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About This Manual

Section title

&

Global Oscillator Setup — 1A

Related LCD screen group

N

Section summary

The following chart shows how the explanations on the following pages are organized.

LCD screens in the group

These parameters are used to set the type of Program.

1A 050 Mode 1A 0sCt <
LOUBLE ASHEPOLY HLD:OFF
1A-1 1A-2
LCD Parameter Range Description
. SINGLE QOscillator 1
1A-1 %;’c':'ah‘;’; d"g;"’e DOUBLE Oscillators 1 and 2
DRUMS A drum kit
. POLY Polyphonic
1A-2 Assign (ASN) MONO Monophonic (alf voices in unison)
Hold (HLD) ON/OFF Note hold after key release (set to ON for DRUMS mode)

LCD screen numbers.
For example 1A-1

indicates that this is the
first LCD screen in

group 1A

Parameters on each
LCD screen

Parameter range or
available settings

Brief description. A full
description is provided
in the text below each
parameter table
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Chapter 1: Program Play Mode
In this mode you can select and play Programs. Some Program parameters can also be adjusted,
allowing you to edit parameters in real time, as you play.

The following Programs can be selected: AQ0 ~ A99, BOO ~ B99, and GM001 ~ GM136. If a
PROG/SEQ data card is inserted, Programs C00 ~ C99 and D0OO ~ D99 can also be selected.

Program banks A and B are internal RAM banks, and banks C and D are PROG/SEQ data card
banks. Bank GM contains 136 Programs, and corresponds to GM. Programs GO1 to G128 are as
defined by GM. G129 to G136 are the ROM drum kits 1 to 8. Drum Program GM129 corresponds
to the GM drum kit. GM bank Programs 130 to 136 can be used with data that is similar to GM.
They are not used with normal GM data.

Entering Program Play Mode
Press the [PROG] button.
PROG will appear on the LCD.

12345678 910111213141516

The numbers 1 to 16 at the top of the LCD correspond to MIDI Channels. The flashing number
indicates the Global MIDI Channel setting. When MIDI Note On/Off messages are received, a
box below the corresponding number flashes. This works as a MIDI monitor.

Selecting Programs
1) Press the [BANK] button to select a Program bank.
Pressing the [BANK] button will cycle through the available banks: A—>B—GM—

2) Enter the required Program number using the number keypad. For example, to select Program 61
in the GM bank, press [0], [6], then [1]. Alternatively, press the [A/YES] and [W/NO] buttons
repeatedly to select a Program.

Program Play Mode & MIDI

In Program Play mode, MIDI data is received on the Global MIDI Channel. See “Global MIDI
Channel & MIDI Clock Source —3A” on page 158.

The X3R responds to MIDI Controllers such as After Touch and Pitch Bend. See “Controller
Event Edit Notes” on page 122 for a list of all usable MIDI Controllers.

Using a Pedal Switch to Select Programs
You can also select Programs using a pedal switch.

1) Connect an optional Korg PS-1 or PS-2 pedal switch to the ASSIGNABLE PEDAL/SW
connection.

2) In Global mode, you need to assign the pedal to either Program Up or Program Down. See
“Assignable Pedal/SW Setup — 8B” on page 171.
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Using MIDI to Select Programs
You can also select Programs using MIDI Program Change messages.

1) Connect a MIDI device capable of sending MIDI Program Change messages to the X3R’s MIDI
IN connection.

2) Set the Global MIDI Channel parameter so that it matches that of the device sending the Program
Change messages. See “Global MIDI Channel & MIDI Clock Source — 3A” on page 158.

3) In Global mode, you need to set Filter]l to ENA. See “MIDI Filterl — 3C” on page 160.

The X3R also responds to MIDI Bank Select messages that can be used to select Program banks.
All manufactures implement Bank Select messages differently, so refer to the relevant operating
manual for details. If you want the X3R to ignore MIDI Bank Select messages, in Global mode,
set Filter] to NUM. See “MIDI Filter1 — 3C” on page 160 for full details.

The following table shows how the X3R responds to MIDI Bank Select and Program Change

messages:
MiD} X3R
Bank Select (H)
Program Change No. Bank Program No.
MSB LSB
00 00 00~99 A 00~99
00 01 00~99 B 00~99
00 02 00~99 C 00~99
00 03 00-~99 D 00~99
38H 00H 00~127 01~128
00~15, 56~63, 72~127 129
16~23 130
25 131
3EH 00H 32~39 GM 132
40~47 133
64~71 134
24, 26~31 135
48~55 136

* Bank Select
Bn, 00, [MSB], 20, [LSB]
n: MIDI Channel (0~F corresponds to Channels 1~16.)
* Program Change
Cn, PP
PP: Program Number
For example: to select Program GM130 on MIDI Channel 3

B2, 00, 3E, 20, 00, C2, 10

Bank Select Program Change

You can select a Program by sending a Program Change message only. In this case, the Program
will be selected from the current Bank.

* In this Reference Guide, generally, decimal values are used, but hexadecimal (which uses
numerals and letters such as “A”) is used for MIDI data.
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Editing in Program Play Mode (Performance Editing)

1)
2)
3)

In Program Play mode, some parameters can be edited. This is called performance editing,
because you can actually edit these parameters while performing. The parameters are as follows:
Octave, Cutoff, VDF EG Intensity, Attack, Release, Level, Velocity, and Effect balance.

Select a Program.

Use the function buttons [1]~[8] to select a parameter.

Use the VALUE knob or the [A/YES] and [ W/NO] buttons to adjust the selected parameter.

If the Program uses Double Oscillator mode, which is set in Program Edit mode, the selected
parameter will be adjusted for both oscillators.

On the following LCD screen, the VDF Cutoff Frequency parameter has been selected by pressing
function button [2]. The angle bracket symbols indicate that other parameters can be selected
using the [«] and [—] cursor buttons.

123 4567 8 910111213141516

1 Performance parameter value

Y

When you’ve finished editing, press the [{] cursor button to return to the previous LCD screen.

If you want to write the edited Program to memory, press the [REC/WRITE] button. The message
“Are You Sure OK?” will appear. Press the [A/YES] button to write the Program, or the [W/NO]
button to cancel the function. Note that if you write the Program, you will overwrite the Program
that already exists with that number. To write the Program to a different Program number or
change its name, see “Program Write — 8A” on page 31. Since the GM bank is a ROM bank, you
cannot write Programs to it. If you do select it, however, bank A will be selected.

Erhenerals +58 1 Erbernerals +88 L Erhenerals +08 <
Dot 180 Zv gF FEG 1:%8 & Atk 1:88 Z:a9
[1]OCTAVE [3] VDF EG [4] ATTACK
1 3 x| Erhenerals +08 {3 Erhemarals +88 <
RFe.A 1:2g Lew 1:99  Z:58 |[ULAT L:+480 Z:i+58 | EFF 10099 S8:50
[5] RELEASE [6] LEVEL [7]1 VELOCITY [8] EFFECT
Functi Range
unction :
Parameter Actual I t
Button . ctual Incremen
Displayed per Step
[1] 0OSC1, 0OSC2 Octave (Oct) 1B1C| -3~ 43 1 octave
2] VDF1, VDF2 Cutoff Frequency (Fc) 3A3C| 10~ +10 +5
(3] | VDF1, VDF2 EG Intensity (FEG) 3A3C|-10~+10 5
[4] VDA1, VDA2 Attack Time (Atk) 4B 4D| -10 ~ +10 +5
VDA1, VDA2 Release Time (Re.A) 4B 4D| _
5] VDF1, VDF2 Release Time (Re.F) 3gap| 10~ +10 5
(6} OSC1, OSC2 Level (Lev) 1B1C| -10 ~ +10 +5
VDAT1, VDA2 Vel. Sensitivity Amp. (V.Al) 4B 4D
VDAT1, VDA2 Vel. Sensitivity EG Time (V.AT) 4B 4D .
[71 VDF1, VDF2 Vel. Sensitivity EG Int (V.Fl) 3B3D| -10 ~ +10 5
VDF1, VDF2 Vel. Sensitivity EG Time (V.FT) 3B 3D
Color1, Color2 Velocity (V.Co) 3A 3C
(8] Dry:Effect Balance (Eff) 7TA7C| -10 ~ +10 +5
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OCTAVE: this parameter sets the oscillator’s octave. One step equals one octave.

CUTOFF: this parameter affects a Program’s cutoff frequency. One step equals 5.

VDF EG: this parameter determines how a Program’s cutoff frequency changes over time. One
step equals 5.

ATTACK: this parameter sets the VDA attack time. One step equals £5

RELEASE: this parameter sets the VDA release time. One step equals 5.

LEVEL: this parameter sets a Program’s volume level. One step equals £5.

VELOCITY: this parameter determines how VDA and VDF parameters respond to note velocity.
One step equals 5.

EFFECT: this parameter sets the balance between dry signal and effected signal. One step equals
+5.
There are actually two parameters for Release [5], and five parameters for Velocity [7]. To access

them, press VELOCITY [7], then press the [—] button. Use the [A/YES] and [ W/NO] buttons to
select them.

If a parameter is already set to the minimum or maximum limit of its range, the displayed value
will change, but the actual value will not.

Note: When one of the above parameters is selected, the VALUE knob will control that parameter,
not the dynamic modulation. To use the VALUE knob to control dynamic modulation, press the
[41 cursor button to return to the normal Program Play LCD screen.

When the MIDI System Exclusive Filter (3D-1 Global mode) is set to ENA, the respective MIDI
System Exclusive data will be output while performance editing. Likewise, X3R parameters will
be controlled when the respective System Exclusive data is received.
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Chapter 2: Program Edit Mode

This mode allows you to edit Programs. You can create new Programs or simply edit existing ones.

