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SPECIAL MESSAGE SECTION

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

CAUTION

RISK OF ELECTRIC SHOCK
DO NOT OPEN

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

@ Explanation of Graphical Symbols

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

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

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

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

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

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

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

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

Disposal Notice: Shouid this product become damaged be-
yond repair, or for some reason its useful life is considered
to be at an end, please observe all local, state, and federal
regulations that relate to the disposal of products that contain
lead, batteries, plastics, ete.

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

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

N ITY i

Model

Serial No.

Purchase Date

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




IMPORTANT SAFETY INSTRUCTIONS

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

WARNING — When using any electrical or clectronic prod-
uct, basic precautions should always be followed. These
precautions include, bur are not limited to, the following:

1. Readall Safety Instructions. Installation Instructions, Spe-
cial Message Section items, and any Assembly Instructions
found in this manual BEFORE making any connections,
including connection to the main supply.

2. Main Power Suplly Verifications: Yamaha products are
manufactured specifically for the supply voltage in the
area where they are to be sold. If you should move, or if
any doubt exists about the supply voltage in your area,
please contact your dealer for supply voltage verification
and (if applicable) instructions. The required supply volt-
age is printed on the name plate. For name plate location,
please refer to the graphic found in the Special Message
Section of this manual.

3. This product may be equipped with a polarized plug (one
blade wider than the other). If you are unable to insert the
plug into the outlet, turn the plug over and try again. If the
problem persists, contact electrician to have the obsolete
outlet replaced. Do NOT defeat the safety purpose of the
plug.

4. Some electronic preducts utilize external power supplies
or adapters. DO NOT connect this type of product to any
power supply or adapter other than one described in the
owners manual, on the name plate, or specifically recom-
mended by Yamaha.

9. WARNING: Do not place this product or any other objects
on the power cord or place it in a position where anyone
could walk on, trip gver, or roll anything over power or
connecting cords of any kind. The use of an extension cord
is not recommended! If you must use an extension cord,
the minimume wire size for a 25" cord (or less) is 18 AWG.
NOTE: The smaller the AWG number, the larger the
current handling capacity. For longer extension cords,
consult a local electrician.

6. Ventilation: Electronic products, unless specifically de-
signed for enclosed installations, should be placed in
locations that do not interfere with proper ventilation. If
instructions for enclosed installations are not provided, it
must be assumed that unobstructed ventilation is required.

1. Temperature considerations: Electronic products should be
installed in locations that do not significantly contribute to
their operating temperature. Placement of this product
close to heat sources such as; radiators, heat registers and
other devices that produce heat should be avoided.

8.

10

1

12.

13.

14.

15.

This product was NOT designed for use in wet/damp
locations and should not be used near water or exposed to
rain. Examples of wet/damp locations are; near a swim-
ming pool, spa, tub, sink, or wet basement.

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

~The power supply cord (plug) should be disconnected

from the outlet when electronic products are 1o be left
unused for extended periods of time. Cords should also be
disconnected when there is a high probability of lightening
and/or electrical storm activity.

-Care should be taken that objects do not fall and liquids

are not spilled into the enclosure through any openings
that may exist.

Electrical/electronic products should be serviced by a
qualified service person when:

a. The power supply cord has been damaged; or

b. Objects have fallen, been inserted, or liquids have been
spilled into the enclosure through openings; or

¢. The product has been exposed to rain; or

d. The product does not operate, exhibits 2 marked change

in performance; or

The product has been dropped, or the enclosure of the

product has been damaged.

.('.‘a

Do not attempt to service this product beyond that de-
scribed in the user-maintenance instructions. All other
servicing should be referred to qualified service persennel.

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

Some Yamuaha products may have benches andfor acces-
sory mounting fixtures that are either supplied as a part of
the product or as optional accessories. Some of these items
are designed to be dealer assembled or installed. Please
make sure that benches are stable and any optional fixtures
{where applicable) are well secured BEFORE using. Benches
supplied by Yamaha are designed for seating only. No
other uses are recommended.

PLEASE KEEP THIS MANUAL

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




FCC INFORMATION (U.S.A.)

1. IMPORTANT NOTICE: DO NOT MODIFY THIS UNIT!
This product, when installed as indicated in the instructions contained in this manual, meets FCC requirements.
Modifications not expressly approved by Yamaha may void your authority, granted by the FCC, to use the product.

- IMPORTANT: When connecting this product to accessories and/or another product use only high quality shiclded cables.
Cable/s supplied with this product MUST be used. Follow all installation instructions. Failure to follow instructions
could void your FCC authorization to use this product in the USA.

. NOTE: This product has been tested and found to comply with the requirements listed in FCC Regulations, Part 15 for
Class “B" digital devices. Compliance with these requirements provides a reasonable level of assurance that your use of
this product in a residential environment will not result in harmful interference with other electronic devices. This
equipment generates/uses radio frequencies and, if not installed and used according to the instructions found in the users
manual, may cause interference harmful to the operation of other ¢lectronic devices. Compliance with FCC regulations
does not guarantee that interference will not occur in all installations. If this product is found to be the source of

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

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

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

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

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




Dette apparat overholder det paeldende EF-direktiv
vedrprende radiostgj.

Cet appareil est conforme aux prescriptions de la direc-
tive communautaire 87/308/CEE.

Diese Geriite entsprechen der EG-Richtlinie
82/495/EWG und/oder 87/308/ELWG.

This product complies with the radio frequency
interference requirements of the Council Directive
82/499/EEC and/or 87/308/EEC.

Questo apparecchio & conforme al D.M.13 aprile 1989
(Direttiva CEE/87/308) sulla soppressione dei radio-
disturbi.

Este producto estit de acuerdo con los requisitos sobre
interferencias de radio frequencia fijados por el Consejo

Directivo 87/308/CEE.

YAMAHA CORPORATION

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

LE PRESENT APPAREIL NUMERIQUE N’EMET PAS DE
BRUITS RADIOELECTRIQUES DEPASSANT LES LIMITES
APPLICABLES AUX APPAREILS NUMERIQUES DE LA
“CLASSE B” PRESCRITES DANS LE REGLEMENT SUR LE
BROUILLAGE RADIOELECTRIQUE EDICTE PAR LE
MINISTERE DES COMMUNICATICNS DU CANADA.

This applies only to products distributed by YAMAHA
CANADA MUSIC LTD.

IMPORTANT NOTICE FOR THE UNITED KINGDOM

Connecting the Plug and Cord
IMPORTANT
THE WIRES IN MAINS LEAD ARLE COLOURED IN
ACCORDANCE WITH THE FOLLOWING CODE:
Blue:  NEUTRAL
Brown: LIVE

As the colours of the wires in the mains lead of this apparatus
may not correspond with the coloured markings identitying
the terminals in your plug, proceed as follows: The wire which
is colourcd BLUE must be connected to the terminal which is
marked with the fetter N or coloured BLACK. The wire
which is coloured BROWN must be connected to the termi-
nal which is marked with the letter 1. or coloured RED.
Making surc that neither core is connccted 1o the carth ter-
minal of the three pin plug.

Litiumbatteri!
Bor endast bytas av servicepersonal.
Explosionsfara vid felaktig hantering.

VAROITUS!

Lithiumparisto, Rajahdysvaara.
Pariston saa vaihtaa ainoastaan alan
ammattimies.

ADVARSEL!

Lithiumbatteri!

Eksplosionsfare. Udskiftning ma kun foretages
af en sagkyndig, - og som beskrevet i
servicemanualen.
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Thank you for purchasing the Yamaha SY99 digital synthesizer. The SYY9 represents a new gencration of
Yamaha synthesizers featuring the new Realtime Convolution and Modulation (RCM) hybrid tone generation
system, which uses Advanced FM (AFM) tone generation and Advanced Wave Memory (AWM) lone genera-
tion in conjunction with realtime digital filtering.

The SY99 can function as up to 16 independent synthesizers with dynamically allocated voices, and includes
an on-board 16-track 99-pattern sequencer which can contain up to ten songs at a time. It also features an en -
hanced effect system, zoned aftertouch, powertul master keyboard functions, a MIDI data recorder function, and
the ability to accept MIDI sample dumps.

To take full advantage of the SY99 wid c¢njoy long and trouble-iree use. please read this manual carelully.

How to use this manual This manual is divided o three sections: an mtroductory section, a relerence
scction, and an appendix.

Introductory section: This section contains the information you nced to start
using your SY99 right away. (It you are already fanhar with the SY77, an
earlicr member of the Yamaha SY scries. you may wish to read /fow the
SY99 ditfers front the SY77 on page 308.)

e Introducing the SY99: Please be sure to read this section. It will tell you
how 1o play the sounds, about the muwn features of the SY99, und about
basic operation.

¢ How to use the sequencer: This explains how to use the built-in
sequencer lo record your own songs, each having as many as 16 parts,
with the SY99 functioning as up to sixteen mndependent instruments.

& How 1o edil a voice: Read this when you want to modily o voice or ercute
a completely new voice.

Reference section: This scetion containg a lull explanation ol all the SYY97s
functions. Once vou have worked through the introductory section and are
comfortable with buasic operation, glance through this scction to get an idea
of the SYY9 s capabilitics. Refer to the details when necessary.

Appendix: This section contains technical information that may be of interest Lo
advanced users or programiuers.

Conventions in this manual In order to present information as clearly as possible, the following conventions
are used in this manual.

& The names of front panel buitons and controls are set in small capttal type;
¢.g., press the BT button.

e italics are used mainly when referring to a section in this manual; ¢.e., for
detatls refer to AFM elestent job 5. AFM sensitivily.

® Most of the LCDs in the SY99 have a unique Page Jump number to which you
can jump by pressimg JUMP and entermg the number. These numbers will be
prefixed by a “#7 sign; c.g. JuMp #312.

e Function names will be capitabized when they first occur or when necessary
for emiphasis, but will be unicapttahized m subsequent occurrences; e.g.. adjust
the LFO Speed ... after adjusting the LFO speed. ..

® The beginning of cach two-page subsection in the mtroductory section con-
tains a short abstract or summary ol the entire subscction, printed in bold
type.

® Three periods between two numbers are used to indicate that a paramcter
can be sel 1o any value in this range: c.p.. Velocity Sensitivity (--7...+7).
Since some paramcters can be set 1o negative values, this avoids the possi-
bility of contusing a dash with a nunus sign.




PRECAUTIONS

{ Location

Avoid placing the SY99 in direct sunlight, or in locations where it will be subjected to temperature extremes,
moisture, excessive dust, or heavy vibration.

l Data backup

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

Muliti Play mode

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

' Backup battery

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

If the backup battery runs iow, a message “Change internal Battery!” will appear in the display when the
power is turned on. If the backup battery runs down completely, the voice and multi data will be lost, so when this
display appears, immediately store your data to a floppy disk or memory card and contact the dealer where you
purchased the SY99 or your nearby Yamaha service center to have the battery replaced. Again, when the battery
1s replaced, all internal voice data, multi data, and data contained in the MDR/sample RAM area will be lost. Be
sure to save the data to a floppy disk or memory card before having the battery replaced.

Third-party Software

Yamaha can not take any responsibility for software produced for this product by third-party manufacturers.
Please dircct any questions or comments about such software to the manufacturer or their agents.
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INTRODUCING THE SY99

This section will tell you how to play the sounds, introduce you to the main features of the
SY99, and explain basic operation.
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How to set up and play

The first thing you will probably want to do is play the voices {sounds) of your new SY99. Here’s how to
select and play the SY99’s voices:

Connections

Turn the power on

How to select and play
voices

Make sure that your amp/speoker svstem and the SY99 are switched off.
Connect the rear panel output ¢TPUT 17042 sacks (1/MONO and R) to the inputs
of your amp/speaker system. e of you are using a set of stereo headphones,
plug them into the rear panel PHONES jack.

Turn down the SY99’s two VOLUME shders marked ouTrPuUT 1 and 2, located at
the far left. Then tumn the power on by pressing the POWER switch located on the
rear pancl to your right. After displaying a greeting message for about two sec-
onds, a display similar to the following should appear. If the SY99 was in Voice
Play mode when the power was last turned off, the upper left of the LCD will
read “VOICE".

LOICEPL~9L (@l Trans. Ch= 1 Ll

AP 1 Rocks {EFME L AL
St Chorue

FREBLLEL  EFF1:EQ -3 SH.C
EFF 2 iRew, St =de

i
Sernd M=t Chir] Dir

If the upper line of the display docs not show VOICE then press the VOICE but-
ton located al the upper left of the front panel.

Make sure that the volume of your amp/speaker system is tumed down, and
turn its power on. Set the volume of your amp/speaker system to an appropriate
level, and gradually raise the SY99’s ouTPUT 1 and 2 siiders while playing the
keyboard. If you don’t hear anything, re-check the connections, and make sure
that your amp/speaker systeny is functioning correctly.

What you hear when you play the Keybowrd is defined as a voice. The SY99 has
128 wvoices that are preset in permanent memory, and 64 others stored in
editable internal memory. The 64 internal memory locations can also be used to
store your own origintal voices or voices loaded from a card or disk (the 64 voices
originally stored in the internal memory are also provided on disk and can be
reloaded if erased™). An optional RAM or ROM card can be inserted into the
VOICE card slot to provide 64 more voices.

The preset voices are organized o two Jocations, PRESET | and PRESET
2.

The original internal vowes can be re-loaded by loading the file named
“INTVOICE” from the “Chick Corea” demo disk. Use the load procedure
described on page 6. selfecting "02:5ynth all” instead of “01:Al data” in step
4. Fach of these has four banks (A D) with 10 voices in each. The LCD shows
the ten-character voice name, and also tells you which memory the voice is

Jrom. The number in parciiheses indicates what number the voice would be if

you started counting fromm the heginning of the bunk.




UOICEsP1-AB1(a1) Trans.Ch= 1 4§

F‘IFB IRocks § FIF M 1 AL
PRRALLEL | EFA1:ER ~> St.Chorus
EEZ2:REyY, St aoa
Send M=tr TLFrT Uir
0 8 00 6 o

© This indicates that you are in Voice Play mode.
® Memory PRESET 1.
® Bank A.
@ Voice number *1” of 16 in bank A.
® Voice number 1" of 64 in Presct 1.
® The voice name is “AP|Rocks”,

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

select voices:

L. Select the voice memory: INTERNAL, CARD (only if a card is inserted into the

DATA slot), PRESET 1, or PRESET 2. The selected LED will light.

2. Select a bank A, B, C, or D. The selected LED will flash.
3. Select a voice 1-16. The selected LED will light, and the LCD display will

show the newly selected voice name.

® Salect the voica meamary
? Select the bank

! —_ - L. LA i - L,

T NI [P I

i

s o lon Tt Yo Yt
- o é Selﬁe;tnlh_e 7\/(}37ic_ev o

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

time.

Go ahead and try out each of the preset and internal voices. When you are

ready to learn more about the SY99, continue reading.

PRESET 1 (64 voices)

PRESET 2 (64 voices)

# Bank A Bank B Bank C Bank D # | Bank A Bank B Bark C Bank D

1 AP Rocks SP:Alaska BRITrmpSec ST +Concert B 1 SC Heretic PL :Steels BAPicked WNiTenor
2 AP ICrsRock SPiSawPad BR:BigBand ST+Chestra | > | sCireroPno PL WJazzGtr BASlapped WNISaxSect
3 AP Concert SPiSquare BRJazzTmp BR«Spitz | 3 | sCuJupiter PLINylong BAFingers WN2Aito

4 AP iStgLayr SPiElegant BR. MuteTmp ME +BigNeck 4 SC. RezWhap PLi125tng BA. Fretles WNiSoprano
5 EPi785tage SP:DigiPad BRiFrHomns PC!Snapper 5 SC:Plectar PL:Eko125t BA. Classic WNiClarine
6 EP:Classic SPiLashed BR:DrkHorn PC Marimba 8 SC:Quatar PL.Echoest BA:Upright WNiPanPipe
7 EP:NiteHwk SPiSweeper BRiAzen 16 PC. Vibes [ 7T sCiPasiq PL:Caster BA:DXSlap ME +Phantom
8 EP:Belrose SPiFlash BR:DaBurbs PCiMusicBx 8 SCiTanjein PL:SloLead BA. Anabass ME i5thsMan
9 EPBellRng SP.HrpsiPd BR:Splatz PCiTahiti 9 SC:Gizmo PL RockAT BA ResoSyn ME *Emperor
10 EP:Dxism SP. Skylane BR:Pumped FC:.Cloche 10 SC:Healing SL:SawLead BA:FatSyn ME!Sioloop
11 EPIGrnDual SPiArpaggi BRISiglayr PCiBalan 11 SC:Angetlic SL. EchoSaw BAMogue ME *Asia
12 EPNoxLayr SPiVecktar ST:Octaves PC:Barim 12 CHiGlasine SL:Duke ORIBJazzy ME:Dreams
13 KY Smokey SP:Crystal ST:ChorAna SESlither 13 CH:ltopian SLiSync ORiBookerB ME;Galaxy
14 KY {CrsClav SPTwinks ST Rosin DR Kits Hﬁ;ﬁ'_a-\fespers SL:Square ORiDeep MEisis
185 KY Clavint SP-Polydor ST Quartz DR Perc 15 | CH:Nebula SL. PuiseWM ORPumple ME ZoZoid
16 KY !ResaClv SP'WarmdJet STPizza DAMixed | | 16 |  CHiwiehes SLiLyle ORBsilica ME +Thusian

See page 297 for internal voice list.




How to load and play the disk demo songs

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

CAUTION
If the internal memory contains data you wish to keep, be sure to save it before loading the demo.

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

2. Press UTILITY, and then press F4 (Disk) to get the following display. (If you
have been editing voice or multi data, the top line of the LCD will blink
“AUTO-STORE”. For details on Auto-Store, refer to page 74.)

UT I L I TH} CDISK SAUE TYPE=SYS9D

isll< Btilityd

216
21
S:Backur Disk
»iEerane Flle
ilelste F

3. Press v once to move the cursor to 02:1.oad From Disk, and press ENTER to
get the following display.

LOAD FROM DISK 1T
: A6 Pan ) 11:1 Uoice 41

2S5 BTiMerTuning 1251 Multi

n3tSeqo QLI B2 52y Seturlr 1301 Sond

B4 Sun Setur B%ISond & Pty 14:Card

astle g MIt  1#:0fher sed

4. With the cursor located at (}1:All Data, press ENTER to get a display like the
foliowing. (The filename may be different.)

LORD FEOM DISK

Data T4tre = ALl Data

¥l SYSSDEML T J——— a1
HEi e BTi e

B2 e i (o L J————

Beds wemmme B9 ———mem

FIS 8 it 10 e

& ¥ Lo

5. Press F8 (Go). The display will ask “Are you sure”. Press YES if you are
sure you want to lvad the ‘data from disk. Loading data from disk will erase
any data which was previously held in the SY99’s sequencer and internal
voice and MDR/Sample memories.

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




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

SONG PLAY

Measure=0a1 Time= 1-4

Mext, Sond = A2 Click =rec
Hext Mode =plau Click Beat=1-4
FES Select= on S =internal
flut = Jobl JobZ stur T-CR Hame Dir

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

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



How to record a song

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

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

settings determine which voices are used.

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

MULTI=I-A1 Trans.Ch= 1 368

PorPular Tune

PRERLLEL EFF1l:iRsu. Hall
EFFZEED —> Rew 2
Send M=tr Tir

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

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

5. Press RECORD to get the following display.

SUNG RECORD [SOMGAL Lerod ]
MeasureitH Time= 4.4 J=101 Us=d= 9%
Buantize =1-1% Click =rec
Keceive Ch=kbd Click Beat‘:l/f

-l =1t

Record the first track 6. Press a program select key to select the track you wish to record. With the
default settings, the tracks of the sequencer will transmit on the channel of
the corresponding number, and will be played by the corresponding channel
of the multi you have selected. For example if you have selected Multi
01 Popular Tune and wish to record the Picked Bass part, press 2. If you
select a channel for which the multi does not use a voice, there will be no
sound.

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




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

Note:

A more complete explanation of using the S§Y99 sequencer is given in the
following section How 1o use the sequencer, which explains how to set up
your own Multi, create rhythm patterns, arrange the rhythm patterns in track
16 (the patitern track), record additional tracks, edit the song, name it, and

save the finished song to disk. Refer to page 48 for details regarding the
save procedure..



About the SY99: RCM hybrid synthesis

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

Advanced Wave Memory

2 (AWM2)

Advanced Frequency
Modulation (AFM)

Dynamic touch and control

The possibilities of RCM

hybrid synthesis
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AWM2 uses 16 bit linear sample reproduction with proprietary Yamaha con-
volution technology (digital filtering) that allows you to emphasize or cut any
desired portion of the frequency spectrum with full realtime control.

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

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

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

) o 0

(5
ARM | [ AWM ]| Aawm | \ AFM } AWM | AWI\;_}-———

L

i
LT -

© Filter style "analog” synthesis: Single cycle AWM waveforms can be
enveloped and filtered to simulate analog synthesizers. (Various sawtooth
and pulse waves are provided, and the SY99's filters can be configured as
24dB/octave filters with resonance adjustable into oscillation.)




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

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

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

FM modulated by AWM: AWM digital samples can be used to modulate
one or more operators m an FM algorithm, for very complex FM sounds.

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

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

Both AFM and AWM can be used to create sustaining sounds.

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

Since cach voice can use one, two, or four AFM or AWM elements, these
synthesis strategies can be combined in complex ways.

11



About the SY99: AFM and AWM voices

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

AFM — Advanced
Frequency Modulation

AWM?2 — Advanced
Wave Memory 2

A voice consists of one,
two, or four Elements

12

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

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

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

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

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

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

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

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

Key Velocity
127 A

Hiammz____ .
I e

;-2 G-8

Element 1: [[I]H[D Element 2: % Element 3: 772 Element 4: NN

» Koy Pitch




Two realtime digital
filters for each element

AFM x AWM x Filtering =
the SY99

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

A Drum voice consists of
76 percussive sounds

The one, two, or four elements in a voice can produce many types of keyboard
split and layer effects.

On earlier Yamaha synthesizers such as the DX7-11, layers and splits were
created by combining two or more Voices into 2 “Performance”. This meant that
sometimes you played Voices and other times you played Performances.
However on the SY99, layers and splits can be included in a voice, so you can
simply select a voice and play without considering whether it contains layers or
splits.

Each AFM or AWM clement in a voice includes two 12 dB/octave realtime digi-
tal filters, each filter independently controlled by its own envelope generator
(EG). One filter is fixed as a Low Pass Filter (LPF) and the other filter can be
used either as a LPF or a High Pass Filter (HPF). This allows you to use the
two in conjunction to create a 12 dB/octave Band Pass Filter (RPF) or a 24
dB/octave LPF. Veterans of analog synthesizers will be happy to hear that the
filter resonance (or *“Q”) can be adjusted all the way into filter oscillation.

Since a voice can consist of one, two, or four elements, a single voice can
use 2, 4 or 8 independent filters.

The SY99 can utilize most of the programming techniques of previous synthe-
sizers; FM, sample playback, and realtime filtering. This means that the SY99
can produce the sounds of the classic 24 dB/octave analog synthesizers of the
past, the FM sounds of the DX series, the sampled sounds of many of today’s
instruments ... and also sounds that have never been heard before.

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

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

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

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

There is no distinction between normal voice memory and drum voice mem-
ory; cither type of voice can be stored in any of the voice memories.

13



About the SYQ9: pan, effects, and output

Each of the one, two, or four elements in a voice has two independent digital filters, and is sent through its
own pan table. The SY99 also has two built-in digital signal processing (DSP) effect systems which can be
controlled in realtime, and effect settings are stored as part of each voice.

Element 1

(AFM or AWN)

mono audic ———»

—

stereo audio

e ' ceemm@rowpl ] QUTPUT 1/142
N Element dynamicpan  |___ -~ Output group select 7 Qut1 ;
{preset 1-69, internal 1-32) / {off, grp1, grp2, both) Group 2 wet:dry
____________________________________ send 1 > Effect 1
-------------------------------- send 2 | (effect type 1-63)
T T OUTRPUT 2
Out 2 |,i,,_,,,,
| Send levet Send select N wetdry I__.__.___.___....ﬁ
(0...127)  |{send 1—4 on/off) A
send3 e /ﬁ\
7] Effect 2 -
send 4 N (eftect type 1-63)

Dynamic pan table for

each element

Two DSP efftect units

Effect type = 1-29
ex., 1. Rev Hall

(single type)

send 1

Rev Hall
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Each element 1n a normal voice is sent through a dynamic pan table (64 preset
and 32 user pan tables are provided) that determines how the sound will move
between the left and right outputs. Each pan table has its own EG. and also
allows you to select a pan source (velocity, key note number, or LFO). Another
controller can be assigned to further bias the panning movement.

Each of the 76 notes in a drum voice can be panned 1o a lixed position.

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

Effect types 1-29 are single cffects, in which the elfect unit creates only one
effect. Effect types 29-51 are cascade type effects, in which the effect unit func-
tions as two independent units connected in serics. Effect types 52-63 are dual
type effects, in which the effect unit functions as two independent units con-
necied in parallel.

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

Effect type = 30-51 (cascade type)

Effect type = 52-63 (dual type)
ex., 29. Echo—Rev

ex., 51. Hall&Plate

send 1 __SEEQQ

Hall
Plate

Echo

Rev

—

—

send 2




Two output groups

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

EFFECT MOLE SELECT EL ¥ 213
E{fect I*Ir:-r i3

=]
K Il“"-E[I’U -
- |
fF1| leprn YD
|

o ) ® o o ) o
EFFECT MODE SELECT EL IIE 213
'[ Effact I“‘Iof =2_= Paralle

= a3
1) [] ill i
EFFl] -
E=ns { ] Lt
| EFF?

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

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

All effect settings are stored as part of each voice.

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

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

In Multi mode, the SY99 acts as 16 synthesizers, each able to be controlled independently and produce its
own sound. The SY99’s built-in 16-track sequencer records and plays back musical data. Each track 1-15
contains an independent musical performance; notes, pitch bends, controller movements, and program
changes. You can create 99 patterns and place them in track 16 (the pattern track). Using the sequencer
together with multi mode lets you use the SY99 to create sixteen-part compositions.

In Multi mode the SY99
is 16 independent
synthesizers

Use the sequencer to play
a multi

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

16

In Voice mode, the SY99 plays a single voice in response to the notes you play
and the controllers {wheels, foot pedals, etc.) you move. However in Multi
mode, the SY99 acts as 16 completely independent synthesizers, each sounding
a different voice and responding independently to notes and controller move-
ments.

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

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

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

SEQUENCER MULTI
Measure 1 2 Each channel in the multi can play a different voice
[ Track 1| ] 5 ] pae
[ Trackz | | strings
Track 3 o — Brass
Track 1é | (palte“r‘rrt?r:’:lck) - Percussion

The SY99 sequencer lets you record in three ways.

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

Punch-in: Punch-in recording is like realtime recording, except that the data
1s recorded only for the measures you specify. This is useful for fixing minor mis-
takes in an otherwise well-recorded track.

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



Sequence editing jobs

99 Patterns can be used in
a song

Pattern recording —
realtime or step

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

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

Track 16 contains ( Ptn

Ptn Ptn
pattern numbers i (o] 02 01

Playback result J .D J ﬁ J ﬂ

(P01 =) J) Pin.02= J D

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

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

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

PATTERN RECDRD[ PRTTERNAY ]
Measure=831 Time= 4-4 =128 Used=
[@::2%?29 ;{?}16 ‘Eiigi Beaf;g.\?g

o . N [ = .
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Front panel: left side

In order to understand the rest of this manual and take full advantage of the Y99, you will need to know
the names and uses of the controls and other features of the front panel. This page explains the left side of

the front panel, including the LCD.

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

Pitch and modulation wheels:

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

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

DATA card slot:
An optional RAM card (MCD64) can be inserted
into the DATA slot to store data for the SY99’s
tone generator.

Waveform card slot:
An optional waveform ROM card can be inserted
into the WAVEFORM siot to provide additional
AWM sounds.

Yolume sliders:
These sliders regulate the output volume from
the two pairs of stereo output on the rear panel.

Liquid Crystal Display (L.CD):
The 240 x 64 pixel LCD is backlit for readability
even in dark locations. Adjust the CONTRAST
control on the rear panel to suit your viewing
angle.
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Mode select keys:
The functions of the SY99 are divided into five
modes. Press one of these buttons to select the
mode, and the LED above the button will light
red to indicate the selected mode.

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

The SY9Y’s Sequencer is always in one of
two modes; Song mode or Pattern mode. One of
the LEDs above these two keys will always be
lit (green, if neither Song nor Pattern mode is
selected) to indicate which mode the sequencer
1S 11w

The Utility mode L.ED is either red (when
Utility mode is selected) or off (when a different
mode is selected).

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

Copy:
While editing, this button is used to copy various
types of data.

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

Sequencer control:
The S5Y99 sequencer can be used at any time,
even while editing a voice or multi. The data
played or recorded will depend on whether the
sequencer 1s in Song or Pattern mode.
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K : Move to the beginning of the song
< : Move back one measure (press and
hold to move backward continuously)

LOCATE : Move to a previously specified loca-
tion

B> : Move forward one measure (press
and hold to move forward continu-
ously)

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

STOP : Stop playback or recording

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

Shift:

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

current page. Finally, you can press one of the
program select keys 1-16 while holding the SHIFT
key to change the SY99’s transmit channel.

Function keys:

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

Exit:
This key moves back to where you last were
before entering the level you are now in; i.e., it
moves back to the previous branch of the function
tree.
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Front panel: right side

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

These keys move o the next or previous function
within the same level; i.c., they move from branch
to branch of the “function tree”.

Jump/Mark:

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

You can press MARK while holding SHIFT to
mark the current page. A total of five pages can
be marked in this manner. To jump to one of
these five pages, press JUMP followed by the
function key (F1 to F5) which corresponds to the
desired page.

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

The data entry slider, data entry wheel, and
—1/+1 keys are all used to modify the data value
indicated by the cursor.

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

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

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

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

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

Cursor keys:

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

Numeric key pad:

Use these keys to enter data as an absolute
number.
® to select a voice or multi

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

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

® 1o directly select an item from a directory

When step recording sequencer data, the numeric

key pad is used to enter the note values printed

above each key. When specifying a voice name

etc., the numeric key pad enters the characters

printed below each key.

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

Memory source select:

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

When in Voice Edit mode, these buttons are
also used to directly select elements 1-4.

Bank select:

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

When in Voice Edit mode, these buttons are
also used to tum elements 1-4 on/off.

Program select:

These keys are normally used to select programs
(voice or multi). The selected button will light
red. In addition, they have the following special
uses.

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

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

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

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

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

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

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

Click volume: This knob adjusts the volume of the click (metronome) produced by the
sequencer.
Foot volume: An optional foot controller (FC7, FC9, etc.) can be connected here to regulate

the overall volume of the SY99.

Foot controller: An optional foot controller (FC7, FC9, etc.) can be connected here to use in

realtime modulation of voice parameters assigned to the foot controller in Voice
Edit mode.
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Sustain:

Foot switch:

Phones:

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

Output 2 (L, R):

Expansion slots:

Power switch:

Power cable:

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

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

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

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

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

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

There are five expansion memory slots behind the YAMAHA SY99 logo plate.
You can install optional expansion memory boards (model SYEMBOS) in these
slots to expand the SY99’s MDR/sample memory area to a maximum of

3 Mbytes. For details, refer to Memory expansion boards in the appendix (page
325).

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

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

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

a job from the job directory.

Five main modes (1)

Play modes and Edit
modes (2)

Select a job from the job

directory (3)
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The SY99 operates in five main modes. Press one of the five mode select but-
tons to enter the corresponding mode. (A red LED will light to indicate the
selected mode.)

Press to enter where you can

VOICE Voice mode Select and play a Voice.

MULTI Multi mode Select and play a Multi.

SONG Song mede Playback the song in sequencer memory.

PATTERN Pattern mode Select and playback a pattern from sequencer memory.
UTILITY Utility mode Make overall settings for the SY99, manage disk and card

data, etc.

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

Press to enter then press where you can
VOICE Voice mode EDIT Voice Edit mode
MULTI Multi mode EDIT Multi Edit mode
SONG Song mode EDIT Song Edit mode
PATTERN Pattern mode EDIT Pattern Edit mode

To leave an edit mode, simply re-select any of the five main modes (or press
EXIT from the top level of the edit mode to return to the main mode from which
yOU ¢ame).

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

MULTI EDIT 8
o]-@1 Porular Tune a1
J B:St—Pan B ————- 1B ===
iUolume  ®:0utSel (08 ————- o e

GiTuning WiEffect i ———-- JBiInitls
i ohift ®: Name 12: _————— kibecall
[} we Bl B4 By B6 dr bz B

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

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



Function keys (4)

Move between jobs using
<v (page) (5)

1

UNICE UOLUME 4683
MULTIeI-%1 Porular Tuhe )

Selected UniceaP1-CHZ2(34) BR:!BiaBand

5] i@ 1z 13 14 15 16

To return to the job directory, press EXIT.

In most screens, you can press the function keys F1-F8 to move the cursor or
perform various operations. In the above display for “2.Volume”, pressing F1—F8

will move the cursor to channels 1-8 of the multi

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

of the multi.

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

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

voicE | | muLTi | | song | |patTERn] [UTimy | @ Selectamain mode
® Enter edit mode
Mulli play ® Use the cursor or
EDIT numeric keypad to select
. i a page, and press ENTER.
Multi edit

page directory

Select a page

2 |

y

3
Voice | volume 1-8 }l{ Volume 9-16 | | Tuning 1—8T-l{ Tuning 9-16
O [ )] [N |

—m

F1 F2 lF1 F2J
1
® Use <> PAGEto @ Use the function keys
move between pages {or SHIFT + function keys)
of the same leval. to move within multi-
- » screen pages.

25



How to move around: the jump function

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

Jump to a specified page
number

26

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

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

1. Press JUMP.

PAGE JUMP
Markl =
Jume Lo Pade Markz =
| ] Mark3 =
Markd4 =
Marks =
M1 Mz M3 M4 M= MCTr

2. Enter the three digit page number.

PAGE JUMP
Markl =
Jume to Pade Marks =
[ 49 Markd =
Markd =
Marks =
GH Mz M3 M4 S MCTr

3. Press ENTER and you will jump to the specified page.

UOICE UOLUME 462
MULTIBI-B1 Forular Tune

Selected UoiceePi-H11¢11> EPIGrnlual

a1 82 a3 a4 @5 a5 ar ag

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



Mark frequently used
pages

Jump and the Auto-Store
function

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

1. To mark u page, press JUMP while holding the SHIFT key down.

[UCICE=T -Ao1ic@iy Trans.Ch= 1 {JE5
i
AP I Roc ks 1AKM rolu

FRREALLEL EFF1:ER -> St.Chorus
EFFZ:iFeu, Stade |
Send Mztr CLrl Dir

2. The page will be added to the menu of marked pages which appears when-
ever you press the JTUMP key.

PAGE JUMP
Markl = 188
Jume to Pade Markz =
| Markd =
Markd =
MarkS =
M1 i M3 4 S MC 1

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

You will notice that newly marked pages are added to the function key menu in
sequence, from Ft to F5. Once marked pages have been assigned to each of
these five keys, however, new pages are added on a first in/first out basis. This
means that whenever a page is marked, it is assigned to function key F5. At the
same time, the page that was assigned to Fl becomes unmarked, and the other
marked pages (assigned to F2 through F5) shift up to take its place.

You can clear all of the marked pages at once by pressing JUMP followed by
Eg (Mclr).

Whenever you leave Multi Edit or Voice Edit mode after modifying the data,
whether by pressing EXIT or by using the jump function, the Auto-Store message
will appear to ask you whether you want to save your modifications. At this
point you must press F6 (Ret) to return to the edit mode, F7 (Quit) to quit with -
out storing the changes, or F8 (Stor) to store the data.
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How to enter data

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

Select the data to enter First, use the arrow keys <> Av to move the inverse cursor to the data you
want to modify.

,
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Move the cursor
on the LCD

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

-1/+1 (no/yes) If you want to decrease or increase the existing data value one step at a time,
use the —1/+1 keys. Each time you press the -1 or +1 key, the data will decrease
or mcrease one step. This method allows you to move in precise steps, but can
take a long time when you need to make a major change in the value.

Some parameters consist of a “off/on” setting, and sometimes you will be
asked to reply “no/yes” to a question (such as “Are you sure ?”). In such
cases, press -1 to turn something off or to answer “no”, and press +1 to turn
something on or to answer “yes”.
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DATA ENTRY |

|- —DecreasefIncrease -
the data one step
at atime
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Data entry wheel

Data entry slider

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

Decrease Increase
e the data _ \ the data

I__ILI_’] ﬁvalue valve -

]
4
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] |

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

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

Rangeof | 0~99 | 0~7 | -50~+50
parameter
99 7 +50 = =
Position - z
of = -
DATA 50 3 +0 :I -
ENTRY - z
slider - -
0 0 -50

DATA ENTRY
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How to use the numeric key pad

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

How to enter absolute If you want to set a data value to some specific number (for example “57” or

numerical data “1217), use the numeric key pad. Press one or more keys 0-9 to specify the
number, press the — key to change the sign if necessary (when entering a nega-
tive number), and press ENTER. For example if you wanted to enter the number
“~18”, you would press 1, 8, —, ENTER. Il the data value has a three-place range
(such as 0-127), there is no need to add a zero in front.

£

<

[
g
]

- - J

- — OEF o L

- - - =
=T

© Press ENTER
0 Specily the sign
@® Specify the number

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

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

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

UOICE MNAME 229
VOICE=P1i-REL (G112

¥
(AP iRocks 3

Clr [IEdJs Lowr
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Other uses of the numeric
key pad

This display is essentially the same as for any other job that requires you to
enter character data. Press F1 (ClIr) to clear the currently set name, and press F2
(Uppr) or 3 (Lowr) to select uppercase or lowercase letters.

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

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

Space) ! " H# $ % & () w4, - ./ 0~9
<=3>7@ A~Z[N]A_a~z [ ] } ~ (Space)

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

In step recording mode, the numeric keys specify the note value printed above
each key. For example key 1 will enter a whole note and key 6 will enter a 32nd
note. Details will be explained in the section on step recording.

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

This section is a step by step explanation of how to create a song using the SY99’s built-in
sequencer. By using the sequencer in conjunction with Multi mode, you can create songs of
up to 16 independent parts.

Contents of this section page
How the sequencer controls the tone eNerator.......cceecreerercnererressesseseessasassssessnnes 34
Set UP @ MU cceurriereccirencescnsiesccse st sssssersasassereserasrsssessensssssenssesasssns 36
Create rhythm patterns and edit the pattern track tseeresssssrntssesabssatassassranenns 38
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How the sequencer controls the tone generator

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

The tone generator and
sequencer are
independent

The SY99 is divided into two sections; a tone generator which produces sound,
and a sequencer which records and plays back data such as notes and controller
movements to control sound. The sequencer is completely independent of the
tone generator, and has its own set of control buttons. This allows you to start
or stop, record or playback at any time even while editing a voice or multi. It is
especially helpful to edit a voice while it is being played by a sequencer pattern,
or to make adjustments to the volume balance or pan settings of a multi while
listening to the song playback.

The sequencer will record data from the SY99's keyboard and also from
MIDI IN, and will play back data to the SY99's tone generator and also transmit
it from MIDI OUT. The tone generator will produce sound in response to data
from the sequencer and also from MIDI IN.

MIDI'IN

Keyboard Sequencer Tone generator

MIDi QUT

How the sequencer
controls the tone
generator

Depending on whether the SONG or the PATTERN button was last pressed, the
sequencer will record and playback data either in Song mode or in Pattern mode.
Depending on whether the VOICE or the MULTI button was last pressed, the tone
generator will produce sound either in Voice mode or in Multi mode. This means
that the sequencer and tone generator can work together in four possible ways
as shown in the following table.
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Sequencer Mode SONG SONG PATTERN PATTERN
Transmits 16 channels | 16 channels 17 channel 1 channel
{ $ l l
Tene generator Mode VOICE MULTI VOICE MULTI
Receives 1 channel 16 channels 1 channel 16 channels

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




Fifteen tracks + pattern
track + patterns = one
song

About this tutorial

Each track 1-15 contains an independent musical performance; notes, pitch
bends, controller movement, and program changes. Track 16 is a dedicated
Pattern track. It contains pattern numbers and repeat marks. When playback
comes to a pattern number, the specified pattern will be played.

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

1.

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

2. Enter Pattern mode and create several rhythm patterns.

3. Enter Song mode and place these patterns in track 16 (the pattern track).
4. Record one or more tracks in realtime.

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

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

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

8. Save the completed sequence to disk.

Note:

The output channel of the seguencer tracks can be changed if desived, allow-
ing you to use two or more tracks to control a single channel of the multi.
However to keep this tutorial simple, we will select normal voices (piano,
bass, strings, etc.) for channels I1-15 of the multi and a drum voice for channel
16 of the multi. Tracks 1-15 of the sequencer will contain the music for the
normal voices, and track 16 will contain the patterns to play the drum voice.
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Set up a mulii

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

Start with an initialized
multi

Select a voice for each
channel of the multi

Make pan settings for the
multi
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Since we will be creating a song with more than one track, we will use the
SY99’s tone generator i multi mode so that it will function as 16 independent
synthesizers.

Press MULTI, then press Bort, While holding sHIFT press F7 (15) to select
the Initialize job.

INITIALIZE MULTI

ARE YOU SURE 7

CMes or Moo

Press +1/YES. The display will show “Completed!™.

Press #1 (01) o gel the Voice Select display. Here you can specify the voice
that will be played by cach channei [--16 of the multi. Move the cursor and use
the MEMORY, BANK, and mcmory selectl buttons 1-16 to select a voice for each
channel.

In this example we will assume that you have selected Multi number 1, and
assigned the following voices: P1-AD03 Concert (a grand piano) for channel 1; P2-
C06 Upright (an acoustic bass) {or chaanel 2; P1-C15 Quartz {a string section)
for channel 5 and PL-DI4 Kits {drums) hn dmnnel 16. (Feel free to select
voices for other chounicts of tewe wmwuiti as well) Turn off unused channels of the
multi by pressing F2 (Off). The display should appear as shown below:

C 461
T LA
! et IroaR i Corsert
W fs piloffl 13 Llaft]
s Exyer s f.-=[uf14 Wwilodie] ICHENSE X |
%: ‘\ET]IC_!;!IJI.:P fﬂ Eﬁ *] 11' lzlin{'fi 1,5:‘%}'?{'?]*
M:La offd O Rifoffl lerDf Eits
U T it

Press EXIT to reiurn to the Mudti Edit job directory.

Press 15 (05} 16 select G5:50 Pan. In this display you can make pan settings for
cach channel of the mubti. For this example, we will pan the piano to the left, the
strings to the center, and the bass to the right. Since the drum voice has a dif -
ferent pan setting for cach of the /¢ aotes, we will let the drum voice use its own
pan settings by setting it to V{7 (voice).

Make settings as shown in the tollowing displays. To switch between the
displays for channels 1--8 and channels 9- 16, hold SHIFT and press F1 (1-8) or F2
(9-16). The pan range is trom 31 {full left) through O (center) to +31 (full right).
The asterisks show the approximate pan position for each channel. The “VC”
setting can be sclected by punming past the =31 setting.




Make effect settings for
the multi

Other settings in multi edit
mode

Save the newly created
multi

UOICE STRTIC FRN 408
MULTIBI-G1  IMIT MULTI UDICE
S?IECLEd Uoice=P1—ﬂ S(BS)BQP 'Concert,
) 1 1 + * 1
B2 +¥§ 4m___4_iL_i b5 + @ +___;t____i
@3+ 0 [ % ygr+g %
ﬁ&ﬂi % I * L B3 + ] * H
1z 3 L4 U5 175 iy US §
UDICE STRTIC PHN 499
MULTIGI- INIT MULTI UGICE
Selec ﬂd U01ce=P1 HA1 (A1 > AP |Rocks
B9 EIE ] 13+ B * i
19 + ; * 14 + 9 * I
11 + 8 * | 12+ 09 * H
+ ! * HIS V=20 Y M H H

Press EXIT to return to the Multi Edit job directory.

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

o TR SE%Eﬁggg_; parallel s
derat —1 = T

EFF1 , . —
S P2

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

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

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

HUTO STDPE MULTI Puch Return-Ruit<Store
1 NIT MULTI UOICE
gHIERHﬂ

Standar WIBid Ban 13:Wind Tl

5
il erod’ s KiAmerica 10:Sound T 14iTrorica
G:Ballade 07:Combo J 11:0rchstr 15:Esnican
M: House B2 Horky  iBarpdue K:iFork

Fet  Guit Stor

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

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

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

frequently.

Make settings for pattern
recording

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

PATTERNO] (we will record pattern 01)

Time = 4/4 (the pattern will be in 4/4 time)

Length = 01 {the pattern will be one measure long)

Quantize = 1/16 (notes will be corrected to the nearest 1/16th
Receive Ch = kbd (notes will be recorded from the SY99 keyboard)
Click = r1ec (the click will sound only while recording)

Click Beat = 14 (the click will sound on each quarter note)

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

Press F1 (Real) to sclect realtime recording. The L.CD should now appear as
follows:

PATTERN RECORD:rqarrerna: 1

1
Measure=81 Time= 4-4 (=128 Used= &%

Lenath =[?J Click =reg
Buantize =1s16 Click Beat
o = 5

0

Ao

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

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

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

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



Record another pattern

Chain Pattern mode

Using repeat marks

Input the data for each
part

For the second pattern we will record a fill-in with toms (B1, C2, D2, F2} and
crash cymbal (C#3). Press RECORD to make the RECORD LED light, and move
the cursor to the upper right and select PATTERNO2. Notice that there is no
“w” after the pattern number, since no data has been written into this pattern.
Press RUN and pattern recording will begin. Now you can record an appro-
priate fill-in pattern.
Press STOP and pattern recording will end.

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

CHAIM PATTERM

Pt ERIE | Srch Cord Ins  Del

In this example, we will chain patterns so that three measures of the basic
rhythm are followed by a fill-in, and make this four-measure chain repeat eight
times. Although is is possible to input all 32 parts (the four-measure chain x 8
times), it is more efficient to use repeat marks. To do this we will input data for
each part as follows.

Part 001 : II:
Part 002 : 0Ol
Part 003 : Ol
Part 004 : 01
Part 005 : 02
Part 006 : :lix7

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

In the same way input pattern 01 for parts 003 and 004, and pattern 02 for
part 003.

For part 006, press F3 (:ll). Use -1 +1 to specify “x 77 so that the range of
parts between the begin and end repeat marks repeat 7 times. Be sure to press
ENTER to enter cach part.

When you are finished editing the chain of patterns, press EXIT to return to
Song Play miode. Press RUN and you will hear the newly edited chain of pattemns.
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Realtime recording

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

Make settings for
realtime recording

Record the first track

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

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

SONG RECORD [soNgaL e ]

Measure=001 Time= 4.4 =108 Used= 9%

RFuantize Cli
Receive Ch= glxck Beat 1f4

=lnterng

Real eP Pnch [3) rlc

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

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

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

Press |4 to return to measure 1, and press RUN to hear the track you just
recorded. Press STOP to stop playback.

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



In this way, record all the tracks of the song. As you record each track you will
hear the previously recorded tracks play back. The multi we created in the
beginning of this example uses the following voices.

Multi channel Voice number Voice name
1 P1-A03 APiConcert
2 P2-C06 BAUpright
3 P1-C15 STiQuartz
16 P1-D14 DR Kits

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

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

When to use punch-in Suppose that while recording track 2, you made a few mistakes in measures 15

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

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

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

Before / /

—- Original data
A A
After
1 |
Punchle Punch-out
New data recorded in punch-in mode

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

Press SONG to enter song play mode.

Press RECORD to enter song record mode.

Press F3 (Pnch) to select punch-in recording,

Press the program select button 2 to sclect track 2 for recording.
Specify “From Meas =015 and “To Meas =016".

Al S

SONG RECURD[mm@ _______ ]
Measure=881 Time= 4-4 =188 Used= 9%
From Meas =615 To Meas Y 16
uant ize =off Click =P e
Receive Ch='bd Click Beat=1/f

Sl =
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Re-record the specified
measures

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

"T'o begin recording press RUN. The RUN LED will blink on the beats. Play
along with the original. When measure 15 is reached, the original recording on
track 2 will disappear and your new playing will be recorded. When measure 16
ends, the original recording of track 2 will reappear, but playback will continue.

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

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

1-15.

When to use song edit

Use Data Change mode to
modify the data

Use Data Insert mode to
insert new data
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As explained earlier, a sequencer records not the sound of a musical perfor-
mance but the musical data. Notes, controller movements, program changes, and
other data are recorded as individual events. Song edit mode allows you to edit
individual events that have been recorded in tracks 1-15.

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

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

If you are in Data Insert or Graph modes as explained below, press F38
(Data) and then press F2 (Chng) to select data change mode. The following
display will appear.

SONG EDIT [SOHGRL ——————— ]
Meazsure=0i1 Time= 4.4 =100 Used= 2
[ o — e ——— B Bt T
=== Meag,Far ===
A1 -91-va.96 4.4
g Timg —=—m—m—————
Trs WELE D=l Greh nex

In this mode you can view and edit data in numerical form. With the cursor

located at the measure number, use the dial or the —1 +1 keys to move through

the data in the track. The lower part of the display will show the location

(measure, beat, clock) and parameters of each data event.

SONG FDIT  [50NHGO
Heasu;a*ﬂﬂl Time= 4,4  [=120

L T

[ e

A1
Q| -a1-00.96 45 g 43 A4

———Hole-—-5tep——Gate--Ua] -
G Chrofe =) S o

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

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

To specify the type of data to be inserted, press and hold SHIFT. Then press F2
(Prog) to 1nsert a program change.

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



Use Graph mode to view
notes

Playback the corrected
song

SONG EDIT [ SOMGE
Measure=RA1 Time= 4.«

D R F e e l
=== Frodram Chande ===
A17-81-0a. 35 )
——————— Uglye ——————————
Irie SERATEE] Grih nETeEY

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

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

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

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

SONG EDIT , [SOMGE]  ——————— ]

Measure=01G Time= 4.3 =160 Used= 2%
L it s S Y S P S

LKey [ Data

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

Smee the 76-note keyboard is oo large to be completely displayed in the
LCD, you may need to press ¥5 (Lkey) or Fé6 (Hkey) to view notes which have
been played in the very highest or lowest ranges.

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

Press EXIT to leave song edit mode and return to song play mode. Press 1< and

then RUN to playback the song. Check that the F3 note has been corrected to
F#3, and that the voice changes to program number 3 at measure 17.
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Using a song edit job

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

When to use a song edit
job

Select the song edit job

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

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

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

SONG EDIT JOB2 °8e

Bl

6:Transks BiMovClck 13iCreMeas

: Gate X:ThinOut 10:ClyMeas WiMixTrck

G:Mdfylel WiErsEunt 1iErsMeas 5:ErsTrck
HE a2 =1=1s) tMLShift 172 DelMess

el 2] b6 u7  HZH

Press F5 (05) to select the 05:Transps (transpose) job.

TRAMSFOSE [s0NGBL —-————— 1l 611
———————————————— Ares —————mm e e
Tork Measure = E%U Last Measure = @@l
——————————————— arameter -———-————————-—

Interval = + @

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

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

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

Enter disk utility mode Press UTILITY to enter utility mode, make sure that a floppy disk of the correct
type (3.5" 2DDy) is inserted into the disk drive, and press F4 (Disk) to select
disk utility mode.

UTILITY (DISK SAUE TYPE=SY99) 816

Digk Utility . a1
31z L B85: Backur Disk
weiloa o = B5:Rename File

1
A3:Save To Disk B7:Deleate File
Hd:Fy t. { = AR:Nic S S

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

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

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

FORMRT DISK 818

Please inzert a blank disk

Lo

To execute the formatting operation press F8 (Go). You will be asked “Are you
sure”. If you are, press YES.

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

Select the type of data to Select 03:Save To Disk and press ENTER. The disk drive will operate briefly,

be saved and the following display will appear.
SAVE TO DISK (BISK SAUE TYPE=3Y99)
281K b4tes Free
3]s & I B5:MID]I File Bl
2% 54N a87:Card
@43 Sedusncer All
Bdil Sond
BS: Sony ESEQ
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Specify a filename

Save the data to disk

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

SAVE T DISK (ODISK SAUVE TYPE=5%99)
DataiTEPe = Seduencer All

] el — HEL —% a1
2= -k G7i— MNEW —%

B3:i~ NEW —% d8:i— MEW -k

B4t — NEW ~* B9:~ MEW —%*

85— NEW - 10— NEW —*

A L Name (o

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

Press F7 (Name). This allows you to give an eight character name to the file.

SRUE TO DISK

¥
File Name = [- NEW —%]

Clr DEEE Lowr Go

Press 71 (Clr) to clear the currently entered name. Then specify a filename, us-
ing the numeric keypad to enter characters. Each time you press one of the
numeric keys, the LCD will cycle through the number printed on the numeric key
and the three alphabetical characters printed below it. Press F2 (Uppr) to switch
to upper-case characters. Press F3 (Lowr) Lo switch to lower-case characters.

After you have entered a name for the disk file press F$ (Go). The bottom line of
the display will ask “Are you sure ?” If you are sure that you want to save the
data, press YES and the data will be saved to the specified disk file.

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

This section explains how to edit an existing voice or create a new voice from scratch.
Although it 1s possible to enjoy the SY99 just by playing preset voices, we suggest that you
take some time to learn how to edit your own voices. It will take a bit of practice to create
the sounds you want, but as you become more experienced you will find that creating voices

is enjoyable and rewarding.

Contents of this section page
WHAt S @ VOICET wreriiriiiriciiiiiiinnisiesisesisiseisissnsisssssessossssssssssssssssnssssssnssnsssssss 52
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The basics of FM synthesis....ccccvcivcricrernenen. eeereseenEeseerasts eI e s e bR e e e R e s ER R0 0n w 56
What is an AFM element? .....viencninnninenionien U 58
The Process of vOICe edIINE .o eciecieecerriererrecercr s reecestsessesseessesasenssnsssessasseeseesserassnsen 60
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What is a voice?

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

The Voice Mode deter-

mines the number of
elements

A normal voice uses one,
two, or four elements

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

Mode Element E1 E2 E3 E4
01 1AFM mono AFM — — —
02 2AFM mono AFM | AFM — —
03 4AFM mono AFM | AFM | AFM | AFM
04 1AFM poly AFM — — —
05 2AFM poly AFM | AFM — —
06 1AWM poly AWM — —_ —
07 | 2AWM poly AWM | AWM | — —
08 | 4AWM poly AWM | AWM | AWM | AWM
09 1AFM & 1AWM poly | AFM | AWM — —
10 2AFM & 2AWM poly | AFM | AFM | AWM | AWM
11 Drum Set 76 AWM waveforms

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

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

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

................... 4.
N S
P Group 1 OUTPUT 17142
Element 1 . Element dynamic pan \ Qutput group select 7 Out 1 :
{AFM or AWM) (preset 1-69, internal 1-32) 7| (off, gp1, gp2, both) | Broup2 wet:dry
AN
send 1 Effect 1
. "-J:-':-':' """""""""""""" send 2‘ (eﬂect type 1—63)
"""""""""""""" OUTPUT 2
Out 2
Send lovel Send select _4/ wetd. :
(0...127) j(send 1—4 on/off) hald
send 3 N
o Effect 2

mono audio —

stereo audio :
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A drum voice uses 76
AWM waveforms

Key note number: G6

Voices created using mode 11 will have a different AWM waveform assigned to
each of the 76 keys (E0-G6) of the SY99. Each key also has independent set-

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

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

voices are given at the end of this section.

Key note number: EO
—waveform

— alternate

~note shift

—fine tune

mono audio ————>*

stereo audio :>

QUTPUT 1/1+2

>

Group 1
Static pan N Output group select Cut1
(~31 ... +31) 7 (off, grp1, grp2, both) Group 2 wet:dry
send 1 > Effect 1
e - send 2 | {effect type 1-63)
Out 2
Send level Send select
wet:dry

(send 1—4 on/off)

send 3
Effect 2

QUTPUT 2

ey

send 4 | (effect type 1-63)
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What is an AWM element?

An AWM element consists of four main blocks. The Waveform block plays back a sampled sound and
determines the pitch, the Filter block modifies the tone, the Amplifier block modifies the volume, and the

Pan block moves the sound between left and right outputs. Each block can be controlled in a variety of
ways.

Pitch P.EB AT Filler Filter EG Amp Voice PAN PAN
MOD Wheel PB MOD Cutolt BIAS MTD Yolume Vel LFO BlilS
A DA 0.A] [DA D.A] [D.A, DA VOICE COMMON
(5 ( ® ® ®
. VI
[ ]
LFO
LFO EG [ ] O
FMDLX 7 PAN
TABLE
° 4 Group 1
'
'
;
B—
4 N Group 2
Low} High Low| High
Velocily
NOTE ¥
SW1: Filler Conlrol Source (3: LFQ 2: EG/EG-VA) 5/H Samgple & Hold
SW2: Filler Conlrol Source (I: LFC/EG 2: EG-VA) LS lLavel Scaling
SW3a: PAN Sourca (1: LFO 2: Velocity 3. Nole Number} S Sensitivity
SW4: Rate Velocity R  Rate Scaling
SWS: Output Select D Depth

L Limit
DA Device Assign
V  Velocity Sensitivity

b I || J

Waveform Filter Amplifier Pan
block block block block

SWE: OQutput Select (OFF: OFF, ON: Group 1/Group 2/Beih)

The above diagram shows how the various blocks in an AWM element are
related, and how they can be controlled.

Many different ways to All interesting sounds are constantly changing. For instruments such as piano,
control sound the tone and volume of each note changes in a predictable way over time. For
other instruments such as violin, the volume, tone, or pitch can be continuously
and freely modified by the musician. The SY99 provides several ways to control

various aspects of the sound.
® Envelope Generator (EG): An EG produces a fixed pattern of change over
time. For example to simulate the attack and decay of a piano, you would

set the volume EG to be loud when the note is first played and then grad-
ually diminish in volume.
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The waveform block
determines the pitch and
basic tone

The filter block modifies
the tone

The amplifier block
modifies the volume

The pan block moves the
sound

® Note Number: The number of the note which 1s played can be used to
atfect various aspects of the sound. For example, high notes can be made
to decay more rapidly than low notes. Or, low notes can be made to
change in pitch, tone, or volume more than high notes.

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

® Low Frequency Oscillator (LFO): The LFO produces various patterns of
cyclical change. Vibrato is the result when the LFO s applied to the
waveform block; wah-wah when applied to the filter block; and tremolo
when applied to the amplitude block.

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

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

The wavetorm block can be controlled in various ways to modify the pitch of
the sound. The pitch FG can be used to give each note a fixed pattern of pitch
change, and this pitch change can also be atfected by the note number or by key
velocity. Vibrato (pich modulation) can be created using the LFO, and the
amount of vibrato can be regulated by a controller. The pitch can be controlled
directly using the pitch bend wheel and/or aftertouch.

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

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

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

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

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

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

Complex waveform
= interesting sound

Simple waveform
= boring sound

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

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

In the following diagram, the upper oscillator is called the Modulator and the
lower oscillator is called the Carrier. The complexity or brightness of the result-
ing wavetorm that we hear will depend on the output level of the Modulator; i.e.,
as we increase the modulation, the complexity or brightness will increase.
Increasing the output level of the Carrier will simply increase the volume.

Modulator

2
22

Modulator
Output
Level

40

Carrier

Resulting
Sound

e
<

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

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

How to change the tone
of an FM sound

Piano envelope Organ envelope

AR

Key On Key Off Key On Key Off

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

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

The FM tone generator of the SY99 uses six operators to produce sounds.
These six operators can be arranged in 45 different basic Algorithms (patterns
or combinations). Each operator acts either as a modulator or carrier depending
on its location in the algorithm. Only operators that appear at the botrom of an
algorithm are cairiers.

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

N
ES
[e2]

TTT E

sound sound

&3]

Algorithm 42 Algorithm 6

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

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

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

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

trolled in a variety of ways.

Pitch FB AT EG

MOD Wheel PB

@

Amp

BIAS  MOD

A D.A,

%)

Filter
MOD

Filter
Cut oft

D.A.

VOICE
Yolume Vol

D.A,

PAN

LFO PAN

oy

VOICE COMMON

L] [}
AMD FMD
PAN
Be ;‘-—< [_ TABLE
® (5) LFO Mod. Sens
8Ws
1 o To—
° - ¥ ° : Group 1
------- 1
S e SW1 SWi i
LPF HPE] | orfoms
B
\ 7 AMP b ’
AWM Cb o 1_' * - Group 2
Lo e | o [
W2
EG EG hl Element
EG ® L Level
o ] d
Voice
') 5], ('% %51.0 Volume
Low| High Low] High
Velocily
NOTE #
SW1: Filter Control Source (1: LFO 2: EG/EG-VA) S/H Sample & Hold
SWa: filter Control Source {1: LFO/EG 2: EG-VA) LS Level Scaling
SW3: PAN Source (1 LFO 2: Velocity 3: Note Number) s Sensitivity
SW4: Rale Velocily A Rate Scaling
SW5: Culput Salect D Depth
L Limiy
DA Devica Assign
v Volacily Sensitivity
FM Filter Amplifier Pan
block block bleck block

Many different ways to
control sound

The FM block determines
pitch, tone, and volume
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The above diagram shows how the various blocks in an AFM element are
related, and how they can be controlled.

As explained in the previous section “What is an AWM element”, an AFM
element can be controlled in various ways using EG, note number, key velocity,

LFQO, and controllers.

The basic sound of each AFM element is produced by six FM operators
arranged in an algorithm. The FM block can be controlled in various ways to
modify the pitch, tone, and volume of the sound.
® EGs of the six operators determine how the volume and tone will change
over time. Each operator EG can also be affected by the note number or

key velocity.




The filter block modifies
the tone

The amplifier block
modifies the volume

The pan block moves the
sound

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

e LFO signal can be used to create vibrato (by modulating operator pitch)
or tremolo (by modulating the output level of a carrier operator) or wah-
wah (by modulating the output level of a modulator operator). The amount
of pitch medulation or amplitude modulation from the main LFO can be
regulated by a controller. In addition, the FM block of an AFM element
contains a Sub LFO that can be used to moedulate the pitch independently
of the main LFO.

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

e As indicated by the "TAWM?” in the oval at the far left of the diagram, an
AWM digital sample can be used to modulate an FM operator. This is
one of the most significant features of the SY99’s tone generation system.

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

The filter blocks of AFM and AWM elements are identical.

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

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

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

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

be lost.

1. Select the voice to edit

2. Edit parameters/
compare with the
original voice

60

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

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

Now that you have selected a voice, press EDIT to edit it. The upper left of the
LCD will show “VOICE EDIT”. If “Mode” at the lower left is not displayed in
inverse, press F1 to get the following display.

Original data unchanged

UGICE EDIT B

Pi-ﬂ@l(al) AF iRocks

8 V1AFM mono @51 ZRFM eoly %m!:l_ﬂiig!:l":g
2:28FM mono 965 TAWM eold Ta:ZH 2H

54HFM moha B?_ZHMM Polg 11:Drum Set

- 267
a3

BISJ

35 Lom

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

Data has been edited

OICE EDIT E1:AFM E3:8kWM 200
E2:AFM E4: QLM

P1-RA1CALY APIRocks MLB
B1:1HFM mono @D:Z2AFM roly @91 1AFME1AK
A2:2AFM mono B5: 1AWM roly = % 2 HId
93 4AFM mono B7:ZAWM Prold rum Se
5L SR ol

3 Lom

Note:

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



3. Store the edited voice

When you have finished editing, you must store the voice if you want to keep it.
After you finish editing, exit voice edit mode by pressing EXIT or any mode se-
lect key: VOICE, MULTI, SONG, PATTERN, or UTILITY. If you have edited the voice
data in any way, the top line of the display will ask “AUTO-STORE VOICE” ?

AUTO-STORE UVAICE wPush Return-Quit-Store
BP1-AB1(B1> AP Focks
INTERNHL Bank D ) _%1
GiPCiShar B:PCiTahi 13:SE!511i
izl hes kiPCiMari WEPC:iCloc 14IIR Kits
G: EP*SPlt R:PC. Uibe {1:PCiEala 15:IR Perc
*RIuN MiPCiMus] 1MrPC:iEer] K:DIR Mixe
Use bank o Ret o1t Stor
Note:

Voices which use voice mode 3 (4AFM mono), 8 (4AWM poly), and 10
(RAFM&2AWM) occupy extra memory, and can be stored only in bank D. The
AUTO-STORE display for such voices will automatically show bank D, and
will show “Use bank D™ in the bottom line as a reminder.

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

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

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

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

To store: the data press F8 (Stor). The bottom line will ask “Are you sure ?
(Yes or No)”. If you are sure you want to store the edited voice,
press +1/YES and the bottom line of the LCD will show “Store
completed”. I you decide not to store, press —1/NO and the bottom
line of the LCD will show “Store cancelled”.

61




How voice edit mode is organized

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

parameters in each job.

Normal voice

[F1] (Mode)

Specify the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. TAFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

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

—~ Qoo U A WLON =

—_

Drum voice

62

If a voice mode of 1-10 is selected, the voice will consist of 1. 2, or 4 elements.
Each element will be either an AFM element or an AWM element, depending on

the selected voice mode.

Voice parameters will be organized into the following job directories. Press
a function key FI-F6 to see the job directories, and select the job you want (o

edit.

| F2] (Com)

Common data edit
job directory

. Element levet

. Element detune

. Element note shift

. Element note limit

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

. Random pitch

. Portamento

10. Effect set

11. Micro tuning set

12. Controller set

13. Voice name

@@~ U;bs Wk —

15. Initialize voice
16. Recall voice

F3|(E1) [F4!(E2) |F5 (E3) |F6](E4)

AFM element edit
job directory

O~ ON—

15.
16.

. AFM algorithm

. AFM oscillator

. AFM EG

. AFM operator output
. AFM sensitivity

. AFMLFO

. AFM pitch EG

. AFM filter

AWM element edit
OR  jobdirectory

ONO R W

Initialize AFM element 15.

Recall AFM element

16.

. AWM waveform set
. AWM EG
. AWM output

AWM sensitivity

. AWMLFO
. AWM pitch EG
. AWM filter

Initialize AWM element
Recall AWM element

If voice mode 11 has been selected, the voice will consist of 76 AWM wave -
torms, with a different waveform assigned to each key of the SY99’s keyboard.
Voice paramcters will be organized into the following job directories. Press a
function key F1—F2 to sce the job directories, and select the job you want 1o edit.

| F1] (Mode)

Specify the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM meno

. 1TAFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

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

—~ OOENOOTA WN =

—_ =

_F2| (Com)

Drum Set edit
job directory

~No

QP

Voice volume

Wave data set

Effect set
Controller set
Name

Initialize
Recall




How to select a job

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

UOICE EDIT ELifiN &S - !
sP1-AB1(01) AP |Rock 23

p)
M:ElemLvl (5:
ITQ El-=mD+ M ElemF’dn
" g D

Porta 1i: Name
t, 1

S S &M

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

ELEMENT MOTE SHIFT EL ¥ 284
VOICE=P{-A31C(H1> APiRocks e
Elementl AFM = 5 H * 1
Element.2 AWM = EIG | * i

| E1

To return to the job directory, press EXIT.

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

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

character of a voice.

Select a voice and enter
edit mode

Select the effect modes

Select the effect type for
effect 1
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Press VOICE and select a voice. So that it will be easy to hear the result of this
editing example (and the editing examples in the following sections), select any
bright, sustained voice. The voice names and parameter settings shown in the
LCDs in this and following sections are for purpose of example, and do not
necessarily cosrespond to any factory preset data.

Press EDIT to enter voice edit mode. Press F2 to select the voice edit
Common data job directory, and press the numeric keys 1 then 0 or use the
arrow kcys to select “10.Effect”. Press ENTER and the Effect parameter job
directory will appear.

EFFECT SET EL [¥sg! 212
UBICEsI -LE1¢49)  ST#Concert

a] ¢ ect Flode Select al
Kol tteocl Den

A3:iEffect 1 Parameter

Ad:Effect Z Parameter

HS1Effact Contial

55! (5] [EKd vid (5}

First we will be sclecting the effect mode and effect types. Press Fl to select
“01.Effect Mode Select™.

The SY9Y contaims two effect units, which can be connected either in serial or
parallel. Use the - H+1 keys to select the effect mode. The LCD will graphically
indicate how the signal flows from the effect sends into the effect units, and then
combined with the dry (unprocessed) sound from the stereo output groups. If
“off” 15 selected the effect units will not be used.

EFFECT MODE SELECT 413
05 Effect Mo jz_= rarallel
.._.J__p v '1 20 ‘illuf.Hfﬁ
(3]
- [ gt iy
| EFF2
- j=
JR—
(2]

The sound from the etiect sends 1-4 @ is sent to the effect units M and mixed
& with the dry stereo sound from the output groups.
For this example, sclect “paralle]” mode.

Press the cursor key & once to move the cursor to the “EFF1” area. The LCD
will show the currently selected effect type above the graphic. You can select
one of the 63 effcct types for cach of the SY99’s two effect units. You will want
(o try out the various settings later; for now, set this to “1:Rev.Hall”.




Adjust the wet:dry
balance

Adjust parameters for
effect 1

Bypass the effect to hear
the unprocessed sound

Press the cursor key > key twice to move the cursor to the “Outl” area. The
LCD will show “Outl wet:dry =" above the graphic, followed by a ratio indicat-
ing the balance between effect and unprocessed sound that is output by the
voice selected. The first number indicates the amount of effect sound that is out -
put; the second indicates the amount of unprocessed sound which the effect
sound is mixed with. Use the DATA ENTRY slider or the data entry wheel to
change this value to 100:0, and notice how the sound changes. (Actually you will
still hear some dry sound from Output 2.)

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

Press the PAGE 1> key twice to get the following display.
If the lowest parameter numbers are not showing, press F1 (/) to scroll up.

EFFECT 1| PARRMETER ELH 214
Parl*aélel EF_F—FI_. Ture = AliRew, Hall

iRever ime = I ==c
g2:High = [
A3:Diffusion = 4
B4: Initial Delayd = I8.8 ms
05 Pey e ]ad = [SI T

v

Here you can edit the parameters of effect 1. With the cursor located at the value
for “0O1:Reverb Time” (initially 2.6 seconds), increase the value while playing
the keyboard. Notice that longer reverb times give the impression of a larger
more reverberant hall,

You may wish to adjust some of the other parameters of the effect. The
number of parameters will depend on the effect type. “01:Rev.Hall” has ten
parameters. To adjust the other parameters, press F2 (V) to get the following
display.

EFFECT | PREAMETER EL % 215
rarallel EFF1 Tuyre = @l:Rey. Hall

d&iDensityd

U7IER-Rewv EBalance = re

B3 low Gain = o dB
?%:Elgh Gain = Tt +96h dE
53 " = a1t

. T

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

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

While the effect is bypassed, the volume will be compensated so that you
will hear at least —12dB of direct sound.

65




Simple editing: tone (Filter)

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

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

Low Pass Filter (LPF)

Volume Vol
/1\Jme . 2~ Cutoff frequency

I ' | ‘ I > Frequency J IW\

High frequencies are removed
Low frequencies are allowed 1o pass

> Frequency

Original sound

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

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

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

This voice uses two elements

UOICE EDIT Eiffjies- =
E2:AWM E4s —
sP1-RA1(A1) AP IFocks B3
MiElemLwl BiUlLimit FHiPorta 13iName
m ElemDtn B:ElemPan WIEffect P
r 1 07:0utSel : Tune 15t Initlz
N HCE g 1l htRecayll

The voice selected in the above display uses two elements. Press EL 2 (the
bank B button) to turn off element 2. Now you will hear only element 1. Press EL
2 once again and it will be turned on. You can turn each element on/off at any
time while editing.

Specify the type of filter Press F3 to select the voice edit Element 1 job directory, select 08:Filter, and
and the cutoff frequency press ENTER.
Filter parameters are divided into three jobs. Press F1 to select O1:Cutoff
Frequency.
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Other ways to control the
filter

CUTOFF FREQUENCHY QP %E%EEE 249
UDJICEeP1-RAR1CALY APIRocks SHEMD
! e | Fut.off Fred | Tl
rilter] i l 12.47kH= (124 JELG-UH
FilterZ 19.47kHz (124> |EG-UH
Resonance = 1 Uelozitd Sens = -
LFO Cutnff Sens = +2
Sy gl ]

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

Increasing the Resonance setting will boost the frequencies at the cutoff
point, making the effect of the filter more noticeable.

Volume

0

N,

>

Volume
A

—

Frequency
The cutoff frequency is
higher for strongly played
notes = bright tone

Volume
4

Frequency

Frequency

The cutolt frequency is
lower for softly played
notes = dark tone

Resonance adds a boost or
peak at the cutoff point

The SY99 provides many ways to control the filter in addition to key velocity.

