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Introduction

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

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

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

A wide variety of multisamples for infinite variations in sound

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

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

Multi-timbral tone generator compatible with multiple formats

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

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

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

bles

The NS$5R has a maximum polyphony of 64 notes, providing plenty of power to handle even complex
ensembiles or fully orchestrated music. In particular, this can be taken advantage by using a Combina-
lion {a set containing multiple program sounds} or in Multi mode.

A generous number of voices are a necessity for piano performances which use the damper pedal and
multi-part ensembles, but the NS3R can meet all such needs without interrupting the notes.

1177 different programs in internal memory

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

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

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

keyboard.

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

Drum kits that support a diversity of rhythm performances

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

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

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

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

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

Multi mode allows operation as a GM tone generator

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

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

Personal computer interface for direct connection to a personal computer

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

The NS5R can be connected to a personal computer not only via a MIDI interface, but also directly
using a special cable. When the Korg MIDI Driver is used, the NS5R can be controlled independently
from the messages transmitted from MID1 OUT, allowing an additional external MID{ device to be
controlled simultaneously.
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Controls

Front panel

@ [0SR/W MAP] indicator

@ [GM MAP] indicator

@ [TONE] button

—— @ [« PARAM] button. [PARAM ] button

@ Previous page / [-4 PART) button,
Mext page [PART w»] button @ VALUE control

@ POWERNOLUME

AL ExF PN REW CHO EFFECT TTPE

| T EDCOED 2,208

GMYa: 81 Piano

@ LCD scresn @ [EDIT]/ [ENTER] button
@ [DISP] / [EXIT] butten

B [MUTE/SOLO] / {(WRITE] button

@ [DEMO] / [COMPARE] button

@ [ECIT] indicator

@ MIDI indicator

@ PHONES jack

@ POWER/VOLUME

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

@ [05R/W MAP] indicafor

This indicator will be lit when the arrangement of sounds is the same as the 05R/W (an ear-
lier Korg tone generator). (05/W and NS5K compatibility —p.159).

@© (GM MAP] indicator

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

* The main difference between the sound banks of the GM Map and the O05R/W Map is in
the handling of MSB:LSB=00.00 (Capital Bank}. It the case of the 05R/W Map, preset
program sound are assigned to bank 00:00. Before playing back music data that was cre-
ated for Korg tone generators such as the 05R/W or the X5DR, you should select the 05R/W
Map. Normally you will use the GM Map. (— Advanced Operation, 3. Giobal mode,
{046] Bank Map type).

© [TONE] button

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

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

Pressing [PARAM ] will move the cursor in the LCD to the right. Pressing

[« PARAM] will move the cursor 1o the left.

@ Previous page/[« PART] button, Next page [PART »] button
The action of these buttons depends on the mode.

[When in Multi mede (—p.23} ]
[PART | will increment the Part number, and | - PART] will decrement the Part num-
ber.

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

number.

|When in other modes]
[PART »] will move to the next page, and [« PART] will move to the previous page,

@ [EDITI/[ENTER] button

When you press this button, the EDI'T MENU screen will appear. If you wish to perform
detail editing of a Program sound or a Combination sound, press and hold this butten
for approximately 2 seconds to enter Program Edit mode (—p.20) or Combination Edit

mode (—p.28).

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

© [DISP]/[EX!T] button

The action of this button depends on the mode.

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

the values as a bar graph.

i i 0 |8 oy

HB1

+08
EiRFHEH1 Fiano 1
% s —_—e

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

© [MUTE/SOLOY/IWRITE] button
The action of this button depends on the mode.

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

vi
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vii

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

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

{(When parts 01 and 03 are
muted)

{When part 01 is soloed)

\. A

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

@ [DEMO]/[COMPARE] bution
The action of this button depends on the mode.

[When in Multi mode {—5p.23}]
When this button is pressed, the demo song select screen will appear.

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

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

@ [EDIT] indicator
While you are comparing the currently edited sound with the un-edited sound (Com-

pare), this indicator will blink,

® MIDI indicator

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

® VALUE control

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

O LCD screen

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

@ PHONES jack

A set of headphones can be connected to this jack. This is a stereo mini-jack.
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Rear panel

|—. AG inlet ]70 MIDI connectors (IN, QUT, THRU)

— CHTAUT = o [NPUT
O HOS‘I

O =
@ TO HOST connector / @ OFTION BOARD leval
© INPUT jacks (L/MOND, R)

& OUTPUT jacks {L/MONOC, R}

@ AC inlet

Connect the included power cable to this inlet.

@ MIDI connectors {IN, OUT, THRU)

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

OPTION BOARD level

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

INPUT jacks {L/MONO, R}

These are input jacks (RCA phono jacks x 2). If the appropriate cables are used to connect
these jacks to the OUTPUT jacks of another MIDI keyboard etc. that is connected to the
NS3R, the sound of the connected keyboard and the sound of the NS5R can be output
together from the OUTPUT jacks or PHONES jack of the NS5R.

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

@ OUTPUT jacks (L/MONO, R)

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

@ TO HOST connector

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

viii
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How to use the owner’s manual

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

Preparations
This section explains setup of the NS5R and basic operating procedures. This section Is
divided into two portions: “1f you are using a computer/sequencer” and “If you are using
a keyboard.” If you will be using the NS5R in a desktop music system or MIDI sequencer-
based system, first read “If you are using a computer/sequencer.” If you will be using the
NS5R as an expansion tone generator for your MIDI keyboard, first read “If you are using
a keybeard”

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

Reference Guide

This section explains all the parameters of each mode of the NS3R. Refer to this section
when vou need to know about the NS5R’s functions in more defail.

if you are using the if you are using the
NS5R with a desktop | | NS5R as an expan-
music system or sion tone generator for
sequencer your MIDI keyboard

Preparations

i :"2 4 | {f you are using a
: computer/sequencer

|

If you are using a keyboard

Basic Operation

Reference Guide e . .

A Please be aware that the names of the programs, combinations and multis which
appear in the explanatory LCI screens printed in this manual are provisional,
and will not necessarily match the screens that appear on your NS3R.

xi
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U to play the NS5R

1 If you will be using a computer/sequencer

Connections

Power supply

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

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

oy

PHOMNES
let.
headphone
.,
|
Y P e PN — ORI == il
0 HOST B umon oy
o i)
{ l@°§ cocl
<) [ t 1
T @ A LIMOND
special connection cable § MIDI cable
MIDI OUT = Towo || powered monitor
O O {PM-15 elc.)
computer computer/ = =
IBM PC {compatible)
Apple Macintosh sequencer

- Computer/sequencer connec-
tions

There are two ways to connect the NS5R to
your computer/sequencer: "Connections

~ Monitor connections

Connect the OUTPUT jacks to a pow-
ered monitor or a sterec amp.

* If making monaural connections, use

the LIMONO jack.

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

Powered monitor / Stereo amp

In order to faithfully produce the sounds of the NS5R we recommend that you make con-
nections to a powered monitor system (a speaker with built-in amplifier, such as the PM-
15 foptional] ). If you are using a stereo audio system or a stereo cassette radio that has an

external input, make connections to the LINE IN, AUX IN, or “external input” jacks.

A Whent using a stereo audio amp to play the NS5R, be careful not to raise the vol-

ume excessively, since high volumes can damage your speaker system.

Using o
:omp\.ner/
guencer
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Computer/sequencer connections

There are two ways to connect the NS5R 10 your computer: connections using MIDI
cables via a MIDI interface (Connections using MIDI), and direct connection to your
computer via a special cable {Connections using a special cable). Read the explanation
that is applicable to your computer and system. If you are using a dedicated {hardware)
MIDI sequencer, read the section on connections using MIDI,

® If you are connecting a MIDI sequencer ... “Connections using MIDI” (P.3)
¢ If you are connecting a computer (using a MIDI interface) ... “Connections using MIDI”

{P.3)

* If you are connecting an IBM PC {compatible} (using a special cable) ... “Connecting an

IBM PC {compatible)” (P.4)

® [f you are connecting an Apple Macintosh (using a special cable) ... “Connecting an Apple

Macintosh” (B3}

Connection to a computer

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

When connecting the NS5R to a stand-alone MIDI sequencer, or to a computer via a
MIDI interface, use a MIDI cable to connect the MITY QUT connector of the sequencer/
computer (M1DI interface) to the MIDI IN connector of the NS5R.

computer/sequencer MiDI QUT
MIDI IN

i
MID| interface
» b
MIDI OUT é
ki J MIDi IN
-

—CUTRUT == NPT
B LA

300

The MIDI OUT connector of the MIDI keyboard that you are using for performance or
input can alse be connected to the MIDI IN connector of your sequencer/computer
(MIDI interface). If you are inputting playback data only from your computer/sequencer,
it is not necessary to connect a MIDI keyboard.

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

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

NS5R.

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

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

IBM PG {compatible)
P —

MID keyboard

i MICIOUT

[other MID! tone generator

g MID! IN

-

COM special connaction cable

D {AG-001B}
Q MIDI QUT

TO HOST
oA

— OUTPT =— NPT

R mono R

deXeYo

* Please be aware that depending on the type of your computer or application {sequencer),
this method of connection may not be usable. This method of connection cannot be used for
non-Windows applications unless they specifically support the NS5R.

* If your computer has a 25 pin type serial port, use a 9 pin - 25 pin conversion adapter (AG-
004 (sold separately) ).
When connecting the NS5R to an IBM PC {(compatible), set the Global mode [041] BPS

Select setting to “38.4"

{refer to p.68).

If you are using Windows, install the Korg MIDI Driver. For the installation procedure,

refer to p.8—11.
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Connecting an Apple Macintosh

Use a special connection cable (AG-002B (sold separately)} to connect the modem port
or printer port of your Apple Macintosh to the TO HOST connector of the NS5R.

- TEER . T e e

MBI keyboard MIDI GUT
Macintosh
Apple Macintos | other MIDI tone generatar]
modem port or printer port
1__
special connection cable Q
o = 2
_ (AG-0028) ToHosT W MiDiouT LI L2 MiDiin
Ay ror:cosr THRU m N _n m‘c::o

o@D o006

* Depending on the type of your computer or on your application {sequencer software), a
direct connection may not be usable,

* If your application (sequencer software) has a clock setting, set it to 1 MHz.
When connecting the NS5R to an Apple Macintosh, set the Global mode [041] BPS Select

=

setting to “31.25" (refer to p.68).

If you install the Korg MIDI Driver, you will be able to use the NS5R tone generator and
MIDI OUT as independent MIDI outputs. For details on installing the Korg MIDI
Driver, refer to p.11.
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Settings when connecting a computer
[041] BPS Select settings {p.68)

1} Press the [EDIT/ENTER] button to access the Edit menu,

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

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

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

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

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

Wiring diagram for special cables

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

Miri CHM 8-pin D-8UB §-pin
[—e-
-
30 02
40 05
5 O =]

(2) AG-002B (for Macintosh}

Mini DIN 8-pin Mini DIM B-pin
1> -2
2 o— a1
30 o5
40— Q4
5 o —03
&0 —o8
7 o— —a 7
8§ o— — &

(3) AG-004 (Adapter for IBM or Compatible)

D-SUB 8-pin male D-5SUB 25-pin female
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Korg MIDI Driver installation and setup

The separately sold kits for connecting the NS5R directly to a computer {AG-00115, AG-
002B} include a Korg MIDI Diriver. If you are using an IBM PC (compatible) computer and
your application (sequencer) is Windows-compatible, using the Korg MIDI Driver will
allow the NS5R connected to the serial port (COM, RS-232C, Serial 2) to be handled as a
MIDI device. If you are using an Apple Macintosh and your application (sequencer) is com-
patible with the Apple MIDI Manager, using the Korg MIDI Driver will allow the Macin-
tosh to exchange data with the NS5R connected to its serial port {modem or printer}.
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Installing the Korg MIDI Driver into Windows 3.1 -

Using a
computer,/
sequencer

Data from MIDIIN may not be received correctly if your computer is not fast
erengh.

(1 In the Control Panel, double- T TR—
| Settings Help }

click the Drivers icon. T & = o m o=

| !
!l- Cod Forts Pty Mouze Demiop  Kepooard
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{2) Click the [Add] button. =

Intiaked Drivess

:3; From the list of drivers, select
[New or vpdated driver], and
click the [OK] button.

(4> Insert the disk included with

AG-001B into the disk drive of your com- | fmiesimemess,
puter. If the disk was inserfed into drive A, | @ — ] _.n.“""'
type “A:\" {or if drive B, type “B:\") and %I]
click the [OK] button.

{'The directory “A:\PC987is tor a type of computer sold only in Japan, and cannot be used
with vour computer.)



Preparofions

FE
I'\@/I

Select KORG PC/IF Driver ond click

the [OK] button, The setup window e | [ rvegen e |53 Proan chame
. . . & s :
will appear. Follow the instructions of Soout || Moo |3 i s
] : . Zrromi | |l Chanosl Presse | | [ Charemd Prosas
Setting up the Korg MIDI Driver 5 Coua || M Pot Kov Pravse | I Py Ky Promone
{Windows)” to perform the setu = -
indows/” 1o pe P 1 dopandon St /i1 O

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

Thet KORG PC LF Driver dirvon has baen wited For
S thee nevw chived b lake affect, pou musl gl wnd
lL.l narart Winkdows

Don't Aestan Kow | | Fariat Hom I

Setting up the Korg MIDI Driver (Windows)
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In the Control Panel, double-click the
Drivers icon, select [KORG PC/IF

IO Dt Mazaagens —

Spnth Out Mesrager
=P|nw-nl‘.'u|m —‘ %ﬁw-m
» [ . Condrod T Coriol C|
Driver], and click the settings button Hoeiural I e

] Channel Prasurs
(3 Poly Key Preveurn |
B2 Exchusive |

(ox ] [Caea]
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W Enclusrvs

Semad Pod
O Moves
& com1
< roMg
< COM3
7 COMA

[ Lrdeperderd Synih 7 MIDI Qut

to open the sefup window.

For the Serial Port setting, select the serial port to which the NS5R is con-
nected ([COM1HCOM4]).

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

; Check [Independent Synth/MIDI Outl. When this is checked, the two ports

within the NS5R (port A and port B) can be used independently. If this is
not checked, the internal tone generator port B cannot be used.

The tunction of the data which is output to Default MIDI will differ depending on the
NS3R's Global [049] Program Port setting.

When Program Port is set to Native, the data will be cutput to the port specified by the
Part Edit parameter [016] MIDI Channel To Port.

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

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

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

transmitted to the NS5R.

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

cel your seftings, click [Cancel].



Preparations

Instolling the Korg MIDI Driver into Windows 95

s

A Data from MIDI IN may not be received correctly if your computer is not fast
enough.
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(1) Click the [Start] button in the task
bar, and click [Control panell in
[Settings).

2] Printars
B Tackber.

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

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

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

(&) Click [Have Disk].

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

(mlﬂm»fcml

(& Insert the disk included with AG-
001B into the disk drive of your i+ R e
computer. If the disk was inserted ey B e i
into drive A, type “A:\"” {or if drive
B, type “B:\"} and click the [OK]
button.

Bk | wmtr | Ceom |

(The directory "A:\PC98”is for a type of computer sold only in Japan, and cannot be used
with your computer.}
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Click the [OK] button and dlick [OK].

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

Be sure to restart your computer so
that the driver will toke effect.

WIDH Out Meatages
¥ Fuoapom Charge
F¥ Contiol Chanye
FF flank Sebnct

Modifying the Korg MIDI Driver setup for Windows 95
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In the control panel, double-click the [Multi-
medio} icon, and the multimedio properties
diglog box will appear.

% Click the [Advanced] tab located at the

upper right.

) Click the [+] for [MIDI Devices] (the display

will change to [-1}, and click [KORG PC I/F
MIDI Port].

“4; Click the [Properties] bution.

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

 Click the [Settings] button.

Perform the setup as directed in “Setting up the Korg
MI1J1 Driver (Windows)” {Page 8 in this manual),
and click the [OK] button,

[f you have modifed the settings, you must re-start
Windows.
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Installing the Korg MIDI Driver into a Macintosh

=

.

A In order to use the Korg MIDI Driver, the Apple MIDI Manager and PatchBay
must already be installed. Use the versions of Apple MIDI Manager and PatchBay
that are included with your MIDI application. They are not included with the AG-
0628.

When the Korg MIDI Driver is used, the “Modem MIDI Out/Port setting” dialog box
{P.12} will allow you to specify the MIDI channels and types of messages which will be
transmitted to the NS5R. If you do not need this functionality, you can simply use the
Apple MID! Driver without the Korg MIDI Driver. When using the Apple MIDI Driver,
ar when using a MIDI application (sequencer} which does not use the Apple MIDI Man-
ager, refer to page 12.

Copy the KORG MIDI Driver from the & i T B Tobe g -
disk included with the AG-002B into e

the system folder of your startup S e o I e
disk. il I

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

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

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

Setting up the Korg MIDI Driver (Macintosh)

{1 Start up PatchBay. i por
If installation has been performed correctly, | perout: 0ut %o
the KORG MITH Driver icon will appear in E | syrmeatas pon

54" the6 Dt Purl

the PatchBay window when PatchBay is

started up. { The modem and printer ports T
- . . . o o -——- '
will be displayed differently depending on the sdem Pare [ - .
setup condition of each port.) ~ @g FENIRE
: - —
Pr-ﬂterﬂo".(_ g ‘:—“_ .........
. B j - e o e
!
In PatchBay, double-click the KORG ;
MIDI Driver icon. e, BL 15
. . ©ar1 Ensb.ed I
The setup dialog box will appear. S
Time Jzpe - nIrnE - rona hd
T ¢ Looe Oul AGNE - none -
. Friter Time “age in B
I Gutpartsetting [ Spnte dot ) HENTEE
i o gsrt sethng [ PIoroL _] I ]
| (T ot 0T
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(3) Check Port Enable for the port to which the NS5R is connected, and set
Interface Type either to [KORG PCIF] or to {1 MHz].
When lnterface Type is set to “KORG PCIE” Default Out, MIDI Out, Synth-A Out, and
Synth-B Out can be used.
The operation of Default Gut will differ depending on the NS5R's Global [049] Program
Port setting.
When Default OQut is selected, data will be cutput to both port A and port C of the N55R
if the NSSR is set to Emulate mode, or to the port specified by the Part Edit parameter
[016] MIDI Channel To Port if the NS5R i5 set to Native mode,

Regardless of whether the NS5R is set to Native mode or Emulate mode, M1DI Out will
output to port C, Synth-A OQut will output to port A, and Synth-B Out will output to port
B.

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

(@) Press the [Out Port Setting] button.

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

be output,
() After you have made settings, press the
Modam P Out Part setting
[OK] button.
Enable MIDI Ch Ensbte MIDY Simlus
(6) Start up your MIDI application 2. B85, Brearem e
(sequencer], and drag the mouse from Do Hiz  Bcnemermressurs
the Out Port “<1” of the MIDI applica- gs B Eporey e
tion to connect it to the MIDI Out of the g7 g
. i Cancel
MIDI Driver.

"

* For details on using PatchBay, refer to the explanations found in the © menu item

“About PatchBay..." etc.

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

When using a MIDI application {sequencer) which does not use Apple MIDI Manager,
select the port to which the NS3R is connected, and if the application has a clock setting,
set it to [1 MHz].

12
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About the MIDI File Translator included with the AG-002B

Most commercially available Standard MID1 File {(SMF) song data is saved in MS-DOS
format. The MID1 File Translator included with the AG-002B is a translator software
module for Apple File Exchange which converts MS-DQS Standard MIDI Files (SME)
into a format that Macintosh MIDI applications can recognize as SMFE.

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

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

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

The MS-DOS format disk must be inserted into the disk drive after Apple File Exchange
1s started up.

(@) Select the song file that you wish to convert.

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

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

® Exit Apple File Exchange.

13
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Using PC Exchange to convert an SMF

14

-

4

®

It Apple File Exchange was not included with your Macintosh system, vou can use PC
Exchange to make M$-DOS format SMF song files recognizable by the Macintosh.

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

In the control panel, open PC Exchange.

‘The PC Exchange control panel will appear.

"y Press the [Add...] button.

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

i Input “MID” into the DOS extension field.

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

From the list that appears in the lower part of the dialog box, select your
SMF-compatible MIDI application (sequencer].

In this example, we will select [MIDI Player v1.0.1]. The selected icon will appear in the
Application field.

Form the [Document type] popup menu, choose [Midil, and click the {OK]
button.

The item which was added to the PC Exchange window will appear, and has been regis-
tered.

Now when an MS$-DOS SMEF disk is inserted into the disk drive, it can be used immedi-
atelv.

* For details refer to the explanation of “Macintosh PC Exchange.”
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Listening to the demo songs

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

Power on/off

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

Adjust the volume power will alternate on/off
Rotate the VOLUME to adjust an

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

* This simultaneously adjusts the be turned off before the NS5R's power is turned on
headphone volume as well, or off

~VOLUME

u.lﬁ ¥OL EXF Fas  BEY OHG EFFEC YR NSSH |, rws
~o| B ETCQEI F2 SR8 h:,«
wars] GMPO: UYL Piano I

——

oo 91||_l|_|lll_llll.Il.l.lllllll-l-l Lt
5 T TE T W ey
"

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

Demo songs

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

l Multi mode B Operations in DEMO mode

Wh ! i i
en the power is turned on, the NS5R will be Demo song 1: 2000 Fever

in Multi .
in Multi mode Demo song 2: MissionMan
v .
<OEMD> During playback, you
Enter D ﬁl@l Mishiontan CAn press the
n er DEMO made 2 [t BIGEZ Chain IDISP/EXIT] button to
Press the [DEMO/COMP ] button. stop playback.
SN Faer ’ Repeatedly playback demo
ZiMissionMan .
1482 Chain . songs 1/2. (continualiy)

T
‘ fm=d)  To listen to the playback
Use the YALUE controiler, [FART/FAGE] buttons, or
[FPARAM] buttons to select the song that you wish to
hear.
Fress the [EDIT/ENTER] bution and the selecied
demo sang will begin playback.

M Exit DEMO mode * If you select 01 & 02 Chain, demao songs 1/2 will
From the demo scng select screen, press the confinue to repeat consecutively.
{DISP/EXIT] button. (o
. =)} To stop playback
222 CIOCRE k. S8 Press the [DISP/EXIT) bution during playback, and
Gt playback will stop. You will return to the demo
a1 song select page.
* You will exit DEMO Listen 1o the demo playback, and enjoy the versa-
mode and return to Muitt tile sounds and rich expressiveness of the NSSR.
mode.

15
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Playing in Multi mode

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

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

Multi mode

When the power is turned on, the NS5R

will be in multi mode.

The LCD screen will show the sound bank, scund

number and sound name for each part.

003 FIRCS
G_Ml3= i-ar'u:I 1

al

A:@Aa1
~Cho

Sound bank

Sound {program/combination) name
Sound {program/combination) number

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

I nel multi-timbral tone generator. Different sounds

t (prograrns) can be played by each of the 32 parts.

| Since Multi mode will have the initial GM settings
when the power is turned on, it will immediately be

| ready to playback a GM score (musical data for a

| GM tone generater). To once again restore the GM

| initial settings, you can either transmit a GM System
On message, or execute the Utility mode [053] Pre-

| set/Initialize command.