The following diagram shows the various parts that make up a Program. The numbers in the

bottom left-hand corner of each box indicate the group of LCD screens that are used to set up that

particular part.
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Entering Program Edit Mode.

1) Select the Program that you want to edit in Program Play mode.

2) Press the [EDIT] button.

PROG and EDIT will appear on the LCD screen:

o LEE

EDIT 123 45678 910111213141516

Compare Function

While editing, you can press the [COMPARE] button to listen to the original unedited Program.
That is, how the Program was before you started editing it. While the Compare function is active,

the word COMPARE will be shown on the LCD. Pressing the [COMPARE] button again will

return you to the edited version of the Program.

Note: If you edit a parameter while the Compare function is active, the settings of the Program

that you were editing will be lost.
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Undo Function

To reset a parameter to the value that is was before you edited it, press the [A/YES] and [W/NO]
buttons simultaneously.

Program Editing Notes

GM Bank: you can edit Programs in Bank GM, however you cannot overwrite them. So if you
edit a Bank GM Program, you must write it to a different bank: A, B, C, or D.

Pitch Bend: pitch bend range is typically +12 semitones. However, for some Multisounds the full
range is not available.

Double Mode Programs: the same function button can be used to select the corresponding LCD
screens for Oscillator] and Oscillator2. For example, if you select VDF1 EG — 3A-2 (Oscillator2
VDF EG), then press function button [3], VDF2 EG — 3C-2 (Oscillator2 VDF EG) will appear.
Pressing the button again will return to VDF1 EG — 3A-2. This also applies to the following LCD
screens:

1B — 1C (Oscillator Setup)

3A — 3C (VDF Cutoff & EG)

3B — 3D (VDF Velocity Sensitivity & Keyboard Tracking)
4A — 4C (VDA EG)

4B — 4D (VDA Velocity Sensitivity & Keyboard Tracking)
5A — 5B (Pitch Modulation)

Parameter Interaction: due to the way that some of the VDF EG and VDF Modulation
parameters interact with VDF parameters, you may find that increasing or reducing a parameter
value has no effect. This is usually because that VDF parameter is already set to its maximum or
minimum value. The same applies to level parameters such as Oscillator Level, VDA Attack
Level, etc. If increasing the Oscillator Level does not increase the output level, it could be that
VDA Level parameters are already set to their maximum values. The overall oscillator output level
is limited to the range that the VDA can handle.

Always Write Programs: remember to write an edited Program to memory before selecting
another Program. Otherwise, the edited Program will be lost.

When the MIDI System Exclusive Filter (3D-1 Global mode) is set to ENA, the respective MIDI
System Exclusive data will be output when a parameter is edited. Likewise, X3R parameters will
be edited when the respective System Exclusive data is received.

Performance Functions
The following functions allow you to add greater expression to a live performance:

* Note velocity: can be used to control the Pitch EG VDF and VDA. See “Pitch EG — 2A” on
page 13, “VDF1 Velocity Sensitivity & Keyboard Tracking — 3B” on page 17, and “VDA1
Velocity Sensitivity & Keyboard Tracking — 4B” on page 22.

* After Touch: can be used to control Pitch1 and Pitch2 Modulation, and some VDF and VDA

parameters. See “Pitch1 Modulation ~ SA” on page 26 and “After Touch & Joystick Control —6A” .
on page 29.

* Joystick: can be used to control Pitchl and Pitch2 Modulation, and some VDF and VDA
parameters. See “Pitch1 Modulation — 5A” on page 26, “Pitch2 Modulation — 5B” on page 27, and
“After Touch & Joystick Control — 6A” on page 29.

* Dynamic modulation: can be used to control effect parameters. See “Effect 1 Setup — 7A” on
page 56.

* Assignable pedal: can be used to control the volume, VDF Cutoff Frequency, and switch effects
on and off. See “Assignable Pedal/SW Setup — 8B” on page 171.
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Global Oscillator Setup — 1A

These parameters are used to set the type of Program.

1R 0SC Mode | 1R DEC %
DOUELE | ASM:POLY HLD:OFF
1A-1 1A-2
LCD Parameter Range Description
. SINGLE Oscillator1
1A-1 ?gg’(';am: d"g;’de DOUBLE Oscillator1 and Oscillator2
DRUMS A drum kit
. POLY Polyphonic
1A-2 Assign (ASN) MONO Monophonic
Hold (HLD) ON/OFF Note hold after key release (set to ON for DRUMS mode)

1A-1 Oscillator mode: there are three Oscillator modes: Single, Double, and Drums. In Single mode,
only Oscillatorl is used, and up to 32-note polyphony is available. In Double mode, Oscillatorl
and Oscillator2 are used, and different Multisounds can be selected for each oscillator, each with
independent VDF and VDA. However, polyphony is reduced to 16 notes.

In Drum mode, a drum kit is used instead of a Multisound. Drum kits are set up in Global mode.
See “Drum Kit Setupl — 7A” on page 167. There are 16 drum Kkits available: four internal RAM
kits, four card kits, and eight internal ROM Kkits.

1A-2 Assign: this parameter sets the Program to either polyphonic or monophonic. In Polyphonic mode,
a number of notes up to the maximum available can be played simultaneously: 32 in Single mode
and 16 in Double mode. In Monophonic mode, one note only can be played at a time.

Hold: this parameter determines whether or not notes continue to sound even after the
corresponding MIDI Note Off message has been received. That is, even after keys are released.
Typically, this parameter should be set to off, unless you want notes to drone on for eternity.
However, when the Oscillator mode is set to DRUMS, this parameter should be set to ON. This
will ensure that drum sounds are played in their entirety, regardless of the length of a MIDI Note
or how long you hold down a key.
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Oscillator1 Setup - 1B

These parameters are used to set up Oscillatorl.

1B OSC1 SOUMD x| 1B 0SC) <x| 1B OSC1 4x 1B OS¢ <
paa:ALPiano 1 Level®9 0OCT & |EGint+B8 Pan=CHT [SENC C =5D =13
1B-1 1B-2 1B-3 B4
LCD Parameter Range Description
0 ~ 339 Internal Multisounds
1B-1 | Multisound (SOUND) | C00 ~ Card Multisounds (if card inserted)
0~15 If Oscillator mode is DRUMS, select a drum kit
Oscillator Level (Level)] 0 ~ 99 Oscitlator1 level
B2 32 2 octaves down
= 16’ 1 octave down
Octave (OCT) g Normal pitch
4 1 octave up
Pitch EG Intensity -99 ~ 499 The amount of control that the Pitch EG exerts over the pitch of
183 (EGint) oscillatord
Pan (Pan) OFF, A, Output pan to buses A and B (when Osc mode = Single or
14A~CNT~14B, B Double on)
1B Send C (SEND C) 0~9 Output level tobus C
Send D (D) 0~9 Output level to bus D

1B-1 Multisound: this parameter is used to select one of 340 internal Multisounds for Oscillator].

Multisounds are the basic sound elements that make up a Program and provide the basic
characteristics of a Program. If an optional PCM data card is inserted, Multisounds can also be
selected from that card. Data card Multisound numbers have the prefix C. Press the [10’s HOLD]
button to select card Multisounds.

Multisounds with NT (No Transpose) at the end of their names, for example, 187 StadiumNT,
produce the same pitch regardless of MIDI Notes received.

Since each Multisound has an upper limit to its pitch range, some Multisounds may produce no
sound when high MIDI Notes are received.

If the Oscillator mode (1A-1) is set to DRUMS, depending on which Program bank is currently

selected, you can select a drum kit from the following table. You must insert an optional PCM data

card to select drum kits 4 ~ 7 (Card D .Kit1, 2). For drum kit setup details, see “Drum Kit Setupl
—7A” on page 167.

Value Drum Kit Bank

0 Drum Kit A1
1 Drum Kit A2

Internal
2 Drum Kit B1
3 Drum Kit B2
4 Card D.Kit1
5 Card D.Kit2

- Data Card
6 Card D.Kit3
7 Card D.Kit4
8 Rom D.Kit1
: ROM

15 Rom D.Kit8

Full details about drum kits 0~3 (Drum Kit A1, A2, A3, A4) and 8~15 (Rom D.Kit1~8) are
provided in the Performance Notes.

1B-2 Oscillator Level: this parameter is used to set the volume level of Oscillatorl.

Note: For some Multisounds, a high oscillator level may result in distortion when playing chords.
In such a case, reduce the oscillator level.
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Octave: this parameter allows you to shift a Multisound up and down in one octave steps. If the
Oscillator mode (1A-1) is set to DRUMS, this parameter should be set to 8°, otherwise some drum
sounds will be moved out of the playable range. If this parameter is set to anything other than 8,
take care when setting the VDA and VDF Keyboard Tracking parameters.

1B-3 Pitch EG Intensity: this parameter determines the amount of control that the Pitch EG exerts over
the pitch of Oscillator]l. A negative value inverts the pitch levels set for the Pitch EG
(2A-1~2A-3).
Pan: this parameter is used to pan the output of Oscillator1 between buses A and B. These buses
feed the effects processors. See “Effect Placement — 7E” on page 57. When OFF is selected, no
signal is sent on buses A and B. The CNT setting means center: signals of equal level are fed buses
A and B.

Note: When the Oscillator mode (1A-1) is set to DRUMS, the pan setting for each drum in the
kit are used. See “Drum Kit Setupl —7A” on page 167 and “Drum Kit Setup2 — 7B” on page 169.

1B—4 Send C, Send D: these parameters are used to set the level of the Oscillator1 signals sent to buses
C and D respectively. These buses feed the effects processors. See “Effect Placement — 7E” on

page 57.