EG: Each of the two filters has its own mdependent EG, which can be be
used to give each note a fixed patiern of tonal change, such as the characteristic
“whaaa” of a brass instrument.

Note Number: The note number can affect the rate at which cach filter EG
changes the tone, and/or atfect the width of the change in tone. For example high
notes can be made to change m tone more rapidly than low notes, or low notes
can be made to change m tone more than high notes.

Key velocity: Key velocity can be used to affect the amount of tonal change
produced by each filter EG. For example strongly played notes can be made to
have a greater change in tone.

LFO: Wali-wah (cyclical tone change) occurs when the LFO is applied to
the filter block.

Controllers: A specified controller (such as modulation wheel or foot con-
troller) can be used to adjust the depth of the wah-wah (Filter Modulation)
caused by the LFO.

For example (o assign MODULATION 2 10 filter depth, you must

1. go to System Utility, 3. Controllers (JUMP #803) and make sure that

controller number 13 is assigned to MODULATION 2.

2. go to Voice Common Job 12.Controller Set (Jump #226) and press F3
(Mod)
sclect controller number 13 to affect filter depth
go to element filter page (for an AFM element Jump #249, for an AWM
element JUMP #265), assign Filter to be controlled by LFO,
adjust LFO curoff sensitivity for the amount of control you wish.

[t the LFO has already been assigned to affect filter cutoff, you may wish
to decrcase the LFO F.Mod Depth (for an AFM element JUMP #244, for
an AWM element TUMP #261).

Bl

o

Or, a device can be used to directly control the filter EG, for example allowing
you Lo use a controlfer to continuously adjust the tone during a note.
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Simple editing: vibrato (LFO)

The LFO produces a repeating pattern of change. Vibrato is created by applying the LFO to the pitch.

What is an LFO

Adjust the LFO

Other LFO parameters —
Speed and Wave

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

In this example we will use the LFO to add vibrato to the sound. Move to the
Voice Edit job directory, and press F3 to get the Element | job directory. If ele-
ment 118 AWM, select job 06:LFO. If element 1 is AFM, select job 06:LFO and
press Fi to sclect the Main ILFO.

AFM LFO GoP EE%EEE 244
UHICE-Pi—RBl(Bl) AP iRocks ZHEM
ain
Wave = [XSENFITCEEE [ Mod Depth = ]
AN P Mod Depth = 28
SPeed =17 F Mod Depth = )
= @ Init Phase = %)
ma) HIo

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

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

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

To modify the shape of the vibrato, move the cursor to Wave and select a
different LFO waveform. The selected LFO waveform will be graphically shown
it the line below.

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

Press EXIT to return to the Element 1 job directory, and select 05:Sensitv
(sensitivity).

AWM SENSITIVIT 26
UOICE=P1~ CB2<&4> ER:BidBand(E1<RWMD

Uelocity Sen =
Rate Uel Swltoh = on
Anke Mod Senc = 47
Pitch Mod Sens = 2




Increase the modulation
sensitivity for an AFM
element

Pitch Mod Sense (pitch modulation sensitivity) determines how sensitive the
pitch will be to modulation from the LFO.

Press EXIT to return to the Element 1 job directory and select 05:Sensity
(sensitivity).

AFEM SENSITIUITY arP Llﬁ‘.'ﬂé' 243
UDICE=P1-R&81(B1) RPiRocks (E1-HFMD
OF1 ]l P2 ORP3] OP4] GRSl OPA

Uelocitd] +4 |+ 3] +Z +1 [ +3 +2
Rate Uel| off| off| on on ulg] an
AModSens i 5] A a

oS ens 1 i A A A H
i& Kate HMs FH= Ala

PModSens (pitch modulation sensitivity) is adjustable independently for each

pitch modulated ¢cqually by the LFO. Increase the PModSens equally for all
operators. (If the LLFO affects the pitch of some operators more than others, the
harmonic structure of the sound will vary, which can be an interesting effect in its
own right.)
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Simple editing: using a controller

Many acoustic instruments allow the musician to modify the volume, tone, or pitch while a note is being
played. The SY99’s controllers can be assigned to continuously affect various aspects of the sound for
musically expressive control.

Control makes musical On instruments such as piano or organ, there is littte that the musician can do to
expressiveness possible modify the sound once the note has been played. However on instruments such
as wind, brass, or strings, the volume, tone, or pitch can be continuously and
freely modified even while sound is being produced. The SY99's Controllers
(pitch and modulation wheels, aftertouch, optional foot controllers, ctc.) can be
used to control various aspects of the sound over the duration of a note. This
allows the SY99 to be played with the musical cxpressiveness of an acoustic

instrument.
Assign a controller to In the voice edit job direciory, press 12 to get the Common data job directory and
regulate vibrato select 12:Cntrllr (controlier). In this example, press F3 (Mod) 1o get the LFO

modulation controller assignment job.,

CONTROLLER SET EL §¥ 226
UDICEEBPLA-ABLIALY AFIRocks
Modulation Depih
Depth [ MID] Chrl Mo, & Dlewige

Fitch 127 Bl ModuTation
Amilitude K off

te 4 off

Hitr Farn  OLhr

Move the cursor to the Pitch row. Set Depth to tts maximum value of 127 and
the MIDI Controller Number to 001 Modulation. With this scuing, the
MODULATION 1 wheel will regulate the depth of pitch modulation over its {full
range. Move the MODULATION 1 wheel and notice that vibrato deepens as you
move the wheel forward. You will probably find that when the wheel is fully for-
ward, the effect is too extreme 1o be musically useful. Decrease the Depth set-
ting so that the fult range of the wheel is musically useful.

In this example., you assigned the MODULATION | wheel to control pitch
modulation, but any other controller could have been used instead. It 1s also
possible to assign two or more paramcters to be regutated by the same

controller.
Adjust the pitch bend The pricit wheel Tocated at the left of the keyboard always controls the pitch. Trs
range function cannot be reassigned. but you can adjust its range. Press F1 (PB) 1o get

the following display.

EL ¥ 228
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Use zoned aftertouch

Other controller
assignments

With the settings as shown in the display, the PITCH wheel will bend the pitch
up or dowin by two hall steps. Modify the Pitch Bend Wheel value in the display,
and move the PITCH wheel up and down to hear how the pitch is affected.

Note: The action of the PEICH wheel may be madified using the Zoned Aftertouch
settings, described hefow. This allows for rather sophisticated usage of the
PITCH wheel.

The keyboard of the SY99 15 sensitive to aftertouch (pressure on the keyboard
after a note is played). A single aftertouch value is produced for the entire key-
board; not independently tor cach note. However, the SY99’s Zoned Aftertouch
parameter allows vou fo restrict the effect of aftertouch to a specified zone
(area) of the keyboard. or even to the single highest or lowest note currently
being pressed.

Press P2 (Aftr) to get a display like the following.

CONTROLLER SET
UDICEBPLi-AB1<681) AP IRocks
After Touch
¢ﬁnnd After Towch Mode
Tit Foimt
Hffﬂr‘ ‘if;h‘_ -f“i L L! arryid Dap

+e [} ;{ r’)]l_i
Fll __”g

EL ¥ 276

As shown in the display, set Zoned After Touch Mode to “top”, and After
Touch Pitch Bend Range to “4+27. Now play and hold a chord, and press firmly
down on the keyboard Notice that only the top note of the chord rises in pitch.

In this example, ofrerrouch is affecting the pitch bend. However just as you
assigned vibrajo to be aficcied by the MODULATION | wheel, you can also assign
vibrato (or any other paratietei; (o be affected by aftertouch. In this case, zoned
aftertouch would allow vou to apply vibrato to just the top note of a chord when
vou press down an the kevboard. Since the melody line is usually the highest in
pitch, zoned aftertouch can be used to make the melody stand out expressively
from the other notes being played

Other settirgs of Yuned Atier Touch Mode allow altertouch to affect all
notes, the bottom noie, notes shove a sphit point, or notes below a split point.

F4 (Pan) allows you to make assign controllers to regulate panning (stereo
position), and 5 (Othri allows you to make controller assignments for various
other parameters.

Except for pttch bend, a different controller can be assigned to each
paramieter. It is also possible o assign the same controller to affect two or more
parameters.
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Simple editing: attack (EG)

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

What is an envelope
generator

Adjusting the attack of an
AWM element

Adjusting the attack of an
AFM element
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Most instruments have a characteristic pattern in which the volume or tone
changes over time. In electronic instruments, this is determined by the envelope
generator (EG). The EG produces a fixed pattern of change over time. For
example to simulate the attack and decay of a piano, you would set the volume
EG to be loud when the note is first played and then gradually diminish in vol-
ume. The EGs of the SYY9 allow you to specify a change over time by settings
Levels and Rates. The levels are volume levels, and the rates determines the
speed of change that leads to the next level.

In this example, we will be adjusting only R1 (rate 1) to change the attack of
the sound.

AWM element £Gs are slightly different from AFM element EGs. If you are
editing an AWM element, continue to the next section “Adjusting the attack of
an AWM element”, If you are editing an AFM element, skip to the last section
“Adjusting the attack ol an AFM element”.

For un AWM element, the amplifier block EG determines how the volume of
each note will change over time. From the AWM element 1 job directory, select
03:EG. If the Mode is set to “hold”, change it to “attack”.

AWM EG . . 258
VOICE=P1~C15043) ST:Pizza C(E1-HWM>
ods = % Sedl] R1=£3
Rz= 8 |2=63
R3=16£ L3=63
R4= @
EE=37 RS=+3
¥ 2 % oo X 18 % 2 x D8 << >

Move the cursor to R1 {rate 1) and decrease the value while repeatedly playing
notes. Notice that as R1 decreases, the attack becomes slower.,

For an AFM element, the combined effect of the operator EGs determines the
way the element’s volume and tone change over time. From the AFM element 1
Jjob dircctory, select 03:EG. Press F2 (All) and then press F3 (OnR) (key-on
rates).

AFM OPERATOR EG op 233
UDICE=P1-RA1(Bly RP!Rocks PR,
. B2 3 R4 RS
2819 15 5428 53 B8 45 5 +5
1 21 1A 12 +3|5179 39 23 22 13 +7
s on 18 15 vAlal @ e3 23 77 3 +p
e A Pt T




The EGs of carrier operators determine how the volume will change over time,
and the EGs of modulator operators determine how the tone will change over
time. To see which operators are acting as carriers, press F8 (Alg) to get a
graphic display of the algorithm. The operators in the bottom row are acting as
carriers.

AFM ALGORITHM 234

Aldorithm = ¥

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

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

Enter a 10-character From the voice edit Common dara job directory, select 13:Name.
voice name

[
)
by

UOICE NAME
UOICEaP1-AR1 (210

W
[AP iFocks 1

Clr [MJEds Lowr

Press F1 (Clr) to clear the currently set voice name, and use the numeric keypad
to enter the characters printed below each key. Press F2 to select uppercase
characters and press ©3to select lowercase characters, Use < to move the
CUrsor.

For example to enter the voice name “Newl”, use < to move the cursor to
the beginning of the line, and press the following buttons; F2 to sclect uppercase,
4 three times (o enter “IN7, >, F3 0 select lowercase, 1 three times to enter “e”,

+

>, 7 three times to enter “w”, > and 1 once to enter “17

Store the edited voice When you have finished entering the voice name, press the mode select key
VOICE o exilt 1o the voice edit Common job directory. Since the voice data has
been edited, the top line ol the display will blink “"AUTO-STORE VOICE”

AUTO-STORE UGICE  rosh FEeturnstuit-sStore
BP1-AA1 06810 Hew Uoice
IHTERNHL'BihEPH? S WIEP Eell 131EY.S %i
P (R PEFPITES tEP I Ee JTEY 1 Smo
e 0IEPiTRI= 143Ky | Crat
G:AP i Cone FEEPIMite 1EPIGrrD 15:KYICTay
AP Sl @iEPiRelr WIEPiUnxl 15iKY ! Res0
Fet  Cluit Stor
Note:

Voices which use voice node 3 (4AFM mono), 8 (4AWM polv). and [0
(2AFM&2AWM ) occupy extra memory, and can be stored only in hank D. The
AUTO-STORE display for such voices will automatically show bank D, and
plink “Use bank D" in the bottom line as a reminder.

Voices which use other voice modes can be siored in bank D as well,

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

Storing data will overwrite the data that previously occupied that memory,
so it you do not want to overwrite the original data, use INTERNAL or CARD o
specify the voice memory, select a bank A--D, and select the voice memory 1-16
in which you want to store your newly edited votice.
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For example to store your new voice in Internal memory bank C memory

number 16, press INTERNAL, then C then i6.

AUTO-STORE UCQICE lush Return/Quit-Store

APi-AB1 (A1) New Uoice

INTERNAL Bank

NeER ! Trmpe w=BR‘FPHo W:BER:Skla 13:57: Chor

R:BR:Ei1ivB M:ERIDrkH 10:BR:Pumk 14: aT1R051

G-ER!Jafz 012 BF ﬂzpn N %t? 152 ST | Guar
: e B:BR: 15T 00

The voice will be stored into this memory

Press F8 (Stor), and the bottom line will ask “Are you sure 7 (Yes or No)”. If

you are sure you want to store the edited voice, press +1/YES and the bottom

line of the LCD will show “Store completed”. If you decide not to store, press

—1/NO and the bottom line of the LCD will show “Store cancelled”.
You will then return to voice play mode.

Trans.Ch= 1 186

VOICE=T -ClsC485

New Uoice 1 AF ME: 1 BbIM
FARALLEL  EEF1:EQ => St.Chorus
M =)
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How to edit a drum voice

A drum voice is a special type of voice which plays a different AWM wave on each key of the SY99's 76-
note keyboard. This is normally used to assign drums and percussion sounds to the keyboard when
creating rhythm accompaniments.

Set the voice mode to
Drum Voice

Drum voice parameters

Wave Data Set — select
a wave for each key

76

In the top level of veice edit mode, press F1 (Mode) to gel the voice mode job
and select 11:Drum Set.

UOICE EDIT 5
- Drum Set -

GBP1-B01¢@1> AFiFock 11
@1l:1AFM moro B5: ZHFM ralyd B30 1AFME1AWN
BZ:ZBFM mono BE: 1AWM roly 162 268FMEZAWN
B3:4AFM mono BT7:2AWNM roly IEEETTIESA
Ad:10EM Boly G240 eoly

Wlelsis Com

Press ¥2 (Com) to get the voice common data job directory. All drum voice
parameters are contained in this job directory.

UOICE EDIT - oruw omt . 27

EPi—D@I(Bl) AP | Focks a1
tUoice Uolume goiName

B Wave jata Se Bl e

BS:EFfect Set @ tIn 1txallve

AdrContraoller Set SiRen

ode

As when editing a normal voice, a drum voice allows you to set the overall vol-
ume of the voice (01:Voice volume), make settings for the DSP effect units
(03:Effect Set), specity the controller which will regulate the volume of the voice
04:Controtler Set), and assign & name (05:Drum Set Name).

A drum voice differs from other voices mainly in the second parameter job,
02:Wave Data Set.

From the voice common data job directory, sclect 02:Wave Data Set.

WAVE DRTR SET 274
UOICEBP1-R31(A1> APIRocks (Irum Set)
Ked Mote Number c 1

Wave farm = W‘_
Level 127 ote thit %]
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Rlternate )
Qut Pyt Groue both Statjc Pan
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This job i1s where you specify the AWM wave played by each key. Adjustments
for level, pan, etc. can also be made independently for each key.

Press the C1 key or use F1 (K-Dn) and F2 (K-Up) to select C1 (two octaves
below the C3 mark on the SY99 keyboard). Move the cursor to Waveform and
select preset wave number 86 BD | (bass drum).

WAVE DATA SET
UOICEGP1-AR1(A1> APIiRocks
Key MNote Number @ C 1

274
(Drum Set>

Wave form = |u G 1l

Level = 127 ote Shitt = + &
Rlternate = noff Fine Tune = + @
ﬂu+Pn+ PrﬁuP = bofh Static Panm = + @




Alternate On/Off

Other wave data settings

Name and store your new

drum voice

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

WAUE DLHTR_SET

UOICEBP1-RE1caly APIR

Ked Hote Number @ C#l

Wave form T S U ——
Lewsl = 127 Hote Shitt = + 1
Alternate = off Fine Tune =+ 8
Output Gro = b Stoatic = + [
-In K-Ue ar n

In this way, make the following settings for notes C1-F#1 to create the stmple
seven-instrument drum set shown in the table below. For notes F and F# set

Alternate to “on’.

Note Wave no. Wave name Alternate
o CH N 77h786 BD 1 oﬁ->"”"
C#1 é4 SD 1 off
Y 404 Tom1 | off
Eivrb;; N 105 Tom 2 ! og
o 118 Ride . off
R 112 HHmid | on
F#1 114 HH open on

Play notes Cl-F#1 to play your new drum set. Notice that when you play F#l
(hi-hat open) and then quickly play F1 (hi-hat mid), the open hi-hat will stop
sounding when the closed sound begins. It is impossible for a real hi-hat to pro-
duce closed and open sounds at the same time, and this is the reason that we
set these two waves to Allernate on. When two or more waves are set to alter-
nate on, the last-plaved wave will take priority and the previously played wave
will be tumed off.

The volume of cach note is adjusted by Level. The tuning of each note is
adjusted in half steps by Note Shift and finely by Fine Tune. The stereo position
of each note is determined by Static Pan.

The Voice edit mode, Driom set data section explains the details of these
and other parameters.

As explained in the previous section, give your newly created drum voice a name
and store it into memory. The previous section of this manual How to use the
seguencer has shown how to use the sequencer to play a drum voice along with
other parts in a song.

Note: Dirum voices may be stored in any of the four banks A through D, However,
since these voices contain a large volume of data, only the data for notes CI
to Co will be saved if a drum voice is stored in banks A, B, or C. Store drum
voices in bank D If you wish to save the data for the full range of notes from
E0 1o G6.
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How to create a split and layered voice

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

Copy elements into the
current voice

Initialize the voice
common data

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

78

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

Element 1: AFM brass (from P1-C06 DrkHorn) for notes above C3, sounded by
velocities above 80

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

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

Element 4: AWM bass (from P2-C06 Upright) for notes up to C3, all velocities
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We will begin by initializing the voice common data. (The data of each element
will be overwritten by the elements we copy into the voice.) Select a non-drum
voice. From the top level of voice edit mode, press ¥2 (Com), select job
[5:Initlz., and press ENTER. Press YES in response to the “Are you sure?”
display.

In this example we will create a four-element voice containing two AFM ele-
ments and two AWM elements. In the top level of voice edit mode, press F1
(Mode} to get the voice mode job, and select voice mode 10:2AFM&2AWM.

UOICE EDIT El: EI M EZ:HWM 2613
- EZiHFM E4:i AWM ~

BPi-R31(H1Y AR Rocks Mi_u

@1:1RFM mono QS.ZHFH Fold 892 1AFME1AN

B2 2AFM mono 958 1AM wold HsEeRE e

B3t 3AFM moro @728k raly thirum Se

a2 4 ol HE s il el




Copy an element into
element 1

Copy other elements into
elements 24

In the top level of voice edit mode, press F3 (E1) to select the AFM element
edit job directory, select 1:Algrthm, and press ENTER. (The Copy element func-
tion is available only while in AFM element jobs 1, 2, 6, or 7.) Press COPY to get
the following display.

COPY ELEMENT ]
Source VYoice Select,

Piﬂi—:ﬂ_).ljp .qu(“: )mQEéPockE N EF‘ Bell 13:KY %’l
: | TRSL | e FEMY I Smok

Wik Lrsk BiEP:Clas :EP:Dxig iKY CrsC

G:BP i Conc (TEFPINite 1: EP GrnD 15:KY 1 Clay

in: 1;{1.'% MBeEF:Balp 120t EP'“-‘IVL K kY Fezo

=1

Here you can select the voice from which to copy the element. In this example,
select P1-C06 DrkHorn. Then press F2 (Elem) to get the following display.

COPY ELEMENT

Element Mo. Select
Source Uoice:P1-CAGCIEY  ERID+rkHorn
; E2 AkM  E3: - Ed4: -
Element. No. = H
Src [k Go

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

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

Press COPY to get the Copy Element display, and select P1-C11 Stglayr
element 1 to be copied into element 2 of your new voice.

COPY ELEMENT
Element MNo. Select

Source UoiceiP1-C11043> EBRIStaLadr
E1:AFM E2iRMM E3: - Ed4: -

Element No. = H

Sroc ey Go

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

In the same way, press element select button EL 3 to select element 3, and
copy P1-A01 Rocks element 2 into element 3 of your new voice.

Then press element select button EL 4 to select element 4, and copy P2-C06
Upright element 2 into element 4 of your new voice.

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

Assign velocity limits to
each element

Name and store your new
split/layer voice

Other possibilities

80

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

ELEMENT MNOTE LIMIT EL IERE! 283
VOICEBP1-AB1(B1) API!Rocks
Lo Hish
Element] HFM LHS G 8
Element2 AFM C#3 G 8
Element3 AWM g -2 G 8
emnapnt. - IC S |
~pfenepts Bl I?;lz_ Kbd

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

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

ELEMENT UELDCITV LIMIT EL EpkE! 286
VOICERP1-RA1(E1Y AP IRocks
L~y Hi <«

Element] HFH =H 127
ElementZ BFM 1
Element3 QNH 1 20

=ment. Olul 1 127

ES Ed

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

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

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

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

The Element velocity limit setting in the above example allows playing
dynamics to create sudden change. If you wish to create gradual velocity cross -
fades between elements, set the velocity sensitivity parameters of each element
10 opposite settings (positive or negative values). See the velocity sensitivity
parameters in 5.AFM sensitivity JUMP #243), 8.1 Cutoff frequency (JUMP
#249), and 5. AWM sensitivity (JUMP #260).

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

VOICE PLAY MODE

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

Select voices from preset, internal, or card memory.

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

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

View the controller assignments for the currently selected voice.

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

Voice select

JUMP #100

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

VOICE=I

|
|
PﬂPéL E

JD £330 Tran=,Ch= 1 4§l
STHxConcert ZRFTMZZ AN
L

{fEF 1 EI] -> SumPhonic
ke, Hall

!

ﬂn-] L M=tr CErT I‘llr“

T OPNOOO O ™m0 ® ® O

VOICE indicates that you are in Voice Play
mode.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Voice directory

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

36

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

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




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

VOICE PLAY MODE

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

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

Copy voice

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

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

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

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

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

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

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

Controller view

JUMP #102

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

Procedure:

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

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

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

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

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

®

o

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

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

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

Controller abbreviations: The following abbrevia-

tions will be displayed to indicated commonly-
used control sources

MWI1 Modulation Wheel

MW?2  Assignable Modulation Wheel

BC Breath Controller

VOL  Volume

FC Foot Controller

DE Data Entry Slider

SUS Sustain Switch

FS Assignable Foot Switch
AFT  Aftertouch

VEL  Velocity

SCL  Scaling

LFO  Effect LFO

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

Send bank select and program change

Summary: While in voice play mode you can

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

Procedure:

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

To transmit: the bank select and program change

88

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

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

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

3. Press ENTER and the specified bank select and

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

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

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




VOICE PLAY MODE

Master control select

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

Procedure:

From: voice play mode
Select: F6 (Mstr)

(JUMP #100)

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

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

This section explains the details of all voice edit parameters.

Contents of this section

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

VOICE EDIT MODE
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VOICE EDIT MODE

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

Normal voice (voice modes 1-10)

@ {Mode)

Specity the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. 1AFM poly

. 2AFM poly

1AWM poly

. 2AWM poly

. 4AWM poly

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

SoOO0ONOMAWN =

—_ =

Common data edit
job directory

Do~ W —

. Element level

. Element detune

. Element note shift

. Element note limit

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

. Random pitch

. Portamento

. Effect set

. Micro tuning set

. Controlier set

. Voice name

. Initialize voice
. Recall voice

Drum voice (voice mode 11)

[F1] (Mode)

Specify the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. 1AFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

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

OO ~NIHGMAWLWN =

— e
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E (Com)

Drum Set edit
job directory

@ N

S

Voice volume
Wave data set
Effect set
Controller set
Name

Initialize
Recall

[F3} @&

AFM element edit

job directory

0o~ O A WN -

15.
16.

. AFM algorithm

. AFM oscillator

. AFM EG

. AFM operator output
. AFM sensitivity

. AFM LFO

. AFM pitch EG

. AFM filter

Initialize AFM element
Recall AFM element

OR

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

AWM element edit
job directory

ONOMALP

15.
16.

. AWM waveform set
. AWM EG

. AWM output

. AWM sensitivity

. AWM LFG

. AWM pitch EG

. AWM filter

Initialize AWM element
Recall AWM element




VOICE EDIT MODE

Compare

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

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

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

Note:

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

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

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

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

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

Store voice

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

AUTO-STORE UOICE Fush ReturnsGuit-Store

BI -DR1C49> ST*Concert

IHTERNQL Bank D fl
= BiPCiSnar BIPCITaki BiSEISLI

w S 2= KIPCIMari WiPC:iCloc WiDE Kit

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

iH ME*BlCH BrPCiusi f3spFCiEeri 0i0E Mixe

Fet Gt Stor
Note 1:

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

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

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

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

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

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

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

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

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

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

Element 2 has been turned off.

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

Q ce Uolume = =

e RFM R Rz BRNE B E< AWM

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

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

Element select

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

Summary: The voice mode setting determines

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

Procedure:

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

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

(JUMP #200)

Specify: the desired voice mode.

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

m
FIU Polyd B: 1AFM1 AL

ag: JHEI poly
El

5 Lom

2]

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

(AWM or AFM) of elements in the selected

voice mode.

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

The selected voice mode will become effective

immediately.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

be stored only in bank D.

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

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

COMMCN DATA

Common data job directory

JUMP #201

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

Procedure:

From: the top level of voice edit mode

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

Select: the desired job

(JUMP #201)

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

2] L1

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

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

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

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

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

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

09: Porta (Portamento): Portamento mode and
time

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

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

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

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

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

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

COMMON DATA

1. Element level

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

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

each element

96

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




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

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

VOICE EDIT MODE

Remarks: Since the total voice volume setting is

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

COMMON DATA

2. Element detune

JUMP #203

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

Procedure:

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

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

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

o ')

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

2]

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

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

Remarks: If you are creating a voice that plays two

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

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

COMMOCN DATA

3. Element note shift

JUMP #204

Summary: Transpose the pitch of individual ele-

ments -4,
Procedure:

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

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

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

® Pressing FI—F4 will move the cursor to elements

1-4.

Remarks: The note shift setting can be useful when

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

4. Element note limit

JUMP #205

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

IMIT EL IERL 285
S T#Concert. “

=il Hi

ELEMENT NOTE L
VOICE=I -DB1d4

LE
01
tlementl HEM
El
El

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

EZ EZ 4 Kbd

yalenjualue I
sy

L
G
G
13

C
g
E

]
o o o

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

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

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

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

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

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

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

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

b

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

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

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

COMMON DATA

5. Element velocity limit

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

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

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

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

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

VOICE EDIT MODE

Key velocity fit 127

Element 2
101 Brass
100
Element 1
Piano
PPP 1

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

Key velocity it 127
100

40

pPp 1

COMMON DATA

6. Element dynamic pan

JUMP #207

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

Procedure:

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

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

Element2 AF
Elementd B
ampernt

M - et

M P- 1 Center
- Contér

| - |

) 0 )

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

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

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

Remarks: Each Dynamic Pan memory contains the

following data.

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

e EG sertings which determine panning move-
ment over time

® a Pan Name

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

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

COMMON DATA / ELEMENT DYNAMIC PAN

6.0 Dynamic pan edit

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

Procedure:

From: Voice Common job 06.ElemPan

(JUMP #207)

When: an Internal dynamic pan memory is
selected

Press: F§ (Edit)

Select: the Dynamic Pan parameter you wish to
edit

Editing is possible only when an Internal pan mem-
ory is selected. If you want to edit one of the preset
pan memories, press COPY to copy it to an Internal
pan memory as explained in the following section
6.0.1 Copy Pan Data.
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@ The name and number of the currently selected
Dynamic Pan data are displayed.

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

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

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

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

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

6.0.1 Copy pan data

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

Procedure: Pan data.

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

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

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

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

Source Pan

Destination Pan

otk

COMMON DATA / ELEMENT DYNAMIC PAN
6.1 Pan source

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

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

Pan source = Velocity

PAN SOURCE
FAM:I- 3 Right S

Pary Source
Source Depih

Pan source = Key note number

i

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

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

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

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

Pan source = LFO

an example of this.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.2 Pan EG

Summary: Specify how the element will be panned

over time, starting when each note is played.

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

@D

o © o

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

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

The pan EG 1s graphically displayed.

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

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

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

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

This specilies the

to the Tollowing diagram.

l.oop Point = S4
L3 1.3 1.3
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[ ’ -
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'
}
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‘ I
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Right ! ! ] [ i
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A
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Left [pop Point = 63
L3 L3 La

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

th
re

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

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

When the pan position reaches 1.3, 1

th

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

position reaches L4, the EG will begin Tooping from

th

e specified segment (in the above diagram,

SLP=S3).

When you release the key, the pan postion will

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

When the pan position reaches R1.T.

at

R

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

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

longer delay before the

ol the
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COMMON DATA / ELEMENT DYNAMIC PAN

6.3 Pan name

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

PAN NAME

+

[Right 3 ]
Clr e Toir
o © [ o

Enter a ten-character name for the Pan data.

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

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

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

@ ® ©Q

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

COMMON DATA

7. Output group select

JUMP #208

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

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

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

stereo signal is sent to the corresponding output
channel.

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

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

COMMON DATA

8. Random pitch

JUMP #209

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

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

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

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

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

COMMON DATA

9. Portamento

JUMP #210

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

Procedure:

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

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

o o0

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

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

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

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

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

COMMON DATA

10. Effect set

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

Procedure:

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

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

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




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

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

03:

VOICE EDIT MODE

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

O Pressing FI-F5 will select the corresponding job.

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

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

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

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

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

COMMON DATA / EFFECT SET

10.0.1 Copy voice effect

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

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

COFY EFFEC
Source S

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

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

COMMON DATA / EFFECT SET

10.1 Effect mode select

JUMP #213

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

Procedure:

From: Effect Set job directory {JUMP #212)

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

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

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

Ta (T

A D_LEFF 1| [ i dutil

Eend— e REAT
e — Pt ]

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

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

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

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

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

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

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

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

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

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




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

08. Rev White Room
09. Rev Tunnei

10. Rev Canyon

11. Rev Basement

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

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

19. Pitch Change 1

20. Pitch Change 2

21. Pitch Change 3

22, Aural Exciter ®#

23. EG Flange

24. G Chorus

25. EG Symphonic

26. G Phasing

27. Rolary SP

28. Ring Modulator

29. D. Filter {Wah)
Cascade type effects

30. Echo -» Rev

31. Delay L,R — Rev
32. Flange — Rev

VOICE EDIT MODE

33. Chorus - Rev

34. Sympho — Rev

35. Phase — Rev

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

38. Dist — DIy LR

39. Dist — St.Echo

40 EQ -» Rev 1 (Hall)

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

43. EQ — St.Echo

44, EQ — St.Flange

45. EQ — St.Chorus

46. EQ — Symphonic

47. EQ — St.Phasing

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

Dual type effects

52. Hall & Plate

53. Echo & Rev

54. Delay & Rev

55. St.Flange & St.Chorus

56. St.Flange & Symphonic

57. Symphonic & St.Chorus

58. St.Flange & Rev

59. St.Chorus & Rev

60. Symphonic & Rev

61. St.Flange & Delay L,R

62. St.Chorus & Delay LR

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

COMMON DATA / EFFECT SET

10.2 Effect send

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

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

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

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

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

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

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

COMMON DATA / EFFECT SET

10.3 Effect 1 parameter

JUMP #214

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

Procedure:

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

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

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

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

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

Delay Time: the delay before the processed sound is
heard

Density: the density of reverberation

Diffusion: the spatial spread of the reverberant
sound

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

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

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

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

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

High Gain: boost or cut of the high frequencies

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

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

Low Gain: boost or cut of the low frequencies

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

PM Depth: the amount of pitch modulation

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




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

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

Pitch: the amount of pitch change in semi-tones

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

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

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

1
No. Parameter Name Range

P

1 E Reverb Time 0.3 ... 30.0 sec

2 | High 01 .10

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

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

|

_L
o
—
0
m
Y
o
®»
=
I
N
._‘
=0
=
c

DIRECT
SOUND

|

L
INI DLY REV DLY

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

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

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

VOICE EDIT MODE

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

No. Parameter Name | Range

1 Reverb Time 0.3 ... 30.0 sec

2 | High 01 ... 1.0

3 Diffusion 0..10

4 initial Delay 0.1...200.0 ms

5 Width 05..302m

6 Height 0.5..302m

7 | Depth 05 .. -30.2 mw ]

8 wall Vary ¢ ... 30

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

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

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

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

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

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

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

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

17:Delay L,C,R

FBI FB HIGH

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

1 Lch init Dly Time 0.1 ...680.0ms

2 Lch FB Delay Time 0.1...680.0 ms

3 Lch FB Gain —-99 ... +99 %

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

5 Reh FB Delay Time 0.1...680.0 ms

6 | Rech FB Gain —99 ... +99 %

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

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

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

20:Pitch Change 2

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

10 | — —_

This effect type provides two independent delays
with independent feedback.

Lch FB High

gRiEnaan
é DELAY o L

g e i
HPF LPF ! DELAY > R

19:Pitch Change 1

O_—T—q LOLY, PITCH }—W——OL
~

L F.B,

—-T—1 RDLY, PITCH )——-’——oR
<

RF.B.

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

left and right outputs.

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

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

J1FB.

A

2 DLY, PITCH

o—j—¢ 1 DLY, PITCH
<1

e
~2FB.

and right outputs.

21:Pitch Change 3

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

9 3 Delay 0.1 ... 1300.0 ms
10 | — —

1 DLY, PITCH

2 DLY, PITCH

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

22: Aural Exciter®*

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

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

6 | — —_

7 — —_

g8 | — —

9 —_ —_
10 | — —_

This effect adds new harmonics to a sound to make

it “stand out” in the mix.

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

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

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

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

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

23:EG Flange

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

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

Modulation Frequency
or
Modulation Depth

Al i Rel i
< ttack Tlme> < elease Time

)

SR 7

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

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

10 | — —

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

3 | Release Time 2.0 ... 22000 ms

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

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

7 | Modulation Freq. 0.05 ... 40 Hz

8 | Modulation Depth 0 ... 100 %,

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




25:EG Symphonic

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

10 | — -

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

20:EG Phase
|

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

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

VOICE EDIT MODE

27:Rotary Speaker

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

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

Mid Speed: This determines the mid rotor speed.

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

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

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

28:Ring Modulator

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

ing it with a sine wave. The pitch and amplitude

characteristics of this sine wave may be altered

freely.

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

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

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

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

29:D. Filter (Wah)

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

This effect applies a wah-wah cffeet to the input

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

Filter 2 15 a band pass filter (BPF).

Filter g This determines the frequencies of
Filters 1 and 2

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

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

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

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

3 Echo Rch Delay

01 .0 320.0 ms

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

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

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

31:Delay 1.L,R — Rev

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

This effect type provides an delay effect which is

then fed mro a reverb effect. For derails refer to

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

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



32:Flange > Rev

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

' Rev Initial Delay

&

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

79

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

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

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

33:Chorus — Rev

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

This effect type provides a chorus eftect which 15

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

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

109)

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

VOICE EDIT MODE

34:Sympo — Rev

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

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

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

35:Phaser — Rev

No. Parameter Name : Range

1 Modulation Freg.

| 0.05 . 40.0 Hz
2 Modulation Depth Y100 %

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

0.3 ... 300 sec

A
5 Reverb Time

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

This effect type provides a phase effect which s

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

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

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

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

3 Ex. Mix Level 0..100 %

4 Reverb Time 0.3 ... 30.0 sec

5 | Rev High 01..1.0

6 Rev Ditfusion 0..10

7 Rev Initial Delay 0.1 ... 400.0 ms

8 Rev Mix Level 0..100 %

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

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

109).

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

heard.

Aural Exciter® is a registered trademark and is

manufactured under license from APHEX

Systems Lid.

37:Dist — Rev

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

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

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

sound will be heard.

38:Dist — Diy L,R

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

This effect type provides a distortion effect which is

then fed into a delay effect. For details refer to

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

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

39:Dist — Echo

No. Parameter Name Range

1 Distortion Level 0 ...100 %

2 Middle Frequency 315 Hz ... 6.3 kHz

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

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

5 Echo L¢h Delay - 0.1 ... 680.0 ms

6 Echo Rch Delay 0.1 ... 680.0 ms

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

8 Echo Mix Level 0...100 %

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

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

43:EQ — Echo

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

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

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

47:EQ — Phaser

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

_9 Chorus AM Depth 0 ...100 %

10 | Chorus Mix Level 0..100 %

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

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

46:EQ — Symphonic

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

9 Modulation Delay 0.1..50ms

10 | Phase Mix Level 0...100 %

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

48:St.Flange — Delay 1.,R

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

Middle Frequency

-12 ... +12 dB

315 Hz ... 6.3 kHz

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

Modulation Freq.

0.05 ... 40.0 Hz

2

3

4

5" High Frequency
; _

7

8

Modulation Depth

0...100 %

9 -—

10 | Sympho Mix Level

0...10C %

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

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

110)




49:8t.Chorus — Delay L,R

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

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

50:Symphonic — Delay L,R

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

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

VOICE EDIT MODE

51:5t.Phasing — Delay L,R

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

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

Dual type effects
52:Hall & Plate

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

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

No. Parameter Name

Range

55:Flange & Chorus

—_

Echo Lch Delay Time

0.1 ... 320.0 ms

2 Echo Rch Delay Time 0.1 ... 320.0 ms

3 Echo FB Gain 99 ... +99 %

4 | Reverb Time 0.3 ... 30.0 sec

5 Rev High 01..10

6 Rev Diffusion 0..10

7 Rev Initial Delay 0.1 ... 100.0 ms

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

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

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

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

5 | — —

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

8 Chorus AM Depth 0..100 %

g J— J—

10 | — e

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

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

54:Delay & Rev

No. Parameter Name

Range

56:Flange & Sympho

—

Diy Lch Delay Time

0.1 ... 640.0 ms

2 Dly Rch Delay Time 0.1 ... 640.0 ms

3 Dly FB Gain -99 ... 499 %

4 Reverb Time 0.3 ... 30.0 sec

5 | Rev High 01 .10

6 Rev Diffusion 0..10

7 Rev Initial Delay 01 ..100.0 ms

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

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

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

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

5 J— —

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

8 — —

9 | — -

10 | — —

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

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

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




57:Sympho & Chorus

59:Chorus & Rev

VOICE EDIT MODE

ury

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

3 | — —

4 | — —

5 o J—

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

8 Chorus AM Depth 0..100 %

9

o

This effect provides chorus and symphonic in par-

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

58:Flange & Rev

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

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

1.Rev Hall (page 109).

60:Sympho & Rev

No. Parameter Name

Range

-y

Modulation Freq.

0.05 ... 40.0 Hz

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

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

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

1.Rev Hall (page 109).

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

63:Sympho & Dly L,R

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

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

4 | Mod. FB Gain 0..99 % 4 | — —

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

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

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

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

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

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

62:Chorus & DIy L.R

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

3 Chorus AM Depth 0 ... 100 %

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

6 Delay Rch Delay 0.1 ... 800.0 ms

7 Delay FB1 Delay J 0.1 ... 800.0 ms

8 Delay FB2 Delay 0.1 ... 800.0 ms

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

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

COMMON DATA / EFFECT SET

10.4 Effect 2 parameter

JUMP #216

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

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

JUMP #218

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

EFFECT CONTROL EL FPRL! 218

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

e il & Jlew)os Mi sy

%FltE’)i Fa th'? H E;

Nal9y ' ot 4 | M

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

] 0 Y] o 0

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

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

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

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

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

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

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

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

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

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

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

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

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

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

trol 1, Control 2, or LFO area.

Remark: The assignment of some effect parame-

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

COMMON DATA

11. Micro tuning set

JUMP #221

Summary: Select a micro tuning for the entire voice,

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

Procedure:

Select: job 11:MecrTune

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

Specify: the micro tuning, and element micro tun-

ing on/off

MI
Vo
M
E

E

El

&m&nw =it}
el [ EZ ES

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

icro Tuning Select 3

lement!l AFM
enment2 AFM

o]
lement3 AWM o)
o

muiunnn

o

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

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

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

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

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

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

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




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

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

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

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

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

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

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

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

VOICE EDIT MODE

58 Log Equal: A variation of conventional equal
temperament.

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

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

61 Reverse: The conventional equal tempered
scale is inverted.

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

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

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

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

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

COMMON DATA / MICRO TUNING SET

11.0 Micro tuning edit

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

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

When: an Internal micro tuning is selected

Press: FR (Edit) (JUMP #222)

Select: the micro tuning data you wish to edit

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

vifMicrao Tunindg | Name

91 | B2 !

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

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

Procedure;

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

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

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

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

® After sclecting Source Tuning and Destination
Tuning, press F& (Go) to copy the data. You will
be asked “Are you sure?”. Press YES and the
data will be copied.

Remarks: Only internal micro tuning data can be
edited. If you want to edit onc of the preset or
card micro tunings, use this function to copy it
into an Internal micro tuning memory.

COMMON DATA / MICRO TUNING SET

11.1 Micro tuning data

JUMP #223

Summary: Edit the tuning for each note of the
selected micro tuning data.
Procedure:
From: Micro Tuning Edit job
directory
Select: 01:Micro Tuning Data
Specify: the tuning for each note

(JUMP #222)

(JumP #223)

MICREO TUMING DATH 223
Tunindg: I- Far East
| oo -2 | -z
Coar=a =|—T.t!
The=| 2 g3an | 8
K=Tin, K=TIF
© @ o ®0 o 0
@ The number and name of the micro tuning data
being edited are displayed.
® The previous note and its absolute tuning value.
® The note whose tuning you are editing.
® Coarse Tuning (C#-1...GR8): With the cursor

located at Coarse, adjust the tuning of the cur-
rently edited note in half steps.

Fine Tuning (43 or —42...+42): With the cursor
located at Fine, adjust the tuning of the currently

Y
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edited note in fine steps of 1171875 cents. The
absolute tuning value displayed in parentheses
indicates the number of these steps starting
from 0 steps at C#-2. The lowest setting of this
parameter will be either —43 or —42 depending on
the Coarse Tuning valuc.

The next note name and its ubsolute tuning
value.

Pressing F1 (K-Dn) or F2 (K-Up) will mave to
the previous or next note. You cun also play a
note on the keyboard to select a note at any
lime.

Remarks: First use 111 (K-Dn) and #2 (K-Up) to

select the note you want to edit. You can also
use the SY99 keyboard 1o select the note. The
currently edited note will appear in the center of
the display, with the previous note shown at left
and the next note shown at right.
Next set the Coarse and Tunc wning for the
selected note. If you adjust Fine Tuning beyond
the range of +42, the Coarse Tuning will be
moved up or down as appropriale.
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11.2 Micro tuning name

JUMP #224

Summary: Specify a ten-character name for the
internal Micro Tuning memory being edited.
Procedure:
From: Micro Tuning Edit job
directory
Select: 02:Micro Tuning Name (JUMP #224)
Specify: a name for the micro tuning data

(JUMP #222)

MICRO TUNIMNG MAME 229

¥
[Far East 1]

Clr WS Lowr

L2} (3] o 0

Enter a ten-character name for the Micro Tuning
data.

To clear the currently entered name press Fi
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characters press F3
(Lowr).

e & ® ©

Remarks: Mcthods of entering character data are
explained in How to enter character data, on
page 30.

COMMON DATA

12. (F1) Controller set (Pitch bend)

JUMP #225

Summary: Specify the range over which the PITCH
wheel will atfect the pitch.
Procedure:
From: Common Data job directory (JUMP #201)
Select: job 12:Ctrllr
Press: F1 (PB)
Specity: the range of the pitch bend wheel

HNTROLLER SET
IICEBE -DAl1c49> ST+Corcert
itech Bend bh=s1

Pitch Bend Rands = I

CLc uth] #*:

@ Piich Bend Range (0...12): This determines the
range (0...12 half steps) over which the PITCH
wheel will atfect the pitch. When this is set to
12, the PITCH wheel will move the pitch one oc-
tave up or down. When this is set to 0, the
PITCH wheel will have no effect.

® To make controller settings for Aftertouch,
Modulation, Pan, or Other, press F2, F3, F4, or
F5. Refer to sections 12.(F2), 12.(F3), 12.(F4),
or 12.(F2).

Note: The action of the PITCH wheel may be modi-
fied using the Zoned Aftertouch settings,
described in the following section. This allows for
more sophisticated usage of the PITCH wheel.

COMMON DATA

12. (F2) Controller set (Aftertouch)

JUMP #276
Summary: Specify how aftertouch will affect the CONTROLLER SET EL Ixf 276
. ) . . . VOICEBRI _-D@1¢d3y  ST+Concert
pitch and any other parameters to which it is Ffter Tauch
i Zoned Hfter Touch Mods
assigned. SKlit Foint ﬁ_
Procedure: After Tourh -

From: Common Data job directory (JUMP #201)
Select: job 12:Ctrllr
Press: F2 (Aftr)
Specify: the aftertouch mode, split point, and bend
range

Fz*ch T:ur:d "
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Q@ Zoned After Touch Mode (all, top, bottom, split
hi, split lo): This setting determines which notes
of the voice will be affected by aftertouch. Note
that this includes aftertouch pitch bend set in @
and also any Modulation, Pan, or Other param-
eter controlled by aftertouch. Tor example, if you
have assigned pitch modulation to be affected by
aftertouch, pressure on the keyboard will in-
crease the pitch modulation only for the note(s)
determined by this Zoned After Touch Mode
setting. Refer to the following sections 12.(F3)-
12.(F5).

All: Aftertouch will afTect all notes of the voice.

Top: Aftertouch will affect only the highest of the
currently played notes.

Bottom: Attertouch will affect only the lowest of
the currently played notes.

Spht hi: Aftertouch will affect only notes at or
above the split point specified in 8.

Split lo: Aftertouch will affect only notes below
the split point specified in @,

® Split Point (C-2...G8&): This determine the split
point for Zoned After Touch Mode settings of
“spht hi”" or “split lo™. If the Zoned After Touch
Mode 15 set to “all”, “top”. or “bottom, this
Split Point setting will have no effect.

® After Touch Pitch Bend Range (—12...+12): This
determines how aftertouch will affect the pitch.
Pressing strongly down on the keyboard after
playing a note will move the pitch down one oc-
tave (for a setting of —12) or up one octave (for a
setting of +12).

® To make controller settings for Pitch Bend,
Modulatien, Pan, or Other, press FI, F3, F4, or
F5. Refer to sections 12.(F1), 12.(F3), [2.(F4),
or 12.{F3).

Keyboard: When the cursor is located at Split
Point, you can press F8 (Kbd) and then press a
note to set the split point.

COMMON DATA

12. (F3) Controller set (Modulation)

JUMP #226

Summary: Specify the controller device that will add
vibrato (pitch modulation), tremolo (amplitude
modulation}, and wah-wah (filter modulation).

Procedure:

From: Common Duta job dircctory  (JUMP #201)
Select: job [2:Curllr
Press: #3 (Mod) (JUMP #226)
Specity: the  controller and  depth  for each
parameter

CONTROLLER SET EL Kt 226
VWOICEBI -D@A1¢4%) ST+Concert
Modulation Dewrth
D?gfh MIDI Ctel Mo, & Tewige
! 4}

{

2153 | Ho?ulailon

Fitch )

Amalitude [ of
< A off

L Han  OLhe]

) 006 © o

© Pich Modulation Depth (0...127): This sefling
determines the range over which the specified
device will add vibrato (pitch modulation). For a
setung ol 127, the selected controller will be
able to add the maximum amount of vibrato. For
a setting of 0, the sclected controtler will not be
able to add vibrato.
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@ Amplitude Modulation Depth (0...127): This
setting determines the range over which the
specified device will add tremolo (amplitude
modulation). Details are the same as in @.

® Filter Modulation Depth (0...127): This setting

determines the range over which the specified
device will add wah-wah (filter modulation).
Details are the same as in €.

® MIDI Ciri No. & Device (1...120, After Touch):
These settings determine the controller devices
that will add Pitch modulation, Amplitude modu-
fation, and Filter modulation. The sclected MIDI
control number (1...120) is displayed at left, and
the tunction which is defined lor that number is
displayed at right. Control numbers 0 and 32 are
reserved for the Bank Select message, and can-
not be selected here.

® To make controller sctrings for Pitch Bend.
Aftertouch, Pan, or Other, press FI, F3, F4, or F3.
Refer to sections 12.(F1), 12.(F3), 12.(F4) or
12.(F5).
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marks: As shown by the following diagram, the
controllers selected here will be able to add
pitch, amplitude, and filter modulation in addition
to the pitch, amplitude, and filter modulation
specified by the PModDepth, AModDepth, and
FModDepth settings of each element LFQ. The
effect of the resulting modulation will depend on
the sensitivity settings of each element.

{undelayed LFO)
selecied selected selected
controlier controller controlier
Voica Common data
{ J J b~ 12.{F2) Controflers set
HUmMP #226)
Fitch Madulation foleond Fitor Modulation
Fo Depth0 . 127 Dopth 0 ... 127 Depth 0 .. 127
Wava,
Init phax:e
Delay
I delayed LEO) AWM element data
- B.{F1) AFM LFO (Main)
PuMP#244)
Pilch Amplitida Fittor
Modulation Modulation Modulation
Depth 0. 127 Depth 0 ... 127 Dopth 0. 127
v v AFM element data
AFMGporator KFW Gporator AW Fiter 5. AFM senisitivity
Piich Modulation Ampiituce Modulation LFO Gutoht (JUMP #243)
Sensitty 0. 7 Sensitvity 0 . 7 Sensitivity -7 . +7 8.1 Culoff frequency
{2ach operamr) {each oporaler] (sa1 Gt - LFO) YUMP #2489}
o on oR - OR
AW TS AWM element data
AWM AWM Pitch Modulabon 5. AWM scnsitivity
Pitch Modulation Amplitudo Modulauon Sonsiliity -7 .. 7 {4UMP #260)
Sonsitivity 0., 7 Sonsitivity -7 . +7 {so1 Gul = LEG) 8.1 Culoft frequency
YUMP #265)

Fixed controllers: The control numbers transmitted

by the following five controllers built into the
SY99 are fixed, and cannot be changed. When
these controllers are moved, they will transmit
MIDI control messages of the corresponding
number. When the following control numbers are
selected, these built-in controllers will regulate
the assigned function. The official MIDI standard
defines Aftertouch not as a control number but
as a different type of message, so it is not given
a control number.

001: The MODULATION 1 wheel located at the
left of the keyboard

002: An optional breath controller connected to
the rear panel BREATH jack

004: An optional foot controller connected to the
rear panel FOOT CONTROLLER jack

006: Data entry slider

007: Foot volume

064: An optional foot switch connected to the
rear panel SUSTAIN jack

Aftertouch: (i.e., pressing down on the keyboard
after playing a note)
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Assignable controllers: In additon to these five

controllers which have fixed functions, the SY%99
has the following two assignable controllers.
With the factory settings, the MODULATION 2
wheel is assigned MIDI control number 13, and
the FOOT SWITCH is assigned control number 65.
The control namber transmitted by these
controllers can be changed by the setting in
Utility mode System Utility 3. Controllers (JUMP
#803).

The MODULATION 2 wheel located at the left of
the keyboard (initially set to transmit control
number (13:Non-assigned)

An optional foot switch connected to the rear
pane} FOOT SWITCH jack (imtially set to transmit
control number 065:Portamento Switch)

MIDI controllers: The specified MIDI Ctrl No.&

Device applies both to the built-in controllers of
the SY99 and to incoming MIDI control data re-
ceived at MIDI IN. For example if you have
specified that Amplitude Modulation Depth be
regulated by 001:Modulation Wheel, it will be
regulated by incoming MIDI Control Change 001
messages in addition to movements of the
SY99’s own MODULATION | wheel.

The official MIDI standard does not define
the purpose of all of the MIDI Control Change
messages 1-120. If the selected control number
has not been defined, the LCD will show “Non-
assigned no.”. You can use these control num-
bers just like any other control number. For
example you might assign an assignable con-
troller (see Utility mode System Utility
3. Controllers, page 254} to one of these num-
bers, and then select that control number to
regulate Pitch Modulation depth. “Non-assigned
no.” simply means that there is no official agree-
ment as to the use of that control number.
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12. (F4) Controller set (Pan)

JUMP #227

Summary: Specify the controller device that will
regulate the depth of the cyclical panning move -
ment (Pan LFO), and the controller that will
directly adjust the pan position (Pan Bias).

Pirocedure:

From: Voice Common job directory (JUMP #201)
Select: job 12:Cullr
Press: F4 (Pan) {JUMP #227)
Specify: the controller and depth for cach
parameter

CONTROLLER SET E
VOICEGI -DE1¢4%9) ST#Concert
Par Contral )

= t-hIMIIJI Ctir]l Mo, & [ewices

L s 227

an W] off
Pan Bias 5} off
FE HfLlr Mod [GEN Othr
o 00 o

© Pan LFO Depth (0...127): This delermines the
range over which the specified controller will
regulate the depth of the Pan LFO. When this is
set to 127, the selected controller will regulate
LFO panning over the full range from no LFO
panning to maximum LFO panning. When this is
set to 0, the selected controller will have no ef-
fect on LEFO panning,

® Pan Bias Depth (0...127): This determines the
range over which the specified controller will
affect pan position.

& MIDI Cul No. & Device (0...120, After Touch):
These settings determine which controllers will
regulate the depth of LFO panning and Pan Bias.

@ To make controlier scrtings for Pitch Bead,
Aftertouch, Modulation, or Other, press 1, 12,
F3, or F5. Refer to sections 12, (F1), 12, (F2),
12. (F3), or 12. (F5).

MIDI Ctrl No. & Device: For details refer 1o /2.
(F3) Controller set (Modulation).

Remarks: Since the MODULATION 2 wheel is
detented at the center position, it is especially
useful for controlling pan. Since the MODULATION
2 wheel i3 assignable, to use it you must select
the MID! Ctrl No. to which it has been assigned.
Check the Urility mode System Utrility
3. Controllers (JUMP #803) sertings (0 see the
MIDI Control Number to which the assignable
wheel has been set. TFor example if the
assignable wheel has been set to its initial set-
ung of MIDI Control Number 13, you would
select “013:Non-assigned no.” for the Pan Bias
control number in order to use WHERL 2 (o con-
tro! panning.

Note: When a voice is used in Multi Play mode.
these Pan Control sertings will be effective only
if the Static Pan is set to Voice. Refer to Mulii
Edit 5. Voice static pan (JUMP #408, #400).

COMMON DATA

12. (F5) Controller set (Other)

JUMP #228

Summary: Specify controller devices that will regu-
late the volume, the EG bias and the Cutoff Fre-
quency of the filters in each ¢lement of the voice.

Procedure:

From: Voice Common job
directory
Sclect: job 12:Cullr
Press: s (Othr) (JUMP #228)
Specify: the controtler and  depth  for each
parameter

(JUuMP #201)
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COMTROLLER SET EL BPAG 203
[

VOICEBI -DR1:049> ST#Copce
Uolume. EG bias: & Filter Cutoff Fred,
Ualue |[MITIT Sl Mo, & Devica

Uallowbimit
EGbissDerth| —d 0 ]

cutoffliapeth ol AlC Mon-assidned ko,
FE | Httr Mgd | Fah Tk

J e

) 00 © O

© VolLowLimit (Volume Low Limit 0...127); This
determines the lowest volume that can be set by
the specified controller. For example when this
15 set 1o 80, the controller will reduce the volume



no lower than 80. When this is set to 0, the con-
troller can reduce the volume to silence. When
this is set to 127, the controller will have no
effect on the volume. In addition 1o the controller
specitied here, the volume can always be con-
trolled over its full range by an optional foot con-
troller connected to the reur panel VOLUME jack.

® EGbiasDepth (Eg Bias Depth 0...127): This
determines the range over which the specified
controller will control the EG bias. The result of
controlling EG Bias for an AFM element will
depend on the AModSens setting for each oper-
ator. If AModSens is set for carrier operators,
the controller assigned to EG Bias will affect the
volume of an AFM element. If AModSens is set
for modulator operators, the controller assigned
to EG Bias will altect the tone of an AFM cle-
ment. For details refer to Voice AFM Element
Jjob 5. Sensitivity (page 145). For an AWM
clement, this setting will affect the Volume.

® CutolDepth (Filter Cutoff Depth 0...127): This
determines the range over which the specified
controller will increase the cutoff frequency
specified for the filters of each element. Higher
settings will allow the controller to brighten the
tone. If the filter cutoff frequencics are already at
maximum, this will have no effect.

O MIDI Cirl No. & Device (0...120, Aftertouch):
These settings determinge which controllers will
regulate each paramcter.

VOICE EDIT MODE

@ To make controller settings for Pitch Bend,
Modulation, or Pan, press K1, £2, or F3. Refer to
sections 12. (F1), 12. (F2), or 12. (F3).

MIDI Ctrl No. & Device: For details refer to
12.(F2) Controllers set (Modulation).

Filter Cutoff Depth: The controller assigned to
CutoffDepth can be used in two ways to affect
the filter, depending on the Control Source set-
ting of each filter. Refer to Voice AFM Element
8.3 Cutoff EG (page 153) or Voice AWM Ele-
ment 8.3 Cutoff EG (page 169).

e Continuously control the filter cutoff: If the
Control Source of a filter is set to LFO then
the coniroller assigned to CutoffDepth car: be
used to continuousty control the cutoff fre-
quency even while a note is sounding.

e Control the filter cutoff at key-on: If the Con-
trol Source of a filter is set to EG or EG-VA
then the controller assigned to CutoffDepth
will be used only at the instant the note is
played; i.e., after playing a note you can move
the controller without affecting the sound.
This can be used to give different filter cutoffs
to individual notes as you play them.

COMMON DATA

13. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode, this voice
name will be dispiayed n large characters.

Procedure:

From: Voice Common job (JUMP #201)
directory
Select: job 13:Name (JUMP #229)
Specily: the voiee name
UOICE HAME 229
UDICEQRT -l o43)
¥
[ET#Concert]
CTr TSR Lo
) e o 0

Enter a ten-character name for the voice.

To clear the currently entered name press Fl
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characlers press F3
(Lowr).

e & ©°oe

Remarks: Methods of entering character data are
explained in How to enfer character data, on
page 30.
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COMMON DATA

15. Initialize voice

Summary: Initialize the Voice Common data being
edited to a set of standard values. The Voice
Mode will not change.

Procedure:

From: Voice Common job
directory
Select: job 15:Init

To execute: initialization press YES

To quit: without initializing press NO

(JUMP #201)

INITIALIZE VOICE

ARE YOU SURE 7

Mes or Noo

This function sets all voice common data values to
the minimum or simplest possible settings. When
creating your own new voices, it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can often be helpful.

If you are sure you want to initialize the voice
data, press YES and the voice common data of the
voice being edited will be set to the values shown
below. If you decide not to initialize, press NO.

This function initializes only Voice Common data.
Other initialize functions are provided for initializing
AFM Element or AWM Element data. Refer to
Voice AFM Element 15. Initialize (page 154) or
Voice AWM Element 15. Initialize (page 170).

Initialized settings for Voice Common Data
01 Element Levels

Voice Volume
Element level

127
127 (all elements)

1l

Il

02 Element Detune
Element detune = %0 (all clements)

03 Element Note Shift
Shaft = 10 (all elements)
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04 Elementi Note Limit
Low Limit = -2 (all elements)

High Limit = G8 (all elements)
05 Element Velocity Limit

Low Limit =1

High Limit = 127

06 Element Dynamic Pan
Element Preset 1-01 “Center” (all elements)
(Pan Source = velocity, Source Depth = 0,
Pan EG; HT=0, RI1-RR2=63, LO-RL2=0,
SLP=S1)

07 Output Select
Output Group = Both (all elements)

08 Random Pitch
Random Pitch Depth = 0

(9 Portamento

Mode = Follow (poly)/ Fingered
(mono)

Speed =0

10 Effect Set

Effect Mode = off

Effect Type = 01:Rev.Hall (both effect units)

Output Level = 100% (both effect units)

Effect 2 Mix Level = 100%

wet:dry = 50:50 (both effect units)

Control Parameter = EFF1 parl

(both effect units)
= off (both effect units)
Control MIN = ()% (both effect units)
Control MAX 99% (both effect units)
Effect LFO Wave = triangle
Effect LFO Speed = 65
Effect LFO Delay Time = 0
Effect LFO Initial Phase = free
Effect send select all on (all elements)

Control Device

It

Effect send level = 127
(both effect units)
Effect send vel sense = 0 (both effect units)

Effect send level scale = 0 (both effect units)




Il Micro Tuning Set
Preset—-01 Equal Temperament
Element = oft (all elements)

12 Controller Set

Pitch Bend Wheel Depth = 2
Zoned Aftertouch Mode = all
Zoned Aftertouch Split Point = (3
Aftertouch Pitch Bend Depth = 0
Pitch Modulation Depth = 64
Pitch Modulation Device = 1
Amplitude Modulation Depth = 64
Amplitude Modulation Device = 12
Filter Modulation Depth = 0
Filter Modulation Device = ]

VOICE EDIT MODE

Pan LIFO Depth = 64
Pan LFO Device =13
Pan Bias Depth = 0
Pan Bias Device = 10
Volume Low Limit = 0
Volume Low Device = 14
EG Bias Depth = 0
EG Bias Device = 2
Filter Cutoff Frequency Depth = 0

Filter Cutoff Frequency Device = 12

13 Name Voice
Name = INIT VOICE

COMMOCN DATA

16. Recall voice

Summary: Recall the previously edited voice data.
Procedure:
From: Voice Common job
directory
Select: job 16:Recall
Torecall: the data press YES
To quit:  without recalling press NO

(JUMP #201)

RECALL. UOICE

ARE Y0OU SURE 7

(Yes ar Nod

If after editing a voice you exit voice edit mode
without storing, the edited voice data will be lost. In
such cases, you can use this function to recall the
previously edited voice data into the editing buffer.

If you are sure you want to recall, press YES and
the previously edited voice data will be recalled into
the editing buffer. If you decide not to recall, press
NO.

This function recalls all voice data: element data
as well as common data. The same function is also
available when editing AFM Element or AWM
Element data.
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AFM element data

AFM ELEMENT DATA

AFM element job directory

JUMP #230

Summary: This job directory shows the editing jobs
for an AFM element.
Procedure:
From: voice edit mode (JUMP #200 or #201)
When: editing a normal voice that contains AFM
elements
Select: an AFM element F3-Fg
(E1-E4).

{JUMP #230)

UOICE EDIT EMEEN E3ian =@
-DA1(49) ST*Concert ai
B:Sensity M@: 13:

:0sc rigaLFO 0 a3 -
G:EG MM:PitchEG 1]: ————1 - ﬁEInltlz

Hoquiput. Bipglisr Dio———rp MiRecall

o 0o

@ This area shows the number (1-4) and type
(AFM or AWM) of elements in the selected
voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

01:Algrthm (AFM algorithm):

F1; The algorithm determines how the six oper-
ators are connected. Three feedback sources can
be selected and sent to other operators.

F2; Each operator can be modulated from an
external source such as an AWM waveform or
the noise generator.

F3; Each operator has two inputs Inl and In2
with input level settings for each input.

02:Osclltr (AFM oscillator): The frequency pro-
duced by each operator can either be fixed or
made to change according to the note played.

03:EG (AFM operator EG);
Fl; Make operator EG settings for an individual
operator while viewing a graphic display.
F2; Make operator EG settings for all operators.
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04:Output (AFM operator output):
F1; The output level of each operator can be
made to vary across the keyboard.
F2; The output level of each operator can be set.

05:Sensitv (AFM sensitivity): The output level and
frequency of each operator can be affected by
key-on velocity or the LFO, and the EG rates of
each operator can also be affected by key-on
velocity.

06:LFO (AFM LFO):
F1; The Main LFO is used to create tremolo
(amplitude modulation), vibrato (pitch modula-
tion), or wah-wah (filter modulation).
F2; The Sub LFO is used to create vibrato (pitch
modulation).

07:PitchEG (AFM pitch EG): The pitch EG creates
a fixed shape of pitch change over time for each
note, and can be switched on/off for each
operator.

08:Filter (AFM filter): The two filters of each ele-
ment can be used to control the tone in various
ways. The filter EG creates a fixed pattern of
tonal change over time, and a periodic signal
from the LFO can be applied to the filter to
create wah-wah.

15:Initlz (Initialize AFM element): The AFM ele-
ment data being edited can be set to the mini-
mum or simplest possible setting as a conve-
nience when creating an element from scratch.

16:Recall (Recall voice): All data of the previously
edited voice.
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AFM ELEMENT DATA

Operator on/off

Summary: Any time while editing an AFM element,
you can turn the output of each operator off/on.
This is useful when you want to hear how each
operator affects the others, or when you want to
hear only certain operators.

Procedure:

From: any job in the AFM job directory

Press: the OPERATOR ON/OFF buttons (memory
select buttons 9-14) to turn operators 1—
6 on/off.

The on/off condition of each operator is shown in the
upper right of the LCD when editing an AFM ele-

ment, and also indicated by the OPERATOR ON/OFF
LEDs. Operators that are on are displayed in in-
verse. In the following LCD all operators are on.

Remarks: If you turn off all the carrier operators
there will be no sound.

This function is provided as a help in editing.
Operator on/off settings are not stored as part of
voice data.

When you select a different AFM or AWM
element or exit element editing, all operators
you turned off will be turned back on.

AFM ELEMENT DATA

AFM

algorithm

JUMP #234

Summary: You can view a graphic display of the
current algorithm at any time while editing an
AFM element and select a different algorithm if
you wish. Since the algorithm determines how
each operator functions, you should always be
aware of the algorithm when editing AFM oper-
ator data.

Procedure:

From: any job in the AFM  (JUMP #231-#255)
job directory
Press: F8 (Alg) (JUuMP #234)
To exit: to the previous editing job press EXIT

AFM ALGORITHM 234

k&

Algorithm = E¥

To return to the previous display, press EXIT.

Note: When you select an algorithm, all settings
which modify the routings in the algorithm
(feedback, input, etc.) will be cleared to their
initial settings.

AFM ELEMENT DATA

Copy element

Summary: While editing AFM element parameters
other than EG, Output, Filter, or Effect, you can
copy data from an element of another voice to
the element you are now editing,

Procedure:
From: AFM element job 1, 2, 6, or 7
Press: CoOpPY

Press: F1 (Src) and select the source voice
Press: F2 (Elem) and select the source
element
To execute: the copy operation press F8 (Go)

CDPH’ ELEMENT
Source Uoice Select
I —-AB2(B2> AP!CrsRock 122
MiRocks  IGIEP|7ASt WIPL!Rock 13:KY!Smo
¥ K:IEPiClas 1!]-EF'-I!><15 1-1=K'1’:Cr~sc
1sHE Lonc TEEP:Nite |11 EFiGrnD 15=KWClau
MEAP ISt R:iFP: Be REEP I Uoxl ErKY IRe=n

0 o

©® Source Voice Select: Specify the memory
{internal, card, preset 1 or preset 2), the bank
A-D, and the number 1-16 of the voice from
which you want to copy element data.

® Source Voice: The number and name of the
selected source voice is displayed.
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Source Element Type: The type (AWM or AFM)
of each element in the selected voice is
displayed.

Destination Element Number: Specify the element
1—4 of the selected Source Voice which you want
to copy into the currently edited element. The
type (AWM or AFM) of the selected element
will be displayed in the Element Type line
above. The selected source element must be the

same lype as the currently edited element. If
not, the bottom line will show “Element type
mismatch!”

After specifying the source voice and element, press
F8 (Go). The display will ask “Are you sure?”. If
you are sure you want to copy the element data then
press YES, and the data will be copied.

AFM ELEMENT DATA

Copy operator

Summary: While editing the parameters for oper-
ator EG or Qutput, you can copy EG and Output
data from one operator to another.

Procedure:

From: AFM element job 3 or 4
(JUMP #236--242)
Pregs: CopPYy
Select: the data type, source operator, and
destination operator
To execute: the copy operation press F$ (Go)

COFY COPERATOR
Data Tyre = [HefAaipyEin-
%32E?§auon - :i:g LIL
Lo
& (2} (1}

© Data Type: Select one of the following types of
data to be copied.
EG&OUTPUT: Envelope generator, output level
and scaling
EG: Envelope generator
OUTPUT: Output level and scaling
Source: The specified data will be copied from
this operator.
Destination: The specified data will be copied to
this operator.

Remarks: It is often the case that many or all oper-
ators in a voice have simijar settings, especially
for EG parameters. In such cases you can save
time by setung the average EG for the voice on
one operator, and then copying it to the others.

AFM ELEMENT DATA

1. (F1) AFM algorithm (Form)

JUMP #231

Summary: Select the Algorithm and specify feed-
back routings between operators.
Procedure:
From: AFM Element job dircctory  (JUMP #230)
Select: job Ol:Algrthm., and press  (JUMP #231)
F1 (Form)
Specify: the algorithm number, and feedback
sources and destinations

AEM_ALGORITHM P ﬂ%ﬁﬁﬁg 231
VOICERI -DB1c¢49) ST+Concert.(EI-AFM
Hlacrithm Mypber = 472

L.

—F b Sie l=t OFP1 TFZTOFY OFd OFS LF&
FH1 [ UFE INe use | uss use 10l
FE2Z|{| DFP4 e yseluss 1nl ind off
FRESILOPD vse dnlline of f u=ge off
S Extn Trel HI=

T
(2] (3] 4] (1]
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@ Algorithm Number (1...45): Select the algorithm
o determine the “arrangement” of the six oper -
ators in an AFM element. Refer 1o the chart of
the 45 algorithms on page 302. When you
change the Algorithm, the Src @ and Dst @
settings explained below and the external input
settings explained in the following section will
be initialized.

® FBI1-FB3: Feedback can be drawn from three of
the operators in the algorithn and applied to any
operator that has an unused input.

® Src 1-3 (OP1...0P6): Select the source of feed-

back for the three feedback routings. Any oper-
ator can be selected as the source of feedback.
In some algorithms, one or more feedback
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sources may be fixed by the choice of algorithm, Feedback settings
and cannot be changed. In such cases, an *F” FB | SRC | DST OP1 OPz OP3 OP4 OP5 OP6
will be displayed after the Source (e.g.. OP3F) o

) ) . ! . FB1 . OF3F off use N2 off off use
and the Destination operator explained in @ will FB2 | OPs off  use off off  off in1
be displayed in uppercase characters (e.g., IN1). FB3 'OP5 off in2 off off off in2

A Dst OP1...OP6 (inl, in2): Select the destination
of each feedbuack source. Lach feedback source FB2  FBa

can be sent to as many destinations as you like. Resulting connections
Each operator has two inputs, and an operator
can be selected as a feedback destination only if
at least one of its inputs is frec. It makes no dif-
ference whether inl orn? 1s used, but remember *—’r—l

that the input fevels of each operator are set 3] °
independently for inl and in2. Refer to the e ) FB3
following scction 1.3 Algorithm Input. i v -
It both inputs of an operator are already used lquﬂ !r—;] Lﬂ
by the algorithni connection, -7 will be dis- T i o

played. If both inputs are alrcady used because
of a feedback assignment, “use”™ will be dis-
played. I the algorithm has a fixed feedback
loop, the feedback destination operator will be
displayed in uppercase characters (e.g., INT).
The cursor cannot be moved to the Dst setting
for such operators.

Remarks: In previous Yamaha 6-operator FM syn-
thesizers, you had a choice of 32 algorithms each
of which included one feedback loop. The SY99
provides broader possibilities with 45 algo-
rithus, and three feedback loops that can be
sent to more than one operator. In addition,
operators can be modulated by external

Having three selectable teedback sources which can
¢ g Hree s ¢ ¢ waveforms.

be scat w any or all other operators allows you o
connect the operators in very complex ways. The
following diagrams show how the operators would
be connected for algorithm 40 when feedback
sources and destinations are sct as shown in the
following table. Thin lines indicate the connections
defined by the algorithm, and heavy lines indicate
the feedback connections. Whether o connection be-
tween two operators s the result of the algorithim or

Feedback from a carrier: The output level of
carrier operators 1s automatically adjusted
according to the numher of carriers in the algo-
rithm, in order to keep the resulting output
volume consistant. [ the nominal output of a
one-carrier algorithm is considered to be 0 dB,
each carrier in a two-carrier algorithm will be re-

X : _ duced -3.010 dB, in a three-carrier algorithm

the result of feedback routing has no influence on the ~8.278 dB, in a four-carrier algorithm ~9.783 dB,

sound. in a five-carrier algorithm —12.041 dB, and in a

six-carrier algorithm - 14.299 dB.