M FmMORE

GHeo:PB1 Piano

Fx A: 088
Reu+Chol

81 II-I'-'III-III'-'!
—

—

e WM

MIDI IN

MIDI OUT

computer/sequencer

Selecting sounds (2)

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

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

* Sound banks are selected by

bank select messages (refer to
p.24,71).

Selecting sounds (1)

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

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

Rotate the VALUE controller to
change the bank or sound number

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

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

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

16
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If you have problems

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

No sound :

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

¢ If you can hear the demo songs, check that you are in Multi made.

e i

P

® Check MIDI cable connections / special cable connections. Also check that the correct
settings have been made on your computer/sequencer. When the NS5R receives M1DI cgﬂ;&:r/
messages, its MIDI indicator will light. If the MIDI indicator does not light, it is possible  |sequencer

that the settings on the computer/sequencer are incorrect,

¢ If you are using a special cable to make connections, check that the Global made “BPS”
setting is correct. Select 38.4 kBPS if you are using an [BM PC {compatible), or
31.25 kBPS if you are using an Applc Macintosh,

* If you are using a sequencer program on your computer, you will need to make settings
for the MIDI port on which MIDI messages will be transmitted and received. Make sure
that you have specified the M1 port of the MIDI interface to which the NS3R is con-
nected, or the port of the Korg MIDI Driver. Korg MIDI Driver is able to the tone gener-
ator of the NS5R itself and the MIDI messages transmitted from its MIDI QUT as
separate MIDI ports. If you wish to play the NS5R, specify the NS3R’s tone generator
(Korg PC I/F Synth Port}. (p.7—12)

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

Sounds or performance is incorrect

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

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

* In Multi mode, the NS5R functions as a 32-part multi-timbral tone generator. Although
it 1s possible to select the sound and specify the volume and pan etc. for cach track by
making settings on the NS5R, it is best to include such settings in the musical data that
you create on your computer/sequencer. {If this is done, the playback conditions will be
the same each time.) If you playback musical data which does not contain these settings,
the settings that were last played back will still be in effect. For details on creating musical
data and on playing each sequencer track, refer to the owner’s manual for your sequencer
Or sequencer program.

17
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M If you are using a keyboard to play the
NS5R

Connections

( If you are using headphones, plug them
Power supply ino the front panel PHONES jack.
Connect the power cable to
the AC inlet, and connect the
other end to an AC cutlet.

MID| cabla

volume pedal . pedal switch '

]

Monitor connections
Connect the CUTPUT jacks to a pow-

powened monilor
{PR-15 Bic.]

Connections to your MIDI key- ered monitor or a stereo amp.
board % If making monaural connections, use
Use a MIDI cable to connect the MIDI OUT the L/IMONO jack.

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

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

Powered monitor / Stereo amp

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

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

18
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MIDI keyboard settings

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

* The NS5R is a MIDI tone generator module that produces sound in response to the MIDI
messages it receives from an external MIDI device (MIDI keyboard, computer, sequencer
etc.). If you will be using a computer or sequencer etc. to play the NS5R, refer to “If you are
using a computer/sequencer to play the NS5R” {p.1).

MIDI transmit channel

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

MID! transmit filter

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

® Note-on/off (note messages) .......... These messages are the most basic type transmitted
by a keyboard.
* Program change............................. These messages select programs. Using @
® Control change ........c.c..ococenn...... These messages convey controller movements and eyboard
performance gestures.
* Pitchbend......c.c.cccooovvveceecen.. These messages convey mavements of the bender

{joystick, wheel, level) to control the pitch.

® Aftertouch (channe] pressure)........ These messages convey the pressure applied to the
keyboard to control various effects.

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

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

Power on/off

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

Rotate the VOLUME to adjust an
appropriate voiume level.

Your powered speaker or stereo amp system must

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

[ VOLUME

o %E‘ll@l REAERET

|| M 9:981 Piano

Playback the demo songs

Demeo song no.1: “2000 Fever” performed by Akihiro Horikoshi
Demoe song no.2: “MissienMan” performed by John Lehmkulh
€ 1996 Korg inc., All Rights Reserved.

B Multi mode W Cperations in DEMQ mode
When the power is iurned on, the NS5R will be .
in Multi mode. Demo song 1: 2000 Fever

Demo scng 2: MissionMan

h 4
<DEMG> During playback, you
- |E:3 Bz:MiskionMan Can press the
M Enter DEMO mode TP ele0z Chain | [DISP/EXIT] button to
Prass the {[DEMO/COMP.] button. stop playback.
 DIEMO > ’
it booor Repeatedly playback demo

songs 1/2. (continually}

ﬁ]@? a2z mssxonl"!an
Sl 81882 Chain .
‘ To listen to the playback

Use the VALUE controlier, [PART/PAGE] buttons, or
[PARAM)] buttons to select the song that you wish to

hear.
Prass the [EDIT/ENTER] button and the setected
demo song will begin playback.

l Exit DEMO mode * If you select 01 & 02 Chain, demo songs 1/2 wil
From the demo song select screen, press the continue to repeat consecutively.
[DISP/EXIT) button. —
. al To stop playback
ngé il Q)EIEI E:UE&EEI Presas the [DISF/EXIT] button during playback, and
G playback will stop. You will retum to the demo
a1 song seisct page.
* You wiil exit DEMO Listen to the demo playback, and enjoy the versa-
mode and return to Multi tile sounds and rich expressiveness of the NSSH.
mode.

20



Preparctions

Playing the NS5R from a MIDI keyboard

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

combination sounds.

Ca

Multi mode

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

Ra1 [

200 (TIT| L] B2, 58

E ] Fiare 1

Bal
ha

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

— ST
a1
Sound {program/combination} name
Sound {program/combination) number
Sound bank

P EXF FAN  REY HO

o MOl

| GMBA:BBL Piano
a1 || ll |nl lIll h_ l.lllllll I |

Fx Fl eea
Rewv+Chol

MIDIIN

MiCI OUT

MIDI keyboard

Selecting sounds (2)

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

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

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

Selecting sounds (1)

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

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

B, and C of its internal ROM.

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

CmbU bank.

Select different banks and sound numbers, and play the

sounds of the NS5R!

Use the [PARAM] buttons to select
the bank ar sound thal you wish to
change {it will b highlighted)

Hotate the VALUE controller to
change the bank or sound number
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If you have problems
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If playing a MIDI keyboard does not make the NS3R produce sound, or if you are unable
to select programs, check the following points.

if there is no sound

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

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

¢ Also check MIDI cable connections and the MIDI transmit channel of your MIDI key-
board. The MIDI transmit channel of your MID1 keyboard must be set to the MIDI
receive channel of the NS5R part that you wish to play. If it is not possible to change the
MID1 transmit channel of the MIDI keybeard that you are using (i.e., if the transmit
channel is fixed), specify the MIDI receive channel of the NSSR by setting Multi mode
[000| Receive MIDI channel setting and the Global moede [044] Exclusive Channel.

If programs cannot be selected

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

About drum kits

Drum kits map different sounds {drum sounds) to each note of the keyboeard, instead
of playing a pitched sound. This means that a single drum kit can produce a wide vari-
ety of drum/percussion sounds. The NS5R has 37 drum kits in ROM and 2 drum kits
in RAM. In order to play these, select one of them as a program. (Set the sound bank
in Multi made to yDrl, yD2, rDrm, or kDrm, and then use the VALUE controller;
refer to pages 45 and 46). Also, Drum Kit Edit mode allows you to modify the sound
and settings for each note ot a drum kit (refer to pages 31 and 127).
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Digital instruments such as the NS5R organize their functions into grou ps known as
“modes.” The functions of the NSSR can be broadly categorized into the following three
groups.

L. Functions that let you select and play sounds

2. Functions affecting connections with external devices and data management

3. Functions that let you modify and create sounds

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

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

Multi mode

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

Playing in Multi mode
To play sounds in Multi mode, you must set the MIDI transmit channel of the transmit-
ting device {MIDI keyboard/computer etc.) to the MIDI channel of the NS5R part that
you wish to play.
On the NS3R, parts 1—16 are normally assigned channels I—16 of M1DI port A, and
parts 17—32 are assigned channels 1—16 of MIDI port B. {These arc the factory set-
tings. )

* Whether port A or port B is used will be determined by the Part Edit mode {016] MIDI
Channel 1o Port setting.

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

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

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

PART/PAGE buttons  VALUE controller

PARAM buttons

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

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

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

PARAM butions VALUE controller

i) e wum)

GM-at 'i.aru:r 1

oL

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

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

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

# In addition to selecting sounds, Multi mode also allows you to make simple adjustments
such as volume, pitch, stereo location, and effect depth for each part. For details refer to
Advanced Use, “1. Mulii mode”
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Up to four sets of Multi mode settings can be stored in the NS3R’s memory. Utility mode
[055] Multi Setup lets you save or recall these settings.

Initial settings in Multi mode

When the power is turned on, or when a GM Mode On [FO 7E 7F 09 01 F7] message is
received, the Multi mode settings will be as follows.

{Settings will differ depending on whether [046]| Bank Map Type is set to “Default” or to

((Dsww-)) ) .
Default 05R/W

RxMIDI Ch. Parts 01 ... 16=01 .., A16, Parts 01 ... 16=01 ... A16,
Parts 17 ... 32=B01 ... B16, Parts 17 ...32=B01 ...B16

Program GM-a:001 Piang 1 GM-b:001 Piano 1
{Other than Parts 10 and 26) (Other than Parts 10 and 26)
Drm:001 STAMDARD kD001 G Kit
(Parts 10 and 26) (Parts 10 and 26)

Effect A:001 ReviCho A:001 Rev/Cho

Volume 100 100

Expression 127 127

Panpot CNT CNT

Key Shift +00 +00

Rev.Send 40 40

Cho.Send 0 0

Part Mode NORM {Other than Parts 10 and 26) NORM (Other than Parts 10 and 26)
MDrm1 (Part 10} MDrm1 {Part 10)
MDrm3 {Fart 26) MDrm3 (Part 26)

MONO/POLY POLY POLY

FineTune +00 +30

Nete Window C-1..G9 C1..G8

Velocity Window (0,03 I - O 127

ModwWheel FModint 10 10

PitchBend Rarge 402 +02

Portaments Switch OFF QFF

Portamento Time 0 Q

Program

Settings for each Part via MIDI

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

Change messages.

Volume

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

Panpot

The panning of each track can be madified by Control Change #1¢ {Panpot) messages.

Send C/D

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

Messages.

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

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

25
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Part Edit mode

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

Basic operation in Part Edit mode

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

<EDIT HMEHNU:
FartEdit. Glabal

[Blutility

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

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

<PART EDIT:>
Commc E EG

FooWin  [Eb OTHERS

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

{FART-EG >
EG RAttackTime = [ 2

a1 HInmnsnnmimmm

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

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

26



Basic Guide

Global mode

in this mode you can make settings which affect the entire NS5R. Here are settings for the
NS3R’s display functions, selection of the MIDI messages which are transmitted and
received, and settings for protecting the contents of memory.

£
()
3
)
W
“un
[*]
o)

Basic operation in Global mode.

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

menu, move the cursor to Global and press the [EDIT/ENTER] butten once. pbout

moclas

{HEER SETUF} |
BAMKMEF Fix.FOLLOWPART ;
Default OFF :

*] ®Default 0BSRA [

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

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

Utility mode

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

Basic operation in Utility mode

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

TUTILITY >

Freset CramF Ot

[&] SeturMulti

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

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

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

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

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

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

Basic operation in Combination Edit mode

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

ElglEls): 031 Piano
dUolume =

61 llllllll

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

For details on the function of each parameter, refer to Advanced Qperation “5.Combina-
tion Edit mede.”

Playing a combination

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

Note window

Program 01 range which will sound
Program 02
Program 03
CmpU001—128 Program 04

128 different com-

bination scunds Program 05

you create can be Program 06

stored.
Program 07
Program 08 5

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

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

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

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

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

Layer Program B
Pi A
: i SIET : Play multiple programs
i simultaneousty {lay-
i ered).
Split Program A ‘ Program B
110 ; I T Play different programs
: N1 i in different areas of the
2hi keyboard.
VSw Program B : .
(Velocity switch) Frogram A Flaying dynamics

depending on the force
of the note (veiocity).

g w w Play different programs

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

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

Combinations that you create/modify in Combination Edit mode can be written (saved)
into Combination bank U {CmbU0Q01—127),
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Program Edit mode

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

[ Pitchi MG | YDF1EG —| DAl ES |
[ Jr v|r N Fon ABE —t AL HgnG
| st R ?
1 il T 1 seadaan
| | |
] Fitch B | | YOF &S | i WA MG |
] — Acnbend
‘Wheal — !
"""""" I a |  Eiects 1__'5’%"0
| Pitch EG l | WOF MG YDA MG | E ‘Whesl
[ F— ;
l oscliton VR H VoA i 5
.[ erdCaD |
| Plich2 MG 1\1 i VONZES | | WRAZ ES |
. DBLBOOS'_'IIL‘D[ITED!_.‘_TE"____'__E "

Basic operation in Program Edit mode

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

{PROGRAM EDITS
=, &5
'-.-'I:lFI 'ﬂ’:}unnl

_II_I -I_I-LJ@I

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

+O5SCC13] ?

— 0SC Mode P
E J‘M SIHELE
(o=

In Program Edit mode, use the [PART/PAGE] buttons to move between sections such as
08C, EG, and LFQ, use the [PARAM]| buttons to select parameters, and use the VALUE
controller to modify the value.

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

Combinations that you create/modify in Program Edit mode can be written {(saved) into
Program bank U (PegU001—128).
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Drum Kit Edit mode

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

Basic operation for Drum Kit Edit mode

To enter this mode, make sure that a drum sound is selected for the oscillator, and from
any editing page in Program Edit mode {except for the effect and rename pages} press
and hold the [EDIT/ENTER| button {for approximately 2 seconds). A drum sound will
be selected for the oscillator if in Multi mode you select a program which uses a drum
sound, or if in Program Edit mode you set [074] Oscillator Mode to DRUMS.

{DRUMKIT EDIT>
DrumSamrFle = [ 3
[C 3 :Tom 1 Hi 1

1-15

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

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

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

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

The NS3R contains two digital effect processors. For each effect (EFFECT 1, 2}, you can
select one of 47 different Effect Types such as reverb, delay, flanger, distortion, and
exciter.

In Effect Edit mode you can change the effect type, and modify the settings.
* In a combination, the effect settings for each program 01 through 08 are ignored, and the
effect settings specified for the combination will be used, Similarly in a Multi, the effect set-

tings for the program of each part will be ignored, and the effect settings specified for that
Multi will be used.

Basic operation for Effect Edit mode

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

FARA.3
SW: O
Sil: ON

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

The 47 effect types are numbered: 1—37 are single effects, 38—39 are serial-connected
effects, and 4047 are parallel-connected effects. By using a parallel-connected effect,
you can simultaneously use up to four independent effects.

Single: 1-37 Serial: 38 & 39 Parallel: 4047
- FX1a |-

J fx1 F JFXta H FXww | H FXb |-

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

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

Modes and Pages

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

.1 Multi mode
a1 Fx A:@@1
press 53? O Ray+Cho
continuousty
1
. PIeS  press
L 4 . . [(PERT EDIT> b

v
2
=
O
]
‘A
[
-

u—:m-r _HENLS iz o GRS .2 Part Edit mode
.'310'331 EaFewin  [B]oTHERS
UL:llts h 3
[tGLOBAL > 3
R |.C>|:h EFS MOTE VEL
Edit menu — 34 A 1ee |.3 Global mode

EXCL . CH MEM . FROTECT

@i FLIcOoOdEO J

e

[<LTILITY> A
o t .
[ y| [®] Preset [ bumeot | Utility mode How the
@ Seturmiale s MR is
\ o orgonized

—_— - 1833 SurerSunth
.5 Combination Edit mode [ 95 Cg;gg;l'"

o HADEDHRA |

{PROGARRM EDIT>»

.6 Program Edit mode :
g ‘; WOSC _.\"UDF
T T
‘F
{ {DRUMKIT EDIT: =5 |
S Instrument =EBE ~ »| press

.7 Drum Kit Edit mode C 2 tProcesKick] continuously

i 115 |

<EDIT EFFEC‘I’}

.8 Effect Edit mode

AEG R R PARA. 3
Fxl =} Hall SWON
Fx2:19 Ehorus 1 SWiOH J

e

Y

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

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

33




Basic Guide

Parts/Channels/Voices

How Parts and Voices are related

34

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

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

Part Sound (number of voices)
1 Piano (1%
o] Bass (1)
3 Synth (2}
4 Suitar (14
5 sStrings 121
Total 7 voices

In this cxample, five ditferent sounds use seven voices.

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

A MIDI receive channel can be assigned to each of the 32 Parts of the NS5R. The MIDI
channels available on the NS5R are Al—A16 and B1—B16. The MIDI channels of the
transmitting device {computer or sequencer) must be set to match the MIDI channels of
the receiving device (the NS5R). When the power is turned on, Parts 1—16 are set to
Al—Al6, and Parts 17—32 are set to B1—Bl6.

Part no. (sound) MIDI receive ch.
FPart 01 {Pianc) 01
Part 02 (Bass} EOZ
Part 03 [(Strings) a01
Part 04 (Brass) A04

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

36

The Programs, Combinations, and Drum Kits of the N55R provide a total of 1177 differ-
ent sounds {including 256 User sounds). Since the GM numbers 1—128 are insufficient to
select the desired sound from this enormous range of possibilities, sounds are selected by
a combination of Extension Voice Bank and Program Number.

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

When selecting a sound from a sequencer or computer via MIDI, you will use three types
of MIDI message: Bank Select MSB, Bank Select LSB, and Program Change. For example
if you wish to set Part 1 to “G802” bank {MSB:LSB=02:00) Program number 10, you
would transmit the following MIDI messages.

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

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

What is editing?

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

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

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

The elements of sound

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

In order to edit smoothly and efficiently, it is important that you understand the elements
of sound. Sound consists of three elements; pitch, tone, and velume. On the NS5R, the
O5C (oscillator), VDF (filter) and VDA (amplifier) which make up a program are what
control these elements or aspects of the sound

QsC VDF VDA
Pm?h and ' Tone ! Volume
basic tone

Pitch: OSC {oscillator)

O8C is the section which selects the basic waveform (multisample), and specifies the pitch-
related settings. The NS5R contains a huge number of muitisamples, and the process of creat-
ing a sound begins by selecting of one of these multisamples, Not only instrumental sounds
such as piano, but also waveforms unique to synthesizers are also provided.

Tone: VDF (filter)

VDF is the section which adjust the brightness of the sound. The multisample selected in
the OSC section contains a wide range of overtones and frequency components. These
are what make a sound identifiable as “piano-like” or “guitar-like.” By using a type of filter
called a low pass filter, the VDF can remove some of the high frequency components to
adjust the brightness of the sound. The greater the amount removed by the filter, the
darker {softer) the sound will become.
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38

The amount removed by the filter (= brightness) can be made to change over time, For
example the sound might be bright in the beginning, and gradually be made darker.

Filter characteristics

Level Overtones included  Level ' This portion is
ir the original removed
multisample .
p|vor | p
T Overtones left
| | by the fitter
L,
Frequency (pitch) Frequency {pitch}

Volume: VDA {amplifier}

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

Piano Organ
Volume Volume + g
Volume gradually Volume is constant until
diminishes the note is released
Time Time

EG and LFO

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

EG

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

LFO

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

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

Nothing appears in the LCD when the power is turned on

Make sure that the power is connected correctly.

No sound
Make sure that the audio cables or headphones are connected correctly (p.2, 18),

Make sure that the power switch of your powered monitor system or stereo system 1s
turned on, and that the volume is raised.

Make sure that the N55R's VOLUME is raised {p.v).

Make sure that the power is turned on for any connected MIDI keyboard or computer/
sequencer, and that M1DI cables ar special cables are connected correctly (p.3—p.5).

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

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

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

If a program/combination sound is selected: Make sure that the MIDI transmit chan-
nelis} of your computer/sequencer match the MIDI channel of cach part {p.44).

The sound does not stop

If the MIDI cable is disconnected or the connection is switched while a note is sounding,
the sound will continue (since the note-off message will not be received). If this happens,
temporarily switch to a different mode to stop the sound. If a device capable of transmit-
ting Active Sensing messages is connected to the NS3R, notes will stop automatically if
the MIDI connection is broken,
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Cannot control via MIDI

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

If a combination sound is selected: If control is impossible only for a specific effect, such
as pitch bend or aftertouch, it is possible that MIDI filter settings are causing that mes-
sage to be cut. Check the Combination Edit mode settings. ([066. Receive pitch bend)
P86, [067. Receive aftertouch| p86)

Cannot select Programs or Combinations

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

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

The sound or operation is different than when editing

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

When you edit a drum kit, the drum sounds will sound with the settings of the program
that is selected in Multi mode. If you use that drum kit with a different program than
when you edited it, be aware that the sounds and operation will be different (p.127). Not-
mally, you should first select the program that uses the drum kit that you wish to edit,
and then edit the drum kit,

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

Cannot write programs or combinations

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

The wrong drum sounds are played

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

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



Basic Guide

Cannot transmit exclusive messages from the NS5R

If you are unable to transmit exclusive messages from the NS5R (e.g., in order to trans-
mit/save sound data or edit sound data), check the Global mode EXCL.CH setting {p.70).
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1. Multi mode

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

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

The following items can be set in Multi mode.

Parameter Edit Refer to
000 Receive MIDI channel  Set the MIDI channel that each Part will receive —P44
001 Transpose Set the transposition for each Part —P45
002 Bank select Sealect the sound bank for 2ach Part —P46
003 Program number Select the sound program for each Part —P46
004 Volume Adjust the volume for each Part —P.46
005 Expression Adjust the depth of Expression for each Part —>P47
006 Panpot Adjust the stereo position for each Part ~»P a7
007 Reverb send level Adjust the effect depth —P48
008 Chorus send level Adjust the effect depth —P48
009 Effect bank Selact the sffect program bank that will apply to the _p4g
setup
010 Effect program Selact the effect program that will apply to the setup —P49
[EDIT) (Effect edit mode} —=P134
Move to Part Edit mode —PR50
Fress (Edit menu} Move to Global mode —P&7
Move to Utility mode —SP75
Move to Combination Edit mode —R7¢
Press and hold Move to Program Edit mode —P8g
Move to Drum Kit Edit mode —SP134

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

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

* If you wish to save the Multi mode settings, you can use Utility mode [055] Setup Mului
(refer to p.78) to store up ra four types of setrings. Also, the NS5R, X5 and X5DR Multi
tnode settings are compatible, but the NS5R and 05R/W Multi settings are compatible only
ini their Effect settings.

43




Reference Guide

In Multi mode, the LCD will display an indicator which shows the playing status for each
of the 32 Parts. When the NS5R is producing sound in response to musical data being
received from an external device, the indicator for the corresponding Part will move like a
level meter.