Note: If the Oscillator mode (1A-1) is set to DRUMS, these parameters are multiplied by the
setting for each drum in the kit, then output to Send C and Send D. See “Drum Kit Setupl —7A” on

page 167.
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Oscillator2 Setup - 1C

These parameters are used to set up Oscillator2. These parameters are available only when the
Oscillator mode it set to DOUBLE. See “Global Oscillator Setup — 1A” on page 9.

10 DSCE SOUMD &) 1C OSC2 x| 1C 05CE x| 1C 0=C2 {x| 10 O5CE SOUMD 43
gaEa:A.Fiano 1 Leuel®d  OCTI6" (EGint+88 Pan=CHT |SEND C =5 0 =5 | Intul+88 Detn+l
1C-1 1C-2 1C-3 1C4 1C-5

iC 08CE
[elaw=68
1C-6
LCD Parameter Range Description
1C-1 | Multisound (SOUND) gtgoﬁ-:'3 ° I(?;er;n;:u':z:lotljﬁ:;‘?: card inserted)
Oscillator Level (Level)| 0 ~ 99 Oscillator2 level
32 2 octaves down
% |osme0on | o o
4 1 octave up
Pitct_w EG Intensity -99 ~ +99 The_amount of control that the Pitch EG exerts over the pitch of
(EGint) - Oscillator2
103 OFF, A
Pan (Pan) 14 ALC,NT~1 4B, B Output pan to buses A and B
104 Send C (SEND C) 0-~9 Output level to bus C
Send D (D) 0-~9 Output level to bus D
1C-5 Interval (Intvl) =12 ~ +12 Pitch shift relative to Oscillator1
Detune (Detn) -50 ~ +50 Oscillator1 and Oscillator2 detune
1C-6 | Delay Start (Delay) 0~99 Oscillator2 sound output delay relative to Oscillator1

Apart from the fact that they control Oscillator2, most of these parameters operate the same as
they do for Oscillator1. See “Oscillator] Setup — 1B” on page 10. The following parameters, 1C-5
and 1C—6, are available to Oscillator2 only.

1C-5 Interval: this parameter pitch shifts Oscillator2 relative to Oscillator] in semitone steps. This can
be used, for example, to form simple 2-note chords.

Detune: this parameter de-tunes oscillators 1 and 2. This is useful for creating a thicker, richer
sound. For a positive (+) Detune value, the pitch of Oscillatorl is lowered and the pitch of
Oscillator2 is raised. For a negative (—) Detune value, the pitch of Oscillator1 is raised and the
pitch of Oscillator2 is lowered. So as the Detune value is increased, both oscillators are detuned
by the specified value. Odd Detune values will lower and raise oscillator pitches by 0.5 cents.

Detune Oscillator1 Oscillator2
+50 -25 +25
+25 -12.5 +12.5

0 1]
-12 +6 -6
-50 +25 -25

1C-6 Delay Start: this parameter allows you to set Oscillator2 so that it starts producing sound after
Oscillator]. A setting of 0 means no delay. This is normally set to 0.
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Pitch EG - 2A
The Pitch EG (Envelope Generator) determines how the pitch of oscillators 1 and 2 varies over
time.
ZA PITCH EG *| ZR PITCH EG <> ZA PTCH.EG Uel <
SL+0B ATEE AL+HG | DTED RTE6 RL+28 | Lewl=+99 Tim=+0Q
2A-1 2A-2 2A-3
LCD Parameter Range ’ Description
Start Level (SL) -99 ~ 499 Amount of pitch change when key is first pressed
2A-1 | Attack Time (AT) 0-~99 Time to reach Attack level pitch when key pressed
Attack Level (AL) -99 ~ +99 Amount of pitch change when attack time ends
Decay Time (DT) 0~99 Time to reach normal pitch once attack time ends
2A-2 | Release Time (RT) 0~99 Time to reach Release level pitch when key is released
Release Level (RL) -99 ~ +99 Amount of pitch change when key is released
EG Level Velocity . e .
oA Sensitivity (Levi) -99 ~ +99 Pitch EG level sensitivity to keyboard velocity
EG Time Velocity . . o .
Sensitivity (Tim) -99 ~ +99 Pitch EG time sensitivity to keyboard velocity

The Pitch EG can change the oscillator pitch by up to = 1 octave. A level setting of 99 is
approximately 1 octave. The extent to which the Pitch EG affects the oscillator pitch is set
independently for each oscillator using the Pitch EG Intensity (EGint) parameters. See
“Oscillator] Setup — 1B” on page 10 and “Oscillator2 Setup — 1C” on page 12.

Probably the best way to understand the Pitch EG is to edit a Program, adjust the above
parameters, and listen to the results. The main thing to remember is that the Level parameters
specify the amount of pitch change, and the Time parameters specify the time it takes to reach
pitch changes relative to note on and off. Negative (-) levels mean lowered pitch and positive (+)
levels mean raised pitch. The following diagram should help too.

Pitch increase (+) Attack level
pitch
Note on Note off

Normal pitch / >T|me
Start level )I(D )l N\ i Release level pitch
pitch Attack ecay

Time Time

Release
Pitch decrease (-) Time

2A-3 EG Level Velocity Sensitivity: this parameter allows you to control the Pitch EG pitch levels
using note velocity. For a positive value (+), the amount of pitch change will increase as note
velocity increases. A negative value (-) will have the opposite effect.

Pitch EG change (level)
Pitch EG parameter Soft playing Strong playing
settings (all positive +)
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EG Time Velacity Sensitivity: this parameter allows you to control the Pitch EG Time parameters
using note velocity. For a positive value (+), time parameters will become shorter as note velocity
increases. A negative value (~) will have the opposite effect. ’

Pitch EG change (time)

Pitch EG parameter Soft playing . Strong playing
seftings (all positive'+) '
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VDF1 Cutoff & EG - 3A

These parameters are used to set up the VDF (Variable Digital Filter) for Oscillatorl.

IAUDF 1 » 3R UDF1 EG <x| ZA UDFL EG <> 3R UDF1 E& < x| 3R COLOR 1 <
Fo=19 EGint=£5 | ATES AL+E2 DTeE | BP+Q0 STOG SL+88 | RTEE RL+00 Int=88 Usl=+86
3A-1 3A-2 3A-3 3A4 3A-5
LCD Parameter Range Description
x:?): Cutoff Frequency 0-~99 VDF1 cutoff frequency
3A-1
EG Intensiy (EGin) | 0 - 99 Over he VP Cutof Frequency parameter -
Attack Time (AT) 0-~99 Time to reach Attack Level after key pressed
3A-2 | Attack Level (AL) -99 ~ +99 Amount of cutoff frequency change when Attack Time ends
Decay Time (DT) 0-~99 Time to reach Break Point once Attack Time ends
Break Point (BP) -99 ~ +99 Amount of cutoff frequency change when Decay Time ends
3A-3 | Slope Time (ST) 0-~99 Time to reach Sustain Level once Decay Time ends
Sustain Level (SL) -99 ~ +99 Amount of cutoff frequency change until key released
3A4 Release Time (RT) 0-~99 Time to reach Release Level when key released
Release Level (RL) -99 ~ +99 Amount of cutoff frequency change once Release Time ends
3A-5 Color Intensity (Int) 0-~99 Amount of color
Color Velocity (Vel) -99 ~ +99 Color sensitivity to keyboard velocity

This VDF is a basically a low-pass filter with a variable cutoff frequency parameter. This can be
used to change the tonal quality of a Program. In addition, the VDF EG (Variable Digital Filter
Envelope Generator) parameters allow you to determine how the cutoff frequency will change
over time.

3A-1 VDF Cutoff Frequency: the cutoff frequency can be set from 0 to 99. As the value is reduced,
high frequencies are filtered, thus producing a duller (softer) tone.

Level
|
I
|
] )Frequency
| A >|
0 Cutoff frequency 99

EG Intensity: this parameter determines the amount of control that the VDF EG exerts over the
VDF Cutoff Frequency parameter. Effectively, it sets the overall level of the VDF EG.



16

Chapter 2: Program Edit Mode

VDF EG: the eight parameters on LCD screens 3A-2 to 3A-4 are used to set up the VDF EG.
Level parameters specify the amount of VDF cutoff frequency change, and Time parameters
specify the time it takes to reach cutoff frequency changes relative to note on note off. Positive
values cause the cutoff frequency to increase, negative values cause it to decrease.

Overall EG level set by Note off
Sustain
level

EG Intensity parameter Attack level

Note on Release
\ Level

Value set using the __ >Time
VDF Cutoff Frequency

parameter

I(—)l(—)l <
Attack Decay Silope Release
Time  Time Time

Time
\J

3A-5 Color Intensity: this parameter determines the amount VDF color. By boosting the level around
the cutoff frequency, the Color parameter adds character to a sound.

Color Velocity: this parameter determines how the color parameter responds to note velocity. For
positive values, stronger playing will increase the amount of color. Negative values will have the

opposite effect.
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VDF1 Velocity Sensitivity & Keyboard Tracking — 3B

VDF1 velocity sensitivity parameters determine how VDF1 EG responds to note velocity. The
keyboard tracking parameters determine how different areas of the keyboard affect VDF1.