Algorithm 40 (bt _
9 { 6 [f you use a carrier operator as a feedback
T source, be aware that even if the output level of
| . .
J_ the carrier operuaior 15 the same, the actual out-
R by -
[ 3 { 5 put (and therefore the amount of feedback pro-

duced by the carrier operator) will depend on the
number of carriers in the algorithm.
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Free Algorithm: By sending exclusive messages
from a computer with the appropriate software to
the SY99, it is possible to select a “free algo-
rithm” in which all algorithm routings can be
specified arbitrarily.

If the free algorithm has been selected, algo-
rithm-related parameters can be edited only by
system exclusive parameter change messages
from MIDI IN, and cannot be modified from the
SY99 front panel.

It is not possible to select or edit the free
algorithm from the SY99 itself. This display will
never appear unless you are programming the
SY99 from a personal computer with editing
software that takes advantage of this capability.

AFM ELEMENT DATA

1. (F2) AFM algorithm (External input)

JUMP #232

Summary: Modulate an operator from an external
source such as an AWM waveform or the noise
generator.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 01:Algrthm., and press  (JUMP #232)

F2 (Extn)
Specify: noise and/or AWM input for each
operator
AFM _ALGORITHM arP 232
UQICEGI -Dg1<¢49) ST*Concert <HFM
I
[Noise | use  use use use o
QTM use 1ihn2 use o use off
Form Tnet AlgY

© Noise (off, inl, in2): The SY99 contains a noise
generator which produces a type of white noise.
This can be sent to any free operator input to
modulate the operator.

@ AWM (off, inl, in2): If the voice contains both
AFM and AWM elements (ie., if the voice mode
is either 9:1AFM&1AWM or
10:2AFM&2AWM), an AWM waveform can be
received at any free operator input to modulate
the operator.

For voice mode 9:1AFM&1AWM, the
waveform of AWM element 2 will be used to
modulate AFM element 1. For voice mode
10:2AFM&2AWM, the waveform of AWM
element 3 will be used to modulate AFM ele-
ment 1, and the waveform of AWM element 4
will be used to modulate AFM element 2.

138

© and @: If both inputs of an operator are
already used by the algorithm connection, “-"
will be displayed. If both inputs are already used
because of a feedback assignment, “use” will be
displayed. The cursor cannot be moved to the
Dst setting for such operators.

Element 1 {AFM)

PRl FM —> Filter —| Amp — Pan .
Element 2 (AWM)

>

Wave —> Fiter — Amp T Pan [ .

...........................................................

Remarks: Noise modulation makes it possible to
create sounds that were difficult for previous FM
synthesizers.

By using an AWM waveform to modulate
one or more AFM operators, new harmonics can
be added to the AWM sample. A simple
example of this is given in Using RCM Hybrid
Synthesis in the appendix.
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AFM ELEMENT DATA

1. (F3) AFM algorithm (Input level)

JUMP #233

Summary: Set input levels In1 and In2 for each

operator.

Procedure:

Select: job Ol:Algrthm. and press

From: AFM Element job directory (JUMP #230)
(JUMP #233)
F3 (Inpt)

Specify: the input level for each operator input

I

AFM ALGORITHM oP i.%ﬂ‘-% 233
VOICEBIL -D91<¢49> ST+Concert (E1-HEM2

y—InI SF‘G

Level— a T B l? %] Ny
n2 Src ||[FB®S AWM FB»2 off FB®4 off
Leyel— T 3 T - T -

Form Extr BIRLEd Hla

0
o

12

Inl Src, In2 Src: This displays the input sources
for input Inl and In2 of each operator, as deter-
mined by Algorithm and Feedback settings (F1)
and External input settings (F2). The input
sources cannot be changed from this job.

® Inl Level, In2 Level (0...7): Adjust the input

level of Inl and In2 for each operator.

If an operator input is not used, the Src will dis-
play “off” and the “Level will display “-”. The
cursor cannot be moved to the Level setting for
such operators.

Remarks: Previous FM synthesizers allowed you

to set only the output level of each operator.
However on the SY99, the input levels Inl and
In2 of each operator can also be set. If the input
source is the feedback from another operator, the
input level setting functions as the feedback
level.

Correct adjustment of input levels is espe-
cially important when bringing in AWM to AFM
as a modulator.

AFM ELEMENT DATA

2. AFM oscillator

JUMP #235

Summary: Set frequency-related parameters for

each operator.

Procedure:

Select: job 02:Osclitr

From: AFM Element job directory (JUMP #230)
(JUMP #235)

E
c

Fine

RAFM OSCILLATOR oP W 235
UgéCEEI -081(49) ST*Concert SHEM)

red Mode = %IE Wave form = 1
garse = 1. B N
Phaze SYnc
= + 89— Init. Pha=e

nu
O
3

© o 0 60 @
Operator (1--6): This displays the operator being
edited. To move to another operator, use the
OPERATOR SELECT buttons OP1...0P6.
Freq Mode (fixed, ratio): When “fixed” is
selected the operator will produce the same
pitch regardless of what note is played. When
“ratio” is selected the operator pitch will
depend on the note that is played
Coarse/Fine (0 Hz...9762 Hz in Fixed Fre-
quency mode, 0.5...61.69 in Ratio Frequency

mode): This setting specifies the pitch produced
by the operator. By moving the cursor to coarse
or fine you can adjust the pitch in large steps or
in small steps. When the Freq Mode is set to
“fixed” the range is 0 Hz...9762 Hz. When the
Freq Mode is set to “ratio” the range is
0.5...61.69. (In “ratio” mode with a Coarse/Fine
setting of 1.0 the A3 key will produce the stan-
dard pitch of 440 Hz.)

Detune (-15...+15): The pitch of each operator
can be adjusted in fine steps of 1.171875 cents.
Waveform (1...16): Each operator can produce
sixteen different waveforms; a sine wave with
no harmonics, and fifteen other more complex
waveforms containing additional harmonics. This
allows you to create complex waveforms using
fewer operators. A graphic display of the
selected waveform is shown below the wave-
form number. The table below shows the har-
monic content of each waveform.

Phase Sync (on, off): When phase sync is on,
the selected waveform will be re-started each
time a key is pressed.
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@ Init Phase (0...127): This determines the initial
phase position from which the selected wave-
form will be re-started when phase sync is on.
The init phase range of 0...127 corresponds to a
range of 0...360 degree starting phase. This set-
ting is effective only when Phase Sync is on.

Phase 0° 90° 180° 270° 380°
Setting L | I ] }
0 32 64 96 127

Waveform: The sixteen waveforms that can be
produced by each operator are not modeled after
any “real” instrument but are mathematical
transformations of sinewaves. The following
chart shows the harmonic content of each
waveform. The amplitude of each harmonic
partial is given as a percentage of the funda-
mental, ‘

+1/\
0

-1

A
1/

TN
The —100dB level is exceeded by odd harmonics up
to the 65th harmonic.
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+1

“lh.

The -100dB level is exceeded by even harmonics up
to the 392nd harmonic.

+1

N

’“Jl.

““mmmuuummm.m..

The ~100dB level is exceeded by odd harmonics up
to the 113th harmonic.

+1

IRy

||_|_|_Ul [

The —100dB level is exceeded by the 2nd harmonic,
and all odd harmonics.

+1

LV

I,
MWMMMMMM L

The -100d8B level is exceeded by harmonics up
to the 130th harmonic. [4th terms do not exist]




The —100dB }evei is exceeded by all harmonics except
(4n-2) terms which do not exist.

A

||J.

Wididijon,
The —100dB level is exceeded by the 4th harmonic,
and odd harmonics up to the 99th harmonic.

+1

0
SRV
-1

i,

[N TN
The —100dB levei is exceeded by even harmonics up to the
H12th harmenie, and odd harmonics up to the 73rd harmonic.

+1 \
o

The —100d8 Ievel is exceeded by
all harmonics up to the 270th harmonic.

V \
11 \‘/

il
il
Aty
The -100dB level is exceeded by
harmonics up to the 66th harmonic.
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N
12_‘ \/

m
il

The -100dB level is exceeded by even harmonics up to the
310th harmonic, and odd harmonics up to the 49th harmenic.

ji
sl )

Wmmnmm“mmm.

The —-100d8B level is exceeded by the 21nd harmonic,
and odd numbered harmonics up to the 63rd harmonic.

i
E ! i

(=]

+1

14:’“ V]
T~

The -100dB level is exceeded by harmonics up to the
105th harmonic. [4th terms do not exist]

The —100d8 level is exceeded by
all harmenics up to the 300th harmonic.

+1

The u100dB Ievel is exceeded by
harmonics up to the 91st harmonic.
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AFM ELEMENT DATA

3. (F1) AFM operator EG (Each operator)

JUMP #236

Summary: Make EG settings for a single operator
while viewing a graphic display of the operator
envelope.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F1 (Each)

EG rates press F3 (Rate) (JUMP #236)

EG levels press F4 (Lvl) (JUMP #237)

Specify: envelope parameters for the selected

operator
AFM OPERATOR EG oP Il%ﬁ% 236
UQICEBI -DB1¢49> ST*Concert ZHFM>
— [x 1J[Seud]— FHT= 5]
Ei=ed RR1=1T
R2=637 RR2=63
nggg BS=fx
[Rat cfiun! =)
0 e o ® 0 00
AFM OPERATOR EG oP 5 237
USICEBI -D81¢43> ST*Concert ZHFMD
0P 4 [x 11[Sead] L= @
Ut Li=63—RL1= 8
L2=63] RLZ= @
F3223] o pepm
T Rate = HTEEQ
00

© The number of the currently selected operator is
displayed. To move to another operator, use the
OPERATOR SELECT buttons OP1...0P6.

® This indicates the time range of the EG graphic
display. A range of “x1” shows the shortest
time and gives the greatest detail. To change the
range, hold SHIFT and press F1-F6 (x1, x2, x5,
x10, x20, x50).

® This indicates the segment from which the EG
graphic display begins. To shift the display to a
different segment, hold SHIFT and press F7 or F8
to select Seg0-Segd or Rell.

© Press F3 (Rate) to set EG rates. Press F4 (Lvl)
to set EG levels.

® HT (Keyon Delay Time 63...0): When this is set
to 0, the operator EG will begin immediately
after a key is pressed. For higher settings, there
will be an increasingly longer delay before the
operator EG begins.
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® RI1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates 1-4 and Release Rates 1—
2 determine the speed of the operator EG.
Higher settings result in faster change.

@ RS (Rate Scaling —7...+7): Rate Scaling allows
the operator EG rates to be increased or de-
creased depending on the key that is played. For
positive settings the EG rates will increase as
you play higher notes, resulting in shorter
envelopes. For negative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.

© L0-L4, RL1-2 (Keyon Levels, Release Levels
0...63): Keyon Levels 0—4 and Release Levels
1-2 determine the levels of the operator EG.

© SLP (Segment Loop Point S1...54): This speci-
fies the segment from which the EG will con-
tinue looping if a key remains depressed after
the EG has arrived at level L4.

Rates and Levels: When you press a key, the
operator output will be at the level of LO. When
the specified hold time (HT) has elapsed, the
level will change at the rate of R1 to level LI,
When the level reaches L1, it will change at the
rate of R2 to the level of L2. When the level
reaches L2, it will change at the rate of R3 to the
level of L3. When the level reaches L3, it will
change at the rate of R4 to the level of L4. When
the level reaches RL1, the EG will begin looping
from the specified segment.

When you release the key, the level will
change at the rate of RR1 to the level of RLI.
When the level reaches RL1, it will change at
the rate of RR2 to the level of RL2.

Remember that Hold Time (HT) is a time
setting, but the various Rates are speed set-
tings. Higher settings for Hold Time will result
in a longer delay before the operator EG begins,
but higher settings for Rates will result in faster
change,
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Segment Loop Point: The SLP setting determines
the Level from which the EG will loop. If you
continue holding a note after Level 4 is reached,
when SLP is set to ..

SLP=S1 the level will change L4 - L1 - L2 —
L3 514>L1 —...

SLP=S82 the level will change L4 - L2 - L3 —
[4 512 —...

SLP=83 the level will change L4 — L3 — L4 —
L3 —>...

SLP=S4 the level will remain at L4

The following diagram shows how EG levels would
change when SLP=S3
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Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster

rates (shorter EGs). Negative settings will
have the opposite effect.

Low High
notes | notes

AFM ELEMENT DATA

3. (F2) AFM operator EG (All operators)

JUMP #238

Summary: Make operator EG settings for all oper-
ators while viewing the data for all operator EGs
in a single screen.

Procedure;

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F2 (All)
Specify: EG key-on rates (R1-R4) (JUMP #238)
EG key-on levels (L1-L4) (JUMP #239)
EG key-off rates and (JUMP #240)
levels (RR1-2, RL1-2)

HFEM OPERRTOR EG oP 238
VOICEBI -DIB1<¢49) ST#*Concert ZHFMD
Kedon Rateg & Rate Scaling
HI Bl R2 B3 R4 RS
! M= H |4 54 55 BS 6S +
sl psaediey sy Bzl g 2r 3 B2 42
EacMML K=of ATY
(1] 2] )

AFM OPERATOR EG [‘Eﬁﬁ
VOICEBI -DB1(49) ST*Concnrt M>
Kedon Levels & LOSP Point

1] At
2| @ &3 63 83 B3 4|5

Hom

Hlg

(5] (7]

@ HT (Keyon Delay Time 63...0): This specifies
the time by which the beginning of the EG will
be delayed after a key is pressed.

® RI1-R4 (Keyon Rates 0...63): Keyon Rates 14
determine the speed of the operator EG while a
key is being pressed.

® RS (Rate Scaling —7...+7): Rate Scaling deter-

mines how the key position will affect the oper-
ator EG rates.
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® L0-L4 (Keyon Levels 0...63): These determine
the levels to which the operator EG will move
while a key is being pressed.

® LP (Segment Loop Point S1...S4): This specifies
the segment from which the EG will continue
looping if a key remains depressed after the EG
has arrived at level L4,

® RI1, R2 (KeyOff Rates 0...63): These determine
the speed with which the operator EG will
change levels after a key is released.

@ L1, L2 (KeyOff Levels 0...63): These determine
the levels to which the operator EG will change
after a key is released.

The meaning of these EG parameters is explained in
the previous section 3./ Operator EG.

In this AFM operator EG (All) display, the
OPERATOR SELECT buttons cannot be used to select
operators.

AFM ELEMENT DATA

4. (F1) AFM operator output (Each)

JUMP #2441

Summary: Set output level and scaling for a single
operator while viewing a graphic display of the
scaling.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:Output and press (JUMP #241)
F1 (Each)
Specify: the output level and scaling for the
selected operator

AFM OPERATOR QUTPUT CF ii%ﬂkq:: 241
UDICEGPL-RA21(B1> APIRocks <HFM>
OFP 1 Qutrut Level = L Mote [ 0f feat
EFllEB ¥ + &b
BPZIB 1 + £a
fealg 2|+ a4
E schi)p! ' “TATE
(1] 2]
© Output Level (0...127): The output level of the
operator

® BP1-4 (Break Point 1-4): Note (C-2...G-8) and
Offset (—127...#127) of each Break Point deter-
mine how the output level of each operator will
vary across the keyboard. When the cursor is
located at note, you can press F7 (Kbd) and
press a key to enter the new note setting.

Output Level: This sets the output level of each
operator. The output level of a carrier operator
will affect the volume, and the output level of a
modulator operator will affect the tone. Remem-
ber that the input levels of each operator input
Inl and In2 can also be adjusted as explained in
1. (F3) Algorithm (Input level) (JUMP #233).
Even if the output level of an operator 1s raised,
it will have no effect on another operator to
which it is connected if the corresponding input
level of the operator is set at 0.
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Break Point: The operator output level can be
made to vary depending on the note that is
played. On most acoustic instruments, notes
differ in volume and tone depending on the range
in which they are played. For example the low
notes of a ptano are more tonally complex and
louder than the high notes.

Use the four break points to specify how the
operator output level will be adjusted across the
keyboard.

e Offset (—127...+127) determines the output
level adjustment for each of the four points
specified by Note.

¢ The four note settings must be in ascending
order. It is not possible to set a break point
to a note lower or higher than the note set-
tings of the neighboring break points.

The following diagram shows how the oper-
ator output level would be adjusted across the
keyboard for the settings shown in the above
LCD.

127 BP3 =97 pp4 . g4
T —
80 : :
{BP1 = 66
0 : >
B{ B2 G4 A5

Each offset is added to the overall operator out-
put level of 8C. For example the offset at break
point 1 (E1) is —4, so the resulting operator out-
put level at El is 76. The resulting operator out-
put level is limited to the range of (...127.




VOICE EDIT MODE

AFM ELEMENT DATA

4. (F2) AFM operator output (All)

JUMP #242

Summary: Set operator output level while viewing
output levels for all operators. (Output scaling
cannot be set in this job.)

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:Output and press (JUMP #242)
F2 (AlD)
Specify: the output level of each operator

AFM OPERATOR QUTPUT ] - 242
YQICERI -DA1<{49) ST*Concert AHFMS
Cutklut Leyel

npZ z n 5 A

3] Z 3 g6
Each W Fla

© Output Level OP1-OP6 (0...127): Set the out-
put level of each operator. This is the same set-
ting as explained in @ of the previous section
4. (F1) AFM operator output. The difference is
that here you can view and set the output level
for all six operators at once. However, break
point Levels and Offsets cannot be set here.

Remarks: Refer to 4. (F1) AFM operator output
for details.

Note: In algorithms with two or more carriers, some
Velocity Sensitivity settings may cause distor-
tion. In this case, reduce carrier levels.

AFM ELEMENT DATA

3. AFM sensitivity

JUMP #243

Summary: These settings determine how each
operator will be affected by key-on velocity and
by the LFO.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 05:Sensitv (JUMP #243)
Specify: the sensitivity of each operator

AFM SENSITIUITY oF "%‘EE

VOICEBI -DB1(49) ST#ConcertCEl-MFMD
OPL] QP2 NP aP4[ ORPS| 0
—Uelocityl +3 +1 +3 +J3 +1

4]
—HModSens %) %] & a 5 a
Ao mepe A [ K1

(——Rate Uel| on on on on on o)

z ]
Rate ANS  PHS AlY

1 L

0060 5]

® Velocity (=7...+7): This determines how the
output level of each operator will be affected by
key-on velocity. For positive settings (+1...+7)
the output level will increase as you play more
strongly. For negative settings (-1...—7) the
output level will decrease as you play more
strongly.

® Rate Velocity (on/off);: When the Rate Velocity
switch is “on”, key-on velocity will affect the
operator EG R1. The result will depend on the
Velocity setting.

Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the operator
EG RI1 to increase, resulting in a faster attack.
For notes played with maximum velocity, R1 will
be at the value specified by the EG settings.
Velocity = —1...-7: If Rate Velocity is on,
strongly played notes will cause the operator
EG R1 to decrease, resulting in a slower attack.
To hear the effect of negative settings you will
need to lower the operator output level.

When the Rate Velocity switch is “off”, the
operator EG R1 will not be affected by key-on
velocity.

® AModSens (0...7): Amplitude Modulation
Sensitivity determines how greatly the output
level of each operator will be affected by Ampli-
tude Modulation from the LFO.

@ PModSens (0...7): Pitch Modulation Sensitivity
determines how greatly the pitch of each oper-
ator will be affected by Pitch Modulation from
the LFO.

® Pressing F1 (KVS), F2 (Rate), F3 (AMS), or F4
(PMS) will move the cursor to Velocity, Rate
Vel, AModSens, or PModSens.
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AModSens and PModSens: These settings deter-
mine the sensitivity of each operator to the Ampli-
tude Modulation Depth (AMD) and/or Pitch Modu-
lation Depth (PMD) produced by the LFO. Refer to
6.(F1) AFM LFO (Main) (JUMP #244). If the LFO
settings for AMD and/or PMD are set to 0, these
AModSens and PModSens settings will have no
effect.

PModSens determines the sensitivity of each
operator to PMD from the Main LFO.
Independently of this, the pitch of an AFM element
can also be affected by the Sub LFO. Refer to
6.(F2) AFM LFO (Sub) (JUMP #245).

In this AFM sensitivity display, the OPERATOR
SELECT buttons cannot be used to select operators.

{undelayed LFQ)

selected selected selected
controller controlier coniroller .
Voice Common data
¢ l - 12.(F2) Controllers set
(JUMP #226}
Pitch Madulation n:g‘di::::: Filter Modulation
Depth 0 .., 427 Dopin g . 127 Depth 0 ... 127
Wave,
Speed.
Init phase
Delay
[ (detayed LFO) AFM element data
¢ = 6.(F1) AFM LFO (Main)
{JUMP #244)
Pitch Amplitude Filter
Modulation Moduiation Modulation
Deoth 0 ... 127 Depth 0. 127 Depth 0 ... 127
AFM Operator AFNE Cperalor AFM Fiter AFM element data
Piteh Modulation Amplitude Modulation LFO Cultott 5. AFM sensilivity
nsitivity 0 ... Sensitivity 0 ... 7 Sensitivil . JUMP #243
sach operater} sel Cirf = LFO) { !

8.1 Cutoff frequency
(JUMP #249)

AFM ELEMENT DATA

6. (F1) AFM LFO (Main)

JUMP #244

Summary: The Main LFO creates a periodic control
signal that can be used to create tremolo (ampli-
tude modulation), vibrato (pitch modulation),
and wah-wah (filter modulation).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JuMP #244)
F1 (Main)
Specify: parameters for the main LFO

M _LFO oP 244

UHICEEI =-DIR1(49) ST*Concert( /H M)

ain
—Waye W Mod Derth = @

A Mod Depth = B

Skreed-= 64 fF Mod Depth = 5]

l2]lagd = A Injit Pha=ze = 5]
|iéﬂi Sub AT
(1] [2] (3] 0600V O

@ Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
{shape of modulation) produced by the Main
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting,
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Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
At a setting of 0, one cycle will be approximately
34 seconds.

Delay (0...99): The time delay before the LFO
modulation begins.

Init Phase (0...99): Initia! Phase determines the
point of the waveform from which the LFO will
begin when a key is pressed. The LFO wave-
form always starts over again from this initial
phase point when each note is played. An initial
phase seiting of 0...99 corresponds to a phase of
0...360 degrees.

A Mod Depth (0...127): Amplitude Modulation
Depth determines how much the LFO will affect
the output level (amplitude) of the operators.
For this setting to have an effect, the
AModSens (amplitude modulation sensitivity)
of an operator must be set above 0. Refer to 5.
AFM sensitivity.




® P Mod Depth (0...127): Pitch Modulation Depth
determines how much the LFO will affect the
pitch of the operators. For this setting to have
an cffect, the PModSens (pitch modulation
sensitivity) of an operator must be sct above 0.
Refer to 5. AFM sensitivity.

@ F Mod Depth (0...127): Filter Modulation
Depth determines how much the LFO will affect
the cutoff frequency of the filter. For this setting
to have an effect, the Curl setting of a filter must
be set to “LFO”, and the LFO Cutoff Sens set-
ting must not be 0. Refer to 8.1 Cutoff frequency.
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{undelayed LFQ)

AFM ELEMENT DATA

6. (F2) AFM LFO (Sub)

l selected selected [smeded
I 1l
conroller controller controller Voke Go noata
4' J{ ‘i - 12.{F2) Controliers sat
LumP #226)
Pitch Modulation Smpliuc Fitior Mocklation
LFO Dopth 0. 127 Dopth @ 127 Doph 0 ... 127
Wave,
Spood,
Init phase
_ Delﬂy ] 1 dal
E AFM element data
delayed LFO)
' {delay ) 1 |_ 6.(F1) AFM LFO {Main)
LUMP 244)
Pitch Amplitich Filor
Depth 0. 127 Dopth 0 .. 127 Dopth 0 _._ 127
y h | r Ve
AFM Oporator AFM Oporator AP Fittor AFM elemnent data
Pich Modulation Ampituds Modulaton LFC Cuotf :
Sensitivity 0 .. 7 Seonsitivity 0 ... 7 Sensilivity -7 .. +7 5. AFM ?;rf;“my
(ench oparator) {anch opormtor) {sel Cirl = LFO} (Juwe )
8.1 Cutoff trequency
UMP#249)
JUMP #245

Summary: The Sub LEFO is completely independent
of the Main LIFFO, but can be used only to create
vibrato (pitch modulation). This will apply
equally to all operators, and is not alfected by
pitch modulation sensitivity.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JUMP #245)
F2 (Sub)
Specify: parameters for the sub LFO

AFM LFO OF MERCE: 245
UDICEBL -DA1<49y  ST+Concert (CET-AFM
Sub LFD faor Pitch
Mode = [ - ~Skeed = I3
Wave = Lriandlle Time = 5!

/w‘ F Mod Deptph = A
Main SN | ALa

© 0 60 )

@ Mode (delay, decay): When this is set to
“delay”, the Sub LFO wili begin after the time
delay specitied by € Time. When this is set to
“decay”, the Sub LFO will begin fading out after
the time specified by @ Time.

® Wave (triangle, saw down, square, sample&
hold): The wave produced by the Sub LFO.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
The speed of the sample&hold wave will be
faster than the other waves.

@ Time (0...99): The time length used for Sub LFO
delay or decay.

® P Mod Depth (0...127): The depth of pitch
modulation produced by the Sub LFO.

Wave: The following four waveforms can be
selected for the Sub LFQO,

Triangle Saw Down
*/*\’A%LV‘) Time "W > Time
Square Sample/Hold

Mode and Time: The mode and time settings work
together to determine how the Sub LFO will
begin or end. When Mode=delay the Sub LFO
will begin after the time delay specified by €@
Time. When Mode=decay the Sub LFO will
affect the sound beginning immediately from
when the key is pressed, but will gradually die
out after the time delay specified by @ Time.

= Tiine - 1__1 (11 r 2> Time

Mode = Delay

> Fime

1
Koy on
Maode - Delay

-—=>» limc

147



VOICE EDIT MODE

AFM ELEMENT DATA

7. (F1) AFM pitch EG (Switch)

JUMP #246

Summary: The pitch change over time created by
the pitch EG can be switched on/off for each
operator. To set the shape of the pitch EG, see
7. (F2) AFM pitch EG (EG sertings).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PitchEG and press (JUMP #246)
F1 (Sw)
Specify: pitch EG switches, scaling, and range

AFM PLITCH Ef aF [%ﬁi%‘ 246

VOICEBY -DBic49) ST+Corcert(EI-AFM)
[Op1 |0P2 0PI J0E4d 'R _|OPE

~PEG Suw {‘Df'f'l ott] on | ot ot

Fate Scaling = + 8 |

Velocitd Su = on
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2
-
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& B Hld
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@ PEG Sw (off, on): When the Pitch EG Switch is
“off” for an operator, it will not be affected by
the pitch EG.

® Rate Scaling (~7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this is set o
+1...+7, the pitch EG will be faster for higher
notes. When this is set to —1...-7, the pitch EG
will be slower for higher notes. When this is set
to 0, the pitch EG will be the same rate for all
notes.

® Velocity Sw (off, on): When this is on, strongly
played notes will cause the pitch EG to change
OVver a greater range.

@ Range (1/2 oct, 1 oct, 2 oct, 8 oct): This deter-
mines the maximum range of the AFM pitch EG,
from 1/2 octave to 8 octaves.

PEG Sw: When using the Pitch EG to make the
pitch of a sound change over time, you will nor-
mally turn the PEG switch on for a!f operators. If
the pitch of a modulator operator changes while
the pitch of another operator it is modulating re -
mains constant (or vice versa), the car
rier:modulator ratio will shift during the duration
of the sound, changing the overtone structure.
This can be an interesting effect in its own right.

Rate Scaling: This setting determines how Pitch
EG Rates (the speed of pitch change) will be
affected by the key number of each note. The
following diagram shows the result when Pitch
EG Rate Scaling is set to +7. Notice that high
notes have a shorter pitch EG (faster EG rates)
than lower notes.

1
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o

Velocity Sw (velocity switch): When this is “on”,
strongly played notes will causc the pitch EG to
change over a greater range.

AFM ELEMENT DATA

7. (F2) AFM pitch EG (EG settings)

Summary: The pitch EG creates a fixed shape of
pitch change over time for each note. To switch
the pitch EG on/off for each operator, see 7. (F1)
AFM pitch EG (Switch).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PitchEG and press  (JUMP #247)
F2 (EG)
Specity: pitch EG parameters
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JUMP #247

AFM PITCH EG OF IWREEE 247
UDTCERT ODE1¢49)  ST#Cancort Teiea <

(% 11052911 La= + @

R1=34 Li= + @

0ff Re=bi— L=t &

At

SOl EG | I 5415
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© This indicates the time length shown by the
graphic display. To change this, hold SHIFT and
press FI—F6 (x1, x2, x5, x10, x20, x50). The
exact length of time will depend on the range.
When the pitch EG range is 1 octave, the
graphic display will cover approximately 0.5 sec-
onds at “xI” and approximately 5 seconds at
“x507,

® This indicates the EG segment (“scgl-3" or

“relt”) from which the pitch EG graphic display

begins. If the EG is too long to be fully shown in

the LCD, hold SHIFT and press F7 or F8 to move

the pitch EG graphic display to a different

segment.,

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1-3 and the

Releasc Rate determine the speed of the piich

EG. Higher settings result in faster change. A

rate of 63 will make the pitch jump nstantly to

the next level.

® L1013, RL (-64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

e
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Rates and Levels: When you press a key, the
pitch will begin at the level of LO, and will
change at the rate of R1 to level L1. When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches L2, it will change at the rate of R3 to the
level of L.3 and will stay at L3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

High (+) 83

Normal pitch Time

// : \\r///;T r\\\\\

[ |
LO : L L2 rORL
Low (-) 64 ; ! | : !
—R{—'—R2——R3— +—RR—

A A

Key on Key off

Note: Even if the AFM pitch EG and the AWM pirch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
change.
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8. AFM filter

JUMP #248

Summary: The two filters of each element can be
used to control the tone in various ways.
Procedure:
From: AFM Element job directory (JUMP #230)
Select: job O8:Filter (JUMP #248)
Specify: the desired job and press ENTER

AFM FILTER oF I%ﬁqﬁ 242

DOICERL -DB1<{49) ST+ConcertCEl-AFM) -
[S0KS

Hl:Cutoff Freduenc'd | _

BZiCutaff Scalind

WS Lutott B

5 = - 51 Hlg

©@ Move the cursor in this area to select a job and
press ENTER 1o move to the selected job.
01: Cutoff Frequency: Make overall settings for
the filters.
(02: Cutoff Scaling: Specify how each filter will be
adjusted across the keyboard.
03: Cutoff EG: Specify how each filter will
change over time.
@ Pressing F1-F3 will select the corresponding job.
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AFM ELEMENT DATA / AFM FILTER

8.0 Copy filter

Summary: Any time while editing a filter, you can
copy the data from one filter to the other filter.
Procedure:
From: 8.1 Cutoff Frequency
8.2 Cutoft Scaling
8.3 Cutoff EG
Press: COPY
Select: the copy direction {1 =2 or 2-1)
To exccute: the copy operation press 8 (Go)
To quit:  without copving press EXIT

(JUMP #249)
(JUMP #2500
(JUMP #252-#255)

COPY FILTER

Cord Direction = 1IKENFE

[E{n]

Specify whether to copy the data from filter 1 to filter
2 (1—=2) or from filter 2 to filter 1 (2—1). Press Iy
(Go} and the data will be copied. It you decide not to
copy the data, press EXIT to exil without copying.

The filter type (HPF/LPF/THRU) will not be
copied.

AFM ELEMENT DATA / AFM FILTER

8.1 Cutoff frequency

JUMP #249

Summary: Each filter can be set to a different type,
cutoft frequency, and control source. Overall
resonance. velocity sensitivity, and LFO Cutoff
Sensitivilty can also he specified.

Procedure:

From: AFM Element job
directory 8. AFM filier
Select: 01:Cutoft Frequency
Specily: parameters for filters 1 and 2

(JUMP #248)

(JUMP #249)

CUTOFF FREQUENCY N aF !%ﬁ‘ﬁﬁﬂ 243
UOICEBRI -D&elc49) ST#Concert(El-HEM)
Ui | Cutoff Fred [ Ctel
1lter I 699,72 Hr ¢ 297 ‘ ==
Filter? ' 699, 2| Hx 595 EG
Fesonance =‘ 5] Uelogitd Sens =41
LEO Tutoff Sems =—+T
] SHNG ]
0o 66 ® 0 0006

@ Filter 1 Type (Thru, LPF, HPF): Fiiter | can be
used either as a Low Pass Filter (LPF) or as a
High Pass Filter (HPF). When “Thru™ is
selected the filter will have no effect.

@ Filter 2 Type (Thru, LPF): Filter 2 can be used
only as a4 LPF.

Cutoft Freq (HPF = 0 H: 11.66 k2
(0...114); LPF = O Hz ... 22.43 kH» (0. .127):
The cutol! frequency of each filter can be
adjusted independently. The number 0...127
displayed in parentheses indicates the data
value input when using the numeric keypad.
Note thut the highest HPF setting is 11.66 kllz.
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A Cul (EG, LFO, EG-VA): Each of the two filters
can be controlled in a different way. For details,
see the explanations helow for Ol = £G, Cirl =
LEO, Ctrl = EG-VA.

B Resonance  (0...99): Higher settings  of
resonance will result i a more pronounced peak
ol emphasis at the cutolf! frequency. This setting
will apply to both filters | und 2.

® Velocity Sens (-7...+7): This determines how
the cutoff frequency of both filiers will be altected
by key-on velocity. For positive scttings
(-+1...+7) the cutoff frequency will increase as
you play more strongly, resulting in a brighter
sound. For negative settings (- 1...-7) the cutoff
frequency will decrease as you play more
strongly. resulting in a darker sound.

@ LFO Cutoff Sens (~7...+7): This determines
how Filter Modulation trom the Main LEO will
aftect the filters. This sctting also determines
how sensitive the filters will be 10 the controller
assigned to Filter Bias in Voice common data
12.(F3) Controller set (Other) (JUMP #22%)
(page 130). Negative settings will reverse the
effect of the assigned controller.

© Sync: This i not a parameter, but a convenience
that allows you to adjust both liliers together.
When you press e t5yvined, the “Syne™ display
will be mverted. and &l adjustments you muke
1o either filter 1 or filter 2 will be automatically




set for the same paramcter of the other filter.
This is useful when you are using the two filters
in tandem to act as a steep 24 dB/octave filter or
as a 12 dB/octave band pass filter. See the
following explanation Type and Cuioff Freg.
Press 6 once again to cancel filter sync editing
mode.

Type and Cutoff Freq: Filter 1 can be used either

as a Low Pass Filter (LPF) or as a High Pass
Filter (HPFF), and filter 2 can be used only as a
LPE.

When set 1o LPF, filters 1 and 2 will allow
sound lower than the cutoff frequency to pass
unchanged, and will diminish the sound above
the cutoff frequency. When set to HPF, filter 1
will allow sound higher than the cutoff frequency
to pass, and will diminish the sound below the
cutoff frequency.

Low Pass Filter (LPF) High Pass Filter (HPF}

Level Level
A

RN VA

Frequency Fregquency

By setting filter 1 to HPF and filter 2 to LPF,
you can create a Band Pass Filter that passes
only a central band of frequencies.

LPF BPF
(Filter1) (Filter2) (result)

Each of the SYY9's filters has a slope of
12 dB/octave. This means that if the cutoff
frequency of an LPF is | kHz, frequencies at
2 kHz will be reduced by 12 dB und frequencies
at 4 kHz will be reduced by 24 dB. If you set
both filters 1 and 2 to LPF, set both to the same
cutoff frequency, and set both filter EGs in the
same way, the result will be the equivalent of a
single 24 dB/octave filter. The filter copy function
explained in 8.0 Copy filter 1s a quick way to give
both filters the same settings.

VOICE EDIT MODE

RN R e

E -
12 dB/octave 12 dB/octave 24 dB/octave
(Filtert} (Filter2) (result)

24 dB/octave filtering creates a sharp cutoff
which is quite obvious, while 12 dB/octave filter-
ing is a more subtle effect. Analog synthesizers
of the past have used both types. 12 dB/octave
filtering was considered especially suitable for
strings, and 24 dB/octave filtering was com-
monly used for brass or synth bass sounds.

Resonance: Resonance lowers the level of sound

helow the cutoff [requency, creating an increased
peak of emphasis. (This may reduce the overall
volume.) High settings of resonance will make
changes 1n cutoft frequency quite casy to notice.
When the two filters are being used in tandem
as a Band Pass Filter (1.c., when filter 1 is set to
HPE), resonance will have no effect.

AN

Resenance = 0 Resonance = 20

Extremely high settings of [ilter resonance will
make the filter oscillate so that it produces a
pitch of its own. This is a technique often used
on analog synthesizers of the past.

Ctrl = LFO:; When Crirl is set to LEQ, the filter will

be controlled both by the Main LFO and by the
controller which has been assigned to Filter
Cutoff Depth. (Refer to Voice common data
12.(F4) Controtler set {Pan), page 130.) Key
velocity will shift the cutoff frequency.
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Ctrl = LFO

Filter Modulation Depth
{Common 12. (F2) Controllers set
(Pitch hend))

Filter Modulation Depth

Fitter Cutoff Depth
12. (F4) Controllers set

{AFM element 5. LFO {Main)) {Other)
L ~ LFOCutoff ] ‘
— Sensitivity -7 ... +7 S
(LFO) {for both filters) (direct offset

— e ‘ S bias)

Ctrl = EG: When Ctzl is set to EG, the filter will be
controlled by its own filter EG as explained in
the following section 8.3 Frlter EG. If Velocity
Sense 1s set to a value other than 0, key velocity
will shift the overall oflset of the EG. The posi-
tion of the controllers assigned to Filter Modu-
lation Depth and Filter Cutoff Depth will be
sampled at the beginning of the note (key on),
but will have no cftect during the note.

Ctrl = EG-VA: When Curl is set to EG-VA (EG
voice attack), the filter will be controlled by its
own filter BEG as explained in the following sec-
tion 8.3 Filter EG. If Velocity Sense is set 1o a
value other than 0, key velocity will modify L1
(level 1) and R1 (rate 1) of the filter EG.

Ctrl=EGorCtrl = EG - VA

Filter Medulation Depth
(Common 12. {F2) Controllers set
{Pitch bend))

Filter Modulation Depth
{AFM element 5. LFO

Filter Cutoft Depth
12. (F4) Controllers set

(Main}} (Other)
l " lrocuett i
PR Sensitivity —7 ... +7 .

{LtFOy - {for both filters) (dwreg?; g)ffset

Note: When Ctrl=EG or Cuil=FEG-VA, the effect of
the controller on the cutoff frequency will be fixed
when the note is played. Moving the controller
after playing the note will have no effect.

AFM ELEMENT DATA / AFM FILTER

8.2 Cutoff scaling

JUMP #250

Summary: The cutoft frequency of cach filter can be
adjusted across the keyboard.
Procedure:
From: AFM element job
directory 8. AFM filter
Select: 02:Cutoff Scaling
filter 1 press F1 (Flt1)
filter 2 press r2 (Filt2)
Specify: filter scaling parameters

(JUMP #248)

{JUMP #250)
{JUMP #251)

[cuTorF

SCALING OF IMRGEE 250
UDICERPI-AA1CB1> AP Rocky Toyass.. 23
“LPF COF = 2.04TkHZC 855 Hobe | OF et
{ TFITE 1 - g

EP2|E 2 | + 16

| = KD
3 g +

FItZ ':-'L::'lﬂC AT
o ) o

O This indicates the type of the filter being cdited,
and its cutoff frequency. The cutoff frequency can
be modified from this job, but to modify the type
of filter you must use job 8.1 Filter cutoff.

® BPl-4 (Break Point): Note (C-2...G-8) and Off-
set (~127...+127) of each Break Point determine
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how the cutoff frequency level of the filter will
vary across the kevboard. When the cursor is
located at note. you can press 1°7 (Kbd) and
press a key to enter the new note setting.

® Sync: Press Ko to turn filter sync editing mode on
or off. For details, refer to & Sync on puge 150.

Break Point: The filter cutofl’ frequency can be
made to vary depending on the note that is
played. On most acoustic instruments, notes
differ in tone depending on the range in which
they are played.

Use the four break points to specify how the
filter cutoff frequency will be adjusted across the
keyboard. Offset (—127...4127) determines how
the cutoff frequency will be adjusted at each of
the four points specified by Note (C-2...G-8).

The four note settings must be in ascending
order. [t is not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.




The following diagram shows how the filter
cutoff frequency would be adjusted across the
keyboard for the values in the LCD above.

n
& BP2 = 410 BPE =17 Bpa- .4
0 ; l :
BP1 - 4 : ;
-127 i . § -
81 B2 ‘ G4 A5
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The offset at each break point is added to the cutoff
frequency of 80. For example the offset at break
point 1 (E1) is -4, so the resulting cutoff frequency
at E1 is 76. The resulting cutoff frequency is limited
to the range of 0...127.

AFM ELEMENT DATA / AFM FILTER

8.3 Cutoff EG

JUMP #252

Summary: The cutoff frequency of each filter can be
moved over time by its own EG to make the
tone change.

Procedure:

From: AFM element job directory (JUMP #24%)
8. AFM filter
Select: 03:Cutoff EG

filter 1 rates press (JUMP #252)
F1 (Flt1), F3 (Rate)

filter 1 levels press (JUMP #253)
F1 (Fltl), F4 (Lvl)

filter 2 rates press (JUMP #254)
F2 (FIt2), F3 (Rate)

filter 2 levels press (JUMP #255)

F2 (Flt2), F4 (Lv])
Specify: filter EG parameters

CUTOFF EG 0P [%ﬂq:‘ 252
VOICEBI —D@1(49> ST*Concert (E1-HFM

(x 1][Sedl] B
H F‘l RE1=1%
2= :s RRZ= &

| F‘ = K
Fa=2 o Ros+]

F1t IRRRRRat ! Tinc T g
|_r-.r—.—l
o o o o 53
CUTOFF_EG op s 253
VOICEBI -IMid420 ST*CDhPer*t,[(%:}EIIF‘M)
[x 1105eal] ng
+ Li=+30 RL1=-38
LZ2=+15[ RL2=-308
Z=+15
— Ld=+13
12 Hate 54NG Hid
) ry e}

@ This indicates whether you are editing the EG of

e

(7]

filter 1 or 2.

This indicates the displayed segment and range
of the EG graphic display. To change the display
range, hold SHIFT and press F1-F6 (x1, x2, x5,
x10, x20, x50). To shift the display to a different
segment, hold SHIFT and press F7 or F8
(Segl...Segd, Rell).

The filter EG is graphically displayed.

R1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates !4 and Release Rates 1
2 determine the speed of the filter EG. Higher
settings result in faster change.

RS (Rate Scaling -7...+7): Rate Scaling allows
the filter EG rales to be increased or decreased
depending on the key that is played. For positive
settings the EG rates will increase as you play
higher notes, resulting in shorter envelopes. For
negative settings the EG rates will decrease as
you play higher notes, resulting in longer
envelopes.

LO-1L4, RL1-2 (Keyon Levels, Release Levels
—64...+63):. Keyon Levels 0-4 and Release
Levels 1-2 determine how the filter EG will in-
crease or decrease the cutoff frequency specified
for the filter.

Sync: Press Fé6 to turn filter sync editing mode on
or off. For details, refer to ® Sync on page 150.

Rates and Levels: The levels of the filter EG do

not directly determine the cutoff frequency of the
filter, but rather adjust the filter cutoff frequency
you set i 8./ Filter cutoff.
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When a note is played, the filter cutoff will
be adjusted by the amount of L0, and will change
at the rate of R1 to level LL1. When the level
reaches L1, it will change at the rate of R2 to the
level of L2. When the level reaches 1.2, it will
change at the rate of R3 to the level of .3, When
the ievel reaches L3, it will change at the rate of
R4 to the level of L4. The filter cutoff frequency
will remain at the level of L4 as long as you con-
tinue pressing the key.

When you release the key, the filter cutoff
frequency will change at the rate of RR1 to the
level of RLL1. When the level reaches RL1, it will
change at the rate of RR2 to the level of RL2,

Cuwtoff frequercy
A L3

+ L1
1 : |
! 1 ! |
0

J : \ : 4\77”7777 RLz > Time
| L0 : . L4 ! i ;
E : | . | i |
| | ! IRLT i
| ‘ | ; | P | |
[ | | |
Lyr-pitRrz2 R3+Ra ~~ARIRAZ
A A
Key on Koy off

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

i

[N I
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15. Initialize AFM element

Summary: Initialize the AFM e¢lement data being
edited to a set of basic values.
Procedure:
From: AFM Element job
directory
Select: job 15:Initlz
To execute: the initialize operation press YES
To quit:  without executing press NO or EXIT

(JUMP #230)

INITIALIZE AFM ELEMENT

ARE YOU SURE 7

(des or MNo)

This function sets all AFM element data values to
the minimum or simplest possible seitings. When
creating your own new voices it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can be helpful.
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If you are sure you want to initialize the AFM
element data, press YES. The AFM element data
being edited will be set to the values shown below,
If you decide not to initialize, press NO or EXIT.

This function itializes only AFM element data.
Other initialize functions are provided for initializing
Voice Common data and AWM element data. Refer
to Voice Common 15 (page 132). Initialize voice or
AWM element 15. Initialize AWM element (page
170).

Initialized settings for AFM element data

01 Algorithm Set
Algorithm number = 30
Feedback 1 = none (free)
Feedback 2 = none (free)
Feedback 3 = none (free)
Input Level 1 = 7 (operator 1-5)
Input Level 1 = 0 (operator 6)
Input Level 2 = 0 (all operators)
Noise = Off (all operators)
AWM Wave = Off (all operators)




02 Operator Oscillator (all operators)
= Ratio

03

(4

06

Freg.Mode
[reg
Detune
Wavelorm
Phase Sync
Init Phase

1.00

H)

| (sine)
On

0

Operator EG {all operators)

Keyon Hold Time
Keyon Rates -4
Keyolt Rates 1-2
Rate Scaling
Keyon Level 0
Keyon Levels 1-4
Keyotf Levels 1-2
Loop Point

Operator OQutput
Output Level
OQutput Level
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Levels

Keyon Velocity Sens
Rate Velocity Switch
AMS
PMS

LFO
Main LFO
Wave
Speed
Delay Time
AMD, PMD, FMD
Init Phase

0
63
63
H)
0
63

=

4

127 (operator 1)
O (operators 2-6)

= Cl

5 Operator Sensitivity (all

It

G2
E4
Co
0 {brcak points 1-4)

operators)

triangle
35

=0

0
0

07

08

Sub LFO
Mode
Wave
Speed
Tmme
PMD

Pitch EG
Operator On/Off
Rate Scaling
Velocity Switch
Range

Keyon Rates 1-3
Keyoft Rate 1
Keyon Levels 1-3
Keyoff Level |
Filter

Resonance
Cutoff Mod Sens
Keyon Velocity Sens

##% following data 1s same for both filters

Filter Type

Filter Control
Cutoll Frequency
Break Pomt 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Offset
Keyon Rates 1-4
Keyoff Rates 1--2
Rate Scaling
Keyon Levels 04
Keyoff Levels 1-2
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delay
triangle
80

0

0

on (all operators)
10

= off

8 oct
63
63

il
thru
LFO
127
1
G2
E4
C6

3 (BP 1-4)
63
63
20
+0
10

AFM ELEMENT DATA

16. Recall voice

Summary: Recall all data of the previously cdited

volee.

Procedure:

To exccute:

From: AFM Element jub
directory
Seleet: job 16:Recall voice

To quit:

the recall operation press YES
without executing press NO or EXIT.

(JUMP #230)

Note: This operation recalls all voice dara, not just
AFM element data, and is also available while
editing Comman data, AWM FElement data, or
Drum Set data. For details refer to Voice Com-
mon 1o, Recall voice, page 133,
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AWM element data

AWM ELEMENT DATA

AWM element job directory

JUMP #256

Summary: This directory shows the jobs which edit
AWM element data.
Procedure:
From: voice edit mode (JUMP #200 or #201)
When: editing a normal voice that contains
AWM elements
Select: an AWM element F3—Fs
(E1-E4)

(JUMP #256)

-
O
—
O
T
I
o
—
—
mm
o
D
M
3=
mm
A
papal
==
2=
P
n
[ag)

=] -DB1C{49) ST*Concer az

N e T e

NE 07:PiLchEGI1f ——— - Initlz

I:H s t.o PE ey r W¥Recsall]
ode Lom < q

o o

@ This arca shows the number (E1-E4) and type
(AFM or AWM) of elements in the selected
voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

02:WaveSet (AWM waveform set): Select an
AWM sampled waveform and specify the pitch
at which it will sound.

03:EG (AWM EG): The AWM Amplitude EG
determines how the volume of each note will
change over time.

04:Output (AWM output): The output level of an
AWM element can be adjusted across the key-
board.

05:Sensitv (AWM sensitivity): Key-on velocity can
affect the volume or the speed of attack and de-
cay. The control signal from the AWM LFO can
create vibrato, tremolo, or wah-wah.

06:LFO (AWM LFO): The AWM clement LFO
creates a cyclically changing control signal that
can be used for tremolo, vibrato, or wah-wah.

07:PitchEG (AWM pitch EG): The pitch of each
note can be made to change in a fixed way over
time.

08:Filter (AWM filter): The tone of an AWM ele-
ment can be made to change in a fixed way over
time, or can be controlled by a controller or the
LFO.

15:Initlz (Initialize AWM element): When you are
creating a voice from scratch, it is sometimes
convenient to set all AWM element data to the
basic or minimum values.

16:Recall (Recall voice): All data of the previously
edited voice can be recalled.

AWM ELEMENT DATA

Copy element

Summary: While editing any AWM parameter
(except for 8. AWM filter), you can copy data
from an AWM element of another voice into the
AWM element you are now editing.
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Procedure:
From: AWM element job 2,3, 4,5,6,0r7
Press: COPY

Press: F1 (Src) and select the source voice
Press: F2 (Elem) and select the source ele-
ment
To execute: the copy operation press Fs (Go).




® This copy operation is identical to the operation
explained in AFM element data, Copy element
(page 135). Please refer to that section for
details.

e This copy operation is possible only while inside
one of the AWM editing jobs. It is not available
from the AWM job directory.

VOICE EDIT MODE

® Pressing COPY while editing 8. AWM filter will

access the Copy Filter operation. For details,
refer to AFM element data, 8.0 Copy filter, page
150.

AWM ELEMENT DATA

2. AWM waveform set

JUMP #257

Summary: Select an AWM waveform and specify
the pitch at which it will sound.

Procedure:
From: AWM Element job directory (JUMP #256)
Select: job 02:WaveSet (JUMP #257)
Specify: the waveform and frequency
Al WAVEFORM SET 237
VOICE=I -DB1¢49) STxConcert (E3- AWM
Wave form = |a J
Freduencd Mode = normal—
Freduencd Fine = + B—
Frel FreZ Tard Intr HFH
) ©0e o

AWM WAVEFORM SET

Have form
Freduency Mode
Freduencd Fine
Fixed MNote

Frsetl 31 Strings?

nuny

+
c,3

257
UDICEBI -DA1(49) ST+Concert (E3-/AWM)

| ]

e o

@ Waveform: Select an AWM waveform from
mternal preset memory (Prel, Pre2), a wave-
form card (Card), a waveform consisting of user-
loaded samples (Intr), or the waveform produced
by the output of the AFM element (AFM).
When the cursor is located at Waveform, you
can press a function key FI1-F5 to select the
waveform type. For details, refer to the following
explanations of Waveform=.

® Frequency Mode (normal, fixed): When this is
set to “normal”, each note of the keyboard will
play the selected waveform at a different pitch.
When this is set to “fixed”, the waveform will
be played back at the pitch specified by @ Note
Number regardless of which note was played.

® Frequency Fine (-64...+63): This is a fine
adjustment of the waveform pitch.

® Note Number (C-2...G8): This setting will

appear only if frequency mode @ has been set to
“fixed”. This setting determines the pitch at
which the selected waveform will be played
back. When the cursor is located at Note Num-
ber, you can press F8 (Kbd) and then press a
key to specify the note number.

When the cursor is located at Waveform @, you
can press a function key FI-F5 to select the
waveform type. Pressing FI-F3 will select Pre-
set 1, Preset 2, or Card waveforms. If the con-
tents of a waveform card have been loaded into
sample memory by the Card utility 4.Load from
wave card operation (page 264), or if you have
created waveforms from samples that were
loaded into sample memory from disk or via
MIDI sample dump, pressing F4 (Intr) will
select these waveforms. If the voice mode is
09:1AFM&1AWM or 10:2AFM&2AWM,
pressing F5 (AFM) will select the waveform
produced by the output of the AFM element. For
details, refer to the following explanations of
Waveform=.

Waveform = Preset 1/2: The 8 Mbytes (4

Mwords) of preset waveforms in internal ROM
are organized as follows.
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Preset 1
No. WaveForm No. WaveForm No. WaveForm No. WaveForm
[ "‘.‘“—”_Piané)7 V a 40 Celesta i 79 EG Harmi o - 1 i87; HIdP -
2 | Trumpet ) ) 41 Harpsi 80 | EGHam2 ) 119 (;hoké o
3| MueTp 1 42 | Pipe Wy 81 . EG Mute 7 120 | Claps 1
4 | MuteTp 2 43 | AnlgBrsi 82 | EG Comp 121 Claps 2 o
5 | Horn 44 | AnigBrsz 1 83 | EGDist 122 Cowbellt
6| Flugel | 45 | AnlgBrs3 [ 84 EG Pkt 123 | Cowbeli2 i
7 | Trombone 46 | Pad 1 85 | EG Pluk2 1 124 Tambm
8| Tuwba 47 | Pad2 86 | BD1 125 | Shaker
9 | Brass o 48 . AnlgBass g7 | BD2 126 | FrgrSnap
10 | BrsFall | 20 | Frussyn 88  BD3 o 127 | AnigPerc
11 | Tenor1 50 | Chorus g9 eoa 128 | NoisePre o
_7”1 2 i Tenor2 v 51- ‘ Chorus L 90” 7BD 5 129 | Scratch i
13 | Alto Sax 52 | Chorus R 51 | BD6 N 130 | Agogo |
14 ; Baritone 53 | ltopia a2 | 807 1 1131 Berimbau i
15 | Soprano T 54| Choir | 93 | BD 8 132 | Bongo
16 | Tenors 55 | OohChoir 94 | SD 1 ) 133 | Cabasa
17 | Flute B [ 56 | Vibe 95 | sp2 134 | Cga Hi
18 Clarinetm N 57 | Marimba N F976 SD 3 1‘ 3.5 __Eée.l_k_i}-SIp o |
19 | Piccolo N 58 | Tubular 97 | SD 4 136 | Cgato )
77-207J|‘7F?eed_ WV o R ) 59 -—_k-;;lobhon 98 SD 5 o ﬁig% W‘ VﬁCgaL.OSlp R
| 21 Basoon - ECL Gjocken 99_1_896 77138 _‘7017;17\19
22 | Recorder 61 SteelDrm 1060 | SD 7 139 - Guiro 1
23 | MitReedWv 62 | HandBell 101 | sD8 o 140 Guro2 |
24 | PanFlute ] 63 Shamisen 7 102 | SD9 | 141 © Maracas
25 | Violin 64 | Koo 103 | SD Side 142 | SDroll
26 | Cello 65 | Harp 104 Tom 1 N 143 | Tabla Hi
|27 | conaBs 66 | Sitar 105 | Tom 2 144 | Taplalo
28 | Pizz 67 ! E.Bass 1 106 | Tom3 145 | Temple
20 | SectPizz 68 | EBass2 107 | Tom 4 146 | Timbalet :
30 | Stringst 69 | EBass3 108 | Tom & | [ar [ Timbaee
31 | Strings? 70 | ThmpBass 109 | Tom & 148 | Tmpani
| 32 StringsL 71 | SlapBass 110 | HH foot 149 | Whisie
33 | StringsR 72 | Fretless | 11 | HH light o 150 . Belires
a4 | Organ1 73 | WoodBass 112 | HH mid - 151 | BDs Wy
[ 35 | organz 74 | GuSteel 113 | HH heavy 152 | SDs Wy )
36 | E.P.Wvi n 75 | GtrNylon 114 | HH open 153 | Toms Wv
37 EPWv2 76 | 1zstring | 115 | HHclAnlg 154 | CymbalWy
38 | Clavi 1 | 77 T EG snge 116 | HHopAnrg 155 | Drums Wy N
[ 39 | Clavi2 | 78 EG Humbk ”-177—J\_C;1_SH o

158



VOICE EDIT MODE

Preset 2
No. WaveForm No. WaveForm No. WaveForm No. WaveForm
1 Piano Np - - 7é7797 Wﬁ%ypisi 57 Dig\VOXZ ) 85 SIEH-];"E“O-_-"““__“. T
2| EP.Np o 30 | BellRing 58 | DigiVox3 g6 | St
3 Vibe Np 31 S;(qua‘tlri 59 | DigiVox4 87 "WS'iuff 22 7
4 | DmpPiano 32 | EleMagic 60 | Digivexs | 88 | swffzz
5 | Bottie 1 33 | Vox Bell 61 | Pluse 10 89 | swif2da |
6 | Botlle 2 34 | Mellow ) 62 | Pluse 25 90 | stff2s |
7 | Bottie 3 35 | BigSyn L i 63 | Pluse 50 o1 | stff 28
8 | Tube 36 | BigSyn R 64 | Tri 92 . Sif 27 )
"o | VocalGa 37 | VoxGrace 65 | Digiwild 93 | Stuff 28
10 | Vocal Ba 38 | Cry Bell 66 | Stuff 1 94 | Swffzs
11 Sax tran 39 | Voices 67 7S}L-Jff>2 ﬁiégi 7Siuff 36“"“___"
12 | Bow tran 40 | AnlgSaw1 7 58 Stuf-fmé_._-n_mm 96 Stuff 31
13 B 41 | AnlgSaw?2 ) 69 | Swif 4 o7 | Suif 32 )
14 | Tear 42 . CS Saw | 70 swis 98 | Stuff 23 B
15 | Bamboo 43 | CS sgr 71 | Swffe 99 . Swff 34
16 | Cup Echo - 44 | Digitald B 72 | swr7 160 Switas
17 | Digi Atk 45 | Digital2 73| swits 101 ¢ Stulf 36
18 | Temp Ra 46 | Digital3 o “74 lswie | | to2 | swirar |
19 | Giri 47 | Digital4 75 | Swif 10 103 | Swras
20 | Water 48 | Digitals 76 Stulf 11 104 | Swifsze
21 | Steam 49 | Digitalé 77 | sl 12 105 | Stuff 40
22 | Narrow "50 | Digitai7 78 | Stuff 13 - 106 | Stuff 41
23 | Airy 51 | Digitalg 7 79 | Swff 14 107 | stur 42 o
|24 | styroll 52 | Digitald 80 | Stuff 15 | 108 | stuft a3 o
25 | Noise 53 | Digitl0 84 | Stff 16 100 | Stff 44
26 | Bell Mix 54 | Digitl11 82 | Swff17 110 | switas
27 | Haaa 55 | Digitl12 83 | Suwif 18 ol 1t | swfas
28 | OhAttack N 56 | DigiVoxT 84 | Stff 19 1 [ 12 switar
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2.0 Waveform edit

Summary: Using these functions, you can edit the
samples that have been loaded into the internal
sample memory, and assign them as waveforms.

Procedure:

When: internal waveforms have been selected by
pressing F4 from waveform set
(JUMP #257)
Press: F8 (Edit).
Select: a waveform to edit.
Specify: the first and last samples used by the
waveform.

Toclear: the sample assignments for the wave-

form, press 5 (Init).

To rename: the waveform, press 7 (Name).

To edit: sample data, press F§ (Smpl).

WAVEFORM EDIT

Waveform name From
g i = Al
B2 New, Have

63
I3 INTTWAVE -
4: Ir'JI--NFIUE —_—

HEES

| g axla]

Init— —HName SmP1—

0 6 0 © © o

© This arca displays the names and numbers of
internal waveforms (1-64). Move the cursor or
usce the numeric keys to select a waveform.
[f necessary, press 1 or 1’2 to scroll the display.

@ Move the cursor to the “From™ column to spec-
ify the first sample used by the selected wave-
form.

® Move the cursor to the “To” column to specify
the first sample used by the sclected wavetorm.
(The samples used by a waveform must be con-
secutive.)

® To initialize the currently selected waveform,
press F7 (Init). For details refer to the following
section {nitialize waveform.

® To rename the currently selected waveform,
press F7 (Name). For details refer to the folow-
ing section Waveform name.

® To edit samples or change the sample assign-
ment for the currently selected waveform, press
F§ (Smpl). Refer to the following section Sample
USSigH.
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To

copy samples: Samples may be copied within the
sample memory using the sample utility function
(JuMP #827) described in Sample wutility
I.Sample directory, page 275.

load samples: To load samples via MIDI sample
dump, simply connect the MIDI OUT of the
transmitting device to the MIDI IN of the SY99,
and make the transmitting device transmit a
sample dump. The SY99 can receive sample
dumps at any time, regardless of the mode it is
n.

To load sample data from a floppy disk, use
the operation described in Sample utility 3.Load
from disk, page 277. To load wavetform data from
a waveform card, use the operation described in
Card utility 4. Load from wave card, page 264.
Samples from disks and waveform cards may be
edited; keep in mind, however, that sample data
loaded to the SY99 from waveform cards and
copy-protected disks cannot be saved to disk or
output via MIDT sample dump.

Before samples can be used in an AWM
element, they must be assigned to a waveform.
Refer to the following section Sample assign.

Remarks: When referrig to this and the following

sections, keep in mind the difference between
samples and waveforms:

A sample 15 a piece of digitally recorded
sound. You can load up to 99 user samples from
disk or via MIDI sample dump, and adjust the
pitch, volume, and loop mode of each sample. (It
is not possible to edit the samples of a preset or
card waveform.)

A waveform consists of one or more samples
assigned across the keyboard. You can create
64 user waveforms by specifying a range of
samples to assign to the waveform, the key
range sounded by each sample, and the key at
which each sample will sound its original
recorded pitch. (It is not possible to edit preset
or card waveforms.) Refer to the following sec-
tion 2. (F8) Sample assign.
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AWM ELEMENT DATA / WAVEFORM EDIT .. .
2. (F5) Initialize waveform

Summary: You can initialize the currently sclected If you are sure you want to initialize the wave-

waveform using this function. form, press YES.

Procedure: When a waveform is nitialized, it is renamed
From: Waveform edit “INT-WAVE” automatically. Dashes are displayed
Press: F7 (Name) mn the “From” and “To” columns for initialized

To execute: initialization press YES. wavelorms when the Waveform edit function is

To quit:  without initializing press NO. selected.
INITIARLIZE WRUEFORM Remark: This function initializes the settings for a

single waveform only. It does not initialize the
QRE VOU SURE '? SY99’s internal sample memory. To initialize
sample meniory, use the itialize saumple proce-
dure described in Sample utility 5.Initiatize
sample. page 278.

(Mes ar Noo

This function mitializes all sample assignments
for the currently selected wavetorm.

AWM ELEMENT DATA / WAVEFORM EDIT

2. (F7) Waveform name

Enter an eight-character name for the waveform.
To clear the currently entered name press Fl
(Clr).

To switch to upper-casc letters press F2 (Uppr).
To switch to lower-case letters press F3 (Lowr).

Summary: You can usc this function to change the
names of internal waveforms.
Procedure:
From: Wavcform edit
Press: F7 (Name)
Specity:  the waveform name.

o ©Q

_ Remarks: Methods of entering character data are
WHUEFORM HAME explained in How to enter character data, page
30.

¥ _
(M4 Fianol

CIr err R

)
) o o 0

AWM ELEMENT DATA /s WAVEFORM EDIT

2. (F8) Sample assign

Summary: Here you can edit the original key, key Specity: the onginal, low key, and high key
range, volume, pitch, and loop settings lor cach assignments for the selected sample.
sample. To rename: the sample, press F7 {(Name).

Procedure: To edit: the volume, pitch and loop settings tor

From: waveform edit the sample, press Fs.

Press: b8 (Smpl)
Select: one of the samples assigned to the
currently selected waveform.
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. i1
FianoHi

& ¥

0

L1 2] (2] (4]
This area displays the names and numbers of
the samples that are contained in the SYY99’s
mternal sample memory. Move the cursor or use
the numeric keys to sclect o sample. If neces-
sary, press F1 or F2 1o scroll the display.

To edit the original key and key range assign-
ments of a sample, move the cursor to one of the
columns labelled “Original,” “Low key,” and
“High kecy.” For details, refer to the following
Sample asstgn explanation.

To rename the selected sumple press Fo6
(Name). For detalls, refer to How 1o enter char-
acter data, page 30.

To edit the currently selected sample press F8
(Data). For details refer to the following section,
Sample edit.

Sample assign: After selecting a sumple, move the

cursor 1o one of the columns labelled “Original,”
“Low key,” and “High key” to edit the key
range and original pitch key assignments of each
sample 1n the wavelorm. The “Kbd” label will
appear lor [unction key £5, as shown below:

o

=T

%
-

AZZIGN
rmo ¢ |l My Flano
Oridinal Low

oAb 3

i

1 : -
Lanaflo [ -2 2
'ianaHi 13 ’C 5 3

[Tk ]

(S

»
-«

}'QE[',ld H-a;n»:— [:g:,[i i} E

e

o 2 © © 0 0
This arca displays the names and numbers of
the samples that are contained n the SY99'y
internal sample memeory.

Origmal (C-2...G8): The sample will be played
back at its original recorded pitch at this key.
Low key (C#-2...G8): This is the lowest key of
the range for which this sample will be played
back.

High key (C#-2...G8): This 1s the highest key of
the range for which this sumple will be played
back. Note that the high key of a sample is al -
ways one key below the low key of the next
sample. It is not possible to overlap samples in
a wavelorm or to leave gaps between them.
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1f five or more samples have becn assigned to
the currently selected waveiorm, use F1 (a) or
¥2 (v) to scroll the display through the samples
in the waveform.
To set a parameter in @, @, or @, you can
press F7 and then press a note to enter it as the
new setting.
To rename the selected sample press T6
(Name). For details, refer to How to enter char-
acter data, page 30.
Tn edit the currently selected sample press Fg
{Data). For details refer to the following section,
Sample edit.

When you finish making key assignments for
a sample, press EXIT to return to the Waveform
assign display.

Sample edit: Atter selecting a sample, press F§

(Edit) to set the pitch, volume, loop type, and
loop mode of the sample. A display similar to the
following will appear:

SAMPLE IIQT{:J

Samele : Framolow €16bit 33 5kHz)

A1
—Molume = 127
Pitch--% + “
Lookr— 3
Mode ]

TN

?—Japwe HEFJH !_IHE_

o

O

)

(2] e 00 (6] (7]

This area displays the number and name of the
sample. If the sample 1s not copy-protected, its
resolution and sampling rate will be displayed
here as well.

Volume (+0...+127): Adjust the sample volume.
Pitch (-5376...+5376): Adjust the pitch of the
saumple. (The range in which the pitch can be
adjusted may be smaller for certain samples.)
Loop type. One of the following four loop types
may be sclected: forward once, forward loop,
backward once, or backward loop. Specify the
direction (forward or backward) in which the
sample will be played back, and whether the
sample will play once (“...once”) or continue
looping as long as a key is pressed (“...loop™).




5]

Loop mode. This parameter will appear on the
display only if a “...loop” mode was selected in
A If “normal” Tooping is selected, the sample
will play back continuously in the specified
direction. 1" “alter” looping is selected, the
sample will play back alternately forward and
back ward.

For a sample of “abc”, the loop type and
mode settings would produce the following
results:

Forward only: I abc
Backward only: ' cba o
| Forward loop {normal): "'L_';&:Sriéé'biﬁff ]
| Backward loop (normal): | cbacbacbac... -
Forward loop (alter): . abccbaabecba. .
| Backward loop (alter} | cbaabccbaabc . |

®

7]
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To rename the selected sample press Feo
(Name). For details, refer to How to enter char-
acter data, page 30.

To return to Sample assign to change the key
assignments for the currently selected sample,
press F7 (Asgn). For details refer to the preced-
ing section, Sumple ussigi.

When you finish editing sample data, press EXIT
to return to the Waveform assign display.

Remark: Somec samples loaded from external

devices may produce noise when played using
the SY99. Try changing the parameter settings
of such samples using the external devices,

AWM ELEMENT DATA

3. AWM EG

JUMP #258

Summary: This determines how the volume of an

AWM element will change over time.

Procedure:

Specify:

I'rom: AWM Llement job directory (JUMP #256)
Seleet: job 03:EG. (JUMP #2538}
volume EG parameters

Ak £ o
VOTICERL —Dkldd43)

o0

0 o ©
EG Mode (Mode = hold, attack): This setting
determines whether the first segment of the
AWM EG will begin from level 0 (attack mode)
or from maximum level (hold mode).

The AWM LG s graphically displayed.

This indicates ihe time range of the EG graphic
display; “xi7 displays the shortest time with
the greatest detuil. To change the time range,
press Hi-F6 (x1, x2, x5, x14, x20, x50},

This indicates the segment from which the EG 1s
disptaved. To begin the graphic display from a
different segment, press 17 or F8 to select
Segl.. . Scud or Rell.

Hold Time or Rate T (HT=63...0 or R1=0...63):
If the EG Mode s set to “hold™ this will deter-

0o o6 00 (7]

mine the Hold Time for which the level of the
waveform is held at maximum. A setting of
HT=63 results in the longest time. If the EG
Mode is set to “attack™ this will determine Rate
1 of the EG. A RI1 setting of 63 results in the
Fastest attack.

Keyon Rate 2-4, Release Rate (R2-R4 = 0...63,
RR = 0...63): These setings delermine the
speed of the operator EG. Higher values result
in faster change.

Rate Scaling (RS = -7...+7): Rate Scaling
allows the operator FEG rates to be mcreased or
decreased depending on the key that 1s played.
For positive settings the EG rates will increase
as vou play higher notes, resulting in shorter
envelopes. For negative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.

Keyon Levels 2-3 (L2-L3 = 0...63): Thesc
determine the levels of the AWM EG. There 1s
no L1 setting since the AWM EG cither begins
from 0 and moves toward maximum leve! (in
attack mode), or beging at maximum level and
stays there until the hoid time has elapsed (hold
mode). Nor is there a L4 sctring since the level
of the AWM EG immediately begins to move
toward 0 after reaching 1.3. If you want the
sound to continue sustaining as long as you
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press a key, set R4 to 0. However some AWM
waveforms naturally decay to zero, so setting
R4 to 0 will not make these waveforms sustain.

Rates and Levels: The AWM EG will function in

two ways depending on the Mode setting.

Mode = attack

SR B = I TRV
L R1---lped - m3 g !
A
Key on Key off

In normal mode the AWM EG level will begin
from O and rise at the rate of R1 to maximum
level, When maximum level is reached it will
move at the rate of R2 to level 1.2, When level
L.2 1s reached it will move at the rate of R3 to
level L3. When level L3 is reached it will begin
moving at the rate of R4 to 0. (If rate R4 is 0, the
sound will move at an infinitely slow rate toward
zero; te., it will sustain at level L3 as long as
the key is pressed.)

When you release the key, the level will
move at the rate of RR to a level of 0.

Mode = hold

A
Key on Key off

In hold mode the AWM EG tlevel will begin at
maximum and stay there for the duration of the
specified hold time HT. When the hold time has
elapsed, the level will change at the rate of R2 to
level L2, The rest of the EG is the same as for
normal mode.

Using the AWM EG in hold mode is espe-
cially effective when you are using an AWM
waveform which includes a definite attack.
Keeping the level at maximum for a while allows
the natural attack of the AWM sample to be
heard. After the natural sampled attack is over
the AWM waveform will continue sustaining,
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and you can use the remaining AWM EG
parameters to create an appropriate decay and
release.

Rate 4 and Release Rate: Rate 4 (R4) and

Release Rate (RR) can be used in conjunction to
create a variety of AWM EG shapes.

¢ | R4 is greater than 0 and you continue holding a

note, after the level reaches L3 it will decrease
at the rate R4 and will move to 0 even though
you continue holding the note.

Volume

L
N L2 L3

l |
S IS

i——ARr—flﬂzl ~R3-A—Ra

- S 11 ¢ ]

A
Key on Key off

e [f R4=0 and you continue holding a note, after

the level reaches L3 it will stay at .3 as long as
you hold the note. When you release the note,
the level will decrease at the rate of RR to a
level of 0.

Volume

f
|
|
L

. L
ALAR—LREJ—RSMJ kRRJ
Key on Key off

e After reaching L3 the level will decrease at the

rate R4, but when you release the note the level
will begin decreasing at the rate RR.