VOL EXF PAN REV CHO EFFECT TYPE

MIDI CH, F= A:@A
| 350 (LTI B2 SERSS
kel GMBB:BA1 Piano
@1 Il_ll_llll-lIll.ll_l.lllllll_l_l this indicates
e the socunding level
| of each Part

select Parts 01—32

000. Receive MIDI Channel

Set the MIDI channel that each Part will receive

Fx R:pem A0 A1 B0I—B16 OFF

[i% {:D Rey+Chol

GMBA: ARl Piano

If you are using a connected MID1 keyboard to play the NS5R, set the MIDI channel
being transmitted by the keyboard to match the MIDI channel of the NS5R Part to which
the Program you wish to play is assigned. if you are using a sequencer, set the MIDI chan-
nel of each NS3R Part to match the MIDI channel used by each sequencer part.
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. T 000. Receive MIDI Channel
001, Key Shlﬁ T ‘ 1 002. Bank Number

Set the transposition for each Part

AR .5

1:881 Piarno
A1

Adjust the pitch of each Part in semitone steps over a range of =24 to +24 {12 steps are
one octave),

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

T 001. Key Shift
1 003. Program Number

002. Bank Number 1 j &

Select the sound bank for each Part

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

. yDr1, yDr2, yDrm, kDrm, ****
201 PO B i e

Egl5hY: 881 Piano

Select the sound program bank for each Part.

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

* The program indicated by “¥%%%” is g silent program.

GW If this parameter is set to CmbU, CmbA...CmbC, or yDrm1, pressing and holding the
[EDIT/ENTER] button will take you to Combination Edit mode.
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T 002. Bank Number
1 004. volume

003. Program Number

Select the sound program for each Part

. 001—128
Rl A Rropa ____ 00
ElplalnHii]1'Y Bx—3 Cr3an

Select the sound program number for each Part.

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

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

T 003. Program Number
004. VO’ ume T ‘ 1 005. Expression

Adjust the volume for each Part

Aol Fx A: 000—127
O P -
SME e lume: )Qan :

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

The volume can aiso be adjusted by [003] Expression, but to set the averall volume bal-
ance of the ensemble you will normally use this Volume parameter.

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

46



Reference Guide

T 004, Volume
. 006. Panpot

005. Expression ()

Adjust the loud/soft dynamics for each Part

A Fx A:B@6 000 e
Y O D
GrHBog: EKPr‘E'E-E-::]-' :
a1

0}
R
3

L

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

T 005. Exprassion
1 007. Reverb Send Level

006. Panpot

Adjust the stereo position for each Part

) Wi
GHMig: e Paneot.: B )
81

RND, L63—CNT—R#63

When the sound is output in stereo, this setting determines whether each Part will be
heard from the center {with equal volume from the two outputs L and R) or from one
side (with less volume from either the L or the R output) (MIDI Control Change #10).
With a setting of CNT, the sound of the Part will be heard from the center. As the value is
increased, the sound will move from center toward the left or right. A setting of L63 is far
left, and R63 is far right.
With a setting of RND, the sound of the Part will be heard from a randem location cach
time a MIDI Note-on message is received. This means that, for example as you play a
MIDI kevboard connected to the NS5R, each nate will be heard from a different location,
producing an impression of the sound bouncing here and there.
On the NS5R, parameters which determine the panpot setting exist separately in each of
the three modes Program, Combination, and Multi. The actual pan location at which the
sound is heard is determined by the sum of the scttings in these three modes.
For example if for a certain part in Multi mode, [006] Panpot is set to R63 {far right) and
the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,
the sound will actually be heard in the location determined as follows:

R63 (far right) + L&3 (far left) = {same leve!l for both} = (heard from the center)
Thus, the sound will be heard from the center.
If the sound selected for that part is a combination sound {rather than simply a program
sound), the [055] Program Panpot setting will be added to this equation,
However if even one of these values is set to RND, the sound of that part will be heard
from a random location for each note.
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T 006. Panpot
007. Rever b Send LEV&’ T 1 008. Chorus Send Level

Adjust the Reverb effect depth

2] FTCORIE bl
GMoK: a8l P, EeuSen&)

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

An effect other than reverb can be selected as the effect that is applied here. Alse, you can
specify the way in which it will be connected to the chorus effect discussed below, and this
will affect the function of this parameter. These settings can be saved for each Multi setup.
Settings such as this are made in Effect Edit made. For details refer to the explanation of
Effect Edit mode parameters which begins on page 134.

On the NS3R, parameters which determine send levels to the effect processors exist sepa-
rately in each of the three modes Program, Combinatien, and Multi. The maximum
value of the Multi mode parameters [007] Reverb Send Level and [008] Chorus Send
Level will be the values of the Program Edit mode parameters [145] C Send Level and
[146] D Send Level. In the case of a combination sound, the send levels will also be lim-
ited by the settings of the {058] C Send Level and [059] D Send Level parameters.

T 007. Reverb Send Level
008. Chor (W3] Send Level 1 ‘ 4 009. Effect Bank

m——':r_ . m—— e

48

Adjust the Chorus effect depth

000---127

% FITIOmE £ e -
EM_‘(: ChoSend : EFE
82

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

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

Select the effect program bank that will apply fo the setup

w05 TITICHEIR] 2 FeRe?

GM—-a: 881 Piano

€L
B
=
0
Q
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=
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A,B,C,D,E,F G H

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

010. Effect Program 1 T 009. Efect Bank

Select the effect program that will apply to the setup

205 [PITICOEHL] R, 3

GMAR:PBAl Piano 1

001—128

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

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

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

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

tor}, Filter/Window, and Others.

Parameter Edit Refer to
Common edit —FP51
EG edit —P55
011 (Sub menu) Filter/Window edit P80
Others edit —PB2
012 Master Tune Make fine adjustments to the pitch of the entire setup —P52
013 Master Key Shift Transpose the pitch of the entire setup — P52
014 Master Voiume Set the volume of the entire seiup —P53
015 Master Balance Set the stereo balance of the entire setup —P53
018 MIDI Channel To Port  Set the output port for each MIDI channel —P54
o7 s;ongram Change To Use program changes to select output ports —P.54
018 EG Attack Time Adjust the attack time for the tenefvolume of each Part —P.55
019 EG Decay Time Adjust the decay time for the tone/valume of each Part —P56
020 EG Release Time Adjust the release tima for the tonefvolume of each Part —P56
021 Pitch EG Start Level Adiust the pitch at which each Part begins to sound —P57
022 Pitch EG Attack Time  Adjust the attack time for the pitch of each Part —P57
023 .Fr’l'r‘;'; EG Release Adjust the release time for the pitch of each Part P58
024 ':252' EG Release Adjust the pitch to which each Part returns —P58
025 Cutoff Frequency Adjust the brightness of each Part —P59
026 Color Adjust the tonal character of each Part —P59
027 Note Window Bottom  Set the lower note limit for each Part —PB0
028 Mote Window Top Set the upper note limit for each Part —P6&0
029 Velocity Window Top Set the upper velogity limit for each Part —F.61
Q30 Velocity Window o
Bottom Set the lower velocity limit for each Part —P&1
031 Part Mode Set the play mode of each Part —P&2
032 Mono/Poly Set the number of voices for each Part —P&2
033 Fine Tune Make fine adjustrnants to the pitch of sach Part —P&3
034 \[;?;31!1)’ Sensitivity Set the sensitivity of aach Part to keyboard dynamics —P6&3
035 Velocity Sensitivity Specify a value by which velocity data will be offset for P64
Offset gach Part '
036 Modulation Wheel / .
Pitch MG Intensity Set the depth of medulation for each Part —P64
037 Pitch Bend Range Adjust the pitch bend depth for 2ach Part —P6&5
038 Portamento Switch Ture portamento on/off for each Part —P6&5
033 Portamento Time Adjust the partamento time for each Part —P66
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In Part Edit mode as in Muiti mode, an indicator showing the edit status of cach of the 32
Parts will be shown in the LCD, for all parameters except Common parameters, Use the
[PART/PAGE] buttons to select the Part you wish to edit, and then edit its parameters.
When you modify the value of a certain parameter, a bar graph-like indicator for the cor-
responding part will indicate that the setting has been modified.

ZPART-0THERS »
Fart Mode = [l W

B.l ---------l------lnlllullllllllll indicates the setting status
of each part

select a Part 01—32

T 0. Edit menu
1 (finalize)

011. Sub menu

L
B
=
]
Q
L)
-
o
2L
7]
[#°4

Select the Part Edit parameter group

Common, EG, Fc/Win,
OTHERS

“FPART EDIT:
a1/ u Ty "~ EG
ForWin OTHERS

The Part Edit parameters are divided into four groups: comman {settings common to all

parts}, EG (envelope generator), filter/fwindow, and others. In this menu screen, select the
group of parameters that you wish to edit.
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1 014. Master Volume
015. Master Balance

1 013. Master Key
Shift

012. Master Tune

Make fine adjustments to the pitch of the entire setup

-100.0—+100.0

{FART-MASTER1 *

Master Tune S +E0E, ©
Master K.Shift=+88

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

013. Master Key Shift B oo

Transpose the pitch of the entire setup

{PART-MASTER1 >

Master Tune =+PE6. A
Master K.Shift=FIN

This adjusts the pitch of the entire NS5R in semitone steps. This is a convenient way to
transpose the playback.
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T 012. Master Tune
013. Master Key Shift

‘ 1 615, Master Balance I
i

014. Master Volume

Set the volume of the entire setup

“PART-MRASTERE*

AT

Master Uolume =p§ER
Master Balance=CNT

This adjusts the volume of the entire NS5R. This lets vou adjust the overall volume while
preserving the volume balance between Parts.
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015. Master Balance

Set the stereo balance of the entire sefup

SFART-MAESTERZ >

Master Uolume =127 mam|
Master Balance=[Ell

This adjusts the left/right stereo volume balance of the entire NS3R.
With a setting of CNT the volume of the L. and R outputs will be cqual. The sound wili be
heard from far Ieft with a setting of L63, and from far right with a setting of R63.
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T 014. Master Volume
015. Master Balance

016. MIDI Channel To Port L 017. Program Ghange

Set the output port for each MIDI channel

ch. select)/ A, B, C
{MIDI TO FORT: ( ] )

MDich.[1]E2]2la]Ele]7 (& ===
p'z‘"tHFﬁnnnnn @
MIDI Ch. [ 8 18] 11 [12[1Z3]14 [15[1E]
Port [GlalalalalalalR

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

For example you might assign MIDI channcl 01 to the NS5R, channel 02 to the external
MIDI tone generator, ... etc., 50 that the MIDI channels could be divided between two or
more MIDI tone generators including the NS5R.

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

T 016. MIDI Channel To Port

017. Program Change To Port

Use program changes to select output ports
{program) 001—128 / SET ALL {port:)

<FROG TO PORT:
Pra: * I39rnore
[Piano ]

Set. A1l # I9nore

‘The MIDI program change messages received by the NS5R can specify whether the NS5R
itself will sound as the tone generator, or whether an external MIDI tone generator con-
nected to the NS5R’s MID1 OUT will be sounded.
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For example you can specify that Piano (#001) will be sounded by the NS5R and Strings
{#049) will be sounded by an external tone generator, in this way using program change
messages to switch between several MIDI tone generators including the NS5R.

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

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

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

If you select Drum mode, you will be able to choose drum programs, and to select a dif-
ferent drum program for each part.

de
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018. EG Attack Time ‘ 1 019. EG Decay Time

Refe

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

—654—0—+63

{FART-EG>

EG AttackTime = [XEE] b
ol ;| 000

Part [

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

55



Reference Guide

T 018. EG Attack Time
1 020. EG Release Time

019. EG Decay Time

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

—64—0—+63

{FART-EG>
4EG DecauTime = [ 3

a1 linnnnnnmminnmnm

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

T 019. EG Decay Time
1 021. Pitch EG Start Level

020. EG Release Time 1

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

—654—0—+63

e

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

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

(FART-EG>
4 EG ReleaseTime = 3

a1 [nunnnnmmnimmm
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T 020. EG Relsase Time
d 022, Pitch EG Attack Time ;

021. Pitch EG Start Level 1

Adjust the pitch at which each Part begins to sound

(PART-EG >
4 PEG StartlLevel = [ 2

a1 lnnnnninHmnnm

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

022. Pitch EG Attack Time P

Adjust the attack fime for the pitch of each Part rar

mode

{PART-EG >
EG AttackTime = RdalE]

a1 msnnmsnmnmm

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

When this value is 0, the Attack Time will be as specified by the Program. As this value is |
creased in the positive (+} direction, the Attack Time will become longer than the orig- '
inal value. As this value is increased in the negative () direction, the Attack Time will
become shorter than the original value, iy
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023. Piich EG Release Time '

T 022. Pitch EG Attack Time
1 024. Pitch EG Release Level

024. Pitch EG Release Level 1

Adjust the release time for the pitch of each Part

{PAORT-EG?>
dPEG ReleaseTime= 2

a1 [innimnnnnn

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

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

58

Adjust the pitch to which each Part returns

{PART-EZ>
4 PEG Releaselv] = giall

ot | 000 N

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

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

Adjust the brighiness of each Part

<FART-FILT WIM?
Cutoff Freu = FYEE)

al innnnHmnmnmnunnnm

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

e

When this value is 0, the Cutoff Frequency will be as specified by the Program. As this
value {s increased in the positive (+) direction, the Cuteff Frequency will become higher
than the original value. As this value is increased in the negative (-} direction, the Cutoff
Frequency will become lower than the original value.
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T 025. Cutoff Freguency
1 027. Note Window Bottom

026. Color

Adjust the tonal character of each Part

ZPART-FILT/WIM?
4 Color N -+ (11

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

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

S

* Depending on the program sound which is assigned to the part, changes in the Color v
parameter may noet be noticeable.
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027. Note Window Bottom "

T 028. Color
4 028. Note Window Top

028. Note Window Top

Set the lower note limit for each Part

CPART-FILTAWIN>
4 Motellin Bottom= k

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

T 027. Note Window Bottorn
1 029 velocity Window Top

60

Set the upper note limit for each Part

{PART-FILT/WIM>
4 Notellin Tor = [ 2

el 1T

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

L

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

In the diagram at right, different

Note Windows have been set for Parts | g
1 and 2, and the same Note Window |
has been set for Parts 3 and 4.

It is not possible to set the Top Note LCMQ

lower than the Bottom Note. If yau - e R !
M Wircos. otm Wendaw Ml Winnaow

attempt to set the Top Note lower
than the Bottem Note, the Bottom
Note will be adjusted to the same
value as the Top Note. The opposite also applies,

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

Set the upper velocity limit for each Part

029. Velocity Window Top ()

0M1—127
SFART-FILTAWIM _

4 lUelollin Tor = 3

o |HARHRREARRRRRRRREOARRRHRR]

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

030. Velocity Window Bottom ()
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Set the lower velocity limit for each Part

001—127

SFART-FILTAWIN>
4 U=lollin Bottom= [EEH

For each Part, this parameter sets the minimum velocity value for which the Part will
sound.

The Velocity Window settings specify the range of velocity values which will sound each
Part. By setting the Top and Bottom of the Velocity Window you can cause a Part to play
only in response to notes which are played with a certain force.

For example, if you set a low Velocity Window for a “soft strings” Part and a high Velocity
Window for a “hard strings” Part, softly played notes will be sounded by the “soft strings”
Part, and strongly played notes will be sounded by the “hard strings” Part (Velocity
Switch).

Alternatively, you can make settings so that playing dynamics cause additional Parts to be
sounded simultaneously in a natural-sounding way (Velocity Layer).
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031. Part Mode

032. Mono/Poly ()

Set the play mode of each Part

NORM, Drum, MDrumi1—4
«PART-0OTHERS»

Part Mode = RN »

B 1 UNFEREEESE IlII NUFEREEEEAER IIIIII ] ]

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

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

icon will be added to the menu.

{EDIT MENU?
Xl PartEdit. [E|Global

Utilitwu Crrvim

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

MONO, POLY

£PART -OTHERS
4 MONO-POLY = b

o JLNAARRERRRERRRRRRRA N

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

Make fine adjustments to the pitch of each Part

033. Fine Tune T

{FART-OTHERS >
4 FineTune = [ 2

B1 IR

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

ide
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034. Velocity Sensitivity Depth T
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Set the sensitivity of each Part to keyboard dynamics

00t—127

{PART-0OTHERS »
4 LelSens Deprth = [ 2

]
o1 [ITHNRHANHINNINNN =

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

Low settings of this value will cause variations in kevboard dynamics to have little effect
on the volume. Higher settings of this value will canse volume to change greatly in
response to even minor variations in keyboard dynamics.
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035. Velocity Sensifivity Offset ol T

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

001—127

{PART-OTHERS >
4 UeslSensOffset = [ 2

||

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

036. Modulation Wheel / Pitch MG Intensity

Set the depth of modulation for each Part

tFART~O0THERSE >
4 MW P.Mod Int. = [EHE b

B 1 O O R O

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

As this value is increased, identical movements of the modulation wheel will produce a
deeper pitch modulation effect.
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Pitch MG intensity

‘ T 036. Modulation Wheel /
1 038. Portamento Switch

037. Pitch Bend Range

Adjust the pitch bend depth for each Part

{PART-0THERS >
4 P.Bend Range = [EEH »

o1 I nnnm

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

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

T 037. Pitch Bend Range
1 039. Portamento Time

038. Portamento Switch

Edit
I'l'IOdE

Turn portamento on/off for each Part

{FPART - OTHERS »
4 Portament Sw = 3

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

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

Adjust the portamento time for each Part

001—127

{FART-OTHERS »
4 Portament Time= [ERE[E

For each Part, this adjusts the time of the Portamento effect (i.e., the time over which the

pitch will change from one note to the next).

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

nounced.

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

In Global mode you can make basic settings that affect the operation and functionality of

the entire NS3R. Settings for the LCD display, interfacing with external devices, and

menory protect etc, are made in this mode. To enter this mode from Multi mode, choose

Global from the edit menu, and press the [EDIT/ENTER] button once.
The following items can be set in this mode.

Reference Guide

Parameter Edit Refer to
040 LCD contrast Adjust the contrast of the LCD screen — P68
041 BPS select Select the transmission speed of the PG interface —P68
042 Preview note Specify the pitch of the [TONE] button —PBg
043 Preview velocity Specify the velocity of the [TONE] button —PE9
044 Exclusive channel gr;escsi;é Lr;e transmit/receive channel for exclusive P70
045 Memory protect Protect/permit writing of data to the user bank —P70
046 Bank map type Select the arrangement of sounds —P71
047 Effect follow part §$Sg¥:e part for which the effect will change with the P71
048 Boot option Specify whether a Multi will be loaded at power-on —P72
048 Program port Specify how MIDI Port Select messages will select ports —P72
050 Rx switch Control exclusive message reception —P74
051 Rx color Specify how exclusive messages will switch the LCD P74

color
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040. LCD contrast

Adjust the contrast of the LCD screen

<GLOBAL >
LCcD BFS  MNOTE VEL
s 8.4 H 136
EXCL.CH HMEM.PROTECT

aa pOCOCOEO

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

T 040. LCD contrast
1 042. Preview note

041, BPS select

Select the transmission speed of the PC interface

31.25,38.4
LGLOBAL >
LCO _BRS MNOTE VEL
12 R 160

Specify the rate at which data will be transmitted between the NS5R and the computer
which is connected to the NS5R’s PC interface {the T HOST connector}.

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

Please also refer to “Computer/sequencer connections” in the “Preparations” section.
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T 041. BPS select
| 043. Preview velocity

042. Preview note T

Specify the pitch of the [TONE] button

CGLOEAL >
LCDh EPS NOTE VEL

12 38.4 Bl 168
EXCL .CH MEM . FROTECT

a1 POCOOOEO

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

T 042. Praview note
| 044. Exclusive channel

043. Preview velocity T

Specify the velocity of the [TONE] button

001 —127
LGLOBRAL >

LCD BFS  NOTE VEL
12 38.4 A 1983
EXCL.CH  MEM.FROTEGT

1 rICcOcOEO

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

Global

mads
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T 043. Preview velocity
1 045. Memuory protect

044. Exclusive channel

Specify the transmit/receive channel for exclusive messages

01—16

¢<GLOBAL >
LcD BFSE  NOTE VEL
12 38.4 A 10
EXCL.CH  MEM.PROTECT

i1 rpOcCcOceOEeEd

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

045 Memory profecf 1 ‘ T 044. Exclusive channe

Protect/permit writing of data to the user bank
PRG, CMB, DRM, EFF,

{ELOERAL >
MEM . FROTECT LUEL
CMB OOFF ®0N | 1648

OTECT

a1 FOMEM 0OEO

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

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

Of course even if this is ON, you will still be able to temporarily modify the sound in Part
Edit mode. Such modifications will not affect the actual settings of the Program, Combi-
nation, Drum Kit or Effect itself.
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T GLOBAL
1 RX. SWITCH

046

) Bank map fype ‘ 1 047. Eftect follow part

047,

Select the arrangement of sounds

Default, 05R/W

{MESR SETUFR -
FX.FOLLOWFART
OFF

*J ®@Default CASR-Y

T

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

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

With a setting of 05R/W, GM-b {GM bank b) will be selected when the power is turned
on, or when GM Mode On is received. If at this point, a bank change [000,000] message is
received, PrgA (same mapping as 05R/W) will be specified. This allows 05R/W data to be
played back an the NS3R.

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

T 046. Bank magp type
1 648. Boot opticn

Effect follow part 1

Select the part for which the effect will change
with the program

OFF, 01—32

tHEER SETUF:
ERMEMAF FX.FOLLOWFPART

Default
BEOOT OFTION FRG-FORT
None Matiue

Select the Part for which MIDI Program Change messages will select Effect programs at
the same time they select N$5R sound programs.

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

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

049. Program port '

Specify whether a Multi will be loaded at power-on

{MSSR SETUF:
EAMKMAF FX.FOLLOWFART
Default OFF
BOOT OFTION PRG-FORT

fultil Hative

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

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

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

72

Specify how MIDI Port Select messages will select ports

Native, Emulate
<‘MEER SETUFR >

EOMEMAF FX.FOLLOWFART
Detfault OFF
BEOOT OFTION FPRG-FORT

Mone

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

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

With a setting of Emulate, after the NS5R receives a MIDI message of (F5, 00), the musi-
cal data will be transmitted to port A and to MID1 OQUT. This will operate in the same
way as previous tone generator modules which are not able to use ports to expand the
number of channels (Korg X5DR, 05R/W etc.). When musical data that was created for
these previous models is to be played back on the NS5R, set this parameter to Emulate.

{Refer to the diagram on the following page.)
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MIDI PC/IF
Oour IN our IN
Y ]
Local
= @ L
; D@ G
[ ch. selectPort |
e EXCL Thru
T ? Q (PC/IF only)
Y ¥ LA
A B
Native C(OB)
] ]
Local
OFF
F5,00
F
A B
Y
Emulate C(DB)
Regardless of whether Native or Emulate is selected, when a MIDI message of (F5, 02} is Globol
received, the musical data will be transmitted only to port A, and if (F5, 03) is received moche

the musical data will be transmitted only to port B.

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

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

Control exclusive message reception

GMOn, GSOn, XGOn,
ON, OFF

CRX.SWITCH?

Rx.=SW: GMOr &S0 XGO0H
Ol OH OH
(clgl o= His
GRH ORG GEH

COLOR :

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

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

When G50n is ON, the NS3R will receive GS Reset messages. When this is OFF, these
messages will not be received,

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

T 050. Rx switch

051. Rx color

Specify how exclusive messages will switch the LCD color

GM, GS, XG, GRN, ORG

{RX .SWITCH>
Rx.SW: GMONn 3S0n X60n
o4 ON OMN
S X6

COLOR: 5M
ORG GRH

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

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

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

In Utility mode you can save various NS3R parameters to an external device or computer,
or save/load Multi mode settings. To enter this mode from Multi mode, choose Utility
from the edit menu, and press the [EDIT/ENTER] button.