3B UDFL ULSENS 5} 3B UDFL UL SEHS <3| 3B UDFL ELTRK <3| 3B UDFIL K.TRK <3| 3B UDFI E.TRE
EGint+77 EGLmES | ATE 0TE STO RTE | KewF#d Mode=OLL | Int=+00 EGtm=50 ATA DTA T8 RTO
3B8-1 3B-2 3B-3 384 3B-5
LCD Parameter Range Description
Velocity Sensitivity EG . N .
3Bt Intensity (EGint) -99 ~ +99 VDF1 EG Intensity parameter sensitivity to keyboard velocity
Velocity Sensitivity EG . e -
Time (EGtm) 0-~99 VDF1 EG Time parameter sensitivity to keyboard velocity
Attack Time (AT) -0, +
382 Decay Time (DT) -0, + The direction in which VDF1 EG Time parameters are affected
Slope Time (ST) -0+ by keyboard velocity
Release Time (RT) -0, +
For Low and High keyboard tracking modes, the key from which
Keyboard Tracking Key C-1-~G9 keyboard tracking starts. For All mode, the key at which VDF
(Key) Cutoff Frequency and VDF EG Time parameters are not
affected
3B-3 -
OFF No keyboard tracking
Keyboard Tracking LOwW Keyboard tracking below the specified key
Mode (Mode) HIGH Keyboard tracking above the specified key
ALL Keyboard tracking over the entire keyboard
Keyboard Tracking .
- Intensity (Int) -99 ~ +99 VDF1 cutoff to keyboard tracking
Keyboard Tracking EG . o .
Time (EGtm) 0-~99 VDF1 EG Time parameter sensitivity to keyboard tracking
Attack Time (AT) -0+
3B-5 Decay Time (DT) =0+ The direction in which VDF1 EG Time parameters are affected
Stope Time (ST) -0, + by keyboard tracking
Release Time (RT) -0, +

Note: Some of the parameters mentioned in this section operate in conjunction with parameters
in “VDF1 Cutoff & EG — 3A” on page 15, so refer to that section also.

3B-1 Velocity Sensitivity EG Intensity: this parameter determines how the VDF1 EG Intensity

parameter is affected by note velocity. For positive values, soft playing will reduce the value of
the VDF1 EG Intensity parameter, strong playing will increase the value. Negative values will
have the opposite effect. In the following diagram, a positive value has been set.

VDF EG Intensity N .
ote of
Note on Note off Note on Note off Note on *
EG Intensity Soft playing Strong playing
parameter Setting
(all parameters +)

Note: This parameter does not affect the VDF Cutoff Frequency parameter directly, it affects the
EG Intensity parameter. So if the EG Intensity parameter or all other VDF EG parameters are
set to 0, it will have no effect.



18

Chapter 2: Program Edit Mode

Many acoustic instruments often produce less high frequency energy when played softly. Soft
playing produces a darker sound, while strong playing creates many high frequency harmonics
that brighten the sound. This natural phenomenon can be simulated by setting the VDF Cutoff
Frequency parameter to a fairly low value, and the VDF EG Intensity, VDF EG Sustain Level, and
Velocity Sensitivity EG Intensity parameters to positive values.

Velocity Sensitivity EG Time: this parameter determines how the VDF1 EG Time parameters are
affected by note velocity. It affects the VDF1 EG Attack, Decay, Slope, and Release Time
parameters equally. Although, the direction of change can be set independently for each
parameter.

3B-2 Attack, Decay, Slope, Release Times: these parameters determine whether the VDF1 EG Time
parameters are reduced or increased with changing note velocity. For a negative (—) value, they are
increased, for a positive (+) value reduced, a setting of 0 means no effect. In the following
diagram, each parameter is set to positive.

Time change (all parameters +)
Note o Note on Note off Note on Note off

SIS
e

VDF EG Soft playing Strong playing

3B-3 Keyboard Tracking Key: for Low and High keyboard tracking modes, this parameter specifies
the key from which keyboard tracking starts. For All mode, it specifies the key around which
keyboard tracking will take place. At the specified key, keyboard tracking will have no effect.

The tracking key can be set by pressing a keyboard key while holding down the [ENTER] button.

Keyboard Tracking Modes: keyboard tracking determines how the VDF affects different areas
of the keyboard. There are four Keyboard Tracking modes: Off, Low, High, and All. When Off is
selected, there is no keyboard tracking and the Keyboard Tracking Intensity and Keyboard
Tracking EG Time parameters are disabled. When Low is selected, keyboard tracking will be
active on keys below the specified Keyboard Tracking Key. When High is selected, keyboard
tracking will be active on keys above the specified Keyboard Tracking Key. When All is selected,
keyboard tracking will be active across the entire keyboard.

Cutoff - Cutoff Cutoff Cutoff
frequency frequency Int =0 frequency |nt>0 frequency Int >0
) . ' Int =0 | Int =0
Int <-50 ! ! !
! i !
Int = 50 Int=-50 int = -50
| Int>0 | I int <-50
Int <-50
1 1
c1 G9 C1  Key G C-1  Key @9 C1  Key GO
OFF MODE LOW MODE HIGH MODE ALL MODE
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3B—4 Keyboard Tracking Intensity: this parameter determines keyboard tracking intensity for the
specified keyboard area. Positive values will make high notes brighter. Negative values will have
the opposite effect. For a value of 0, the cutoff frequency will change linearly with regard to key
pitch. For a value of -50, the cutoff frequency will be the same for all notes.

Cutoff frequency int >0

1 Int=0
|
|

int=-50
| Int <50
{

(keyboard tracking mode: ALL)
C-1 Key G9

Keyboard Tracking EG Time: this parameter determines how the VDF1 EG Time parameters are
affected by keyboard tracking. It affects the VDF1 EG Attack, Decay, Slope, and Release Time
parameters equally. Although, the direction of change can be set independently for each

parameter. The Keyboard Tracking mode and Key parameters can be used to specify the keyboard
area that is affected.

Time

When keyboard mode set to ?
HIGH, EG Time changes
(3B-5 parameters set to -)

C-1 Key G9

3B-5 Attack, Decay, Slope, Release Times: these parameters determine whether the VDF1 EG Time
' parameters are reduced or increased with keyboard tracking. For a negative (-) value, notes above
the specified key will have their VDF EG times increased. For a positive (+) value, notes above
the specified key will have their VDF EG times decreased. A setting of 0 means no effect.

VDF EG Time parameter
settings (all parameters +)

Note on Note off Note on Note off Note on Note off

T

—

ERRINY

'

Effect on low notes

—

'

Effect on high notes
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VDF2 Cutoff & EG - 3C

These parameters are used to set up the VDF (Variable Digital Filter) for Oscillator2. Operation
is the same as for VDF1. See “VDF1 Cutoff & EG — 3A” on page 15.

3COUDF E »| 30 UDFE EG x| 3T UDFZ EG <2 30 UDFZ EG x| 3C COLOR & <
Fo=19 EGint=£5 ATES AL+OE DTEED | BP+GB STEE SL+00 | RTBE RL+56 Int=@8 lel=+88
3C 3C-2 3C3 3C4 3C-5

VDF2 Velocity Sense & Keyboard Tracking — 3D

VDEF?2 velocity sensitivity parameters determine how VDF2 EG responds to note velocity. The
keyboard tracking parameters determine how different areas of a keyboard affect VDF2.

Operation is the same as for VDF1. See “VDF]1 Velocity Sensitivity & Keyboard Tracking — 3B”
on page 17.

30 ULFE UL SEMS

3D-1

H 3D UDFE ULEENS {3
EGint+77 EGtm@e

ATE DTG STE ETA

30 UDFE KLTRE

) 30 UDFZ KLTRE
FesF#d Mode=ALL

Int=+08 EGtm=08

S

o

30 UDFE K.TRE <
ATE DTE S5TO RTA

3D-2

3D-3

3D-4

3D-5
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VDAT EG - 4A

VDA1 EG (Variable Digital Amplifier Envelope Generator) determines how the volume of
Oscillator] varies over time.

4/ UDAL EG ¥ 4R UDARL EG < 4R VDAL EG %
ATEE AL92 DTIS BFZS STSS SLeo RTEG

4A-1 4A-2 4A-3

LCD Parameter Range Description

Attack Time (AT) 0~99 Time to reach Attack Level after key pressed
4A-1 | Attack Level (AL) 0~99 Volume level when Attack Time ends

Decay Time (DT) 0~99 Time to reach Break Point once Attack Time ends

Break Point (BP) 0-~99 Volume level when Decay Time ends
4A-2 | Slope Time (ST) 0-~99 Time to reach Sustain Level once Decay Time ends

Sustain Level (SL) 0~99 Volume level when Slope Time ends
4A-3 Release Time (RT) 0~99 Time to reach zerb volume when key released

Note off
Attack fevel Sustain
level
Note on
Volume
Break
point >Time
Attack Decay Slope Release
Time Time Time Time
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VDAT Velocity Sensitivity & Keyboard Tracking — 4B

VDAL velocity sensitivity parameters determine how VDA1 EG responds to note velocity. The
keyboard tracking parameters determine how different areas of the keyboard affect VDA1.

4B UDHL ULSEHS ) 4B UDAL U.SENHS <3| 4B UDAL KLTREK <> 4B UDRL K.TRE <3| 4B UDAL K.TRE <
Amp=+99 EGtn=0G | ATE DTE STO RTE | KewlCHl Mode=0FF (| Ame=+00 EGLw=03 | ATE DTE 5TO RTS
48-1 4B-2 4B-3 484 4B-5
LCD Parameter Range Description
Velocity Sensitivity S - .
ot Amplitude (Amp) -99 ~ +99 VDA1 EG sensitivity to note velocity
Velocity Sensitivity - . e .
EG Time (EGtm) 0~99 VDA1 EG Time parameter sensitivity to note velocity
Attack Time (AT) -0+
4B-2 Decay Time (DT) -0+ The direction in which VDA1 EG Time parameters are affected
Slope Time (ST) -0, + by note velocity
Release Time (RT) (-, 0,+
s For Low and High keyboard tracking modes, the key from which
:f(egb)oardTrackmg Key C-1~G9 keyboard tracking starts. For All mode, the key at which VDA1
y EG parameters are not affected
4B-3 OFF No keyboard tracking
Keyboard Tracking LOW Keyboard tracking below the specified key
Mode (Mode) HIGH Keyboard tracking above the specified key
ALL Keyboard tracking over the entire keyboard
Keyboard Tracking e .
. Amplitude (Amp) -99 ~ +99 VDA1 EG sensitivity to keyboard tracking
Keyboard Tracking . s :
EG Time (EGtm) 0~99 VDA1 EG Time parameter sensitivity to keyboard tracking
Attack Time (AT) -0+
4B5 Decay Time (DT) -0+ The direction in which VDA1 EG Time parameters are affected
Slope Time (ST) -0+ by keyboard tracking
Release Time (RT) -0+

Note: Some of the parameters mentioned in this section operate in conjunction with parameters
in “VDAI EG —4A” on page 21, so refer to that section also.