Volume
L1
) L2 .,/JLTB
|
R
L ! Time
L—nr—LR2l—R3—] LR
Key on Key off




Rate Scaling: On most acoustic instruments, high

notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite elfect.

<IN

VOICE EDIT MODE

Wi

High
notes

Y

AWM ELEMENT DATA

4. AWM output

JUMP #259

Summary: The output ievel of an AWM element can

be adjusted across the keyboard.

Procedure:

Select: job 04:Output.

From: AWM Element job directory (JUMP #256)
(JUMP #259)

Specily: the output level scaling

o

2]

AWM DUTRUT 253

UDICEBPI-AB1CB1> HARIRocks - (CEZ-AMWM)
ELwvl Mot |Offsat
. EFPIJE 1 - 43
S ‘ EFFZ2IE 2 - Zd
EPZIG 4 - 17
kP4 ([o - 33

b
(1]

Break Point -4 (BP1-4): Note (C-2...G8) and
Oftset (=127...+127) of each break point deter-
mine how the level specified in Voice common
data, 1. Elenent level (JUMP #202) (page 96)
will be adjusted across the keyboard. When the
cursor 15 located at note, you can press 17 (Kbd)
and press a key to enter it as the new note set-
ting.

The keyboard level scaling is graphically dis-
played.

Break Point: The AWM output level can be ad-

Justed according to the note that is played. On
most acoustic instruments, notes differ in vol -
ume and tone depending on the range in which
they are played. For example, the low notes of a
piano are louder than the high notes.

Use the four break points to specify how the
AWM ourput level will be adjusted across the
keyboard. Offset (--127...4127) determines the
output fevel adjustment for each of the four
points specified by the note (C-2...G8).

The four note settings must be in ascending
order. It 1s not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.

The following diagram shows how the AWM
output level would be adjusted across the key-
board for the settings shown in the above LCD.

g

Each offset is added to the element level (80 in
this example). For example the offset at break
point 1 (E1) is =4, so the resulting element level
at El is 76. The resulting element level is
limited to the range ot 0...127.
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AWM ELEMENT DATA

5. AWM sensitivity

JUMP #260

Summary: These settings determine how the AWM Negative settings (—1...—7) are effective only for

element will be affected by key-on velocity and
by the LFO.

Procedure:

From: AWM Element job directory (JUMP #256)
Select: job 05:Sensity (JUMP #260)

Specify: sensitivity to velocity and modulation

AlM SENSITIVITY 260
UQICEBI -DA1{(49) ST*Concert(E3- AWM
Yelocity Sens = D=
Rate Uel Switch = oh—
Ame Mod Sens = +B—
Pitch Mod Sens = 31

0000

O Velocity Sensitivity (<7...4+7): This determines

how the output level of the AWM element will
be affected by key-on velocity. For positive set-
tings (+1...+7) the output level will increase as
you play more strongly. For negative settings
(-1...=7) the output level will decrease as you
play more strongly. For negative settings to
have an effect the element level must be
lowered.

Rate Velocity Switch (on, off): When the Rate
Velocity switch is on, key-on velocity will affect
the AWM EG attack rate (R1). The effect will
depend on the Velocity Sensitivity setting.
Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the AWM RI1
to increase, resulting in a faster attack. For the
strongest possible velocity, the EG attack will
change at the speed specified by the EG R1 set-
ting.

Velocity =—1...—7: If Rate Velocity is on,
strongly played notes will cause the AWM RI1
to decrease, resulting in a slower attack.

When the Rate Velocity switch is off, the AWM
EG attack rate will not be affected by key-on
velocity.

Amplitude Modulation Sensitivity (Amp Mod
Sens =-7...+7): Amplitude Modulation Sensi-
tivity determines how greatly the output level of
the AWM element will be affected by Amplitude
Modulation from the LFO. Increasingly higher
positive settings (+1...+7) will allow the LFO
to have a greater effect.

166

EG Bias. When Amplitude Modulation Sensi-
tivity is set to a negative value, the controller
assigned to EG Bias by the setting in Voice
common data, 12. (F4) Controller set (JUMP
#228) (page 130) will decrease the amplitude of
the AWM element, and the LFO will have no
effect. For example, two AWM elements in a
voice might be given opposite Amplitude Modu-
lation Sensitivity settings, so that the controller
assigned to EGbiasDepth would crossfade be-
tween the two elements.

Pitch Modulation Sensitivity (Pitch Mod Sens =
0...7). Pitch Modulation Sensitivity determines
how greatly the pitch of the AWM element will
be affected by Piich Modulation from the LFO.

Amplitude Modulation Sensitivity and Pitch

Moduliation Sensitivity: These settings deter-
mine the sensitivity of the AWM element to the
Amplitude Modulation Depth (AMD) and/or
Pitch Modulation Depth (PMD) produced by the
AWM element LFO. If the LFO settings for
AMD and/or PMD are set to 0, these settings
will have no effect.

{undelayed LFO)
Voica Common data
¢ 'L i I 12.F2) Controllers set
{(Jump #226)
" y Ampiituide "
Pitch Modulation Fiiter Modulation
Modulation
Depth 0 .. 127 oy Depi 0 .., 127
Wave,
Speed,
Init phase
D'I'Iy
T (delayed LFQ) AWM efement data
4’ * - 6 AWM LFO
{HUMP #261)
Pitch Ampiuds Flter
l Depth0 ... 127 Depth @ ... 127 Depth 0 ... 127
vy v
AWM Filter AWM element data
Awn AWM phe
Pitch Modulation Ampltuda Modulgion| | SFOCUR 5. AWM sensitivity
Sensitvity 0 ... 7 Sensitivity -7 ... +7 o cm?l.rd}' {JUMP #2650}

8.1 Cutoff Ireq;
{JUMP #265)
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AWM ELEMENT DATA

6. AWM LFO

JUMP #261

Summary: The AWM element LFO creates a cycli-
cally changing control signal that can be used to
create tremolo (Amplitude modulation), vibrato
(pitch modulation), and wah-wah (filter modu-
lation).

Procedure:

From: AWM Element job directory (JUMP #256)
Select: job 06:LFO (JUMP #261)
Specify: the LFO parameters

AldM LFO 261
UOICEBI -D81<49) ST*Concert(E3 QWM
Have = A Mod Deepth = a
F Mod Derth =—12
Skeed = F Mod Depth = B
felay = Init Phase = Pﬁ
00 © o 00 @

O Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
(shape of modulation) produced by the AWM
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
At a setting of 0, one cycle will be approximately
34 seconds.

® Delay (0...99): The time delay before the LFQ
modulation begins.

® Amplitude Modulation Depth (0...127): This
determines how greatly the LFO will affect the
output level (amplitude) of the operators.

® Pitch Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the pitch
of the operators.

® Filter Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the cutoff
frequency of the filter.

© Initial Phase (0...99): This determines the point
of the LFO waveform from which the LFO will
start each time a key is pressed.

Wave, Speed, Delay, Initial Phase: Detailed
explanations and diagrams of these parameters
are given in AFM element job 6.1 LFO (Main)
(page 146).

Amplitude Modulation Depth and Pitch Modula -
tion Depth: For these setting to have an effect,
the AModSens (amplitude modulation sensi-
tivity) or PModSens (pitch modulation sensi-
tivity) of the AWM element must be set above
0. Make these settings in AWM element job
3. AWM sensitivity (JUMP #260).

Filter Modulation Depth: For this setting to have
an effect, the Ctrl setting of a filter must be set
to “LFO”, and the LFO Cutoff Sens setting
must not be 0. Make these settings in AWM ele-
ment data, 8.1 Cutoff frequency (JUMP #265).

{undelayed LFO)

selected salectod selected N
Voice Common data
‘L i ‘L I 12.(F2) Controllers set
(JumP #226}
" Ampliuce
Pitch Modulation Filter Modulation
Modulation
Depth 0 ... 127 L P Degth© ... 127
Wave,
Speed,
(nit phase
Delay
T (delayed LEO) AWM element data
* ‘ - 6. AWM LFO
{JumpP #261)
Pitch Amphitsde Filter
Modulation Modulation Modulation
Depth 0 ... 127 Depth 0 .., 127 Depth 0 ... 127
v ,
AWM Filter AWM element data
AWM Awn
Pitch Modulation Ampiiude Modulation | | LFO CURIT 5. AWM sensitivity
Sensitvity 0 ... 7 Serwitvity 7 ... +7 ) gI:FO) M (JUMP #260)

8.1 Cutoft frequency
{JUMP #265)
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7. (F1) AWM pitch EG (Data)

JUMP #262

Summary: The pitch change over time created by
the pitch EG can be allected by key-on velocity
and the speed of pitch change can be adjusted
across the keyboard. To sct the shape of ihe
pitch EG, see 7. (F2) AWM piich EG (EG.

Procedure:

From: AWM Element job directory (JUMP #2506)
Select: job 07:PitchEG and press (JUMP #262)
Fi (Data)
Specify: pitch EG scaling, velocity, and range

AlM PITCH EG 267
VOICERI ~IMic43y  STloncert ET AWM

Fate Scaling

Uelocity Suw
PEG Ranve

D2t S

F\.

SR
i+ |

1
[
-+,

oct,

(3] 00

O Rate Scaling (--7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this 15 set o

l...+7, the pitch EG will be faster for higher
notes. When this 1s sct to —1..--7, the pitch GG
will be slower for higher notes. When this s set
to (), the pitch EG will be the same rvate for all
notes.

® Velocity Sw (off, on): When this is on, strongly
played notes will change i pitch more than
softly played notes.

® Range (1/2 oct, 1 octl. 2 oct): This determines
the maximum range of the AWM pitch EG, from
12 octave w0 2 octaves. (Note that the ¥ octave
range of the AFM pitch EG is not available {or
the AWM pitch EG.)

Rate Scaling: This setting determines how Pitch
EG Rates (the speed of pitch change) will be
aftected by the key number of cach note. The
following diagramn shows the result when Pitch
EG Rate Scaling is set to +7. Notice that high
notes have a shorter piich EG (faster EG rates)
than lower notes.

bbbl b

i I

Low
notes

High
notes

e

Velocity Sw (velocity switch): When this is on,
strongly played notes will change in pitch more
than softly played notes.

AWM ELEMENT DATA

7. (KF2) AWM pitch EG (EG settings)

JUMP #263
Summary: The pitch EG creates a fixed shape of Ak PITCH_EG 283
: . . - : LVOICEQI -DEica9y  CT#ConcertCEI-RW:

pitch change over time for cach note. To adjust [x 110Sea1] , IREEREN+ i
speed of pitch change across the keyboard, see N DFf | F;f t%_l tlz : H
7. (F1) AWM pitch EG (Daiu ). ’ 3= @ LL3= + 0
P dure: LRE= ALEL=+ A
rocedure: T3 | B
. ; ey s A1 HOIS '

From: AWM Element job directory (JUMP #250) ° 5 © o °

Select: job 07:PitchEG and press (JUMP #263)
F2 (EG)

Specify: pitch EG parameters
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© This indicates the time length shiown by the
graphic display. To change this, hold ST and
press Fi—Fo (x1, x2, x5, x10. x20, x50). The
cxact length of time will depend on the range.
When the pitch EG range i1s | octave, the
graphic display will cover approximately .5 scc-
onds al "x 17 and approximately 5 seconds al
“x507.




® This indicates the EG segment (“segl-3" or

“rel1”) from which the pitch EG graphic display

begins. If the EG is too long to be fully shown in

the L.CD, hold SHIFI and press F7 or F8 to change

the segment from which the display begins.

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1-3 and the

Release Rate determine the speed of the pitch

EG. Higher settings result in faster change. A

rate of 63 will jump immediately to the following

level.

© LO0-13, RL (-64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

e

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begin at the level of L0, and will
change at the rate of Rl to level L1, When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches 1.2, it will change at the rate of R3 to the
level of L.3 and will stay at L3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

High (1) 63 A

Normal pitchy |-

Low () 64

4 A
Key on Key olf
Note: Even if the AWM pitch EG and the AFM pitch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
change.

AWM ELEMENT DATA

8. AWM filter

JUMP #264

Summary: The two filters of each element can be
used to control the tone in various ways.
Procedure:
From: AWM Element job directory (JUMP #256)
Select: job 08:Filter (JuMP #264)
Specify: the desired filter edit job and press
ENTER

AWM FILTER 264
VOICEQRT -DA1cd3l  STHConcert CESCALIM)

BliCutoff Freduencyd.
A2 Cutoff Sealind
.3

[}

S

11 L5 (5

| |

2] (1]

© Move the cursor in this area to select a job and
press ENTER to move to the selected job.

01: Cutoff Frequency: Make overall settings for
the filters. (JUMP #265)
02: Cutoft Scaling: Specify how each filter will be
adjusted across the keyboard. (JUMP #266,
#267)
03: Cutoft EG: Specify how each filter will
change over time. (JUMP #268, #269, #270,
#271)
B Pressing Fi-F3 will sclect the corresponding job.

Note: Vilter scttings for an AWM element are
exactty the sumie as for an AFM element. For de-
tuils, refer to AI'M element job 8. AFM filter, on
pages 149153,
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AWM ELEMENT DATA

15. Initialize AWM element

Summary: Initialize the AWM Element data being
edited to a set of basic values.

Procedure:
From: AWM Element job (JUMP #256)
Select: job 15:1nitlz
To execute: the initialize operation press YES
To quit:  without initializing press NO or EXIT

INITIALIZE AWM ELEMENT

ARE YOU SURE 7

YWes or Hol

This function sets all AWM element data values to
the minimum or simplest possible settings. When
creating your own ncew voices it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, it is often usclul to start
from an initialized setting rather than having 1o re-
set all the paramelters.

If you are sure you want (o initialize the AWM
element data, press YES. The AWM element data
being edited will be set 1o the values shown below.
If you decide not to initialize, press NO.

This function initializes only AWM element data.
Other initialize functions are provided for initializing
Voice Common data and AFM element data. Reter
to Voice Common 15, Initialize (page 132) and AFFM
Element 15, Initialize (page 134).

Initialized settings for AWM Element data
02 AWM Waveform Select

Waveform = Preset 63
(triangle wave)

Frequency Mode = normal
Fixed Mode Note # = C3
Frequency Fine = )

03 AWM Amplitude EG
Mode = norma!
Keyon Rates 1,2,3 = 63
Keyon Rate 4 =0
Keyolf Rate 1 = 03
Rate Scaling = H)
Keyon Level 2, 3 = 63

170

04

07

08

AWM Qutput
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Nole
BP1-4 Offset
AWM Scnsitivity
Velocity Sens

Rate Velocity Switch

AMS
PMS

AWM LFO

Wave

Speed

Delay Time

AMD, PMD, FMD
Init Phase

AWM Pitch EG
Rate Scaling
Velocity Switch
Range

Kevon Rates 1.3
Keyon Levels (-3
Keyott Rate 1
Kevoff Level 1
AWM Filter
Resonance
Cutoff Mod Sens
Keyon Velocity Sens

##% following data 1s same for both filters #%%

Filter Type

Filter Control
Cutoff Frequency
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Offset
Kevon Rates 1-4
Keyoff Rates -2
Rate Scaling
Keyon Levels 0-4
Keyoff Levels 1-2

Cl

= G2

E4
o

=10

H)
ofl’

Triangle
65

0

0

0

+H)
ofl
2 octaves
63
)
63
40

0
10
)

thru
LEFO
127
@
G2

= 4

6
0 (BP 1-4)
63
63
10
0

= H)
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AWM ELEMENT DATA

16. Recall voice

Summary: Recall all data of the previously edited Note: This operation recalls all voice data, not just

voice.

Procedure:
From:

Select:
To execute:
To quit:

AWM element data, and is also available while
editing Common dara, AFM element duta, or

AWM Element job (JUMP #256) Drum Set data. For details refer to Voice com-
directory mon data, 10. Recall voice.
Jjob 16:Recall

the recall operation press YES
without executing press NO or EXIT,

171



VOICE EDIT MODE

Drum set data

DRUM SET DATA

Drum set job directory

JUMP #272

Summary: This job directory shows the jobs con-
taining data for a drum voice.
Procedure:
From: voice edit mode {JUMP #200)
When: the Voice Mode is set to 11:Drum Set
Select: the drum set job directory — (JUMP #272)
F2 (Com)

8]

VOICE EDIT - pouwser - 7

o] -THECR4) TR Mixed i
1] : Uoice SiMame ‘
B

&

A
Haillave lliata Se EEH: ———————— -
BItEffect Set ArsInitialize
g4t Contraller Set. AR Fecs]l
Fode &a&
(2] (1}

@ This area indicates that “Drum Set” is the
selected voice mode.,
Move the cursor in this area to seleet a job and
press ENTER to go to the selected job.

01: Voice Volume: Adjust the overall volume of
the entire drum voice.

02: Wave Data Set: Select a waveform for each
key of the SY99’s 76-note keyboard, and
specify tuning and pan for each.

03: Effect Set: Specify how the effect units are
connected, how the sound from each note of
the drum voice is sent to the effect units,
parameter settings lor each effect unit, and
how the effect parameters are controlled in
realtime.

04: Controller Set: The overall volume of a drum
set voice can be adjusted using a specified
controller.

05: Name: Specify a ten-character name for the
volce being edited.

07: Initialize: Initialize the drum set data being
edited to the basic or minimum settings.

08: Recall: Recall the previously edited voice
into the editing buffer.

DRUM SET DATA

1. Voice volume

JUMP #273

Summary: Adjust the overall volume of the entire
drum voice.
Procedure:
From: drum set job directory (JUMP #272)
Select: 01:Voice Volume {JUMP #273)
Specify: the volume of the entire drum set
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VOICE UDLUME 273
VOICE=I -Di6{A3) DR Mixed (IJrum S=t

Uoice Uolume= [

o

@ Voice Volume (0...127): This determines the
overali volume of the entire drum voice.
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DRUM SET DATA

2. Wave data set

JUMP #274

Summary: Select a waveform for each key of the

SY99’s 76-note keyboard, and specity tuning
and pan for each.

Procedure:

From: drum set job directory
Select: 02:Wave Data Set

(JUMP #272)
(JUMP #274)

Specify: parameters for each key note number

Use the following two steps to make settings @—-@
for each note of the keyboard. Repeat the two steps
as necessary.

I.

S

WAVE DATA
UOICEsT -D15(Ed)
———key Note Number

SET )
IR Mixed (Drum Set)
5]

Press a key on the SY99 keyboard to select a
key note number. The selected key note number
will be displayed in @.

Make settings @-@ for the selected key note
number.

Alternate: If two or more waveforms would sound

——t—ave form = 3
—Level = 128 Shltt = i
Hlternate = off | Fine Tune = +24-—
Oyttt ] Grogpe—= otk St ot is Pypyas +39
=l K- Predl FreZ Tard Intr
[4] (5] (6] 18] 173

0686

@ Key Note Number (EO...G6): Press a key on the

SY99 keyboard to select a key note number, and
it will be displayed here. (It is not possible to
move the cursor here.) You can also press Fi
(K-Dn) or 12 (K-Up) to select key note numbers.
Waveform (Presct 1: 1...155, Preset 2: 1...112):
Select the AWM sample that will be played by
the corresponding Key Note Number, A list of
the preset waveforms is given in AWM element
data, 2. AWM Waveform Set {(page 157).
(Internal and card waveforms may also be
selected. The SY99 may contain a maximum of
64 internal waveforms. The number of
waveforms available on a waveform card will
vary with the card being used.)

Level (0...127): This determines the volume of
the waveform.

Alternate (on, off}: When this is “on” for two or
more key note numbers, the last-played key will
take priority and the waveform of the previously
played key will be turned off.

Output Group (off, grpl, grp2, both): Select the
output group from which the waveform selected
for this key note number will be output.

® Note Shift (-48...+36 in half steps): Adjust the

tuning of the waveform in half steps.

@ Finc Tuning (-64...+63 in units of 1.171875

cents): Adjust the tuning of the waveform in fine
steps.

Static Pan (-31...431 = Left...Right): Specify
the stereo position for each key note number.

unnatural if they were played at the same time,
select alternate “on” for each of these wave-
forms. For example it 1s impossible for a real
drum set to sound the closed hi-hat and open hi-
hat at the same time. By selecting alternate
“on” for the two key note numbers that play the
closed hi-hat and open hi-hat waveforms, playing
the closed hi-hat will make the open hi-hat stop,
and vice versa.

There is only one alternate group for the
entire drum voice; i.e., it is not possible (o
specify two or more pairs of key note numbers to
play alternately. You may select alternate “on”
for as many key note numbers as you like but
they will all be in the same alternate group, and
only one of them will sound at any time.

Static Pan: The stereo position of the waveform

played by each key note number is determined
by the static pan setting. The “dynamic” pan of
AFM or AWM element can be moved over time
by an EG or LFO, but the “static” pan for each
key note number of a drum voice cannot be
moved over time.

When using a drum set voice in a Multi,
these static pan settings will be used if the multi
static pan is sel to “VC” (voice). Refer to Multi
edit, 5. Voice static pan, page 191,

Output Group: The stereo signal from the static pan

of each key note number is sent to output group
I, 2, or both. If output group is set “off” the
waveform for that key note number will not be
heard. The diagram in the following section 3.2
Effect send shows how the Output Group set-
ting 1s part of the signal flow in a drum voice.
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DRUM SET DATA

3. Effect set

JUMP #212

Summary: Specify how the effect units are con-
nected, how the sound from each note of the
drum voice is sent to the effect units, parameters
for each effect unit, and how the effect param-
eters are controlled in reattime.

Procedure:

From: drum set job directory
Select: job 03:Effect Set
Select: the effect job you wish to edit

(JUMP #272)
(JUMP #212)

EFFECT SET ] 212
UOICESI -D1&6CAd) TR Mixed (Drum Set)

11 2 2ct Mode Selectsssl a1
HilEftect Send

AZ:Effect 1| Parameter

B4iEffect 2 Parameter

BErEffent Coptin

A E

(22 (1]

© Move the cursor in this area and press ENTER to
select a job.

01: Effect Mode Select: Specify how the two
effect units are connected, the effect type,
and volume balance. This is exactly the
same as for a normal voice. Refer to Conmmon
Data job 10.1 Effect Mode Select, page 106.

02: Effect Send: Specify how the sound of each
element of the voice will be sent to the effect
units. Refer to the following section Dium
set data 3.2 Effect Send.

03: Effect | Parameter: Make settings for effect
unit 1. This is exactly the same as [or 4 nor-
mal voice. Refer to Common Data job 10.3
Effect | Parameter, page 103,

04: Effect 2 Parameter: Make settings for effect
unit 2. These parameters are exactly the
same as for Effect 1. Refer to Comumon Data
Job 10.3 Effect 1 Parameter, page 108,

05: Effect Control: Specify how effect param -
eters will be affected by control change mes-
sages. This is exactly the same as for a
normal voice. Refer to Common Data job 10.5
Effect Control. page 123.

® Pressing F1—Fs will select the corresponding job.

Note: Drum voice effecr setrings differ from normal
voice cffect settings only in job 2 Effect Send. A
normal voice allows you to specify the effect
send level for cach of the one. rwa, or four efe-
ments. A drum voice allows you to specify the
effect send level for each of the 76 keys.

3.1 Effect mode select

JUMP #213

Summary: Specify the effect mode to determine how
the two effect units are connected, the effect
type for each unit, effect output levels, and the
volume balance between processed and unpro-
cessed sound.

Procedure:

From: Effect Set job directory
Select: O1:Effect Mode Select

(JUMP #212)
(JUMP #213)
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Specify: the effect mode, effect types, and effect
levels, and wet:dry bulance,

Remarks: This function is exactly the same as that
described for normal voices. For details, refer to
Common Datu job 10.1 Effect Mode Select, page
106.
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DRUM SET DATA 7 EFFECT SET

3.2 Effect send

JUMP #220

Summary: Specify how the sound from each key of

the drum voice will be sent to each of the one,
two, three, or four effect sends.

Procedure:

From:
When:
Select:

Effect Set job directory
the volice mode is “Drum”
job 02:Effect Send

(JUMP #212)

(JUMP #220)

Specify: the cffect send settings for each of the 76
keys

EFFECT_SEND 2206
UOICE=I -D16¢£4d DR Mixed (Drum Setl

Send Selltevel |Us]l Seps
SGESIGuire 2 -5 - il +2
H S:Cabasa -3 - 11p +3
A#S: Shaker 1 -3 -] a8 +5
L Stlbj=t]e 1 - 5 -] 127 +5
k=T |"-L—UP4| [ ] |

o o o © o

O This area displays the key names (EO-G6), and

" Key note numboer: G6 -

the wavelorm assigned to each note. (Te set the
wavelorm for cach key, see Drum set data
2. Wave data set. page 157.) To select a key note
number, you can press a key on the SY99 key-
board or press 11 (K-Dn) and F2 (K-Up).

Send Sel (send select 1-4): Specify whether or
not to send the sound from the key to each effect
send 1—4. The number of effect sends available
will depend on the effect mode and the eftect
type. Non-existent sends will be indicated by a
dash (=), and cannot be selected. In the above
display, effcct sends 1 and 2 are available.

It an effect send is turned on, its number will
be displayed, and the sound of the waveform
assigned to that key will be sent to that effect
send. If an effect send is turned off, a period (.)
will be displayed, and the sound of the waveform
assigned to that key will not be sent to that
effect send. In the above display, C3 (SDI1) 1s
being sent to effect send 1 only, and C#3 (Tom1)
is being sent to effect sends 1 and 3.

Level (0-127): Specily how much sound will be
sent from the element to the eftect unit.

Vel Sens (=7...47): Specify how key velocity
will alTect the effect send level of the element.
For positive settings (+1...+7), more sound will
be sent to the effect unit for strongly played
notes. For negative settings (—1...-7), less
sound will be sent to the effect unit for strongly
played notes.

You can scroll through the 76 keys E0-G6 by
pressing Fl (K-Dn) or F2 (K-Up), or by pressing
a key on the SY99 keyboard.

Remark: The following diagram shows the signal

flow for a drum voice.

. L — T e e e e e Group 1 e QUTPUT 1/142
. Static pan . Output group select Out 1
Key note number: E0 Lyl Group 2 ) j
_ waveform (=31 ... +31}) (off, grp1, grp2, both) " wet:dry
— alternate |
— note shift
L - fine tune ) send 1| Effect 1
,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, send 2 | (effect type 1-63)
- CQUTPUT 2
Out 2
— ﬁ
Send level Send select 7 wetdry
mono audio —— > {send 14 on/off) send 3
Effect 2
stereo audio é send 4| (effecttype 1-63) |
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4. Controller set

JUMP #275

Summary: The overall volume of a drum set voice
can be adjusted using a specitied controller.
Proucedure:
From: drum set job directory (JUMP #272)
Select: 04:Controller Set (JUMP #275)
Specify: the minimum level and controller for drum
voice volume

CONTROLLER SET , _ 2T
UDICE=I ~Dlecsdd DR Mixed <Drum Setl
[ 1)
Uollowlimit] oty
f
) 0

@ Device (MIDI Control #): Select a controller
number 1-120 or aftertouch. For example when
“001 Modulation™ is selected, the MODULATION
1 wheel will regulate the volume of the drum
voice. For a detailed explanation of controller
numbers, refer to Voice Common job 12 (F2)
Controllers, page 127,

& Vol Low Limit (Value 0...127): This determines
the lowest volume that can be set by the
selected controller. For example when this 1s set
to 80, the lowest position of the controiler will
set the volume of the drum voice to 8. When
this is set to 0 the lowest position of the con-
troller will reduce the volume of the drum voice
to silence. When this is set to 127 the controller
will have no effect on the volume.

Remarks: In addition to the controller specified
here, the volume of the entire SY99 can always
be controlled over its full range by an optional
foot controller connected to the rear panel VOL.-
UME jack.

DRUM SET DATA

5. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode this voice
name will be displayed in large characters.

Procedure:

From: drum set job divectory
Select: 05:Drum Set Name
Specify: the drum voice name

(JUMP #272)
(JUMP #229)

UOICE HAME
UDICEI -D16CE4)

N
[N
)

-*‘
(DR Mixed 1

Clr  Ueer MG

|
5 o
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© Enter a ten-character name for the drum voice.

® To clear the currently entered name press Fl
(Clr). To switch to upper-case characters press
F2 (Uppr). To switch to lower-case characters
press F3 (Lowr).

For a detailed explanation of how to enter character
data, refer to How 1o enter character duta.
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DRUM SET DATA

7. Initialize voice

Summary: Initialize the drum set data being edited
to the basic or minimum settings.
Procedure:
From: drum set job directory
Sclect: 07:Inttialize
To execute: the initialize operation press YES
To quit:  without executing press NO or EXIT

(JuMp #271)

INITIALIZE VOICE

ARE YOU SURE 7

CYMes or Moo

This function sets all drum set data to the basic or
minimum settings. If you are creating an entirely
new voice, using this initialize function may be
faster than resectting all the parameters by hand.

Il you are sure you want to initialize the drum set
data press YES and the data will be set to the values
shown below. If you decide not to initialize, press
NO.

This function initiatizes only Drum Set data.
Other mitialize functions are provided for initializing
Voice Common data, AFM Element data, or AWM
Element data.

Initialized settings for Drum Set data

01 Voice volume
Voice volume = {27

02 Wave data set (for cach Key Note Number)

Level = 127

Wavetorm = preset 1 86 BDI
Note shift =0

Fine tuning =0

Alternute = ofl

Output group = both

Static pan = ()

(03 Effect set
5 qame as normal volce initial data except for

Effect Send ##% (for cach Key Note Number)
Effect send sel = allon
Effect send level = 127
Effect send velocity sense = 0
04 Controller set
Volume Low Lunit = ()
Device = 14
03 Drum set name
Name = INIT VOICE

DRUM SET DATA

8. Recall voice

Summary: Recall all data of the previously edited
voice.
Procedure:
From: drum set job directory
Select: 08:Recall
To exccute:  the recall operation press YES
Toquit:  without executing press NO or EXIL.

(JUMP #271)

RECALL UOICE

ARE YOU SURE 7

(Yes or Noo

If after editing a voice vou exit voice edil mode
without storing, the edited voice data will be lost. In
such cases you can use this function 1o recall the
previously edited data into the editing bufter.

Note: This operation recalls voice data, nor just
Drum Voice data, and is also available while
editing Conmmon data, AFM Element data, or
AWM Element data. For details refer to Voice
Common 16. Recalt voice, page 133,
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MULTI PLAY MODE

MULTI PLAY MODE

Multi mode allows the SY99 to function as sixteen completely independent synthesizers.
In multi play mode you can do the following things.

Sclect multis from preset, internal, or card memory.

View a directory of the 16 multis in an internal, card, or preset memaory.
Copy the currently sclected multi to any internal or card memory.,

Send a MIDI program change message to an external device.

179



MULTI PLAY MODE

Muiti mode allows the SY99 to function as sixteen completely independent synthesizers, each being con-
trolled on its own MIDI channel. Since the keyboard of the SY99 transmits only on one MIDI channel at a
time, multi mode is meaningful only when you are using a sequencer (either the SY99’s built-in sequencer or
an external MIDI sequencer) to send two or more channels of MIDI data to the SY99’s tone generator.

Note: If a multi contains many two-element or four-clement voices, the response to Noie-on messages may becowie

stightly slower. If this is a problem, either reduce the number of voices in the mulri, or select voices which use

fewer elements.
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Multi select

JUMP #300

Press MULTT to enter multi play mode. The following
LCD will appear.

P

MULTI=T-31—

Traznz.Ch= 1 3682
|
|

oPular Tune

PARALLEL| EFF1:Esvw. Hall
EFF2IED]|~> ey 2
Zerd ] Mzt Dir
00 66 © ) o6
© MULTI: This indicates that you are in Multi Play
mode.,
®  Multi memory (I, C, P): This indicates the multi

memory; Internal, Card, or Preset. Preset mem-
ory contains only a single bank of 16 Multis. It
makes no difference whether you press PRESLET
1 or PRESET 2.

Multi number (1-16): This indicates the number
of the multi.

Transmit channel (1-16): This indicates the
MIDI transmit channel you selected in MID/
Utitiry I. Channel set. The SY99 keyboard will
transmit from MIDI QUT on this channel, and
will play the corresponding channel of the Multi.
You can also change the transmit channel at any
time by holding SHIFT and pressing a program
select button 1-16,

The Multi name is displayed in large characters.

®

19

Effect settings: This area displays the effect
mode (OFF, SERIAL, or PARALLEL), and the
effect type for each of the two effect units. For
details refer to Multi edit, 7. Effect set, page
192.

Press Fl to send bank select and program
change messages via MIDI. Refer to the follow-
ing section Seud buank select and program change.
Press F6 to jump to the master control select
display. Press re to Refer to the following sec-
tion Master control selecr,

Press F8 to view the multi directory. Refer to the
tollowing scction Multi direcrory.

To select a multt use the following procedure. The
multi does not actually change until you specify the
number 1-16. If you want o play a different mult
from the same muiti memory, simply specify a dif-
ferent number |- 16.

[3S]

Select the multi memory; INTERNAL, CARD (only
if a card is inserted into the DATA slot), PRESET.
The selected LED will blink,

Select a multi 1-16. The selected LED will ligh,
and the LCD display will show the newly se-
lected multi name.

Multi directory

JUMP #301

Summary: While in multi play mode you can press

F8 (Dir) to view a directory of the sixteen multis
in the currently selected multi memory. The fol-
lowing display will appear,

MULTI DIRECTORY 61
INTERMNAL ~
I—@l Forular Tune )

ﬁﬂgiﬂ?ﬂ; i Standar BiBi¥ Ban Bilind Un
i@ Funk'd BiBmerica W:Sound T Wi Trakrics
:Ballade 07:Combo J 1}}:0::0hg‘rm 1§=Esmcan

0

The first seven characters of each twenty-
character multi name will be displayed. When
you select a different multi memory (internal,

card, or preset) the sixteen multis in the newly
selected memory will be displayed. In addition to
the usual methods of selecting a multi, you can
also use the arrow keys to select a multi. When
the multi directory is displayed, pressing a
memory select button will immediately select a
multi.

Pressing Fi1—#8 (01)—(08) will s¢lect a multl 1-8
from the displayed multi directory. Holding SHIFT
and pressing FI-F8 (09)—(16) will sclect a muld
9-16.

To return to the mult play display with the name of
the selected multi displayed in large characters
press EXIT.
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Copy multi

Summary: Anytime in multi play mode you can copy
the currently selected multi to another mulii
memory.

Procedure:

From: multi play mode
Press: copy
Specify: the destination to which the multi will
be copied.
To execute: the copy operation press F8§ (Go).
To quit: without executing press EXIT.

(JUMP #3000, #301)

COPY MULTI
o 1-B1 Porular Tuns
INTERNAL ) ) Fﬁ
fl:PaoPular S:Standar WIBig Ban 1iikind Un
L tAmerica WiSound T W¥:Trorica
Combo J 11:0rchatr 19:Esnican
2 Horn  12:Barooue KiFork

(Ele}

%
tBallade 07
M:Houce ©

The names of the sixteen mulils in Iternal or Card
memory are displayed as explained in Multi Direc-
tory. Press INTERNAL or CARD, and press a memory
select button 1-16 to specily the copy destination.

After specitfving the copy destination press Fg
(Go). You will be asked “Are vou sure?” If you arc
sure you want o copy the mulu, press YES and the
data will be copied. To guit without copying press
INTD.

Notc: If you copy a mufti from internal memory to
v memnary, all biternal voice ninumbers used by
et mlti will he converred inro card voice num -
bers. In the some way, i yoir copy « muldtt from
s memory to ternal memory, all card voice
sremthers used by thar multi will be converted into
Jrrernad voloe numbers.

Send bank select and program change

Summary: While in multi play mode vou can frang
mit bank select and progran: change messages
from MIDI OUT without affecting the 3Y99's
own tone generator. This allows you to switch a
tone generator module connected to the SY99
MIDI OUT to another memory without changing
the SY99's own memory selection. (An identical
function 1s available in voice play mode.)

Procedure:

From: multi play mode
Select:  Fi (Send)
Specify: a bank select number (1--16.384) and
a program change number (1-174},
To transmit:  the bank select and program change
messages press ENTER.
Toquit:  without sending a bank select or pro-
gram change message, press EXTT.

i #3000
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1. Use the namenc key pad w enter a number be-
tween |oand 16,384, then press ENTER 10 move
the cursor w the program change item. (To send
a program change message but no bank select
message, simply press ENTER.)

Usc the numeric key pud o coter a number be-

o]

tween 1 oand 128

3. Press rxiER and the speaified bank select and
program change messages will be ransmitted
on the (kevboard transmi channed (Kyb Trans
Chy speerfied i MID) Utility job ] Setting (JUMP
#307).

If, for the program change. you enter a num-
ber below 1t will be transmitted as 1. If you
enter a nuinber above 128, 10 will be transmitted
RERN A

In addition to the program change message
transmitted by this function, a program change
message will be transmitted every time you se-
levt a0 SYO99 worce or mult unless Program
Change s boen sarned ot asing MIDE wiliny

Job I Seiting pope 258




Remark: Refer to the MIDI Data Format booklet
for details regarding the use of MIDI bank select
numbers.

MULTI PLAY MODE

Note: If a master control setup is activated, the

transmit filter for that setup may prevent the
sending of bank select and program change mes-
sages using this function. Refer to the explana-
tion of the Master control utility on page 284 for
further details.

Master control select

Summary: While the SY99 is in multi play mode,
you can jump to the master control select display
(JUMP #832) by pressing a single function key.
This feature makes it easy to use the MIDI
master control function while playing the SY99.

Procedure:

From: multi play mode
Select: F6 (Mstr)

(JUMP #300)

The controller select display will appear, just
as if you had pressed JUMP, entered 832 using the
numeric keypad, and then pressed ENTER. This
display can be used to send a variety of control in-
formation to MIDI instruments connected to the
SY99.

If you perform live using the SY99, you will prob-
ably want to use the master control function often
while playing the SY99’s keyboard. You will prob -
ably find the master control function especially con-
venient because it is available with the press of a
single button.
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MULTI EDIT MODE

This section explains the details of all Multi Edit parameters.

185




MULT! EDIT MODE

From multi play mode press EDIT to enter multi edit mode. Unlike voice edit mode, multi edit mode has only
a single job directory.

You can use the SEQUENCER control keys to playback sequencer song or sequencer pattern data while
editing a multi. It is especially helpful to play a sequencer song back while editing a multi, since you will be
able to hear the effect your modifications are having on each of the voices. For example you can edit multi
parameters to modify the “mix”, or even edit a voice, all while the song is playing.
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Compare

When you are in edit mode but have have not yet
modified the data, a small square [ is displayed at
the left of the multi number to indicate that the voice
has not yet been edited. If the data is edited in any
way, this will change to a inverse “E”.

If you want to see and hear the original data press
EDIT (COMPARE) and the inverse “E” will change
to a “C” indicating that you are in compare mode.

Note: While comparing, EXIT, mode select, page,
cursor, JUMP, COPY, and some of F1-F&8 will not
function.

Store multi

When you press EXIT or use the JUMP button to exit
Multi Edit mode after editing the data, the top line of
the display will ask “AUTO-STORE MULTI?”

AUTO-STORE MULTI  rush FeturnsRQuit~Store
@1-81 Porular Tune

INTERMNHL . . Uﬂl
il s P (B6:Standar B:EBio9 Ban 13iHind Un
123 Funk'd M:Rmerica WiSound T W:Trorica
G: Ballade :Combo J {1:0rchstr 15:Esnican
M: House @:2 Horn 12:EBarodue BiFork

ket Gult Stor

The LCD will show the first seven characters of the
multi names in the currently selected internal or card
multi memory. The multi name displayed in inverse
indicates the multi memory into which the edited
data will be stored.

1. Use INTERNAL or CARD to specify the multi
memory, and select the multi memory 1-16 in
which you want to store your newly edited multi.
Press F8 (Stor), and the bottom line will ask
“Are you sure ! (Yes or No)”.

3. If you arc sure you want to store the edited
multi, press +1/YES and the bottom line of the
LCD will show “Store completed”. If you decide
not to store, press —1/NO and the bottom line of
the LCD will show “Store cancelled”.

4. You will then return to multi play mode or the
jump destination.

38

Multi edit job directory

JUMP #400

Summary: The parameters of Multi Edit mode are
divided into the jobs shown in this job directory.
Procedure:

From: multi play mode (JUMP #300)
Select: EDIT (JuMP #400)
Specify: the desired multi edit job and press

ENTER.

MULTI

EDIT 99

al-31 Pobular Tunes-— a1

sl Bist-Fan |B: —-—-——-— 132 ==

:Uolume |M:0utSel |[10f ————- i —=——

B:Tuning [I:Effect |1z ————- 15 Initlz

M: Shift ©: Mame 2 == B:Recall

ml ()] (24 Bd Ba [T 5N [5pd
(2] (1]

@ This area shows the number and name of the
selected multi.

© Move the cursor in this area to select a job and
press ENTER to go to the selected job.

® Pressing F1-F8 will select the corresponding job
1-8. Holding SHIFT and pressing F7 or F8 will
select job 15 or 16.

01: Voice (Voice Select): A multi consist of six-
teen voices which are controlled by MIDI
channels 1--16. A different voice can be se-
lected for each of the sixteen channels in the
multi.
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02: Volume (Voice Volume): The volume of the
volce played by each channel ot the multi can
be adjusted.

03: Tuning (Voice Tuning): The {ine tuning of the
voice played by cach channel of the multi can
be adjusted in steps of 1.1718875 cents.

4 Shift (Voice Note Shift): The pitch of the
voice played by each channel of the multi can
be adjusted n halt steps.

05 St-Pan (Voice Static Pan): A fixed sterco
position can be specified for the voice played
by cach channel of the multi, or a voice can
Use IS OwWn pan settings.

06: OutSel (Voice Output Group Select): Each
voice played by the multi can be sent from
output group 1 and/or 2.

07: Lifect (Etfect Set): Specify how the effect
units are connected, how the sound from
each voice of the multi is sent 1o the effect
units, paramelers for each effect unit, and
how the effect parameters are controlled in
realtime.

08: Name (Multi Name): The multi being edited
can be given a twenty-character name. In
multi play mode this name will be displayed
in large characters.

15: Initlz (Initialize Multi): The multi data being
edited can be initialized to a sct of standard
values.

16: Recall (Recall Multr): The previously cdited
multi data can be recalled for additional
editing.

1. Voice select

JUMP #4Q1

Summary: A multi consists of sixteen voices which
are controlled by MIDI channels 1--16. A differ -
ent voice can be selected lor each ot the sixteen
channels in the multi.

Procedure:

From: mult job directory (Jtmp #400)
Seleet: job 01:Voice {TUMP #4001
Specify: the voice for cach channel of the multi

UOICE ZELECT 461
hU%TInI—mlﬂP

—3
10

"117 EP1Grnlual
TERIEIYR 131 [aff]
= SN Teno 4i[affl
sty sLH:Ttor 151 0R Peeno
! solL Bk BrlF Eits
Oy OFt | ‘ Bt
(201 ] € (4]

@ This displays the number and name of the multi
you are editing.

B This displays the number and name of the voice
where the cursor is located.

® Move the cursor in this area and select a voice
for cach of the sixteen channets in the multi. This
arca displays only the first seven characters of
the sclected voice name, but the voice number
and name are fully displayed in @. Each channel
of the multi can use any voice from internal, card,
or presel memorics, or can be set to an “off”
volce. Sce Off Voice below Tor details.
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A multi in card memory can use only card or
preset voices. A multi in internal memory can
use only internal or preset voices.

If a selected voice contains an AWM ele-
ment which uses data from a waveform card, the
card must be inserted into the WAVEFORM
slot for the voice to sound properly. If a different
card 1s inserted, a diamond-shaped mark will
appear in place of the voice number 1--16, and
the voice will sound strange. (Each AWM
waveform card has a unique 1D number which is
stored as part of the data for an AWM element.)
To edit the voice selected by the cursor, press F8
(Edit). You will enter voice edit mode. Details
are the same as explained in Voice edit mode,
but when you press EXIT to exit voice edit mode
you will return to this Multi edit 1. Voice select
job.

Since the effect unit settings in multi mode
are determined by Multi edit 7 Effect ser (JUMP
#412) and are shared by all the voices of the
multi, you will not be able to modify the Effect
Mode, the Effect Parameters, or the Effect Con-
trol settings. You can adjust the Effect Send
setungs of the voice, but for these scttings to be
effective in a multi, the Multi edir 7.2 Effecr send
must be set to “VC” for that voice,.




When you select 10:Effect from the Voice
Edit Common data job directory, you will go
directly to the Effect Send job. Other effect
parameters cannot be accessed when editing a
voice from inside a multi.

You can also edit the Element Dynamic Pan
settings of the voice, but for these settings to be
effective in a multi, Mult/ edit 5. Voice static pan
setting must be set to “VC” for that voice.

Since the SY99's sequencer can be used at any time
even while editing a voice or multi, you can use this
function to edit one of the voices in a multi while
that multi is being played from the sequencer. This
capability is very useful, since it allows you to edit a
voice while it is being played in a musical context
with other instruments.

Off Voice: Each channel of the multi can use any
voice from internal, card, or preset memories, or
can be turned off. When turned off, the multi will
not play a voice in response to data on that
channel.

This allows you to play an external MIDI
tone generator from certain channels of the
SY99’s built-in sequencer without sounding the
SY99's own tone generator for those channels.

If you set the output level of an unwanted
channel of the multi to O (see Multi edit 2. Voice

MULTI EDIT MODE

volume) 1t will not be heard, but will still use the
SY99’s tone generator whenever notes on that
MIDI channel are received, and will therefore
reduce the simultaneous notes available for the
other voices. This is why you should turn un-
needed channels of the multi “off™.

To turn a channel off, move the cursor to the
corresponding voice and press F2 (Off). To re-
tore the previous voice selection for a channel,
move the cursor to the corresponding voice and
press F1 (On).

Remarks: In multi play mode the SY99 keyboard

will normally play only the channel of the multi
which matches the Keyboard MIDI Transmit
Channel setting made in MIDI utility 1. Channel
set. However in multi edit mode, the SY99 key-
board will play the voice where the cursor is
located in this Voice Select job. This will remain
in effect as long as you are in multi edit mode.

A slight delay may occur in the sounding of
some notes when a large number of notes are
played simultaneously (either manually or in
response to MIDI note on messages) using
four-element voices. To avoid this delay in such
cases, you may wish o substitute voices using
fewer elements, or reduce the number of notes
being played simultaneously.

2. Voice volume

JUMP #402

Summary: Set the volume of the voice played by
each channel of the muld.
Procedure:
From: multi job directory (JUMP #400)
Select: job 02:Volume
Specify: the volume for each channel

for channels 1-8 press (JUMP #402)
Fi (1-8)
for channels 9-16 press (JUMP #403)
F2 (9-16)
UDICE UQLUME 432
MULTI=I-31 Porular Tune
Selected UnicesP1-A11¢11> EPIGrnlual
a1 2] a3 e 5 5] a7 5

0

2]

Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

Voice Volume (0...127): Set the volume for each
voice played by the sixteen channels of the
multi. The volume for each voice is displayed as
a vertical bar graph.

Press F1-F8 to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 (1-8) or SHIFT+F2 (9-16).
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3. Voice tuning

JUMP #404

Summary: Adjust the fine tuning of the voice
played by each channel of the multi.
Procedure:
From: multi job directory
Select: job 03:Tuning
Specify: the tuning for each channel

(JuMP #400)

for channels 1-8 press (JUMP #404)
F1 (1-8)
for channels 9-16 press (JUMP #405)
F2 (9-16)
VOICE TUNIMG 434
MULTI=I-681 Porular Tune
S?lecgedlUoic$=P1~Qléé1i}@EPEGrnDial .
o et
B2 +ig * [ 85 + 08 *
a3 +/ 9 * B7 + 8 *
Ad + w1 6o + 4 *
Uz 3 Ug Ua Ue U US B

2] o o

@ Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

& Voice Tuning (-63...+63 in steps of 1.1718875
cents): Set the tuning for each voice played by
the sixteen channels of the multi. The tuning for
each voice is displayed as a horizontal bar
graph.

® Press FI-F8 to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 (1-8) or SHIFT+F2 (9-16).

Note: The actual pitch at which a voice will sound is
affected by many other factors; System utility
settings 1. Master tuning, Voice common data
2. Element detune, 3. Element note shift,
11. Micro tuning, AFM element data 2. AFM
oscillator, 7. AFM pitch EG, and AWM element
data 2. AWM waveform set, 7. AWM pitch EG.

4. Voice note shift

JUMP #406

Summary: Adjust the note shift (transposition) of
the voice played by each channel of the multi.
Procedure:
From: multi job directory
Select: job 04:Shift
Specify: the note shift for each channel
for channels 1-8 press (JUMP #406)

(JUMP #400)

Fl (1-8)
for channels 9-16 press (JUMP #407)
F2 (9-16)
UDICE NOTE SHIFT 486
MULTIaI-B81 Poklular Tune
g?leogedIU01c§=P1—ﬂ1éé1i)eEPlGPnDual
4 ] * 1
B2 45 T Tet+p I
@3 +1@ [T % gr + 8 * i
A + H T——!- B2 + @ L * i
vz S U4 U Ue U US §
©
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@ Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

© Voice Note Shift (—64...+63 in semitone steps):
Set the note shift (transposition) for each voice
played by the sixteen channels of the multi. The
note shift setting for each voice is displayed as a
horizontal bar graph.

® Press F1~F8 to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 (1--8) or SHIFT+F2 (9-16).

Note: This setting determines how note numbers re-
ceived from the keyboard or MIDI IN are
sounded, and has no effect on the data trans-
mitted from MIDI OUT.
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5. Voice static pan

JUMP #408

Summary: Specify the stereo position for the voice

played by each channel of the mult1.

Procedure:

From: multi job directory
Select: job 05:St-Pan

(JuMP #400)

Specify: the static pan position for each channel

for channels 1-8 press (JUMP #408)

Fl (1-8)

for channels 9--16 press (JUMP #409)

F2 (9-16)
UQICE STRTIC FPRAM 4133
MULTI=I-B157Porular Tune
g?le?tedludlcenﬂ-ailc11L)JCEP GrnDual .

R L

02 + B | I Poeg uc ! i
@3 uc A7 UC
a3 of |t t e OF 1 ! T
.ﬁ. Uz U3 U4 Us Ug Uy U3 E;l

L1

Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

o o ©

A Voice Static Pan (VC or =31...+31 = left...

right): Set the static pan position for each voice
played by the sixteen channels of the multi. The
static pan setting for each voice is displayed as
a horizontal bar graph.

It is also possible to select “VC”, when the
voice will use its own dynamic pan settings.
Refer to Common data 6 Eiement dynamic pan
(JUMP #207), page 99. If “VC” is not selected,
the dynamic pan settings of the voice will be ig-
nored and the static pan setting you specify here
will be used. If “VC” is not selected for a drum
voice, all the drum sounds will be panned to the
same pan position -31...+31 you specify here.
Press F1-F§ to move the cursor to voices 1-8 or
9--16. Select the role of the function keys by
pressing SHIFT+F1 (1-8) or SHIFT+12 (9--16).

6. Voice output group select

JUMP #410

Summary: Each voice can be sent from either or

both output groups.

Procedure:

From: multi job directory {JUMP #400)

Select: job 06:0utSel

Specify: the output group for each channel

for channels 1-8 press
SHIFT + F1 (1-8)

for channels 9-16 press
SHIFT + F2 (9-16)

{JUMP #410)

(JumMmp #411)

UDICE DUTPUT GROUP SELECT 4108
MULTIeI-#1-Porular Tune

Selected UgicesP1-A11(11> EPiGrnlual

A1 Qutreut = %C%E a3 Dutput = bhoth

a2 Qutrut = bo A5 Qutirut, = both

B3 OutPut = both AT Qutiut = both

AS Qut ot oth

Fli ﬂILU‘Puf :_both . pot.
e U5 U Ua Je U7 USTH

2]

P o ©

Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

Output (off, grpl, grp2, both): Each voice played
by a multi is independently panned by the set-
ting of Multi edit 5.Voice static pan, and sent

from either or both output groups 1 and 2. For
normal voices, this sctting takes priority over
the voice’s oulput group setting in Common data
7.Quiput group select (page 103). Drum voices
use their own output group settings for each
note, as ¢xplained below.

The signal from each output group will be
combined with the signal from each effect unit as
specified by the “wet:dry” settings in Multi edit
7.1 Effect mode select (JUMP #413). Refer to the
diagram on page 192,

Multi edit settings cannot specify the output
group for a multi channel that plays a drum voice,
and the cursor cannot be moved to these voices.
The display will show “Output = drum”, and the
drum voice data will determine which output
group is used by each drum sound. Refer to
Drum set data, 2. Wave data set (JUMP #274),
page 157.

Press F1—F§ to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 (1-8) or SHIFT+F2 (9-16).
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7. Effect set

JUMP #412

Summary: Specify how the effect units are con-

nected, how the sound from each voice of the
multi is sent to the effect units, parameters for
each effect unit, and how the effect parameters
are controlled in realtime.

Procedure:

From: multi job directory (JUMP #400)
Select: job 07:Effect Set (JUMP #412)
Select: the effect parameters you wish to edit

CT_SET 412
[sI-81 PokPular Tune

ec ode Select o a1
Sen
Ef 1 Parameter
Effect 2 Faramster
Ef . Copteral

D DEA T
UM (A g T

M2_ES  od B

’:‘I.

H

(2] (1]

@ Move the cursor in this area and press ENTER Lo

select a job.

Ol: Effect Mode Select: Specify how the two
effect units are connected, the effect type,
and volume balance. This is m’.‘xcilv the
same as for voice editing. Refer to Common
Data job 101 Fffect Mode Select, page 106.

02: Effect Send: Specify how the sound ol each
voice of the multi will be sent to the effect
units. Refer to the following section 72
Effect Send.

03: Effect 1 Parameter: Make settings for effect
unit 1. This is exactly the same as for voice
editing. Refer to Common Data job 10.3
Effect 1 Parameter, page 108.

04: Effect 2 Parameter: Make settings for effect
unit 2. These parameters are exactly the
same as for Effect 1. Refer to Comnton Data
Jjob 10.3 Effect I Parameter, page 108.

03: Effect Control: Specify how effect param-
eters will be alfected by control change mes-
sages. This is exactly the samc as for voice
editing. Refer to Common Data job 10.5
Effect Control, page 123.

@ Pressing Fi-F5 will select the corresponding job.

Note: Multi effect seitings differ from voice effect

settings only in job 2 .Effect Send. A normal voice
allows you ro specify the effect send level for
each of the one, two, or four elements. A drum
voice allows you 1o specify the effect send level

Sfor each of the 76 keys. However in muldti mode,

you can eithier specify a send level for each voice,
ar specify that the voice's owin effect send set-
tings be used.

QUTPUT t/142

=

QUTPUT 2

>

16..,_ —— 16... ———
; ey T
ulti edi 7_\ -
J Multi edit 6. Voice output group Multi edit
| 5. Voice static pan = , 7.1 Effect mode select
10— | WCor=3iaa | sefect ] Out! wet:d
L . : e ~ (oft, grp1, grp2, both) [ ut1 wet.dry
e
Multi edit }_ - 5. send1_ .
1. Voice select| .~
= S sena 2 | Effect
1 ' _—
[ Muiti edit Multi edi
ulti edit
)i 7.2 Etfect send 3 =) 7.1 Effect mode select
("Voice" or level and | - Out2 wetdry
select) ] lsend 3
ﬂdﬁ,} Effect2 ————— S —
mono audio —--—-» ’ T
stereo audio —- >
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7.1 Effect mode select

JUMP #413

Summary: Specify the effect mode to determine how
the two effect units are connected, the effect
type for each unit, effect output levels, and the
volume balance between processed and unpro-
cessed sound.

Procedure:

From: Effect Set job directory
Select: 01:Effect Mode Select

(JUMP #412)
(JUMP #413)

Specity: the effect mode, effect types, and effect
levels, and wet:dry balance.

Remarks: This function is exactly the same as that
described for Voice edit mode. For details, refer
to Common Data job 10.1 Effect mode select,
page 106.

7.2 Effect send

JUMP #418

Summary: Specify how the sound from the voice
played by each channel of the multi will be sent
to each of the one, two, three, or four effect
sends.

Procedure:

From: Effect Set job directory (JUMP #412)

Select: job 02:Effect Send (JuMP #418)

Specify: the effect send settings for each of the 16
channels in the multi

EFFECT SEND 419
MULTII-&1 POF'U.ICH’” Ture
Snuproe .'::ﬁhd C:F-I Lp:zl_;l:,]_
LN & 1 -0 = 127
Fﬂ Ficked multil 1 -3 - 4
Flo FJF‘.thLdHr* multi 1 -3 -1 127
:EE'EP las=in multi 1 =3 -1 127
E=E Ty Ta~fe— | ] J
[5] (3] (4]

© This area displays the voice selected for each
channel of the multi. The screen can display the
settings for four voices at a time. To make set-
tings for other voices, press F1(1-4)-F4 (13—
16).
® Source (voice, multi): If this is set to *“voice”,
the voice will use its own effect send settings as
specified in Voice common, 10.2 Effect send
(page 107) for a normal voice or in 3.2 Effect
send (pqge 174) for a drum voice. A dash (-)
will be displayed for the Send Sel ® and Level
© parameters, and these cannot be set. If you
wish to have detailed control over the effect
send levels for this channel of the multi, you
should set this Source parameter to “voice”.
If this is set to “multi”, you will be able to
specify an overall effect send level @ for the
entire voice. This effect send level will apply to

all elements 1-4 of a normal voice, or all 76 keys
of a drum voice. You can also enable or disable
the effect sends 1-4 as explained in @. Setting
the Source parameter to “multi” is more con ve-
nient when you necd to adjust the effect send
levels of several channels in the multi, but does
not allow as detaited control as the “voice”
setting.

Effect send velocity sensitivity and scaling
arc available for voices as specified by the indi-
vidual voice settings, regardless of whether the
effect send source is set to “voice” or “multi”.

® Send Sel (send select 1-4): If the Source has
been set to “multi”, you can specify whether or
not to send the sound from the voice to each
effect send 1-4. The number of effect sends
available will depend on the effect mode and the
effect type. Effect sends which are not available
will be indicated by a dash (), and cannot be
selected. In the above display, effect sends 1
and 2 are available.

It an effect send is turned on, its number (1-
4) will be displayed, and the sound from the
voice will be sent to that effect send. If an effect
send is turned off, a period (.) will be displayed,
and the sound of the voice will not be sent to
that effect send.

@ Level (0-127): If the Source ® has been set to
“multi”, you can specify how much sound will be
sent from the voice to the effect unit. This value
applies to all the effect sends that are enabled in
Send Sel ©.

® You can press F1 (1-4), F2 (5-8), ¥3 (9-12), F4
{13-16) to switch the display to other voices of
the muiti.
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8. Multi name

JUMP #422

Summary: The multi being edited can be given a
twenty-character name. In multi play mode, this
multi name will be displayed in large characters.

Procedure:

From: multi job directory
Select: job 08:Name
Specity: the name for the multi

{JuMP #400)
{JUMP #422)

MULTI MAME 422
MULT T =T

v
[Forular Tune ]

Clr Uerer RN
0 )

© Enter a twenty-character name for the multi.

® To clear the currently entered name press Fl
(CIr). To switch to upper-case characters press
F2 {Uppr). To switch to lower case characters
press F3 {Lowr).

Remarks: Methods of entering character data are
explained in How (o enier character data, on
page 30.

15. Initialize multi

Summary: The multi data being edited can he
nitialized to a set of standard values.
Procedure:
From: multi job directony
Select: job 15:initlz
To exceute: the initialize operation press YES.
To quit:  without executing press NO or EXIT.

(IumMp #400)

INITIRLIZE MULTI

ARE YOU SURE 7

Nes or Mo

This function scts al! multi data values to the mini-
mum or simplest possible scttings, When you are
creating a new multi it is often convenient to start
with the initial settings,

It you are sure you want to initialize the multi
data, press YES and the data of the multi being
edited will be sct to the values shown below. If you
decide not to initialize, press NO.
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Initialized settings for Multi data

01 Voice select
Preset 1 AO01(01) GrandPiano (all channels)

)2 Voice volume
Volume = 127 (maximum) (all channels)

U3 Voice tuning
Tuning = 0 (all channels)

04 Voice note shift
Note Shift = 20 (all channels)

(5 Voice static pan
Pan = 10 (= center) (all channels)

06 Voice output group select
Output = both (all channels)

07 Effect set
HE same as normal voice initial data except for
Effect Send *#=*
(for each channel)
Effect send source = multi
Effect send select = all on
Effect send level = 127

08 Multi name
Name = INIT MULTI VOICE
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16. Recall multi

Summary: The previously edited Multi data can be
recalled for additional editing.
Procedure:
From: multi job directory
Select: job I6:Recall
To execute: the recall operation press YES.
Toquit: without executing press NO or EXIT.

(JUMP #400)

RECALL MULTI

ARE YOU SURE 7

(Yes aor No»?

If after editing a multi you exit multi edit mode with-
out storing, the edited multi data will be lost. In
such cases, you can use this function to recall the
previously edited multi data into the editing butfer.

If you are sure you want to recall, press YES and
the previously edited multi data will be recalied into
the editing buffer. If you decide not to recall, press
NO.
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SONG MODE

Song mode allows you to create songs with up to 16 tracks, with each track containing an
independent musical part. These tracks can be edited in different ways, and the musical data
of each track can be transmitted on its own MIDI channel to play a different voice in a Multi
or an external synthesizer.

Contents of this section page
SONG PIAY ottt ettt cre st s s ee st eet et e eeeeee s s e e e e oo o 201
Song record ... rer et snneereeeeeesneseraransense rerrerrrens etbereeeoressrrenaeenteeasnass wrrerrnees 203
Song edit................ creserstesabiaisatassanenrneesrarannreran crrssenaenn cressessiresseesssesaninans IR |
Song edit jobS 1 .ueerneerereenrerieennee. . . cerresressasans ertessnterseessassanesnnens 214
Song edit jobs 2 ....c.ueureu..... errenetrereeesserbraasensens cesrseseerenas rrerretesssssssesesseerrantane cessarnsrersecaans e 218
Song setup jobs............. cenbrereneanssatesteeesnresnesatanrraanns cnetneseitns bttt e e n e raene e snnernsen reessns 228
Transmit channel............ccooveevereeeeenenn. Hresreasibta e as b s s s e te e saeessnteenbaess rereeteenense 230
S0NZ NAME..cccirrieerenererereerirerseenenne eI b e et e eessressaesanensnenes et eeessaaeeneerans 231
Song directory ..ecvverereenen. erresenes cremerareererteeaeesennesenearann crrverens SO OTRRURSIRORI. K. .
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In Song mode you can use the SY99’s sequencer to record and play back up to ten songs, each of which can
consist of up to 16 tracks. Tracks 1 through 15 each can contain an independent musical part extending the
entire length of the song. Track 16 is a special Pattern track which consists of pattern numbers and repeat
marks which specify how the patterns created in Pattern mode (page 233) will be played back along with
the other tracks.

All data from the sequencer will be transmitted to the internal tone generator and also transmitted
from MIDI OUT. This allows you to play external synthesizers or tone generators from the SY99’s
sequencer. :

Song mode (sequencer) and Multi mode (tone generator)

The greatest musical complexity is possible when the sequencer is in Song mode, transmitting 16 channels
of musical data, and the tone generator is in Multi mode, functioning as 16 indepenent synthesizers.

By default, sequencer tracks 1-16 are set to transmit on the corresponding channels 1-16. However,
you can change this using the Transmit channel function described on page 230.

A Multi consists of a voice selection and other settings for each of 16 channels. If you want to use a
sequencer track to play only an external tone generator via MIDI OUT, you must select an “off” voice for
the corresponding channel of the multi.

The following diagram shows an example of how the sequencer in Song mode can control the tone
generator in Multi mode. Sequencer track 1 is transmitting on channel 2, and will play the “Strings” voice
which has been selected for channel 2 of the multi. Sequencer track 2 is transmitting on channel 3, but since
channel 3 of the multi is set to the “off” voice, track 2 will not play the multi.

Regardless of the settings of the Multi, the data of all sequencer tracks is always transmitted from
MIDI OUT, and can be used to play external tone generators.

Sequencer Tone generator
(song mode) (multi mode}
Track Output ch. Ch. Voice
1 2 1 I— AQ5 Brass
2 3 2 I--D16 Strings
3 16 3 foff]
16 7 16 I —-B14 Piano
MIDI OUT

Note: The SY99 sequencer will also record MIDI data received from MIDI IN, in addition to the data from its own
keyboard and controllers. However, system exclusive messages longer than 32 bytes cannot be recorded.
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How song mode is organized

Song edit playing.. ’

EDIT [sTOP] [RUN]

SONG PLAY

Meagure=801 Time= 4/4

tHext Song =off Click srec
Meoxt Mode =stoP

PEG Selest=0ff S =internal
Mute Jobl JobZ bfuP T-Ch Mame Tir

LF11_1 [F2] [Fa] [Fa| IFfI Fe | [F7]

Mute i
Song edit S;T,g Song directory
jobs jobs Song name

Transmit channel

Song Edit Job Directory 1

SONG EDIT JOB1 622

61 Arrend Sondg B5:Clear Song
2iCut Sonv

@3 :Coryd Sond
%} W 5189 (5] 5}

01:Append Song
02:Cut Song
03:Copy Song
04:Copy Track
05:Clear Song

recording...

SONG RECORD [SONGA1 Lerod _ ]

Measure=lill Time= 4,4 J=188 Used= 9%

RECORD Auantize =1/16 Clic

Cllck Beat 1/4
=internal

Recawe Ch=kbd
Raal SLer

[01¥]]
FF1|!F21 F3 |=4l |F6||F7J1Fsl

Realnme/Step Overdub/Replace

Punch en/oft

Seng Setup Job Directory 2

SONG EDIT JOB2 sz
e TN nouL 10: Chuliess [ HixTrak
: 1 W:EEEE""M’ 13 tErsteas 5iErsTrck

01:Quantiz  Quantize
02:MdfGate Modify gate time
03:MdfyVel Modify velocity
04:Cresc Crescendo
05:Transps  Transpose
06:ThinOut  Thin out
07:ErsEvnt  Erase event
08:NtShift Note shift
09:MovClck Move clock
10:CpyMeas Copy measure
11:ErsMeas FErase measure
12:DeiMeas Delete measure
13:CreMeas Create measure
14:MixTrck  Mix track
15:ErsTrck  Erase track

199




SONG MODE

Song Setup job directory

Song Name

SONG SETUP
BRRTOT Controp

A
Clogk-Ragt

622

gg ccent, |_evel
b1 [2)] (561 vd

SONG MAME

¥
[Letod 1

01:Receive Event
02:MIDI Control
03:Accent Level
04:Clock/Beat
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SONG MODE

Song play

Summary: This is where you will playback the song. @ Next Mode (Stop. Play): This determines
You can also make settings for the metronome whether the song selected using the Next Song
and synchronization. item will play automatically when the current

Procedure: song is finished playing. Set this item to “Play”
From: any mode to chain play one or more songs.
Press: SONG to enter song play mode. The SONG 6 PRG Select (on, off): This determines whether a

LED will light red.

SONG PLAY ;

Measure=881 Time= 4.4 ‘

program change message will be executed cach
time the current song is selected. When this
itemn is turned on, the currently selected voice or
multi will be registered for automatic selection

Next Sbng =off . CCligk i - whenever the current song 1s selected, whether

o g - - =
gsxt Nade+—=+or° - l;hck eat= 1 f , as a next song, by MIDI song select, or
G Select=0 Ly Al . I o hanoe
Aufs Jobi {OE TR TfL,h ek Iplf“ g mdnuglly. (The S_Y‘)‘) will Automallcqlly change
P Y o o YY) to Voice or Multt mode, as appropriate, when

Song (1...10): This shows the number of the
currently selected song. The name assigned to
the song is displayed after the song number.
Mcasure {001...999): This determines the mea-
sure from which the song will begin play back.
You can modify this by moving the cursor here
and specitying the measure, or by using the se-
quencer location butions (1<, <<, LOCATE, or ).
Time (1/4...32/16): This displays the time signa-
ture you specified in song record mode. This
cannot be moditied n song play mode.

J (30...250): This determines the lempo
quarter notes per ninute.

Used (0...100%): This displays the amount of
used sequencer memory.

Next Song (1...10, Off): This determines the
number of the song which is to be selected when
the current song is done playing. If a next song
1s selected, the SY99 will automatically set
itself up for the new song when the current song
is finished. Also, the Mute {unction will be
turned off and all tracks used in the new song
will be turned on at this time. A setting of “Off”
lor Next Song means that the SY99 will remain
set up for the currently selected song when it is
finished playing.

The Next Song item only determines
whether the SY99 will set up for another song;
whether the next song will play automatically is
determined by the Next Mode setting, below,

this selection 1s made.) When this item 1s set to
off.” the selection of the song will not affect the
tone gencrator sctting.
Click (off, rec, rec/play, always): This deter-
mines when the click (metronome) will sound.
off: The metronome will not sound.
rec: The metronome will sound only during
recording.
rec/play: The metronome will sound during
recording or playback.
always: The metronome will sound constantly.
Click Beat (1/4. 1/6. /8, 1/12. 1/16, 1/24): This
determines the beat on which the click will
sound.
Sync (internal, MIDI): This determines the tim-
mg source which will control the sequencer.
Normally you will leave this set to internal so
that the SY99’s own clock will determine the
tempo.

If you are using an external MIDI sequencer

and want the SY99’s sequencer to play in
synchronmization with it, set this to MIDI so that
MIDI clock messages received at MIDIL IN will
determine the tempo.
Pressing F1 (Mute) will mute all tracks so that
you will hear no sound even during playback.
Notes which are already sounding when you
press F1 will continue sounding for their original
duration. Press Fi once again to un-mute the
tracks.
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Press F3 (Jobl) to move to Rong Fdi Jjob
Directory 1. Refer to the (ollowing scction, Song
edit jobs 1.

Press F4 (Job2) to move to Song kdit Job
Directory 2. Refer to the tollowing section, Song
edit jobs 2.

Press F5 (Stup) to move to the Song Setup job
directory. (Song sctup jobs are used o make
settings common to all songs.} Refer to the
following section, Song seiup edit jobs,

Press ¥6 (T-Ch) to view or change the transinis
channel settings for tracks 1 through 16. Refer 1o
the following section, Transmit channel.

Press F7 (Name) to change the name of the cur-
rently selected song. Refer to the following sor-
tion, Song name .

Press F& (Dir) to view a directory of rthe songs
contained in the SY99’s mcwmory. Refer te i
following section, Song director .

Select tracks for playback: {lse the sixives
memory select buttons to seiect the tracks for
playback. Each track LED will light green to
indicate a track which contains data. Pressing a
button will alternately turn the track on (ihe
LED is lit) or muted {the LEI is blinking). You

nA

can also press ¥t (Mute) 1o mute all the tricks.

Track1 Trackd Trackb Track?
chjZ chk4 ‘ Tracks J Tra'cm
B - S P RS IS O
I I R D O B R S R
[ ] EF] — 'Ll;,i Lo L
Track10 ( Track1z ‘ Tackts | Trackie
Track9 TrackiA Track132 Trackls

Start and stop playback: Press RUN and the song
will begin playback from the poini specified by
the measure setting. To stop playback press
STOP.

During playback: During playback you can move
the cursor to modify the tempo, click, click bear,
Next Song, Next Mode, and PGM Select
settings.

Locate: Any time while in song play mode (even

during playback), you can hold SHiF'T and press
LOCATE to mark the current measure While the
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sequencer Is stopped, you can press LOCATE to
instantly move to this measure.

In addition to LOCATE, the following keys can be
used while the sequencer is stopped to move
backwards and forwards in the song.

ﬂq} Move to the beginning of the song

idﬂj Move backward one measure (continue
pressing to move rapidly)

LOCATE Move to a previously set location

Lbﬂ Move forward one measure (continue
pressing to move rapidly)

Song edit: Any time in song play mode while the
sequencer is not playing back, you can press
EDIT to edit the song. For details refer to Song
Edir Mode .

Simultaneous note capacity: The SY99 sequencer
can playback up to 32 notes at once. During
playback, any new notes which would excced
this number will be ignored.

Timing priority: Since track 16 (the pattern track)
will often be used to play rhythm parts, highest
priority is given to playing it on time. Timing
priority is then given to tracks 1, 2, ... 15.

Cursor position: When recording begins, the cursor
will automatically move to the tempo setting,
allowing you to adjust the tempo even while you
record.

When recording is stopped, the cursor will
automatcally move to Song No.