The following items can be set in this mode.

a
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o

Parameter Edit Refer to
052 {sub menu) Select the type of Utility operation —P.75
053 Preset/Initialize Initialize internal settings of the NSSA —P78
054 MIDI data dump Transmit NS5 parametsrs to an external device —3P77
055 Multi setup Save/load Multi mode settings —P78

T 0.Edit menu
1 {finatize)

052. Sub menu

Select the type of Utility operation

Preset, DumpOut,
SetupMulti

SUTILITY Y
| Preset, CmE Dt

[&] Seturkulti

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

T 052. Sub menu
L (finalize)

76

Initialize internal sefttings of the NS5R

GM Mode On, NS5R Reset(R),
NS5R Reset(Y), Factory Preset
{PRESET-INIT?: ——

IR 5 Hodse On

FRESS L[EDIT1 TO EXELC.

This operatien initializes all internal data of the NS3R for GM mode, GS mode, or XG
mode.

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

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

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

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

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

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

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

054. MIDI data dump

Transmit NS5R parameters fo an external device
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ALL Prog, ALL Combi, ALL Multi,
ALL Drumkit, ALL Effect

<MIDI DUMF -

Item: EINNETSCEE
to tPC I-F

FRESS [EDIT1 TO EXELC.

This operation lets you transmit sound parameters or effect programs from the N55R to
an external device such as a MIDI data filer connected to the NS5R.

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

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

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

sive data.

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

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

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

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

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

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

Several seconds will be required for the data dump to be completed. While the data dump is
being executed, the display will indicate “Executing...”

I
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055. Multi setup 1

PC I/F, MIDI OUT

{MIDI DLUMF>

Item:ALL Prog
to T

FRESS L[EDIT1 TO EXEC.

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

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

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

T 052. Sub menu
1 tfinalize)

78

Saving/loading Multi mode settings

1,2, 3,4, LOAD, SAVE
THMULTI SETUR >

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

The four sets that can be saved are numbered from 1 to 4. Use the VALUE controller to
select the number of the set that vou wish to load or save, and use the [PARAM] buttons
to select either SAVE (store the current settings) or LOAD (recall the previously saved set-
tings).

* To load or save the settings, select the desired set, and press the {EDIT] button. The display
will ask “Are You Sure?” (Are you sure that you want to execute? ),

Use the [PARAM] buttons to select either YES (execute load/save) or CNCL (cancel load/
save), and press the [EDIT] button once again to execute load or save and return 1o the
previous display (or return without executing ).

Several seconds will be required for the load/save operation to be completed. While the
eperation is being executed, the display will indicare “Executing...”
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5. Combination Edit mode

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

Reference Guide

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

Combination Edit mode is where you can make settings such as those listed above for the
Combination. To enter this mode from Multi mode, press and hold the |[EDIT/ENTER|

button for approximately 2 seconds when a Combination sound is displayed.

Parameter Edit Refer to
052 Bank select Select the bank for each program in the combination —Pad —'q_f:
053 Program select Selact the programs for the combination —Pa0 O’
054 Program volume Specify the volume of each program —P80 &
055 Program panpot Specify the stereo position of each program —P81 qc,.
056 Program transpose Adjust the pitch of each program in semitones —P8a1 _.%
057 Program tune Make fine adjustments to the pitch of each program —P82 o
058 C send levet Specify the effect send level for each program —Pg2
059 D send level Specify the effect send level for each program —P83
060 Note window bottom Specify the lower note limit of each part —P.83 5
061 MNote windaow top Specify the upper note limit of each part —P84
062 Velocity window bottom  Specify the lowest velocity that will play each part —P84 Ch*;r:lzzﬁ
063 Velocity window top Specify the highest velocity that will play sach part —»P.85 mode
084 Receive note on Aliow each program to receive note-on messages —P.85
065 Receive control change ;::;03\: :gaacsh program to receive control change P88
066 Receive pitch bend Allow each program 1o receive pitch bend messages —P.88
067 Receive aftertouch Allow each program o receive aftertouch messages —P.88
068 Recsive damper Allow each program to receive damper pedal messages —P.87
089 Receive portamento Allow each program to receive portamento messages —P87
070 Effect bank Select the bank of the effect that you wish to use —P.87
071 Effect program Specify the number of the effect that you wish to use --P.88
072 Combination rename Assign a name to the combination and save it —PB88

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

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

@

fBA3 SurerSanth
'899 Cruital

BN o i
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052. Bank select ‘ L 053, Program select

Select the bank for each program in the combination

GM-a, r:01—28, r:CM, y:01—65, ySFX,
GM-b, Prgu, PrgA, PrgB, PrgC,

1883 SurerSunth YDr2, rDrm, Kbrm
:@99 Crdstal

olume = 188 k
a1

Select the bank of the program in the combination.

T 052. Bank select
4 054, Program volume

053. Program select

Select the programs for the combination

001—128

|
|
|

Select the number of the program in the combination.

T 053. Program select
1 055. Program panpot

054. Program volume 1

Specify the volume of each program

001—127

CmbC
EIEI =EI‘99 rdast.al

HH
IO i i i i [

Specify the volume of each program.

On the NS5R, parameters which determine the volume of each Part exist separately in
each of the three modes Program, Combination, and Multi. The maximum possible
value for the Multi mode |004] Volume setting will be the value of the Program Edit
maode [078] Oscillator Level. In the case of a Combination sound, the volume will be lim-
ited by the {054] Program Volume setting as well.
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T 0s4. Program volurne
4 056. Program transpose

055. Program panpot

Specify the stereo position of each program
R63—R01, CNT, LO1—L63, RND

: CmbCiBE3 SuPerSunth
GM—a: @99 C PHE al
4FanrFot.

01 DOOBOOOD

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

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

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

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

For example if for a certain part in Multi mode, {006] Panpot is set to R63 (far right} and
the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,
the sound will actually be heard in the location determined as follows:

R63 (far right) + L63 (far left) = (same level for both} = (heard fram the center)
Thus, the sound will be heard from the center.

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

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

T 055. Pragram panpot
1os7, Program tune

056. Program transpose

Adjust the pitch of each program in semitones

—24—+00—+24
CmbC:8a3 UPEPSHhth -
GM-a:@99 C rostal
4Transpaose J

NoldEEEkER)

Adjust the pitch of each program in semitone steps.

81
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T 056. Program transpose
1 058. C send levsl

057. Program tune T

Make fine adjustments fo the pitch of each program

—50—000—+50

CmbC:BA3 SurerSonth
GM—a: 899 Crustal

4dFineTune
o HEHEEAE I

Make fine adjustments to the pitch of each program.

T 057. Program tune
1 059. D send level

058. C send level

Specify the effect send level for each program

CmbB:8@1 SolarfFlare
Prag: 831 SPutnlk
dC SendLevel= [ [ 4

o1 [ (L] (2] (] (] ] (] ]

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

Qo0
L0y
ean

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

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

B2
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T 058. € send level
1 060. Note window bottam

059. D send level

Specify the effect send level for each program

e e '
4D SendlLevel :
B1 ........

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

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

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

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

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

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

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

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

T 059. D send level
1 061. Note window top

060. Note window bottom 1

bl
T
&
il
L
=
o
.6
L
o

Combing-

tion Edit
e

Specify the lower note limit of each part

C-1—G9

dHote Btm = M b

91

For each program, specify the bottom {lowest) note that will sound.
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061. Note window top 1 ]

T 060. Note window bottom
1 062, Velosity window bottom

062

. Velocity window bottom ()

Specify the upper note limit of each part

dHote Tor = [l [ 2

A1

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

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

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

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

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

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

84

Specify the lowest velocity that will play each part

001—127

(PART-FILTAWINY
4lelolin Bottom= [5[5H U

St
wils

Tor each program, specify the lowest velocity for which the program will sound. { Velocity
is MIDI data which indicates how strongly a note was played on the keyboard or other
MIDI instrument.}
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- 063. Velocity window top

0é4. Receive note on

T 062. Velocity window bottom
1 084, Receive note on

Specily the highest velocity that will play each part

001—127

dlUe]l Tor = iFEH
FF F mp  mf ¥ FF

| PEEEY CEVET PEERY EYPTY PROET PERPY PREEY PR PR Pt Py s S

(i)
(=

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

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

For example, you could set a low velocily window for a soft strings program, and a high
velocity window for a hard strings program, so that softly-played notes would sound the
soft strings, and strongly-played notes would sound the hard strings ( Velocity Switch).
Alternatively, you could make settings so that variations in playing dynamics cause the
sound of two or more programs to be layered (Velocity Layer).

[}
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A As for Note Window, Velocity Window settings can be made not only in Combina-
tion Edit mode but alse in Part Edit mode. The Velocity Window settings of Part
Edit mode take priority over those in Combination Edit mode. — p.61 {029]
Velocity Window Top, [030] Velocity Window Bottom

T 063 velocity window top
J 085. Receive contral change

Allow each program o receive note-on messages

ON, OFF

CmbB: 881 SolarFlare - .
PraB: @31 SF-utmk -
4R . Hot.eln = [N [ 3

o EEEEEEE | ]G

For each program, specify whether or not MIDI Note-on messages will be received. Programs
for which this setting is OFF will not sound, regardless of the program or volume settings.

85
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T 064. Receive note on
1 066. Receive pitch bend

065. Receive control change 1

Allow each program to receive control change messages

ON, OFF

CmbB:8A1 SolarFlare
FPrap: a3t Sputn1k
4dRx.CtrlCha = [NF3

o HEERAREE

For cach program, specify whether or not MIDI Control Change messages will be
received. Programs for which this setting is OFF will not receive the Control Change mes-
sages used to control a varicty of parameters.

T 065. Recsive control change
1 0B67. Receive aftertouch

066. Receive pitch bend T

Allow each program to receive pitch bend messages

ON, OFF

CmbE:BA1 SolarFlare
PraBiB31 SPutn1k
4dRx.PitchEnd = N

o EISSIEISIEIEE

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

T 066. Aeceive pitch bend
1 068. Receive damper

067. Receive aftertouch T

Allow each program to receive afterfouch messages

ON, OFF

CmbBiBB1 SaolarFlare
PraB: 831 Sputnik
4ARx.AftrTouch= [IH

a1 IIIIIII

For each program, specify whether or not MIDI Aftertouch messages will be received.
Programs for which this setting is OFF will not reccive the Aftertouch messages that are
transmitted by a MIDI keyboard.
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T 087. Receive aftertouch
1 089. Receive portamento

068. Receive damper ()

Allow each program to receive damper pedal messages

ON, OFF

CmbB:BB1 SolarFlare
Prae:=a31 Sputnlk
4R DamFer =

o1 IIIIIII

For each program, specify whether or not MIDI Damper messages will be received. Pro-
grams for which this setting is OFF will not receive the Damper messages that are trans-
mitted when the damper pedal of a connected MIDI keyboard is operated.

T 088. Recaive damper
1 070. Effect bank

069. Receive portamento 1

Allow each program to receive portamento messages

ON, OFF

CmbB: ARl SolarFlare
PraB: @31 Sputnlk
4R%. Portament= {Egd

NEERRREE]

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

T 069. Receive portamento
1 071. Eifect program

070. Effect bank

Select the bank of the effect that you wish to use

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

{COMBI FX.EHMHK>

. 4 FxCBank> P @-
@ﬁ*rgﬁhﬁb [CEEE%%L ]

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

Specify the number of the effect that you wish to use

001—128

SCOMEL FX.PATCH>

@:( J’;ﬁ }:IE) 4 Fx(Mame) P

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

[Cho-Dlw 1]

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

. 20 1as Fw TYPE®

R Unabla to Edit. k> B
2 @:[ Turn FX.Follow @
. Fart 1~3Z.
. 4.-"5

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

g 072. Combination rename 1 T o71. Effect program

Assign a name fo the combination and save it

{COMBI REMAME Y
E CmbB:BB1 SolarFlare
NewHame: ol arFlare

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

To modify the combination name, use the | PARAM]| buttons to move the cursor to the

. character in the name that you wish to medify, and use the VALUE controller to select the
! desired character. By repeating this process for each character you can assign any desired
' name. The following characters can be used.
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6. Program Edit mode

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

tFROGRAM EDIT}_
_ _‘?\%UDF

Sounds edited in Program Edit mode can be given a name (if desired) and saved in the
User program area, which 1s indicated as “PrgU: (number).”

Program Edit mede consists of OSC (oscillator}, VDF {filter), VDA {amptlifier), and Pan/
Effect Send, and a page which allows you to save the results of your editing.

Key Parameter Edit Refer to
Osgillator —Pa2
073 (home page) Pitch LFO —Pa8
Pitch EG —P100
Filter —P.104
Filter LFO —P108 |
Fitter EG —P110 o
Amplifier —P115
Amplifier LFQ —P 117
Amplifier EG —P120 2
Pan/effect send —P124 (3
Rename —SP128 o
074 Oscillator mode Specify the type of oscillator -»P93 E
075 Multisample select Select a muitisample —P94 = '
076 Drum kit select Select a drum kit —P94 E |
077 Octave select Specify the pitch in octave units —P94 ;
|
078 Oscillator level Specify the oscillator volume —Pas !f
079 Key transpose Specify the pitch in semitone steps —P35 '
080 Fine tune Make fine adjustments to pitch —P95
081 Velocity window bottom  Specify the minimum velocity which will play the sound —P96
082 Velocity window top Specify the maximurm velocity which will play the sound —P96 Prﬁﬂ?m
083 Delay start Delay the beginning of the note —PRo7 mode o
084 Pitch slope :Spegnfy the relation between pitch and the keyboard ypa7 i
ocation i
085 Pitch LFQ waveform Select the vibrato waveform —Po8 ;
086 Pitch LFO frequency Specify the frequency of vibrato —Pa8 I
087 Pitch LFQ intensity Specify the depth of vibrato —Po8
088 Pitch LFO delay Specify the time delay before vibrato begins to apply —P%9 |
1
089 Pitch LFO fade intime  Specify the time over which vibrato reaches its full depth ~3P89 |

89
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090 Pitch EG start lavel Specify the pitch at which the sound will begin —P100
] . Specify tha tima over which the pitch will reach the
091 Pitch EG attack time attack level P 100
092 Pitch EG attack ievel Specify the pitch which will be reached after the attack time —P100
) i Specify the time over which the pitch will reach the
093 Pitch EG decay time normal level —P10
094 Pitch EG release time Specify the time over which the pitch will release the SP101
reiease level
095 Pitch EG release level  Specify the pitch which will be reached after the release time —P1M
096 Pitch EG intensity Specify the depth of the pitch EG effect —P102
097 Pitch EG intensity Specify how pitch EG depth will be affected by keyboard —P102
velocity sensitivity dynamics )
098 Pitch EG time Specify how pitch EG times will be affected by keyboard SP103
velocity sensitivity dynamics '
099 Cutoff frequency Adjust the brightnass of the sound —P104
100 Color intensity Adjust the tonal character of the sound —P104
101 Color velacity Specify how the tonal character will be affected by
Lo . —P105
sensitivity keyboard dynarmics
102 VOF keyboard Specify how the brightness will changs in relation to the 0105
tracking mode keyboard location '
103 VDF keyboard Specify the note at which the brightness will begin
. f —P106
tracking key changing
104 VDF keyboard Specify how greatly the brighthess will be affected by
o .\ . —P106
tracking intensity keyboard location
105 VDF keybeard Specify how greatly tone EG times will be affected by
A i ; —P107
tracking EG time keyboard location .
106 VOF _keyboa!’_d Specify the time and direction of the EG change
tracking £G time roduced by keyboard location —R07
switch/polarity P y Koy
107 VDF LFC waveform Select the waveform of the wah effect —P108
108 VDF LFQ frequency Specity the frequency of the wah effect —P108
109 VDF LFQ intensity Specify the depth of the wah effect —P109
110 VDF LFO delay Specify the delay until the wah begins to apply —P109
111 VDF LFO fade-in time  Specify the time until the full wah effect is reached —P.109
112 VDF EG attack time Specify the time over which the tone will reach the aftack leved —P110
Specify the level which the tone will reach after the
113 EDF EG attack level attack time —P110
114 VDF EG decay time Specify the time over which the tone will reach the break point —P110
. Specify the lavel which the tone will reach after the
115 VOF EG break point decay time —Pi11
- Specify the time over which the tone will reach the
116 VDF EG slope time normal level —P111
. Specify the brightness of the tone which will be
117 VDF EG sustain level rmaintained until the key is released —P1N
. Specify the time over which the tone will change after
118 VDF EG release time the key is released —-P112
Specify the brightness level toward which the tone will
118 VDF EG release level change after the key is released —P112
120 VOF EG intensity Specify the depth of the VDF EG effect —P113
121 VDF EG intensity Specify how the VDF EG will be affected by keyboard P13
velocity sensitivity dynamics '
122 VDF EG time velocity  Specify how greatly the VDF EG times wilt be affected by P14
sensitivity keyboard dynamics '
123 VDF EG velocity . o . . i
sensitivity switch/ Specify the direction in which keyboard dynamics will P14

polarity

affect the VDF EG times
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124 VDA keyboard

Specify how volume will be affected by keyboard

tracking mode Iocation —PR115
125 VDA keyhboard . ) .
wacking key Specify the key around which volume will change —P115
126 VDA keyhoard Specify how greatly the volume EG will be affected by P16
tracking intensity keyboard location -
127 VDA keyboard Specify how greatly the volume EG timas will be affected P16
tracking EG time by keyboard location :
128 ::g;;eygga;qme Specify the direction in which the volume EG will be —P117
cring B4 affected by keyboard location :
switch/polarity
129 VDA LFO waveform Select the waveform for the tremolo effect —P118
130 VDA LFO frequency Specify the frequency of the tremaio effect —P118
131 VDA LFQ intansity Specify the depth of the tremolo effect —P118
132 VDA LFO delay S}p:;grythe time detay until the tremolo effect will begin —P119
133 VDA LFO fade-in Specify the time over which the maximum tremolo effect P19
time will be reached ’
. Specify the time over which the volume will reach the
134 VDA EG attack time attack level =120
Specify the level which the volume will reach after the
135 VDA EG attack level attack time —P120
. Specify the time over which the volume will reach the
136 VDA EG decay time break point —P120
. Specify the level which the volume will reach after the
137 VDA EG break point decay time —PR121
- Specify the time over which the velume will reach the
138 VDA EG slope time normal level —P121
. Specify the volumne level which will be maintained until
139 VDA EG sustain level the key is released —=P121
. Specify the time over which the volume will decrease to
140 VDA EG release time silence after the key is released —R122
141 VDA EG amplitude Specify how greatly the VDA EG will be affected by P12
velocity sensitivity keyboard dynamics ’
142 VDA EG time velocity  Specify how greatly the VDA EG times will be affected by 3P 123
sensitivity keyboard dynamics ’
143 :;ziﬁﬁt; 2:‘:&% Specify the direction in which the VDA EG will be P23
) affected by keyboard dynamics ’
polarity
144 Oscillator panpot ggsé:;;y the stereo balance of the send level to the —sPi24
145 C send level Specify the send level to the effect —F125
146 O send level Specify the send level to the effect —P125
147 Effect bank Sailect the bank of the desired effect —FR125
148 Effect number Seiect the number of the desired effect —P126
145 Program rename Assign a name to the program and save it —P126

[074] In Program Edit mode if the Oscillator Mode is set to DOUBLE, a display of [1]
and [2] in the LCD screen will alternate each time the [EDIT/ENTER] button is pressed

when in edit pages [074] through [146]. This indicates for which of the two oscillators the
oscillator-related parameter settings are being made. Oscillator, filter or amplifier settings
for which either [1] or [2] is displayed are in the same signal flow.

{0=C

C=]>

Iﬁﬁ%

AMultisSmerl b
EE[E

PCM=

[A.Fiano 1 1]
179

If the Oscillator Mode is not set to DOUBLE, the LCD will show only [1], and it will not

be possible to switch this.
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[n Program Edit mode, modifying a parameter setting will cause a EDIT symbol to
appear in the upper right of the display. When this symbol is displayed, pressing the
[DISP/EXIT] button to exit Program Edit mode will cause the following popup windaw
to appear. This menu lets you choose whether to save the current edited program in the
User bank, or whether you wish to discard the results of your editing,

{05CC1] ¥
| Write Prog
EEEEFE]

TO
P

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

If you select YES and press the [ENTER] button, the program that you modified will be
saved in the displayed program number of the User bank. You can use the VALUE con-
troller to select the program number

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

If you select NO and press the [ENTER] button, the modified program will not be saved,
and you will exit Program Edit mode.

T

073. (home page) { (finalize}

92

Select the item that you wish to edit

OSC, PITCH LFQ, PITCH EG, VDF,
VDF LFOQ, VDF EG, VDA, VDA LFQ,

{PFROGRAM EDIT:» VDA EG, Fx, PROG RENAME

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

Items can be selected using the [PART/PAGE] buttons, the [PARAM] buttens, or VALUE
dial.
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074. Oscillator mode

1 075, Multisample select
Drum kit select

Specify the type of oscillator

GwW

SINGLE, DOUBLE, DRUMS

<OSCGL1] >

0SC Mode B
SIMGLE

Qs 8

This setting specifies whether the sound will be based on one oscillator alone, two oscilla-

tors together, or a drum kit oscillator.

With a setting of SINGLE, a single system of oscillator, filter, and amplifier will be used.

In this case, the NS5R will have a maximum polyphony of 64 notes.
With a setting of DOUBLE, two systems of oscillator, filter, and amplifier will be used.

This lets two different sounds (or identical sounds) be layered as a single sound, allowing

more complex sounds to be created. However in this case, the NS5R will have a maxi-
mum polyphony of 32 notes.

If this setting is DOUBLE, subsequent editing pages will show either [1] or [2] in the

LCI, which will alternate when you press the [EDIT/ENTER] button. This indicates the

oscillator (1 or 2) for which you are editing the oscillator, filter, or amplifier settings.

Oscillator, filter, or amplifier settings for which the same number is displayed belong to

the same system.

(SINGLE) {DOUBLE)

{PROGRAM EDIT: 2

<{PROGRAM EDIT}»

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

Reference Guide

Program
Edit
mode

When this parameter is set to DRUMS, pressing and holding the [EDIT/ENTER] button

(regardless of the parameter page which is displayed) will take you to Drum Kit Edit
mode, allowing you to make detailed settings for the drum kit. -P.127
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075. Multisample select/Drum kit select

1 T 074. Oscillator mode
1 077. Octave select

Select a multisample

SOSCGLC1]

1Hu1t' Pl [ 2
@%‘

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

076. Drum kit select

Select a drum kit

{0O5SCLC11]

4MultiSmerl P
ag% b

PCMs ER.FPianno 1%-_.9]

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

T 07s. Multisample select
076. Drum kit select
077 OCtOVe SeIeCt 1‘ 1 078. Oscillator level

Specify the pitch in octave unifs

32|, 16I, Bl, 4

{OSCC12] >
405C Dctave

R
- . 1ar'n:-2f9

Specify the pitch of the oscillator in 1-octave units. A setting of 8' is the standard pitch.
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T 077. Octave select
la79. Key transpose

078. Oscillator level 1

Specify the oscillator volume

000—127

<3SCC11] >

405C Level B

[A.Piarno 1 1
Z9

Specify the basic volume of the oscillator.