4B-1 Velocity Sensitivity Amplitude: this parameter determines how the overall level of VDA1 EG is

affected by note velocity. For positive values, soft playing will reduce the volume. For negative
values, soft playing will increase the volume. In the following diagram, a positive value has been
selected.

VDA EG Amplitude

Note off
Note on Note off Note on Note off Note on *
VDA EG Level Soft playing Strong playing
settings

By setting the Velocity Sensitivity Amplitude parameter for VDAL to a positive value and the
Velocity Sensitivity Amplitude parameter for VDA2 to a negative value, a velocity crossfade

effect can be achieved. This allows you to fade between two sounds as your playing changes from
soft to strong and vice versa.
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Keyboard velocity can also be used to control output panning. Set Oscillator] and Oscillator2
parameters the same (use the “Program Oscillator Copy — 8C” on page 32), set the Velocity
Sensitivity Amplitude parameters for VDA1 and VDA?2 as described above, then set Oscillatorl
Pan to A and Oscillator2 Pan to B. As you play softly, Oscillator2 will be sent to the right output.
As your playing gradually gets stronger, the level of Oscillator2 will reduce and Oscillator] will
be sent to the left output. Because both oscillators are set identical, the Program will appear to pan
from right to left as your playing gets stronger.

Velocity Sensitivity EG Time: this parameter determines how the overall level of VDA1 EG
Time parameters are affected by note velocity. It affects the VDA1 EG Attack, Decay, Slope, and
Release Time parameters equally. Although, the direction of change can be set independently for
each parameter.

4B-2 Attack, Decay, Slope, Release Times: these parameters determine whether the VDA1 EG Time
parameters (4B-1) are reduced or increased with changing note velocity. For a negative (—) value,
they are increased the stronger you play, for a positive (+) value they are reduced the stronger you
play. In other words, for a positive setting, the stronger you play, the shorter the Attack, Decay,
Slope, and Release times become. This is especially effective on string type Programs. In the
following diagram, all parameters are set to positive.

T Note on Note off fote on Note off tNote on Note off
VDA EG Time Soft playing Strong playing
settings

4B-3 Keyboard Tracking Key: for Low and High keyboard tracking modes, this parameter specifies
the key from which keyboard tracking starts. For All mode, it specifies the key around which
keyboard tracking will take place. At the specified key, keyboard tracking will have no effect.

The tracking key can be set by pressing a key on a connected MIDI keyboard while holding down

Keyboard tracking amplitude < 0

the X3R [ENTER] button.
Volume level
: Keyboard tracking amplitude > 0
. U
Oscillator . .
K =
level setting ) eyboard tracking amplitude = 0
|
|

C1  Key G9

Keyboard Tracking Modes: keyboard tracking determines how the VDA EG applies to different
areas of a keyboard. There are four Keyboard Tracking modes: Off, Low, High, and All. When Off
is selected, there is no keyboard tracking and the Keyboard Tracking Amplitude and Keyboard
Tracking EG Time parameters are disabled. When Low is selected, keyboard tracking will be
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active on keys below the specified Keyboard Tracking Key. When High is selected, keyboard
tracking will be active on keys above the specified Keyboard Tracking Key. When All is selected,
keyboard tracking will be active across the entire keyboard.

Level Level
A -99 : +99
|
VDA level ! A voa
eve!
499 | A tevel
—
c-1 G9 C1  Key Go
OFF MODE LOW MODE HIGH MODE ALL MODE

4B—4 Keyboard Tracking Amplitude: this parameter determines keyboard tracking amplitude for the

specified keyboard area. Positive values will make high notes louder. Negative values will have
the opposite effect.

Keyboard Tracking EG Time: this parameter determines how the overall level of the VDA1 EG
Time parameters are affected by keyboard tracking. It affects the VDA1 EG Attack, Decay, Slope,
and Release Time parameters equally. Although, the direction of change can be set independently
for each parameter. The Keyboard Tracking mode and Key parameters can be used to specify the
keyboard area that is affected.

4B-5 Attack, Decay, Slope, Release Times: these parameters determine whether the VDA1 EG Time

parameters are reduced or increased with keyboard tracking. For a negative (-) value, notes above
the specified key will have their VDA EG times increased. For a positive (+) value, notes above
the specified key will have their VDA EG times decreased. In the following diagram, all
parameters are set to positive.

T Note on Note off tNoie on Note off T Note on Note off
VDA EG Time Notes below the Notes above the
settings Tracking Key Tracking Key

Creating a Positional Crossfade ‘

You can specify a keyboard position at which one oscillator will fade out and the other will fade
in. Set VDA1 (4B-3) and VDA?2 (4D-3) to the same Keyboard Tracking Key, for example, C4,

then set VDA1 (4B—4) to a positive Keyboard tracking Amplitude value and VDA2 (4D—4) to a
negative Keyboard tracking Amplitude value.

VDA1 keyboard VDAZ2 keyboard
Volume level
ex tracking amplitude <0 / tracking amplitude >0

99

Oscillator
level setting

0

C-1
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VDA2 EG - 4C

VDAZ2 EG (Variable Digital Amplifier Envelope Generator) determines how the volume of
Oscillator2 varies over time. Operation is the same as for VDAL. See “VDA1 EG —-4A” on
page 21.

4C UDAZ EG
ATEE  ALSS

4C-1

x| 40 VDARE EG x| 40 UDRE EG 4
BFEE ST3S SLEA [ RTs0

4C-2

bTis

4c-3

VDA2 Veloéity Sensitivity & Keyboard Tracking — 4D

VDA2 velocity sensitivity parameters determine how VDA?2 EG responds to note velocity. The
keyboard tracking parameters determine how different areas of the keyboard affect VDA2 EG.
Operation is the same as for VDA1. See “VDAL1 Velocity Sensitivity & Keyboard Tracking — 4B”
on page 22.

40 ULHE WL SEME
Ame=+93 EGtr=80

40 UDREZ UL SEMS <0

ATE DTA 5T8 RTH

40 UDHE KL TRE
EeuC#1l Mode=0FF

Ca) 4D UDHE BLTRE <5

Arp=+8E EGLm=04

4D UDRZ KL TRE <
ATE DT ST@ RTA

4D

4D-2

4D-3

4D-4

4D-5
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Pitch1 Modulation - 5A

These parameters allow you to modulate the pitch of Oscillatorl. Modulation frequency and
intensity can also be controlled using After Touch and Pitch Bend.

5A-1

SR PITCH 1 MG M

SA FITCH 1 MG <>

SAFPITCH 1 MG <>

3R PME1 FRER <) BA PMGL INT 4

TRI Fr«83 Intdd | Delawdd Fadeln@d | K. SunciOFF ELTRE+88 A+I=8 | Aft=858 JoullP=60
5A-1 5A-2 5A-3 5A—4 5A-5
LCD Parameter Range Description
TRI Triangle
SAWT Sawtooth T
SAW! Sawtooth |
Waveform SQR1 Squarei
5A-1 RAND Random
SQR2 Square2
Frequency (Frq) 0-~99 Modulation Speed
Intensity(int) 0~99 Modulation Intensity
5A-2 Delay (Delay) 0~99 Time from key press to modulation start
Fade In Time (Fadeln)| 0 ~ 99 Rate at which modulation reaches specified Intensity
5A-3 Keyboard Sync OFF Modulation will continue for subsequent notes
(K.Sync) ON Modulation will restart for each new note
l((lf Y%’:;d Tracking -99 ~ +99 Modulation sensitivity to keyboard tracking
5A-4 [—— .
aIth)Touch & Joystick 0~9 Modulation frequency control by After Touch and Pitch Bend
After Touch
Modulation Intensity | 0 ~99 Modulation intensity controlled by After Touch
5A-5 | (Aft)
Joystick Modulation L . .
Intensity (JoyUp) 0~99 Modulation intensity controlled by the Pitch Bend

Waveform: this parameter selects the type of modulation waveform.

Triangle .Av.
Sawtooth T 7‘9:‘"
Sawtooth | 'P'*V

Square1 I l I

Random :lj:tF'
Square2 'H:I—

Frequency: this parameter determines the modulation frequency (speed).
Intensity: this parameter determines the modulation intensity (depth).
5A~2 Delay: this parameter determines how long after a key press modulation starts.
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Fade In time: this parameter specifies the time it takes modulation to reach maximum intensity.

Note on
Key | Modulation
pitch Intensity
T Time
> -

Delay Fadein

5A-3 Keyboard Sync: determines how subsequent notes are affected by modulation. For a setting of
OFF, modulation will be applied to subsequent notes in the same way that it is currently being
applied to notes that are already held down. That is, subsequent notes will not be affected by the
Delay and Fade In Time parameters. For a setting of ON, modulation will restart for each new
note.

5A-4 Keyboard Tracking: keyboard tracking determines how modulation affects different areas of the
keyboard. For positive values, the modulation frequency will increase as higher notes are played.
For negative values, the modulation frequency will decrease as higher notes are played.

When the Keyboard Sync is set to OFF, the modulation speed is determined by the position of the
first key pressed. When the keyboard tracking is set to +99, playing a key 1 octave higher will
double the modulation speed. When an oscillator’s Octave parameter is set to 8’, key C4 becomes
the keyboard tracking center key.