Chain songs: Songs that are chained using the Next
Song and Next Mode parameters are played
back-to-back with no pause in between. A
program change message placed at the head of a
song using the PGM Select setting can therefore
cause the sound from the preceding song in the
chain to cut off abruptly. To avoid this problem,
you can place an empty measure or two at the
beginning of the “next song”, to let the notes
from the previous song die off before the program
change is executed. It is not necessary to
mtroduce such a time lag if the PGM Select set-
ting is turned off.
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Song

record

Summuary: This is where you make scttings in
preparation lor recording a song. You can specify
the mode and type of recording, set the time sig -
nature, and make other settings as in the Song
Play display.

Procedure:

From: song play display press RECORD. The

RECORD LED will light.

the recording mode and make recording

settings.

To start: recording press RUN.

To stop: recording press STOP.

Specily:

The song record display wili
whether
selected.

differ according 1o

ur not punch-in recording hus been

[f Realtime or Step recording has been selected

|SONG RECORD (s

SOMGAL Leroyw ]
Measure=algll Time= 4-4 J=1aa Used= 20
Quantize lflé;ﬁ Cligk = e
F»—omuw Ch=kbhd Cligk Beatsl-sd :
Syt =1tereal o
[[,;;;}J»--m- Frich e R4
0 ) 0 ® O o o)
[f Punch-in recording has been selected
SONG RETCOFED# [ nrlu 5611 JLerjo'ﬁ - ]
Measureolll Time= 47 =1in Uzed= 24
Fr*um:‘rfl»:-ae 515 ) R fo_s,M»s-as =i
Guantize =1-16 : rClick =rec
kReceiuve Ch=kbd  |Click Ppa+=1/;¥
S = = =z
Fezl Shter [Hilld Uder [ﬂb 1
) 0 @& O 3

@ The number and name of the currently seiected
song are displayed here.

A Measure (001...999): This determines the mea-
sure from which the song will begin playback.
You can modify this by moving the cursor here
and specifying the measure, or by using the se-
quencer location buttons (1, <, LOCATE, or b»).

® Time (41 084, 01.16/08, 01-32/16): This
determines the tme signature of measures that
will be recorded. (A song may contain measures
of differtng rme signatures.)

o

5]

J (30...250); This determines the tempo in
quarter notes per minute.
Used (0...100%): This displays the amount of
sequencer memory already used. Since recording
and editing operations require some memory for
processing, it may not always be possible to
continue recording until this displays 100%.
Quantize {off, 1/32, 1/24, 1/16, 1/12, 1/8, 1/4,
1/2): This determines the timing accuracy to
which the notes you play will be corrected.
When quantization is turned off the notes you
play will be recorded at the exact timing they
When a quantization of 1/32...1/2 is
selected, all notes you play will be moved to the
nearest ttming at the specified interval.
Receive Channel (1-16, omni, kbd): This deter-
mines the channel that will be recorded by the
sequencer.

1-16: The sequencer will record only the data

received on the specified channel from MIDI

IN.

omni: The sequencer will record all data of any

channel from MIDI IN.

kbd: The sequencer will record the notes

played on the SY99 keyboard, regardless of

the Kbd Transmit channel setting.
Click (off, rec, rec/play, always): This deter-
mines when the click (metronome) will sound.

off: The metronome will not sound.

rec: The metronome will sound only during

recording.

rec/play: The metronome will sound during

recording or playback.

always: The metronome will sound constantly.
Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): This
determines the beat on which the click will
sound,
Sync (internal, MIDI): This determines the tim-
ing source which will control the sequencer.
Normally you will leave this set to internal so
that the SYY9’s own clock will determine the
lempo.

QeCur.
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If you are using an external MIDI sequencer
and want the SY99’s sequencer to play in
synchronization with it, set this to MIDI so that
MIDI clock messages received at MIDI IN will
determine the tempo.

Recording mode (Real, Step, Pnch): Press FI,F2
or F3 to select the recording mode.

Realtime recording (press ¥1): Notes will be
recorded at the exact time you play them.

Step recording (press F2): Notes will be
recorded one by one with the specified time
value, regardless of the actval timing with which
you play.

Punch-in recording (press F3): The same as
realtime recording except that recording will take
place only over the measures specified by ®
From Meas and To Meas.

Overdub/Replace (Over, Rplc): This determines
how newly recorded data will be added to the
track.

Overdub recording: If you select overdub
recording by pressing F4, notes you record will
be added to the data already in the track. The
track will then contain both the old and new
data. If step recording has been selected in @@,
overdub recording will automatically be selected.
In punch record mode, overdub recording can not
be selected.

Replace recording: If you select replace
recording by pressing F35, notes you record will
replace the data previously in the track. The
track will contain only the new data, and the old
data will be lost. If step recording has been
selected in @, replace recording cannot be
selected.

® From Meas (001...999), To Meas (001...999):

If F3 (Pnch) has been pressed to select punch-in
recording, you will be able to specify the range of
measures over which recording will take place.

Recording procedure:

L.

If necessary, specify the measure at which
recording will begin, and modify the settings for
time, tempo, quantize, receive channel, click,
click beat, and sync.

Specify the recording mode; realtime (F1), step
(F2), or punch-in (F3).

If you specified punch-in recording in step 2, set
the beginning (From Meas) and end (To Meas)
of the recorded area.

Specify overdub (F4) or replace (F5).

Press a memory select button 1-15 to select the
track on which to record. The LED of the
selected track will light red. The LEDs of tracks
which already contain data are lit green.

Press RUN and recording will begin. The record -
ing display will depend on the recording mode
selected in step 2. For details see the following
sections; Realtime Recording, Punch-in Record-
ing, and Step Recording.

When you are finished recording press STOP and
you will return to the song play display.

Song edit: Any time while in song record mode

{except while recording) you can press EDIT to
edit the song. For details refer to Song Edit
Mode .

SONG RECORD

Realtime recording

Summary: In realtime recording the notes you play

will be recorded in the exact timing with which
you play them

Procedure:

From: song record display

Press: F1 (Real) to select realtime recording

To begin: recording press RUN. The RUN LED
will blink to the tempo.

To stop: recording and return to the song play
display press STOP.
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SDNG RECORD E?ENESI Leroy 1

Measure={Ejl Time= 4-4 =1 Used= 9%
Buantize =1-16 —Click —rLec
Receiuve Ch=kbd Click Beat=]-4

Stc =internal
(EA SieF Prc | KrlE
0 00 © %)

Q@ Measure (001...999): As you record this will

advance to show the number of the measure cur-
rently being recorded.




2] J (30...250): While recording you can move the
cursor here to modify the tempo.

® Used (0...100%): As you record this will in-
crease to show the amount of sequencer memory
that has been used.

@ Click (off, rec, rec/play, always): While recording
you can move the cursor here and specify when
the click (metronome) will sound.

off: The metronome will not sound.

rec: The metronome will sound only during
recording.

rec/play: The metronome will sound during
recording or playback.

always: The metronome will sound constantly.

SONG MODE

® Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): While
recording you can move the cursor here and
specify the beat on which the click will sound.
While recording or playing back, the RUN LED
will blink green on each beat and blink red on the
first beat of each measure.

Remarks: While recording you can modify the set-
tings for tempo, click, and click beat. To modify
the other parameters you must return to the
song record display.

SONG RECORD

Punch-in recording

Summary: In punch-in recording the notes you play
will be recorded in the exact timing at which you
play them, but only over the measures you
specify.

Procedure:

From: song record display
Press: F3 (Pnch) to select punch-in recording
Specify: the measures over which recording
will take place.
To begin: recording select the track to be
recorded and press RUN. The RUN
LED will blink to the tempo.
To stop: recording and return to the song play
display press STOP.

ISONG RECORD

SOMGAL Lerod 1

Measure={zjl-Time= 4.4 =188 Used= 9
From)Meas =0igl ~—7Jg Meds =1
GQuantize =1418 —-Click Srec
Recelve Ch=kHd g11ck Beat=1-4
Mo = t

RPN I IR- | O E——

o o 00 8 o

@ Measure (001...999): As you record this will
advance to show the number of the measure cur-
rently being recorded.

©® (30...250): While recording you can move the
cursor here to modify the tempo.

® Used (0...100%): As you record this will in-
crease to show the amount of sequencer memory
that has been used.

@ From Measure (001...999): When the beginning

of this measure is reached, recording will begin.
The notes you play will replace the previous
data in the track.
® To Measure (001...999): When the end of this
measure is reached recording will end, but the
song will continue playing back.
® Click (off, rec, rec/play, always): While recording
you can move the cursor here and specify when
the click (metronome) will sound.
off: The metronome will not sound.
rec: The metronome will sound only during
recording.
rec/play: The metronome will sound during
recording or playback.
always: The metronome will sound constantly.
@ Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): While
recording you can move the cursor here and
specify the beat on which the click will sound.

Remarks: While recording you can modify the set-
tings for tempo, click, and click beat. To modify
the other parameters you must return to the
song record display.

It is a good idea to set the location to a few
measures before the punch-in point specified by
From Measure. This will give you a chance to
get the feel of the section you are going to re-
record.

When the punch-out point specified by To
Measure is reached, playback will continue.
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SONG RECORD

Step recording

Summary: In song step record mode, notes will be

recorded one by one with the specified time
value, regardiess of the actual timing at which
you play. This makes it possible to input very
complex passages which would be difficult to
play in realtime.

Procedure:
From: song record display
Press: 12 (Step) o select stop recording.

To begin:

recording specify the track (o be
recorded and press RUN. The RUN
LED will light green.

Record: data as explamed in the Recording
Procedure below.
To stopr recorditg and return to the song play

display press STOR

SONG STEP RECORD [SONGEL e
Measure=an3 4

]
Time= 4~ =120 Used= 1%

@

i—'"+'f—'—'-*"j"+"———f'-"i ‘
[Hco1 ;2 Hooo Hoo4 Del  Elel L2 ‘
b 6 o 6 o do b © 0 o
@ Moeasure (001...999): To move to another mwa
sure, place the cursor here and modify the data.
B Time (01-08/4, (1 16/08, 01-32/16): The time

signature i only dupleyes, and
moditied.

o The tempo is only displayed, ind has no offect
in step recording.

Used (0...100% 3 This displays the amourt of
sequencer memory already usced.

cannot be

This arca mdicates the currently selected note
value. At any time in slep recording you can use
the numeric keypad 1o enler note values. You
can also move the cursor to this area and modify
the note values, If possibic, the note values in
this area will be displayed as graphic symbots
for a whole note, quarter note, etc. Otherwise
the note value will displayed us a number of
clocks (1/384th notes).

When the cursor is located 1t this area you can
move backwards and forwards threugh the data
in time. If the current measure s longer than four
quarter notes (e.g., a time signature of 10/8), o
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number will be displived here (o ndicate the
section of the measure now heing displaved.
The measure bar represents ose measare. and
vertical divisions represent one beat. A dot will
be dispiayed on the bar to indicate » 32nd note
arca winch contains data

As you move backward or forward through the
data in thne, an arrow pointing downward will
move in 32nd note steps 1o adicate the curent
position 1 the measure.

If the currently sclected 32nd note area containg
data, the notes in that area will be displtayved on
the keyboard drigrium.

To sclect an acuent valuce, press L4,
Subsequently entered notes will be given the
selected accent value. With the initial seltings,
Accl=24, Acc2=36, Acc3=88, and Accd=120. To
change the accent value assigned 1o F1=14 refer
to Song setup job 4. Acceni Tovel,

To delete af! data w the 32nd note area where
the cursor is Jocated, press F5 (Del). The cursor
location will not change.

This function. Fo (BDcly depends on the current
note fennthe T the currearly selected note length
is 1/4 then data al the location 174 note previous
to the current position will be deleted. The cur-
sor witl move back /4 note.

Note duratiow:; To specify ow long the note will be

held i refation to ris note value hold soiE and
press Fre g3 To record normal notes which
sound for 30% of thewr note values press B
{Norm). To record staccato noies which sound
for 50% of thetr note values press 12 (Stac). To
record slurred notes which sound for 99% of their
note value press <3 (Slar).

Numeric keypad:

Note value (numeric keys 1-8): Use the numeric
keys 1-8 to specify the note value to be
recorded. Pressing each key will select the note
value printed above it, from a whole note (key 1)
to a 16th note wriplet (key 8). This also deter-
mines the step time by which the cursor will
automatically wdvance aiter each note has been
entered.




Dot (numeric key 9): To dot the current note
value press numeric key 9. The current note
value will be extended by 50%.

Tie (numeric key “="): To extend the duration of
the previously entered note, press TIE. The dura-
tion of the note will be extended by the current
note value, and the cursor will advance
accordingly.

Rest {(numecric key 0): To advance one step
without entering data press REST.

Recording procedure:

Enter notes: Each time you press and release a
key it will be recorded, and the position will
move ahead one step as specified by the step
time. The note will not be entered until all keys
have been released. This allows you to enter
more than onc note at the same location by
pressing more than one note before releasing the
first.

SONG MODE

Scroil through the data: When the cursor is
located at @ you can also use the cursor keys
41> to move back and forth in the track and enter
notes wherever you like. When you come to note
data, it will be displayed on the keyboard dia-
gram below and sounded on the synthesizer.

To stop recording: When you are finished
recording the song press STOP. You will return
to the song play display, where you can press
RUN and hear the song you just recorded.
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Song

edit

Summary: In song edit mode you can edit individual
events that have been recorded in tracks 115,
Procedure:
From: song moede when the SONG LED s it red
Press: EDIT
Select: the track to ednt
Edit: the data as explained in the following
scetons.,
To exit: song cdit mode aod return 1o song play
made press LSt

The song cdit display walt BiTer socording to
whether graphic or data editing nas been selected,
and whether tracks T-45 or irack 16 has been
selected.

If graphic cditing has been sciccted {tracks 1-15)

SONG EDIT , [SONGEE Lerod ]
Measure=883 Time= 4-4 [=ip8 Used= 9

¥l p-———- b - R R e |

It data editing has been selected (tracks I-13)

SONG EDIT T ULSONGAL Lt
Measure=a1& Timse= 4.4 =188 Used= 9%

»é,.
},__.,,..4_.~.,,+. B LTyt B e e __|
I U i L
BlEa-A2-42.-95 S e 1 =9
P T IR PA R 1
rs = LtP =

If track 16 has been selected for editing

CHRIM PHTTERM

1B ol Srch Cofrd Ins  Del

Select the track to edit: Press a memory sclect
button 1-16 to select the track to edit. Tracks 1-
15 contain sequence data and track 16 contains
pattern data.

Song graphic editing (tracks 1-15): To select
graphic editing when a track [--15 is selected,
press F7 (Grph). A horizontal line will be dis-
played with dots indicating the position of note
data in the measure. A keyboard diagram below
will indicate the notes at the currently selected
32nd note area. For details refer to the following
section Song edit (graphic mode).

Song data editing (tracks 1-15): To select data
editing when a track 1-15 ts sclecred, press F§
(Data). The display will show the type and
numerical values for each event. Data editing is
divided into two modes; msert and change. For
details refer 1o the following sections Sony edir
(data insert) and Song edit (data change).

Chain pattern editing (track 16): When track 16 is
selected, rhe display will show the patlern num-
ber assigned to each part. For details refer to
the following section Chain pattern.

SONG EDIT

Song edit (graph)

Summary: In sonyg cditing graph mode, the notes in
the selected track 115 will be graphically dis-
played on a keyboard diagram. Data can only be
viewed, not edited in graph mode.

Procedure:

From: song mode when the SONG LED 15 01t red
Press: EDIT

Select; a track 1--15

Press: v7 (Grapi.

View: the daia as cxplamed helow.,

To exit: song edit mode and rewurn to song play
mode press EXIT,

SOMG EDIT ) fSOMGEL Lerod ]
Neasu:e=8?1 Time= 44 J=10@ U=sed= 9

] = o Fr—————— F |




@ Measure (001...999): This indicates the mea-
sure that is displayed. You can move the cursor
here and select another measure, or use the
sequencer location keys I, <, LOCATE, or .

® You can use the dial, -1 +1, or the slider to move
within the step area in 32nd note increments by
placing the cursor here. As you come to note
data, it will be displayed on the keyboard dia-
gram below and sounded by the synthesizer.

® If the currently selected 32nd note step contains
note data, the notes will be displayed on this
keyboard diagram.

SONG MODE

@ The keyboard diagram in ® above may be dis-
played in either of two ranges. Press F1 (LKey)
to view the keyboard from EO to B5. Press F2
(HKey) to view the keyboard from C1 to G6.

Select the track to view: While in song edit graph
mode you can press a memory select button 1—
15 to select the track to view. If you select track
16 the display will be as explained in the follow-
ing section, Chain pattern.

Remarks: Graph edit mode only displays the data
in the truck. To edit data you must use either
data change mode or data insert mode.

SONG EDIT

Song edit (data change)

Summary: In song editing data change mode, all
data in the selected track 1-15 will be displayed
numerically. You can change the values of exist-
ing data, or delete the currently displayed data.

Procedure:

From: song mode when the SONG LED is lit
red
Press: EDIT
Select: atrack 1-15
Press: F8 (Data} and then press F2 (Chng).
Select: the data you wish to edit
Specity: the data parameters and location.
To change: the data press ENTER
To exit: song edit mode and return to song play
mode press EXIT.

SONG EDIT A [S0MGEAL Lerod ]
Measure=001 Time= 4,4 [I=108 Uzed= 9%
——————— e — ]
===| Meas.Bar |===

agil -06.-96 4-4

—===e— Time — —
Tns Del Greh HEDE
D0 00 » © @0 © 0 O

© Song Name: This displays the name of the song.

® Measure (001...999): To move to another mea-
sure in the track, place the cursor here and
modify the data.

® Time (01-08/4, 01-16/08, 01-32/16): This dis-
plays the time signature of the current measure
in the track.

® J: Tempo is only displayed, and has no effect in
song edit mode.

® Used (0...100%): This displays the amount of

sequencer memory already used.
When the cursor is located in this arca you can
use -1 +1 or the dial to move backward and for-
ward through the data in time. If the current
measure is longer than four quarter notes (e.g., a
time signature of 10/8), a number will be dis-
played here to indicate the section of the mea-
sure now being displayed.

@ The horizontal line represents onc measure, and
vertical divisions represent one beat. A dot will
be displayed oo the Bar 1o indicate a 32nd note
area which contains data.

© As you move hackward or forward through the
data in timie, an arrow pointing downward will
move 1 32nd note steps to indicate the current
position in the measure.

@ This area numerically shows the data at the cur-
sor location. Move the cursor to the data you
wish to modify, modify the data, and press
ENTER.

@ To delete the currently displayed data press F3
(Del).

@ To move to Insert mode press Fi1 (Ins).

Move through the data: As mentioned above,
when the cursor is located at @ you can use
-1 +1 or the dial to move backwards and for-
wards through the data. You can also move
through the data regardless of the location of the
cursor by holding SHIFT and using —1 +1 or the
dial.
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Change the location of the data: In addition to the
data values for each type of data, you can also
modify the location (mecasure, beat, clock) to
move the data in time.

Change the data values: The following section
Song edit (data insert) explains the values
which can be modified for each type of data.
After medifying the data values and/or location,
be sure to press ENTER if you wish to finalize
the change.

Top/end of Track: To indicate the beginning or end
of the track, the display will show “Top of
Track™ or “End of Track”. This data cannot be
changed.

Measure marks: When a mecasure mark
(“Meas.Bar”) 1s displayed, you can move the
cursor to the time signature and modify it. If you
modify the time signature of a measure, the
location of all subsequent measure marks will be
affected.

This will not affect the musical data in the
tracks. However it will determine how the
metronome is sounded when playing back or
recording. It may also be useful in the following
situation.

Most song edit jobs {pages 214 to 227)
require you to specify the area to be affected in
measures. If you want to use a song edit job on
an area which is not bounded by the existing
measure marks, you can edit a measure mark to
a suitable time signature (such as 1/16) so that
the measure marks now delimit the area where
you want to use the song edit job.

SONG EDIT

Song edit (data insert)

Summary: In song editing data insert mode, you can
insert any type of data into any location in the
selected track 1-15.

Procedure:
From: song mode (when the SONG LED is lit
red)
Press: EDIT

Select: atrack 1-15

Press: F8 (Data) and then press F1 (Ins).

Specify: the type, parameters, and location of
the data you wish to insert.

To insert: the data press ENTER. It is not
necessary to press ENTER if you enter
data via the numeric keys.

To exit: song edit mode and return to song play
mode press EXIT.

SONG EDIT . [SOMGEA]l Lerod ]
Measu;e=9@1 Time= 4-4 Jj=188 U=zed= 9x
e T R I o |
cC3 mf
FEEH-91-08.,r26 “6? ot 5] G ?B U6?
——tMote-—-Step—1Gate-—Usl--
Ins WSTE T GrpR Ay
o 00 6 6 © 00
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(1]

Measure (001...999): To move to another mea-
sure in the track, place the cursor here and
modify the data.

Time (01-08/4, 01-16/08, 01-32/16): This dis-
plays the time signature of the measure in the
track being edited.

o . Tempo is only displayed, and has no effect in

step record mode.

® Used (0...100%): This displays the amount of

sequencer memory already used.

When the cursor is located in this area you can
move backwards and forwards through the data
in time (except in the Insert mode). If the current
measure is longer than four quarter notes (e.g., a
time signature of 10/8), a number will be
displayed here to indicate the section of the
measure now being displayed.

The measure bar represents one measure, and
vertical divisions represent one beat. A dot will
be displayed on the bar to indicate a 32nd note
area which contains data.




@ This area numerically shows the data that will
be inserted at the cursor location. To specify the
type of data to be inserted, hold SHIFT and press
F1-F6 to enter one of the types of data explained
below. Move the cursor and modify the param-
eters as desired, and press ENTER to insert the
data at the current location.

® To move to Change mode press F2 (Chng).

@ To move to Graph mode press F7 (Grph).

Note: The following display will appear, and you
can move the cursor to specify the following
data; location (*001-01-00/96, etc.), note num-
ber (Note 0...127), gate time (Gate 1...8188) in
multiples of 4, and note-on velocity (Velocity
1...127).

Gate time is displayed as the number of
clocks (1/96th of a beat) that the note will be
held, but can be specified only in multiples of 4.

Step time (Step 0...9999) is displayed to
indicate the time until the next event, but cannot
be edited.

SONG MODE

SONG EDIT ) [SONGA1 Lerod ]
Measure=8@1 Time= 4-4 J=168 Ussd= 9%
Bt +- + +—= |
=== P1tch Bend ===
ER-83-08-96 U L

SONG EDIT . [SONGA1 Lerod ]
Measu:e=891 Time= 4-4 J=188 Used= 9%
A1 b= +— + F—————— |
cC3 mf
B -81-89.-96 Né? ot 'Elo a ?B U64
——=Note-=Step——>{ato——Ual-—
I Chnd Grrh N

Program change: To enter program change data
hold SHIFT and press F2 (Prog). The following
display will appear, and you can move the cursor
to specify the the program change number
(Value 0...127). A program change of 0 will
select the first program; AO1 in the case of the
SY99. The setting for MIDI Utility 1.Setting
(JuMP #807) will determine how program
changes are received. For details, see page 258.

SONG EDIT [SOMGAL Ler H 1
Measu$e=681 Time= 4,4 =198 Used= 9%
a1 F— + ———— ——— |

. === Program Chande ===
111 (Tl A E g d
——————— Uglye ———e—————m—r

Hole ez FE Cirl HI Temp

Pitch bend: To enter pitch bend data hold SHIFT and

press F3 (PB). The following display will appear,

and you can move the cursor to specify the pitch
bend data (Value -8192...8191).

Hote Prod RN Ctrl HT Temp

Control change: To enter control change data hold
SHIFT and press F4 (Ctrl). The following display
will appear, and you can move the cursor to
specify the control change number (Control
0...127) and control change data (Value
0...127). Control change number 123 cannot be
selected.

SONG EDIT [SONGB1 Lerod ]
Mea=u$9—881 Time= 44 J=180 Used= 9%

a1t + + + |
i === Control Change ===
EENn-83-88- 96 a ‘ g

————— 1 = Uslys ———
Hote Prog FPE [BA] E[ Iemp

After touch: To enter after touch data hold SHIFT
and press F5 (AT). The following display will
appear, and you can move the cursor to specify
the aftertouch data (Value 0...127).

SOMG EDIT ESDNGBI Lerod ]
Measuze=@61 Time= 4-4 =108 Uzed= 9%
a1t + + + i
=== ffter Touch ===

~-33-00.9&

Note Prod FE Cirl ATemP

Relative tempo: To enter relative tempo data hold
SHIFT and press F6 (Temp). The following dis-
play will appear, and you can move the cursor to
specify the relative tempo change data (Value
10%...200%).

SONG EDIT ) [SOMGA1 Lerod ]
Measu$e=881 Time= 4-4 =188 Uged= 9%
a1t } + + j
=== Relative TempPo ===
EEN-83-88.-96 168 %
NMote Proga PFE LCtrl H

When playback reaches relative tempo data, the
playback tempo will change by the specified per-
centage. Relative tempo data will have an effect
only if the SY99 sequencer is synchronized to its
own internal clock. Refer to Song Setup job 2.MIDI
Control.
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SONG EDIT

Chain pattern

Summary: Track 16 of the sequencer contains pat-
tern numbers and repeat data. Chain pattern
allows you to arrange the pattern and repeat
data in this track.

Procedure:
From: seng mode (when the SONG LED is lit
red)
Press: EDIT

Select: track 16
Specify: the pattern played by each part, and
search, copy, insert, or delete parts.
To enter: the specified data for each part press
ENTER.
To exit: chain pattern mode and return to song
play press EXIT.

CHRIN PATTERM

ol srony Loled Ins Tel

T

(2] (3] 4] (5] 6]

© Track 16 can consist of up to 999 Parts. When
the cursor is located at Part, select an existing
part 001-999_ 1t 1s not possible to select a part
which contains no data. When you press ENTER
to enter the specified data for a part, this number
will automatically advance to the next part.

® Each part in track 16 can be either a pattern
number, a begin repeat mark (lI:), or an end re-
peat mark (:M). With the cursor located here,
specify the data that will occupy the selected
part. To specify a pattern press Fi (Ptn) and
specify the pattern number 01-99. To enter a
begin repeat mark press F2 (). To enter an end
repeat mark press F3 (:It) and specify the num-
ber of times to repeat. When you press ENTER
to enter the specified data for cach part, the part
number witl automatically advance.

® To search for the next occurrence of a begin re-
peat, end repeat, or specified pattern number,
press Fs (Srch). Details are given below.

® To copy a specificd range of parts to another
range of parts, press F6 (Copy). Details are
given below.
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& To insert a new part into the track, press F7
(Ins). Details arc given below.

® To delete a specified part from the track, press
'8 {Del). Details are given below.

Repeat marks: The parts surrounded by repeat
begin and repeat end marks will repeat for the
specified number of times. For examptle, if track
16 consists of the following data, it will repeat
pattern 01 for 200 times.

Part 001 = ||

Part 002 = PATTERNOtw
Part 003 -~ PATTERNO1w
Part 004 = ;|| x99

Repeat marks can be nested if desired. For
example, the data in the diagram below will play
parts as follows: {03, 12, 05, 12, 05, 12, 07] x 3.
Part | 001 | ooz | oos | vo4 | oos | oos | oo7
o |05 | 12 | k2] 07 | e

Search: To search for the next occurrence of a begin
repeat, end repeat, or specified pattern number,
press F5 (Srch). The lower lines of the display
will change as follows.

CHRIN FATTERN

Search forward  @mamcrTm
Ftn T ol < 3 Haug Cord Ins el

1. Specify the data you wish 1o secarch for. To
search for a specific pattern press F1 (Ptn) and
specify the number 1-99 for which you are
searching. To search for the next begin repeat
mark press F2 (ll). To search for the next end
repeat mark press F3 (:l).

Specify the direction in which you want to
search. Each time you press F4 (&) the display
will alternate between “forward” and
“backward”,

3. To begin searching press ENTER. To cancel

without searching press EXIT.
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Copy part: To copy a specified range of parts to
another range of parts, press F6 (Copy). The
lower lines of the display will change as follows.

[CHRIM FATTERN

Cord  Source From Part=3 To Part=6081
[estination Part o)
srch WElEE Thns Del

Y
5
n—

1. Specify the copy source as “From Part” and “To
Part”.

2. Specify the copy destination as “Destination
Part™.

3. To copy the specified parts press ENTER. To
cancel without copying press EXIT. For example
if you have specified “From Part=002", “To
Part=003", and “Destination Part=005", the
contents of track 16 will change as follows.

Before

Part h001 002 | 003 | 004 | 005 | 006 | 007 | 008

Pattern | 05 11 12 13 02 0t 01 01

After

Part | 001 | 002 | 003 | 004 [ 005 | 006 | 007 |oos

Pattern | 05 11 12 13 11 12 01 01

Insert part: To insert a new part into the track,
press F7 (Ins). The lower lines of the display
will change as follows.

CHAIM FATTEREN

Insert Part = Eln

Srch Cord N Del

1. Specify the number of the part to be inserted.

2. To insert the specified part press ENTER. To
cancel without inserting press EXIT. When a part
is inserted the following parts will be moved to
make room for it. For example if you have speci -
fied “Insert Part=003" the contents of track 16
will change as follows.

SONG MODE

Before . _ o o
Part 001 | 002 | DO3 | 004 | 005 | ©06 | 007 | 008 o
Pattern | 05 1 12 13 02 01 01 | 01

After S v
Part 001 | 002 | 003 | 004 | Q05 | 006 | 007 | 008 .
Pattern | 05 11 7? 12 13 02 01 01

Delete part: To delete a specified part from the
track, press F8 (Del). The lower lines of the
display will change as follows.

CHRIN PHTTERN

Delete Part = [azH!

=rch Cord 1ne YW

1. Specify the number of the part to be deleted.

2. To delete the specified part press ENTER. To
cancel without deleting press EXIT. When a part
is deleted the following parts will be moved to
fill the gap. For example if you have specified
“Delete Part=003" the contents of track 16 will
change as follows.

Before . .
Part 001 | 002 | 003 | 004 005 | 006 | 007 | 008
Pattern | 05 11 12 13 | 02 01 01 | 01

After R e el .

Part 001 | 002 | 003 | 004 | 005 | 006 | 007
Pattern | 05 11 13 a2 o1 01 o1

Note: The pattern data is shared by all of the songs.
This can lead to problems if you use the same
pattern for more than one song. Say, for example,
you are using Pattern 01 in both Song 1 and Song
2. If you change the pattern while editing Song 2,
you may find that these changes will not Song 1
atall.

For this reason it is best to avoid using pat-
terns in more than one song. If you have created a
pattern for one song which you would like to use
in another, it is best to use the copy pattern
Jfunction to copy the pattern to another number.
You may then use the copied pattern in the new
song.
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Song edit jobs 1

JUMP #600

Summary: The first song edit job directory contains
operations which allow you manipulate data for
entire tracks and songs.

Procedure:

From: song play mode
Press: F3 (Jobl)
Select: the desired song edit job

(JUuMP #600)

SONG EDIT JOBl >o9

ai

Move the cursor in this area and press ENTER Lo

select the specified job.

Pressing Fi-F5 will select the corresponding job.

0I: Append Song: Append one song to the end
of another.

02: Cut Song: Cut a song in two.

03: Copy Song: Make a copy of a song.

04: Copy Track: Copy a track from one song to
another.

05: Clear Song: Erase all data for one song or all
songs.

SONG EDIT JOBS 1

1. Append song

JUMP #601

Summary: This operation is used to append one
song to the end of another,
Procedure:
From: song edit job directory 1 (Jump #600)
Select: 0l:Append Song. (Jump #601)
Specify: the song to be appended, and the song
to which it is to be appended.
To execute: press ENTER.
To quit:  without execuling, press EXIT.

BFFEND SONG £
———————————————— SOUPSE — e e
Sond = A2 [Fradment]
————————————— DNestimation ———m o
Sony = |5 JELHFUJ

)

©® Source (1...10): Specify the song 1o be
appended. This song will be cleared as a resuls
of the append operation.

© Destination (1...10): Specify the song to which
the song in (1) 1s to be appended.

Remarks: When the source song is appended to
the destination song, the tempo, transmit chan-
nels, next song, next mode, and song name for
the destmation song will remain valid for the
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combined whole. Any repeat end marks in the
destination song which do not have correspond-
ing repeat begin marks will be removed from the
destination song during the append process.

The two songs will play back-to-back, with
one exception: if Track 16 of the destination song
is shorter than the other tracks, Track 16 of the
source song will be moved forward in time and
attached directly to the end of the destination
Track 16. As a resuli, the pattern data for the
source song will begin playing before the rest of
the destmaiion song has ended. To avoid this
problem, check to be sure that Track 16 of the
destination song is the same length as the rest
of the tracks. If it is not, you may wish to pad the
track with blank patterns.

Errors: An attempt to append a song will result in

an error under any of the following conditions:

® When there is not sufficient sequencer
memory to perform the append operation.

e When the same song is specified as both the
source and destination.

® When the combincd pattern chain exceeds
the maximurr nureber of parts.
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SONG EDIT JOBS 1

2. Cut song

JUMP #602

Summary: This operation allows you to cut a song
in two, creating two shorter songs from one long
song.

Procedure:

From: song edit job directory 1  (JUMP #600)
Select: 02:Cut Song (JUMP #602)
Specify: the song to be cut, the measure at

which it is to be cut, and the song
number to which the cut portion is to
be copied.

To execute: press ENTER,

To quit: without executing, press EXIT.

CUT S0OMG 582
———————————————— Source —————mmm—m e
Sond =-d1 [lLerod 1
Measure = B26 . )
—————————— ~——— Deztination -—————we——n—
Sond = EF —————— ]

00 o

@ Source (1...10): Specify the song to be cut.

© Measure (1...999): Specify the measure at
which the song in @ is to be cut. This measure
and all measures following it will be cut from the
source song and copied to the destination song
location.

® Destination (1...10): Specify the song number to
which the cut portion is to be moved.

Remarks: The cut song operation cuts the specified
measure and all following measures from the
source song and moves them to the destination
song. The tempo, transmit channels, next song,
next mode, and song name for the destination
song will be the same as those set for the
source song.

If the destination song is already occupied by
song data, this data will be erased by the cut
operation. Before executing the cut song opera-
tion, always check to be certain that the desti-
nation song does not contain data you wish to
keep.

Errors: An attempt to cut a song will result in an

error under any of the following conditions:

® When there is not sufficient sequencer
memory to perform the cut operation.

& When the same song is specified as both the
source and destination.

® When the song cannot be cut at the specified
measure. The measure specification is sub-
ject to the following limitations: @ It should
not be located after the end of the song data.
® 1t should not be located within a pattern;
that 1s, the specified measure should always
be the first measure of a pattern. @ It should
not be located within a loop (i.e., between
repeat marks) in the pattern chain.

SONG EDIT JOBS 1

3. Copy song

JUMP #603
Summary: This operation allows you to make a COPY SOMNG 683
copy ofasong. SOUrGE ——————— e
s Sond =rdl [Lerod ]
Procedure: o Son9 =81 N
From: song edit job directory 1  (JUMP #600) Sond =|EE [ e
Select: 03:Copy Song (JUMP #603) [T
Specify: the song to be copied, and the song PPy

number to which it is to be copied.
To execute: press ENTER.
To quit: without executing, press EXIT.

@ Source (1...10): Specify the song to be copied.
® Destination (1...10): Specify the song number to
which the song in @ is to be copied.
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Remarks: All song data will be copied from the
source to the destination. The tempo, transmit
channels, next song, next mode, and song name
for the destination song will be the same as
those for the source song.

If the destination song is already occupied by
song data, this data will be erased by the copy
operation. Before executing the copy song oper-
ation, always check to be certain that the desti-
nation song does not contain data you wish to
keep.

Errors: An attempt to copy a song will result in an
error under any of the following conditions:
e When there is not sufficient sequencer
memory to perform the copy operation.
® When the same song is specified as both the
source and destination.

SONG EDIT JOBS 1

4. Copy track

JUMP #604

Summary: This operation allows you to copy a track
from one song to another.
Procedure:
From: song edit job directory 1 (JUMP #600)
Select: 04:Copy Track (JUMP #604)
Specify: the song from which a track is to be
copied, and the song to which it is to
be copied.
Press: a track select button 1-16 to select a
track to copy.
To execute: press ENTER.
To quit: without executing, press EXIT.

COPY TRACK 604

————— Source - -

Sond =81 [Leroy ]
————————— ~—= Destination —————-=-e———q
= Ef [Fradment]

Y

© Source (1...10): Specify the song from which the
selected track is to be copied,

@ Destination (1...10): Specify the song to which
the selected track is to be copied.
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Remarks: All song data for the selected track will
be copied from the source to the destination. A
song may become longer as a result of the copy
track operation, if the track copied is longer than
the destination song. However, the measure
table of the destination song will not be changed
as a result of the operation,

If the selected track of the destination song
is already occupied by song data, this data will
be erased by the copy operation. Before execut-
ing the copy track operation, always check to be
certain that the selected track of the destination
song does not contain data you wish to keep.

Errors: An attempt to copy a track will result in an
error under any of the following conditions:
® When there is not sufficient sequencer
memory to perform the copy operation.
® When the same song is specified as both the
source and destination.
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SONG EDIT JOBS 1

5. Clear song

JUMP #605

Summary: This operation allows you to clear one
song or all songs from the SY99’s sequencer

memory.
Procedure:
From: song edit job directory 1 (JUMP #600)
Select: 05:Clear Song (JUMP #603)
Specify: whether to clear one song or all songs.
If one song is chosen, specify the song
to be cleared.
To execute: press ENTER.
To quit: without executing, press EXIT.
CLERR SONG 6585
Sond = M2 [Fragment]
m» Pre== ENTER <L
HIT
e o )

© Song (1...10): If you have pressed Fi (One),
specify the song to be cleared.

@ To clear a single song, press F1 (One) and
specify the song.

® To clear all songs, press F2 (All).

Remarks: This operation clears all song data for
the a specified song or all songs from the
SY99’s sequencer memory. In addition, the
song’s settings are initialized as follows:

The song’s measure table is initialized to 4/4.
The tempo is set to 120.

The transmit channels are assigned to their
equivalent tracks. (Track 1 to channel 1,
Track 2 to channel 2, etc.)

The Next Song item is set to “Off.”

The Next Mode item is set to “Stop.”

The name is * ---—--

If you clear one song or all songs, the data will
be lost forever. There is no way of recalling a
song that has been cleared from memory.
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Song edit jobs 2

JUMP #606

Summary: The second song edit job directory con -

tains various operations which allow you to edit
the data in specified measures of tracks 1-15 in
various ways. To select the track to which the
operation will apply, press a track select button
1-15. Some operations (jobs 10, 12, 13, and 15)
allow you to select two or more tracks. These
edit jobs can be used only on tracks 1-13. Track
16 contains Part data, not sequence data.

Procedure:

Press: F4 (Job2)

From: song play mode
(JuMP #606)

Select: the desired song edit job

S

G:
q:
4]

21
W 0%5: TransPs BiMovClck 13iCreMess
iMdtGate ®: ThinOut 10:CeyMeas 4iMixTrck

ONG EDIT JOBZ2 =oe

Mdfylel RiErsEuntilliEreMeag 15:iErsTrck
Cresc tHLShift 12t Oalife
[ s 5] 5] (%] [i

(2]

o )

Move the cursor in this area and press ENTER to
select the specified job.

Pressing F1-F8 will select the corresponding job
1-8. Holding SHIFT and pressing F1-F7 will select
the corresponding job 9-15.

01: Quantiz (Quantize): Adjust the timing of
each event in the specified measures of the
selected track to the nearest interval of the
specified value.

02: MdfGate (Modify gate time): Modify the
gate times (durations) of all notes in
specified measures of the selected track.

03: MdfyVel (Modify velocity): Modify the note-
on velocity values for all note events in
specified measures of the selected track.

04: Cresc (Crescendo): Create a gradual change
in note-on velocity over the specified mea-
sures of the selected track to create an effect
of crescendo or diminuendo.
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05

06:

08:

10:

11;

12:

13:

14:

15:

: Transps (Transpose): Transpose all notes in
specified measures of the selected track by a
specified interval.

ThinOut (Thin out): Censerve sequencer
memory by deleting approximately every
other occurrence of a specified type of con-
tinuous controller from specified measures of
the selected track.

: ErsEvnt (Erase event): Erase all data of a
specified type from specified measures of the
selected track.

NiShift (Note shift): Shift all notes of a
specified note number in the selected track
to another note number.

MovCleck (Move clock): Move events in the
specified measures of the selected track
forwards or backward in time.

CpyMeas (Copy measure): Copy a specified
range of measures in the selected track(s)
to another location in the same track,
ErsMeas (Erase measure): FErase all data
from specified measures of the track, leaving
the measures empty.

DelMeas (Delete measure): Delete the
specified measures from the selected
track(s), and move the following measures
up to fill the gap.

CreMeas (Create measure): Insert empty
measures of the specified time signature into
the selected track(s) over the specified
range of measures.

MixTirck (Mix track): Combine the data of
specified measures from a specified track
with the data of another track.

ErsTrck (Erase track): Erase all data from
the selected track(s).
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SONG EDIT JOBS 2

1. Quantize

JUMP #607

Summary: This operation adjusts the liming of each
event in the specilied measures of the track to
the nearest interval of the specified value. This
can be used to move maccurately played notes
precisely onto the beat

Procedure:

From: song edit job directory 2 (Jump #6006)
Sclect: 01:Quantz {(JUMP #607)
Specify:  the arca of track measures you wish to
quantize and set the parameters.
Press: o track select button 1-15 1o select a
track.
To execute:  the operation press ENTER.
To quit: without executing press EX{T

RURNTIZE CEORGEAL Lerod 7 eaT
———————————————— _Frez —————r—om e
Tor Maasure = @91 ~Last Measure = [J#
F;————f ———————— Fadameter ——————————————
|Quant17e = 1032 P Gate Time = off

f ! 1
1 1 T 1
(1} © (2] 4]

Q@ Top Measure (001...999): Specify the first mea-
sure 10 be allected.

A Last Measure (001...999): Specify the last
measure to be affected.

® Quantize (1/2, 1/4, 1/8, 1/12, 1/16, 1/24, 1/32):
Specify the timing interval 10 which the notes
will be quantized. For example 1t the shortest
note value should be a 16th note, specity 1/16. If
the music contains triplets, you should use a
quantization of 1/12, or 1/24.

@ Gare Time (on, off): Specify whether or not the
gate time (duration of the note) should be quan-
tized. If you set this “on”, the gate time of each
note will also be adjusted to the nearest quan-
tize value you specity.

Quantize: The following diagram shows how a track
recorded in realtime and played with inaccurate
timing would change as a result of quantizing at
1/04 and at 1/08.

e — -
UL l_J_J_l_L,, ml l_J Note-on timing of original data

TTTT
| A

I Measure 1 —— -

When quantized at 1/04

1 When quantized at 1/08

Gatle time: The following diagram shows how the
Gate Time setting will affect the quantized
results.

’ Ll IT— ‘ Note-on timing of original data
T_|—| | T [ ‘T | | |TI ] \éV:tznT?rt:‘znjz;? at 1/04,

.. the note length remains
the same

’ . 'T T T When guantized at 1/04,
AP P E L Gate Time = on

.. the note length is quantized
to a quarter note

[ Note length
o
L Note-on timing

SONG EDIT JOBS 2

2. Modify gate time

JUMP #608

Summary: This operation modifies the gate times
(durations) of all notes in specitied measures of
the selected track. Gate times can be modificd
by a ratio or by an absolute value.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 02:MdfGate (JumP #608)

Specity: the area of track measures for which
you wish to modify gate time and set
the parameters.

Press: a track select button 1-15 to select a
track.
To execute: the operation press ENTER.
To quit: without executing press EXIT.
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MODIFY GRTE TIME [SOMGB1 Lerod 1 &a&8

———————————————— Ares ———— e
Tof Mescure = @A1 ~Last Measure = 212

——————————————— anamater —————————————
Rate = Nk Offzet =+ 8

| ]
o o o o

@ Top Mcasure (001...999): Specify the first mea-
sure to be affected.

B Last Measure (001...999): Specify the last
measure to be affected.

® Rate (000%...200%): All gate times will be
multiplied by the specified percentage. A rate of
100% will result in no change. A rate of 200%
will make all gate times twice as long. A rate of
0% will set a gate time of 1.

O Offset (=99...499): The specified offset will be
added to all gate times.

Remarks: Each note event in a track has a gate
time which determines the duration of the note.
The gate time is indicated in units of a 1/384th
note (1/96th of a quarter note), and has a range
of 0-8188. The modify gate time operation will
not increase or decrease the gate time beyond
these values.

Rate and Offset: These two scttings can be used
separately or together. First the value is
muitiplied by the rate, and then the offset is
added. The following diagram shows how Rate
settings modify the gate time by the specified
percentage.

T—l—l | ﬁ "—J ’ Original data

|
t T— *— ‘ When Rate = 50% the
. [ note length will be

reduced by half
I T L T When Rate = 150% the
L1 ] L note length will be

increased 1.5 times

The following diagram shows how Offset settings
add the specified value to the original gate time.

ﬁ i T_I O—T ; Original data

| When Offset = +20

- e
T—[ O T_l ) ’WhenOffset_ 20

e If you want only to add an absolute value to each
gate time, leave rate at 100% so it will have no
effect.

& If you want only to multiply each gate time by the
same percentage, then leave offset at G so it wiil
have no effect.

e [f the resulting gate time is 0, the note may be in-
audible.

® The gate time 1s always a multiple of 4.

SONG EDIT JOBS 2

3. Modify velocity

JUMP #609

Summary: This operation modifies the note-on
velocity values for all note events in specified
measures of the selected track.

Procedure:

From: song edit job directory 2 (JuMP #606)
Select: (3:MdfVel (JUMP #609)
Specify: the area of track measures for which

you wish to modify velocity and set
the parameters.

Press: a track select button 1--15 to select a

track.

To execute: the operation press ENTER.

To quit:  without executing press EXIT.
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MODIFY VELOCITY [SOMNGE1 Letroyd ]l 649

O Top Measure (001...999): Specify the first mea-
sure to be affected.

@ Last Measure (001...999): Specify the last
measure to be affected.




©®© Rate (000%...200%): All note-on velocity values
will be multiplied around the central value of 64
by the specified percentage. A rate of 100% will
result in no change. A rate of 200% will move all
velocity values further away from 64; i.e., expand
the dynamic range. A rate of 0% will set all
velocities to the central value of 64; i.e., com-
press the dynamic range.

@ Offset (-99...+99): The specified offset will be
added to all note-on velocity values.

Remarks: Each note event in a track has a note-on
velocity which determines the force with which
the note 1s played. The velocity has a range of 1-
127. This modify velocity operation cannot in-
crease or decrease the velocity beyond these
values.

SONG MODE

Rate and Offset: These two settings can be used
separately or together. First the value is multi-
plied by the specified rate, and then the offset is
added.

e If you want only to add an absolute value to each
velocity, leave rate at 100% so it will have no
effect.

e If you want only to modify each velocity around
the central value of 64, then leave offset at O so it
will have no effect.

SONG EDIT JOBS 2

4. Crescendo

JUMP #610

Summary: This operation creates a gradual change
in note-on velocity over the specified measures
of the selected track to create an effect of
crescendo or diminuendo.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 04:Cresc (JUMP #610)
Spccily: the area of track measures over which
you wish to create a crescendo, and
specify the range.
Press: a track select button 1-15 to select a
track.
To execute: the operation press ENTER.
To quit: without executing press EXIT.

CRESCENID [SOMGEL Leroy 1l 618
———————————————— Ares ——————————————m—ee
Tor Measure = 001 —Last Measure = @18
——————————————— Paﬁameter B

Randea =
| |

i i

© (2]

L1

@ Top Measure (001...999): Specify the first mea-
sure to be atfected.

® Last Measure (001...999): Specify the last
measure to be affected.

® Range (-99...+99): Starting at the beginning of
the first measure you specity, note-on velocity
will gradually be modified until the increase or
decrease specified by the range is reached at the

end of the last measure. Settings of +1...+99
will result in a crescendo. Settings of —1...-99
will result in a diminuendo.

Remarks: Each note event in a track has a note-on
velocity which indicates the force with which the
note is played. The velocity value of each note is
limited to a range of 1-127, and the velocity
values resulting from this operation will not ex-
ceed these limits.

If a voice has not been programmed with
velocity sensitivity, the velocity value of the
note-on message will have no effect on the
sound.

Range: This specifies the final change in velocity
which will be reached at the end of the crescendo
or diminuendo. The following diagram shows the
result of the Range setting.

111 e

Measure Measure Measure Measure
1 2 3 4

L l l When the Crescendo
operator is executed with
AR E Y |TopMeasure=001

Last Measure = 003
Range = +50
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SONG EDIT JOBS 2

5. Transpose

JUMP #0611

Summary: This operation transposes all notes in
specified measures of the track by a specified
interval.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 05:Transps (JUMP #611)
Specify: the area of track measures which you

wish to transpose and set the interval.

Press: a track select button 1-15 to select a

track.

To execute: the operation press ENTER.

To quit:  without executing press EXIT,

TRANSFOSE [SONGA! Leroy 1 511
———————————————— Ares ————~ e
Tor Measure = 881 — ast Measure = [Ej[5
——————————————— Paﬁgmeter T

IntTrual =+ 8
& @ o

O Top Measure (001...999): Specify the first mea-
sure to be affected.

@ TLast Measure (001...999): Specify the last
measure to be affected.

® Interval (-99...4+99): The note number of all
notes will be transposed by the specified inter-
val. Settings of +1...499 will transpose up-
wards, and settings of —1...-99 will transpose
downwards. The note number is limited to a
range of 0 (C-2) to 127 (G8), and the note num-
bers resulting from this operation will not exceed
these limits.

SONG EDIT JOBS 2

6. Thin out

JUMP #612

Summary: This operation conserves sequencer
memory by deleting approximately evcry other
occurrence of a specified type of continuous con-
troller from specified measures of the track.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 06:ThinQut (JUMP #612)
Specify: the area of track measures which you

wish to thin out and specify the type of
data to be thinned out.

Press: a track select button 1-15 to select a

track.

To execute: the operation press ENTER.

Toquit: without executing press EXIT.

THIN OUT [SOMGARL Leroy ] 812

———————————————— Area —wme————————— e ———
r—#op Measure = 801 —Last Measure = 802
ettt Panameter —————————————-

it

Hfter Touch
(Pltch perd

ottt
Ctrl.Chande |= off
00 © o 0
@ Top Measure (001...999): Specify the first mea-
sure to be affected.
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® Last Measure (001...999): Specify the last
measure to be atfected.

® After Touch (on, off): When this is set “on”.,
channel aftertouch data will be thinned out.
(Polyphonic aftertouch is not received or
recorded by the SY99.)

® Piich Bend (on, off): When this is set “on’.
pitch bend data will be thinned out.
Control Change (on, off): When this is set “‘on”,
all continuous control change data will be
thinned out. Switch-type controllers such as
sustain on/otf will not be affected.

Remarks: You may thin out more than one type of
data at once.

When you move a continuous controller
slowly, many messages with closely spaced
data will be transmitted. You can usually delete
half of them without any audible difference. If you
are running low on sequencer memory, thinning
out some continuous data can help. Repeating
the thin out operation several times will even-
tually produce rough changes in controller data,
which can be an interesting etfect in itself.
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SONG EDIT JOBS 2

7. Erase event

JUMP #613

Summary: This operation erases all data of a speci-
fied type from specified measures of the track.
Procedure:
From: song edit job directory 2 (JUMP #606)
Select: 07:ErsEvnt {JUMP #613)
Specify: the area of track measures from which
you wish to erase data, and specify
the type of data to be erased.
Press: a track select button 1-15 to select a
track.
To execute: the operation press ENTER,
To quit: without executing press EXIT.

ERASE EVENT [SOMGERY Lero'w 1 613
———————————————— Areg ———————— e ——

—Tar Mzasure = B4l  -Last Meazurse = BAS
- == Parfameter ———————=—=————-
After Touch = RN —5S9s.Exclusive = off
Fitch Bernd | = ott

| Ctrl.Chande) = aff

) o 0

© Top Measure (001...999): Specify the first mea-
sure to be affected.

® Last Measure (001...999): Specify the last
measure to be affected.

® Parameter (Aftertouch, Pitch Bend, Control
Change, System Exclusive): Set this to “on” for
each type of data you wish to erase.

When you press ENTER all data of the specified
types will be erased from the specified range of
measures.

SONG EDIT JOBS 2

8. Note shift

JUMP #614

Summary: This operation shifts all notes of a speci-
fied note number to another note number.
Procedure:
From: song edit job directory 2 (JUMP #606)
Select: 08:NtShift {(JUMP #614)
Specify: the area of track measures for which
you shift notes, and specify the original
and new note numbers.
Press: a track select button 1-15 to select a
track.
To execute: the operation press ENTER.
To quit: without executing press EXIT.

NOTE SHIFT [SOMGAL Lerod 1 Ai4
———————————————— o R it
Tor Mzasure = @1 —Last Meacure = Q@9
——————————————— arametgr ——————————————

o © o0

Top Measure (001...999): Specify the first mea-
sure to be affected.

Last Measure (001...999): Specify the last
measure to be affected.

Note (C-2...G8 = 000...127): Specify the origi-
nal note number.

To (C-2...G8 = 000...127): Specity the new note
number.

e & ® @O

When you press ENTER all notes of the number
specified by “Note” will be shifted to the note num-
ber specified by “To”.

Remarks: This operation is often useful when con-
trolling a drum machine from the SY99’s
sequencer. Most drum machines play specific
sounds for each note. For example, shifting all
D#2 notes to F#2 might change all snare hits to
hi-hat hits. Consult the instrument/note table for
your drum machine.
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SONG EDIT JOBS 2

9. Move clock

JUMP #615

Summary: This operation moves the specified mea-
sures of the track forward or backward in time.

Procedure:
From:
Select:

Specify:
Press:

To execute:
To quit:

song edit job directory 2 (JUMP #606)
09:MovClck (JUMP #615)
the track which you wish to move in
time and set the number of clocks by
which to move it.

a track select button 1-15 to select a
track.

the operation press ENTER.

without executing press EXIT.

MOVE CLOCK

[SOHNGEL Lerody 1 el3

———————————————— Ares ———————————————
Tor Measure = 881 Last Measure = 812
——————————————— arameter ——————————————

Cchk =
o o

O Area (001...999): The measures beginning with
the specificd Top Measure and ending with the
specified Last Measure will be moved in time,

® Clock (-99...+99): Specify the number of clocks
(units of 1/96th of a quarter note) by which the
track is to be moved. Positive settings will move
the track forward in time so that it plays later.
Negative settings will move the track backward
in time so that it plays earlier.

Remarks: It is often effective to use clock move to
compensate for voices that have a slow attack.
For example strings often have a slower attack
than other voices, and will appear to be lagging
behind the other voices even if the note on mes-
sages are actually simultaneous. In such cases
you can use this Move Clock operation to move
the strings track earlier in time so that the string
voices begin playing a bit before than the other
voices to improve the perceived timing,.

SONG EDIT JOBS 2

10. Copy measure

Summary: This operation copies a specified range of
measures in one or more tracks to another loca-
tion in the same track.

Procedure:
From:
Select:
Specify:

Press:

To execute:
To quit:

224

song edit job directory 2 (JUMP #606)
10:CpyMeas (JUMP #616)
the area of source measures from
which you wish to copy, the destina-
tion measure to which the data will be
copied, and the number of times that
the data will be copied.

one or more track select buttons 1-13
to select the tracks.

the operation press ENTER,

without executing press EXIT.

JUMP #6186

COPY MEARSURE {SONGE1 Lerod 1 616
———————————————— Source —m———————e—
—ToP Measure = @881 Last Measure = 0AZ
—————————————— Destination

Tor Mzasurs = 6

—————————————— arameter ————e-————————
f&opu = 1 times

2]

@ Source (001...999): The measures beginning
with the specified Top Measure and ending with
the specified Last Measure will be copied.

@ Destination (001...999): The data will be copied
into the same track starting at the specified Top
Measure.

® Copy (1...99): The specified source measures
will be copied as many times as specified here.



Example: For track data as shown in the following
diagram,

Measures: 1 2 3 4 5 6 7 8 9
[alBlclo[e[Fa[H] ]

using the Copy Measure operation with settings
of “Source = 002...004”, “Destination=006",
and “Copy=1" would change the track data as
follows.

SONG MODE

Measures: 1 2 3 4 5 6 7 8 9
Al c[p[e[B]c]D]| ]
--- Once —

If “Copy=2~, the track data would change as
follows.

Measures: 1 2 3 4 5 6 7 8 9 10 11
alelclp|e[s]c]p]Blc]D
Once — Twice —-

SONG EDIT JOBS 2

11. Erase measure

JUMP #5617

Summary: This operation erases all data from
specified measures of one or more selected
tracks, leaving the measures empty.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 11:ErsMeas (JUMP #617)
Specify: the area of track measures which you
wish to erase.
Press: a track select button 1-15 to select a
track.
To execute: the operation press ENTER.
Toquit:  without executing press EXIT.

ERASE MEASURE

Tork Measure = 801

[SONGAL Leroy 1 617

———————————————— Breg ———————

|
|

@ Arca (001...999): The measures beginning with
the specified Top Measure and ending with the
specified Last Measure will be erased.

Example: For track data as shown in the following
diagram,

Measures: 1 2 3 4 5 6 7 8 9
(alslclplE[FlalH]T]

using the Erase Measure operation with set-
tings of “Area = 002...004” would change the
track data as shown in the following diagram.

Measures: 1 2 3 4 5 8 7 8 9

Al [ [ [e[FlaTnlT]

“No data~

SONG EDIT JOBS 2

12. Delete measure

JUMP #618

Summary: This operation deletes the specified
measures from one or more selected tracks, and
moves the following measures up to fill the gap.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 12:DelMeas (JUMP #618)
Specify: the area of measures which you wish

to delete.

Press: one or more track select buttons 1-15

to select the tracks.

To execute: the operation press ENTER.
To quit:  without executing press EXIT,

DELETE MERSURE [SONGAL Leroy ] &18
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© Area (001...999): The measures beginning with
the specified Top Measure and ending with the
specified lLast Measure will be deleted.

Example: For track data as shown in the following
diagram,

Measures: 1 2 3 4 5 6 7 8 9
alslcinfelrlaln[1]

using the Delete Measure operation with set-
tings of “Arca = 002...004” would change the
track data as follows.

Measures: 1 2 3 6
F

4 5
AlE|F|c H|]

SONG EDIT JOBS 2

13. Create measure

JUMP #619

Summary: This operation inserts empty measures
of the specified time signature into one or more
selected tracks over the specified range of mea-
sures. The following measures will be pushed
back to make room.

Procedure:

From: song cdit job directory 2 (JUMP #606)
Select: 13:CreMeas (JUMP #619)
Specity: the arca ol measures to be created and
set the time signature.
Press: one or more track select buttons 1--15
to select the tracks,
To execute:  the operation press ENTER.
To quit: without executing press EXIT,

ERRSE TRALCK [SOMGAL Lerad 1 821
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QO Area (001...999): New measures beginning with
the specified Top Measure and ending with the
specified Last Measure will be created and
inserted.

® Time (1-8/4, 1-16/8, 1-32/16): Specify the time
signature of the measures you wish to create.

Example: For track data as shown in the following
diagram,

Measures: 1 2 3 4 &
Track [A‘BiCID‘EiF‘GI_HM]

using the Create Measure operation with set-
tings of “Area = 002...004” would change the
track data as follows.

Measures: 1 2 3 4 5 8 7 8 9 1011 12
Track (A| | | |Blc|plelFlalH]1]

SONG EDIT JOBS 2

14. Mix track

JUMP #620

Summary: This operation combines the data of
specified measures from a specified track with
the data of another track.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 14:MixTrck (JUMP #620)
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Specify: the source track and the measures
which you wish to mix into the desti-
nation track, and specity the destina-
tion track.

To execute: the operation press ENTER.

Toquitt without executing press LXIT.




©® Source (Track 01...15, Measures 001...999):
Specify the source track and area of measures.
® Destination (Track 01...15): Specify the desti-
nation track into which the measures specified

by @ will be mixed.

Example: For track data as shown in the following
diagram,

SONG MODE

Measures: 1 2 3 4 5 6 7 8 9
Track 1 [A|B[c]D|E|F|a]H]| 1]

Track2 |a|blc|dle]|f[g][n]i]

using the Mix Track operation with settings of
“Source Track = 017, “Source Measures =
002...004”, and “Destination Track = 02 would
change the data as follows.

Measures: 1 2 3 4 5 6 7 8 9
Track1 |AlB|ciD[E]F[G[ATT]

alb|c|d
B|C|D

Track 2
1

eif g‘h i{
!

SONG EDIT JOBS 2

15. Erase track

JUMP #621

Summary: This operation crases all data from the
specified track(s).
Procedure:
From: song edit job directory 2 (JUMP #606)
Select: 15:ErsTrck (JUMP #621)
Press: one or more track select buttons 1-16
to select the tracks.
To cxecute:  the operation press ENTER.
To quit:  without executing press EXIT.

MIX TRACK

———————————————— Souprce —mmm— e
Track = @1
[Tor Measure = 881 Last Measure = 156
—————————————— Destinstion ——————————w—o
Track = [
|
) ]
1] (2]

There are no parameters to set lor this operation.
Use the memory select 116 buttons to specify the
track(s) to be erased. The LEDs of selected track
will light red. When you press ENTER the data will
be erased trom the selected tracks.
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SONG MODE

Song setup jobs

JUMP #622

Summary: Song setup parameters affect the overall
functioning of the sequencer.

Procedure:
From: song play mede or song record mode
Press: F5 (Stup) {JUMP #622)
Select: the desired song setup job.

SONG SETUP bzi
iKecelve bEuven —
KZs L Lontro

a3t Bocent Level
A4:Clock-Beat

bl b WS B4

1

2] o

© Move the cursor in this area and press ENTER to
select the specified job.

® Pressing F1-F4 will select the corresponding job

1-4.

01: Receive Event: To conserve sequencer
memory, you can specify that unwanted
types of data not be recorded.

02: MIDI Control: Specify whether the SY99’s
sequencer will be controlled by its own tim-
ing source or by an external sequencer.

03: Accent Level: Specify the accent level for
each of the four function keys F1-F4 used to
specify the accent of a note in song step
record mode.

04: Clock/Beat: Set the number of clocks per
beat that will be displayed in editing.

SONG SETUP JOBS

1. Receive event

JUMP #623

Summary: You can specify that unwanted types of
data not be recorded, so as to conserve
sequencer memory.

Procedure:

From: song setup job directory (JUMP #622)
Select: 01:Receive Event (JUMP #623)
Specify: reception on/off for each type of data.
Toexit: to the song setup job directory press

EXIT.
RECEIVE EUENT 623
Yelocity = GLE After Touch = off-

Ctrl.Chande
rFitch_Bend
Prod. Chande

nuun

o000
333

1 Sys.Exclusive = on

| ) $ T

(4] o0 6] o

3]

© Velocity (on, off): Specify whether the velocity
value of note-on messages will be recorded by
the sequencer. When this is set “off”, all notes
will be recorded with a velocity of 64 regardless
of their original velocity.

@ Control Change (on, off): Specify whether or not
control change messages will be recorded by the
sequencer.
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® Pitch Bend (on, off): Specify whether or not pitch
bend messages will be recorded by the
sequencer.

@ Program Change (on, off): Specify whether or not
program change messages will be recorded by
the sequencer.

@ After Touch (on, off): Specify whether or not
after touch messages will be recorded by the
sequencer.

® System Exclusive (on, off): Specify whether or
not system exclusive messages will be recorded
by the sequencer. The SY99 sequencer can not
record system exclusive messages which are
Ionger than 32 bytes.

Remarks: In order to conserve sequencer memory,
turn off reception for types of data that do not
affect the voices you are using. For example if
the voices have not been programmed with
aftertouch sensitivity, turn aftertouch reception
off so that the sequencer memory does not fill up
with unnecessary data.




SONG MODE

SONG SETUP JOBS

2. MIDI control

JUMP #5624

Summary: Specify whether the SY99's sequencer
will be controlled by its own timing source or by
an external sequencer.

Procedure:

From: song setup job directory
Select: 02:MIDI Control
Specify: MIDI Control on or off.
Toexit: to the song setup job directory press

EXIT.

(JUMP #622)
(JUMP #624)

MIDI CONTROL 624

MITGI Control = O |

0

@ MIDI Control (on, off): Normally you will leave
this set “off” so that the SY99 sequencer will
be controlled by its own timing clock and the
front panel sequencer control buttons.

If you want to use an external sequencer
connected to the SY99°s MIDI IN to control the
SY99 sequencer, set this “on” so that the SY99
sequencer will be controlled by MIDI start, con-
tinue, stop, song position pointer, and song
select messages, and the tempo will be deter-
mined by MIDI clock messages.

Remarks: When MIDI control is on, the SY99
sequencer will not run unless MIDI clock mes-
sages are being received.

SONG SETUP JOBS

3. Accent level

JUMP #625
Summary: Specify the accent level for each of the ACCEMT LEVEL 625
four function keys F1-F4 used to specify the | __________ .
8 in s : Accentl = WG
accent of a note in song step record mode. Hecentl 2 %
Procedure: Accent.l = 230
From: song setup job directory (JUMP #622) Hocentd = 129
Select: 03:Accent Level (JUMP #623) 3

Specify: each of the four accent levels.
Toexit: to the song setup job directory press
EXIT.

Q@ Accent 1 — Accent 4 (1...127): These determine
the accent levels that will be selected when a
function key F1-F4 (Accl-Accd) is pressed
while in song step record mode,

SONG SETUP JOBS

4. Clock/Beat

JUMP #626

Summary: Set the number of clocks per beat that
will be displayed in editing.
Procedure:
From: song setup job directory
Select: 04:Clock/Beat

(JUMP #622)
(JUMP #626)

CLOCK-EERAT 626

Guantize = IKER

@ Quantize (1/6, 1/8, 1/12, 1/16, 1/24, 1/32, 1/48,
1/64, 1/96): Specify the time value of one dis-
played beat.

This sets the number of clocks per beat that will be
displayed in editing. This has no effect on the time
signature, bui is simply a convenience for editing.
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SONG MODE

Transmit channel

JUMP #627_

Summary: Specify the MIDI channel on which each TRANSMIT CHANNEL T

track of the sequencer will transmit its date.

: N L@ 9 el 13413

Procedure: =7 Trigg rliB=16 Trl1d=13

From: song play mode L E13= 3 7= 7 Tl l1=11 - 15=15

Press: Fo (T-ch) (JUMP #627) Tr, 4= 4 Ty . G3= & w[ Tr i2=12  Troi18=18
Specify: the MIDI transmission channcl for each P

track.
To exit: to song play mode, press EXIT. @ Tracks 16 (116): Specily the channel 116 on
which ecach sack will transmit data from M3

(SIS
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SONG MODE

Song name

JUMP #628

Summary: Each song in the SY99’s sequencer
memory can be given an eight-character name,
which will be displayed in song play or song
record mode.

Procedure:

From: song play or song record mode

Press: F7 (Name) (JUMP #628)
Specify: the song name.
To exit: to song play mode, press EXIT.

SONG NANME 2l

_______________ ;_____uu___________m_____W
[LEPTH ]

LAY SISl OW) [

o © o 0

Enter an eight-character name for the sequencer
song.

To clear the currently entered name press Fl
(Clr).

To switch to upper-case characters press F2
(Uppn).

To switch to lower-case characters press F3
(Lowr).

e @ © @

Remarks: Methods of entering character data are

explaimed in How to enter character data, page
30.
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Song directory

JUMP #629
This function allows you select songs while viewing @ The names of the songs will be displayed in this
a directory of the songs currently held in the SY99’s area. You can select a song by inpuiting a num-
seguencer memory. ber from one to ten, by pressing the correspond-
ing function keys (F1-F8, or SHIFT + F1, F2), or by
Procedure: moving the cursor to the desired song and
From: song play mode pressing ENTER. (If the cursor is moved using
Select: F8 (Dir) (JUMP #629) INC, DEC, the data entry slider or the data
Specify: one of the displayed songs entry wheel, it is not necessary to press
To exit: to song play mode, press EXIT. ENTER.)
® Pressing FI-F$ will select the corresponding
SONG DIRECTORY B2 song 1-8. Holding SHIFT and pressing F1 or F2
Q5 - a1 will select song 9 or 10, respectively.
N
| g ——mmm
I l |4
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PATTERN MODE

PATTERN MODE

Pattern mode allows you to record and play back patterns of 1 to 32 measures. These pat-
terns can be edited m various ways, and a different pattern can be placed in each Part of
track 16 (the pattern track) to play frequently repeating phrases or rhythm patterns.

Contents of this section page
PATerTl PIAY cirivinriiinrrcinicereaeereeseesssinssnsssessressesressssesessressessessssnsesssanssessesssrnsans rresssesesssnisreesnsess 230
PAtEeTT FRCOT e ciiiiiereeeenecnrerureeriersceseraressnressonsrsesssosssnessssnsssanes erresrasrarssssssierarsessentbnrenssenan 237
Falferm @lllarinmieerineesiissessessesssesseessasssasssssnsssessmssesssessasesssssssans cesrsseorennassrernssasenssessornnesnss 241
Patiori €dit joDS vveeerveernnnn resesarerresesaseseshessrennssnnane e bt et bene e oesae s e assaassnnernsene 242
PAUers SETEP JODS vt ensiesserceceesaesssesesssssesenssssssisssnstssasassssssenssas wreeeens 243
Transmit Channel ...t sere e aesaessesaessnan rreeserisssessreserees e rssbssasatessastese 246
Clear PatherN o cceererrnesrnesssrennesassssesnes cesrerenssbetssbrrsssnbrsssrrrtsssbes sttt reaneeas 247
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PATTERN MODE

In pattern mode you can record and play back patterns of 1 to 32 measures. Editing functions in song mode
allow you to place these patterns in track 16 (the pattern track). Since the same pattern can be placed in
more than one part of track 16, you can save time and sequencer memory by creating a pattern for each
frequently appearing motif and assigning it to the appropriate location every time you want it to playback.

Patterns are often used to play a drum-type voice from track 16 of the sequencer, as shown in the fol-
lowing diagram.,

Since the transmission channel of each sequencer track can be modified, make sure that track 16 is
transmitting its data on a channel that will be received by the voice in the multi which you want the patterns
to be played by.

Pattern data may be recorded when the SY99 is in Voice mode. However, this data will not be played
when the SY99 is in Voice mode unless the voice receive channel is set to the pattern track’s transmit
channel (usually channel 16) or “omn™ (which means the voice will play data received on all channels).
Refer to the explanation of the voice receive channel setting on page 258.

SEQUENCER MULTI
Track
1 o ] I c’;r{f{"l" P1-C05 | FrHorns
2 B - | eh2 | P1-C15 | Quarz
: : : : ST e L
5o | | | | [ ] e | |
(Part) 1 2 a |4 5 6 L
16 (Patterry | PTNO4 E PTNO9 | PTND8 1 PTNZ2 | . | - [ch_'16l P1-D16 | Mixed [

For details of how to place parts in track 16, refer to Song edit, Chain pattern, page 212.
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PATTERN MODE

How pattern mode is organized

Patt}ern edit playing..)
[EDIT] [STOP] [RUN]
PATTERN PLAY ugmmewe;
Mzasure=81 Time= 44 J=1luip se— = 16¥%
Lendth =31 Click =rec
Click B=at=1-4
Shn =internal
Jobr  Stup T-Ch Clr

[F1] [F2] [Fa] [F4] [Fs5] [Fs] [F7] [Fs]

Transmit Channel

Pattern Setup
Pattern Edit Jobs

Pattern Edit job directory

RECORD Lenath

recording...
A

[RUN]

PATTERN RECORI

Measure=@1 Time= 4-4 =1

Click
& l“llck Beat

=31
Duantize =1-1
Farmaius Ch=khd SUnc =1n+.r=-r‘n.51
FEEN Sher Job  Stup Clr

[F1] [F2] [F3] [F4] [Fs} [Fe] [F7] [Fe

Realtime/Step

Clear Pattern

CLEAR PATTERN Til

Pattern = [EIgX
> Precs FHTER <<«

H11

PQTTERN EDIT JOB ™
Kl Lory nrn

A2 et

63 Put Pattern

T tt.ern

u uz 13 5]
01:Copy Pattern
02:Get Pattern
03:Put Pattern
04:Put Chain Pattern
Pattern Setup job directory

PATTERN SETUP 7:?

01:Receive Event
02:MIDI Control
03:Accent Level
04:Clock/Beat
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PATTERN MODE

Pattern play

Summary: In pattern play mode you can select and

playback any pattern 01-99. You can also make
settings for the click (metronome) and synchro-
nization.

Procedure:

Press: PATTERN to enter pattern play mode. The
PATTERN LED will light red.
Select: the pattern to playback.

To start: playback press RUN.
To stop: playback press STOP.