On the NS5R, parameters which determine the volume of each Part exist separately in
each of the three modes Program, Combination, and Multi. The maximum possible
value for the Multi mode [004] Volume setting will be the value of the Program Edit
mode [078] Oscillator Level. In the case of a Combination sound, the volume will be lim-
ited by the [034] Program Volume setting as well,

T 078. Oscillator teve
1 0BO. Fine tune

079. Key transpose

Specify the pitch in semitone steps

{OSCCL11] >

b # dKeu Trans P
+ G
b'l- H - :H: 2]

[A.Piano 1 1
a9

Specify the pitch of the oscillator in semitone steps.

T o79. Key transpose
1 081. velocity window bottom

080. Fine tune 1

Make fine adjustments to pitch

LOSCLC13] >

GF 48 4dFine Tune b

Ml | [A.Fiano 1 1]
E/9

Specify a fine adjustment to the pitch of the oscillator.

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

95
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T 080. Fine tune
4 082. Velocity window top

081. Velocity window bottom '

Specify the minimum velocity which will play the sound

001—127 g
LOSCL13] z

;' dU=llJin Btm b
s 95 1

| ] 1z [A.Piano 1 1]
; 779

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

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

" . . T 081. Veloity window bottom
it 082. Velocity window top 1 J‘ 1 083, Detay start

Specify the maximum velocity which will play the sound

¢0SCC1] ¥
T 4lel] 1__| Tor b

o] 127 [FI.F'ic- 1 1]
)

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

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

The velocity window allows you to specify the range of velocities which will sound the
oscillator. By setting the velocity window top and bottom, you can cause the sound to
play only when notes are played with a specific strength.
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T 082. Velocity window top
083. Delay start T J‘ 1 084. Pitch slope

Delay the beginning of the note

000—127

<OSCL1d >

dDelagStart b
[0Or9an 1 ]
&./9

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

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

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

T 083. Delay start

084. Pitch slope

Specify the relation between pitch and the keyboard location

—1.0—0.0—42.0

{0SCL11] >

dPitchSlore
[A.Piarno 1 1
a9

Reference Guide

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

If this parameter is set to a value above 1, the pitch i
will rise more rapidly. With a setting of +2.0, the oscil- | program :
Pitch lator’s pitch will rise two octaves as the note number Edi
* *2 increases by 12. With settings of less than 1, the pitch
{ " will rise more slowly, and with a setting of 0.00 all
. ‘-I- e e note numbers will produce the same pitch of C4.
OC

log { v o Values less than 0 will invert the relation between note
ol el numbers and pitch, so that higher note numbers will
be sounded at lower pitches. In other words, notes
will become lower as you play toward the right edge of
the keyboard, and higher as you play toward the left
edge. With a setting of —1.0, the oscillator’s pitch will |
fall one actave as the note number increase by 12. |

[
[
[
L 1
C4a Cs Kay
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d

‘ 4 086. Pitch LFO frequency

085. Pitch LFO waveform

Select the vibrato waveform

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,

<PITCH LFOC11 > SQUARE 2, RANDOM
P.LFO Liauep - —
FHDLIN

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

T 088, Pitch LFO waveaform
1 087 Pitch LFG intensity

086. Pitch LFO frequency ()

Specify the frequency of vibrato

000—127
{FITCH LFOC11] > _
4P.LFO Frexp

—¥

Z7E

Specify the frequency of the pitch modulation waveform.

T 086. Pitch LFO frequency
4 088, Pitch LFO delay

087. Pitch LFO intensity 1

Specify the depth of vibrato

000—127

{PITCH LFOC11] 3
dIntensita ¥»

— AT

SAE

$pecify the depth (strength} of the pitch modulation effect.
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T 087. Pitch LFO intensity
1 089. Pitch LFO tade in time

088. Pitch LFO delay

Specify the time delay before vibrato begins to apply

000—127

<PITCH LFOC11] »
4LF0 Delaw ¥

q -5

Specify the time from when the Note-on message is received (i.e., from when you play a
note) until pitch modulation begins to apply te the sound that is played.

r

- 089. Pitch LFO fade in time

l
E
3
:

T 688. Pitch LFO delay

Specify the fime over which vibrato reaches its full depth

000—127

GSFITCH LFOLC11 x

4LFO0 Fadeln
HEE

E/E

j;
|
;
|
E
E‘
5
E
F.

Specify the time from when pitch modulation begins to apply until it reaches the full
strength specified by the [087] Pitch LFO Intensity parameter.

o
R
=
0
]
vl
o
@
|:‘_J
=
=
2

Frogram
Edit
maode
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090. Pitch EG start level Jﬂ ¥ 091. Piten EG attack time

Specify the pitch at which the sound will begin

-128—000—+127

{FITCH EG C11 >
StartLevel b
-345

179

Specify the initial pitch {i.e., the pitch at the moment of Note-on).

T 090. Pitch EG start level
1 091. Pitch EG attack level

091. Pitch EG attack time 1

Specify the time over which the pitch will reach the aftack level

000—127

{FITCH EG [11] N ECIT 8
4dAttackTime b

2.9

—

Specify the time over which the pitch will change from Note-on until it reaches the pitch
specified by the [092] Attack Level parameter.

T 091. Pitch EG attack time
4 093. Pitch EG decay time

092. Pitch EG attack level T ]

Specify the pitch which will be reached after the attack time

-128—000—+127

ot |SELTSH EE L

R

Specify the pitch which will be reached after the time specified by the [091] Attack Time
parameter has elapsed.
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T 092. Pitch EG attack ievel
1 084. Pitch EG releass time

093. Pitch EG decay time ()

Speci?r the time over which the pitch will reach the normal
leve

000—127

{{FITCH EG C1i1 » ECIT i

dDecagTime P

4.2

Specify the time over which the pitch will move toward the normal level (the pitch which
will continue to sound as long as you continue pressing the key), after the |091] Attack
Time has elapsed.

T 093. Pitch EG decay time
1 095. Pitch EG release level

094. Pitch EG release time T

Speci?r the time over which the pitch will release the release
leve

000—127

{FITCH EG [i1 >

dReleaseTimb

000
Sl

S/5 aan

Specify the time over which the pitch will change from Note-off (the moment you release
the key) until the pitch specified by the [095] Release Level parameter is reached.

T 094. Pitch EG release time
1 086. Pitch EG intensity

095. Pitch EG release level T

Specify the pitch which will be reached affer the release fime

{PITCH EG C13] >
aselvl b

=9

Specify the pitch that will be reached after the [094] Release Time has elapsed.
101
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T 095. Pitch EG release level
096. Pitch EG fnfensﬂy 1 - & 1 097. Pitch EG intensity valoci

sensitivity

Specify the depth of the pitch EG effect

! -128—000—+127
(¢PITCH EG_C11] > .
dIntensita B

T2

Specify the depth (strength} of the Pitch EG elfect.

With a setting of 0, the pitch EG will not cause any change in the pitch. With negative set-
tings, the pitch will change in the opposite direction from the Attack Level and Decay
Level specified by the pitch EG parameters.

For example if [092] Attack Level is set higher than the standard pitch, a positive (+) set-
ting for this Intensity parameter will cause the pitch to gradually increase after the note

begins, until the highest value (Attack Level) is reached. However if this Intensity param-
eter has a negative (=) setting, the pitch will gradually decrease after the note begins, until
the lowest level (the inverse of the Attack Level) is reached. i

097. Pitch EG intensity velocity sensitivity

T

Specify how pitch EG depth will be affected by keyboard

dynamics

T 0986. Pitch EG intensity

1 098. Pitch EG time velocity
sensitivity

—128—000—+127
{FITCH EG [11 > ECIT —
4Int)alSens bk

-y —

+A%Z

=

Specify how the pitch EG depth (strength} will be affected by MIDI velocity data.

Increasingly positive (+) settings of this parameter will cause the pitch EG to become
deeper as you play the keyboard more strongly, and shallower as you play less strongly.
: Conversely, increasingly negative {-) settings of this parameter will cause the pitch EG to
become shallower as you play the keyboard more strongly, and deeper as you play less
g strongly.
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098. Pitch EG time velocity sensitivity

T 097. Pitch EG intensity
vealocity sensitivity N

Specify how pitch EG times will be affected by keyboard

dynamics

~128—000—+127

"{FITCH E5 [11

>
lT1meUelSn5
fh"\_ik\‘—x i

2.9

Specify how the Attack Time (091), Decay Time (093) and Release Time (095} of the
pitch EG will be affected by MIDI velocity data.

Increasingly positive (+) settings of this parameter will cause each of the pitch EG times
to become shorter for strongly played notes, producing more rapid pitch change. For
softly played notes, pitch EG times will become longer, producing slower pitch change.
Conversely, increasingly negative (~) settings of this parameter will cause strongly played
notes to have slower pitch change, and sofily played notes to have faster pitch change.

Reference Guide

Program
Edit
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099. Cufoff frequency ‘ 1 100. Color intensity

Adjust the brightness of the sound

000—127
<MDFL113 COLATRK »
' CutoffFreal
Py
i 178

Adjust the VDF cutoff frequency (the brightness of the sound).

. . T 099. Cutoff frequency
] OO COIor intenst fy 1 ‘ 1 101. Color velocity sensitivity

Adjust the tonal character of the sound

000—127

<MVDFLC1 CoOL-"TRK?*

g 4dColor Int B

2/

This parameter adds character to the sound by emphasizing the frequency region around
the VDF cutoff frequency.

% The result of this effect will depend on the original sound. For some multisamples, the effect
may not be very noticeable.
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T 100. Color intensity

1 102. VDF keyboard tracking
mode

101. Color velocity sensitivity 1

Specify how the tonal character will be affected by keyboard
dynamics

-128—000—+127

LMDFC1 ] COLA-TRK >

— [4Col UelSns b
ra ﬂ 000

S8

Specify how MIDI velocity data will affect the Color parameter.

Increasingly positive (+) settings of this parameter will cause strongly played notes to
have a more pronounced Color effect, and softly played notes to have a weaker effect.
Converscly, increasingly negative () settings will cause strongly plaved notes to have a
.E weaker Color effect, and softly played notes to have a stronger effect.

* The result of this effect will depend on the original sound. For some multisamples, the effect
; may net be very noticeable.

102. VDF keyboard tracking mode .

Specify how the brightness will change in relation to the key-
board location

T 101. Color velocity sensitivity

1 103. VDF keyboard tracking
key

CJC

ce Guig

Refaren

OFF, LOW, HIGH, ALL
JVMDFL13 COLA/TREK > —
4K. TRK Mode b

g4 5

Specify how the change in brightness relative to the keyboard location (VDF keyboard S |
tracking} will be applied. |
With a setting of LOW, keyboard tracking will occur in the area below the specified[103] '
Keyboard Tracking Key. With a setting of HIGH, keyboard tracking will occur in the area

above the specified key.

With a setting of ALL, keyboard tracking will eccur over the entire keyboard. With a set-
ting of OFF, keyboard tracking will not occur. In this case, the [104]Keyboard Tracking
Intensity, [103]Keyboard Tracking EG Time, and [106]Keyboard Tracking EG Time
Switch/Polarity settings will have no effect.
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103. VDF keyboard tracking key

T 102. VDF keyboard tracking
mode

1 104. VDF keyboard tracking
intensity

()

Specify the note at which the brightness will begin changing

C-1—G9

{WDOFLC11] CaOLA/TRK >

: 4K.TEK Kes P
i

=Y =

When [102]Keyboard Tracking Mode is set either to HIGH or LOW, keyboard tracking

will begin applying at the note specified by this parameter, either to the area above or
below.

When the Tracking Mode is set to ALL, this parameter sets the center of keyboard track-
ing. (Keyboard tracking will not apply to this key.)

104. VDF keyboard tracking intensity

)

Specify how greatly the brightness will be affected by key-

board location

T 103. VDF keyboard tracking
key

1 105. VDF keyhoard tracking
EG time

-128—000—+127

<MDFLC1] CoOLATRK >

: il -DI:]
63 @

This parameter specifies the strength {depth) with which keyboard tracking will affect the
area specified by [102]Keyboard Tracking Mode and [103]Keyboard Tracking Key.

Positive (+) settings will cause the sound to become brighter as increasingly higher notes
are played. Negative () settings will have the opposite effect.
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105. VDF keyboard tracking EG time

()

Specify how greatly VDF EG times will be affected by key-
board location

T 104. VOF keyboard tracking
intensity

. 106. VDF keyboard tracking
EG time switch/polarity

-128—000—+127
<VYDFLC11] COLA-TRK > .

N

—
[LAULLLLULALLLL

oE

This parameter specifies how the Attack Time (112), Decay Time (114}, Slope Time
{116}, and Release Time (118} of the VDF EG will be affected by keyboard tracking.

Increasingly positive (+) settings of this parameter will cause notes in the arca specified
by [102] Keyboard Tracking Mode and [103] Keyboard Tracking Key to have shorter VDF
EG times as higher notes are played, preducing quicker change in tone. As lower notes are
played, the various VDF EG times will become longer, producing slower change in tone.

Conversely, increasingly negative {-) settings of this parameter will cause slower tonal
change as higher notes are played, and faster tonal change as lower notes are played,

106. VDF keyboard tracking EG time switch/polarity

T 105. VDF keyboard tracking

EG time —J:’
3
Specify the time and direction of the EG change produced by ]:f
keyboard location K
AT, DT, ST, RT,
<\DFCL3J COL/TRK?> OF (+), ON (-}

AT_KEDTRK |4Sw/FolCATY b

®oFF O+ O — £0./8

OO0 0| g

Program ’
Edit
mode

Specify the direction in which keyboard tracking will affect each of the VDF EG parame-
ters Attack Time (112), Decay Time (114}, Slope Time {116} and Release Time (118).

For each of these times, a setting of “+” will cause times to be shortened as you play notes
higher than the [103] Keyboard Tracking Key, and a setting of “—" will cause times to be
lengthened. With a setting of 0, keyboard location will not affect VDF EG times.

This parameter sets the directions (1) in which the four Time parameters will be affected,
but the amount of the change is specified by the [105] Keyboard Tracking EG Time
parameter.
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107. VDF LFO waveform

Select the waveform of the wah effect
TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,

: ) SQUARE 2, RAMDOM
i LUDFEL1] LF;_EI }LFD w .- @
. e _El[] g
BN EEEEs
LLL F4 s . |

—

Select the waveform that will be used for VDF modulation (the wah effect produced by

|
|
cyclically modulating the tone}).

T 107.VDF LFO wavelorm
4 108, VDF LFQ intensity

108. VDF LFO frequency T

Specify the frequency of the wah effect

000—127

<WYDFLC11] LFO>
4dF.LFO Frealk
ExE

255

Specify the frequency of the VDF modulation waveform.,
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T 108. VDF LFO frequency
1 110.VDF LFO delay

109. VDF LFO intensity

Specify the depth of the wah effect

000—127

sVOFLC13 LFQOX>

WI 4 Inttu [

S5

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

110. VDF LFO delay 188 e

Specify the delay until the wah begins to apply

{VDOFC13] LFO
4LFO Delay b

375

Specify the time delay from when a Note-on message is received (i.e., from when the key-
board is played) until VDF modulation begins to apply to the note that sounds.

erence Guide

T 110.VDF LFO delay

111. VDF LFO fade-in time

-
]
(o'

Specify the time until the full wah effect is reached

Progrom

000—127 it
<UDFL13 LFO >
. : d4LFO

E/E

Specify the time from when VDF modulation begins to apply until the full strength spec-
ified by [109] VDF LFO Intensity is reached.
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Specify the time over which the tone will reach the attack level
000—127

<YDFC11] EG> ECIT
FIttat:l::Tirne [ 2

1-°12

=
Specify the time from Note-on until the VDF cutoff frequency reaches the value specified
by [113] Attack Level.

T 112. VDF EG attack time
113. VDF EG attack level 1 1 114. VDF EG decay time
Specify the level which the tone will reach after the attack time
-128—000—+127
.t [4YDEC1] EG3
.
0 2.1 E
Specify the cutoff frequency level which will be reached after the [112] Attack Time has
elapsed.
. T 113. VDOF EG attack level
114. VDF EG decay time T 1 115.VDF EG break point

Specify the fime over which the tone will reach the break point
000—127

{UDFLC13 EG>
iDEi:a'-_-lTlme [ 2

SS1z

=]
Specify the time over which the cutoff frequency will move to the [115] Break Point (the

level of brightness which will be maintained as long as the key is pressed) after the [112]
Attack Time has elapsed.
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T 114. VDF EG decay time
1 116. VDF EG slope time

115. VDF EG break point ()

Specify the level which the tone will reach affer the decay time

-128—000—+127

(UDF L3 EG>

4 Elreak F'-:r int b

4,1

Specify the cutoff frequency which will be reached after the [114] Decay Time has elapsed.

T 115. VDF EG break point
"l 117. VDF EG sustain level

116. VDF EG slope time

Specify the time over which the tone will reach the normal level

000—127

{UDFLC13) EG>
451oFe Time [ 4
. ASE

=
Specify the time over which the cutoff frequency will move to the normal level {the level

of brightness which will be maintained as long as the key is pressed) after the [116] Slope
Time has elapsed.

Suide

leterence Gui

T 116. VDF EG slope time
1 118. VDF EG release time

117. VDF EG sustain level ()

5pecn(y the bnghfness of the tone which will be maintained
until the key Is releas

000—127

<WUDFL1) EG> e R
. Jesustainlul b OO0
-

Specify the normal cutoff frequency for the VDF which will be maintained as long as the
key is pressed.
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] T 117. VDF EG sustain level
118. VDF EG release time T 1 118.VDF EG release level

Specﬁ?r the time over which the tone will change affer the key
is released

<VDFLC113 EG> ECIT
4FRelecazeTimP

FALE

Specify the time over which the VDF cutoff frequency will move to the [119] Release
Level after Note-off (i.e., when the key is released).

T 118. VDF EG release time
119. VDF EG r elease /evel T 1 120. VDF EG intensity

Specify the brightness level toward which the tone will change
after the key is released

~-128—000—+127

{4DFC13 EG> —
4Releaselvld ']
| s 000

ss1z | COOON N

Specify the level at which the cutoff frequency will arrive after the [118] Release Time has
elapsed.
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1 I 119. VDF EG release level
. M 121.VDF EG int i
120. VDF EG intensity Velosity sensiisty

Specify the depth of the VDF EG effect

~128—000—+127
PN ) o i | EG>
lInt,e 1t~=| [
|
L a1z

Specify the depth (strength) of the VDF EG effect.

With a setting of 0, the VDF EG will not cause the cutoff frequency to change. With nega-
tive () settings, the cutoff frequency will change in the direction opposite to the Attack
Level and Decay Level etc. specified by the VIIF EG.

For example if [113] Attack Level is set higher than the normal cutoff frequency, positive
{+) settings of this Intensity parameter will cause the tone to gradually become brighter
from the beginning of the sound until it reaches the maximum level (Attack Level). How-
ever if Intensity is set to a negative (—) setting, the tone will gradually become darker from
the beginning of the sound until it reaches the minimum level (the inverse of the Attack
Level).

121. VDF EG infensity velocily sensitivity

T 120. VDF EG intensity

' ' ‘ 4 122, VDF £G time velocity

sensitivity

Specify how the VDF EG will be affected by keyboard dynam-

1cs
-128—000—+127
<YDFC1i1 EG>
4 IntUelSens >
1012

Specify how greatly MIDI velacity data will affect the depth (strength) of the VDF EG
effect.

With positive (+) settings of this parameter, the VDF EG effect will be deeper for strangly
played notes, and will be less for softly played notes. Conversely, negative {-) settings will
cause the VDF EG effect to be less for strongly played notes, and deeper for softly played

notes.

113

e
=1
&
]
L
C
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122. VDF EG time velocity sensitivity

()

Specify how greatly the VDF EG times will be affected by key-
board dynamics

T 122, VDF EG intensity
velocity sensitivity

1 123. VDF EG velocity
sensitivity switch/polarity

-128—000—+127
({UDFtil EG> _
4TinelUelShs b
PO 4]
. 1112

Specify how MIDT velocity data will affect the Attack Time (112}, Decay Time (114),
Slope Time (116}, and Release Time {118} of the VDF EG.

With positive {(+) settings of this parameter, the VDF EG times will be shortened for
strongly played notes, causing the tone to change more rapidly. Sofily played notes will
have longer VDF EG times, causing the tone to change more slowly,

Conversely, negative {~) settings will cause the tone to change more slowly when notes are
played strongly, and cause the tone to change more quickly as notes when played softly.

Positive/negative polarity is specified by the [123] VDF EG Time Velocity Sensitivity Switch/
Polarity setting.

123. VDF EG velocity sensitivity switch/polarity

T 122. VDF EG time velocity
sansitivity

Specify the direction in which keyboard dynamics will affect

the VDF EG times
AT, DT, ST, RT,
{ ¢(UDFL13 EG? OFF, ON (+), ON )

Ec TIMEVEL [45u-Pol(AT) b | ) =
[ @OFF O+ 01— 120 /1% O00) :

Specify the direction in which MIDI velocity data will affect the VDF EG parameters
Attack Time (112), Decay 'l'ime {114}, Slope Time (116) and Release Time (118),

For each value, a setting of “+” will cause the VDF EG time to be shortened for strongly
played notes. A setting of “~” will cause the time to be lengthened for strongly played
notes. With a setting of 0 there will be no effect.

These parameters set the direction {+) in which the four Time parameters will be
affected, but the amount of the effect is specified by the [122] VDF EG Time Velocity Sen-
sitivity parameter.
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1 125, VDA keyboard
tracking key

124. VDA keyboard tracking mode

Specify how volume will be affected by keyboard location

- OFF, LOW, HIGH, ALL
I KEDTRK > - _
K. TRE Made b

15

Specify how volume change dependent on keyboard location (VDA keyboard tracking}
will occur.

When LOW is selected, keyboard tracking will occur in the area below the point specified
by [125] Keyboard Tracking Key. When HIGH is selected, keyboard tracking will occur in
the area above the specified key.

When ALL is selected, keyboard tracking wilt occur over the entire keyboard. When OFF
is selected, keyboard tracking will not occur. In this case the settings of the {126} Key-
board Tracking Intensity, {127] Keyboard Tracking EG Time, and [128] Keyboard Track-
ing EG Time Switch/Polarity parameters will be ignored.

125. VDA keyboard tracking key

()

T 124. VDA keyhoard tracking
mode

1 126. VDA keyboard tracking
intensity

L
o
=)
&)
L)
=4
@
A
1
[a%4

Specify the key around which volume will change

{'-.-'DI:H: 131 HKEDTRK ¥ Progrlclm
4dK.TRK Keg B | o

When [ 124]Keyboard Tracking Mode is set either to LOW or HIGH, keyboard tracking
will be applied beginning at the key that is specified here, and extending toward the lower
or the upper range of the keyboard.

When the Tracking Mode is set to ALL, this setting specifies the key which will be the cen-
ter of keyboard tracking. {Keyboard tracking will not apply to this key.)

255
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126. VDA keyboard tracking intensity

T 125. VDA keyboard
tracking key

4 127. VDA keyboard tracking
EG tima

Specify how greatly the volume EG will be affected by key-
board location

-128—000—+127

<ypAacid KEDTRK >
: 4TRE HnmplInt B
— +34 4

S5

Specify the strength (depth) with which keyboard tracking will apply to the area specified
by the [124]Keyboard Tracking Mode and [125]Keyboard Tracking Key parameters.