After Touch & Joystick: this parameter specifies how much the modulation frequency will be
increased in response to After Touch and the Pitch Modulation MIDI Controller (joystick).

5A-5 After Touch Modulation Intensity: this parameter determines to what extent After Touch affects
the modulation intensity.

Joystick Modulation Intensity: this parameter determines to what extent the joy stick affects the
modulation intensity.

Increase pitch modulation
frequency & intensity

Korg X3 Music Workstation
or similar joystick

Pitch2 Modulation - 5B

These parameters allow you to modulate the pitch of Oscillator2. Modulation frequency and
intensity can also be controlled using After Touch and the Pitch Modulation MIDI Controller
(joystick). Operation is the same as for Pitchl Modulation. See “Pitch1 Modulation — SA” on

page 26.
SB PITCH 2 MG A OB PITCH 2 MG <> 0B PITCH 2 MG <% 5B PMGEZ FRED 4] 5B PHMGEZ IMT
TRI Fr«488 Int@d | Delawsd Fadeln@d | K. SwnciOFF F.TRE+88 A+J=0 |Aft=80 JosUP=80

58-1 5B-2 5B-3 5B—4 » - 5B-5
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VDF Modulation - 5C
These parameters allows you to modulate the cutoff frequency of VDF1, VDF2, or both.
SCUDF MG » SC UDF MG < B30 VUDF MG e
RAMD Fr8d Int@d | Delaw8d D5C=BOTH | K. SunciOFF
5C-1 5C-2 5C-3
LCD Parameter Range Description
TRI Triangle
SAWI Sawtooth I
SAW Sawtooth
Waveform SQR1 Square1
5C—-1 RAND " | Random
SQR2 Square2
Frequency (Frq) 0-~99 Modulation Speed
Intensity (Int) 0~99 Modulation Intensity
Delay 0-~99 Time from key press to modulation start
OFF Modulation off
5C-2 | Oscillator Select 0sC1 Modulation for VDF1
(OSC) 0sC2 Modufation for VOF2
BOTH modulation for VOF1 and VDF2
5C-3 Keyboard Sync OFF OFF: modulation will continue for subsequent notes
(K.Sync) ON ON: modulation will restart for each new note
5C-1 Waveform: this parameter selects the type of modulation waveform.
Triangle .Av. Square1 I | I
Sawtooth T '7474- Random :llH:
Sawtooth | I d \ Square2 ‘FH_

Frequency: this parameter determines the modulation frequency (speed).
Intensity: this parameter determines the modulation intensity (depth).

5C-2 Delay: this parameter determines how long after a note on modulation starts. Modulation starts
with a fade in time that is determined by this parameter.

Note on
VDF Cutoff ¢ -1 .
Frequency | Intensity
setting R Y
| 3 Time
Delay N

Fade in time

determined by

Delay parameter

Note: When Square 1 is selected and the filter is completely open, the cutoff frequency will not
change.

Oscillator Select: this parameter allows you to apply modulation to VDF1, VDF2, or both. -

5C-3 Keyboard Sync: determines how subsequent notes are affected by modulation. For a setting of
OFF, modulation will be applied to subsequent notes in the same way that it is currently being
applied to notes that are already held down. That is, subsequent notes will not be affected by the
Delay parameter. For a setting of ON, modulation will restart for each new note.
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After Touch & Joystick Control — 6A

These parameters determine how a Program responds to After Touch and the VDF Modulation
MIDI Controller (joystick).

&R AFT CTRL [ &R AFT CTRL Sk BH JLSTE Daown <k 6R BEHMD CTREL <

F.Bend+1Z Fo+BB | UDF.HMERE Ame+88 | UDF.ME=92 P.Bend+Bs UDF+58
6A-1 6A-2 6A-3 6A—4

LCD Parameter Range Description

After Touch Pitch Bend ]

" (PBend) -12 ~ +12 After touch pitch bend range
After Touch VDF e
Cutoff Frequency (Fc) -99 ~ +99 VDF Cutoff Frequency sensitivity to After Touch
After Touch VDF MG . o

oA Intensity (VDFMG) 0-~99 VDF modulation sensitivity to After Touch
After Touch VDA e
Amplitude (Amp) ~99 ~ +99 VDA1 sensitivity to After Touch

6A-3 Joystick VDF MG 0-~99 VDF modulation sensitivity to the VDF Modulation MIDI
Intensity (VDF.MG) Controller (joystick)
Joystick Pitch Bend . e

ohd Range (PBend) -12 ~ +12 Joystick pitch bend range and direction
Joystick VDF Sweep -99 - 499 VDF modulation sensitivity to the VDF Modulation MIDI
Intensity (VDF) + Controller (joystick)

6A-1 After Touch Pitch Bend: this parameter determines the After Touch pitch bend range (21 octave).

After Touch VDF Cutoff Frequency: this parameter determines how the VDF Cutoff Frequency
responds to After Touch. For positive values, After Touch will increase the Cutoff Frequency, thus
making the sound brighter. Negative values will have the opposite effect. For this parameter to
have any affect, you must set the VDF Cutoff Frequency to something other than 99.

6A-2 After Touch VDF MG Intensity: this parameter determines how VDF modulation responds to
After Touch. When After Touch is applied, the VDF Cutoff Frequency is modulated. The higher
the value, the greater the modulation intensity. For this parameter to have any affect, you must set
the VDF Cutoff Frequency to something other than 99, the VDF Modulation Frequency to
something other than 0, and the VDF Modulation Oscillator to OSC1, OSC2, or BOTH.

After Touch VDA Amplitude: this parameter determines how the VDA responds to After Touch.
In other words, how After Touch affects the volume of Oscillatorl. For positive values, increasing
After Touch (pressing down on a held key) will increase the volume. Negative settings will have
the opposite effect.

6A-3 Joystick VDF MG Intensity: this parameter determines how VDF modulation responds to the
Pitch Modulation MIDI Controller (joystick). When the joystick is moved down, the VDF Cutoff
Frequency is modulated. The higher the value, the greater the modulation intensity. For this
parameter to have any affect, you must set the VDF Cutoff Frequency to something other than 99,
the VDF Modulation Frequency to something other than 0, and the VDF Modulation Oscillator to

OSC1, OSC2, or BOTH.
[H]HE[]]]]]] Korg X3 Music Workstation
or similar joystick
Increase VDF
modulation
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6A—4 Joystick Pitch Bend Range: this parameter determines the pitch bend range (+1 octave) and pitch
bend direction. For positive values, the pitch will increase as a joystick is moved from left to right

(or a pitch wheel is moved up). For negative values, the pitch will increase as the joystick is moved
from right to left (or a pitch wheel is moved down).

< (=) =

Pitch down Pitch up

Korg X3 Music Workstation
or similar joystick

Joystick VDF Sweep Intensity: this parameter determines how the VDF Cutoff Frequency
responds to pitch bend. For positive values, the Cutoff Frequency will increase as the joystick is
moved from left to right (or a pitch wheel is moved up). For negative values, the Cutoff Frequency
will increase as the joystick is moved from right to left (or a pitch wheel is moved down).

< | @@= =

Cutoff frequency Cutoff
down frequency up
Korg X3 Music Workstation

or similar joystick
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Effects — 7A ~ 7G

Effects are explained in Chapter 5: “Effects” on page 55.

When you’ve edited a Program’s effect settings, always remember to write the Program,
otherwise, the settings will be lost when you select another Program.

Program Write — 8A

This function allows you to write (save) a Program to Program bank A or B. If a PROG/SEQ data
card is inserted, you can also write to bank C or D. It can also be used to reorganize Program
numbering by writing Programs to different destinations. You cannot write to the GM bank.

2H PROG WRITE
WritesABE  OK?
8A-1
LCD Parameter Range Description
AOO ~ A99
. B0O ~ B99 . -
BA1 Write—xxx C00 ~ C99 Select the Program write destination
D00 ~ D99
OK to Write OK? Executes Program write

Note: To write a Program to bank A or B, the Program Memory Protection function must be set
to OFF. See “Program Memory Protect — 4A” on page 162.

To write a Program to a PROG/SEQ data card, it must already be formatted and its write protect
switch must be set to off. You cannot save to a card bank that already contains sequencer data.

To write a Program, specify the write destination, position the cursor on OK?, then press the
[A/YES] button. The message “Are You Sure OK?” will appear. Press the [A/YES] button to
write the Program, or the [ W/NOJ] button to cancel the function. If you write the Program, the
destination Program will be selected automatically.

Note: The Program that already exists at the selected write destination will be lost when you
execute this function.

While editing, you may want to write (save) a Program as you proceed. To do this, press the
[REC/WRITE] button. The message “Are You Sure OK?” will appear. Press the [A/YES] button
to write the Program, or the [ W/NO] button to cancel the function.

To write all Programs, Combinations, and Global settings to floppy disk, see See “Save P/C/G
Data — 3B” on page 183.
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Program Rename - 8B

This function allows you to rename a Program.

2B FEMAME

2B
RoE:E.FPiano
8B-1
LCD Parameter Range Description
See character table
8B-1 | Rename below Rename a Program

To rename a Program, use the {«] and [—] cursor buttons to position the cursor, and the [A/YES]
[W/NO] buttons or VALUE knob to select characters. Available characters are shown in the table
below. Program names can use up to 10 characters.

L IR 30 I - I R O BN B 2N N B RO S I I T A o OO (R - B =2 =T A - I I I
p|R|B(C|(DIE(FIG|IHII|JIE|[L(MWIH[O[P[OIR]ISITIUIVIMIR Y2 01%11]] -
“lalblo|dle|fla|h|ililk|l|m|niolrlalrls|tlulujwlafs]z) o ]

Use the number keypad to insert numbers. Use the [10’s HOLD/-] button to switch between
uppercase and lowercase characters. Press and hold down the [ENTER] button, then press the [«]
button to delete the current character. Press and hold down the [ENTER] button, then press the
[—] button to insert a character.