PATTERN PLAY

O ® 9@ ©

-l; ]_
Measure=Q81-4 Time= 4-4 [J=1td Used= 186% |
Lenath =1 ! - ~Cligk =rec
' —-Cligck Beat=1-4
I —Sunn =interngl
| Jeb ] ELaR TSSO Tl
o DOOOO HO b & &6

Pattern (01...99): This sclects the pattern to
playback.
Measure (001...032): This determines the mea-
sure from which the pattern will begin playback.
Move the cursor here and specity the measure,
or use the sequencer location buttons (i<, <,
LOCATE, or bi»).
Time (1/4...32/16): This displays the time signa-
ture for this pattern as you specified in pattern
record mode. This cannot be modified in pattern
play mode.
J (30...250): This deternines the tenipo i
quarter notes per minutc,
Used (0...100%): This displays the amount of
used sequencer memory.
Length (1...32): This displays the length of the
pattern,
Click (off, rec, rec/play. always): This deter-
mines when the click (metronome) will sound.
off: The metronome will not sound.
rec: The metronome will sound only during
recording,
rec/play: The metronome will sound during
recording or playback.
always: The metronome will sound constantly,
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Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): This
determines the beat on which the click will
sound.

Syne (internal, MIDI): This determines the tim-
ing source which will control the sequencer.
Normally you will leave this set to internal so
that the SY99’s own clock will determine the
tempo.

If you are using an externat MIDI sequencer
and want the SY99’s sequencer to play in
synchronization with it, set this to MIDI so that
MIDI clock messages received at MIDI IN will
determine the tempo.

Press F5 (Job) to move to the Pattern Edit job
directory. Refer to the following section, Patiern
edit jobs.

Press Fo (Stup) to move to the Pattern Setup job
directory. Refer to the following section, Song
seiup edit jobs.

Press F7 (T-Ch) to view or change the transmit
channel settings for tracks 1 through 16. Refer to
the following section, Transmit channel.

Press F8 (Clr) 1o clear a selected pattern or all
patterns. Refer to the following section, Clear
patiern.

Start and stop playback: Press RUN and the pat -

tern will begin playback from the point specified
by the measure setting. Press $10OP and play-
back will stop.

DPuring playback: During playback you can select

another pattern, and modify the tempo, click, and
click beat settings.

Patterns which contain no data cannot be
selected. When you change the pattern number
during playback, the currently playing pattern
will finish before the newly selected pattern
begins.

Pattern edit: Any time while in pattern play mode

you can press EDIT to edit the pattern. For
details refer to Pattern edir, page 241,




PATTERN MODE

Pattern record

Summary:

In pattern record mode you can make
setlings 1 preparation to recording a pattern.
You can specify either realtime or step record-
g, set the time signature and length ol the pat-
tern, and make other settings for click and svne
as in the Pattern Play display.

Procedure:
From: pattern play dispiay
Press: RECORD and the RECORD LED will
light.
Select: the recording mode.
To begin: recording press RUN,
To end: recording press ST0OP.
!L 5 [ r ] e
i 1~ ! =14
‘F‘ S0 Ih kpndd \ =T =internal
(Real S Ly Jeb Stur Cle
2 00 6OOD o o o @

PATTERN (01...99):
wish to record.
Measare (01...32): This determines the mea-
sure from which the patrern will begin playback.
You can modify this by moving the cursor herc
and specifying the measure, or by using the se-
queneer location buttons (14, <<, LOCATE, or ).
Time (O1-08/4, 01-16/08. 01 32/16): "T'his
determines the time signature of the pattern to
be recorded. It can be modified ondy for patterns
which have not yet been recorded.

Select the pattern you

J (30...250): This determines the lempo in
quarter nofes pcr minute.
Used (0. %) This displays the amount of

unused sa_quumu munm}

Length (1...32): This mdicates the length of the
pattern. It can be modmud only if the pattern has
not yet been recorded.

Quantize (off, 1732, 1724, /16, 1/12, 1/8, 1/4,
1/2): This determines the timing accuracy Lo
which the notes you play will be corrected.
When quumtization s turned olt the notes you
play will be vecorded at the exact timing they
132172 1y
selected, all notes you play will be moved 10 the
nearest timing at the specitied miterval.

occur. When o quantization of

8]

Recerve Channel (1--16, omui, kbd): This deter-
mines the source of data that will be recorded by
the sequencer. Normally you will set this to

“kbd” so that data from the SY99's keyboard
will be recorded.

If vou want to record data from an external
MIDI device on a specific channel, set this o 1-
{6 so that data received w MIDE IN on the
specified channel will be recorded.

If vou ward to record data from an external
MIDI device on all channels then set this to
“omni” so that all data recetved at MIDIL IN will
be recorded.

Click (off, rec, rec/play, always): This deter-
mines when the click (metronome) will sound.
off: The metronome will not sound.
rec: The metronome will sound only during
recording.
ree/play: The metronome will sound during
recording or playback.
always: The metronome will sound constantly.
Click Beat (1/4, 1/6, 1/8. 1712, 1716, 1/24): This
determines the beat on which the click will
sound.
Syne (internal, MIDI): This determines the tim-
1ng source which will control the sequencer. Nor-
maily you will leave this set to internal so that
the SY99°s own clock will determine the tempo.

If you are using an external MIDI sequencer
and wuant the SY99's sequencer to play n
synchronization with it, set this 1o MIDI so that
MIDI clock messages received at MIDIIN will
determine the tempo.

Recording mode (Real, Step): Press F1oor 12 to
select the recording mode.

1} Notes will be
recorded at the exact time you play them.

Step recording (press F2): Notes will be
recorded one by one with the specilied tme
value, regardless of the actual timing at which
you play.

Realtinwe recording (press

237




PATTERN MODE

Pattern recording procedure:

[. Select the pattern to record,

2. 1 the patieri noi been
recorded. specity the time signature and lengih.

3. Muake scttig for wmpo, quantize,
nel, elick, click beat, and syne.

4. Specity the recording maode: realtime (V1)
(F2).

5. Press RUN and The
recording display will depend on the recording

selected ras vl
receive chan-

07 step

pattern recording will beam.

6.

viode selected 1o step 20 Foy dewils see the fol
lowing scctwous: Puricrn reaivine record or pai-
tern step record.

When you are finished recording press STOP and
vou will return 1o the pattern play display.

Pattern edif: Any time while in pattern record mode

you can press EDIT toedit (he patterre For de-

tails refer to Partern edit niode.

PATTERN RECORD

Pattern realtime record

Summary: In realtioe recording the notes you play
will be recorded i the exact timing at which you
play them. Newly recorded votes will be added
1o the previows data o the pail o

Procedure:

From: pattern record display
(Real) to select realtime recording.

RUN. The RU LEED

will blink ul tempo.

Press:

To begim: recording press

To stop: recording and return 1o the song play

displuy press sTOP,

PATTERN RECOR

Measure=01 Tims= =1 |
Lendtih =1 ~Lliak P
ﬁudn*ize =116 Click He -—-1/4
Facailee Ch=id e e Ta sinternal
olee Job Zhup Clr
0 09 o

Q@ Mcasure (01...32

3 As yvou record this will ad-

vance to show the currently recorded tacasure
number of the pattein.
(2] J( 30...250): While recording you can move the
cursor here to modify the tempo.
Used (0...100% 50 As you record ths will -
crease to show the amount of sequencer memory
that has been used.
Click (off, rec, ree/play, always): While recording
you can move the cursor here and speceity when
the click (metrononie) will sound.
oft: The metronome will not sounsd,
rec: The metronome will sound only during
recording.
ree/play: The
recording or plavhack
always

metronome will sound during

D The metronome will sound constantly
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Click Beat (1/4. 1o, 1/8, /12, 1/16, 1/24): While
recordinsz you can move the cursor here and

specity the beat on which the click will sound.

Remarks: While recording you can modify the set-

o
-
-

tings for tempo, click. and click beat.
the other parameters you must return to the pat-
tern record display.

Unlike song icaltime recording, pattern real-
time recording gives you no choice of overdub or
replace recording modes. Pattern recording is
always i overdub mode, meaning that newly
recorded noles will be added to the previous

To modify

dala in e patiero,

In reaitime partern recording the pattern witl
conbiniue 1o repeat from beginning 1o end unil
you press STOp. This allows you to build up
complex rhythinie parts one note at a time.

detete: During realiime recording, you ¢an
delete any given note from the pattern by

pressing sHET while holding down ihe key of the
unwanted note.

Allow the pattern 1o run through the section
you wish to crase.

Important: Pattern data may be recorded when the

SYO9 is in Voice mode. However, this data will
nat be plaved when the SY99 is i Voice mode
uniless the ter the
partern track’s transant chanoe! (osually chan-
nel 167 or “omn” (which means the will
play data recerved on all chunnels), Reler to the
explanation of the voice receive channel setung
on page 258,

voice teccive chiannel 1s set

voice




PATTERN MODE

PATTERN RECCRD

Pattern step record

Summary: In step recording the notes you play will

be recorded at intervals of the specified step,
regardless of the actual exact timing with which
you play them. Newly recorded notes will be
added to the previous data in the pattern.

Procedure:
From: the pattern record display
Press: F2 (Step) to select step recording.

To begin:

recording press RUN. The RUN LED
will light green.

recording and return to the song play
display press STOP.

To stop:

|

PAHTTERN STEP RECORTDLPATTERNE
Nﬁazure=ui Time= 4{4 J=12‘

I

T

'.Hcc 1

focZ Ag

o
(1]
2]

@

b I
o ® 0 ® 0 @ a0 O 6
Pattern (01..99): Select the pattern o record.
Measure (01...32): Te move to another measure
in the patiern, place the cursor here and modify
the data.

Time (01-08/4, 01--16/08, 01-32/16); The time
signature is only displayed and cannot be
modified.

J: The tempo is only displayed and cannot be
modified.

Used (0...100%): This displays the amount of
sequencer memory already used.

This area indicates the currently selected note
value. At any time in step recording you can use
the numeric keypuad to enter note values. You
can also move the cursor to this area and modify
the note values. If possible, the note values in
this area will be displayed as graphic symbols
for a whole note, quarter note, etc. Otherwise
the note value will displayed as @ number of
clocks (1/384th notes).

When the cursor is located in this area you can
move backwurds and forwards through the data
in time. If the cuirent measure is longer than four
quarter notes (¢.g.. a ume signature of 10/8), a
number will be displayved here to indicate the
section of the measure now being displayed.

18]

This bar represents one measure, and vertical
divisions represent one beat. A dot will be dis-
played on the bar to indicate a 32nd note area
which contains data,

As you move backward or forward through the
data in time, an arrow pointing downward will
move in 32nd note steps to indicate the current
position in the measure,

H the currently selected 32nd note area contains
data, the notes in that arca will be displayed on
the keyboard diagram.

To select an accent press  Fi-ta,
Subsequently entered notes will be given the
selected aceent value. To change the accent
vatue assigned o tL g refer w Patiern setap
Jobr 4. uccent level.

To delete all data in the 32nd note arca where
the cursor is located, press F5 (Del). The cursor
location will not change.

To delete all data in the 32nd note area belore
the cursor, press e (BDel). The cursor will
move back one 32nd note.

value,

Note duration: To specify how long the note will be

held in relation to its note value hold SHIFT and
press FI-Fi. To record normal notes which
sound for 80% ot their note values press ¥l
{(Norm}. To record staccalo notes which sound
for 509% of their note values press 12 (Stac). To
record slurred notes which sound for 99% ol their
note value press Fi (Slur).

Numeric keyvpad:

® Note value (numeric keys 1-8); Use the
numeric keys 1-8 to specify the note value to
be recorded. Pressing each key will select the
note value printed above it, from a whole note
(key 1) to a 8th note triplet (key 8). This also
determincs the step tme by which the cursor
will automarically advance after cach note has
been entered.

® Dot (numeric key 9): 'To dot the current note
value press numeric key 9. The current note
value will be extended by S0%.
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® Tic (mumeric key = 7y To extend the duration

of the previously entered note, press TIE. The
duration of the note will be exiended hy the
current note value, and the cursor will advance
accordingly.

Rest (numeric key 0% To advance one step
without entering data press REST.

Recording procedure:
® Entering notes: Bach time vou press andd e
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lease o key 1t will be recorded, and the s

tion wiltl move ahead one step av specified by
the step time. The note will ot be entered
until all keys have heen seteased. This allows
you to enter more than one note at the same
location by pressine more than one note
before releasing the first,

Move through the data: When the cursor s
located at @ you cian also use the cursor keys
<1>t0 move back and forth in the patiern, and
enter notes wherever vou like. When you
come 1o note data, it will be displayed on the
keyboard diagram below and sounded on the
synthesizer.

To stop recording: When you are finished
recording the pattern press STOP. You will re-
turn to the pattern piay display, where you can
press RUN and hear the pattern you just
recorded.
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Pattern edit

Summary: This is where you edit individual events
that have been recorded in a patter.
Procedure:
From: pattern play or pattern record mode
Press: EDIT.
To exit: edit mode and return to pattern play mode
press EXEL.

The pattern edit display will differ according (o
whether graph or data editing has been selected.

Pattern graph editing: To select graphic editing
press F7 (Grph). The display will show o o
zontal bar to indicate the position in the meu-
sure, and a keyboard diagram to indicate the
notes that have been recorded al cach step.

FATTERN EDIT CPATTERND W]

Measu;e:m Time= 4.4  [=188 Uzed= 16X
Wittt —dppd—d g p—p—p—p—pmp—
A HK=d da latz

Pattern graph editing is exactly the same as
song graph editing, except that the pattern nun, -
ber is displayed instead of the song name, and
that the maximum measure number is 32 instead
of 999, For details. please refer to Song edis
(graph) on page 208,

Pattern data editing: To select data editing press
F8 (Data). The display will show the type and
pumerical values for each event. Data editing is
divided into two modes: graph mode and data
mode. In data mode you can cither Change or
[nsert data. When you center data mode, change
will automatically selected.

FATTERMN EDIT [FRTTERMNA W]
Meazure=@d1 *Timez 44 =188 Used= 164
W] p—m———— S — T —— T —
GED f F
HE1-A1-72-35 2

mt
J2 24 16 73
—=——MNote-—Step——Gata-—=lJa]l ——

LrPh DEXE

Patter data editmg s exacly the same as song
dara editing, wxeept that e sattem number is
displayed tnstead of the sone name, and that the
maximum nieasure aumber is 32 instead of Y99,
For details, please refer (o Song edit (data in-
sert) on page 210 or Song cdit {data change) on
page 200,
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Pattern edit jobs

JUMP #700

Summary: Paitern edit jobs allow you to copy a pat-
tern to another pattem, copy data from a track
into a pattern, copy data from a pattern into a
track, or copy the pattern data of all parts into a
track.

Procedure:

From: the pattern play or pattern record display
Press: F5 (Job).

PATTERN EDIT JOB '
P —

oe 3
B3:Put. Pattern
A4:Put. Chai t.tern
5] Az o LS

) '}

@ Move the cursor in this area and press ENTER to
select the specified job.

® Pressing F1-F4 will select the corresponding job
1-4.

01: Copy Pattern: Copy a pattern to another
pattern.

(02: Get Pattern: Copy data from specified mea-
sures of a track into a pattern.

03: Put Pattern: Copy data from a pattern into
specified measures of a track.

04: Put Chain Pattern: Copy the pattern data of
all parts into a specified track 1-15.

PATTERN EDIT JOBS

1. Copy pattern

JUMP #701

Summary: This operation copies a pattern to
another pattern. This is useful when you want io
create a new pattern that is similar to an already
existing pattern.

Procedure:

From: the pattern edit job
directory
Select: 01:Copy Pattern (JuMP #701)
Specify: the Source pattern and the Destination
pattern.
To execute: the operation press ENTER.
To quit: without executing press EXIT.

(JuMP #700)

COPY PRTTERN TE1
Source -
Pattern = Bluw . .
—————————————— Dectination —————=—e————r
Pattern = kil
o o
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@ Source pattern (01...99): Specify the pattern you
wish to copy.

® Destination pattern (01...99): Specify the pat-
tern into which you wish to copy the source pat-
tern. The previous data in the destination pat-
ternt will be lost.

Example: For settings of Source = pattern 3, Desti-
nation = pattern 5, the result would be as
follows.

Before After
Measure Measure
Patten 3 [A[B[C]

Pattern 3 [A[B[C]
Pattern 5 Pattern 5 [A[BIC]
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PATTERN EDIT JOBS

2. Get pattern

JUMP #702

Summary: Copy data from specified measures of a
track 115 into a pattem.
Procedure:
From: the pattern edit job
directory
Select: 02:Get Pattern, (JUMP #702)
Specify: the source track and the measures
from which to copy the data, and
specity the destination pattern into
which to copy the data
To execute: the operation press LNTER.
To quit; without excculing press 1X1T,

(JUMP #700)

GET FATTERM TB2

ITrack = @61
[|Tor Measure = 831 Last Measure = @94

tination ————-————————
Fattern = ikl

|
o o
© Source {Track 01...15, Top Measure 0O1.. .32,
Last Measure 001...32): Specity the track and
measures from which to copy the data. Since the

maxinum length of a pattern is 32 measures, the
last measure can be no more than 32 measures
after than the top measure. Also, it is notl pos-
sible 1o select measures which contain differing
time signatures.

® Destination (Pattern 01...99): Specify the pat-
tern into which the data will be copied.

The previous data in the destination pattern will be
lost.

Example: For settings of “Source = track 2 mea-
sures 2--3, Destination = pattern 57, the result
would be as follows.

Before
Measure 1 2 3 4 56 7 8 9 ..
Track2 [A[BICIDIE]JF|GIH]]...
Pattern 5
After
Measure 1 567889 ..
\ E[FIGIHTV...

2 3 4
Track2 [A|BIC[D]
Pattern 5 [B[C!

PATTERN EDIT JOBS

3. Put pattern

JUMP #703

Summary: Copy data from a pattern imto speciticd
measures of a track.
Procedure;
From: the pattern edit job
directory
Select: 03:Put Pattern. (JuMp #703)
Specily: the source pattern. and specify the
destination track and measurc  at
which to copy the dita [rom the
pattern.
To exeoute: the operation press ENTER.
To quit: without executing press EXIT.

(TUMP #700)

FUT FRTTERM THI
———————————————— SoupFoe —mmmm e
FPatiern = Olu-— i

s ———————— Qla=t ination —eee—— e -
ITrack @3

Source (Pattern 01...99) Specify the patiern
from which the data will be copied.
Destination (Track 01...15, Top Measure
001...32): Specity the track and measures 1o
which the data will be copied.

® Put (1...99): Specity the number of times that
the data will be copied from the pattern.

Example: For setings of “Source = pattern 3,
Destination = track 2, measure 4, Put Time = 27
the result would be as tollows,

Before
Measure 1 2 3 4 5 6 7 8 9 ...
Track2 (Z[2[2]Z]Z]Z]Z[Z1Z]...
Pattern 5 [A]B]

After
Measure 1 2 3 4 5 67 89 ..
Track2 [Z]ZIZIA]BIAIBIZ]Z]...

Pattern 5 u\ _Bj;
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PATTERN EDIT JOBS

4. Put chain pattern

JUMP #704

Summary: Copy the data of all patterns used by
track 16 (the pattern track) into a specified track
1-15.

Procedure:

From: the pattern edit job
directory
Select: 04:Put Chain Pattern
Specify: the destination track

To execute: the operation press ENTER.

To quit: without executing press EXIT.

(Jump #700)

(JUMP #704)

PUT CHAIN PATTEEN TO4
—————————————— De=stiktation ———————
Track = [E!

o
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© Destination (Track 01...15): Specity the track to
which the data will be copicd. The previous data
in the destination track will be lost.

Remarks: If the amount of data is large, some time
may be required for the data to be copied. Since
this operation copies the actual data of each pat-
tern as many times as it is used in a pattern, the
resulting destination track will occupy more
memory than the original pattern data.
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Pattern setup jobs

JUMP #705

Summary: Setup parameters affect the overall func- 02: MIDI Control: Specify. whether the SY99's

tioning of the sequencer. sequencer will be controlled by its own tim-
Procedure: ing source or by an external sequencer.

From: the pattern play or pattern record display 03: Accent Level: Specify the accent level for

Press: Fo (Stup) (JUMP #705) each of the four function keys F1—F4 used to

Select: the desired pattern setup job specify the accent of a note in song step

record mode.

PQTTERN SETUP TES 04: Clock/Beat: Set the number of clocks per

538 beat that will be displayed in editing.
|
[ Contro ‘
b3: Qccent L»=v»-1 Note: These setup parameters can also be set from
‘% Plnﬁk/}? 5t e Song Play mode. The result is exactly the same
— S > whether you set them from Paitern or from Song

mode. For details, refer 1o the Song setup jobs.
@ Move the cursor in this area and press ENTER to
select the specified job.
® Pressing F1—F4 will select the corresponding job
1-4.

OI: Receive Event: To conserve sequencer

memory, you can specify that unwanted
types of data not be recorded.
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Transmit channel

JUMP #710
Summary: Specify the MIDI channel on which each © Tracks 1-16 (1..16): Specify the channel 1-16 on
track of the sequencer will transmit its data. which each track will transmit data from MIDI
Procedure: OUT,
From: pattern play mode
Press: F7 (T-ch) (JUMP #710) Note: The transmit channel assignments can also be
Specify: the MIDI transmission channel for each changed from song play mode. The result is ex-
track. actly whether you select this function from
To exit: to pattern play mode, press EXIT. Pattern or from Song mode.
The transmit channel used to transmit pat-
TRANSMIT CHANMEL T tern data can be changed by changing the setting
________________________________________ for Track 16.
Tr.91=M§ Tr.85= S Tr.99= 9 Tr.13=13
Trp.pi= ¢ Tr.gé= & Tr.lo=la Tr.ld4=14
Tr.82= 2 Tr.@97= 7 Tr.il=11 Tr.15=15
Tr.gd= 4 Tr.ogs= 8 Tr.12=12 Tr.ls=1¢
L
)
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Clear pattern

JUMP #711

Summary: All data can be cleared from any speci-
fied pattern or from all patterns 01-99.

Procedure:
From: pattern play mode
Press: Fg (Clr) (JUMP #711)
Specify: whether to clear a single pattern or all
patterns.
To execute: the operation press ENTER,
Toquit:  without executing press EXIT.
CLEAR PATTERM T11
Pattern = [GHE
ki Precs ENMTER LK
(el 1T
e e o

© Pattern (01...99): If you have pressed FiI (One),
specify the pattern to be cleared.

@ To clear a single pattern press F! (One) and
specify the pattern.

& To clear all patterns press F2 (All).

Remarks: If you clear one pattern or all patterns,
the data will be lost forever. There is no way of
recalling a pattern that has been cleared from
memory.
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UTILITY MODE

In utility mode you can make settings that affect the SY99’s overall system, make settings
for MIDI transmission and reception, transmit bulk data via MIDI, save or load SY99 data
on card or disk, load and store sample data, store MIDI bulk data from another device, or
use the SY99 as a MIDI master controller.

Contents of this section page
System ULHEY ..ooieininnmnncscrssisoniessscossssssaessinsans 252
MIDI utility .... Seeebesaseassateateat it aa s s et e Ao R SO e e A e b et e n et et sbans 258
Card utility....c.ccereneen. v veesenstasnnesensaens tesseesresennnesns 262
Disk utility cocoveisnserssnnersssseseras eetmnttestteeseretessrrasessresssntesessaretessrenisssrareasenes 265
Sample utility thessesnssatestsssaasanasaassaatesinsanas . R T —— 275
MIDI data recorder ULHILY ..o rsisiesisssssssssssssssssssussssssossrsssssssssasesns 279
Master control BHIlILY .. vereesnerasensnentesenreeuss 284
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In Utility mode you can make settings that affect the
SY99’s overall system, make settings for MIDI
transmission and reception, transfer data to and
from a card, transfer data to and from a disk, load
and store sample data, store MIDI bulk data re-
ceived from another device, and use the SY99 as a
MIDI master controller. The functions of the utility
mode are divided into seven job directories. When
you press UTILITY the last-selected of these direc-
tories will appear. Select a job directory by pressing
Fl1-F7.

System Utility job directory

UTILITY HEe

System Utility N ] BE
gl :Mazter Tuning B5:Grecting Mecsgw
=]

gz2:Uelocity Set 6: Mlemnord Hllocate
?3=Con}rgllehs Biiowltc oC
143

01:Master Tuning: The overall tuning of the SY99
can be adjusted both in half steps and 1-cent
(approximately) steps.

02:Velocity Set: The SY99 keyboard and internal
tone generator can be set to respond to your
playing velocity in various ways.

03:Controllers: The MODULATION 2 wheel and an
optional footswitch connected to the FOOT
SWITCH jack will transmit data using the MIDI
control number you specify. Also, the controller
hold function can be set to prevent the resetting
of modulation and other parameters affected by
controllers.

04:Edit Confirm: The “Are you sure?” message that
appears when you store, recall, or initialize data
can be turned on/off.

05:Greeting Message: Edit the two-line message
that 1s briefly displayed when the SY99 power is
turned on.

06:Memory Allocate: Specify how much of the MDR/
sample RAM will be used by the MDR.

07:Switch Lock: Lock the switches on the SY99
front panel.
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MIDI Utility job directory

UTILITY ez

MIDI Utilit
Wi bBu ump?

9z [ Tard Tisk Snel HIR Hstr

Ol1:Setting: The SY99 will receive and transmit
MIDI data as determined by the MIDI channels
and settings specified here.

02:Bulk Dump: Various types of SY99 data can be
transmitted via MIDI to another SY99 or other
device.

Card Utility job directory

UTILITY (DATA CRRD TvPE=————) 812

Can Utilitu a1
: oa- Pom Jata LCard

A2 Sau a_Lard

63 Format Data Card

L:\[E Sme ST

01:Load From Data Card: Synthesizer data can be
loaded from a DATA card (RAM card or ROM
card).

02:Save To Data Card: Synthesizer data can be
saved to a RAM DATA card.

03:Format Data Card: Before you use a new
MCD64 RAM card, you must use this operation
to format it.

04:Load From Wave Card: Waveform data can be
loaded from a WAVEFORM card.



Disk Utility job directory

UT I L I Tv (DISK SAVE TYPE=SY3I9) 816

D1sk Ut.ilit'd _ ) a1
5 @5 Backur Disk
b2 oa rom [i1s Ao:Eenams File
B3:Save To Dizk Brsllelete File
g ; ] Hotlig [

. =

Ll

o

01:Disk Status: This allows you to check the num-
ber of disk files of cach type and the remaining
free arca on the disk.

02:Load From Disk: Synthesizer, sequencer, or card
data can be loaded from disk.

(13:Save To Disk: Synthesizer, sequencer, or card
data can be saved to disk.

04:Format Disk: Before a newly purchased disk can
be usced it must be formatted.

(05:Backup Disk: Use this operation 1o make backup
disks for important data.

06:Rename File: An already existing disk file can be
given a different name.

07:Delete File: An unwanted file can be deleted
from disk.

08:Disk Save Type: This setting allows you to write
disk files in SY77 “All Data”, or “Synthesizer
Al “Sequencer AN format.

Sample Utility job directory

UTILITY 5o

Sample ||+111+u L if.l
. o Initialize Samele

Wy

KN bLY

aw: To Disk
’ﬁs HITT Card D1t S MR Hstr

(%

01:Sample Dir: This allows the display, copying, and
deleting of sumple data.

02:Sample Dump: Output samples and waveforms
from the SY99 by MiDI sample dump; also, out -
put sample dump requests.

03:Load From Disk: Load sample data from disk.

04:Save To Disk: Save sample data to disk.

05:Initialize Sample: Initialize the SY99’s sample
Memaory.

UTILITY MODE

MIDI Data Recorder utility

UTILITY 538

MIDI Dat.a Recorder Utility ai
B3:Initialize MDR

=)

HZ: nPu

ﬁ3 Load From Disk

qavn o Disk

ud MITT Card Disk Smil GIEE Fstr B

Slee

01:Output: This operation transmits MIDI bulk data
from SY99 MDR memory to an external device.

02:Input: This operation receives MIDI bulk data
from an external device into SY99 MDR
memory.

03:Load From Disk: This operation loads a file of
MIDI bulk data from disk into the SY99 MDR
memory.

04:Save To Disk: This operation saves MIDI bulk
data from SY99 MDR memory to a disk file.

05:Initialize MDR: This operation initializes the
SY99 MDR memory.

Master Control

UTILITY o3t

Master Control a1
sLohtroller Selec

HMli [ransml 1Llter

zd= MIDI Card Disk Swel IR [SXs B

O1:Controller Select: Select one MIDI master con-
trol setups, and edit setup parameters.

02:Transmit Filter: Specify which types of data will
be transmitted on which channels when the
SY99 1s in master control mode.
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System utility

JUMP #800

Summary: System utility settings affect the entire
SYY9 system.
Procedure:
From: MIDI utility
Card utility
Disk utility
Sample utility
MDR utility

(JuMP #806)
(JTUMP #812)
(JUMP #816)
(JUMP #826)
(JUMP #830)
Master control (JuMp #831)
Press: F1 (Sys) (JUMP #800)
Select: the desired system utility job and press
ENTER.

UTILITY wa

°H=ti=rn ility "
iGreet.ing Meczade
: tMemord Allocats

@o Conf rollers B7:Switch Look
L3 dit Confitm

F MiDI Card Di=skl Smel HDR Hstir B

(2] 1]

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.
01: Master Tuning: The overall tuning of the
SY99 can be adjusted both in half steps and
I-cent (approximately) steps.

02: Velocity Set: The SY99 keyboard and inter-
nal tone generator can be set to respond to
your playing velocity in various ways

03: Controllers: The MODULATION 2 wheel and
an optional footswitch connected to the FOOT
SWITCH jack will transmit data using the
MIDI control number you specify. Also, the
controller hold function can be set to prevent
the resetting of modulation and other param-
eters affected by controllers.

04: Edit Confirm: The “Are you sure?” message
that appears when you store, recall, or ini-
tialize data can be turned on/off.

05: Greeting Message: The two-line message
that is briefly displayed when the SY99
power is turned on can be edited.

06: Memory Allocate: Specify how much of the
MDR/sample RAM will be used by the
MDR.

07: Switch Lock: Lock the switches on the SY99
front panel.

® To move to a different utility mode press F2—F7
To select a job from the currently displayed job
directory, hold SHIFT and press a function key.

SYSTEM UTILITY

1. Master tuning

JUMP #801

Summary: The overall tuning of the SY99 can be ad-
justed both in half steps and fine tuning.
Procedure:
From: system utility job directory (JUMP #800)
Select: O1:Master Tuning (Jump #801)
Specity: the overall tuning in half steps and fine
steps

MASTER TUNING 2a1

g

{—Note Shi ft.
Fine Tuning

i

X Fine

o (2]

@ Note Shift (~64...4+63): This adjusts the pitch of
the of the entire SY99 in half steps.
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© Fine Tuning (-64...+63): This adjusts the pitch
of the entire SY99 in steps of 1.171875 cents.

Remarks: To adjust the pitch of only specific
voices, refer to Voice Common job 2. Element
Detune and 3. Note Shift (page 97).

This setting affects only the SY99’s internal
tone generator. It has no effect on the note num-
bers transmitted from MIDI QUT.

Certain voices using AWM waveforms may
fail to sound properly if the note shift value is
raised too high. Should this happen, try lowering
the note shift value an octave. (The same
phenomenon can occur when a voice is played at
high pitch. This may be due to the element de-
tune and note shift settings mentioned above.)
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SYSTEM UTILITY

2. Velocity set

JUMP #802
Summary: The SY99 keyboard can be set to re- 0. Normal
spond to your playing velocity in various ways.
Procedure: Output
From: system utility job directory  (JUMP #300)
Select: 02:Velocity Set (JUMP #802) :
. i, . . Key velocity
Specify: the fixed velocity value and the velocity
curve
VELOCITY SET . 1 Soft 2 Soft—2

Fixed Uelocity
Ualocity Curwue

¥ (normal 2

Chro

0 )

@ Fixed Velocity (off, 1...127); When this is set
“off”, the SY99 tone generator will respond to
your playing velocity according to the velocity
curve specified in @. When this is set to a value
0...127, all notes will be given the same speci-
fied velocity value regardiess of your playing
velocity.

® Velocity Curve (0...7): This determines the way

in which the SY99 tone generator will respond to
your playing velocity as shown in the following
diagrams.
Velocity curves 6 (cross-1) and 7 (cross-2)
allow you to crossfade between two voices us-
ing key velocity. Set one voice to positive key
velocity sensitivity and the other to negative key
velocity sensitivity. Refer to AFM element data
S.AEFM sensitivity (JUMP #243) and AWM ele-
ment data 4. AWM sensitiviry (JUMP #200).

FIXED VELOC!TY =1~127 FIXED VELOCITY = Off

Output |- ————— Output
Fixed value

> [E——— S

Key velocity

Key velﬂocity

Cutput Output

v

Key velocity Key velocity

- - is the Normal velocity curve

3. Easy

Cutput
> - - - is the Normal
- velocity curve

5

Key velocity

4. Wide

- - is the Normal
velocity curve

b

Key velocity

5. Hard

Output

- - - 15 the Normal
velocity curve

Key velocity

6. Cross — 1 7.Cross - 2

Output Output

Key velocity Key velocity

- - - is the Normal velocity curve
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Remarks: When playing the sound of an instrument
such as organ or harpsichord that normally does
not respond to key velocity, it may be effective
to use a fixed velocity value. A similar result
could be achieved by setting all velocity sensi-
tivity parameters of the voice to 0. In fact this is
preferable since it will leave all other voices at
their normal velocity settings.

The velocity curve setting affects only the
SY99’s internal tone generator, and will be
effective for notes received from MIDI IN as
well as notes played on the SY99 keyboard.
This setting has no effect on the note messages
transmitted from MIDI OUT.

SYSTEM UTILITY

3. Controllers

JUMP #803

Summary: The MODULATION 2 wheel and an op-
tional footswitch connected to the FOOT SWITCH
Jjack will transmit data using the MIDI control
number you specify. Also, the controller hold
function can be set to prevent the resetting of
modulation and other parameters affected by
controllers.

Procedure:

From: system utility job directory (JUMP #800)
Select: 03:Controllers (JUMP #803)
Specify: the MIDI control number for each

assignable controller

CONTROLLERS 883

D] Cont
665 Pnr*tament, Sw1t.c}'
no.

If you want to assign the MODULATION 2
wheel or the FOOT SWITCH to control external
MIDI equipment and not affect the SY99’s tone
generator, use 2 MIDI control number that is not
used in Voice Common job 12. Controliers (JUMP
#226, #227, #228). Refer to the MIDI implemen-
tation chart in the manuals for your other devices
to learn how each device reacts to incoming
MIDI control data. The official MIDI standard
defines the use of the following control change
messages.

Control change numbers 000 and 032 are
used by the Bank Select message, and cannot be
selected.

© Assignable Foot Switch (1...120): An optional
foot switch connected to the rear panel FOOT
SWITCH jack will transmit control messages
of the type you specify here.

© Assignable Wheel (1...120): The MODULATION 2
wheel located at the left of the SY99 keyboard
will transmit control messages of the type you
specify here.

® Press F1 (Foot) or F2 (Whl) to move the cursor
to @ or ©.

Remarks: The settings in Voice Common job
12. Controllers (JUMP #226, #227, #228) deter-
mine the type of control message by which each
parameter will be controlled. If you want to use
an assignable controller to control the SY99’s
voices, make sure that the MIDI control number
you assign matches the MIDI control number
selected for the parameter you want to control.
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Continuous type On/off type
001 | Modulation wheel 064 | Sustain
0062 | Breath controller 065 | Portamento
004 | Foot controller 066 | Sostenuto
005 | Portamento time 067 | Soft pedal
006 | Data entry 069 | Hold 2
007 | Main volume 091 | Ex effect depth
008 | Balance controi 092 | Tremolo depth
010 | Panpot 093 | Chorus depth
011 | Expression 094 | Celeste depth

095 | Phaser depth




Normally, modulation and other parameters
affected by the movement of controllers (except for
main volume) are reset when a program change 1s
executed. You can prevent the resctung ol these
parameters by setting the controller hold function to
“on”. When this setting is made, all paramcter
values are maintained regardless of their controller
assignments. For example, if pitch modulation 1s
applied to onc voice using MODULATION 1, the same
amount of pitch modulation will be applied to the
next voice that is selected so long as pitch
modulation is enabled for that voice. (Note that

UTILITY MODE

pitch modulation need not be assigned to

MODULATION 1| — or any other controlier, for that
matter — for the controiler hold function to take
ctiect.)

Main volume, modulation, and all other param-
eters affected by the movement of controllers will be
reset when the 5Y99’s mode is changed from Mulu
to Voice mode (or vice versa), or by the execution of
a program change in Multi mode, even if the
controller hold function is turned on.

SYSTEM UTILITY

4. Edit confirm

JUMP #804

Summary: The “Arc you sure?” message that ap-
pears when you store, recall, or nitialize data
can be turned on/off.

Procedure:

From: system utility job direciory  {(JUMP #800)
Select: 04:Edit Confirm (JUMP #804)
Specify: whether or not the confirm message will

appear

ELIT CONFIRM oed

Edit Confirm = [

©® Edit Confirm (on, off): When this is on vou will
be asked “Are you sure?” whenever an opera-
tion that erases or replaces data ts about to be
performed. When this is off the operation will be
executed without asking for contirmation.

Remarks: Until you are familiar with the SY99 we
recommend that you leave this on.

SYSTEM UTILITY

5. Greeting message

JUMP #805

Summary: Edit the two-line message that 1s briefly
displayed when the SY99 power 1s turned on,
Procedure:
From: system utility job dircctory  (JUMP #800)
Sclect: 05:Greeting Message (JUMP #8095)
Specify: the greeting message

GREETING MESSHGE a5
*
Line 1 = Cr*‘»:-ate YOUR =saund ']
Lire 2 = [ LD m o peadd ]
Clr MEEE Lowe
3 o

© Lnter the (wo-line x 20 character greeting
message.

® To clear the currenlly entered message press Fl
(Clr). (If you clear the greeting message, the
greeting message box will not appear when the
SY99’s power 1s turned on.) To switch to upper-
case characters press F2 (Uppr). To switch to
lower-case characters press 13 (Lowr).

Remarks: Methods of entering character data are

explained 1n How to enter data of Introducing the

SY99.
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SYSTEM UTILITY

6. Memory allocate

JUMP #820

Summary: Specify how the SY99’s 512 Kbytes of
internal MDR/sample RAM will be allocated for
use by MDR data, and how much will be used
for sample data.

Procedure:
From: system utility job (JUMP #800)
directory
Select: 06:Memory Allocate {JUMP #320)

Specify: how much memory to allocate to MDR
data and sample data.
To execute: memory allocation press F8 (Go)
To quit: without executing press EXIT

MEMORY ALLOCHTE 220
All Memord = 3512 KE4te
Samkle = 512 K Used = 445 K
MDRE = M- K— Used = g K
Init o~
o 0 o

O With the cursor located at the MDR memory
value, adjust the allocation for that type of mem-
ory in 4-Kbyte steps. (The minimum value which
can be allocated to MDR memory Kbytes is 8
Kbytes.) The Sample memory value is
automatically adjusted so that the total will
always be 512 Kbytes.

® By pressing F4 (Init) you can clear the memory
and assign all 512 Kbytes to sample memory.
After you make settings in @, you must press
F8 (Go) for the settings to take effect. If you in-
crease the sumple memory allocation and press
F§ (Go), the existing sample data will be pre-
served. The same will be true if you decrease
sample memory, but leave enough memory to
hold the samples currently contained by the
SY99. However, if you attempt to decrease the
sample memory area to a value insufficient to
hold the samples currently contained by the
SY99, an crror message will appear informing
you that the change cannot be executed as de-
sired. In such a casc, you will have to initialize
the sample RAM arca before attempting to de-
crease its volume.
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MDR Memory: The MDR function lets you use the

SY99’s disk to save and load bulk data from
other devices. Refer to MIDI Data Recorder
Utility, page 279.

Sample Memory: Sample data can be received at

any time via MIDI from another device. Sample
data can also be loaded from disk as explained in
Sample Utility, 3.Load from disk, page 277.
These samples can be assigned to a waveform,
and used in the same way as preset and card
AWM waveforms. Refer to AWM element data,
2.0 Waveform edit, page 160.

Expansion RAM: The size of the MDR/sample

memory area can be expanded to a maximum of
3 Mbytes using optional expansion memory
boards, model SYEMBO5. However, even when
the SY99's MDR/sample memory has been
increased in this manner, the amount of this area
which can be allocated to MDR use is limited to
a maximum of 512 Kbytes.

For details regarding memory expansion,
refer to Expansion memory boards in the
appendix (page 329).
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SYSTEM UTILITY

7. Switch lock

Summary: Lock the front panel switches of the
SY99 to keep them from being operated un-

intentionally.
Procedure:
From: system utility job (JUMP #800)
directory

Select: 07:Switch Lock
To lock: the front panel switches press YES
To quit: without locking press NO or EXIT
Tounlock: the front panel switches press
SHIFT+EXIT

SWITCH LOCK

ARE YOU SURE 7

{Ye= or HNo)

This function locks the front panel switches on the
SY99. This may be convenient when you wish to
place books or sheet music on the SY99 front panel,
and do not want memories to be changed acciden-
tally. To unlock the front panel switches, simultane-
ously press the SHIFT and EXIT buttons or turn off
the power once, and you will return to the System
Utility job directory.
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MIDI utility

JUMP #B06

Summary: MIDI utility settings determine how
MIDI data is transmitted and received.
Procedure:
From: System utility
Card utility
Disk utility
Sample utility
MDR utility

(JUMP #800)
(JUMP #812)
(JUMP #816)
(JUMP #826)
(JUMP #830)

Master control (JUMP #831)
Press: F2 (MIDD) (JuMP #806)
Select: the desired MIDI utility job and press

ENTER.
UTILITY sas
MIDI Utility al

BLe Bu ump

SYs Wl Tard Tisk SmPl FIR ™ Hetr—5
T

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Setting: The SY99 will receive and transmit
MIDI data as determined by the MIDI chan-
nels and settings specified here.

02: Bulk Dump: Various types of SY99 data can
be transmitted via MIDI to another SY99 or
other device.

®© To move to a different utility mode press F1 or

F3-F7. To select a job from the currently dis-

played job directory, hold SHIFT and press a

function key.

MIDI UTILITY

1.

Setting

JUMP #807

Summary: The SY99 will receive and transmit
MIDI data as determined by the MIDI channels
and settings specified here.

Procedure:

From: MIDI utility job directory (JUMP #806)

Select: Ol:Setting {JuMP #807)

Specify: MIDI transmit and receive channels and
settings

SETTIMG 297

Kbd,Trans Ch = Program Chande= on—

Voige jRecy Ch = Device Number = all
Local jonsgff = on | Bulk,Protect = on
Note gn-off = alll Patteérn Prot = on
~Lh Leal Notd Frod|Ded Bulk FLrn
600 [¢) @ o ©

O Keyboard Transmit Channel (1...16): This
determines the channel on which data will be
transmitted from MIDI OUT when you play the
keyboard or move the various controllers. In
multi mode, this also determines which of the
sixteen voices will be played by the keyboard.
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@ Voice Receive Channel (1...16, omni): This
determines the channe! on which the SY99 can
be played when in voice play mode. When
“omni” is selected the SY99 will respond to any
channel. In multi play mode, bank select mes-
sages and effect control messages will be re-
ceived on this channel.

® Local on/off (off, on): This determines whether or
not the SY99 keyboard will play the SY99 tone
generator. Usually you will leave this on so that
the SY99 keyboard will play the SY99 tone
generator.

When set off, the SY99 tone generator will
produce sound only in response to messages
from MIDI IN, but messages will be transmitted
from MIDI OUT when you play the keyboard or
move the various controllers.

Data from the SY99’s internal sequencer
will always be sent to the tone generator re-
gardless of the Local on/off setting.




@ Note on/off (all, odd, even): When set to “all”,

9]

the SY99 tone generator will produce sound in
response to all notes received at MIDI IN.
When set to “odd” or “even”, the SY99 tone
generator will respond only to odd or even notes.
This affects only the notes received at MIDI IN,
and will have no effect on the notes played by
the SY99 keyboard.

Program Change (off, on): This determines what
the SY99 does when a program change message
is received at MIDI IN, and how program change
messages are transmitted from MIDI OUT.
Usually you will leave this set at “on”. For de-
tails, see the following explanations for Program
Change = off and Program Change = on.

The SY99 will also receive and transmit
MIDI bank select messages (see the chart
below).

Device Number (off, 1...16, all): This determines
the channel on which the SY99 will receive or
transmit MIDI system exclusive messages such
as parameter changes and bulk data. When
“off” is selected, system exclusive messages
will not be transmitted or received. When “all”
is selected, system exclusive messages will be
transmitted on channel 1, and received on any
channel.

Bulk Protect (off, on): The SY99 is able to re-
ceive system exclusive bulk data at any time,
and the newly received data will replace the data
in memory. By setting bulk protect on you can
prevent unexpected bulk data from overwriting
important data.

Pattern Protect (off, on): Song data in the K-Seq
format in MIDI consists of both song data and
pattern data. If the pattern protect item is set to
“off” the SY99 will receive both the song data
and the pattern data. By setting the pattern
protect to ‘“on,” you can instruct the SY99 to
selectively admit song data but exclude pattern
data. This is useful when you wish to receive in
songs without overwriting the pattern data
currently contained in the SY99’s sequencer
memory.

Pressing F1-F8 will move the cursor to the
corresponding item in the display.

Local: If you are using the SY%9 by itself, you

should usually leave local on. However local off
can be useful in the following situations.

UTILITY MODE

Some commercially available MIDI process-
ing devices are able to receive a stream of MIDI
note and controller data and process it 1o create
parallel harmony or other musical effects. If you
have this type of MIDI processing unit, it may
be interesting to turn the SY99 local parameter
off and make MIDI connections so that the note
and controller data transmitted from the SY99’s
MIDI OUT is processed by the MIDI processing
parameter unit and then transmitted back to the
SY99’s MIDI IN.

If you use an external sequencer with the
SY99, you will probably record from the SY99’s
MIDI OUT to the sequencer, and playback from
the sequencer’s MIDI OUT to the SY99’s MIDI
IN. If the external sequencer is able to echo back
(retransmit) the data being recorded, you can
turn local off for the SY99 so that it produces
sound only in response to data from the external
sequencer.

Note on/off: This setting can be used to increase

the number of simultaneous notes. Each SY99 is
able to produce up to 16 notes of AFM sound
and 16 notes of AWM sound at once. By send-
ing the same MIDI data to two SY99s and set-
ting one to note “odd” and the other to note
“even”, you can double the number of simul-
taneous notes that can be produced.

Program Change = off: Incoming bank select and

program change messages will be ignored.
Program change messages will not be trans-
mitted.

Program Change = on: Incoming bank select and

program change messages will be executed as
indicated in the chart below.

Voice/

Mutti Bank Program

Number Select Change
Voice (Internal) 1-64 1 1-64
(Card) 1-64 2 1-64
(Preseti} 1-64 3 1-64
(Preset2) 1-64 6 1-64
Multi {Internal) 1-186 17 65-80
(Card) 1-16 18 65-80
(Preset) 1-16 19 65-80
Voice in Multi {Internal) 1-64 33 1-64
(Card) 1—64 34 1-64
(Presetl) 1-64 35 1-64
(Preset2) 1-64 38 1-64
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MIDI UTILITY

2. Bulk dump

JUMP #809

Summary: Various types of SY99 data can be
transmitted via MIDI to another SY99 or other
device.

Procedure:

From: MIDI utility job directory (JUMP #806)
Select: 02:Bulk Dump (JUMP #809)
Specify: the type of data to be transmitted
To execute: data transmission press F8§ (Go).
To quit: without executing press EXIT.

BULK DUMP g9
a1
A1l @A5i64 Uoice &%15eduencer
Miin ur Aei e Molti 18 1Sand & Ftn
B3P ) ar:l Uoice 111529 Setupr
H4:iMorTuning 8221 Multl 1P HEEDR -
300
L1

© Move the cursor in the area to select the type of
data you wish to transmit. Then press F8 (Go).
0l: Vc & Mit: All internal voice, multi, data

02: Syn Setup: System setup data for the syn-
thesizer section

03: Pan: All internal pan data

04: MerTuning: All internal micro tuning data

0S: 64 Voice: All internal voices

06: 16 Multi: All internal multis

07: 1 Voice: A single specified vojce

08: 1 Multi: A single specified multi

(9. Sequencer: Data for one song, plus pattern
data and sequencer setup data

10: 1Song & Pat: Data for one song, plus pat-
tern data

L1: Seq Setup: Sequencer setup data

12: NSEQ: Data for one song in N-Seq format

Go: When you press F8 (Go) transmission will be-
gin and the bottom line of the LCD will display
“Now transmitting !” When transmission ends
the bottom line will display “Completed !”
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System setup data: The system setup data trans -

mitted by bulk dump 02:Syn Setup consists of all
Systemn utility, MID! utility, and master control
settings.

I Voice: If you select 07:1 Voice and press F8 (Dir)
a directory of the sixteen voices in the currently
selected bank will appear. Select a bank A--D,
and select a voice 1-16. Then press ¥8 (Go) and
the data of the selected voice will be trans-
mitted. Only internal voices can be dumped.

1 Multi: If you select 08:1 Multi and press F8 (Dir) a
directory of the sixteen multis in the currently
selected memory will appear. Select a mult1 1—
16. Then press F8 (Go) and the data of the
selected multi will be transmitted. Only internal
multis can be dumped.

Sequencer data: If you select 09:Scquencer,
10:1Song & Pat, or 12:NSEQ and then press F8
(Dir), a directory of the songs in the sequencer
memory will appear. Select a4 song and press F8
(Go) Lo transmit the data for the song (plus pat-
tern and setup data, depending on the dump type
selected) as a MIDI sequencer data dump. All
pattern data will be transmitted no matter which
song 1s selected.

The selection of a song is the same as de-
scribed for the song directory on page 232,
except that direct selection using the function
keys is not possible,

Remarks: For the data to be received by another
SY99, the device number settings of the two
units must match.

Data transmitted by 07:1 Voice or 08:1 Mulul
will be received into the editing bufter of the re-
ceiving device. If you sclect another memory
before storing it into a memory, the newly re-
ceived data will be lost




Receiving system setup data by bulk dump: The

SY99 is capable of receiving all system setup
data which can be transmitted as a bulk dump.
However, the MDR/sample RAM memory allo-
cation setting will not be changed as the result
of an incoming bulk dump.

UTILITY MODE

Receiving song data by bulk dump: When data for

a single song is received by bulk dump (whether
in K-Seq or N-Seq format), that song is auto-
matically assigned to the song number of the
currently selected song. Any sequence data for
the current song will be deleted by the incoming
data. Moreover, Next Song, Next Mode, and
PGM Select settings cannot be received as part
of a song data bulk dump; these items will retain
the values set for the previous current song, if
any.
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Card utility

JUMP #812

Summary: Card utility jobs allow you to transfer
data to and from a card, and to format a card to
accept SY99 data.

Procedure:

From:

System utility
MIDI utility
Disk utility
Sample utility
MDR utility
Master control

(JUMP #300)
(JUMP #8006)
(JUMP #316)
(JUMP #826)
(JUMP #830)
(JUMP #831)

Press: F3 (Card) (JUMP #812)

Select: the desired card utility job and press
ENTER.

UT I L I Tv CORTH CARD TYPE=-——-1 £12

a1

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.

0l: Load From Data Card: Synthesizer data can
be loaded from a DATA card (RAM card or
ROM card).

(2: Save To Data Card: Synthesizer data can be
saved to a RAM DATA card.

03: Format Data Card: Before you use a new
MCD64 RAM card, you must use this oper-
ation to format it.

(4: Load From Wave Card: Waveform data can
be loaded from a WAVEFORM card.

& To move to a different utilly mode press Fl-12
or F4-F7. To select a job from the currently dis-
piuyed job directory, hold ST and press a
function key.

CARD UTILITY

1. Load from data card

JUMP #814

Summary: Synthesizer data can be loaded from a
RAM or ROM card.

Procedure:
From: card utility job directory  (JUMP #812)
Select: 01:Load From Data Card (JUMP #814)
Specify: the type of data to be loaded.
To execute: the load operation press F§ (Go).
To quit: without executing press EXIT.

LOAD DATA CARD ¢DATA CARD TYFE=5Y997 14

Data pllsYnthe 31l

[Ee]

Data Type (synth all, multi&voice (pan, mct),
synth setup): You can load all or part of the data
from card. When “synth all” is selected all the
data will be loaded. When “multi&voice (pan,
mct)” is selected multi, voice, pan, and micro-
tuning data will be loaded. When “synth setup”
is selected the system setup data will be loaded.
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Master Controller Select data 1s not loaded.
If the card was formatted for the SY77,
“synth all” will be the only choice.

This function loads the specified type of synthesizer
data from a RAM or ROM card inserted in the DATA
card slot. After selecting the data type to load,
press F8 (Go) to load the data from card. The dis-
play will ask “Are you sure?” so if you are sure you
want to load the data press YES.

If the card inserted in the DATA slot is formatted
for a different type of device the LCD will show
“ERROR: Illegal Format!” Press EXIT to exit from
the error message.

System setup data: The system setup data loaded
when “synth all” or “synth sctup” data is
selected consists of all System utility, MIDI
utility, and master control settings. The MDR/
sample memory allocation ratio or master
controler seicct will be changed as a result of
cither of these load operations.
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CARD UTILITY

2. Save to data card

JUMP #813

Summary: Synthesizer data can be saved to a RAM
card.
Procedure:
From: card utility job directory  (JuMP #812)
Select: 02:Save To Data Card {(JUMP #813)
To execute: the operation press F8§ (Go).
To quit: without executing press LXIT.

SHUE DATR CRRED ¢DRATR CRRD TYPE=SVY93) 813

All <=synthe) data will be zsaved

Go

This job saves all synthesizer data to a RAM card
inserted in the DATA card slot. Before a newly pur-
chased RAM card can be used by the SY99 1t must

be formatted using the 4. Format data card function
explained later in this section.

Press 78 (Go) to save the synthesizer data to
card. The display will ask “Are you sure?” so if you
are sure you want to save the data press YES.

If the card inserted in the DATA card slot has not
been formatted for the SY99 or the SY77, the LCD
will show “ERROR: Illegal Format !” Press EXIT to
exit from the error message.

This function saves the following data to RAM card.
e System setup data (System utility, MIDI utility,
and master control settings)

Pan data

Micro tuning data

[nternal voices 1-64

Internal multis 1-16

CARD UTILITY

3. Format data card

JUMP #815

Summary: Before you use a new RAM card. you
must format it so that the card ¢an be used by
the SY99 or the SY77.

Procedure:

From: card utility job directory  (JUMDP #812)
Select: 03:Format data card (JUMP #513)
To exccute: the operation press Fs (God.
To quit:  without executing press EXIT.

FORMAT DATA CRRD 813
Current Data Card T4re = SYTT
Format to [SY9
Card data will be erasszd !
SY IR 50

This function prepares an MCD64 RAM card (sold
separately) for use by the SY99 or the SY77.

Insert the card into the data card slot. Press Fi
(§Y99) or F2 (SY77) to indicate which synthesizer
the card is 10 be used by. (If “SY777 is selected the
card will be formatted for usc by either the SY77 or
the SYO9. If “SY99” 15 selected, however, the card
may not be used by the SY77.) Then press F8 (Go)
to formart the data card. The display will ask “Are
you sure?” so if you are sure you want to format the
card press YES.

If the card s faulty or is a type that cannot be
used by the SY99 the LCD will show an error mes-
sage. Press EXIT to exit from the error message.
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CARD UTILITY

4. Load from wave card

JUMP #824

Summary: This operation loads the entire contents
of the currently inserted WAVEFORM card into
the sample memory, allowing you to simul-
taneously use AWM voices that use data from
two different WAVEFORM cards.

Procedure:

From: card utility job directory  (JUMP #812)
Select: 04:Load From Wave (JUMP #824)
Card
To execute: the operation press F8 (Go)
Toquit: without executing press EXIT

LOAD WAUVE CARRT 524

Fll data will be loaded

GGj

o

© To load all waveform data from the currently in-
serted WAVEFORM card, press F$ (Go). To quit
without loading press EXIT.

Remarks: If all the voices you are playing use the
same AWM WAVEFORM card (or preset wave-
forms), there is no need to use this operation.

This operation will be useful only when you
wish to use waveforms from more than one
waveform card at the same time. Once you have
loaded the contents of a waveform card, you can
then insert the other card into the WAVEFORM
slot, and have the waveform data of both cards
available simultaneously.
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Waveform and sample data loaded using this
operation will be placed in consecutive sequence
in available MDR/sample RAM memory. Data
from two cards may be loaded at once, as long
as there is sufficient memory available to load atl
of the waveform and sample data from the
second card in sequence after the data from the
first card.

If sufficient memory is not available, an error
message will be displayed to inform you of this
fact. You may wish to try using the initialize
waveform (page 161), sample delete (page 275),
initialize sample (page 278), or memory allocate
(page 256) operations to free enough memory to
load the data.

Keep in mind, however, that any memory
arca freed by deleting samples or initializing
waveforms must allow the loaded data to fit into
the memory in consecutive order. Thus, for
example, it will be of little merit to delete only
the first of a series of samples.

The data contained in optional waveform
cards is copy protected so that it cannot be ille-
gally transferred to disk or to another device via
MID! sample dump. The same applies to some
sample data disks. Copy-protected samples are
indicated on the SY99 sample directory display
by a key symbol, like the one shown here, before
the sample name.
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Disk utility

JUMP #816

Summary: Disk utility operations allow you to
transfer data to and from a disk, and to format a
disk to accept SY99 data.

Procedure:

From: System utility
MIDI utility
Card utility
Sample utility
MDR utility

(JUMP #800)
(JUMP #806)
(JUMP #812)
(JUMP #826)
(JUMP #830)

Master control (JUMP #831)
Press: F4 (Disk) (JUMP #816)
Select: the desired disk utility job and press

ENTER
UTILITH} CDISE SAVE TYPE=SYI3) 216
Disk Utilitu a1
] g5 Backur Disk
Yeiloan From Uisk  BEtRemame File
B Save ;ro sk | ??:Ilel»:ate File

. cillichk Daus

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Disk Status: This allows you to check the
number of disk files of each type and the re-
maining free area on the disk.

02: Load From Disk: Synthesizer, sequencer, or
card data can be loaded from disk.

03: Save To Disk: Synthesizer, sequencer, or
card data can be saved to disk.

04: Format Disk: Before a newly purchased disk
can be used it must be formatted.

05: Backup Disk: Use this operation to make
backup disks for important data.

06: Rename File: An already existing disk file
can be given a different name.

07: Delete File: An unwanted file can be deleted
from disk.

08: Disk Save Type: This setting allows you to
write “All Data”, “Sequencer All”, or
“Synthesizer All” files in SY77 format.
Songs saved as “1 Song” or “Song ESEQ”
files will be saved in a format common to
both the SY99 and SY77, regardless of this
setting.

® To move to a different utility mode press Fi—F3
or F5-F7. To select a job from the currently dis-
playced job directory, hold SHIFT and press a
function key F1-F8.

Important: Beforc using a newly purchased disk or
a disk that has been used by other devices, you
must format the disk using the 04:Format Disk
operation.

DISK UTILITY

1. Disk status

Summary: You can check the number of disk files
and the remaining free area on the disk.
Procedure:
From: disk utility job directory (JUMP #816)
When: the disk you want to check is inserted
Select: 01:Disk Status
To exit: the disk status display press EXIT.

DISK STATUS
{ —Total

Fres

nimiannu
CAC— (IR
TmmmmTT
e
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(Used
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Total: The total number of files on the disk

Used: The amount of disk space occupied by files
Free: The amount of unused disk space

All: The number of files saved as “All Data”
Syn all: The number of files saved as
“Synthesizer All”

Seqg all: The number of files saved as
“Sequencer All”

Sample: The number of files saved using the
Sample utility save to disk function. See Sample
utility 4. 8ave to disk, page 277.

Card: The number of files saved as “Card”

O @ 90O’ e

@
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© MDR: The number of files saved by the MDR
function (see MIDI data recorder utility, page
279)

@ Misc.: The number of all other types of files

Remarks: When this job is selected the currently
inserted disk will be checked immediately, so be
sure to insert the disk before you select the job.
There are no settings to make in this job.

DISK UTILITY

2. Load from disk

JUMP #817

Summary: Synthesizer, sequencer, or card data can
be loaded from disk.
Procedure:

From: disk utility job directory

(JUMP #816)

Select: 02:Load From Disk (Jump #817)
Specify: the type of data to be loaded.
Press: ENTER
Select: the file from which to load the data.
To execute: the loading operation press F8 (Go).
To quit: without loading press EXIT.
LOAD FROM DISK 317
: 1 B2 Pan 11:1 Volce A1
B2 549nth H B7iMerTuning 1281 Multi
a3:5e9 Al] B8:5ed Setur  13:1 Sond
B4:59n Setur BIiSond & Fin 14:Card
B3:ilUc & Mlt 18:0ther seq

10: Other Seq: Sequencer data in K-Seq, E-Seq,
N-Seq, or standard MIDI file format

11: 1 Voice: A single selected voice from a disk
file that was saved as “All Data”

12: 1 Multi: A single selected multi from a disk
file that was saved as “All Data”

13: 1 Song: A song that was saved as “1 Song”

14: Card: Data that was saved as “Card”

Types of load operations: The data that can be
loaded by each operation depends on the type of
save operation that was used (refer to the following
section 3.8ave to disk):

Data that was saved using this
operation:

an be loaded using this
operation:

© Move the cursor in this area to select the type of
data you wish to load from disk.

01:
02:

03:

M.

0s:

08:
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All Data: All data of the SY%9

Synth All: 64 voices, 64 multis, 32 pan, 2
micro tuning, and system setup

Seq All: K-Seq data and setup data of the
sequencer section

Syn Setup: Synthesizer system setup data
from a disk file that was saved as “All
Data”

Ve & Mlt: 64 voices, 64 multis, from a disk
file that was saved as “All Data”

Pan: 32 pan data from a disk file that was
saved as “All Data”

MerTuning: 2 miecro tuning data from a disk
file that was saved as “All Data”

Seq Setup: Setup data from a disk file that
was saved as “All Data”

Song & Ptn: 1 song and pattern sequencer
data from a disk file that was saved as “All
Data”

01:All Data

01:All Data, 04:Syn Setup
05:Vec & Milt, 06:Pan
07:McrTuning,

08:Seq Setup

0%:Song & Ptn, 11:1 Voice
12:1 Muiti

02:Synthesizer All 2:Synth All
03:Sequencer All 3:Seq All

04:1 Song 13:1 Song
05:Song ESEQ 10:Other Sedﬁence
06:MIDI File 1 10:0ther Sequence
07:Card t14:Card

The load operation procedure may vary slightly de-
pending on the type of load operation selected.

Details are given below.

Load from disk {types 1-8 and 14): As the chart
above shows, load operation types 1 and 4-9
can only be used to load data saved as “All
Data.” Load operations type 2 and 3 are used to
load data saved as “Synthesizer All” and
“Sequencer All”, respectively. l.oad operation
type 14 is used to load data saved from a data
card.



I

Atter selectuing the desired load operation, press
ENTER to sclect the disk tile from which to load
the data.

The names of all disk files of the selected type will
be displayed. An clongated dash 1s displayed after
file numbers that contain no data. Move the cursor
to scleet a lile, or use the numeric keys to directly
specify a file number.

2.

o

Although a disk can contain as many as 99 files,
the LCD can show only ten filenames at once.
To view the rest of the filenames, press Fl or F2
to scroll the filename display up or down.

After selecting a file press F& (Go). The display
will ask “Are you sure 77 If you are sure that
you want to load the data, press YES. The data
will be loaded from disk file into the SY99.

Load from disk (type 9): Load operation type 9 can

be used to load a single song saved as parl of an
“All Data” file. The procedure for loading this
data differs trom that described above m that you
must select the song to be loaded, and the des-
tunation to which it 1s to be loaded.

Select the tile from which data 1s 10 be loaded.
Then press 18 (D) to view a directory of the
songs contained in the selected file.

Move the cursor 1o select the desired song.

To select the destination into which the selected
song wiil be loaded, press 14 (Dst) and move
the cursor to the desired song number. Note that
if you select a song location already occupied by
datd, that data will be overwritten by the load
operatton.

If you change your mind about the source song
vou have sclected tor loading. press F3 (Src) to
return to the source song directory.

When you have selected the destination song,
press 18 (Go). The SY99 will ask you if you
want to "LOAD With Pattern Data 77 Press
YES to load pattern data as well as song data, or
NO to load song data only. The sclected data will
be loaded from disk into internal memory.

Load from disk (types 10 and 13): Like foad oper-

ation type 9, load operation types [0 and 13 are
used to Joad data files containing a single song.
Load operation 10 is used 1o Joad data saved
using the B-Seq, N-Seq, and Standard MIDI File
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formats, whereas load operation type 13 is used
to load K-Seq data saved using the “1 Song”
procedure described in 3.Save fo disk, below. The
procedure for loading these types of data is
similar to that described above for load operation

type 9.

When load operation type 10 or 13 is selected,
the display will show the complete names of all
of the files on the disk, whether or not they were
created by the SY99. Each filename includes a
three-character extension. The first letter of this
extension shows the format of the data. Refer to
Disk filename extensions in the Appendix, page
322,

The display can show the names of only ten files
at one time. Use F1 and F2 to scroll the display
up or down, and move the cursor to select the
desired file.

To select the destination into which the selected
song will be loaded, press F4 (Dst) and move
the cursor to the desired song number. Note that
if you select a song location already occupied by
data, that data will be overwritten by the load
operation.

It you change your mind ahout the source song
you have selected for loading, press F3 (Src) to
return to the source song directory.

When vou have selected the destination song,
press F8 (Go). If you have selected load opera-
tion type 10 (1 song), the SY99 will ask you if
you want to “LLOAD With Pattern Data?” In
this case, press YES to load pattern data as well
as song data, or NO to load song data only. The
selected data will be loaded from disk into
internal memory.

If you select and attempt to load a file which
does not contain sequencer data readable by the
SY99, an error message will be displayed. When
loading E-Seq or N-Seq data, any data specific
to the device which created the file will be ig-
nored. For example, when loading N-Seq data
saved by the QXS5FD, macro data will be ig-
nored.

Please refer to About the Standard MIDI
File Formar (page 323) for a detailed discussion
of the standard MID] file format.
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Load from disk (types 11 and 12): Load operation
types 11 and 12 may be used to load a single
voice or multi from a file saved as “All Data.”
The procedure differs from that described above
for load operation types 1-8 and 14 in that you
must select the voice or mulii to be loaded, as
well as the load destination.

1. Select a load operation type and the file from
which data is to be loaded. Then press F8 (Dir)
to view a list of the voices or multis contained in
the selected “All Data” file.

2. The display can show the names of only ten
voices or multis at one time. Use F1 and F2 to
scroll the display up or down, and move the cur-
sor to select the desired voice or multi.

3. To select the destination into which the selected
voice or multi will be loaded, press F4 (Dst),
followed by the bank A-D (if loading a voice)
and the memory select buttons 1-16 to specity
the load destination. Note that voices saved
from banks A—C can only be loaded into banks
A-C.

4. If you change your mind about the source voice
or multi you have selected for loading, press F3
(Src) to return to the source directory.

5. When you have selected the source and desti-
nation voice or multi, press F8 (Go) and the
selected data will be loaded from disk into inter-
nal memory.

System setup data: The system setup data loaded
using load operation types 1, 2, and 4 consists
of all System utility, MIDI utility, and master
control settings. The MDR/sample memory
allocation ratio will be changed as a result of
load operation type 1; however, this ratio and
master control select data will not be changed as
a result of load operation types 2 or 4.

Remarks: Some “All Data” files are very large and
will not fit on a single disk. If data is loaded from
such a file, the SY99 may pause during the oper-
ation and ask you to “Please insert No. 2 disk,
OK?” At this time you should insert the next
disk, or press NO to quit the load operation.

When sequencer data is loaded from an “All
Data” or “Sequencer All” file which was saved
using the SY77 format, the song data from that
file will be loaded to the SY99 as Song 1. Any
other songs currently held in the SY99’s mem-
ory will be cleared as a result of the load opera-
tion. For details, refer to the following section,
8.Disk save type.

DISK UTILITY

3. Save to disk

Summary: Synthesizer, sequencer, and card data
can be saved to disk.
Procedure:
From: disk utility job directory  (JUMP #816)
Select: 03:Save To Disk and press ENTER
Specify: the type of data to be saved.
Press: ENTER
Specify: the file into which the data will be
saved
To execute: the operation press F& (Go).
To quit: without executing press EXIT.
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SRVE T0 DISK (DIS% SAUE TYPE=SYS99)

SHK b4ites Free——

412 H 1 as:pMIDI File ai
deisdnthesizer H AT7:Car i
B3iSedquencer All ‘
411 Sond L
BS: Sond ESER _
|
(200 1)

O This shows the amount of free area remaining on
the disk inserted in the disk drive.




® Move the cursor in this area (o select the type of
data you wish to save to disk and then press

ENTER.

Ol: All Data: All data of the SYY9

(2: Synthesizer All: Alf dawa ol the synthesizer
section (including system sctup data)

03: Sequencer All: All data of the sequencer
section

04: 1 Song: Scquencer song data in K-Seq for-
mat (SY99 scquence data format without
the setup data)

05: Song ESFEQ): Sequencer song data in E-Seg
format (Yamaha QX3, clectones, player
planos, etc.)

06: MIDI File: Sequencer song data in standard
MIDI file format 0.

07: Card: The entire contents of a card inserted
in the DATA slot

Save to disk (types [-3): If you huve selected save
operation type 1. 2, or 3 to save all sequencer
and/or song data, a display like the following will
appear when you press ENTER:

SAUE TYPE=Sv39)

=]

AE = NEW - e
B7i— NEW ~#

G~ MEW —~*

B2~ MEW —*

16:— MEW —#

Hame  Oo

1. Move the cursor or use the numeric keys to
select a file number under which the data will be
saved. (Up o 99 files may be saved on a single
disk.) Unused file numbers are indicated by an
asterisk. If you save the data without assigning
a name, the asterisk wili hsappear. If neces-
sary, press 11 oor P2 1o seroll the filename display
up or down and find an open file number.

If you wish to name the file, press F7 (Namg) to
enter the job described m the foliowing section
3.0 Save to disk filename. Since the SY9Y recog-
nizes disk files by filename extensions (one
character denoting the type and two digits
denoting the number) which 1t assigns auto-
matically when saving files, it is possible to
assign the same name to two or more files.
However, it 1s a4 good 1dca to give cach file a
distinctive name as a renunder of the contents,

[
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3. To save the data to the sclected file, press F8

(Go).

4. 1If the selected file number is already occupied by

data, the SY99 will ask you if you wish to over-
write the file. If you do not wish to keep the data
in the file, press YES and the old file will be
overwritten. If the old data is important, press
NO and select a different file number.

Save to disk (types 4-6): Save operation types 4-6
are used to save data for a single song. Type 4
is used to save data in the K-seq format; type 5
is used to save data in the E-Seq format; and
type 6 is used to save data in standard MIDI file
format 0. The procedure for these save opera-
tions is different from that described above in
that you must specify the song io be saved.

1. Move the cursor or use the numeric keys to
select a song to save.

2. Press F4 (Dst) to display the names of the files
contained on the disk. Move the cursor or use
the numeric keys to select a file number under
which the data will be saved. If necessary, press
F1 or F2 to scroll the display up or down and find
an open file number.

Please refer to About the Standard MIDI
File Format (page 323) for a detailed discussion
of the standard MIDI file format.

3. If you change your mind about the source song
you have selected for saving, press F3 (Src) to
return to the source song directory.

4. The name assigned to the song in the SY99’s
memory will be saved as the file’s name unless
you change it. To change the name, press F7
(Name) to enter the job described in the follow-
ing section 3.7 Save to disk filename.

5. To save the data to the selected file, press F8
(Go).

6. I the selected file number is already occupied by
data, the SY99 will ask you if you wish to over-
write the file. If you do not wish to keep the data
in the file, press YES and the old file will be
overwritten. 1f the old data is important, press
NO and select a different file number.

Please refer to About the Standard MIDI
File Format n the Appendix {page 323) for a
detailed discussion of the standard MIDI file
format.
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Save to disk (type 7): This operation allows you to
save the entire contents of a data card inscrted
in the DATA slot onto an SY99 disk, regardiess
of whether or not the SYY9 itsell is able to use
the data from that card. For example, you can
use this operation to save the contents of
MCD64/32 data cards which contain data for the
Yamaha V50, SYS55/1G53, or RXK.