Positive (+) settings will cause the volume to increase as higher notes are played. Negative
{~) settings will have the opposite effect.

127. VDA keyboard tracking EG time

T 126. VDA keyboard tracking
intensity

1 128. VDA keyboard tracking
EG time switch/polarity

Specify how greatly the volume EG times will be affected by
keyboard location

<JDAC1) HEDTRH >
o h 4TRK Time [ 2
[T

g5

Specify how greatly the VDDA EG parameters Attack Time (134), Decay Time (136), Slope
Time (138) and Release Time (140) will be affected by keyboard tracking.

Increasingly positive {(+) settings of this parameter will cause the VDA EG times to
become shorter as higher notes are played in the area specified by the [124] Keyboard
Tracking Mode and [125] Keyboard Tracking Key parameters, causing faster volume
change. As lower notes are played, VDA EG times will become longer, causing slower vol-
ume change.

Conversely, increasingly negative (=) settings of this parameter wilt cause slower volume
change as higher notes are played, and faster volume change as lower notes are played.
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128. VDA keyboard tracking EG time switch/polarity

T 127 VDA keyboard tracking
EG time

Specify the direction in which the volume EG will be affected
by keyboard location

AT, DT, ST,RT
OFF, ON (+), ON {-)

[ <vDAC13 KEDTRK >
|| AT _HKEDTRK |4Su.- Pol AT B

Q) OFF @+ O - =a./5

Specify the direction in which keyboard tracking will affect the VDA EG time parameters
Attack Time (134), Decay Time (136}, Slope Time (138} and Release Time (140).

For each time parameter, a setting of “+” will cause the time to be shortened as higher
notes are played in the arca above the [125] Keyboard Tracking Key. A setting of “—” will
cause the time to be lengthened. With a setting of 0, there will be no effect.

These parameters set the direction () in which the four Time parameters will be
affected, but the amount of the effect is specified by the [127] Keyboard Tracking EG
Time parameter.
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Select the waveform for the tremolo effect
TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,

[<vpAC13 LFo> SQUARE 2, RANDOM
A A.LFO Wave | LY 2B
- PN WTF TR, E
II I {li. PI.I-LI' e

Select the waveform that will be used for VI>A modulation (the tremolo effect produced
by cyclically modulating the volume}.

T 129. VDA LFO waveform
1 131.vDA LFO intensity

130. VDA LFO frequency ()

Specify the frequency of the fremolo effect

000—127

[ £UDAC3 LFO>
4A.LFO Fre«ql

—F

=275

Specify the frequency of the VDA modulation waveform.

T 130. VDA LFQ frequency
1 132.VDA LFO delay

131. VDA LFQ infensity 1.

Specify the depth of the tremolo effect

000—127

£UDAC1] LFO>
dIntensita b

— AN

=B

L

Specify the depth (strength) of the VDA modulation effect.
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T 131. VDA LFO intensity
1 133. VDA LFO fade-in time

132. VDA [FO delay

Specify the time delay until the tremolo effect will begin to

apply
<WDRAC1] -FO>
P 4LFO Delaw b
-
45

Specify the time from when the Note-on message is received (i.e., from when the key-
board is played) until VDA modulation begins to apply to the sound.

()

T 132. VDA LFQ delay

133. VDA LFO fade-in time

Specify the time over which the maximum tremolo effect will

be reached

g 000—127
| £MDAC1L] -FO>

§ : 3 4ALFO Fadeln

f

t 5/E

Specify the time from when VDA modulation begins to take effect until the full strength
specified by [131] VDA LFO Intensity is reached.
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134. VDA EG attack time ‘ 1 135.VDA EG attack level

Specify the fime over which the volume will reach the attack level

{UDAC13] EG>

AttackTime b
U 110
=

Specify the time over which the VDA volume will change from Note-on until it reaches
the [135] Attack Level.

T 134. VDA EG attack time
135 VDA EG GHGCI( ’eVEI 1 1 136. VDA EG decay time

Specify the level which the volume will reach after the atfack time

000--127
4 [avpacia EG>
& g L At b ack Ll B
163
0 2410
Specity the volume which will be reached when the [ 134} Attack Time has elapsed.
. T 135. VDA EG attack level
136. VDA EG decay fime 1 L 137. VDA EG break point

Specify the time over which the volume will reach the break point

’ 000—127
| 2MDELC1] EGx

4lecagTime b

e P 40

=
Specify the time over which the volume will change toward the [137] Break Point (the
volume which will be maintained as Jong as the key remains pressed), after the [134]
Attack Time has elapsed.
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T 136. VDA EG decay time
1 138 VDA EG slope time

137. VDA EG break point P

Specify the level which the volume will reach aofter the decay time

000—127
<YDAC1] EG>
4BreakFPoint b
f
l0 4/10

Specify the volume which will be reached when the [136] Decay Time has elapsed.

. T 137. VDA EG break point
’38 VDA EG Slope hme 1 ‘ 1 139. VDA EG sustain level

Specify the time over which the volume will reach the normal

leve

[<vDAL13 EG>

! 4dS1loFreTime b

[ E 10
H

Specify the time over which the volume will change toward the normal levet {the volume
which will be maintained as long as the key remains pressed), after the [137] Slope Time
has elapsed.

. T 138. VDA EG slope time
13 9. VDA EG sustain level " 4 140. VDA EG release time

Specify the volume level which will be maintained until the key
is released

001—127

LMDEALCL ] EG:

Specify the normal VDA volume level which will be maintained as long as the key
remains pressed.

+
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T 139. VDA £G sustain level

1 141.vDA EG ampiitude
velocity sensitivity

140. VDA EG release time 1+

Specify the time over which the volume will decrease fo silence
after the key is released

<UDAC1 ] ES
dReleaseTimb
A

oA

P

Specify the time over which the volume will decrease from Note-off {the moment the key
is released) until the volume specified by the {**] Release Level is reached.

141. VDA EG amplitude velocity sensitivity

T 140. VDA EG release time

1 142 VDA EG time velocity
sensiivity

Specify how greatly the VDA EG will be affected by keyboard

dynamics
’ ~128—000—+127
[EETEE EG> il
| dAmelle]lSens b
+E
-
[ /10

Specify how the strength {depth) of the VA EG effect will be affected by MIDI velocity
data.

With increasingly positive {+) settings of this parameter, strongly played notes will cause
the VDA EG to become deeper, and softly played notes will cause the VDA EG to become
shallower. Conversely, negative (=) settings will cause the VDA EG to become shallower
for strongly played notes, and deeper for softly played notes.

122




142. VDA EG time velocity sensitivity
1 T 141, VDA EG amplitude velocity sensitivity

1 143. VDA EG velocity sensitivity
switch/polarity

Specify how greatly the VDA EG times will be affected by key-
board dynamics

<VORLC13 EG>

ATimelelSns b
ARy

918

\

Specify how MIDI velocity data will affect the VDA EG times Attack Time (134), Decay
Time (136}, Slope Time {138) and Release Time (140).

As this value is increased, strongly played notes will cause the VDA EG timnes to become
shorter, producing more rapid change in volume. Softly played notes will cause the VDA
EG times to become longer, producing slower change in volume,

143. VDA EG velocity sensitivity switch/polarity

o 1

T 142. VDA EG time velocity
sensitivity

Specify the direction in which the VDA EG will be affected by

keyboard dynamics
AT, DT, ST, RT
OFF, ON (+), ON (-)
<WDAC13 EG> _
{ EG_TIMEVEL |45y Pol (AT b T 2

®OFF O+ O — 106./10

L

Specify the direction in which MIDI velocity data will affect the VDA EG times Attack
Time (134}, Decay Time (136), Slope Time (138) and Release Time (140).

w "

For each time parameter, a setting of “+” will cause the time to be shortened as notes are
played mare strongly. A setting of “=" will cause the time to be lengthened. With a setting
of 0, there will be no effect.

These parameters set the direction (+/-) in which the four Time parameters will be
affected, but the ameunt of the effect is specified by the [142] VDDA EG Time Velocity
Sensitivity parameter.
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d

. “ 1 145, 146. C send leval/
144. Oscillator panpot D send ievel

I 124

Specify the stereo balance of the send level to the effects

RND, L63—CNT—R6E3. **

SEMDAFX*

asC Panrot b

<VDAL131

1-5

When the program sounds are output from the NS5R in stereo, this parameter specifies
the stereo location at which the sound will be heard: from center position (output with
identical volume from both L and R outputs) all the way to one or the other side (when
either the L or R cutput will be at minimum volume).

With a setting of CNT, the sound of the part will be heard from the center. As the value is
increased, the sound will move toward the left or right edge. A setting of 163 is full left,
and R63 is full right.

With a setting of RND, the sound of that part will be heard from a different location zach

time a MIDT Note-on message is received. This means that {for example} when a MIDI

keyboard connected the NS5R is played, each note will be heard from a different location,

just as though the sound were jumping here and there.

* [f [074] Oscillator Mode is set to DRUMS, this parameter will be displayed as ***, indicat-
ing that in this case the parameter setting is irmvalid.

On the NS5R, parameters which determine the panpot setting exist separately in each of
the three modes Program, Combination, and Muiti. The actual pan location at which the
sound is heard is determined by the sum of the settings in these three modes.
For example if for a certain part in Multi mode, [006] Panpot is set to R63 (far right) and
the [144] Oscillator Panpot is set to L63 (far left) in the program selected for that part,
the sound will actually be heard in the location determined as follows:

Ré3 (far right) + L63 {far left) = (same level for both) = (heard from the center)
Thus, the seund will be heard from the center.

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

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




145, 146.C send level/D send level ‘

1

Specify the send level to the effect

T 144. Oscillator panpot

{ Reference Guide o
é
;
}
: 1 147. Effect bank

<LDHLCL] SENDAFX>

L e
LArR|{D*FX

g =

Specify the level of the sound that is sent to the two effect processors inside the NS3R. As %
this value is increased, the effects will apply more strongly to that part,

* The way in which the sound is sent to the two effect processors, and how the levels are
adjusted by the Send Level parameters, differs widely according to the Effect Placement
setting, —P. 135 “Effect Placement”

On the NS5R, parameters which determine send levels to the effect processors exist sepa-
rately in each of the three modes Program, Combinatien, and Multi. The maximum
value of the Multi mode parameters [007] Reverb Send Level and [e08] Chorus Send
Level will be the values of the Program Edit mode parameters [145] C Send Level and
[146] D Send Level. In the case of a combination sound, the send levels will also be lim-
ited by the settings of the [058] C Send Level and [049] D Send Level parameters.

T 145, 148. C send level/
D send level

4 148. Effect number

147. Effect bank

Select the bank of the desired effect

Reference Guide

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

MDARC 1] SENDAFX >

J";ﬁ 4 FxBéaé'ulkh [ 2
: HE
@{[ &' ]:I:D [Rev+Cho 3]

375

Specify the bank of the effect program that will be used for the currently selected pro-
gram sound.
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148. Effect number 1 T 147 Effect bank

Select the number of the desired effect

001-—128

{UDAC13] SEMDAFX >

. Fx(Hame
((I:[ J‘J-;q )}B ‘ [Rena:@ :I

o 1]
5.5

Specify the effect program number that will be used for the currently selected program
sound.

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

£ LD
Unable to Edit. k> B
((([ Turn FX.Follow @ i
Fart 1~z a ]

| L~

In order to select an effect, specify the part number in [047] Effect Follow Part.

()

149. Program rename

Assign a name fo the program and save it

{PROG RENAME >

GMAR:B17 Perc Ordan
Pral:01g
Save ast My Ordan

After assigning a program name to the currently selected sound program (if desired), you
can save it to the desired program number withir the User program bank.

If you wish to modify the program name, use the |PARAM] buttons to move the cursor
to the character of the program name that you wish to modify, and use the VALUE con-
troller to select a character. By repeating this process, you can create any desired name.
The following characters can be used.
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7. Drum Kit Edit mode

A Drum Kit is a waveform in which various percussion instrument sounds are assigned
to cach note number of the keyboard. Since a sound program which uses a drum kit will
arrange many ditferent drum sounds across the keyboard, you can play different notes on
your MIDI keyboard to “play the drums,” just as if you were playing a set of acoustic
drums and percussion instruments,

To enter this mode, make sure that a drum kit is selected for the oscillator, and from any
editing page in Program Edit made (except for the program rename and PAN/FX pages}
press and hold the [EDIT/ENTER] button (for approximately 2 seconds). A drum kit will
be selected for the oscillator if in Multi mode you select a program which uses a drum kit,
or if in Program Edit mode you set [074] Oscillator Mode to DRUMS.

The following items can be set in this mode.

Parameter Edit Refer to
150 Drum sample selact Select the drum sound for each note —P128
151 Drum sample level Specify the volume of each drum sound —P128
152 Transpose Adjust the pitch of sach drum sound in semitones —P128
153 Fine tung Make fine adjustments to the pitch of each drum sound P 129
154 Panpot Specify the stereo location of each drum sound —P123
155 Assign mode Specify how successive notes will be sounded —=P130

Specify drum sounds which will not sound

156 Exclusive group simultaneously —P130

157 Reverb send level ngﬁgy the depth of the reverb effect for each drum P13

158 Chorus send lavel Specify the depth of the chorus effect for each drum SP1a
sound

158 Cutoff Adjust the brightness of each drum sound —P132

160 Color Adjust the tonal character of each drum sound —P132

161 Attack time Adjust the attack time for the volume and tone of each —P1az
drum sound

. Adjust the decay time for the volume and tone of each

162 Decay time drum sound SP133

163 Receive note-on switch Limit the scunding of each drum sound —P133

164 Receive note-off switch Limit the silencing of each drum sound —P133

In Drum Kit Edit mode, a graphic of the keyboard will appear in the LCD. The small
downward pointing triangle graphically indicates the note which is alpha-numerically
indicated above the keyboard graphic, and tells you the note for which you are now mak-
ing settings. Use the [PART/PAGE] buttons to select the note that you wish to edit. If a
MIDI keyboard is connected to the NS5R, you can also select a note for editing simply by
pressing the corresponding key.

{DRUMFIT EDIT>

Instrument = [E[5fE] »
[C 2 iProceskick]

1-15
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150. Drum sample select ‘ L 151. Drum sample lovel

Select the drum sound for each note

000—285

DRUMKIT EDIT3

© DrumSamrFle = [s]=p1 »
[C 3 iTom 1 Hi ]

L WL ""i-i' ULLLLLLILL I PP T

Specify the drum sound which will be assigned to the currently selected note. The drum
sounds in the NS5R are numbered from 000 to 285, and are listed in the “Drum Sound”
list at the end of this manual.

T 150. Brum sample select
151. Drum Sample Ieve’ ' ‘ J 152. Transpose

Specify the volume of each drum sound

a00—127

[{DRUMKIT EDIT:
(4D.SmP]l Level =Py 4
| [C 3 :Tom 1 Hi 1

Lprm‘rnrrmﬁnrmmmrm‘mn] 215

Specify the volume of the drum sound assigned to the currently selected note.

T 151. Drum sample level
152. Transpose 1 1 153, Fine tune

Adjust the pitch of each drum sound in semitones

—64—+00—063

aam
000
315 eua)

Adjust the pitch of the drum sound assigned to the currently selected note, in semitone
steps.

<{DRUMKIT EDIT:
5] ¥

4 TransrFose = [Fels]
[C 3 tTom 1 Hi 1
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. T 152. Transpose
’53 Fme tune T‘ 1 154. Panpot

Make fine adjustments fo the pitch of each drum sound

YDRUMKIT EDIT?:
4FineTune = [ 2
[C 3Z :Tom 1 Hi 1

413

Make fine adjustments to the pitch of the drum sound assigned to the currently selected
note. ’

T 153, Fina tune
’54 Panpof 1 185, Assign mode

Specify the stereo location of each drum sound

RAND, L63—CNT—R63

f{DRUHHIT EDIT:X

| 4Panrot =
" [C 3 2Tom 1 Hi 1

\

For the drum sound assigned to the currently selected note, specify the location when ste-
reo output is used: center {equal volume from L and R outputs), or toward the left or
right {the volume of either the L or R outputs will decreasc).

With a setting of CN'L, the sound of that Part will be heard from the center. As the setting
is increased, the sound will be heard further away from the center and toward the left or
right. With a setting of L63 the sound will be fully left, and with a setting of R63 it will be
fully right.

When RND is selected, that drum sound will be heard from a different location each time
a MIDI note-on message is received.
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155. Assign mode

T 154. Panpot
1 156. Exclusive group

156. Exclusive group 1

Specify how successive notes will be sounded

(DRUMEIT EDIT>

4As=ign Mode =[IVEEE »
[C 3 ¢tTom 1 H1 1

613

LN

For the currently selected note, specify how the drum sound will be triggered when suc-
cessive note-on messages are received.

With a setting of Single, note-on messages received for this note while the drum sound is
still sounding will cause the note to be forced off, and then re-triggered.

This means that only one instance of the drum sound for this note will play at a given time,

With a setting of Multi, note-on messages received for this note while the drum sound is
still sounding will play the note again, without interrupting the already-sounding note.

This means that if additional note-on messages are received, it will be possible for two,
three, or more identical drum sounds of the same note number to be sounding at the
same time, as determined by the length of the sound and by when note-off messages are
received. Of course, the number of notes which can be sounding simultaneously will be
limited by the maximum polyphony of the NS5R.

T 155. Assign mode
1 157. Reverb send fevel

130

Specify drum sounds which will not sound simultaneously

OFF, 001—127

<DRUMKIT EDIT:

4Exc]. Grour = [ 2
{(C 3 2Tom 1 Hi 1

r<13

The currently selected note can be assigned an Exclusive Group number between 001 and
127. Drum sounds which are assigned to the same Exclusive Group number will not be
able to sound simultaneously.

If a note-on message is received for a note which has the same Exclusive Group number
as a different note that is already sounding, the already-sounding note will be forced off,
and the newly requested note will sound.

For example, you may wish to specify the same Exclusive Group number for drum
sounds which would produce an unnatural effect if they were heard at the same time,
such as open hi-hat and closed hi-hat sounds.

T T T
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T 156. Exclusive group
1 158, Chorus send level

157. Reverb send level 1

Specify the depth of the reverb effect for each drum sound

000—127

~DORUMHFIT EDIT?

4Rel.RevSend =[EEH 3
[C 3 tTom 1 H1 1

For the drum sound of each note, adjust the level of the sound that will be sent to the C
input of the two built-in effect processors. As this value is increased, the effect will apply
more strongly to that drum sound.

* The way in which the sound is sent to the two effect processors, and the way in which the
level will be adjusted by the Reverb Send Level parameter is greatly dependent on the Effect
Placement setting. —P.135 “Effect Placement”

T 157. Reverb send level
1 153, Cutoft

158. Chorus send level 1

Specify the depth of the chorus effect for each drum sound

000127

CORUMHKIT EDIT?>

4Rel.ChoSend =[EEE » men)
(C3 tTom 1 Hi 1 O 0)
AL 1 S man

In the same way as for the C Send Level parameter, adjust the level of the sound that will
be sent to the D input of the two built-in effect processers, for the drum sound of each
note. As this value is increased, the effect will apply more strongly 1o that drum sound.

* The way in which the sound is sent to the two effect processors, and the way in which the
level will be adjusted by the Chorus Send Level parameter is greatly dependent on the
Effect Placement setting. —P.135 “Effect Placement”
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T 158. Chorus send level
159. Cutoff rT@@y oo

Adjust the brighiness of each drum sound

~64-—00—+63

<DRUMKIT EDIT:>

4Rel.Cutoff = +1114 [ 3
[C 3 :Tom 1 Hi 1

Adjust the cutoff frequency (brightness) of the drum sound for the currently selected note,

T 158. Cutoff
1 1681, Attack time

160. Color

Adjust the tonal character of each drum sound

—64—+00-—+63
({EIF:LIMI{IT EDIT —
‘4Rel.Color = [ [ 2
[C 3 sTom 1 Hi 1]

Lpnmrm'rrrrﬁmnnn'n'nmrrm-m] 1115

For the drum sound of the currently selected note, this setting adjusts the emphasis applied
to the region around the cutoff frequency, adding a unique tonal character to the sound.

* The effect that this will have will depend on the original sound. For some drum sounds, the
effect may not be very noticeable.

T 160. Color
1 182. Decay time

161. Attack time 1

Adjust the attack fime for the volume and tone of each drum sound

DRUMKIT EDIT?

dRel .AttackT = RN »

—64—+00—63
i [C 3 *Tom 1 Hi 1

Adjust the attack time {the time over which the tone and volume will rise to their highest
point) for the drum sound of the currently selected note.
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\ T 161. Attack time
162 . Decay fime 1 1 163. Receive note-on swich

Adjust dthe decay time for the volume and tone of each drum
soun

]
o
3
V]
Eih]
i
o
LiF]
|
L
q_ju
[nZg

—64—+00—+63

“DRUMKIT EDIT:

4Rel.DecasT = [ 2
EC 3 :Tom 1 Hi ]

Drum Kit
Edit
mode

Adjust the decay time (the time over which the tone and volume will diminish) for the
drum sound of the currently selected note.

. . T 182. Decay time
163. Receive note-on switch 1 1 164. Receive rote-off switch

Limit the sounding of each drum sound

ON, OFF

DRUMKIT EDIT:

4dRx.Hoteln Sw =[Nl [ 2
[C 3 iTom 1 Hi 3]

14-15

Specify whether or not the currently selected note will receive note-on messages.
If this parameter is turned OFF, the drum sound of the note will not play.

]64 Receive nOfe'OFf SWHCh 1 T 183. Receive note-on switch

Limit the silencing of each drum sound

<DRUMKIT EDIT:

4R . NoteOff Sw=[d3
[C 3 :Tom 1 Hi 1

15-15

Specify whether or not the currently selected note will receive note-off messages.

You can turn set parameter OFF for drum sounds which yeu do not want turned off
before they complete their decay.
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8. Effect Edit mode

The NS5R contains two digital effect processors. For each effect (EFFECT 1, 2) you can

select one of 47 types of effect {referred to as Effect Type), such as reverb, delay, flanger,
. distortion, and exciter etc.

The 47 Effect Types are numbered: 1—37 are Single effccts, 38—39 are series-connected

effects, and 40-—47 are parallel-connected effects. By using parallel-connected effects, a
maximum of 4 independent effects can be used at once.

Single: 1-37

Serial: 38 & 39 Parallel: 4047

— FX1za

d fx1 E Jrxta b Fxm | o FX1b

The effect section consists of four inputs (A, B, C, D), the two effects (EFFECT 1,2), twe
panpots {PAN 3, 4}, and two ocutputs {L/MONG, R).

* Irt a Combination, the effect settings of each Program 01—O08 are ignored, and the effect

settings of the Combination are used. Similarly in a Multi, the effect settings of the Pro-
gram for each Part are ignored, and the effect settings specified for that Multi will be used,

The following items can be set in this mode.