When you’ve renamed a Program, always remember to write the Program, otherwise, the new
name will be lost when you select another Program. See “Program Write — 8A” on page 31.

Program Oscillator Copy - 8C

This function allows you to copy the oscillator parameter settings from another Program to either
Oscillatorl or Oscillator2 of the currently selected Program.

S0 Copda 050
0sCle- ABE  OR?
8C-1
LCD Parameter Range Description
Copy Destination 0SsC1, OSC2 The oscillator to which the oscillator settings are to be copied
AQ0O ~ A99
B0O ~ B99 .
8C-1 | Program Source C00 ~ C99 The Program from which the oscillator settings are to be copied
D00 ~ D99
Go1 ~ 136
OK to Copy OK? Executes oscillator copy

To copy an oscillator, specify the copy destination, the Program source, and Oscillator source.
Position the cursor on OK?, then press the [A/YES] button. The message “Are You Sure OK?”
will appear. Press the [ A/YES] button to copy, or the [ W/NO] button to cancel the function.

The following parameter settings are copied: Oscillator Setup (1B or 1C), VDF Cutoff & EG (3A
or 3C), VDF Velocity Sensitivity & Keyboard Tracking (3B or 3D), VDA EG (4A or 4C), VDA
Velocity Sensitivity & Keyboard Tracking (4B or 4D), Pitch Modulation (5A or 5B), and the VDF
Modulation Oscillator Select parameter (5C-2).

If you copy to or from a Drum mode Program, the Multisound and Octave parameters are not
copied.

If the Program source is the same as the program that you are currently editing, the edited
parameter settings will be copied, not the parameter settings written (saved) in that Program.

When copying oscillator parameter settings, there is no point selecting OSC2 as the oscillator
source of a Program that’s in single Oscillator mode.
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Oscillator Copy & Swap - 8D

This function allows you to copy and swap oscillator settings between oscillators 1 and 2.

gl Swar 05C1-2
QEC1-=05CE QK7

8D-1

LCD Parameter Range Description

0SC1——> 0SC2 | Copy OSC1 to OSC2
Oscillator Copy/Swap | OSC1 ¢——0SC2 | Copy OSC2 to OSC1
8D-1 0OSC1 ¢——> 0SC2 | Swap OSC1 and OSC2

OK to Copy/Swap OK? Executes oscillator copy/swap

To copy/swap an oscillator, specify the copy/swap direction, position the cursor on OK?, then
press the [A/YES] button. The message “Are You Sure OK?” will appear. Press the [A/YES]
button to copy/swap, or the [W/NO] button to cancel the function.

The following parameter settings are copied: Oscillator Setup (1B or 1C), VDF Cutoff & EG (3A
or 3C), VDF Velocity Sensitivity & Keyboard Tracking (3B or 3D), VDA EG (4A or 4C), VDA
Velocity Sensitivity & Keyboard Tracking (4B or 4D), Pitch Modulation (5A or 5B), and the VDF
Modulation Oscilator Select parameter (5C-2).

Program Initialize — 8E

This function resets all Program parameters to their initial settings. This is useful when you want
to create a new Program from scratch.

SE IMIT PROG

ok

8E-1

LCD Parameter Range Description
8E-1 | INIT PROG OK? Executes initialize Program

To initialize a Program, press the [A/YES] button. The message “Are You Sure OK?” will appear.
Press the [ A/YES] button to initialize, or the [W/NO] button to cancel the function. Parameters
are initialized as follows: Oscillator mode set to Single; Oscillator Level set to 50; VDF Cutoff
Frequency at 99; VDA EG Attack and Release Times at O, all Levels at 99; all modulation off; and
no effects.
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Chapter 3: Combination Play Mode

In this mode you can select and play Combinations. Some Combination parameters can also be
adjusted, allowing you to edit parameters in real time — as you play.

The following Combinations can be selected: A00 to A99 and B0O0 to B99. If a PROG/SEQ data
card is inserted, Combinations C00 to C99 and D00 to D99 can also be selected.

Entering Combination Play Mode
Press the [COMBI] button.
COMBI will appear on the LCD screen.

TIMBRE 1 2 3 4 5 6 7 8

The numbers 1 to 8 at the top of the LCD correspond to Timbres. They appear for both EXT and
INT mode Timbres. When MIDI Note On/Off messages are received, a box below the
corresponding number flashes. This works as a MIDI monitor.

Selecting Combinations
1) Press the [BANK] button repeatedly to select a Combination bank.
2) Enter the required Combination number using the number keypad. For example, to select

Combination 32 in bank B, press the [BANK] button to select bank B, then press {3] and [2].
Alternatively, press the [A/YES] and [W/NO] buttons repeatedly to select a Combination.

Combination Play Mode & MIDI

In Combination Play mode, the X3R outputs Assignable Pedal Switching data and Program
Change messages when Combinations are selected. This data is sent on the Global MIDI Channel.
See “Global MIDI Channel & MIDI Clock Source — 3A” on page 158. When a Combination that
contains an EXT mode Timbre is selected, a Program Change message corresponding to that
Timbre’s Program is output.

The X3R responds to MIDI Controllers such as After Touch and Pitch Bend. See “Controller
Event Edit Notes” on page 122 for a list of all usable MIDI Controllers.

Using a Pedal Switch to Select Combinations
You can also select Combinations using a pedal switch.

1) Connect an optional Korg PS-1 or PS-2 pedal switch to the ASSIGNABLE PEDAL/SW
connection.

2) In Global mode, you need to assign the pedal to either Program Up or Program Down. See
“Assignable Pedal/SW Setup — 8B” on page 171.
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Using MIDI to Select Combinations
You can also select Combinations using MIDI Program Change messages.

1) Connect a MIDI device capable of sending MIDI Program Change messages to the X3R’s MIDI
IN connection.

2) Set the Global MIDI Channel parameter so that it matches that of the device sending the Program
Change messages. See “Global MIDI Channel & MIDI Clock Source — 3A” on page 158.

3) In Global mode, you need to set the MIDI Program Change filter to ENA or NUM. See “MIDI
Filteri — 3C” on page 160.

The following table shows how the X3R responds to MIDI Bank Select and Program Change
messages in Combination Play mode.

MIDI X3R
Bank Select (H) Program Change No. Bank Combination
MSB LSB No.
00 00 00~99 A 00~99
00 01 00~99 B 00~99
00 02 00~99 C 00~99
00 03 00~99 D 00~99

* Bank Select
Bn, 00, (MSB], 20, {LSB]
n: MIDI Channel (0~F corresponds to Channels 1~16.)
¢ Program Change
Cn, PP
PP: Program Number
For example: to select Combination C13 on MIDI Channel 3

B2, 00, 00, 20, 02, C2, 0D

Bank Select Program Change

You can select a Combination by sending a Program Change message only. In this case, the
Combination will be selected from the current Bank.
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Combination Notes

Polyphony: up to 32-note polyphony is available for a Combination. That is, 32 notes are
available to the Timbres within a Combination. Timbre Programs that use Double Oscillator mode
will obviously reduce the number of available notes. For example, eight Single Oscillator mode
Programs in a Combination would allow up to 32-note polyphony. Whereas, eight Double
Oscillator mode Programs would allow up to 16-note polyphony.

Playing Timbres: to play a Combination Timbre from a connected MIDI keyboard, you must set
that Timbre’s T.Mode to INT, and its MIDI Channel so that it matches that of the MIDI keyboard.
See “Timbre Mode — 1B” on page 41 and “MIDI Channel — 3A” on page 45.

Program Effects: in Combination Play mode, the individual effect settings for each Timbre
Program are ignored, and the effect settings for that Combination are used.

Editing a Combination Program: if you have just edited one of the Programs used by a
Combination Timbre, the edited version of that Program (saved or not) will be used when that
Combination is selected.

Editing in Combination Play Mode

In Combination Play mode, some parameters can be edited. This is called performance editing,
because you can actually edit these parameters while performing. The parameters are as follows:
Program number, Level, Panpot, and MIDI Channel.

1) Select a Combination.
2) Use the function buttons [1]~[8] to select a Timbre.
Function buttons [1]~[8] correspond to Timbres 1~8.
3) Use the [«—] and [—] cursor buttons to select a parameter.
4) Use the VALUE knob or the [A/YES] and [ W/NO] buttons to adjust the selected parameter.

On the following LCD screen, the Program Select parameter of Timbre 1 is selected. The angle
bracket symbol indicates that other parameters can be displayed using the [—>] cursor button.

TMBRE 1 2 3 4 5 6 7 8

46

When you’ve finished editing, press the [4] cursor button or the [COMBI] button to return to the
previous LCD screen.

If you want to write the edited Combination to memory, press the [REC/WRITE] button. The
message “Are You Sure OK?” will appear. Press the [A/YES] button to write the Combination, or
the [W/NO] button to cancel the function. Note that if you write the Combination, you will
overwrite the Combination that already exists with that number. To write the Combination to a
different Combination number or change its name, see “Combination Write — 8A” on page 53.
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Ti:PROGRAMEE F - T8: PROGRAMES
fEd 188 CHT 1G REE 1668 CHT 1G
[1] Timbre 1 : [8] Timbre 8
Function Parameter Range Description
Button
OFF
Qgg " ggg Selects a Program.
(1] Program C00 - C99 P numbers indicate that a Timbre is set to EXT
9 DOO ~ D99 T.Mode. See “Program Select — 1A” on
GO1 ~ 136 page 40.
1 p000 ~ p127
Timbre volume level. See “Level - 2A” on
Level 000 ~ 127 page 42.
OFF, A, . ; « »
Panpot 14A~CNT~14B, B Timbre output panning. See “Panpot - 2B” on
page 43.
8] PRG
Timbre MIDI Channel. See “MiDI Channel - 3A”
MIDI Channet 1~16 on page 45.