The procedure for saving data from a card is
different from that described for save operation
types 1-3 above in that you must specify
whether the card to be saved 1s 32 or 64 Kbytes.
If you have sclected save operation type 7, a
display like the following will appear when you
press ENTER:

AUE TO DISK
“fata Tgpe;= Card  S4KBWML2 . Bz
911 Dat alard SE1C NEN - o
Bd:— NEN —+* dzi— e o

P - i HE -
ﬁE HEH s 4[&11'3;4( Hame  Go

1. Press I's (64k) or v6 (32k) to specify the type of
card you are saving from. For an MCD64 card,
press FS (64k). For an MCD32 card, press 16
(32k).

2. Move the cursor or use the numeric keys to
select a file number under which the card data
will be saved.

3. If you wish to name the file, press £7 (Name) to
enter the job described in the following section
3.1 Save to disk filenawmne.

4. To save the data to the selected file, press F3
(Go).

5. If the selected {ile number 1s alrcady occupied by
data, the SY99 will ask you if you wish to over-
write the file. If you do not wish to keep the data
in the file, press YES and the old file will be
overwritten. If the old data is important, press
NO and sclect a different file number.
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System setup data: The system scetup data saved

using save operation types | and 2 consists of
all System utility, MIDI utthity, and master con-
trol settings.

Remarks: Some “All Data™ files are very large and

will not fit on a single disk. When you save data
to such a file, the SY99 will display the number
ol disks required to save the file. I two disks are
required, for example, the message “You need
2 pe. disks, OK?” will appear. Press YES to
continue. If the disk you have inserted is
unformatted or contains any data files, the SY99
will ask “Format before saving? or Change
disk.” Press YES to format the disk while sav -
ing, or NO after replacing the disk, if using empty
disks which are already formatted. (Remember
that formatting a disk will destroy any data it
contains!)

The SY99 will pause during the save opera-
tion and ask you to “Please insert No. 2 disk,
OK?” At this time you should insert the next
disk, or press NO to quit the save operation.

When sequencer data is saved to an “All
Data™ or “Sequencer All” file using the SY77
format, only the song data for the currently
selected song only will be saved. Any other
songs currently held in the SY99's memory will
not be saved by the save operation. For details.
refer to the following section, 8.Disk save type.
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DISK UTILITY

3.1 Save to disk filename

Summary: Each file on disk can be given an eight-
character name as a reminder of the contents.
Procedure:
From: the Save 1o disk filename directory in
3. Save to disk
Press: 177 {(Name)
Specify: an 8-character filename.
To execute: the Save To Disk operation press Fs
(Go).
To quit: without executing press EXIT.

SAVE TO DISK

W
File Mame = [- MEW — 1]

© Enter an eight-character name for the file.

® To clear the currently entered name press Fl
(ClIr). To switch to upper-case characters press
F2 (Uppr). To switch to lower-case characters
press F3 (Lowr).

® After entering a name for the disk file press F8
{Go). The bottom line of the display will ask
“Are you sure 77 If you are sure that you want
to savce the data then press YES and the data
will be saved to the specified disk file.

Remarks: Methods of entering character data are
explained in How to enter character datu, page

30.
Note that the actual disk save operation can
be executed cither from this 3.7 Save to disk file-

Clr  Urer [N ; ue , :
o P P name job or from the 3. Save to disk filename
directory.
DISK UTILITY

4. Format disk

JUMP #818

Summary: Before a disk can be used it must be for-
matted to accept SY99 data.
Procedure:
From: disk utility job dircctory  (JUMP #816)
Sclect: 04:Format Disk (JUMP #818)
To execute: the formatting operation press F8
(Go).

To quit: without executing press EXIT.

FORMAT DISK

o
[
o

Flease insert = blank disk

(K

Newly purchased disks must be formatted by the
SY99 before they can be used to store data.
Formatting a disk will erase all the data on the disk.
Be careful not 1o accidentally format a disk which
contains valuable data.

The display will ask you to “Please insert a
blank disk”. Make sure that the write protect slider
of the disk is in the write enabled position with the
slider covering the hole, insert the disk into the disk
drive, and press F8 (Go). You will be asked “Are
you sure?” If you are sure you want to format the
disk press YES and formatting will begin.

While the disk is being formatted the display will
show “xx% Formatted”. When the number reaches
100% the display will show “Completed !” until a
switch is pressed.

Nofe: The SY99 uses exactly the same disk format as
the SY77. Disks formatted by the SY77 can be
used by the SY99, and vice versa.

The formatiing of disks is entirely unrelated
to the disk save type setting described on page
274. The former refers to the physical formatting
of disks so that they can be used by the
synthesizer’s disk drive, whereas the latter
refers to the data format used when saving
sequencer data to a disk.
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DISK UTILITY

5. Backup disk

JUMP #819

Summary: Use this operation to make backup disks
for important data.

Insert the source disk (the original data) into the
disk drive and press F8 (Go). The display will

Procedure: show “Now Loading” and the data will be
From: disk utility job directory  (JUMP #816) loaded into the SY99’s memory. The “xx%
Select: 05:Back Up Disk (JUMP #819) Loaded” display indicates the percentage of the

To execute: the backup operation press F8 (Go). backup data that has been loaded.

To quit: without executing press EXIT. 2. When the SY99 has loaded as much data as
possible, the display will ask you to “Please in-

Floppy disks are generally quite reliable, but it is sert DUPLICATE into drive.”

always a good idea to make backup copies of impor- 3. Make sure that the backup disk is correctly for-

tant data. matted for the SY99 and that its write protect

slider is 1n the write enabled position {covering

Important: When this 5. Backup disk operation is the hole). Insert the backup disk into the disk

used, all data in the SYY9 sequencer memory drive and press F8 (Go).
will be lost. 4. The display will show “Now Saving” and the
- data will be saved onto the backup disk. The
BQ?EEPDEEEKLDad 213 “’SX% Saved” display indicates the percentage
SEQ data will be erased ! of the data that has been saved.
Plesza insert SOURCE disk 5. Repeat steps 1—4 until 100% of the source data
S has been loaded and saved. When the backup
G0 process is complete the display will show
“Completed !”.
DISK UTILITY

6. Rename file

Summary: An already existing disk file can be given
a different name.

Procedure:
From: disk utility job directory  (JUMP #816)
Select: 06:Rename File
Specify: the type of file you wish to rename.
Press: ENTER
Specity: the file you wish to rename.
Press: ENTER
Specify: the new filename.
To execute: the rename operation press Fs (Go).
To quit: without executing press EXIT.
RENAME FILE )

Sak kdtes Froo---
EIN W T— eI File | A
Hersdnthesizer HIL j@7:Card |
B3: Sequencer All @31 ZanmPle ;
A4:1 Sond |[@3:MDRE Data i
B5:Sond ESEQ I |

\

o 0
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2]

This shows the amount of remaining free mem-

ory for the currently inserted disk.

Move the cursor in this area to select the type of

file you wish to rename.

01: All Data: All data of the SY99

02: Synthesizer All: All data of the synthesizer
section

03: Sequencer All: All data of the sequencer
section

04: 1 song: Sequencer song data in K-Seq format
(SY99 sequence data format without the
setup data)

05: Song ESEQ: Sequencer song data in E-Seq
format (Yamaha QX3, eclectones, player
pianos, etc.)

06: MIDI File: Sequencer song data in standard
MIDI file format 0

07: Card: Data saved from a data card




08: 1 Sample: Sample data in SY99 or TX16W
format

09: MDR: Data saved data using the MDR
Save to Disk operation

After selecting the type of file you wish to re-

name, press ENTER and the names of all files of

the selected type will be displayed.

Move the cursor or use the numeric keys to

select the file 1-99 you wish to rename. If nec-

essary press Fl (a) or F2 (v) to scroll the list

of filenames.

After selecting the file you wish to rename press

F8 (Name).

UTILITY MODE

4. Enter an eight-character name for the file. To

clear the currently entered name press Fl (Clr).
To switch to upper-case characters press F2
(Uppr). To switch to lower-case characters
press F3 (Lowr).

After entering a new name for the disk file press
F8 (Go). The bottom line of the display will ask
“Are you sure ?” If you are sure that you want
to rename the file then press YES and the disk
file will be renamed.

DISK UTILITY

7. Delete file

Summary: You can delete an unwanted file from

disk.

Procedure:

To

From: disk utility job directory (JUMP #316)
Select: 07:Delete File

Specify: the type of file you wish to delete.
Press: ENTER

Specify: the file you wish to delete.

execute: the delete file operation press F8 (Go).

To quit: without executing press EXIT.

DELETE FILE
Q4K bdtes Fres -
1 wsiMIDI File ai
SV esizer H @r:Card
B3: Seduencer R11 A3l Samele
Hd:1 Sond AWILMDRE Data
85 Song ESEN

L1
12

This shows the amount of remaining free mem-

ory for the currently inserted disk.

Move the cursor in this area to select the type of

file you wish to delete.

01: All Data: All data of the SY99

02: Synthesizer All: All data of the synthesizer
section

03: Sequencer All: All daia of the sequencer
section

04: 1 song: Sequencer song data in K-Seq format
(8Y99 sequence data format without the
setup data)

05: Song ESEQ: Sequencer song data in E-Seq
format (Yamaha QX3, clectones, player
pianos, etc.)

06: MIDI File: Sequencer song data in standard
MIDI file format O

7. Card: Data saved from a data card

08: 1 Sample: Sample data in SY99 or TX16W
format

08: MDR: Data saved data using the MDR
MDR Save To Disk operation

After selecting the type ot file you wish to
delete, press ENTER and the names of all files of
the selected type will be displayed.

Move the cursor or use the numeric keys to
select the file 1-99 you wish to delete. If neces-
sary press Fl1 (a) or F2 (v) to scroll the list of
filenames.

After selecting the file you wish to delete press
F8 (Go). The bottom line of the display will ask
“Are you sure 7 If you are sure that you want
to delete the file then press YES and the disk file
will be deleted.
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DISK UTILITY

8. Disk type

Summary: This setting determines whether disk
save operations for data types “All dawa”,
“Synthesizer all” and “Sequencer AIl” will be
performed in SY99 format or in SY77 format.

Procedure:

From: disk utility mob directory
Select: 08:Disk Save Type
Press: F1 (SY99) or F2 (SY77) to select the disk
format
To exit: the disk type selection press EXIT

(JUMP #816)

DISK ZRUE TYPE

ax}
[N
n

SYNTH & SERQ Data Zave TyPe = yJss

EE TUTT
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You will need to make this setting only when you
wish to save “All Data”, “Synthesizer All” and
“Sequencer All” data to a disk which will be later
loaded by an SY77.

Although most types of disk file are compatible
between the SY99 and the SY77, “Ol:All Data”,
“02:Synthesizer Al” and “03:Sequencer All”
formats are not compatible. The SY99 “All Data”
contains synthesizer, sequencer, waveform, sample
and MDR data, but the SY77 “All Data” contains
only synthesizer and sequencer data. The SY99
“Synthesizer All” is in a different format than the
SY77 “Synthesizer All”.

Once the data has been loaded into SY99 mem-
ory, it can be saved to disk in either format.

When the power is turned on, this will always be
set to “SY99” format.
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Sample utility

JUMP #826

Summary: Send and receive MIDI sample dumps,
save sample data to disks, load samples from
disks, and organize samples within the SY99’s
sample memory area.

Procedure:

From: System utility
MIDT utility
Card utility
Disk utidity
MDR ulility

(JUMP #800)
(JuMP #8006)
(JuMP #812)
(JUMP #816)
(Jump #830)
Master contro! (JUMP #831)
Press: Fs (Smpl) (JUMP #826)
Select: the desired sample utility job and
press ENTIER.

AS:Initialize Samrle

i ke Thomp
Fraom Disk

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.
0L: Sample Dir: This ailows the display, copy-
ing, and deleting of sample data.
02: Sample Dump: Output samples and wave-
forms tfrom the SY99 by MIDI sample dump;
also, output sample dump requests.

03: Load From Disk: Load sample data from
disk.

4. Save To Disk: Save sample data to disk.

05: Initialize Sample: Initialize the SY99's
sanmple memory.

@ To move to a different utility mode press FI-F4
or F6-F7. To select a job from the currently dis-
played job directory, hold SHIFT and press a
function key.

Edit sample: Sample data which has been loaded to
the SY99 can be edited as described in AWM
element date 2.0 Waveform edit, page 160.
However, samples ioaded from waveform cards
and copy-protected disks cannot be saved to
disk or output via MIDL sample dump.

Important: It is possible for data in internal memory
to be lost as a result of mappropriate operation
or other reasons. We recommend that you keep
backups of important voice, multi, system,
sequencer, sample, MDR data on a floppy disk
or memory card (MCD64). It is also possible for
the data in a floppy disk or memory card to be
lost as a result of static electricity, magnetic
ficlds, or other canses. For very important data
it s always a yood idea to make double backups.

SAMPLE UTILITY

1. Sample directory

JUMP #827

Summary: Copy and delete samples while viewing SAMPLE DIRECTORY 27T

a directory of the samples currently contained in 5 e Tt SRR ai

Y99 s o Aot Franofil oy -

the SY9%’< sumple memory. G P1ameHi T p—
Procedure: B4: ——mio ﬁ; R
o T A58 —————— i tunasien

From: :;z.amg:xht utility job (JUMP #826) H‘ Y %;{1 Tord

directory ° PP P

Select: 01:Sample Dir
Specify: a sample.
To delete: a sample, press F5 (Del).
Tocopy: a sample, press % (Copy).
Toexit: to the sample utility job directory,
press EXIT.

(JUMP #827)

©® The names of the samples contained in the
SY99’s sampie memory will be displayed in this
area. Move the cursor 1o select a sample.

B The display can only show ten samples at one
time. Press F1 or F2 to scroll the display up or
down and view other samples.
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® Press F5 (Del)y to delete a selected sample from
memory. This docs not delete the corresponding
file management data. Use the Initialize Sample
function (page 278) to delete all data.

@ Press F8 (Copy) to copy a sample within the
sample memory. Refer to the following explana-
tion of the Copy Sample function.

Copy Sample: To copy a sample, move the cursor to
an empty space in the sample directory display
and press F8 {Copy). A display like the one fol-
lowing will appear:;

COFY SAMPLE

Soutcs Samttle celeot

5 e f1

i Paanoll e ——————

B3 PianoHi i =

e ’ e

HSE: —————= 16 ——————

A T Y [ Go
o [ ©

© Move the cursor within this area to select a

sample to copy.
The display can only show ten samples at one
time. Press F1 or F2 to scroll the display up or
down and view other sampies.

® Press F§ (Go) to copy the selected sample.

SAMPLE UTILITY

2. Sample

dump

JUMP #828

Summary: This function allows you to dump wave-
form and sample data, and to request sample
dumps.

Procedure:

From: sample utility job
directory
When: the SY9Y is connected to another
MIDI device capable of sending and
receiving sample dumps
Select:  02:Sample Dump (JUMP #828)
Specify: the type of dump to perform.
To dump waveform data:
press F§ (Go).
To dump sample data:
specify a sample and press F§ (Go).
To request a sample dump:
specify a destination and press Fé
(Ryst).
To exit: without executing, press EXIT.

(JUMP #820)

a

S

SAMFLE DLMP

A A

dZfSame e -
|
I

(KT

0
©® Two types of dump operations are listed here.
Move the cursor to select the desired operation
and then press ENTER.
01: Waveform: This allows you to dump all
internal waveform data.
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02: Sample: This job allows you to dump a
specified sample, or to send a sample dump
request.

O If 0/ :Waveform is selected, press F8 (Go) to
dump the waveform data. M 02:Sample is
selected, the label for F8 will change to “Dir”.
Refer to the following explanation of the Sample
dump function.

Sample dump/request: If 02:Sample is selected, the
label for F& will change to “Dir”. Press F8 (Dir)
to display a directory of samples contained in the
SY99’s sample memory.

SAMFLE DUMP gzs
g Gg: ——-—- ag
s Planolll BT ——————
B3t PiancoHi T
gl ——— 6 T
BoE —————— L I ——
& 1 F Fast Out
) 0 © o

© Move the cursor within this area to select a
sample to dump. (If performing a sample dump
request, select an empty space to serve as the
destination of the incoming sample.)

® The display can only show ten samples at one
time. Press F1 or F2 to scroll the display up or
down and view other samples.

® Press Fo (Rgst) to send a sample dump request.

® Press F8 (Go) to dump the selected sample.



Remarks: The SY99 will display the message
“MIDI Transmitting !” and show the number of
remaining sample packets to be transmitted at
the bottom of the LCD while the sample dump is
in progress.

UTILITY MODE

Data originally loaded from waveform cards
or copy-protected disks cannot be output from
the SY99 via MIDI sample dump.

Some TX16W samples may produce noise
when loaded to the SY99 via sample dump. Try
transferring these samples via floppy disk.

SAMPLE UTILITY

3. Load from disk

Summary: You can load sample data from a floppy
disk.
Procedure:
From: sample utility job
directory
When: a disk containing sample data is in-
serted in the SY99 disk slot
Select:  03:Load from Disk
Specify: the sample to load, and the load desti-
nation.
To execute: press F8 {Go).
To exit: without executing, press EXIT.

(JUMP #826)

LOAD FROM DISK
lats Tupe = | SamPle
si WE: Brass 2 a1
gz F1anoM] By -
B3:FiaroH1 B2 —————
giiNoises g —————-
G5t Bras=s 188 ——om—m
T={ |
0 e o o

© When this operation is selected, the display will
show a directory of all sample files on the disk.
Move the cursor within this area to select a
sample to load.

® The display can only show ten sample files at
one time. Press F1 or F2 to scroll the display up
or down and view other samples.

© To select the destination into which the selected
sample will be loaded, press F4 (Dst). The fol-
lowing display will appear:

LORD FROM DIZK

Load 1| Samkle Destination
@1: FianoLow A5 —————— by
B2: PianoMid BT —————
B3 PianoHil e
045 ————mm | M3 e
[ —— e ==
A — ¥ Sr{*c LIEF_l Go
T
2] © 0 0o

@ Move the cursor within this area to select a
destination sample number. Note that if the
selected sample number is already occupied by
data, this data will be overwritten by the load
operation.

® The display can only show ten sample numbers
at one time. If necessary, press Fi or F2 to scroll
the display up or down and find an open sample
number.

® If you change your mind about the sample you
have selected for loading, press F3 (Src) to re-
turn to the source sample directory.

® Press F8 (Go) to load the selected sample,

Remarks: The number of samples which can be
loaded to the SY99’s sample memory depends
on the amount of sample memory available and
on the size of the samples loaded. The size of
the sample memory area can be expanded up to
3 Mbytes, as described in Expansion memory
boards in the appendix (page 325).

SAMPLE UTILITY

4. Save to disk

Summary: With this operation, you can save sam-

ple data to a floppy disk.
Procedure:
From: sample utility job
directory
When: a disk is inserted in the SY99 disk slot

{(JUMP #826)

Select: 04:Save to Disk
Specify: the sample to save, and the file into
which the data will be saved.
To execute: press F§ (Go).
To exit: without executing, press EXIT.
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SHUE TO DISK
Sauve 1 Samtle Source )
gl b g5 - @1
s FlanoMi @7 ——————
@3 PianoH1 15E —-—m——
g4 —————- B —————-
A5 —————e 1z —————
A T ¥ -_-Et
2] ® 00

© When this operation is selected, the display will
show a directory of all samples contained in the
SY99’s sample memory. Move the cursor within
this area to select a sample to save.

® The display can only show the names of ten
samples at one time. Press F1 or F2 to scroll the
display up or down and view other samples.

® To sclect the destination file into which the
selected sample data will be saved, press F4
(Dst). The following display will appear:

SAVE TO DISK

Dats Ture = 1 Samrle

AliPianolow BE:Brass 2 7T
gZiPianotid b —H
B3iPiancHi KHgi— T =%

B4 Agl—~ HEW —*

e 1 — NEW —%

L) © 00
© Move the cursor within this area to select a
destination file number. Note that if the selected
file number is already occupied by data, this data
will be overwritten by the save operation.

® The display can only show ten file numbers at
one time. If necessary, press Fl or F2 to scroll
the display up or down and find an open file
number.

® If you change your mind about the sample you
have selected for saving, press F3 (Src) to return
to the source sample directory.

@ Press F8 (Go) to save the selected sample data.

Remarks: Data originally loaded from waveform
cards or copy-protected disks cannot be saved to
disk.

The size of a sample file depends on the
amount on the amount of data a sample contains.
Some large files of sample data may not fit on a
single disk. When you save data to such a file,
the SY99 will display the amount of disk space
required to save the entire file and ask whether
it should format the disk as it saves the data.
Press YES to format the disk while saving, NO if
using disks which are already formatted.
(Remember that formatting a disk will destroy
any data it contains!) The SY99 will pause dur-
ing the save operation and ask you to “Please
insert No. 2 disk, OK?”. At this time you should
insert the next disk, or press EXIT to quit the
save operation.

SAMPLE UTILITY

5. Initialize sample

Summary: This operation clears all data from the
SY99’s internal sample memory.
Procedure:
From: sample utility job
directory
Select: 05:Initialize Sample
To execute: the initialize operation press YES
To quit: without initializing press NO

(JUMP #326)

IMITIALIZE SAMPLE

ARE YOU SURE 7

(Yes or No?
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Press YES if you are sure you want to initialize the
internal sample memory. All sample data and wave-
form assignments will cleared from the SY99's
sample memory. Note that data cleared in this way
is permanently deleted and cannot be recalled!

To clear a single sample from memory, use the
delete operation described in [.Sample directory
above, page 275. To initialize a single waveform,
use the Initialize waveform function described on
page 161.

Sample memory initialization will not affect the
data stored in memory allocated to the MIDI data
recorder.
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MIDI data recorder utility

JUMP #830

Summary: MIDI data recorder utility jobs allow you
to use the SY99 disk drive to save and load data
from other devices.

Procedure:

From: System utility
MIDT utility
Card utility
Disk utility
Sample utility
Master control (JUMP #831)

Press: F6 (MDR) (JUMP #830)

Seiect: the desired MIDI data recorder job und
press ENTER

(JUMP #800)
(JUMP #806)
(JUMP #812)
{JUMP #816)
{JUMP #826)

UTILITY 4 =3a
MIDI Lsts Fecorder Utility a1
L) BoiInitialize MDR

K128 Iy

?3: Load ;f"ogl i Ilgslt |

14 Sgue To [ich |

95 PINT Carg Tisk Sorl OGN FEtr T8
) ) )

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Output: This operation transmits MIDI bulk
data from SY99 MDR memory to an external
device.

02: Input: This operation receives MIDI bulk
data from an external device into SY99
MDR memory.

03: Load From Disk: This operation loads a file
of MIDI bulk data from disk into the SY99
MDR memory.

O4: Save To Disk: This operation saves MIDI
bulk data from SY99 MDR memory to a disk
file.

05: Initialize MDR: This operation initializes the
SY99 MDR memory.

® To move to a different utility mode, press Fl—Fs
or 7. To select a job from the currently dis -
played job directory, hold SHIFT and press a
function key.

MDR procedure: The SY99’s MDR function pro-
vides a convenient way of storing data for de-
vices which do not have their own disk drive or
card slot, but are able to tranmsit their data as a
MIDI bulk message. Use the following pro-
cedure to save data for such devices.

I Use 02:Input MDR to receive the data from the
external device into the SY99’s MDR memory.
Use 04:Save To Disk to save the data from SY99
MDR memory onto an SY99 disk.

t

When you wish to load the data back into the exter-
nal device use the following procedure.

3. Use 03:Load From Disk to load the data from
SY99 disk into SY99 MDR memory.

4. Use 0/:Outpur MDR to transmit the data from
SY99 MDR memory to the external device.

For details, refer to the explanations in each of the
following sections.

Important: Before using a newly purchased disk or
a disk that has been used by other devices, you
must format the disk using the Disk utility
4.Format Disk operation (page 271).

It is possible for data in internal memory to
be lost as a result of inappropriate operation or
other reasons. We recommend that you keep
backups of important voice, multi, system,
sequencer, sample, MDR data on a floppy disk
or memory card (MCD64). It is also possible for
the data in a floppy disk or memory card to be
lost as a result of static electricity, magnetic
fields, or other causes. For very important data
it is always a good idea to make double backups.

Note: The appendix contains a tutorial on using the

SY99’'s MIDI data recorder functions. Refer to
page 312.
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MIDI DATA RECORDER

1. Output

Summary: This operation transmits MIDI bulk data
from SY99 MDR memory to an external device.
Procedure:
From: MIDI data recorder utility job
directory (JUMP #830)
Select: 01:Output
Select: the MDR data you wish to transmit
To transmit: the data press r3 (Go)
To quit: without transmitting press EXIT

MDR OUTPUT At
Data Hame Block int Send From To
e S @ ALl T
02:5un 1 8 Aa.L
Lt st R e At
|t e e e ettt [T
A ¥ | | Go
(1] (2] (3] 4] 5]

© Data Name (1-99): This displays the number
and name of each set of bulk data. A name can
be assigned to each set in MDR utility 2.MDR
input (page 281).

® Block (1-32767): This displays the number of
FO-F7 blocks in each set of MIDI bulk data.

® Int (0...10): This specifies the interval inserted
between blocks of data. If you enter a value of 0,
an interval of 100 ms (milliseconds) will be
inserted between each FO-F7 block of data, or
after each 4096 bytes of data, should a single
block exceed this length. You may enter a num-
ber from 1 to 10 to specify the number of 100 ms
intervals inserted between each FO-F7 block of
data, or after each 1024 bytes of data, should a
single block exceed this length. (Thus, if you
enter a 3, a 300 ms interval will be inserted be-
tween each block of data, and after each kilobyte
of data in blocks longer than one kilobyte.) Some
devices are not able to receive large amounts of
incoming data in a short time. If necessary,
increase this interval time. The default is an
interval time of zcro.

® SndType (ALL, Select): You may specify all
blocks or selected blocks of the set of data to be
transmitted. If “ALL” is selected all FO-F7
blocks in the set of MIDI bulk data will be
transmitted. If “Select” is selected, you can
specify which FO-F7 blocks of the data will be
transmitted (see @ below).

280

® From, To: If Snd Type ® has been set to

“Select”, you can specify which FO—F7 blocks of
the data will be transmitted. Many devices dump
the contents of their internal memory as a
separate  FO-F7 block (a separate bulk
message) for each type of data, and are also
able to receive individual blocks. Refer to the
system exclusive documentation for your device
to learn how it transmits and receives bulk data.

Output procedure: Before you transmit MDR "data

to an external device, make sure that the receiv -
ing device is ready to receive the data. If the
device has a “bulk protect” setting, turn it off.
Also make sure that the MIDI OUT of the SY99
1s connected to the MIDI IN of the receiving
device.

Move the cursor in @ to select the set of data
(1-99) you wish to transmit. If necessary, press
F1 (a) or F2 (V) to scroll the display up or
down.

If necessary, increase the interval time in . In
most cases the default value of 1 will be suffi-
cient.

If desired, specify in @ and ® which FO-F7
blocks of the selected set of data will be trans-
mitted.

To transmit the data press F8 (Go). While the
data is being transmitted, the bottom line of the
display will show “MDR Transmitting!”, and
show the number of blocks that have been
transmitted.

When transmission is complete, press any key
to exit the display.
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MIDI DATA RECORDER

2. Input

Summary: This operation receives MIDI bulk data 1. Move the cursor in @ to select an empty data
from an external device in:o SY99 MDR location (marked “— NEW —«") into which the
memory. incoming MIDI bulk data will be received. If nec-

Procedure: gssary, press FL (&) or F2 (v) to scroll the dis-

From: MIDI data recorder utility job play up or down.
directory (JUMP #830) It is not possible to receive MDR data into a
Select: 02:Input location which already contains data. If you wish
Specify: the MDR data memory into which the to delete or overwrite old MDR data, press F4
MIDI bulk data will be received (Del) to delete the data.

To begin: reception press F8 (Go) 2. If desired, you can assign a name to the data by
To quut:  without receiving press EXIT pressing F6 (Name). A display will appear,
Toend: reception press EXIT allowing you to input an MDR name. You may

execute MDR input from the naming screen.
PR IMFUT 3. Whether or not you have assigned a name to the
~Data Mame Blk Cnt Size(KBYTE) data, press F8 (Go) to begin recording MDR
g%ihun ? g data, The bottom line of the display will show

23 ME o oy I “MDR Recording!”.

A Y Tie Hame o 4. Refer to the operating manual for your MIDI de-

e o ) Py 6 PN vice, and make it transmit the desired type of

MIDI bulk data. As the SY99 receives data, the

O Data Name (1-99): The MDR memory can number of blocks that have been received will be
accommodate up to 99 scts of bulk data, and displayed in the bottom line. You may transmit
each set can contain one or more FO-F7 blocks any number of MIDI bulk messages (FO-F7
or messages. The number and name of each bulk blocks) from any number of devices, and they
data set are displayed here. To assign a name to will all be received into the currently selected
a set of bulk data, press F6 (Name) as explained set of bulk data.
below. _ 5. When the external device has finished transmit-

2 Bik Cnt (1-32767): For data which already ting the data, press EXIT. The bottom line of the
exists in MDR memory, this displays the SY99 display will show “Completed!”.
number of FO-F7 blocks in each set of data. If the SY99 did not receive any MIDI bulk

® Size: For data which already exists in MDR data, the bottom line of the display will show
memory, this displays the total size of the set of “Recording Canceled!”. Make sure that the
data in kilobytes. external device is actually transmitting bulk

® Press Fi (a) or F2 (v) to scroll the display up data, check MIDI connections, and try again.
or down.

® By pressing F5 (Del) you can delete the selected Remarks: MIDI bulk data that has been received
set of data from MDR memory. into the SY99 MDR memory is preserved even

® By pressing F7 (Name) you can name an unused when the power is turned off. However as a pre-
memory or rename a previously used memory. caution against accidents, we suggest that you

©@ When you press F8 (Go), the SY99 will begin use the following 3.Save ro disk operation to

recording the incoming MIDI bulk data until you
press EXIT.

save the MDR memory to a disk file.
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MIDI DATA RECORDER

3. Load from disk

Summary: This operation loads a disk file contain-
ing up to 99 sets of bulk data into the SY99
MDR memory.

Procedure:

From: MIDI data recorder utility  (JUMP #830)
Job directory
Select: 03:Load From Disk
Select: the MDR tile number to load
To load: the MDR file into MDR memory press ¥
{Go)
To quit: without loading press EXIT

LORD FROM DISK

Izt s Tyre = MIE Data _

k1] & U AE s —————— [25%

et Uoices2 BT ——— e

B3 Sands B -

M e - T p—

1S58 - 18 -

F 3 I v . uFl
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@ Filc Name (1-99): This displays the number and
name of cach MDR file on the disk.

O Press Fl () or F2 (v) to scroll the display up
or down,

® When you press F§ (Go), the selected MDR file
will be loaded into the SY99 MDR memory.

Loading procedure: This operation will load only
files that were saved by the 4.Save to disk oper-
ation. The file that 1s loaded contains up to 99
sets of MDR data, with each set containing one
or more FO-F7 blocks of bulk data. All sets of
data that were previously in MDR memory will
be overwritten by the newly loaded file. It is not
possible to load individual sets of data from an
MDR file.

1. Move the cursor in @ to select a disk file 1-99.
If necessary, press F1 (a) F2 (v} to scroll the
display up or down,

Press F8 (Go) to load the selected MDR file into
MDR memory.

S\)

MIDI DATA RECORDER

4. Save to disk

Summary: This operation saves all 99 sets of data
from SY99 MDR memory to a disk file.
Procedure:
From: MIDI data recorder utility — (JUMP #830)
job directory
Select: (4:Save To Disk
Select: the file number into which the MDR data
will be saved
Specify: a name for the file if desired
To save: the MDR data to a file press F§ {Go)
To quit: without saving press EXIT

SEUE TO DISK
llats Ture = MOR Lata
¥ AEL~ MEW —-# 1554
ziloicesd Byi— MNEW —#
u3:Sondg B — NER —#
Bidr— MEW —# B3 — HNEW —#
Boi—- HEW —-#* jar— MNEW —*
Y Hame Do
(2] 1 3] (4]

@ File Name (0-99); This displays the number of
each MDR fil¢ on the disk, and the name which
was assigned to the file data by pressing Fe
{Name) as explained below.
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& Press Fl (») or F2 () to scroll the display up
or down,
By pressing Fé6 (Name) you can assign a name
1o the selected file.

® When you press F§ (Go), all data from the SY99
MDR memory will be saved in the specified file.

Saving procedure: Before this operation can be
used, the MDR memory must contain data re-
ceived by the 2.fnput operation explained on
pagce 281. This operation will save all 99 sets of
data from MDR memory to a file. It is not pos-
sible to save individual sets of MDR data to a
file.

1. Move the cursor in @ to select a disk file 1-99.
If necessary, press Fl (a) or F2 (v) to scroll the
display up or down.

If you wish to specify a name for the file, refer to
the secton Save to disk filename on page 271,

3. Press ¥8 (Go) to save the MDR data to the file.
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MIDI DATA RECORDER

5. Imitialize MDR

Summary: This operation clears all data from the Press YES if you are sure you want to initialize the
SY99’s internal MIDI data recorder. internal MDR memory. All data will cleared from the
Procedure: SY99's MDR memory. Note that data cleared in
From: MIDI data recorder utility job this way is permanently deleted and cannot be
directory (JUMP #330) recalled!
Select: 05:Initialize MDR MDR initialization will not affect the data stored
To execute: the initialize operation press YES in memory allocated as sample memory area.

To quit: without initializing press NO

INITIALIZE MDR

ARE YOU SURE 7

(Yes ar Moo
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Master control utility

Summary: Master control utility jobs allow you to
select master control setups, edit setup parame-
ters, and specify the channels on which each
type of data is transmitted.

Procedure:
From: System utility (JuMP #800)
MIDI utility (JuMP #806)
Card utility (JuMP #812)
Disk utility (JUMP #816)
Sample utility (JUMP #826)
MDR utility (JUMP #830)
Press: F7 (Mstr) (JUMP #831)

Select: the desired master control utility job and
press ENTER.

JUMP #831
UTILITY &1
Master Control . B1

2i Transmi 1lter

S9s WIDI Card Disk SmPl WDk iSds B
° )

© Move the cursor in this area to select one of the
following jobs and then press ENTER.

Of: Controller Select: Select one or more MIDI
master control setups, and edit setup
parameters.

02: Transmit Filter: Specify which types of data
will be transmitted on which channels when
the SY99 is in master control mode.

@ To move to a different utility mode press F1—Feé.

To select a job from the currently displayed job

directory, hold SHIFT and press a function key.

MASTER CONTROL

1. Controller select

JUMP #832

Summary: This job allows you to select master
control setups and edit setup parameters.
Procedure:
From: master control utility
directory
Select: 1:Controller Select
Specify: a master control setup to activate, de-
activate, or edit.
To activate: an inactive setup, press ENTER.
To deactivate:
an active setup, press ENTER.
To edit: a control setup, press F8 (Edit).

(JUMP #831)

CONTROLLER SELECT 32

Hormal 1Uc SiMz
2t Normal 4Uc &:Minr? chrd
JiKeyw split i
4ilUelo sklit 8:7

stri Lont Stor— Mule Solo Edit

e o 3] (1] 5]
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© This area displays the names assigned to the
eight master control setups. Move the cursor to
a setup number and press ENTER to activate or
deactivate the selected setup. Refer to the
explanation of the Activation function, below.

® Press F1 (Sirt), F2 (Cont), or F3 (Stop) to
transmit a start, continue, or stop message to an
external sequencer or rhythm machine via MIDI
OUT.

® Press F6 (Mute) to switch Mute mode on or off.
Refer to the explanation of Mute mode, below.

@ Press F7 (Solo) to switch Solo mode on or off.
Refer to the explanation of Solo mode, below.

©® Press F8 (Edit) to edit the selected master con -
trol setup. Refer to the explanation of the
Controller edit function, below.




UTILITY MODE

Controller edit: When F8 (Edit) is pressed, a dis-
play similar to the following will appear:

Activation: The name of an active control setup will
be displayed in reverse characters, and the pro-
gram sclect LEDs will light to indicate the MIDI

, ; e s setup 18 transmmitti liNormal Ue=—rm————- DAttt B33
channels Qn which the sctup 18 Irdp&m}ttmg._ You MIDIE] 0 ,! MID[=2 DEES
can deactivate the setup by selecting it again, or Tch.] Uel. RfL 1 1 Z 1 1

e e . Bank Sel, PC#| off aff off  off
by selecting a different setup. Uol. MOR. #Fs| off off + B| off off + @
A control setup consists of four zones, each Note }j:‘;ﬂf C Ei GlgT = ‘% Glg?
of which has its own transmit channel, velocity =4 nit TJJ.'rIn‘é Mule Solo l'l‘,fr“ 1
and aftertouch curves, transposition, and note o ) 6 00O 0 o ® o

and velocity limits. A variety of initial messages
(bank select, program change, Main volume, and
a set of MDR data) can also be specified for
transmission by each of the four zones whenever
that control setup is activated.

The master control functions of the SY99 will
femain active only while the controller select or
controller edit display is showing.

It is also possible 1o activate a control setup
by inputling the number of that setup using the
numerical keypad. Inputting a 0" from the
numerical keypad will deactivate the control
setup.

For details of the settings for each control
setup, refer to the cxplanation of the Controller
edit function, below.

Mute mode: While Mute mode is on, you can press

the program select buttons 1-16 to temporarily
mute onc or more channels being used by the
active control sctup. The LEDs corresponding to
muted channels will blink. Press the program
select button once again to un-mute a muted
channel.

Solo mode: While Solo mode is on, the LEDs for all

channels will blink. You can press a program
select button 1-16 to solo a desired channel. The
LED for that button will light steadily, and only
the corresponding channel will transmit data.

Note: It is of course possible to use both the master

control feature and the SY99's sequencer at the
same time in Song or Partern play mode.
However, it is not possible to use rthe masier
control functions while recording using the
SY99's sequencer.

If you press RECORD while a control setup is
activated, the control setup will be deactivated
while the sequencer is recording. When you
press STOP to stop recording, the control setip
will reactivate automatically.

This area displays the number and name of the
selected master control setup.

Here you can specify the SY99 voice or multi
that will be played by the SY99 keyboard when
this control setup is selected.

Each zone of the control setup can be turned on
or off. If a zone is turned off, it will not transmit
data.

Specify how each of the four zones will transmit
data. For details, refer to the explanation of
Control setup data, below.

® To edit zones 1 and 2 press F1 (1-2). To edit

zones 3 and 4 press F2 (3—4).

To initialize all settings of the control setup,
press F4 (Init). When a setup is initialized, the
values for the factory preset “Normal 1Vc” are
loaded to the setup. (Refer to the explanation of
Control setup factory presets, below.)

To edit the name press F5 (Name). Methods of
entering character data are explained in How to
enter character data, page 30.

Press ¥6 (Mute) to switch Mute mode on or off.
Refer to the explanation of Mute mode, above.
Press F7 (Solo) to switch Solo mode on or off.
Refer to the explanation of Solo mode, above.
Press F8 (Dir) to display a directory of SY99
voices and multis.

Keyboard: When the cursor is moved to the Note

Limit items within a zone, the label “Kbd” will
appear for F3. Press F3 (Kbd) to input data
using the keyboard.
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Control setup data: Each of the four zones of a con-
trol setup contains the following data items:
ON/OFF: Zones that are turned off will not transmit

data.

Transmit channel (1...16): The data for the zone will
be transmitted on this MIDI channel.

Velocity curve (1...4): This determines how the
note-on velocity of notes played will relate to the
note-on velocity of the notes transmitted by this
zone. (Refer to System utility 2.Velocity set,
page 253.)

Aftertouch curve (1...4): This determines how pres-
sure on the keyboard will be transmitted as
channel aftertouch messages by this zone.

Bank Select {(off, 1-16384): A bank select message
of this number will be transmitted by this zone
when the control setup is selected.

Program Change (off, 1-128): A program change
message of this number will be transmitted by
this zone when the control setup is selected.

Volume (off, 0...127): A volume message (control
change 7) will be transmitted by this zone when
the control setup is selected.

MDR data set (off, 1...99): The specified set of bulk
data will be transmitted when the control setup
is selected. (Refer to MIDI data recorder utility,
page 279.) If there is a large amount of bulk data
in the selected MDR data set, there may be a
noticeable delay while this data is transmitted
before the keyboard will respond to your playing.

Transpose (—64...+64): The notes transmitted by
the zone will be transposed by this amount.

Note Limit (C-2...G8): The zone will transmit only
notes whose note number is inside this range
within.

286

Velocity Limit (1...127): The zone will transmit only
notes that have a note-on velocity within this
range.

Control setup factory presets: The following eight
control setups were programmed to your SY99
when it left the factory:

Setup Name Description
Normal 1Ve Normal MIDI output. These settings are
loaded by the initialize operation.
Normal 4Vc Simuitaneous four-channel MIDI output.

Key split Two-channel output for each of the upper
and lower halves of the keyboard;
keyboard split at center.

Velo split Two-channel output split at velocity median
value.

Majr7 chrd Transposes output to major seventh chord
structure.

Minr7 chrd Transposes output to minor seventh chord
structure.

7th chrd Transposes output to seventh chord
structure.

7susé4 chrd Transposes output to seventh sus4 cherd
structure.

We recommend saving these settings to a disk or
data card, as they will be lost once they are edited.

Control setup chart: You can copy the chart on the
next page to keep records of your own settings.

Summary: Edit the settings of the selected con-
troller to specify how it will transmit data on
each of its four zones.
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UTILITY MODE

MASTER CONTROL

2. Transmit filter

JUMP #837

Summary: Specify whether each type of MIDI data
~on each channel will be transmitted or not when
in master control mode.

Procedure:
From: master control utility
directory
Select: 2:Transmit Filter (JTUMP #837)
Specify: whether or not each type of message will
be transmitted on each channel

(JUMP #831)
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@ Move the cursor in this area and specify whether
or not Program Change, Control Change, Pitch
Bender, Sustain, Aftertouch, or Main Volume
messages will be transmitted from each channel

by the master controllers. An “x” symbol indi-
cates that the data will not be transmitted.

The filter settings in this display are common to all
eight master controllers, and are effective only when
in master controller mode.
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This section contains various supplementary information that may be useful to advanced
USCIS Of Programmers.
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Explanation of the preset and internal voices

Preset 1

A0l

A02

A03

A4

A0S

A06

A07

A0S

APRocks: Bright rock piano, good for powerful
chordal and solo playing. MW1 = chorus mix
level; MW2 = filter cutoff; DE = wet/dry mix of
reverb.

APCrsRock: Chorused rock piano, good for
ballads. MW1 = pan LFO and detune amount;
MW2 = filter cutoff; DE = reverb mix level.
AP Concert: Warm concert grand piano, good
tor performances in classical and jazz styles.
MW1 = pan LFO and reverb time; MW?2 = fil -
ter cutoff; DE = reverb mix level.

APiStghayr: Grand piano and String section
layer, useful in ballads, etc. MW?2 = filter
cutoff.

EP76Stage: Electric piano reminiscent of the
classic stage plano. MWI1 = vibrato and
tremolo; MW2 = EG bias control of bright-
ness, phasing freq. and depth.

EP:Classic: Electric piano in the style of the
original DX7 E. piano. MWI1 = chorus PM
depth; DE = tremolo.

EP:NiteHwk: Contemporary digital EP. MW1
= vibrato; DE = reverb mix level.

EP:Belrose: Traditional EP with bright digital
bell overtones. MW1 = vibrato; MW2 = cho-
rus freq. and depth.

A09 -EPiBellRng: Contemporary digital EP with

AlQ

All

Al2

292

handbells instead of the usual tines. MWI1 =
vibrato; MW2 = filter cutoff.

EP:DXism: Solid EP for strong comping that
won’t interfere with other instruments. MW
= pan LFO and chorus PM depth; MW?2 = fil-
ter cutoff; DE = reverb time.

EPGrnDual: Classic “FM style” EP layered
with a grand piano. MW1 = vibrato; MW2 =
chorus mix level.

EPiVoxLayr: Contemporary digital EP layered
with breathy vocal pad. MW1 = vibrato; MW?2
= filter cutoff; DE = wet/dry output mix
of EFF1,

Al3

Al4

Al3

Alb6

BO1

B0O3

BO4

BO5

BO6

BG7

KY iSmokey: Tight, full-bodied digital keyboard
voice, useful in many musical styles. MWI1 =
chorus mod freq. and depth; MW2 = filter
cutoff and pan LLFO.

KY CrsClav: Wet, full-bodied digital keyboard
voice, with a percussive character similar 10 a
clav. MW1 = vibrato; MW?2 = filter cutoff and
pan LFO.

KY Clavint: Bright, traditional clav sound.
MWI1 = vibrato; MW2 = filter cutoff; DE =
chorus PM depth, wet/dry output mix of
EFF2.

KYiResoClv: Very resonant clav, useful for
comping and soloing. MW1 = vibrato and pan
LFO; MW?2 = filter cutoff; DE = mod. depth of
stereo phase.

SP:Alaska: Evocative CS80-type of synth pad
with portamento. MW 1 = vibrato; MW2 = fil-
ter cutoff; DE = wet/dry output mix of EFF2.
SPiSawPad: Analog sawtooth pad, useful for
sustained pads and lines. MW1 = vibrato;
MW?2 = filter cutoft.

SPiSquare: Analog square wave pad, useful
for sustained and moving pads and lines.
MW1 = vibrato; MW?2 = filter cutoff.
SPiElegant: Digital synth pad with bright, airy
overtones. MW1 = vibrato; MW2 = filter
cutoff and EFF2 level.

SP:DyigiPad: Warm pad with percussive, reso-
nant attack. MWI1 = vibrato and pan LFO;
MW?2 = filter cutoff; DE = mod freq. and depth
of symphonic effect.

SPiLashed: Warm, full-bodied pad with slower
attack and filter sweep. MW1 = vibrato; MW?2
= filter cutoff.

SPiSweeper: Evocative pad with very slow
attack, featuring a resonant filter sweep.
MW?2 = filter cutotf; DE = reverb time; AFT =
vibrato.




BOB

B09

B10

Bil

Bi2

B13

Bl14

B15

B16

01

Co2

€03

Co4

C05

C06

SPiFiash: Contemporary pad and musical ef-
fect with dramatic harmonic and filter motion.
MW = vibrato; MW?2 = filter cutoff.
SPiHrpsiPd: Digital pad with a harpsichord -
like attack. Also useful for comping parts.
MW 1 = vibrato; MW?2 = filter cutoff.
SP.Skylane: Atmospheric pad with looping
EGs and resonant filtering. MW1 = vibrato;
MW?2 = filter cutoff; DE = mod. depth of sym-
phonic etfect.

SPiArpeggi: Bright digital pad with vector-like
harmonic development, for use in sustained
parts. MW1 = vibrato; MW?2 = filter cutoff.
SPiVecktar: Another digital pad featuring vec-
tor-like harmonic development, useful for sus-
tained parts and comping. MW 1 = chorus PM
depth; MW2 = filter cutoff; DE = EFF2 mix.
SP:Crystal: Very bright and detailed pad.
MW1 = vibrato;: MW?2 = filter cutoft.
SPiTwinks: Evolving “breathy” pad with bell -
like percussive attack. MW = vibrato; MW?2
= filter cutoff; DE = chorus mix level: VEL =
EQ high gain.

SP:Polydor: Full-bodied, slowly evolving pad,
with metallic attack. MW = vibrato; MW2 =
filter cutoft; DE = delay mix level.
SPiWarmlJet: Luscious, warm analog type
string pad with breathy overtones. MW1 = vi-
brato; MW?2 = filter cutoff.

BRTrmpSec: Bright trumpet section. MW1 =
vibrato and tremolo; MW?2 = filter cutoff: DE =
symphonic mix level.

BR:BigBand: A full big band, with trumpets,
saxes, and trombones. MW?2 = filter cutoff:
DE = chorus mix level; AFT = vibrato.
BRJazzTmp: Solo trumpet useful in jazz and
classical styles. MW1 = vibrato and tremolo;
MW?2 = filter cutott; DE = flange mix level.
BR.MuteTmp: An expressive muted trumpet
for solo playing. MW1 = vibrato; MW2 = filter
cutoff and Aural Exciter mix level.
BRIFrHomns: A section of french homs. DE =
output EFF1 wet/dry mix; AFT = vibrato and
filter cutoft.

BRiDrkHorn: An expressive solo french hom.
MW1 = vibrato; MW?2 = filter cutoff; DE =
delay mix level.

c07

CO8

C09

C10

Cl1

Cl4

CI3

Cie

DO1

D04

D05

APPENDIX

BRIAzen 16: Analog style brass section, oc-
tave down. MW 1 = vibrato; MW2 = filter cut -
off; DE = EFF2 mix.

BR:DaBurbs: Wet, resonant analog type
brass section. MW1 = vibrato; MW?2 = filter
cutoft; DE = chorus mix level; VEL = EQ high
gain.

BR:Splatz: Velocity-sensitive synth brass
section, with increasing brightness and
“flare™ at higher velocities. MW1 = vibrato;
MW?2 = filter cutoff; DE = EFFI1 wet/dry out-
put mix.

BR:Pumped: Sawtooth brass, with heavy
effects. MW 1 = vibrato; MW?2 = filter cutoff.
BRiStrLayr: Warm brass and string ensemble
layer. MW1 = vibrato; MW2 = filter cutoff and
pan LFO; DE = chorus mod freq. and chorus
PM depth.

ST:Octaves: Large string section, in octaves.
MW1 = vibrato; MW?2 = filter cutoff.
ST:ChorAna: Analog style string section with
chorusing. MW 1 = vibrato; MW2 = filter cutoff
and pan bias.

STiRosin: Large, transparent acoustic string
section, very responsive to velocity. MW1 =
vibrato; MW?2 = pan bias; DE = chorus PM
depth.

STiQuartz: Intimate small section, such as a
quartet. MW1 = vibrato and pan LFO; MW?2
= filter cutoff.

ST:Pizza: Pizzicato string section. MW1 = vi-
brato; MW2 = filter cutoff, tremolo, and pan
LFO.

ST#Concert: Full symphonic string section,
very responsive to velocity. MW1 = vibrato;
MW?2 = filter cutoff.

ST#*Chestra: Full orchestra with brass and
string sections. MW1 = vibrato; MW?2 = filter
cutoff.

BR*Spitz: Large synth-brass section. MW1 =
reverb time; MW?2 = filter cutoff; DE = EFF2
mix; AFT = vibrato.

ME=#BigNeck: Orchestral unison hit, works
best when played in octaves. MW = vibrato;
MW2 = filter cutoft.

PCiSnapper: Very percussive comping synth
voice MW = vibrato; MW?2 = filter cutoff; DE
= chorus PM depth.
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D06

D07

D08

D09

D10

D11

b12

PCiMarimba: Vary the positions of MW 1 and
MW2 to play this marimba with different
types of mallets. MW 1 = pan LFO and Aural
Exciter enhance level; MW2 = filter cutoff; DE
= EFF2 mix.

PC.Vibes: Vary the position of MW?2 to play
the vibes with different types of mallets.
MW1 = wemolo, pan LFO, and chorus AM
depth; MW?2 = filter cutoff; DE = EFF2 mix.
PCiMusicBx: Light, delicate sound reminis-
cent of a child’s music box. MW1 = vibrato;
MW?2 = filter cutoff.

PCiTahiti: Steel drums from the South Pacific.
MWI1 = vibrato; MW2 = filter cutoff.

PC: Cloche: Hand bells from the South of
France. MW 1 = vibrato; MW2 = filter cutoff
and left channel initial delay time.

PCiBalan: Balinese gamelan. MW1 = vibrato;
MW?2 = filter cutoff.

PC:Berim: Berimbau and tabla from Bombay.
MW1 = vibrato and tremolo; MW2 = filter
cutoff.

D13

D14

D15

D16

SEiSlither: Evolving, vector-like special effect,
with shifting harmonics and looping EGs,
MW 1 = vibrato; DE = EFF 2 wet/dry mix.

DR Kits: Several drum kits. A basic kit fol-
lows the Yamaha RX-type note assignments.
Below this kit are larger ambient and pro-
cessed kicks (multi-keyed), snares and toms.
Above the basic kit are multi-keyed cymbals
and electronic drum sounds. At the top of the
keyboard are multi-keyed snare drums. All
kicks and snares are arranged in fifths for
ease of playing.

DR Perc: A full complement of Latin, African
and Indian percussion. Most are multi-keyed
for easy playing of intricate thythms.

DR mixed: A mixture of the above two drum
voices. The drum kits follow the note assign-
ments in DI4 as closely as possible.
Percussion voices reside above the electron-
in¢ drums.

Preset 2

A01

A02

A03

A04

AD6

A07
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SCiHeretic: Hauntingly beautiful sound with
handbell attack. MW 1 = vibrato; MW2 = pan
LFO, chorus mod freq., and chorus PM depth.
SCiAeroPno: Grand piano with airy synth
layer. MW 1 = vibrato; MW?2 = filter cutoff; DE
= mod. FB gain, VEL = reverb time.
SC:Juptier: Lush, detailed digital synth. MW1
= vibrato and tremolo; MW?2 = filter cutoff;
VEL = EQ high gain.

SC.RezWhap: Resonant, bright analog-type
sound. MW1 = vibrato; MW?2 = filter cutoff;
DE = chorus mix level.

SC:Plectar: Bright, wet, digital “plucked”
sound. MW1 = vibrato; MW?2 = filter cutoff,
pan LFO, and tremolo: DE = flange mod.
depth and mod. FB gain.

SC:Quatar: Another plucked sound, fuller but
still very digital in character. MW1 = vibrato;
MW?2 = filter cutoff; DE = chorus mix level;
VEL = EQ high gain.

SCiPlastiq: Strong comping sound with per-
cussive, “plastic” attack. MW/! = vibrato;
MW?2 = filter cutoff; DE = chorus mix level.

A0B

AQ09

A10

All

Al2

Al4

SCiTanjeln: Resonant synth with strong eth-
nic flavor. MW 1 = vibrato; MW2 = filter cutoff.
SC:Gizmo: Resonant synth with vocal quali-
ties. MW 1 = vibrato; MW2 = filter cutoff.
SC:Healing: Warm comping voice with per-
cussive attack. MW1 = vibrato and pan LFO;
MW?2 = flange modulation freq. and depth.
SC:Angelic: Breathy vocal sound with a digital
flavor to the attack. MW1 = vibrato; MW2 =
filter cutoff; DE = chorus mix level; VEL = EQ
high gain.

CH:Glasine: Light, pristine choir voice with
bell-like percussive attack via velocity, MW
= vibrato; MW2 = filter cutoff; DE = chorus
modulation freq.

CH:Itopian: Synthetic choir, excellent for pads.
MW1 = vibrato; MW2 = filter cutoff; DE =
wet/dry mix for output 2,

CH.Vespers: Male “Ooh” choir with a hint of
digital breathiness. MWI = vibrato and
tremolo; MW?2 = filter cutolf; DE = wet/dry
mix for ouput 1.




Al3

Alb6

BO1

B0O2

BO3

B4

BOS5

BO6

BO7

BO8

BGY

B10

B1l

CH:Nebula: Large mixed choir with synth pro-
cessing. MW 1 = vibrato: MW?2 = filter cutofT;
DE = chorus mix level.

CHiWitches: Dark and breathy choral voice.
MW = vibrato; MW?2 = filter cutoff.

PLSteel6: Acoustic steel-string guitar. AFT =
vibrato: MW2 = filter cutoff; DE = wet/dry mix
for Output 1: VEL = EQ high gain.

PLJazzGtr: Acoustic guitar, ideal for expres-
sive solo jazz playing. MW1 = phasing modu-
lation depth; AFT = vibrato.

PLNylon6: Acoustic nylon-string guitar. AFT
= vibrato.

PLi12Strng: Acoustic 12-string guitar. MW?2 =
filter cutoff; AFT = vibrato; DE = wet/dry mix
for Qutput |.

PL:Eko!128t: Electric/acoustic 12-string guitar
with echo. MW 1 = vibrato: MW2 = filter cut-
off; DE = chorus mix level.

PL:Echoest: Electric 6-string guitar with echo.
Useful with arpeggiated and chordal playing.
MW = vibrato; MW2 = filter cutoff; DE =
wet/dry mix for Output 1.

PL:Caster: Electric 6-string guitar with echo.
Add distortion with MW2. Usetul for comping
and melodic/solo playing. MW = vibrato;
MW?2 = filter cutoff and pan LFO; DE = dis-
tortion level.

PL:SloLead: Distorted clectric guitar with
harmonics via velocity. MW [ = vibrato; MW?2
= filter cutoft, pan LFQ, and delay mix level.
PLIRockAT: Distorted electric guitar with
feedback harmonics via aftertouch. Good for
solo/lead playing and rhythm comping. MW 1 =
vibrato; MW?2 = filter cutoft; DE = flange mix
level.

SL:Sawlead: Classic analog-type sawtooth
lead synth voice, with distortion for extra
“bite.” MW1 = vibrato; MW2 = pan LFO; DE
= distortion level.

SL.EchoSaw: Analog sawtooth lead svnth
voice with mono key response. MW1 = vi-
brato; MW2 = filter cutoff; DE = wet/dry mix
for Output 1.

SL:Duke: Percussive and expressive lead
synth voice, with rich sterco delays. MWI1 =
vibrato.

BI3

B4

Bl6

CO1

oz

Co3

o4

05

C06

co7

CO8

o9

10
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SLiSync: Lead synth voice with “oscillator
syne” sound. MW = vibrato, pan LFO; MW?2
= filter cutoff: DE = flange modulation
Feedback gam,

SL:Squarce: Classic analog-type square wave
lead synth voice with mono key response.
MWI1 = vibrato; MW?2 = filter cutoff; DE =
flange mix level.

SL.PulseWM: Pulsc width modulation in an
AFM lead synth voice! MW = vibrato: MW?2
= filter cutoft; DE = effect 2 mix.

SL:Lyle: High. breathy melodic synth voice.
MW1 = vibrato: DE = ER/reverb balance.

BAPicked: Solid, picked electric bass with
well-defined “edee.” Add chorus effect with
MW?2. MWI1 = vibrato: MW?2 = filter cutoft;
DE = chorus mix level.

BAISlapped: Bright. robust slapped electric
bass. Add chorus effect with MW2. MW =
vibrato: MW?2 = filter cutoff; DE = chorus mix
level.

BA Fingers: Electric bass. played with the
fingertips. Add chorus cffect with MW2. MW
= vibrato: MW2 = filter cutoff; DE = chorus
mix level.

BA Fretles: Expressive AWM fretless bass.,
with good definition on upper range. AFT =
vibrato MW I = effect | level.

BA Classic: Expressive AFM fretless bass,
in the tradition of the classic DX7 fretless
bass. MW1 = vibrato: MW2 = filter cutoff;
AFT = “srowl” DE = chorus mix level.

BA Upright: Acoustic upright bass, with good
clarity and definition. MW 1 = vibrato: MW2 =
filter cutoft: VEL = mid EQ frequency.
BA:DXSlap: Bright clectric bass. “slaps”
with velocity. MW1 = vibrato; MW2 = filter
cutoff and pan LF(}; DE = chorus mix level.
BA.Anabass: Punchy analog synth-bass.
MW1 = vibrato: MW2 = filter cutoff: DE =
flange modulation feedback gain.

BA ResoSyn: Solid and highly resonant synth-
hass. MW = vibrato and pan LFO; MW2 =
filter cutotf.

BA:FatSyn: Anualog styte, multi-oscillator
synth-bass with mono key response. Wide
timbral range via; MW?2, MWI1 = vibrato;
MW?2 = filter cutoff; DE = symphonic mix
level: VEL = EQ high gain.
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Cll

C12

C13

Cl4

Cle

D@1

D02

D04

D06
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BAMogue: Recreation of the classic synth-
bass, with a quick, percussive attack. MW1 =
vibrato; MW2 = filter cutoff; DE = reverb mix
level.

ORBlazzy: Full drawbar organ with many live
performance features, Well sulted to jazz and
rock styles. MW1 = vibrato, pan LFO, and
rotary speaker speed control; MW2 = filter
cutoff and reverb mix level.

ORiBookerB: Another drawbar organ, with
strong upper harmonics, presence, and lots of
“air.,” MWI1 = rotary speaker speed control;
MW?2 = filter cutoff; AFT = vibrato and
tremolo; DE = ER/reverb balance.

ORDeep: Overdriven drawbar organ, with a
strong midrange. MW 1 = pan LFO and rotary
speaker speed control; MW2 = filter cutoff.
ORiPurple: The Classic Distorted Rock Organ,
with real time control of distortion. MW1 =
pan LFQO and rotary speaker speed control;
MW?2 = filter cutoff; DE = distortion level.
ORBsilica: Multi-rank pipe organ. MW?2 = fil -
ter cutoff and pan LFO.

WNiTenor: Expressive solo tenor saxophone,
that blossoms with velocity. MW1 = vibrato,
tremolo, pan LFO; MW?2 = tilter cutoff; DE =
reverb mix level; VEL = Aural Exciter en-
hance amount.

WNiSaxSect: Ensemble sax section. MW2
filter cutoff; AFT = vibrato and tremolo; DE
chorus mix level; VEL = EQ high gain.
WNiAlto: Expressive solo alto saxophone
that blossoms with velocity. MW1 = vibrato,
tremolo, pan LFO; MW2 = filter cutoff; DE =
reverb mix level; VEL = Aural Exciter en-
hance amount.

WNiSoprano: Expressive solo soprano saxo-
phone that blossoms with velocity and after-
touch. MW1 = vibrato; AFT = tremolo and fil-
ter cutoff; DE = tlange mix level.

WNiClarine: Solo clarinet. MW1 = vibrato;
AFT = tremolo; DE = flange mix level.
WNiPanPipe: Breathy, detailed pan flute.
MW = vibrato, tremolo, and filter modulation:
MW?2 = filter cutoft and pan LFO; VEL = Low
EQ gain.

i

D07

DO%

DO9

D10

DIl

D12

D13

D14

D15

D16

ME#Phantom: Swirling, evolving synth pad.
MW 1 = pan LFO and pan bias; MW?2 = filter
cutoff; AFT = vibrato; DE = wet/dry mix for
Output 2.

MEi5thsMan: Percussive/bowed Sths attack,
followed by vector-like swirl of harmonics and
evolving sustained pad. MW1 = vibrato and
tremelo; MW2 = filter cutoff; LFO = flange
modulation freq. and chorus modulation freq.
ME#Emperor: Full orchestral blast with
swirling, looping bell-like harmonics over sus-
tained pad. MW = vibrato and tremolo.
MEiSloLoop: Moody, dark and evocative pad
with “reverse feedback-like” harmonic
squeals that swoop and dive. MW1 = vibrato;
DE = wet/dry mix of Ouput 1.

ME+ Asia: Expressive ethnic voice, with wide
range of velocity sensitivity. MWI1 = vibrato
and pan LFO; MW?2 = filter cutoff.
ME:Dreams: Vocal attack which slides down
into synth strings with fitths added. MW1 =
vibrato; MW?2 = filter cutotf; LFO = flange
modulation depth.

ME:Galaxy: A soaring, vector-like swirl of
evolving harmonics. Open filter with MW2 for
a wider path through the galaxy. MWI = vi-
brato; MW2 = filter cutoff; DE = wet/dry mix
of Qutput 1.

ME:isis: Digital pad w/blown-type attack,
immediately followed by looping blown-bells
and complex upper-harmonic spectral sweeps.
MW1 = vibrato; MW?2 = filter cutoff.
MEIZoZoid: Interstellar metallic bursts circled
by radio blips and other cosmic repeating
noises. Sustained notes in upper two octaves
of keyboard good for melody with radio-iso-
tope accompaniment, MW1 = vibrato.
ME=+Thusian: Warm synth pad w/repeating
bells and other percussives. Upper octaves
good for playing breathy cosmic melodies with
bell attacks. MW1 = vibrato; MW2 = filter
cutoff.
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Internal

A0l

A06

AQ7

A08

A09

A10

All

Al3

Al4

Al6

SPiEternal: Beautilul string pad with lingering
release. MWI = vibrato and pan LFO; MW2 =
filter cutoff.

SP:Dreampd: Slightly spooky choral synth pad.
MWI1 = vibrato and pan LFO; MW2 = filter
cutoff; DE = flange effect depth.

SP:Freeze: Shimmering synth pad. MWI =
vibrato; MW?2 = filter cutoff and pan LFO.
SP:Polygar: Pad sound with nylon attack. MW 1
= vibrato; MW?2 = filter cutoff and pan LFO;
DE = flange effect depth.

SP:DarkPad: Moody synth pad. MW 1 = reverb
high gain; MW2 = filter cutoff; DE = wet/dry
output mix of EFF2; AFT = vibrato.

SP!Digi82: Soft digital synth pad. MW1 = vi-
brato; MW2 = filter cutoff; DE = EFF2 mix
level.

SP.Digima: Pad with bell-like attack. MW1 =
vibrato: MW2 = filter cutoff: DE = wet/dry
output mix of EFF2.

SP.SynStr: Dramatic synth-string pad. MW1 =
mod freq. and vibrato; MW?2 = filter cutoff and
pan LFO.

SC:Magic: A cute, resonanat sound. MW1 =
mod freq. and vibrato; MW2 = filter cutoff and
pan LFO; DE = wet/dry output mix of EFF2.
SC.DnzStb: Sharp comping synth. MW1 =
vibrato; MW2 = filter cutoff; DE = chorus PM
depth; VEL = EFF2 level.

SCiSlapClv: Slap and clav combined. MW =
vibrato; MW2 = filter cutoff; DE = chorus mix
level.

SC.Analogy: Oscillated comping synth. MW1 =
vibrato; MW2 = filter cutotl; DE = wet/dry
output mix of EFFI.

SCiSteps: Hold the key down for another
sound. MW1 = vibrato; MW2 = filter cutoff,
EFF2 level and mid gain LFO,

SC:DigiStb: Stabbing metallic sound. MW1 =
vibrato; MW2 = filter cutotf; DE = EFF2 reverb
mix level.

CHiChorWn: Fresh choral sound. MW1 =
vibrato; MW2 = freq. mod, pan LFO, and delay
level: DE = wet/dry output mix of EFF2.
CH:Oo00Ah: Female oohs, male ahs. MW1 =
vibrato; MW2 = filter cutoff; DE = wet/dry
output mix of effects,

BO1

BO2

BO3

BO4

BO6

BO7

BOg

B0OY

B10

Bl

B12

B13

B14

B15

Bi6

AP Bright: Bright digital piano. MW2 = filter
cutoff; DE = reverb mix level.

EPiBellEP: Electric piano with bell attack.
MW = vibrato; MW2 = filier cutoff; DE =
wet/dry output mix of effects,

EP.HrpPhon: EP with harp and pianophone
elements. MW1 = vibrato; MW?2 = filter cutoff,
pan LFO, and symphonic effect mix level ; DE
= reverb wet/dry output mix.

EP:DualDA: Hard EP with stereo attack.
MWI1 = vibrato and pan LFO; MW2 = filter
cutoff and symphonic effect mix level ; DE =
reverb mix level.

ORiGhosty: Organ with a touch of calliope.
MW1 = vibrato; MW2 = filter cutoff; DE =
EFF2 mix level.

KYiSqueeze: Classic accordion. MW1 = vibra-
to; MW2 = {ilter cutoff; DE = chorus mix level.
SL.PrtaSaw: Resonant lead synth. MWI1 =
mod freq. and vibrato; MW?2 = {ilter cutoff and
pan LFO: DE = wet/dry output mix of EFFI,
SL:OctSqu: Square lead synth in octaves.
MW1 = vibrato; MW2 = filter cutoff; DE =
flange mix level.

STiStrgPad: Sedate string pad. MW1 = vibrato;
MW?2 = filter cutoff and pan bias.

STiClasStr: Elegant classical string section.
MW1 = vibrato; MW2 = filter cutoff and pan
bias; DE = wet/dry output mix of EFF2.
ST:Tremolo: Tremulous orchestral strings.
MW2 = filter cutoff and pan LFO; DE =
wet/dry output mix of effects; AFT = tremolo.
ST:Qk Syns: String section playing in octaves.
MW?2 = filter cutoff; DE = chorus mod freq.;
AFT = vibrato.

ST:Violin: Solo violin with subtle aftertouch
control. MW2 = filter cutoff; DE = symphonic
effect mix level : AFT = vibrato.

ST:Cello: Expressive cello. MW2 = filter cutoff;
DE = symphonic effect mix level ; AFT =
vibrato.

BRiHouseAT: Brass with aftertouch
modulation. MW1 = vibrato; DE = symphonic
effect mix level : AFT = filter cutoff.
BRiSfzSwel: Brass with sforzando attack.
MWI = vibrato; MW2 = filter cutoff; DE =
reverb time and wet/dry output mix of effects.
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Co1

02

03

CO4

CO5

C06

co7

COR

co9

Cl1

Cl4

Cl15

Cle
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BA FrtlsBs: Mellow fretless bass with a slight
delay. MW1 = vibrato: MW2 = filter cutoff; DE
= echo mix level.

BAPicky: Fat bass with hard attack. MW 1 =
vibrato; MW?2 = filter cutoft and pan [.FO: DI
= wet/dry output mix of effects.

BARoque: Electric and synth basses get
together. MW = vibrato; MW2 = filter cutoft’
DE = flange mix level and wet/dry output mix
of EFF2.

BA:VelSlap: Bass with velocity-controlled slap
attack. MW 1 = vibrato; MW2 = filter cutoft and
pan LFO; DE = chorus nmix level.

BAStile: Wood bass sound gets harder with
velocity. MW 1 = vibrato; MW?2 = filter cutoti
and pan LFO; DE = flange mix level and
wet/dry output mix of effects.

BAUpright: Realistic wood bass sound. MW1
= vibrato; MW?2 = filter cutoff: DE = reverb mix
level.

BAiSerious: Fat analog bass sound. MW1 =
vibrato; MW?2 = filter cutoff; DE = wet/dry
output mix of EFFF2.

BAIDgiWild: Hard sounding bass. MWI =
vibrato: MW?2 = filter cutoff; DE = chorus mix
level.

PLElktrik: Distorted guitar with ping-pong
defay. MW = vibrato; MW2 = filter cutoff:, DE
= EFF1 mid and treble gain.

PLMetlHed: Lead guitar, perfect for solos.
MW1 = vibrato; MW?2 = filter cutof!; DE =
EFF1 mid and treble gain.

PLiOvDnve: Guitar with aftertouch-modulated
overdrive. MW = vibrato;: MW?2 = filter cutoff:
DE = flange mod freq. and wet/dry output mix
ot EFF2.

PL:Stratus: Clean single-coil guitar sound.
MWI = vibrato; MW?2 = filter cutoff; DE =
wet/dry output mix of EFF1.

PLIEIMute: Fat muted guitar. MW = vibrato:
MW?2 = filter cutoft.

PLiVelMute: Guitar with aftertouch-controlled
muting. MW 1 = vibrato: MW?2 = filter cutott:
DE = chorus mix level,

PLHarp: Classic harp sound. MW 1 = vibrato;
MW2 = filter cutoff; DE = symphonic effect mix
level ; VEL = EQ high eain.

PL:LAPizzi: Pretty pizzicato. MW 1 = vibrato:
MW?2 = filter cutoff; DE = EFF2 mix level.

DO

D04

DO5

DO6

D07

DOY

D09

D10

D11

~

D12

D13

D14

D15

WNIHrdAlto: Hard-hitting alto sax. MW1 =
vibrato and tremolo; MW?2 = filter cutoll: DE =
wet/dry output mix of reverb.

WNiHrdTenr: Velocity-sensitive tenor sax.
MW = vibrato and tremolo; MW2 = [lilter
cutoff; DE = wet/dry output mix of reverb.
WN:BariSax: Breathy baritone sax. MW1 =
vibrato and tremolo; MW?2 = filter cutoff; DE =
wet/dry output mix of reverb; VEL = EQ high
eain.

WN.AmpHarp: Slightly over-amplified blues
harp. MW = vibrato and tremolo; MW?2 =
filter cutoff; DE = distortion level.
SP+MoonPad: Synth pad with evolving choir.
MW1 = vibrato; MW?2 = filter cutoff; DE =
chorus mod freq.

ME:=Cosmos: Soaring synth sounds with
menacing low range undertones, MWI] =
vibrato; MW2 = filter cutoff and pan LFO; DE
= wet/dry output mix of EFF2.

ME=Aurotu: Cosmic pad with VEL-sensitive
digital effects. MW = vibrato; MW?2 = filter
cutoff; DE = wet/dry output mix of EFF1,
ME.Galaxy: The sparkling galactic
synthesizer. MW1 = wet/dry output mix of
EFF2, MW2 = filter cutoff; DE = wet/dry
output mix of EFF2; AFT = vibrato.
ME=#Catrsis:  Ecrie, evolving synthesizer
ambience. MW = vibrato: MW?2 = filter cutoff;
DE = wet/dry output mix of EFF2.

SEiAstral: Synth pad evolving from interstellar
space. MW2 = filter cutoff: DE = reverb
wet/dry output mix.