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

Parameter Edit Refer to
165 Effect placement Specify how the two effects will be connected —P135
166 Effect 1 type Salect the type for effect 1 —P137
167 Effect 1 switch Turn effect 1 on/off —P137
165 Effect 2 type Select the type for effect 2 —P137
169 Effect 2 switch Turn effect 2 on/off —P137
170 Effect 1 balance Adjust the depth of effect 1 —P138
171 Dynamic modulation Select the controller which will control dynarmic
. —P138
source 1 modulation
172 _DY”“.“C modulation Adjust the depth of dynamic modulation —P.139
intensity 1
173 Effect 1 parameters Parameters for effect 1 —P140
174 Effect 2 balance Adjust the depth of effect 2 —P.138
175 Dynamic modulation Select the controlier which will control dynamic
. —P138
source 2 maodulation
176 .DY”E"T“C modulation Adjust the depth of dynamic modulation —=P139
intensity 2
177 Effect 2 parameters Parameters for effect 2 —P140
178 Panpotfoutput level Adjust the volume/panning of the autput signal —P 140
179 Effect rename Assign a name to the effect program —P1#

134

When the power is turned on, [053] Initialize has been performed, or when a GM System
On MIDI message is received, the Multi mode settings will be initialized for GM: effect 1
will be set to 01 Hall, effect 2 will be set to 19 Chorus 2, and Placement will be set to Par-
allel 3.
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165. Effect placement

Specify how the two effects will be connected

SERIAL, PARA.1, PARA.2, PARA.3

{EDIT EFFECT>
A:B88 Rev+Chao

Fxl:@1 Hall SW: OH
FxZ2:19 Chorus 1 S OH

i This setting determines how the sound from the four inputs (A, B, C, I3) will pass
: through the effects.

.
8]
=
W]
@
o]
=
G
3
Lo
@}
2"

| The A and B inputs are controlled by Pan, and C and D by Send. These parameters are
:} located in Program Edit mode [144}[145]{146], Combination Edit mode
| 1055][058][059], and Multi mode [006][007]{008].

SERIAL (Serial placement)

Program
Combination c @_ﬂ
Multi
o—»{ pars I— |

With Serial Placement, effects 1 and 2 will apply to the sound which is input to A and B,
and the result wiil be output from L/MONO and R. The sound which is input to C and D
will be mixed with the cutput of effect 1, and sent through effect 2.

By using the C and D inputs, you can avoid applying effect 1 to specific sounds, or con-
versely to apply effect | only to specific sounds and then apply effect 2 to all of the sound.
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136

PARA.1 (Parallel 1 plocement}

Program
Combination
Multi

Y. \r§

When Parallel 1 is selected, effect 1 will be applied to the sound which is input to A and B.
Effect 2 will be applied to the sound which is input to C and D, and the output will be
mixed with the output of effect 1. This placement allows effects 1 and 2 to be used inde-

pendently.

PARA.2 (Parallel 2 placement)

Program
Combination
Multi

When Parallel 2 is selected, effect 1 will be applied to the sound which is input to A and B,
Effect 2 will be applied to the sound which is input to C and D, and the output will be

mixed into the input of effect 1.

PARA.3 (Parallel 3 placement)

Program
Combination
Multi

Level 1-R

When Paralle! 3 is selected, the sound which is input to A and B will be output without
being processed. The sound which is input to C and D will be sent respectively to effects |
and 2, and then each is adjusted separately and mixed into the LIMONO and R outputs,

GM will normally use this placement.

P S L.
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T 165. Effect placament
1 167. Effect 1 switch

166. Effect 1 type

T 167. Effect 1 switch
1 169. Effect 2 switch

168. Effect 2 type ()

Select the type for effect 1 and effect 2.

(P-148)

{EDIT EFFECT>
A: 888 Revw+Cho PARH. 3

A1 Hall Sl ON
Fx2:19 Chorus 1 Shi: ON

Select the effects which will be used by effect 1 and effect 2. When you select the effect
type, the effect parameters {173]{174] will be set to their default values,

A If effect type 24 (Symphonic Ensemble) is selected for either [166] or [167], certain
other effects will become unavailable for selection for the other effect (refer to p. 146
“Symphonic Ensemble”).

T 186. Effect 1 type
1 168. Effect 2 type

167. Effect 1 switch

TR

T 168. Effect 2 type

169. Effect 2 switch

Turn effect 1 and effect 2 on/off

{EDIT EFFECT3>
A:BA@A Revw+Cho PARA. 3
Fxi1:81 Hall =AHIOH
Fx2:19 Chaorus 1 Slbl: ON

Turn effect 1 and effect 2 on/off. With a setting of OFF, that effect will not be applied.

A For the following effects, the equalizer settings (EQ High, EQ Low) will remain in
effect even if the Effect Switch is turned off.

13: Stereo Delay, 14: Cross Delay, 19: Chorus 1, 20: Chorus 2, 28; Exciter, 35 Auto
Pan, 36: Tremolo
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T FX1 PARAM
1 Fx2 PARAM

T EDIT EFFECT
L FX1 PARAM

1 171, Dynamic modulation
source 1

170. Effect 1 balance

4 175. Dynamic modulation
source 2

174. Effect 2 balance

Adjust the depth of effect 1 and effect 2

DRY, 99:01—01:99, EFF

{Fx.1 CONTROL>
(Ture:B@]l Hall 2

DRY : F MOoD . SRC IMT

E=ERE] JS(+Yr  +15

For each effect 1 and 2, adjust the level balance between the unprocessed original sound
the processed effect sound. With a setting of DRY only the unprocessed sound will be
heard. With a setting of FX only the processed cffect sound will be heard.

171. Dynamic modulation source 1

0

T 170. Effect 1 balance

4 172. Dynamic modulation
intensity 1

175. Dynamic modulation source 2

()

. 176. Dynamic modulation
intensity 2

‘ T 174. Effect 2 balance

Select the controller which will control dynamic modulation

NONE, JS (+Y), JS (-Y), AFTR.T,
PEDAL1, PEDAL2,VDA-EG

<FX.1 CONMTROL:

tT9Fre:@]l Hall 2
DRY : Fx MOD .SRC  INT
2@ 268 +15
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Dynamic Modulation is a function which allows specific effect parameters such as Effect
Level Balance or Modulation Speed ete. to be adjusted while you play. This lets you add
complex and subtle variation to your performance.

The modulation source can be selected from six types of controliers such as joystick or

foot pedal. For each effect type, one parameter can be controlled using dynamic modula-

tion, and you can specify the Modulation Source and Modulation Intensity separately for

effect 1 and effect 2.

IS (+Y} :Modulation will be controlled by the MIDI messages [Bn, 01, xx] {control
change #1) that are transmitted when the jovstick on a MIDI keyboard is
moved in the +Y¥ direction.

1S (=¥} :Modulation will be controlled by the MIDI messages [Bn, 02, xx} (control
change #2) that are transmitted when the joystick on a MIDI keyboard etc. is
moved in the Y direction.

AFTT  :Aftertouch [Dn, xx|
PEDAL] :Medulation will be controlled by the MIDI messages {Bn, 0C, xx] (control

change #12) that are transmitted when the assignable pedal of a MIDT key-
board etc. is operated.

PEDAL2 :Modulation will be controlled by the MIDI messages [Bn, 0D, xx] (control
change #13),

VDA EG :This is the sum of the VDA EG levels for all 64 voices. Modulation will apply
more strongly when chords are played simultaneously,

{n indicates the MIDI channel) 8

€O
R
>
O
@

Referen:

172. Dynamic modulation infensity 1 et
ode

T 171. Dynamic modulation
source 1

T 175. Dynamic modulation
source 2

Adjust the depth of dynamic modulation

~15—+00—+15

{FX.1 COMTROL >

(Tape:@l Hall
DRY:F¥  #MOD.SRC INT Q00
S0 20 JSC+YD

For effect 1 and effect 2, specify the depth of the dynamic modulation effect. The range of
settings is from —15 to +15. Positive {+) settings will allow dynamic modulation to
increase the value of the parameter being controlled. Negative (—) settings will have the
opposite effect.
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" T EX.1 CONTROL
1 Fx.2 CONTROL

T Fx.2 CONTROL
1 PAN/OUT

173. Effect 1 parameters

> (=> |=>||=>

- & |

177. EHect 2 parameters

Parameters for effect 1 and effect 2

{FX1 PARAMS

(Tarei@dl Hall )]
Time * H.Dme231%
P.0lg:s ms E.Refi34
EQ.Lo:-B1dE ER.Hi:—-03dB

Etfect parameters are explained on p.141 and fellowing.

T FX.2 PARAM
1 EFFECT RENAME

178. Panpot/output level

Adjust the volume/panning of the output signal

“FAMNASOUT
PAr.” FAK 4
LEVEL 5[ 54

When the Placement setting is Serial, Parallel 1 or Parallel 2, the above display will appear.
Here you can adjust the L/R output balance to Pan 3 and Pan 4.

“FANSOUT >

FRAMN/ 1-L 1-R 2-L £-F
LEVEL B 8 2 n

When the Placement setting is Parallel 3, the above display will appear. Here you can
adjust the individual output levels (rather than the L/R output balance).
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T PAN/OUT ;

179. Effect rename

Assign a name to the effect program

000—127

~“EFFECT REMAMEX>

R:Ba1 Rev+Cho
an]n)
NewName: Rev+Chof]

If you wish, you can assign a new name to the effect program, and save it in one of the
program numbers of the user program bank (bank H}).

To medify the program name, use the [PARAM] buttons to move the cursor to the char-
acter of the name that you wish to modify, and use the VALUE controller to select the
desired character. By repeating this process you can specify any name you wish, The fol-
lowing characters can be used.

ih]
—_
e
3
1]
)
o
b
©
—_—
i}
(a4

Effect Edlit
mode

Effect types and parameters

The parameters will depend on the effect type that you select, For each effect 1 and 2, you
can select any effect from 00 (No Effect) to 47 (Delay/Rotary Speaker).

NO EFFECT

00: No Effect
For some of the effects, the equalizer settings (EQ High, EQ Low) will still be in effect
even if the | 167] | 169] Eftect Switch is OFF (refer to p.137). If you wish to cut the effects

out completely, select 0 (No Effect).
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REVERB

These effects simulate the acoustics of a hall etc., adding a reverberant ambiance to the
sound.

01: Hall

This simulates the reverberation and natural acoustics of a medium-sized hall.

02: Ensemble Hall
This reverb is suitable [or string or brass ensembles etc., and simulates the natural rever-
beration of an ensemble hall.

03: Concert Hall

This simulates the reverberation of a large hall, with the early reflections emphasized.

04: Room

This simulates the acoustics of a small room.

05: Large Room

This simulates the acoustics of a large room, and emphasizes the density of the reverb.
With a Reverb Time setting of approximately 0.5 seconds, an effect similar to gated reverb
will be produced.

0é: Live Stage
This simulates the reverberation and acoustic characteristic of a live performance in a
large room.

07: Wet Plate
This produces a deep plate reverb effect.

08: Dry Plate

This produces a shallow plate reverb effect.

09: Spring Reverb

This simulates the effect of a spring reverb device.

Parameter Range Description
02~ 89 sec Tima over which the reverberation will decay
Reverb Time (Time) 02~ 49sec CHALL type)
00 -99sec  HOOMUype)

(PLATE/SPRING type)

Attanuation of the high frequancy range
High Darnp (H. Dmp) 0~ 89% Higher settings will cause the high range to decay faster,
n"_naking _the tore da_r_ker_

Pre delay (P.Dly) 0-200ms  Time interval from the direct sound to the early reflections
: Level of the early reflections
Early Reflection Level 0-~99
© H‘; 110 (HALL/ROOM type)
: (PLATE/SPRING type)
EQ Low (EQ. Lo) -12 ~+12d8  Amount of cut/boost for LOW EQ
EQ High {(EC. Hi) -12 ~+12dB  Amount of cut/boast for HIGH EQ
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For effects 01—09, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect balance.
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EARLY REFLECTION

Qut of all the components of reverberant sound, the Early Reflection cffects isolate the
early reflections which are such an important factor in determining the character of an
acoustical space. A variety of effects can be created by adjusting the Early Reflection
Time, such as thickening the sound or creating echo-like reflections.

10: Early Reflection 1

This effect isolates the early reflections which are such an important facter in determin-
ing the character of an acoustical space. Since the low frequency range is emphasized, this
is especially suitable for percussion such as drums,

11: Early Reflection 2
Compared to Farly Reflection 1, the level of the early reflections will change in a different
way over time. This effect may be more suitable for other types of sound.

12: Eorly Reflection 3

The envelope of the early reflections is reversed in this effect, compared with Early Reflec-
tion 1 and Karly Reflection 2. When applied to a sound that has a strong attack, such as a
cymbal, a “reverse-tape” effect will be abtained.

Parameter Range Description

Early Reflection Time {Time) 100 - 800 ms  Early reflection time (10 ms steps)

Time interval from the direct sound urttil the é-é-r_ly '

Pre Delay (F. Dl.y) 0~ 200ms reﬂectior_l_s
EQ Low (EQ. Loy —12 -~ +12dB  Amount of cutboost for LOW EQ
EQ High {EQ. Hi) —12 ~ +12dB  Amount of cutboost for HIGH EQ

For effects 10—12, the dynamic modulation selected by {1711 and [175] will control the
Dry:Effect balance.

STEREO DELAY

These effects allow you to specify the L/R channel delay times independently, to produce
a delay pattern in stereo. The High Damp parameter lets you create a natural-sounding
decay for the repeating delay sounds.

13: Stereo Delay
This is a stereo delay with feedback, that allows you to specify independent delay times
for the left and right channels.

14: Cross Delay

This is a stereo delay that allows you to specify independent delay times for the left and
right channels. Since the delayed sound can be fed back to the input of the apposite chan-
nel, the delay repeats will alternate between left and right.

Parameter Range Description
Delay Tirme: Left (D. Time L} 0-500ms Delay time for the left channel {input A or G}
Delay Time Right (R) Q- 500ms Delay time for the rigr]j(j:hannel {input B or 1
The amount of delayed sound that will be fed back into the
Feedback (FB) —99 ~ +99% effoct

Negative settings will invert the phase

Attenuation of the hidh frequency rangé

High Damp (H. Dmp} 0~ 89% Higher settings will cause the high range to decay faster,
making the tone darker,

EQ Low (ECQ. Lo} -12 ~ +12dB  Amount of cut/boost for LOW EQ

EQHigh (EQ H)  —12-+12dB  Amount of cubiboost for HIGH EQ
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For effects 13 and 14, the dynamic modulation selected by [171] and [ 175} will control
the Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effec-
tive even if the Effect Switch [167][169] is OFF. If you wish to turn off all effects including

the equalizer, select 00 (No Effect).

DUAL MONO DELAY

15: Dual Mono Delay

This effect provides two mono delays, each with independent delay time, feedback, and

high damp settings,
Parameter Range Description
Delay Time Left (0. Time L) 0 ~ 500 ms Left channel delay time
Left channel attenuation of the high frequency range
High Damp Ledft (H. Damp L} 0~ 99% Highar settings will cause the high range to decay faster,
rnaking tha tone darker. :
The amount of delayed sound that will be fed back into the
Feedback Left (F Back L} =99 - +99% left channel
o MNegative settings wilf invert the phase
Delay Time Right (D. Time R} G ~ 500 ms Right channel defay time
Right channel atteruation of the high frequency range
High Damp Right {H. Dmp R} Q- 99% Higher settings will cause the high range to decay faster,
making the tone darker.
The amount of delayed sound that will be fed back into the
Feedback Right (F. Back R} -99 - +99% right channel

Negative settings will invert the phase

For effect 15, the dynamic modulation selected by [171] and {175] will control the

Dry:Effect balance.

MULTI-TAP DELAY

In these effects, each effect input is equalized, and sent to two independent delays. The
output of one delay will be fed back to the input.

16; Multi-Tap Delay 1

This is a 2-channel multi-repeat delay.

17: Multi-Tap Delay 2

This is a 2-channel multi-repeat delay with cross panning.

18: Multi-Tap Delay 3

This is a 2-channel multi-repeat delay with alternating feedback.

Parameter Range Descriptlon
Delay Time 1 {D. Time 1} 0~ 500ms Crelay time for delay 1 o
Delay Tirme 2 {D.Time 2} 0~ 500 ms Dealay time for delay 2 _
The amount of delayed sound that will be fed back inte the
Feedback (FB) —99 ~ +99% effect
N_e,-gative settings will invert __t_he phase
EQ Low (EQ.Lo) ~12-+12dB  Amount of cutboost for LOW EQ
EC High (EQ. Hi) -12 - +12dB  Amount of cutboost for HIGH EQ
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For effects 1618, the dynamic modulation selected by [171] and [175] will control the

Dry:Effect balance,
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CHORUS

These are stereo chorus effects with two chorus blocks. They can be applied to any type of
sound, such as piano, strings or brass etc. to add a natural spaciousness and depth,

19: Chorus 1
The ieft channel modulation is in opposite phase to the right channel medulation. This
produce a spacious stereo chorus.

20: Chorus 2
Same-phase modulation is applied to the left and right channels.

Parameter Range Description
Dekay'l‘nme_{'ljrr_ng)m_ 0-200ms Delay time
Mod Waveforrmn (Wave) Sipe (SINj Select the medulation waveform

Triangie (TRI)

Mod Depth (Depth) 0-99 Modulation depth T
Mod Speed {Speed) 0.03 ~ 30Hz  Modulation speed
EQ Low (EQ. Lo} —12-+12dB Amount of cut/boost for LOW EQ
EQ High (EQ. Hi) 12 -+12dB  Amount of cutlboost for HIGH EQ T

For effects 19 and 20, the dynamic medulation selected by [171] and [175] will control
the Dry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effec-
tive even if the Effect Switch [167][169] is OFE If you wish to turn off all effects including
the equalizer, select 00 (No Effect).

21: Quadratuyre Chorus

This is a sterea chorus in which the channels are modulated 90 degrees out of phase.

22: Crossover Chorus
This is a stereo chorus in which the two channels are modulated 90 degrees out of phase,
and the chorus portion of each channe! is mixed into the output of the opposite channel.

Parameter Range Description
Delay Time Left (Time:L) 0~ 250 ms Laft channel daiay time
Delay Time Right (R) 0-250ms  Right channel delay time
o Mad Depth {Depth) 0-99 Modulation g'g_p_-tl'h T

Mod Speed (Speed) 1-99 Modulation speed-
T+ 1_0~ "T— 1' 0 Select the modulation waveform. T: 1riaiﬁ_§|é wave, S sine
Maod Shape (Shape) S 10~ Se1p WAVE .
+10 to -10 adjusts the character of the wavefarm,
EQ Low (EQ.Lo) —12 - +12dB  Amount of cutboost for LOW EQ
EQ High (EQ. Hi) 12 -+12dB  Amount of cu/boost for HIGH EQ

For effects 21 and 22, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance.
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23: Hormonic Chorus

Harmonic Chorus splits the signal into two frequency ranges: high frequency and low
frequency. Quadrature Chorus is applied to the high frequency range, and the low fre-
quenicy range is output as is. This is especially suitable for low-range instruments such as

bass.
Parameter Range Description
Dalay Time 1 {DT1) 0 -~500ms Left channel detay time
Delay Time 2 (DT2) 0-500ms  Right channel delay time
T 777 Mod Depth (Depth) 099 Modulation depth
Mod Speed (Speed) 1-~99 Maodulation speed o )
' Frec_;uenf:y Split Point 0-18 o Frequency at which the input signal will bémépi'it into high
[Split Point) and low ranges.

For effect 23, the dynamic modulation selected by [171] and [173] will centrol the Mod
Speed.

SYMPHONIC ENSEMBLE

24: Symphonic Ensemble
This is a multi-layered chorus effect, and is especially suitable for rich and deep sound
such as strings.

Parameter Range Description
Mod Depth 0-88 Modulation depth
- EQ Low (EQ.Lo) 12 - +12dB  Amount of cul/boost for LOW EQ o
EQ High (EQ. HI) i —12 - +12dB  Amount of cul/boost for HIGH EQ T

For effect 24, the dynamic modulation selected by [171] and [175] will control the
Dry:Effect Balance,

A This effect cannot be used at the same time as the following effects.
[9~23 : Chorus
24 : Symphonic Ensemble
25 ~27 : Flanger
32 ~33 : Phaser
34 : Rotary Speaker
35 ~36 : Tremole
38 ~39 : Chorus-/Flanger-Delay

42  Delay/Chorus

43 : Delay/Flanger

46 : Delay/Phaser

47: Delay/Rotary Speaker
FLANGER
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This effect adds feedback to a chorus effect. When used on sounds such as cymbals that
contain a rich variety of avertones, a powerful effect that adds a sense of pitch as well as
modulation will be applied.
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25: Flanger 1

Same-phase modulation will be applied to both channels.

26: Fanger 2
Opposite-phase modulation will be applied to the right and left channels, This will pro-
duce a spacious stereo flanging effect.

27: Crossover Flanger
Twao flangers with opposite phase will apply feedback to each other.

Parameter Range Description
Delay Time (Time} 0~ 200 ms Delay time: S
R noe (Resa) _99 - +90 ilr\gn;unt of the output signal that will be fed back to the
Maod Depth {Depth) 0~ 99 Madulation depth
Mod Speed {Speed) 1-~98 Modulation speed
EQ Low (EQ. La) -12 ~+12dB  Amount of cutboost for LOW EQ
EQ High (EQ. Hi) ~12 ~+12dB  Amount of cut/boost for HIGH £Q o
o)
For effects 25—27, the dynamic modulation selected by [171] and [175] will control the 8
Mod Speed. Pt
L
o
EXCITER 5
3,
. o
28: Exciter

This effect adds sparkle to the sound itself, sharpening its definition.

Parameter Range Description 8
Blend (Blend) ~99 ~ +099 Depth of the exciter effect
Emphatic Point B . . , - Hect Edit
(Emphatic Poirt} 1-10 Center frequency at which the exciter effect will be applied s
EQ Low (EQ. Lo} —12 ~+12dB  Amount of cut’hoost far LOW EQ
EQ High (EQ. Hi} —12 ~-+12dB  Amount of cutboost for HIGH EQ

For effect 28, the dynamic modulation selected by [171] and [175] will control the
Diry:Effect balance. Also, the equalizer settings (EQ Low, EQ High) will remain effective
even if the Effect Switch [167][169] is OFFE If you wish to turn off all effects including the
equalizer, select 00 (No Effect).

ENHANCER
29: Enhancer

This is a 2-channel enhancer. It includes a delay which makes the sound more spacious.
An enhancer improves the clarity of the sound, sharpening the definition, and gives the
sound a presence that brings it forward in the mix.

Parameter Range Description
Harmonic Density {Density) 199 Depth of the enhancer effect
Hot Spot {H. Sgat) 120 Cen?er frequency at which the enhancer effect will be

applied

Stereo Wicth (S. Width) 0-99 Width of the stereo image expanded by the delay
DelayTime D Time) Cilea Deiapime
EQlow (EQ.Lo) 12— +12dB  Amount of cutboost for LOW EQ o
EQ High (EQ. H} " 42..112dB Amount of cutiboost for HIGH EQ

For cffect 29, the dynamic medulation sclected by {171] and [175} will control the
Dry:Effect balance.
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DISTORTION

30: Distortion

This effect covers a range from light distortion to intense distortion, and also provides a
wah effect. It is effective on solos. The Hot Spot and Resenance parameters adjust the
wah effect. The Hot Spot parameter can be controlled in realtime using dynamic modula-
tion.

31: Overdrive
This effect applies a smooth overdrive, As for the distortion effect described above,
dynamic modulation can be used to control the Hot Spot of the wah filter.

