/0/+10/+20/+30/+40/ +50/+70/+100/+ 120/ +150/+200

This sets how high the pitch rises when the keyboard has
been shifted up an octave {12 keys). When cet to “+100,” then
when shifted upward one octave like an erdinary keyboard
instrument, the pitch also rises by one octave. When set to
“+200,” however, the pitch rises two octaves, and when set to
“-100” it drops an octave. When set to “0,"” every key plays at
the same pitch. This is normally left set at “+100.”

+200 +150
4120

+100
+ 70

35
. +%

+

+
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This sets the extent of the effectiveness of the Pitch Envelope.
Larger values, either positive or negative, result in a greater
range of change for the Pitch Envelope. Negative values
reverse the form of the envelope.
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<Velocity Sens> Pitch Envelope Velocity Sensitivity
— -100 to +150 HNES
This changes the level of the Pitch Envelope according to
velocity. When the value is positive, a larger velocity value
results in a larger Pitch Envelope level. When negative, a
larger velocity value results in a smaller Pitch Envelope level.

® PCH TIME ENV (Pitch Time Envelope)

<V-T1> Velocity Time 1 Sensitivity — -100/-7{)/-50/-40/-
30/-20/-10/0/-+ 104+ 20/ 30/+40/+-50/+70/+100 |

This varies the Pitch Envelope T1 according to velocity.
When the value is positive, a larger velocity valu