KY#Harpsi: Realistic harpsichord. MW2 =
filter cutoff; DE = reverb mix level.

BRiFall: Falling-off horn section. MW2 = filter
cutoff; DE = symphonic effect mix level and
reverb wet/dry output mix,

PL*VelGir: Velocity-sensitive eccentric guitar.
MW1 = vibrato: MW?2 = filter cutoff; DE =
chorus mix level.

KS:Anlg +2: Organ-like bass and synth lead
voices, sphit at C3. Velocity-sensitive eccentric
guitar. MW1 = vibrato; MW?2 = filter cutoff; DE
= delay mix level.

KS:Pad/Sax: Synth pad and sax voices, split at
F3. MW2 = filter cutoff and pan bias; AFT =
vibrato.

KS#JazComb: Bass with velocity-sensitive
cymbal and piano with velocity-sensitive horn
section. split at C3.
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Preset multi chart

Voice Number
Number Multi Name 01 02 03 04 05 06 : 07 08
09 10 11 12 13 ! 14 15 186
P1-A11 P2-C01 P1-A04 P1-AQ6 P2-B06 | P2-B04 P1-B04 Pi1-C12
01 Popular Tune ;
P1-C02 P2-D01 P2-A13 P2-B11 off off . P1-D15 P1-D14
P1-A14 pP2-Co7 P1-A01 P1-A09 P2-B07 | P1-C02 : P1-C10 pP2-B13
02 Funky Tune i
off off off off off off . P1-D15 P1-D14
P1-A06 pP2-C05 P1-A04 P2-A10 pP2-B04 P1-B14 ; Pi1-B03 ; P1-C14
03 Ballade ;
p2-D04 | P2-D0O6 P2-812 pP2-A12 ! off off P1-D15 : P1-D14
P2-A07 P2-C11 P1-AD2 P2-A04 5‘ P1-DQ5 Pi-B12 P1-C08 " P2-B10
04 House : !
off off off off | off off P1-D15 | P1-D14
P1-A 0. A0 ] L Po- i g
05 Standard Rock 05 P2-C01 P1-A0Q P2-B07 | 2-B0S 0 [} ! off
off off off off off off off ' P1-D16
. P2-C14 P2-C02 P1-A01 P1-At0 P1-A15 P1-B02 P2-B0O6 P2-B0g
06 American Rock
P2-D01 off off off off off off P1-D16
07 Combo Jazz P1-A03 P2-C06 P2-B02 P2-D03 off off off off
off off off off off off off P1-D16
) P2-B02 P2-Coé Pt1-A01 P2-D03 P2-DO1 P2-D04 P1-C03 P1-Co4
08 Horn Jazz Quintet
off off off off off off P1-Dt5 P1-D18
. P1-A01 P2-C03 P2-B02 P2-C12 P2-0D03 P2-DO1 P2-D04 pP2-Do2
0g Big Band Jazz
P1-C03 P1-C04 P1-COt P1-C02 off off P1-D15 P1-D16
P2-D09 P2-Co5 P1-AQ4 P2-A11 P2-A03 P2-A09 P2-A02 P2-A13
i0 Sound Track
P2-D12 P2-D13 P1-B0O1 P1-B08 P1-B10 P1-B11 P1-B15 P1-D16
P1-D02 P1-D01 P1-C15 P1-C16 P1-C14 P2-A13 P2-A14 P2-A15
11 Orchstra 1
P1-D04 P1-C01 P1-C05 P1-C07 P2-D05 P2-A11 | P1-D15 P1-D14
P1-C15 P1-B09 P1-DO1 P1-C16 off off E off off
12 Baroque i
off off off off off off | off off
i
P2-D P2-D01 P2-D - p2- p2- P1-CH -
i3 Wind Unsanble |_P2-Do5 | P2-DO 03 | P2-D04 2-D06 2-B04 | 1-C16 P2-A01
P1-A11 P2-Co4 off off off off : P1-D15 P1-D14
. P1-D09 P2-C01 P1-A09 P2-A01 P1-D11 P1-D10 | P1-D0B P1-D0O7
14 Tropical ;
P1-CO1 P2-Do6 P2-D04 P2-C13 off off i P1-D15 P1-D14
) P1-D12 p2-Co5s P1-AQ7 P2-A08 P1-Dt1 P1-D08 P1-D06 P2-D06
15 Esnican
P2-D11 P2-D14 P2-D07 p2-D15 p2-Dt6 P2-D08 . P1-D15 P1-D14
16 Fork P2-BO1 P2-C06 P1-A03 P2-804 P2-D05 P2-D06 off off
off off off off off i off ' P1-D15 P1-D14

P1: Preset 1 P2: Preset 2
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Preset drum voice layouts

Drum Set Preset1-D14 Dr Kits Preset1-D15 Dr Perc Preset1-D16 Dr Mixed
Note Number Wave Form Name No. Wave Form Name No. Wave Form Name No.
E0 BD 4 89 | Timpani 148 | Toms 108
FO BD 4 8 | Timpani 148 | Toms 108
-———— Fi0 BD 4 80 | NoisePrc 128 | BD4 89
GO BD 1 86 AnlgPerc 127 Tom 5 108
—————— c#o BD 1 86 | NoisePrc 128 | BD1 86
A0 BDZ 88 | AnlgPerc 127 BD 3 28
A0 BD 3 88 | AnlgPerc 127 | sD1 94
BO Tom 2 105 A>nlgPerc 127 TOF;I 2 105
C Tom 2 105 | Cowbell2 123 | Tom2 105
! o# sD 8 101 Cowbell2 123 | sDs 101
D1 Tom1 104 | Cowbell2 123 | Tom1 104
A—{ D#1 SDs 99 Scratch 120 SDe 99
E1 sD2 95 | Scratch 129 | sD2 95
F1 Tom 1 104 Scratch 129 Tom 1 104
L F# SD 1 94 | Berimbau 131 BD 1 86
G1 BD 2 87 Berimbau 131 BD 2 87
———— G#1 BD 1 86 Tabla Hi 143 BD 1 86
A1 BD 2 87 | Tabla Hi 143 | BD? 87
————— A#1 SD7 100 | TablaHi 143 | so7 100
B1 Tom 4 107 | Tabla Hi 143 | Tom4 107
co Tom 4 107 | Cgalo 136 | Tom4 107
——— o SD 3 96 | Cgalo 136 | SD3 96
D2 Tom 3 106 Cgalo 136 Tom 3 106
- a2 SD side 103 Cga Lo 136 SD side 103
E2 SD 4 97 | Cgalo 136 | sp4 97
F2 Tom 3 106 | GCgaHi 134 | Tom3a 106
| F#2 Claps 1 120 | CgaloSlp 137 | Claps 1 120
G2 HH light 111 Cga Hi 134 | HH light 111
ﬁﬂG#E Tambrn 124 Cga Hi 134 Tambrn 124
A2 HH mid 112 Cga Hi 134 | HHmid 112
_—{ A#2 HH heavy 113 HiCéaSlp 135 HH heavy 113
_82 HH open 114 Timbale1 146 HH open 114
ca HH foot 110 | Timbaiet 146 | HH foot 110
———————I C#3 Crash 117 Timbate1 146 Crash 117
D3 Crash 1 -17 Ti;tr)arlm 146 Crash 117
——| D#3 Ride 7 118 | Timbale2 147 | Ride 118
E3 Ride 118 | Timbalel 146 | Ride 118
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Drum Set Preset1-D14 Dr Kits Preset1-D15 Dr Perc Preset1-D16 Dr Mixed
[ Note r:l.ﬁr.n.ber Wave Form Name | No. Wave Form Name No. Wave Form Name No.
F3 Ride o 118 Timbalet 146 Ride 118
L | Faa Ride 118 | Timbalet 146 | Ride 118
G3 | Choke 119 | Timbaled 146 | Choke 119
e SD roll 142 | Timbale2 147 | BD7 92
A3 BD 5 90 Bongo 132 BD 5 90
'**{ A#3 SD 4 o 97 SD side 103 NoisePrc 128
B3 Tom 6 109 Bongo 132 Tom & 109
C4 Tom 6 109 Agogo 130 Tom 6 109
e M{ H C#:t “ AnlgPerc 127 Maracas 141 AnlgPerc 127
D4 Tom6 108 Agogo 130 Tom 6 109
~( D#4 AnlgPerc 127 Maracas 141 AnigPerc 127
E4 SD 9 102 Clave 138 SD9 102
F4 o Tom 6 109 Tambrn - 124 Tom 6 108
— Claps 2 121 Tambrn 124 | Claps2 121
G4 ] BD6 91 Shaker 125 BD 6 9
"77*""*’*(_&;: o FngrSnap 126 Tambrn 124 FngrSnap 126
Ad HHciAnig - | 115 Shaker 125 HHclAnlg 15
fffffff { A#d Scraich 129 FngrSnap 126 Scratch 129
B4 HHopAnlg - 116 FngrSnap 126 HHopARIg 116
C5 BD 7 92 Guiro 1 139 Cga Lo 136
7~—~ C#5 NoisePrc 128 Guiro‘rz - 140 CgaloSip 137
D5 Tom 5 108 Céb‘asa 133 CgaHi 134
| D#5 Tom 5 108 | Cabasa 133 | CgaHiSlp 135
E5 Tom 5 108 Whistle 149 Timbale 1 146
F5 SD 4 97 Whistle 149 Timbale 1 146
4{ F#5 Shaker 125 Belitree 150 Timbale 2 147
G5 - HE‘.D 4 97 Temple 145 Guiro 1 139
74{ G#5 3D 4 g7 Temple 145 Guiro 2 140
A5 SD 4 97 Temple 145 Cabasa 133
,ﬁﬁ_w_w% A#5 Shaker 125 Temple 145 Shaker 125
B5 SD3 96 Temple 145 Whistle 149
Ccé SD 3 96 Cowbell1 122 Agogo 130
— “u"'-*-—[ C#6 SD3 96 Cowhell1 122 Agogo 130
D6 SDh 3 96 Claps 1 120 Maracas 141
| *-_—M'—g D#6 Cowbell ) 122 Claps 1 120 Cowbelll 122
E6 SD 1 94 Crash 117 Clave 138
7;6 Sb 1 S 94 Crash 117 Temple 145
...__...W___w.-m.,.,1 F#6 SD 1 94 Crash 117 Belltree 150
Gé SD A1 94 Choke 119 Temple 145
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“ AFM algorithms

Cne carrier
Algorithm: 01 Algorithm: 02 Algorithm: 03
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Algorithm: 07 Algorithm: 08 Algorithm: 09

Ty 6] ;zj
T Cs ] Lad0s] o]

1] (1

Algorithm: 10 Algorithm: 11
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Algerithm: 13 Algorithm: 14
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Algorithm: 21

Algorithm: 22
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Algorithm: 29 Algorithm: 30
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Three carriers

Algorithm: 37
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Four carriers
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How the SY99 differs from the SY77

Aside from the size of the keyboard and the addition
of an expansion memory slot, the SY99 is externally
similar to the SY77. However, the SY99 has been
enhanced in several ways which you should be
aware of if you have previous experience with the
SY77, or when you wish to port SY77 voices to the
SY99.

Keyboard: The SY77 has a 61 note keyboard. The
SY99 has a 76 note kcyboard. (See also Zoned
aftertouch below.)

Master keyboard functions: The SY99 is able to
function as a powerful MIDI master keyboard.
Eight cditable master control setups are pro-
vided, cach containing four zones that transmit
on their own MIDI channel.

An output filter is provided to filter each type
of outgoing message for each channel 1-16. For
details, refer to Master control urility, page 284.

AWM (ROM preset) sample memory: The SY77
has 112 waveforms occupying 2 Mwords (4
Mbytes). The SY99 has 267 waveforms occupy -
ing 4 Mwords (8 Mbytes), which include all of
the waveforms of the SY77 and many new
waveforms. (Sce Data compability below.) A
complete listing of the SY99 waveforms is given
in AWM celement job 2.AWM waveform set,
page 157.

MDR/sample RAM: The SY99 possesses 512
Kbytes of RAM which can be allocated for use
as MIDI data recorder (MDR) memory or as
sample memory, in any desired proportion. The
allocation procedure is described in Utlity
Mode, System utility 5. Memory allocate, page
256.

RAM allocated as MDR memory is available
for receiving bulk data dumps from other MIDI
devices. Once reccived by the SY99, this data
can be saved to a floppy disk using the SY99's
disk drive. The MDR function allows you to use
the SY99’s floppy disk capability to store data
for other devices which do not have disk storage
capability.
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RAM allocated as sample memory is avail -
able to receive MIDI sample dumps from other
devices (such as Yamaha’s TX16W sampler),
or sample data loaded from disk. This sample
data can be assigned to waveforms and used in
the same manner as the samples contained in
the SY99’s AWM sample ROM or waveform
cards. For details, refer to AWM element data
2. Waveform set, on page 157.

The amount of RAM available for sample
data can be increased using expansion RAM
kits. Refer to the following section Expansion
RAM in the appendix.

Effect system: The SY77 has two modulation units
(4 effect types) and two reverb units (40 cffect
types). The SY99 has two effect units (63 effect
types), cach superior in quality. Cascade and
dual effect types are provided, allowing cach unit
to function as two effect units, each with its own
effect send, and effect unit parameters can be
controlled in realtime. For details, see Voice edit
mode, Common data 10.Effect set, page 104,

Zoned aftertouch: A new voice parameter has
been added to the SY99 which allows you to
specify how aftertouch will affect currently
sounding notes; all (all notes, as on the SY77),
top (only the highest note), bottom (only the
lowest note), split hi (all notes at or above the
specified split point), split lo (all notes below
the specified split point).

The SY99 has “channel” aftertouch, which
produces a single pressure value for the entire
keyboard; it does not have “polyphonic” after-
touch. However, its Zoned Aftertouch capability
allows you to restrict the effect of aftertouch to a
specified zone or note, in this way providing
much the same expressive possibilities as poly-
phonic aftertouch.

Aftertouch can be used to control a wide
variety of parameters. For details, see Common
data 12.Controller set, pages 127 to 130.



Filter sync: When editing a filter in voice edit mode,
you can turn Filier Sync on so that parameter
adjustments made to one filter will affect the
other filter as well (cach element has two fil-
ters). This 1s a convenience for editing, not a
new parameter. For details, sce AFM element
data, 8AFM filter, page 149.

Sequencer capacity: The SY77 sequencer has a
capacity of approximately 16,000 notes. The
SY99 sequencer has a capacity of approximately
27,000 notes.

Switch lock: The Switch Lock function allows you
to lock the front pancl switches so that they
cannot be operated accidentally. This may be
convenient when you wish o place books or
sheet music on the SY9Y front panel. For do-
tails, sce Svstem utility 7.Swuch lock, page 257.

MIDI bank seclect message: The SY9Y can trans-
mitand respond to MIDI bank select messages
to sclect voice memories.

Voice edit element job directories: The AWM
element job directory of the SY99 starts with job
2 (Job I has been lcft blank). so that AFM and
AWM element jobs from £G to Filter will have
the same job number (3.EG - 8 Filter). Since
these jobs are similar or identical for both AFM
and AWM clements, it is conceptually helpful for
them to have the same job number.

Other details: There are other differences in the
screen displays and function key assignments.
Most of these differences are due to the addition
of new features to the SY99. However, we have
tried to keep the JUMP numbers for pages the
same whenever possible. Since some of the jobs
in Utility mode have been reordered, this means
the JUMP numbers will not necessarily follow the
sequence of the jobs.

APPENDIX

Data compatibility: As mentioned above in AWM

sample memory, the SY99 contains all the SY77
AWM waveform data, but the order has been
rearranged. When SY77 (or TG77) voice data is
loaded into the SY9Y, the waveform numbers
will be converted automatically, and the SY99
wavceform equivalent to the SY77 waveform will
be used. However since minor adjustments have
been made to some of the waveform data itself,
the sound of some waveforms may not be pre-
cisely identical to the SY77 waveforms.

Since the effect systems of the SY77 and
S5Y99 are significantly different, SY77 voices
which depend heavily on effect processing will
not sound the same on the SY99,

Bisk compatibility: If you wish to load an SY77

disk which contains “All Data”, “Synthesizer
Al or “Sequencer ALl data, or to save “All
Data”, “Synthesizer All” or “Sequencer All?
data to a disk which will later be loaded by an
SY77, you must make the appropriate seiting for
Disk wility 8.Disk save type (see page 274).
Once the data has been loaded into the SY99 1t
can be saved in either format.

All other types ol disk data are directly com-
patible.
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Using RCM hybrid synthesis

The ability to use an AWM voice as an input to an
operator is one of the radical innovations of the
SY99. Since the architecture is so flexible it will be
a long time before this capability can be fully ex-
plored. This section will suggest one possible
starting point for experimentation.

1. Select the voice mode

From: Voice edit mode

Select: Voice mode (F1) (Jump #200)
Select: Voice Mode 9 (1AFM&1AWM)

Press: F2 (Com)

2. Initialize the voice common data

From: Voice edit

Select: 15:Initialz (Initialize voice)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

(JUMP #201)

3. Initialize the AFM element

From: Voice edit (JuMP #201)
Press: F3 (E1) AFM Element (JUMP #230)
Select: 15:Initialz (Initialize AFM element)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

4. Initialize the AWM element

From: Voice edit (JUMP #230)
Press: F4 (E2) AWM element (JUMP #256)
Select: 15:Initialz (Initialize AWM element)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

5. Select an AWM wave

Press: F4 (E2) to edit the
AWM element

Select: 2:WaveSet
(AWM waveform set)

Press: the -1 +1 buttons or use the data wheel or
slider to select the wave you wish to use.

{JUMP #256)

(JUMP #257)
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When you play the keyboard you will notice that all
waves will sound with the initialized “organ type”
EG, and no velocity or filtering. You will probably
want to add final touches later. EG filtering and
dynamic information are carried over into the FM
operator. However for now we will use only a raw
wave in order to explain the mechanics of RCM
hybrid voicing.

Before trying to use an AWM wave in an AFM
algorithm it is useful to turn off the AWM direct
output. This is not necessary for final voicing since
many voices use both the direct AWM sound and
the hybrid AWM/AFM combination. However it is
casier to understand the effect of the hybrid system
if the direct output of the AWM element is tem-
porarily turned off.

6. To turn off the AWM:

From: Voice Edit

Select: 7:0QutSel

Press: F2 (E2) to select clement 2.

Press: 1 three times to turn element output off,

Press: EXIT to return to the voice edit job direc-
tory

(Jump #201)
(JUMP #208)

7. Select Algorithm 30 (default in INIT AFM
voice)

Note: Any algorithm will work with hybrid voicing.
However we will use the default algorithm 30 in
this demonstration, so this step is not necessary.

8. Set operators | and 2 to fixed frequency, zero
frequency.

Press: F3 to select the AFM job
directory

Select: 2:Osclltr (JUMP #235)

Press: Operator Select button | to choose oper-
ator 1

Sclect: Freq Mode and use -1 +1 to change
“ratio” to “fixed”

Select: Coarse and use -1 +1 to change 1.0 to
0.00

(JUMP #230)



9.

Press: Operator select button to choose OP2 and
repeat the above operation.
Press: EXIT to return to the AFM job directory

Introduce the AWM wave into operator 2 of the
FM algorithm

From: Voice Edit

Press: F3 (E1) to select the (JUMP #240)
AFM eclement for editing
Select: 1:Algrthm (JumMPp #232)

(AFM algorithm)
Press: F2 (Extn} This page selects the external
inputs to each operator.

Use the cursor keys to position the cursor over the
“off” on the AWM line under OP2. Press YES to
change the “off” to Inl.

Press: EXIT to return to the AFM job directory

10. Raise the output level of operator 2.

From: AFM job directory

Select: 4:Output and press (JUMP #242)
F2 (All)

Move: the cursor to OP2 and use the data slider
to gradually raise the level until you hear
the AWM wave.

Important note: Depending on the harmonic con-

tent of the selected wave, the sound may be-
come distorted as you increase the output level
of OP2. If it does, exit to the AFM job directory,
select 1:Algrthm and press F3 (Inpt) (JUMP
#233). Note that under the AWM indicator be-
neath OP2 there 1s a number 7. Lower this value
to 4 and then return to 4:Output (JUMP #242)
and adjust the OP2 output level again. The level
set for each operator in the Algorithm Input acts
as a multiplier for the value specified in Output.
To avoid distorting the sound appearing at Op2,
you must set the correct gain values. Of course,
distortion can be an interesting effect in its own
right. By adjusting the operator output and oper-
ator input, a wide range of AWM input levels
can be used.

APPENDIX

The steps outlined so far may not result in a very
interesting sound, but the following points will
illustrate some of the possibilities of RCM hybrid
synthesis.

¢ The AFM operator into which the AWM wave-
form was introduced can be medulated by other
operators, or can modulate other operators.

® The same AWM waveform can be introduced into
two or more AFM operators, perhaps with each
operator set to a different pitch.

¢ Since the AWM waveform is routed through the
filter of the AWM element before being intro-
duced into the AFM operator, its filter settings
can be continuously varied, resulting in a realtime
filtered waveform which can be modulated by and
can modulate other operators (waveforms); i.e.,
Realtime Convelution and Modulation — RCM
hybrid synthesis. (“Convolution” refers to pro-
prietary Yamaha digital filtering technology.)
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Using loaded samples to create a voice

The ability to load sampled sound data for use i
volces 1s an innovative feature which sets the SY9Y
apart from other digital synthesizers. This feature
allows advanced programmers to make use of sound
data sampled using digital samplers such as the
Yamaha TXI16W, in addition to the SY99’s own
preset waveforms and the waveforms offered as
waveform cards.

To make use of this ability, you must (irst under-
stand the difference between a sample and 4 wave-
form. The SY99 cannot make use of raw sample
data per se; this data must first be assigned to a
waveform before the SY99 can use it as a voice
element. The assignment of samples to a waveform
is thus the crucial step which allows you to make
use of sample data in an SY99 voice.

A sample voice: The process of creating a voice us-
ing sampled sound data may thus be divided mto
three fundamental steps: (1) loading samples
into memory: (2) editing the samples and
assigning them to a waveform; and finally, {3)
editing the voice. In this appendix we would Jike
to focus on the second step, the assignment of
samples as waveforms. The simplified example
that Tollows outlines the basic features of this
process.

1. Load the samples to be used into to sample
RAM area.

You can load samples into the sample RAM
area using Sample utility job 03 Lead from disk,
or via MIDI sample dump. Say, for example, you
wish to create a voice using three piano samples
which were sampled at different locations ol the
keyboard.

Select a voice and set the voice mode,

The next step is to prepare the voice which will
use the sample data as a waveform. Begin by
choosing voice memory I-A01 and sctiing the
volce mode to Mode 6 (1AWM poly). This step
corresponds to step 1 of the procedure described
in Using RCM hiyvbrid synthesis, above.

Initialize the volce common and clement datta.
Initialize both the voice common data and the
AWM clement, as outhned 1n steps 2 and 3 of
the procedure described in Using RCM hvbhrid
synthesis, above.

IMITIALIZE VIICE

ARE YOU SURE 7

Mes ar Moo

You will notice that the wavefonn assigned 1o
this voice is now a simple triangle wave, presct
wavetorm 2-64.

4. Select an internal wavelorm.

(JTuMP #2506)
(JUMP #257)

From: Voice edit

Select: 02:WaveSet

Press: 14 (Intr)

Select: Inuni | INT-WAVE

AWM WHUEFDREM
UOICE=I -AAl

Wave form
Freduensd Mods
Fredusncd Fine

SET . 257
(A1 BPIRacks ¢E1/RkMY

Inirnl L TNTHEUE
o ma

+ B8

1]

SHMFLE DIRECTORY =27
: Bg: ——-—-= a1
[0 11c \rs —————-

83! PianoHi S

g~ B}

HS5 D ———— 1H) ——————

& hd Dz Lol

Frel FreZ Card Intr Edit

When you have completed the load procedure,
the sample directory might appear as shown
above.
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In this step, you can assign an internal wave-
form tor the AWM element of your voice. Since
vou have not assigned any sample data to this
wavetorm yet, pressing a key will produce no
sound.



5. Select the samples vou wish to assign to the
wavelorm.
Press: 18 (Edit)
Select: samples 1 through 3
You will use all three of the samples which you
loaded in this wavetorm. Select them by entering
01 in the “From” column and a 03 in the “To”
column. (All of the samples used in a waveform
must have consecutive numbers.)
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You may wish to change the sample’s volume,
fine tune its pitch, or alter its loop type and
mode. (Depending on the sample, altering the
loop mode can produce some nteresting etfects!)

SEMPLE IHTH

Samle 2 A1 Fianolow (16kiti33.3kHz>
Uolume = 1§
Fitch = + A
Lo = Forward Look
Mode = MHormal

WRUVEFORM EDIT

50
Wavefarn name F e T2
] N =LIHU (2B B3
Thit Hame Smi]

Hame R=dn NELE

You can also change the name of the waveform
at this point by pressing £7 (Name),

6. Assign each sample to o range ol keys.
Press: '8 (Smpl)
Assign: the keyboard range for cach sample.

You will want to assign a different keyboard
range for each of the samples. The range you
choose will depend largely on the note bias of
the sample itself. For the purpose of this
example, we have assigned the sample
PianoLow to keys C#-2 through BI, PlanoMid to
C2 through B4, and PianoHi to C5 through G8.

SHMPLE ASSIGH
Wavetform @ @1 PIAND 81
Cridinal Low ked Hidgh ked
F g CH#H-2 Bl
C 3 c 2 E 4
C e [ 3=
A ¥ Hzme 2t Lata

(When overlapping ranges are assigned. the
sample with the lower number is given priority.)

7. Ldit the parameters for cach sample.

Move: the cursor to a sample vou wish to edil.
Press: F8 (Data)
Edit: the volume, pitch, loop type. and loop
mode for the sample.

To edit a ditferent sample, press F7 {(Asgn),
move the cursor 1o a different sample, and press
F§ (Data) once again.

¥. Edit the voice.

This completes the assignment of tones to the
waveform. When vou are satisfied with your
settings. press BEXIT three or four times to return
to voice edit mode. Try changing the voice’s
other paramcters and adding effects to the
sound.

Other possibilities: The preceding example illus -
trated the preparation of a simple, one-element
voice, showing how several samples can be
assigned across the kevboard. This helps to
overcome the sample’s note bias and account for
the changes 1n an instrument’s tone which
accompany changes in pitch. You are of course
not limited to only three samples; a greater
number of sumples will result in greater realism,
and may well be worth the effort.

You can use the same method to produced
split keyboards which feature the sounds of two
different instruments. Moreover, as with any of
the SY99’s preset waveforms, combination with
additional AWM or AFM elements can produce
interesting and cxciting sounds. By letting you
select the basic waveform ingredients and then
combine them with other digital elements and
effects, the SYY9 brings vyou closer to
“customized sound” than ever before!
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Using the master control functions

The SY99’s master control utility is a flexible fea-
ture that allows you to control a number of digital
instruments which are connected to the SY99 in a
MIDI system. The SY99 is capable of sending con-
trol signals on four channels simultaneously, mean-
ing that a virtually unlimited variety of system
arrangements can be accommodated.

Editing control setups: The most basic use of this
feature would be to change the program memory
selections of MIDI devices connected to the
SY99. Let’s say, tor example, that you have a
multi-timbral tone generator which is receiving
song data on channels 5 through 8. To select
different program memories for each of thesc
channels, you could use the master control func-
tion to transmit information such as the following
from the SY99:

Zone MIDI-i | MIDI-2 | MIDI-3 | MIDi-4
Transmit channel 5 6 7 8
Banksebc! oﬁrr off e off off
Program change: 1 0 12 - 14 | 771 6v~

To use the master control function in this way, you
must first program a master control setup with this
information. The procedure for doing this is as
follows:

1. Select a master control setup to edit.

Press: UTILITY

Press: F7 (Mstr)

Select: 01:Controller Select

Move: the cursor to control setup 01.
Press: ENTER to activate the setup.
You must select a control setup before you can
edit it. (The “Edit” label for F8 does not appear
on the display otherwise.)

(JUMP #831)
(JUMP #832)

Notice when you select the control setup that
the LED above corresponding memory select
switch lights and the name of the setup is
displayed in reverse.

2. Inmitialize the control setup.
Press: Fg (Edit)
Press: F4 (Init)
The controller edit display will appear when you
press F8 (Edit).

(JUMP #833)

1iNormal 1Ug=————————rmo o 333
MIDI-1 ﬂH!J -2 0
Tch., Usl. HfL 1 1 s
Rank Sel. PC# off off aff off
Vol. MOR. wes| off off + B} off off + @
NHote Limit cC -2 G323 c -2 G.3
Lhs Limit i 127 1 127
-4 Trit MName Fule Solo DUir

Press F4 (Init) to initialize the controller settings.
3. Edit the control setup.

Input the values given for zones 1 and 2 in the
table above, as shown here:

liNormasl {Ue=—————— o 333

MIDI-1 0N MIDI-2 QFF

Teh, Tel, ATL S 1 1 [ 1 1
Bank Sel. PC# aff 18 off [ 12

Wal, MDR. Krs| off off + @ off off + &
Note Limit c-2 68 C -2 G 3
1= Limit ) 127 i 157
-4 Init Mame Mute Solo Lir

CONTROLLER SELECT 32
lﬂﬁmmllu&'fi SiMadrT chrd 1
23 Marm 4z EiMinrT chid
JtKed  arlit TiThh chirdd
d:llzlo =elit 2 Tsusd chrd

Strt Cont Stop Mute Sole Edit
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When you are done entering the values for
zones | and 2, press ¥2 (3-4) to enter the values
for zones 3 and 4.

LiMormal lVe=————roommm 934
MIDI-3 OFF MIINI-4 OFF
Tch., U=i. AfL i 1 1 g 1 1
Bank Sel. PCH af f 14 off W
Uzl, MIOR. <Ps| off off + @) off off + 0@
Hiote Limit c-2 68 | C-Z2 G8
=] 1t il 127 1 13T
I-4 Ihit Mame Mute Solo Lk




4. Name and save the control setup.

Press: F5 (Name)
Change: the name of the setup.
Press: EXIT to return to the Controller Select
display. (JUMP #832)
Exit: to Utility mode to save the setup.
You can save the control setup to disk as part of
an “All Data” or “Synthesizer All” fite.

Using control setups: The master control feature is
useful because it allows you to make several
changes in a MIDI system simultaneously. You
will find this capability particularly convenient
if you perform live, as it will allow you to effect
system changes smoothly, without interrupting
the flow of performance.

To activate a control setup from Voice or
Multi play mode, press F6 (Mstr). Then move
the cursor to the setup you wish to activate, and
press ENTER. To de-activate the setup, press
ENTER once again.

Of course, the SY99's keyboard responds
normally to notes you play while the Controller
Select display is showing, so you can use the
master control functions to change your system
setup even while you are performing.

Advanced applications: The most basic application
of the master control function, illustrated above,
involves assigning a different channel and pro-
gram memory to each zone of the setup, as
shown above. You can use the master control
function in this manner when you wish to pre-
pare each channel to play a different sound — for
example, a string-like sound on channel S, a
brass-like sound on channel 6, and so on.
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However, the master control utility includes
additional features which allow for more subtle
applications. For example, you can use the
velocity limit parameter to limit the response of
external generators depending on the velocity
with which you hit the keyboard. To do so, you
might edit a control setup as follows:

Zone: MIDI-1 MIDI-2 | MIDI-3 | MIDI-4
Transmit channel: 5 6 7 8
_Bank select: off off off off
Program change: 20 22 24 26
Velocity limit: 1-64 65-96 | 97-112 [ 113-127

With a setup such as this, the tone generator
receiving on channel 5 would play the voice
assigned to program 20 only when you play the keys
gently. If you hit the keys harder, the tone generator
receiving on channel 6 will play program 22, and so
on.

If each of the voices used represent different
shadings of the same sound - slightly different piano
sounds, for instance — then such a setup could be
used to simulate the subtle tonal changes of an
acoustic instrument. On the other hand, you can
assign totally different voices to different velocities,
to create some very unusual effects.

The note Iimit feature can be used in a similar
manner, to assign external tone generators to the
SY99’s keyboard in “split keyboard” fashion.
Another interesting application of the master con-
troller function, involving use of the MIDI Data
Recorder utility, is described in the following
appendix. As you can see, the possibilities pre-
sented by the master control function are limitless.
With a little experimentation, you will find many
“tricky” ways to combine these features, maximiz-
ing the flexibility of your MIDI system.

315



APPENDIX

Using the MDR functions

You will probably use the SY99’s disk drive most
often to save voice, multi, sequencer, and setup data
from the SY99 on a floppy disk. In addition to these
more obvious uses of the disk drive, however, the
MIDI1 data recorder utility allows you to save bulk
data from other MIDI devices, such as tone genera-
tors or rhythm programmers.

By making the most of the SY99’s disk drive,
you can use the SY99 to perform all of the functions
that would normally be performed by a stand-alonc
sequencer or personal computer. What’s more, if
you combine these functions with the SY99’s mas-
ter control utility, the SY99 can be adapted to a
wide variety of uses, serving as the core of an ex-
tended MIDI system.

Basic application: The fundamental MDR opera-
tions have been explained in the description of
the MIDI Data Recorder utility (page 279). To
perform any of these operations, you must first
press UTILITY to enter Utility mode. then press
F6 (MDR) to display the MDR utility job direc-
tory (if it 1s not already showing).

The basic MDR procedure consists of two steps:

1. Use job 0Z2:Input to input data to the SY99 from
an external device via MIDI bulk dump.

2. Use job 04:Save to disk to save the data to a
floppy disk using the SY99’s floppy disk drive.
Data will be retained in the MDR memory area
even if the SY99’s power is turned off; however,
it is a good 1dea to save it to a disk in case you
accidentally erase it by inpurtting other bulk data.

You can return the data to the external
device for use by simply reversing the above
procedure:

3. Use job 03:Load from disk to load MDR data
into the SY99 from a floppy disk.

4. Use job 0/:Qutput to output data from the SY99
to the external device.

These two step procedures naturally take
more time than it would require to load or save
the same data using data cards. The advantage
of this method lies in cost, as disks rtend to be
less expensive than data cards. However, some
people may find that a little speed is worth the
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added cost; in the end, 1t 1s & matter of personal
laste.

Advanced applications: The MDR functions be-
come most convenient when used in combination
with the SY99’s master control utility. Taken
together, these two functions allow the SY99 (o
adapt flexibly to a variety of MIDI system con-
figurations. Of course, it is impossible to de-
scribe all of the possibilities these functions
permit. A single suggestion is presented here to
ger you started.

Imagine using the SY99 as the core of a
MIDI system used for live performance, such as
that shown below:

MIDI MIDI MIDf MIDI
ouT No o THRU N

[_sves ] Fﬁ% o |

You have connected the SY99 to a tone
generator and a rthythm programmer. The SY99
transmits sequencer data to the tonc generator
on several channels, while the rhythm
programmer plays rhythm patterns in synch with
the SY99’s rhythm voice.

You are to perform ten songs using this
setup: but since the songs all involve detailed
drum parts, the rhythm programmer can hold
enough data for only five songs at one time. Tt
will therefore be necessary to load new data to
the rhythm programmer before the sixth song. At
the same time. you would like to load some new
voices to the tone generator for use in the next
five songs.

To effect these changes using data cards,
you would have to insert cards to both the tone
generator and the rhythm programmer, and then
perform the necessary load operations. This
could take a while; but the SY99's MDR and
master control utilitics allow you to perform
these both of these tasks from the SY99's con-
sole, with the press of a couple buttons!



Prepare the data to be loaded:

A. Input sequence data for the second set of
five songs from the rhythm programmer to
the SY99 and save it to disk.

B. Input voice data from the tone generator to
the SY99 and save it to disk.

Prepare the master control setup:

A. Set the transmit channel for zone 1 to the
rhythm programmer’s receive channel, and
the transmit channel for zone 2 to the tone
generator’s receive channel.

B. Set the number of the MDR data set to be
transmitted to each zone when the control
setup is activated.

C. Set any initial messages you may want to
transmit (such as bank select/program
change for the tone generator) when the
control setup is selected.

D. When vou are satisfied with your settings,
save the control setup to disk. It may be
convenient to save the setup, together with
the SY99 voice, multi, and sequencer data to
be used, as part of an “All Data” file.

Before performance, load all data to the SY99:

A. Load all synthesizer, sequencer, and setup
data to the SYY9.

B. Load the rhythm machine and tone generator
data to the SY99’s MDR memory area, us-
ing the memory numbers you specified in the
control setup.
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4. During performance, activate the control setup
before the sixth song.
A. The MDR data specified will be transmitted

to the rhythm programmer and tone genera-
tor.

. Bank select, program change, and other ini-

tial messages will be transmitted to the
external devices as specified.

In this way, you can change the setup of a
large number of MIDI instruments in an
instant, by pressing only a few switches on
the SY99’s panel. And if you think this func-
tion saves time when only two external de-
vices are connected to the SY99, you can
imagine how convenient it will be with an
even larger system!.

Nor is this the only possible use of these
functions. With a little ingenuity and experi-
mentation you are sure to find even more
innovative uses for these flexible and handy
functions.

317




APPENDIX

Error messages

MIDI

MIDI buffer full !
When the SY99 attempted to receive or transmit
a large amount of MIDI data, its handling capac-
ity was exceeded.

MIDI data error !
An error occurred when receiving MIDI data.

MIDI checksum error !
An error occurred when receiving bulk data.

Data empty !
Sequence data (bulk) was received, but the
message contained no data.

Bulk rejected; sample exists !
An unoccupied sample number could not be
found, so the bulk sample data was not received.

Song memory full !
When receiving sequence data (bulk), the inter-
nal memory capacity was exceeded, and not all
the data was received.

Device number is off !
Since the device number is off, bulk data cannot
be transmitted or received.

Device number mismatch !
Since the device numbers did not match, the bulk
data was not received.

Bulk canceled !
While receiving or transmitting bulk data, EXTT
was pressed to abort the operation.

Data card

Data card not ready !
The data card is not correctly inserted into the
slot.

Card protected !
Since the memory protect switch of the card is
on, data cannot be saved to the card.

lllegal format !
The card is the wrong format.

318

Verify error !
The data was not correctly saved.

lllegal size !
The data card is not of the 64 Kbyte variety ac-
cepted by the SY99.
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Wave card

Wave card not ready !
The wave card 1s not correctly nserted into the
slot.

Different wave card (ID= ) !
The wave card which is inserted 1s not the one
used by the voice or multi.

|ID Number mismatch !
A multi includes voices which use two or more
wave cards.

Disk not ready !
The disk is not correctly inserted into the disk
drive.

lilegal change !
During the backup operation, the original and
back up disks were inserted in the wrong order.

lllegal disk !
The data in the disk is faulty.

Bad disk !
The disk s faulty.

File not found !
The file was not found.

Write protected !
The disk is write protected.

Disk full !

There is no more memory available on the disk.

Directory full !
The directory area on the disk is full, and new
files cannot be created.

Media type error !
The disk is the wrong type.

IHegal file !
The file is not for the SY99.

Song memory full !
The sequencer memory 1s full.

Sample memory full !
The sample memory area is full.

MDR memory full !
The MDR memory area is full.

Sequencer and display

Please stop sequencer !
The sequencer cannot play during disk or card
loading or saving, during bulk data transmission,
or during master control setting.

lilegal time !
You attempted to execute the Get Pattern oper-
ation, but the time signature was incorrect.

Range is exceeded !
The parameter you specified in an edit job is be-
yond the valid range.

Data not found !
When you executed the Search Part operation in
Chain Pattern, the specified data was not found.

319




APPENDIX

lllegal input !
You attempted to enter an invalid data value in
Edit Insert mode.

Internal buffer full !
More sequence data was played back than could
be sounded.

Battery

Change internal battery !
The internal backup battery needs to be re-
placed.

Change wave BAT !
The backup battery for the internal MDR/sample
RAM area or an expansion memory board (as
specified in the message) needs to be replaced.

Change card battery !
The card backup battery needs to be replaced.

Other

Use bank D!
The voice must be stored in bank D.

Only C1-C6 data valid !
You are attempting to save a drum voice to bank
A, B, or C. Only the data for notes C1 through
C6 will be saved as a result of this operation.
Save the voice to bank D if you wish to save the
data for all notes EQ through G6.

iliegal mark !
You attempted to mark a display page while
using the compare function.

Use bank A-C !
The voice must be stored in bank A, B, or C.

Sample

Please allocate sample memory !
You attempted to enter Sample utility mode, but
no memory has been allocated for sample use.
Please use the System utility memory allocate
function to allocate memory for sample use.

Not enough memory for sample !
You attempted to reduce the memory area allo-
cated for sample use beyond the minimum
required by currently existing samples. Please
initialize the sample memory or delete samples
before attemnpting to reduce the amount of MDR/
sample RAM allocated for sample uvse.

320

Sample data not exists !
You attempted copy or save sample data from a
sample number which does not contain any data.

Sample data protected !
Copy-protected sample data may not be saved
to disk or transmitted via MIDI dump.




Over internal waveform number !
You attempted to load a number of waveforms
exceeding the internal memory maximum of 64,

APPENDIX

Over sample number !

You attempted to load a number of samples
exceeding the internal memory maximum of 99.

MDR

Please allocate MDR memory !
You attempted to enter Sample utility mode, but
no memory has been allocated for MDR use.
Please use the System utility memory allocate
function to allocate memory for MDR use.

Not enough memory for MDR !
You attempted to reduce the memory area allo-
cated for MDR use beyond the minimum
required by currently existing MDR data. Please
mitialize the MDR memory or delete MDR data
before attempting to reduce the amount of MDR/
sample RAM allocated for MDR use.

MDR data already exists !
You attempted to input data to an MDR number
already occupied by data. Please choose a dif-
ferent MDR number as the destination for
incoming data.

MDR data not found !
You attempted to output data from an empty
MDR number.
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Disk filename extensions

The files saved to disk by the SY99 are automati -
cally given the following filename extensions.
Although filename extensions are not usually dis-
played by the SY99, they will be visible when you
load disk data using Disk utility 2.Load from disk
and select data type “10:Other seq”, or if you read
SY99 disks using a personal computer.

TO1-T99 SY99 all data

JOI-199 SY99 synthesizer all data

K01-K99 SY99 sequencer all

WO01-W99  SY99 sample

C01-C99 SY99 card

BO1-B99 SY99 MDR

MOI-M99  SY99 1 song (KSEQ)

LOI-L99 SY99 ESEQ

X01-X99 SY99 Standard MIDI File (format 0)

The following filename extensions are used by
Yamaha digital music products as of March 1990,

AO01-AY9 V50 “SEQ” file
QXS5FD song file
SY77 NSEQ
BOI-B99 DX7{11] MDR data
V50 MDR file
QX3 bulk file
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CO1-C99

DO1-D99
E01--E99
FO1-F99
101-199

J01-J99
K01-K99
LO1-L99
MO1-M99
PO1-P99
ROI-R99
S01-599

TO1-T99

Uo1-099
V01-V99

WOI-W99
SYS

DX7[1I] cartridge data
Va0 CARD file

QX3 play chain file

QX3 bulk chain file
TX16W filter file
DX7[II] internal data (voice + perfor-
mance + system)

V50 SYN file

SY77 synthesizer all data
SY77 sequencer all
SY77 ESEQ

SY77 KSEQ

QX3 song file (play file)
V50 RSEQ file

QX3 setup file

TX16W sctup file
TX16W filter table
SY77 all data

TX16W performance file
V30 ALL file

TX16W voice file
TX16W wave file
TX16W system file
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About the Standard MIDI File Format

The Standard MIDI File Format is a standard which
has recently been implemented by a number of
software and hardware makers. This standardized
format allows song data to be transferred easily
between different sequencers — even between
sequencers made by different manufacturers.

The SY99 supports two Standard MIDI File
types, known as format 0 and format 1. In the
former type, all sequencer data is recorded as a
single track, which may include data for more than
one MIDI channel. In the latter, an unlimited number
of tracks may be used, each of which may contain
data for more than one channel. The SY99 is capable
of loading data saved in either of these formats,
Data saved by the SY99 using the Standard MIDI
File format will be saved as format 0.

Loading data: To load sequencer data saved in a
Standard MIDI File format, select load operation
type [0:0Other Seq from the Load from disk job
directory. The file to be loaded must meet the
following conditions:
¢ The file must be loaded from a disk formatted
by the SY99, or from a 3.5 inch 2DD floppy
disk in MS-DOS® or PC-DOS® formar.
(Refer to the paragraph titled Acceptable
disk formuars, below.)

® [t must have been saved as Standard MIDI
File format O or format 1. Files saved using
standard MIDI file format 2 cannot be
loaded.

¢ The MIDI clock must be used as the basic
clock.

® The file must have a resolution of 1/96, 192,
288, 384, 480 of a quarter note.

When a format 0 file is loaded, the data for each
MIDI channel is loaded to the corresponding
track (channel 1 to Track 1, channel 2 to Track 2,
and so on). Only data for channels 1 through 15
is loaded, however; any data for channel 16 will
be ignored. Tempo change messages and similar
information are all loaded to Track 1.

When a format 1 file is loaded, data for the
track containing tempo change messages and
other “conductor” information is loaded to the
SY99 as Track 1. Data for other tracks are
loaded in sequence. It will therefore be neces-
sary to reset the channel assignments for each
track when loading is complete.

All data loaded to a single track in this way
will be transmitted by the SY99 on a single
channel. For this reason, even if one track of a
format 1 file contains data for two or more MIDI
channels, all this data will be played back by the
SY99 using a single channel. Since this may
mean that sequencer parts may not play back as
desired, we recommend that format O be used for
the transfer of data whenever possible.

No exclusive data is loaded from Standard
MIDI Files of either format type.

Saving data: Data may be saved in standard MIDI
file format to any of the disk types described in
Acceptable disk formars, below. To save se-
quencer data in Standard MIDI File format,
select save operation type 06:MIDI File from
the Save to disk job directory. The data for each
track is saved to the corresponding MIDI chan-
nel (Track 1 to channel 1, Track 2 to channel 2,
and so on). No exclusive data 1s saved when
this format is used.

Files saved using the Standard MIDI File
format are given a file extension .X01 through
.X99, which allows the SY99 to recognize the
file’s format. Other programs, however, may not
be able to recognize the file as a Standard MIDI
File unless the .MID extension is used; when
transferring data saved by the SY99 to another
device where it will be used by such a program,
you should first rename the file using a personal
computer or other means.
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Acceptable disk formats: Standard MIDI Files
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may of course be saved to or loaded from disks
formatted by the SY99. Disks formatted by a
personal computer may also be used, as long as
they are 2DD disks in MS-DOS® or PC-DOS®
format. Disks formatted by an Apple
Macintosh® may used as long as they are
formatted using a SuperDrive or other disk drive
device capable of formatting a disk in MS-
DOS® formar.

To use Standard MIDI Files saved by the
SY99 on an Apple Macintosh®, use ResEdit or
a similar utility to change the file type attribute
to that of a MIDI file.

MS-DOS® is a registered trademark of Microsoft
Corporation.

PS-DOS® is q registered trademark of International
Business Machines Corporation.

Macintosh® is a registered trademark of Apple
Computer, Inc.



APPENDIX

Expansion memory boards

Users who enjoy capitalizing on the SY99’s ability
to load in sample data will be happy to know that
the SY99 features five expansion slots which allow
the size of the MDR/sample RAM area to be
expanded to a maximum of 3 Mbytes (1.5 Mwords)
using optional expansion memory boards (Model
SYEMBO05).

Each expansion memory board adds 512 kbytes
to the amount of MDR/sample memory available,
and is designed to be easily installed by the user.

Please note the fact that these boards can only
be used as sample memory. The amount of memory
that can be allocated for use by the MIDI data
recorder is limited to 512 Kbytes, and cannot be
expanded using expansion boards. The following
chart shows the minimum and maximum amounts of
sample memory that each board makes available:

Boards Minimum Maximum
(MDR = 512 Kbytes) {MDR = 0 Kbytes)
0 0 Khytes 512 Kbytes
1 512 Kbytes 1 Mbyle
2 1 Mbyte 1.5 Mbytes
3 1.5 Mbyte 2 Mbytes
4 2 Mbyte 2.5 Mbytes
5 2.5 Mbyte 3 Mbytes

Complete instructions for installing and initializing
expansion memory are included with the expansion

boards.
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Specifications

Tone generator: Realtime Convolution and Modu-
lation (RCM)
AWM?2: 16 bit linear waveform data, maximum
48 kHz sampling frequency
AFM: 6 operators, 45 algorithms, 3 feedback
loops, 16 waveforms, modulation from AWM
output
Filter: Time variant IIR (infinite impulse re-
sponse) digital filters, 2 filters for each element
(maximum of 8 filters per voice)
Maximum simultaneous notes: 16 (Voice mode),
32 (Multi mode)
Maximum simultaneous timbres: 1 (Voice
mode), 16 (Multi mode)
Note assignment: Last note priority, DVA
(dynamic voice allocation)

Keyboard: 76 notes, key velocity sensitivity, chan-
nel aftertouch (with zoned aftertouch)

DSP effects: 2 units, 63 effect types

Sequencer:
Tracks: 16 (15 tracks + 1 pattern track)
Songs: 10
Resolution: 1/96 of a quarter note (for internal
clock), 1/24 of a quarter note (for MIDI sync)
Maximum simultaneous notes: 32
Capacity: approximately 27,000 notes
Patterns: 99
Recording: realtime/step/punch in

Memory:
Preset memory: 128 voices, 16 multis
Internal memory: 64 voices, 16 multis
Waveform memory: 4 Mwords (8 Mbytes), 267
sounds
MDR/sample memory: 512 kbytes
(expandable to 3 Mbytes)
Card slots: synthesizer data x 1, waveform data
x 1
Disk: 3.5" floppy disk drive
(720 kbyte formatted)
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Controllers:
Wheels: PITCH, MODULATION 1, MODU-
LATION 2
Slider: OUTPUT 1, OUTPUT 2, DATA ENTRY
Knobs: 1.CD contrast, click volume
Dial: data entry dial
Panel switches; MODE x 5, EDIT/COMPARE,
COPY/SAVE, EF.BYPASS, SEQUENCER x 7,
SHIFT, function x 8, EXIT, PAGE «bp,
JUMP/MARK, cursor av<ap, —1/NO, +1/YES,
numeric keypad 0-9, ENTER, B MEMORY x
4, BANK x 4, voice select x 16,

Display:
LLCD: 240 x 64 pixels (with backlight)
LED: red x 11, red/green x 21

Terminals:
Audio output: OUTPUT 1 (L/MONO, R), OUT-
PUT 2 (L, R), PHONES
Controller: BREATH, FOOT VOLUME, FOOT
CONTROLLER, SUSTAIN, FOOT SWITCH
MIDI: IN, OUT, THRU

Power requirements:
US & Canadian models: 120V
General model: 220-240V

Power consumption:
US & Canadian model: 35W
General model: 35W

Dimensions:
1254(W) x 407(D) x 120(H) mm
4" 1-3/8" x 1'4" x 4-3/8™)

Weight: 19.6 kg (43 lbs 3 o0z)
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Index

—1/+1 keys 21, 28

Absolute data, how to enter 30

Accent level, of F1-F4 in step record mode 206

Advanced Frequency Modulation, sce AFM

Advanced Wave Memory, see AWM

AFM, block diagram of element 38, copy element
135, edit jobs 134, filter 149, in RCM hybrid
synthesis 10, initialize element 132, LFO (main)
146, LFO (sub) 147, oscillator 139, output 144,
‘pitch EG 148, sixteen types of AFM waveforms
140, in voices 12, used as AWM waveform 157

Algorithm, an arrangement of six operators 57, chart
300, free 138, form 136, external input 138, input
level 139, select 135

Alternate on/off in a drum voice 77, 173

Append song 214

Appendix 291

Attack, adjusting the 72

Auto-store, see Store

AWM, block diagram of element 54, copy element
156, edit jobs 156, EG 163, filter 169, LFO 167,
in RCM hybrid synthesis 10, list of waveforms
158, output 165, sensitivity 166, pitch EG 168,
nitialize element 170, in voices 12, input to an
AFM algorithm 138

Backup disk 272

Band Pass Filter (BPF) 151

BANK keys 21

Bank select messages 88, 182

Beat/Clock, see Clock/Beat

Break point, see Scaling

BREATH jack 22

Bulk data, receiving 261, transmitting 260

Bulk dump, MDR input 281, MDR output 280,
sample dump 276

Card, format 263, load from data card 262, load from
wave card 264, save to data card 263, utility job
directory 262

Chain pattern 39, 212

Change, data in song edit mode 44, 209

Channel, settings 258, of a multi, how to select 36

Character data, how to enter 30

Clear, pattern 247, song 217

Click, in pattern mode 236, in song mode 201

CLICK VOLUME knob 22

Clock, move 224

Clock/Beat, displayed when editing 229

Common data, job directory 96

Compare, multi 187, voice 60, 93,

Complex waveforms, produced by FM 56

Confirm, edit 255

Connections, audio 4

CONTRAST knob 22

Controller, how to use 70, set (voice common data)
127-131, set (drum voice) 176, specify the con-
trol number transmitted by the assignable 254,
view 87

Controller select, see Master control utility

Controller edit, see Master control utility

COPY key 18

Copy, AFM element 135, AWM element 156, filter
150, measure 224, multi 182, operator 136, pat-
tern 242, part in the pattern track 213, sample
276, song 215, track 216, voice 87

Correct the timing of recorded data, see Quantize

Create measure 226

Crescendo 221

Cursor keys 21, 28

Curve, velocity, see Velocity set

Cut song, 215

Data, how to enter 28

Data card, see Card

DATA card slot 18

Data change and insert modes, song edit 44, 209-
211

DATA ENTRY slider 21, 29

DATA ENTRY wheel 21, 29

Delete, file 273, measure 225, part from the pattern
213, sample 275, track 227

Demo disk songs, how to load and play 6

Detune, element 97

Device number 259

Directory, job 24, multi 181, sample 275, song 232,
voice 86

Disk drive 18
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Disk, backup 272, format 271, how to load and play
the demo 6, load data 266, load MDR data 282,
load sample 277, save data 268, save MDR data
282, save sample 277, save type 274, status
263, utility job directory 265

Drum voice 53, controller set 175, consists of 76
percussive sounds 13, edit job directories 64,
149, effect 151, how to edit 78, initialize 176,
mode 95, name 176, preset layouts 300, recall
177, volume 172, wave data set initialize 176,
wave data set 173

DSP, see Effects

Dynamic pan, see Pan

EDIT/COMPARE key 18

Edit, confirm on/off 255, modes 24, multi 185, multi
jobs 187, pattern 241, pattern jobs 242, sample
161, sequence editing jobs 17, song 44, 208,
song jobs 48, 214, 218, song (graph) 208, song
(data change) 209, song (data insert) 210, voice
60, 91

EFFECT BYPASS key 18

Effect, copy from another voice 105, two DSP units
14, mode select 106, realtime control 123, selec-
tion 108, set 104, settings for a multi 37, 192

EG, AFM operator 142, 143, AFM pitch 148, AWM
163, AWM pitch 168, filter cutoff 153

EG bias, controller set 130

Element, copy AFM 135, copy AWM 156, detune
97, level 96, note limit 97, note shift 97, pan 99,
select 94, turn off unwanted 66, 94, velocity limit
98, voice consists of one, two, or four 12

Entering data 28

Erase, event 223, measure 225, track 227

Error messages 318

Event, erase 223, receive 228

EXIT key 19

Expansion memory boards 256, 325

External input, into an AFM algorithm 138

FM, synthesis, the basics of 56

FOOT CONTROLLER jack 22

FOOT SWITCH jack 23

FOOT VOLUME jack 22

Feedback, algorithm 136

File (disk), delete 273, filename extensions 322,
name when saving 271, rename 272, Standard
MIDI File Format 323
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Filter, AFM 149, AWM 169, copy 150, cutoff EG
153, cutoff frequency 150, cutoff scaling 152, two
provided for each element 14, ways to control 67,
what is a 66

Fixed velocity transmitted by keyboard 253

Form, algorithm 136

Format, card 263, disk 48, 271

Free Algorithm 138

Frequency, filter cutoff 150, mode of AFM oscillator
139

Front panel 18-21

Function keys 19, to select jobs 25, to select
marked pages 27

Gate time, modify 219

Get pattern from a track 243
Graph song editing mode 44, 208
Greeting message 255

Group, output of each element 103

High Pass Filter (HPF) 151, effect parameter 108
Hybrid synthesis, about RCM 10, how to create
voices using RCM synthesis 310

Initialize, AFM element 154, AWM element 170,
drum voice 176, MDR memory 283, multi 194,
sample memory 278, voice common 132

Input MDR data 281

Input level, algorithm 139

Insert, data in song edit mode 44, 210, a part in the
pattern track 213

Internal voices, expalnation 297

Introducing the SY99 3

Job directories 24, AFM element edit 134, AWM
element edit 156, card utility 262, common data
edit 96, disk utility 265, drum set edit 172, mas-
ter control utility 284, MDR utility 279, MIDI
utility 258, multi edit 187, pattern edit 242, pat-
tern setup 245, sample utility 275, song edit 214,
218, song setup 228, system utility 252

JUMP/MARK key 21

Jump function 26

Keyboard 18, transmit channel of 258, velocity
transmitted by 253

LCD (Liquid Crystal Display) 18
Level, element 96



LFO (Low Frequency Oscillator), AFM main 46,
AFM sub 147, AWM 167, used to create vibrato
68

Limit, element note and velocity 98, master control
note limit and velocity 285, 315

Load, demo disk songs 6, from data card 262, file
from disk 266, MDR data from disk 282, sample
from disk 282, wave card 264

Local on/off 258

LOCATE key 19

Locate, marked position in song 202

Loop, AFM EG 141, 142, sample edit 162

Low Pass Filter (LPF) 151, effect parameter 108

Master control utility 284, chart 287, controller edit
285, controlier select 284, factory presets 286,
from Voice play mode 89, from Multi play mode
183, using 314

Master keyboard function, see Master control utility

MDR/sample memory, expansion memory boards
325, initialize MDR 283, initialize sample 278,
memory allocate 256

Memory allocate (MDR/sample memory) 256

MEMORY keys 21

MIDI IN, OUT, THRU terminals 22

MIDI control, of sequencer timing 197

MIDI data recorder (MDR), how to use 316,
initialize memory 283, input data 281, load data
from disk 282, output data 280, save data to disk
282, utility jobs 279

MIDI, bulk dumps 260, settings 258, utility jobs 258

Main modes, five 24

Marked pages, jumping to 27

Master tuning 252

Measure, copy 224, create 226, delete 225, erase
225

Message, bank select 88, 182, grecting 255, pro-
gram change 88, 182

Metronome, see Click

Micro tuning 124, copy 126, edit 125, name 127

Mix track 226

Mode select keys 18

Mode, effect 64, 106, five main 24, sample loop 163,
voice 52

Modity, gate time 219, velocity 220

Modulation, effect 123, controller set 128, wheels 18

Mono voice modes 95

Move clock 224

Multi, compare 187, copy 182, directory 181, edit job
directory 187, edit mode 1853, effect 37, 192,
explanation of 16, how to set up 36, initialize

APPENDIX

194, name 193, note shift 190, pan 191, play
mode 179, presets 299, recall 195, select 181,
store 187, voice select 188, voice output group
191, voice tuning 190, voice volume 189

Mute, master control channel 285, playback tracks
202

Name, drum voice 176, file (disk) 271, micro tuning
127, multi 193, pan 103, song 231, voice 131,
waveform 161

Noise, input to an algorithm 138

Normal voice, see Voice

Note capacity of sequencer , simultanecus 173

Note on/off {all, odd, or even) 258

Note shift, song edit job 223, voice element 97,
voice in multi 190

Note limit , element 98 |, master control 2835, 315

Numeric key pad 21, 30

Operator, copy 136, EG 142, on/off 135, output 144,
waveform and frequency 139-141

Oscillator, AFM 139

OUTPUT jacks 23

Output, AFM operator 144, AWM 165,

Output group select, voice common 103, voice in
multi 191

Output MDR data 280

Page, mark for JUMP function 27

PAGE keys 21, to move between jobs 25

PHONES jack 23

POWER switch 23

Pan, controller set 130, copy 101, edit 100, EG 102,
independent for each element 14, name 103,
select for each element 99, source 101, static
pan of voice in multi 191

Pattern recording, two methods of 17

Pattern, chain 212, clear 247, copy 242, edit mode
241, edit jobs 242, get 243, mode 233, how play
and edit modes are organized 235, how to place
in pattern track 39, play mode 236, put 243, put
chain 244, record 237, setup jobs 245, used in a
song 17, used to record rhythm sounds 38

Pitch EG, AFM 148, AWM 168

Pitch bend, controller set 127

Pitch wheel 18

Pitch, random 103

Play modes and edit modes 24

Play, pattern 236, song 201

Playback, select and mute tracks for 202

Polyphonic voice modes 95
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Polyphony, of AFM and AWM tone generators 13

Portamento 104

Power cable 23

Preset, drum layouts 300, multis 299, master control
setups 286, voice list 5, voice explanation 292,
waveform list 158

Program change, reception and transmission 259,
send while in voice play or multi play modes 88,
182

Program select keys 21

Punch-in recording 16, 42, song 205

Put, chain pattern 244, pattern 243

Quantize 219

Random pitch 103

Rate scaling, AFM EG 142, AWM EG 163

RCM hybrid synthesis 10, how to create voices
using 310

Realtime digital filter, see Filter

Realtime recording 16, 40, pattern 17, 238, song 204

Rear panel 22

Recall, drum voice 171, multt 1953, voice 131

Receive, channel for voice mode 2358, event 228

RECORD key 19

Record, pattern 237, pattern realtime 238, pattern
step 239, song 8, 203, song punch-in 205, song
realtime 204, song step 2006, three ways to 16

Relative tempo data 211

Rename disk file 272

Repeat marks, in a pattern 39, 212

Resonance 67, 151

Reverb, simple editing of 66

Rhythm pattern, see Pattern

RUNkey 19

Sample 160, assign as waveforms 162, directory
275, dump 276, edit 162, how to create voices
using 312, initialize memory 278, load from disk
271, save to disk 277, utility jobs 275

Save, card 263, disk 268, MDR data to disk 282,
sample to disk 282

Save type (SY99 or SY77) 274

Scaling, AFM rate 142, AFM output 144, filter cut-
off 152, AWM rate 163, AWM output 165

Select and play voices, how to 4

Send program change 88, 182

Sensttivity, AFM 145, AWM 166

Sequence, editing jobs 17, loading other types of
data 266, saving other types of data 269
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Sequencer, control keys 18, controls the tone
generator 34, explanation of 16, how to use the
33, transmit channel 230, 246, simultaneous note
capacity of 173, MIDI timing contro! 229

Setup and play, how to 4

Setup jobs, pattern 245, song 228

SHIFT key 19

Slider, data entry, see Data entry slider

Solo, master control channel 285

Song, append 214, clear 217, copy 215, cut 215,
directory 232, edit mode 208, how song play and
song edit modes are organized 199, how to edit
44, how to record 8, mode 197, name 231, play
mode 201, record 203, setup jobs 228, utility jobs
214,218

Standard MIDI File Format 323

Status, disk 265

Step record 16, pattern 17, 239, song 206, specify
F1-F4 accent levels for 206

STOP key 19

Store, multi 187, voice 74, 93

SUSTAIN jack 23

Switch lock 257

System utility jobs 217

Temperament, see Micro tuning

Tempo, relative (sequence data) 211

Thin out 222

Timing, correct for recorded data, see Quantize

Tone, simple ways to modify the 66

Tone generator and sequencer 34

Track, copy 216, erase 227, mix 226, sequencer 16,
35, select for playback 202

Transmit channel, keyboard 258, sequencer 230,
246, voice 86

Transpose 222

Tuning, master 252, micro 124, of voice in muiti 190

Tutorial, how to use the sequencer 35, how to edit a
voice 51, using RCM hybrid synthesis 310, using
samples to create a voice 312, using master
control utility 314, using the MDR utility 316

Utility, card 215, disk 265, master control 284, MDR
279, MIDI 258, mode 249, sample 275, system
252

Velocity, element limit 98, master control limit 285,
315, modify (of recorded song data) 220, set
(curve) 253

Velocity sensitivity, see Sensitivity

Vibrato, how to add 68



Voice, AFM and AWM 12, copy 87, directory 86,
drum 13, edit jobs 62, edit mode 91, explanation
of internal 297, explanation of presets 292, how
to edit 60, initialize 132, list of presets 5, mode
select 95, name 131, play mode 85, recall 133,
select 86, what is a 52

Voice (drum), see drum voice

Voice (in a multi), select 188, tuning 190, volume
189

VOLUME sliders 18

Volume, drum voice 172, element level 96, voice in
multi 189

Volume limit, controller set 130

APPENDIX

Wave card, see Card

WAVEFORM card slot 18

Waveform, assign samples to 160, AWM preset
158, edit 160, initialize 161, initialize sample
memory 278, name 161, sixteen types produced
by AFM operators 140

Wheel, data entry, see Data entry wheel

Zoned aftertouch 71, 127
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For details of products, please contact your nearest Yamaha or the Die Einzelheiten zu Produkten sind bei Ihrer unten aufgefiihrten

authorized distributor listed below.

Niederlassung und bei Yamaha Vertragshindlern in den jeweiligen
Bestimmungslandern erhaltlich.

Pour plus de détails sur les produits, veuillez-vous adresser 2 Yamaha
ou au distributeur le plus proche de vous figurant dans la liste suivante. Para detalles sobre productos, contacte su tienda Yamaha mas cercana

o el distribuidor autorizado que se lista debajo.

[ NORTH AMERICA

CANADA
Yamaha Canada Music Lid.
135 Milner Avenue, Scarborough, Ontario,
MI1S 3R1, Canada
Tel: 416-298-1311

US.A.
Yamaha Corporation of America
6600 Orangethorpe Ave., Buena Park, Calif. 90620,
US.A.
Tel: 7t4-522-9011

[ MIDDLE & SOUTH AMERICA

MEXICO
Yamaha De Mexico S.A. De C.V.,
Departamento de ventas
Javier Rojo Gomez No.1149, Col. Gpe Del
Moral, Deleg. lztapalapa, 09300 Mexico, D.F.
Tel: 686-00-33

BRASIL
Yamaha Musical Do Brasit LTDA.
Ave. Reboucas 2636, Sio Paulo, Brusil
Tel: 55-11 853-1377

PANAMA
Yamaha De Panama S.A.
Edificio Tnterseco, Calle Elvira Mendez no.10,
Piso 3, Oficina #1035, Ciudad de Panama, Panama
Tel: $07-69-5311

OTHER LATIN AMERICAN COUNTRIES
AND CARIBBEAN COUNTRIES
Yamaha Music Latin America Corp.
6101 Blue Lapgoon Drive, Miami, Florida 33126,
US.A.
Tel: 305-261-4111

EUROPE

THE UNITED KINGDOM
Yamaha-Kemble Musies (U.K.) Ltd.
Sherbourne Drive, Tilbrook, Milton Keynes,
MK7 8Bl., Engtand
Tel: 0908-366700

IRELAND
Danfay Limited
61D, Sallynoggin Road, Dun Laoghaire, Co. Dublin
Tel: 01-2859177

GERMANY/SWITZERLAND
Yamaha Europa GmbH.
Sicmensstrale 22-34, D-2084 Rellingen, F.R. of
CGermany
Tel: 04101-3030

AUSTRIA/HUNGARY/SLOVENIA/
ROMANIA/BULGARIA

Yamaha Music Austria GesmbH,
Schleiergasse 20, A-1100 Wien Austria
Tel: 0222-60203900

THE NETHERLANDS
Yamaha Music Benelux BV,
Verkoop Administratie
Kanaalweg 18G, 3526KI., Utrecht, The Netherlands
Tel: 030-828411

BELGIUM/LUXEMBOURG
Yamaha Music Benelux B.V.,
Brussels-office
Keiberg Imperiastraat 8, 1930 Zaventem, Belgium
Tel: 02-7258220

FRANCE | ASIA
Yamaha Musique France,
Division Instruments Electroniques et de Scéne HONG KONG
BP 70-77312 Marne-la-Valée Cedex 2, France Tom Lee Music Co., Ltd.
Tel: 01-64-61-4000 11I/F., Silvercord Tower 1, 30 Canton Road,
Tsimshatsui, Kowloon, Hong Kong
ITALY Tel: 730-1098 &
Yamaha Musica Italia S.P.A.,
Combo Division INDONESIA
Viale Italia 88, 20020 Lainale (Milano), Italy PT. Yamaha Music Ind ia(Distributor)
Tel: 02-935-771 PT. Nusantik
. Gedung Yamaha Music Center, Jalan Jend. Gatot
SPAIN Subroli Kav. 4, Jakarta 12930, Indonesia
Yamaha-Hazen Electronica Musical, S.A. Tel: 21-520-2577
Jorge Juan 30, 2800t, Madrid, Spain
Tel: 91-577-7270 KOREA
Cosmos Corporation
PORTUGAL #131-31, Neul;g-Dnng, Sungdong-Ku, Seoul
Valentim de Carvalho CI SA Korea
Estrada de Porto Szalvo, Pago de Arcos 2780 Oeiras, Tel: 02-466-0021~5
Portugal )
Tel: 01-443-3398/4030/1823 MALAYSIA
Yamaha Music Malaysia, Sdn., Bhd.
GREECE 16-28, Jalan SS 2/72., gemling Jaya, Selangor,
Philippe Nakas S.A. Malaysia
Navarinou Street 13, P.Code 10680, Athens, Greece Tel: 3-717-8977
Tel: 01-364-7111
PHILIPPINES
SWEDEN Yupangeo Music Corporation
Yamaha Scandinavia AB 339 Gil J. Puyat Avenue, P.O. BOX 885 MCPO,
JA. Wettergrens gata 1, Box 30053, 400 43 Makati, Metro Manila, Philippines
Goteborg, Sweden Tel: $19-7551
Tel: 031-496090
SINGAPORE
DENMARK Yamaha Music Asia Pte., Ltd.
Y8 Copenhagen Liaison Office Blk 17A Toa Payoh #01-190 Lorong 7
Finsensvej 86, DK-2000 Frederiksberg, Denmark Singapore 1231
Tel: 31-87 30 &8 Tel: 354-0133
FINLAND TAIWAN
Fazer Music Inc. Kung Hsue She Trading Co., Ltd.
Alcksanterinkatu 11, SF 00100 Helsinki, Finland No. 322, Section |, FuHsing S. Road,
Tel: 0435 011 Taipei 106, Taiwan. R.0.C.
NORWAY Tel: 02-709-1266
Narud Yamaha AS THAILAND
Dsterndalen 29, 1345 Psterds Siam Music Yamaha Co., Ltd.
Tel: 02-24 47 90 865 Phornprapha Building, Rama I Road,
ICELAND ?::UT;V;C;I;V ;’c:;gk(‘rk 10330, Thailand
Pall H. Palsson ST
P.O. Box 85, 121 Reykjavik, Iceland THE PEOPLE’S REPUBLIC OF CHINA
Tel: 01-19440 AND OTHER ASIAN COUNTRIES
EAST EUROPEAN COUNTRIES Yamaha Corporation,
{Except HUNGARY) International Marketing Division

Nakazawa-cho 10-1, Hamamatsu, Japan 430

Yamaha Europa GmbH. Tel: 053-460.2311

Siemensstrabe 22-34, D-2084 Rellingen, E.R. of

Germany
Tel: 04101-3030 [ OCEANIA
AUSTRALIA
AFRICA ] Yamaha Music Australia Pty, Ltd.
Yamaha Corporation, 17-33 Market Street, Scuth Melbourne, Vic. 3205,
International Marketing Division Australia
Nakazawa-cho 10-1, Hamamatsu, Japan 430 Tel: 3-699-2388
Tel: 053-460-2311 NEW ZEALAND
[ MIDDLE EAST ] Music Houses of N.Z. Ltd.
146/148 Captain Springs Road, Te Papapa, Auckland,
TURKEY/CYPRUS New Zealand
Yamaha Musique France, Division Export Tel: 9-634-0099
BP 70-77312 Marne-la-Valée Cedex 2, France
Tel: 01-64-61-4000 COUNTRIES AND TRUST
TERRITORIES IN PACIFIC OCEAN
OTHER COUNTRIES Yamaha Corporation,
Yamaha Corporation, International Marketing Division
International Marketing Division Nakazawa-cho 10-1, Hamamatsu, Japan 430
Nakazawa-cho 10-1, Hamamatsu, Japan 430 Tel: 053-460-2311

Tel: 053-460-2311

SY03

HEAD OFFICE Yamaha Corporation, Electronic Musical Instrument Division
Nakazawa-cho 10-1, Hamamatsu, Japan 430
Tel: 053-460-2445
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TAMAHS CORPORATION
Pl B 1, Hamamalsy, Japan
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