Parameter Range Description
Crive (Drive) 1-~111 Amount of distortiocn/overdrive
Resonance (Reso} 0-99 Gain of the wah resonance filtter
Hot Spot (H. Spoi) 099 Center frequency of the wah filter B
Out Level (Level) 0-~99 Qutput levei of the distorted sound
- EQ Low (EQ. Lo) -12~+12dB Amount of cutboost for LOW EQ o
EQ High (EQ. Hi} —12-~+12dB  Amount of cutboost for HIGH EQ h

For effects 30 and 31, the dynamic modulation selected by [171] and [175] will control
the Hot Spot.

PHASER

These are 2-channel stereo phase shifters.

While chorus or flanger effects modulate the delay time to produce a modulation effect,
the phaser effect modulates the phase of the input signal, producing a effect that is differ-
ent than either chorus or flanger. This is especially suitable for electric piano or guitar
sounds,

The maximum effect will be achieved with a [170]{174] Dry:Effect Balance of 50:50.

32: Stereo Phaser 1
Since the right and left channels are modulated in inverse phase, a spacious phaser effect
is produced.

33: Stereo Phaser 2
Same-phase medulation is applied to the two phaser blocks.

Parameter Range Description

Manual (Manual) 0-99 Cen!er frequency at which the phase shift effect will be

iy applied o _
Mod Depth (Depth) 0-99 Depth of the phase shift modulation effect L
Mod Speed (Speed) 0.03~30Hz Modulation speed

Amount of signal that will be fed back to the effect

Feedback {F. Back) —99-+99 Negative settings will invert the phase
MMod Waveform (Wave) Sine (SIN) Modulation waveform

Triangle (TRI}

148

For effects 32 and 33, the dynamic modulation selected by [171] and [175] will control
the Mod Speed.



ROTARY SPEAKER

This simulates the rotary speaker effect that is often applied to organ sounds.

34: Rotary Speaker

Independent LFOs are used to simulate the rotor section and horn section of the rotary
speaker. Fast and Slow speeds can be switched by the dynamic modulation source
selected in [171][174]. The rotational speed will change at the rate specified by Accelera-
tion, regardless of the speed at which the controller is moved. Also, the speed change will
not be affected by the dynamic modulation Intensity setting of [172]]176].

Reference Guide

Parameter Range Description
Vibrato Depth (Vib, Depth) 0-~15 Depth of the effect
Acceleration (Acced) 1-15 Time required for the charige in speed to occur )
Slow Speed (Sbw Spead) T1-99 Speed during slow rotation
Fast Speed (Fast Speed) T 198 Speed'during fast rotation

For effect 34, the dynamic medulation selected by [171] and [175] will switch between
the Slow Speed and Fast Speed.

TREMOLO

These effects cyclically modulate the velume.

35: Auto Pan

This effect combines two tremolo blocks into stereo type program. Qpposite-phase mod-
ulation is applied to the two tremola blocks, producing an effect of the sound being
panned in stereo.

36: Tremolo
In contrast with the Auto Pan effect described above, this appiies same-phase modulation
to the two tremolo blocks.

Parameter Range Description
Mod Waveform (Wave) ‘?rls;wg(]lsel T':'F' ) Select the wavaform
Mod Shape (Shape} " g9 - 409 B T
Mad Depth (Depth) 0-99 Modulation depth o
iMod Spoed (Speed) 0.03~30Hz Modulation speed ) T
EQ Low (EQ. Lo} —12~+12dB _ Amount of cut/boost for LOW EQ o o
EQ High (EQ. Hi) T 42-+12dB Amount of cut/baost for HIGH EQ T

For effects 35 and 36, the dynamic modulation selected by [171] and [175] will control
the Dry:Effect balance, Also, the equalizer settings (EQ Low, EQ High} will remain effec-
tive even if the Effect Switch [167][169] is OFF. If you wish to turn off al} effects including
the equalizer, select 00 (No Effect).
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PARAMETRIC EQ (Parametric equalizer)
37: Parametric EG

This is a 3-band equalizer which allows you to adjust the cutoff frequency and gain for
the low, mid and high ranges. For the mid-range, the width of the area affected can also
be adjusted.

Parameter Range Description
Low Freq (L=Freq) 0-29 Low range cutoff frequency
Low Gain {Gain) 12-+12dB  Amount of cutboost for LOW EQ T
T Mid Freg (M;lireq) “0-98 Mid range cutoff fraguency B
T MidGain {Gain} —12- +12dB__ Amount of cutboost for MID EQ
"""""""""" Mid Width (W) 0-99  Width of mid range band
High Freq {H=Freq) 0-~28 High range cutoff frequency o
High Gain (Gain) "42~+12dB  Amount of cutboost far HIGH EQ o

For effect 37, the dynamic modulation selected by [171] and [175] will contral the Mid
Freq, allowing you to create a wah effect,

COMBINATION EFFECT SERIAL

Effects 38 and 39 connect a mono-input/stereo-output chorus or flanger in series witha

sterco delay.

38: Chorus-Delay

A mono-input stereo-output chorus with LFOs 90 degrees out of phase is connected toa
stereo delay. Feedback can be specified independently for chorus and delay.

39: Flanger-Delay

A mono-input stereo-output flanger with LFQOs 90 degrees out of phase is connected toa
stereo delay. Feedback can be specified independently for flanger and delay.

Chorus, Flanger

Parameter Range Description
) Chorus/flanger delay time
Delay Time {Cho. DT) 0-50ms Amount fed back to the effect
Feedback {FB) -89 ~ +899% Negative values will invert the phase .
Mod De_p_m (Cho. Depth) _ 0-~99 Modulation depth
Mod Speed {Speed) 1-~88 Modulation speed
Delay
Parameter Range Description
Delay Time (Dly. DT} 0~ 450 ms _Q_elay time {2 ms steps} _
Delay Feedback (FB) ~99 - 499 Amount fed back to the effect

MNegative values will invert the phase
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For effects 38 and 39, the dynamic modulation sclected by [171] and [175) will control

the Dry:Effect balance.



Reference Guide

COMBINATION EFFECT PARALLEL

* The following effect types (40—47) connect two effects in parallel, allowing independent
effects to be applied to two channels.

YFor details on cach effect, refer to the explanations for effects 1 through 34,

MONQ DELAY/REVERB
40: Delay/Hall Reverb

This effect provides a delay in the left channel and a hall type reverb in the right channel,

41: Delay/Room Reverb
This effect provides a delay in the left channel and a room type reverb in the right chan-
nel.

MONO DELAY/MODULATED DELAY
42: Delay/Chorus

This effect provides a delay in the left channel, and a chorus in the right channel.

43: Delay/Flanger
This effect provides a delay in the left channel, and a flanger in the right channel.

w
B
=
&
D
L
=
el
JAR]
had—
]
o

8

Effect Edit
made
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;f MONO DELAY/PHASER

46: Delay/Phaser
This effect provides a delay in the left channel, and a phaser in the right channel.

Delay
Parameter Range Description
Dalay time (Dly. DT) 0 - 500ms Celay time B
Amount fed back to the effect

Sedback — i °ﬂ - Sy
a ©Wy.FB) 99 - +99% Negative values will invert the phase

High frequency attenuation
High Damp (H. Dmp} 0-99% Higher settings will causa the high frequency range to
decay faster, producing a darker sound.

Room [Hall, Room)

Parameter Range Description

0.2~99sec  Time over which the reverb will decay
0.2 ~49sec (for Hall) (for Roomy)

High frequency attenuation
High Damp (H. Dmp}) 0~ 99% Higher settings will cause the high frequency range to
decay faster, producing a darker sound. )
Tirme interval from the direct sound until the first early

Reverb Time (Time}

Pre Delay (F Diy) 0 ~ 150 ms

i reflection
Chorus
Parameter Range Description
Mod Depth (Deptt) 0~ 99% Modulation depth _
Mod Speed (Spd) ) 0.03 ~ 30Hz  Meodulation speed
Sine (SN} .
Mod Waveform (Wave) Triangle (TRI) Modulation waveform
Flanger
Parameter Range Description
Mad Depth (Depth) 0~ 99% Modulation depth
Mad Speed (Spd) 0.03 - 30Hz Modulation speed L
o Amount fed back to the effect
Feedoack (FB) 99 - +99% Negative values will invert the phase
- Phaser
Parameter Range Description
Mod Depth (Depth)  0-99% Modulation depth
Mod Speed (Spd) 0.03 ~ 30 Hz Madulation spe_e_q_ )
F ok (FB) 09 - +99% Amount fed back to the effect

Negative values will invert the phase

For effects 40, 41, 42, 43 and 46, the dynamic modulation selected by [171] and [175] will
control the Dry:Effect balance.
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MONQO DELAY/DISTORTION, OVERDRIVE

44: Delay/Distortion

This effect provides a delay in the left channel, and distortion in the right channel.

45: Delay/Overdrive

This effect provides a delay in the left channel, and overdrive in the right channel.
MONO DELAY/ROTARY

47: Delay/Rotary Speaker
This effect provides a delay in the left channel, and rotary speaker in the right channel.

Delay
Parameter Range Description
Delay Time {Dly. DT) 0~ 500 ms Delay time @
I Amount fed back to the effect =
bl ﬂO . n n
Feed (FB) 99 - +99% Negative values will invert the phase 6
o
Distortion, Overdrive S
Parameter Range Description =
Drive (Drive) 1 .11 Amount of distortion/overdrive o
Resonance (Reas) 0-~99 Wah resonance filter gain
Het Spot (HotSpot} 1-~89 Wabh filier center frequency
Level (Level) 1~89 Cutput level of distorted sound
Rotary Speaker
L
Parameter Range Description L
Acoaleration (Accal) 1~15 Time required for rofor speeds to changf o
Slow Speed {Slow) 1-~99 Slow rotation speed
Fast Speed (Fast) 1-99 Fast rotation speed

For effect 47, the dynamic modulation selected by [171] and [175] will switch between
the Slow Speed and the Fast Speed.
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Effect Parameter Table
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1 Hall 0.2~9.9 [2.3] 0200 [60) 0-~89 {82]
2 Ensermnble Hall » a.1] z 15 ,, {23
3 Concert Hall - 3.3] ” 80 . 45
4 Room 02~49 1.3] = 8 - {68
5 Large Room v [2.4] B [25 ,, (51
[ Live Stage * [2.2] “ [12 - is1
7 Wat Plate 0~8g 59) * (29 1~10 7
8 Dry Plate B 30] # [25 v is
] Spring Reverb - 25] [a 9

13 Stereo Delay 0~500 185 0~500 370 —99—~+93  [—40]

Cluadrature Chorug
Gross Ovar Chorus
3-», O

Flanger 1
- 2
Cross Over Flanger

Dlslomon
Qvar Drive

32 Stereb Phaser 1 0—09 (o8] @0.03-30 [0.24 099 [90]

SIN TFtI [TRi]

Auto Pan
Tremolo

t Parametr:c EQ
COMEINATION GERIAL:
Chorus-Delay

Flanggr Daiay _

—99—-+99 [+15]

—g9-~+9g  [+20]

[300] —95~+99 [+15]
280} —99~+459 [+415]

47 Detay / Rotary Speaker
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Effect Parameter Table

REVERB _ Feverb Time.  PreDelsy  ERLee
1 Hall 0.2~9.9 23] 0~-200 [60] 0~39 62
2 Ensemble Hall # 31 ¢ 15 * 23
3 Concert Hall » 3.3 * 80 £ 46
4 Room 0.2~49 1.3 * 8 ¢ (68
5 Large Room * [2.4 * [25 d (51
6 Live Stage * 2.2 ’ [12 # [81
T Wet Plate 0~98 59 ’ [29 1~10 [7
8 Dry_Plate * 30] . [26 * 5
9 * 25 * ) 9

ARLY REFLECTIO! ERTime 15 5 veo el iy _Pro Delay
10 Early Hellactk}n 1 100~800 220 0~200 10
11 + 2 o 180 . 30
12 +
2280 g i yea et Dirye

13 Stereo Delay

Cross Dela

. Munl Tap Dtﬂa 1 I

16

17 2 - 200] # 400]
18 B 3 - 250 _ - 500

: ~ CHORUS - ay Time _ Mod gy == Mod —
19 Stereo Chorus 1 0~200 3 0.03~30 [0.33 0~99 99]
20 2 .

21 Quadrature_Chorus 0~250 [24 0~250 [12] ®1~99 [30]
22 Cross_Over Chorus # [2 + [24] ® - [16]

27 Cross Over Flanger * 1:1 » [60 ® - 22
28 | Exciter —99~+09 [+so]
\ S el ~ Harmonic Density
29 Enhancer 1~99 [2&]
_ : e e i DN i e ;

30 Distortion 1~111 [107 @092 99 0~99 [07]

31 Over Drive + (85 # [63]

a2 Stereo Phaser 1 0~99 [98 ®0.03~30 [0.24 0~99 [90]

a3 * 2 - (96 o -~ [0.24 * [90]

34 | Rotary Speaker 0~15 (2] 1~15 [12]

35 Auto_Pan SIN, TR TRI —99~+939  [+96 0.03~30  [0.21]

36 Tremolo TRI * —99 - [39]

a7 Parametric EQ 0~29 [15] —t2~+12 [-06] ®0—~99 (50

‘COMBIN SERIAL Fig/Cho Delay  Fig/Cho F-Back _ Mod Speed

38 Chorus-Delay 0~50 (24 —99~-+99  [+24 1~99 12]

39 Flanger-Delay # [1 * [+80 # 04

40 Delay / Hall 0~500 (30 —99~-+99 (0] 0~99 0]

41 Delay / Room * [20 s [0] # 0]
Delay Time Feedback High Damp

42 | Delay / Chorus 0~500 [220] —99~+99  [+15] 0~-99 {50

43 | Delay / Flanger 0~500 _[400] —99~+99  [+20] 0~99 [60]

44 Delay / Distortion 0~500 250 —99~+99 [+40

45 Delay / Over Drive # 1350 * +50

46 | Delay / Phaser 0~500 [300] —99~+09  [+15] 0~99 iaag
Delay Time Feedback :

47 Delay / Rotary Speaker 0~500 [280] —g9~+99 [+15]
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I nitiat Value . Dynamac Mag Desl

[80:20]
[80-20]
|80:20]
78:22]
75:22]
175:25]
ao20)
{80:20]
178:22]
TP Balancs
DRY ~FX  [68:32
- [65:35
[75.25
@DRY~FX  |80:20]

.DFIY F)(

12—tz

g_........

EQ:Low
— 12412

.DF{YNFX .35 65)
Oiy 3 PX - Balancs
@®DRY~FX  [an:20!

] [+4]
[+4]

—12~+12

v
2
3
ﬂ,‘l
[
=
1]
[
o

-99~+88 “480] —12~+12 in) [o] DRY~FX  [50:50]
P r [50:50]
15(:50]

12412

53] i

—12-+12

—59~-+99 [86] S}N,}m [TRI] DR;~FR [50:50]
(SIN] [5050,

DRYH»FX 50 50]

0. 2"~9 9
0.2--489 |

PRY~FX 170301 : q T~8a ; DR#mFx 30701
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[ ] :Initial Value  @: Dynamic Mod Dest

__High . I _EQ low ___EQ High ___ Dry:FX Balance
0~99 31 —12~+12  [—3 —12~+12 —1] @DRY~FX [80:20
- 32 . —1 * —3] ® - 80:20
41 [—2 * —4] ® - 80:20
. [36] [+1 E +2] L 78:22
. [32] + [—1 . +2] ® - [78:22]
“ [36] [—5 * —4 ® - [75:25]
51] ¢ [0 » —4 ® - [80:20]
47] - +2 - 42 (=] [80:20]
. [30] * 2] . [—4 ® - [78:22]
EQ Low EQ Dry : FX Balance
—12~+12 [—4] —12~+12  [—4] @®DRY~FX [68:32
[+1 . ol ® - [65:35
[0 . )] ® - [75:25
High Damp EQ Low _EQ ; Dry ! FX Balance
0~-99 10 —12~+12 0 —12~+12 [o] @®DRY~FX [B80:20
v 10 * 0 . (0] ® - [80:20
_ Dry : FX Balance L Delay Time R Feedback R High R Dry : FX Balance R
DRY~FX  [50:50] 0~500 [40] —99~+99 [0] 0~99 [0] ®DRY~FX  [35:65]
—99~+99 [+30] —12~+12 (0] —12~+12 0 @DRY~FX _ [80:20
* [o] » 0 “ 0 ® - [70:30 o
# [+20] » 0] ¢ 0 @ [75:25 =
Mod ; EQ Low ) Dry : FX Balance ©)
SIN, TRI [TRI] —12~+12  [+4 —12~+12  [+4] @®DRY~FX [50:50 )
- [SIN] . +3 > +4] ® - [60:40
0~89 [s0] T+10~S+10 [T+0] —12~+12 0 —12~+12 [o0] DRY~FX  [50:50]
* [99] [T+0] + 0 + [o] ¢ [50:50]
@199 [36] 0~99 [99] 0~18 [3] DRY~FX  [25:75]
i EQ Low ___EQ High __Dry : FX Balance
—12~+12 [0] —12~+12 [0] @DRY~FX_ [67:33]
—99~-+g9 [+80] —12~+12 0] —12~+12 [()] DRY~FX  [50:50
[+36] g 0] - 0 . 50:50 Effect Edit
* [+80] + [0] + 0 o 50:50 made
r EQ Low EQ High Dry : FX Balance
—12~+12  [43] —12~+12  [+3] @®DRY~FX [50:50]
1~89 [25] —12~412 [0] —12~412 [o0] @®DRY~FX [50:50]
=T _ -3 m : L m_& NM : =TT == m:mw
—12~+12 [0] —12~+12 [0 0~99 6 DRY~FX  [50:50]
s (o] ’ (o - 8 [50:50]
L “eedback Mod Wavsform Dry [ FX Balance
—g9~+99 96] SIN, TRl [TRI] DRY~FX  [50:50]
+ 90] » [SIN] [50:50]
Slow Speed_ Fast Speed Dry : FX Balance
1~99 [25] 1~99 [69] DRY~FX  [34:66] #*
Mod Depth EQ Low EQ High Dry ! FX Balance
0~98 [96 —12~+12 [0] —12~+12 [a] @®DRY~FX [20:80
¢ £ (o] ¢ [o0] ® - [50:50
—12~+12  [+8] 0—~99 [50] 0~29 [12] —12~+12  [+6] DRY~FX  [50:50]
0~99 [75] 0~450 120] —99~+93 [+16 @DRY~FX [60:40]
’ [99] * 3001 s +30 ® - [50:50]
__Dry : FX Balance Reverb Time Pre_Delz High Damp Dry : FX Balance
@®DRY~FX FX] 02~89 [3.0 0~150 [68] 0~99 [34] @®DRY—~FX [70:30]
® - FX] 0.2~4.9 1.1 » [0] [28] ® - [£5:35]
__Dry:FX Balance _ Mod Speed ‘Mod Mod Waveform Dry : FX
@DRY~FX [70:30] 0.03~30 [0.38] 0~99 [9g] SIN, TRI [TRi] @DRY~FX [50:50]
__Dry: FX Balance Mod Speed Mod Depth Feedback Dry : FX Balance
@®DRY~FX [70:30] 0.03~30 [0.21] 0~99 [96] —g9~+09 [—75] @DRY~FX [50:50]
DRY~FX [79:21] 1~111_ [105] 1~99 99] 0~99 [071] 1~99 [10]
B [75:25] # [65] * 90] . 63] . [20)
_ Dry: FX Balance Mod Speed Mod Feedback Dry : FX_Balance
@DRY~FX [60:40] 0.03~30 [0.69] 0~99 [90] —09~+99 [+89] @®DRY~FX [25:75]
__Dry ! FX Balance Acceleration Slow Sp Fast Dry : FX Balance
DRY~FX [70:30] 1~15 [10] 1~89 [25] 1~99 [62] DRY~FX [30:70] =*
* 155
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Additional functions of the NS5R

Frame Draw function

MIDI system exclusive messages can be used to display any desired pattern, picture or
characters on the NS3R's LI screen.

This is called the Frame Draw function,

This function is called Frame Draw. The following explanation provides examples of how
the data is actually transmitted.

< Example image to be transmitted (32 * 16 dot) >

I P e e S R s R T e R e
ks ok Aotk R AR REERRE Aok Kok _kok Aok
otk sk ol sk ookt ook L kool R e sk kkok ok ek ok _ckdek L
seksop ok ok tokkiok kool ook _elk_skk k_stolokiiok ek _siokt ok
sk chokok sheolok clokockskokk kokokdookek sukkokk__ sk ek kR ok _dkkk ok
AR kol Mok __dedksk ek sekok U skdkek scesokkk L ek _ska kR sk kol ks Aok
Sk AR ARk ARk ARkt bk ek kbR Rk kol bk
sk seokok__skokookakoiok sk skoirak ok kb ok Sk _kkk _skilkokdck b _kskk__ ek ek bk
. Aok ook skl okl ekl __totokkeakok S ok ikl etk ok _ ok ke
: — — — f— —kk__ okk sk ek selk ke dkokskk R
' Rk _k__k k ok o M ok ok ok
——— e OOk eRR o W ke ok ekl ok hedkskor ok
S S —_
ook ek koK kKoL Ak ek k.
sk _—

Figure 1-1 Figure 1-2

In order to convert this into exclusive data,
1. Divide it into groups of 7 dots (figure 1-2). Then specify “-” as a data bit of 0, and *+”
as a data bit of 1.
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2. Add a0 bit (*-7} at the beginning of each group (figure 2).
3. Group the data into 8 dot units, as follows,

TH543210
01110111
01110111
01110111
tliiiilc
cliliioc
01111110
01110111
01110111
01110211
cooooooc
opo11000
0G001100
0Ccoa1010
Ba0g1001
cool1icooc
0GOa000G

16543210
Co01iill
0o111111
p0111011
co111011
00111011
00111011
c0111011
00111111
oa1i111
cogoooon
31100111
cloo1o0o
(1000111
21000000
611031111
GUoonoon

76543210
co0013i111
(1011111
31011101
01011111
(1911111
01011101
010131101
(31011100
0a0111ad
0000000
31100111
0agoolon
31000111
Ga10000d
010001040
1000011

Figure 2

76543210
01000611
01100111
01106111
01100111
01000111
01100111
0l1io0111
01110111
01110011
00000000
d1lio1111
40001000
01001111
00101001
00101000
01000000

76543210
02111000
011119006
aaonoaan
00111000
0011100¢C
0011190¢
goliiooc
01111000
0ri1iooc
00G0a00c
01c000oc
ooloaQoc
01600000
00C0a000n
01104000
oongaoon

Reference Guide

4. In this case, the exclusive message which is actually transmitted will have the follow-
ing format.

FO 42 23n 42 12 0B 00 20

T

ve.. FlinsExcl Ch,

xx=data)

Taking the data which was grouped into 8 dot units as binary data, convert this into hexa-
decimal data as 01110111=77h, 01111110=7Eh, ... etc., and place it in addresses 20
through 6F,

FO
77
1F
1F
43
78
F7

42 310 42
77 7T TE
3F 3B 3B
5F &D &F
67 &7 87
78 Q0 38

12
T
iB
5F
47
ig

oa 00 20
TE 77 177
3B iB 3F
5D 5D 5C
67 67 77
3 28 78

77
1F
1c
73
78

18 0OC QA

67 04 47
6F 0B 4F
40 20 40

This exclusive data will cause the graphic shown in figure 1-1 to be displayed in the LCD.
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