Refer to the pages indicated in the above table for a full explanation of each parameter.

Note: While one of the above parameters is displayed on the bottom line of the LCD screen, the
VALUE knob will not control dynamic modulation, it will control the selected parameter. To
control dynamic modulation using the VALUE knob, press the [ ] button to exit performance
edit. See Dynamic Modulation on page 56.

When the MIDI System Exclusive Filter (3D~1 Global mode) is set to ENA, the respective MIDI
System Exclusive data will be output while performance editing. Likewise, X3R parameters will
be controlled when the respective System Exclusive data is received.

Soloing Individual Timbres

When a number of Timbres are layered together, you may find it difficult to distinguish between
them while editing. The solo function allows you to listen to Timbres individually. To solo a
Timbre, double-click the corresponding function button [1] to [8]. For example, to solo Timbre 6,

double-click the function button [6]. The word SOLO will appear on the LCD screen as shown
below.

TMBRE 1 2 3 4 5 6 7 8

A yg

To cancel the solo function, double-click the respective function button [1]~[8], or press the
[COMBI] button.
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Chapter 4: Combination Edit Mode

This mode allows you to edit Combinations. You can create new Combinations or simply edit

existing ones. The following diagram shows how eight Timbres that make up a Combination, and
what’s inside each Timbre. The numbers in the bottom left-hand corner of each box indicate the
group of LCD screens that are used to set up that particular item.

inside a Combination
Program Select Level MIDI Channel Key Window Top Transpose Program Change
1A 2A 3A aA SA o Fiter
Timbre Mode Panpot (A & B) Key Window Detune Damper Peda! A&
1B 28 4 Bottom 58 e Fier | 1 Fenn&B
SendC&D Velocity Window After Touch | | SendC&D
2¢ « TP ec Filter ]
Velocity Window Control Change
. Bottom Filter
Timbre 1 D i
- .
Timbre 2 1~
i
Timbre 3 - -
-4
. C ’—
Timbre 4 = .
Timbre 5 -
|
Timbre 6 H -
1
Timbre 7 —
T .
Timbre 8 E:

Effects

7A-7G

Entering Combination Edit Mode
1) Select the Combination that you want to edit.
2) Press the [EDIT] button.

COMBI and EDIT will appear on the LCD screen.

COowmMBI

A

[Soa@l MBRE 1 2 3 4 5 6 7 8
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Compare Function

While editing, you can press the [COMPARE] button to listen to the original unedited

Combination. That is, how the Combination was before you started editing it. Pressing the
[COMPARE] button again will return you to the edited version of the Combination.

Undo Function

To reset a parameter to the value that is was before you edited it, press the [A/YES] and [W/NO]
buttons simultaneously.
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Combination Editing Notes

Always Write Combinations: remember to write an edited Combination to memory before
selecting another Combination, otherwise, the edited Combination will be lost.

When the MIDI System Exclusive Filter (3D-1 Global mode) is set to ENA, the respective MIDI
System Exclusive data will be output when a parameter is edited. Likewise, X3R parameters will
be edited when the respective System Exclusive data is received.

Program Select - 1A

These parameters allow you to assign Programs to Timbres.
Timbres 1~4 Timbres 5~8
1A PROGRAM 1-4  »| 1A FROGERM S-2 <

ARR el BRZ ART AB4 EH1 599 128
1A-1 1A-2

LCD Parameter Range Description

Timbre 1 Program Select

Timbre 2 Program Select

1A~1

Timbre 3 Program Select AQO ~ A99
Timbre 4 P Select 2005
imbre 4 Program Selec €00 ~ C99 . ]
Assign a Program to a Timbre
Timbre 5 Program Select D00 ~ D99 9 9
- GO01 ~ 136
1A2 Timbre 6 Program Select p0O0O ~ p127

Timbre 7 Program Select

Timbre 8 Program Select

Use the VALUE knob or [A/YES] and [W/NO] buttons to select Programs.
Use the [10’s HOLD] button to select Program banks.

An optional PROG/SEQ data card must be inserted before you can select Programs from banks C
and D.

For INT mode Timbres (see “Timbre Mode — 1B” on page 41), MIDI Program Change messages
received on the corresponding MIDI channel can be used to select Programs. However, if the
Timbre’s MIDI Channel is the same as the Global MIDI Channel, operation will depend on the
MIDI Program Change Filterl parameter setting. For example, if it is set to PRG, MIDI Program
Change messages received on the Global MIDI Channel will still select Timbre Programs. When
set to either ENA or NUM, they will select Combinations. See “MIDI Filterl - 3C” on page 160.

P000 ~ P127: for EXT mode Timbres (see “Timbre Mode — 1B” on page 41) you can select a
MIDI Program Change number, as indicated by the prefix P. When a Combination that contains
EXT mode Timbres is selected, the specified MIDI Program Change number is output via the
MIDI OUT connection. This allows you to select Programs (voices, patches) on other MIDI
devices such as a synthesizer or tone generator simply by selecting the appropriate Combination
on the X3R. It could also be used to select effect programs on an external effects units.

Note: If the MIDI Channel of an EXT mode Timbre is the same as the Global MIDI Channel, a

MIDI Program Change message will not be output by that Timbre when a Combination is
selected.
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Timbre Mode - 1B

These parameters allow you to set the operating mode for each Timbre. In other words, the sound
source and the way that each Timbre works with MIDI data from external MIDI devices.
Timbres 1~4 Timbres 5~8

1B T.MODE 1-4 =) 1E T.MODE 35-2 <
INT IMT EST ERT INT IMT OFF OFF

1B-1 1B-2

LCD Parameter Range Description
Timbre 1 Timbre Mode
Timbre 2 Timbre Mode OFF Timbre is off
Timbre 3 Timbre Mode

Timbre 4 Timbre Mode INT Use an internal program
Timbre 5 Timbre Mode

1B-1

Timbre 6 Timbre Mode EXT Use an external program, for use with other MIDI
Timbre 7 Timbre Mode instruments

Timbre 8 Timbre Mode

1B-2

OFF: this parameter allows you to turn off a Timbre. Turn off any Timbres that you are not going
to use. When a Timbre is turned OFF, the corresponding number on the top line of the LCD screen
disappears.

INT: when this mode is selected, you can assign an X3R Program to a Timbre using Program
Select. See “Program Select — 1A” on page 40. This mode should be selected when you want to
use an X3R Program.

To play an INT mode Timbre from a connected MIDI keyboard, its MIDI Channel must be set to
that of the MIDI keyboard. See “MIDI Channel - 3A” on page 45.

MIDI Program Change messages received on a corresponding Timbre’s MIDI channel can be used
to select Programs. If the Timbre’s MIDI Channel is the same as the Global MIDI Channel, “MIDI
Filterl — 3C” on page 160 must be set to PRG.

EXT: when this mode is selected, you can select a MIDI Program Change number using Program
Select. See “Program Select — 1A” on page 40. This mode should be selected when you want to
use Programs (voices, patches) from other MIDI devices such as a synthesizer or tone generator
as part of a Combination. It could also be used to select effect programs on an external effects
units.

When a Combination that contains EXT mode Timbres is selected, the specified MIDI Program
Change numbers are output via the MIDI OUT connection. This allows you to select Programs
(voices, patches) on other MIDI devices simply by selecting the appropriate Combination on the
X3R.

Note: If the MIDI Channel of an EXT mode Timbre is the same as the Global MIDI Channel, a
MIDI Program Change message will not be output when a Combination is selected.
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Level - 2A
These parameters allow you to set the volume level of each Timbre.
Timbres 1~4 Timbres 5~8
EH LEVEL 1-4 > EZF LEVEL 5-2
EF @99 atl 127 B35 127 127 1E7
2A-1 2A-2
LCD Parameter Range Description

Timbre 1 Level

Timbre 2 Level

2A-1
Timbre 3 Level

Timbre 4 Level

- 0~127 Sets the volume level of each Timbre
Timbre 5 Level

Timbre 6 Level

2A~2
Timbre 7 Level

Timbre 8 Level

Using these parameters you can set the volume level of each Timbre in a Combination.

For EXT mode Timbres (see “Timbre Mode ~ 1B” on page 41), MIDI Volume message
(Bn.07.xx) will be sent when Level parameters are adjusted. This allows you to control the volume
level of other MIDI devices.

Note: If the MIDI Channel of an EXT mode Timbre is the same as the Global MIDI Channel,
MIDI Volume messages will not be sent.

For INT mode Timbres, the volume level is determined by this parameter multiplied by MIDI
Controller No. 7 Volume or Expression No. 11.
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Panpot - 2B
These parameters allow you to pan the output of each Timbre between buses A and B. These buses
feed the effects processors. See “Effect Placement — 7E” on page 57.

Timbres 1~4 © Timbres 5~8
ZB PRAMFOT 1-4 | 2B PRMPOT S5-5 <
A B CHT CHT | 198 18B CHT FRS
2B-1 2B-2
LCD Parameter Range Description

Timbre 1 Panpot

Timbre 2 Panpot

2B-1
Timbre 3 Panpot
Timbre 4 Panpot ?: :Lé’NT~ 148 B Pans the outputs of each Timbre between buses A
Timbre 5 Panpot PRG ' |andB
Timbre 6 Panpot
2B-2

Timbre 7 Panpot

Timbre 8 Panpot

OFF: nothing is output to buses A and B.

A, 14A~CNT~14B, B: for a setting of A, Timbre output is to bus A only. For a setting of B, to
bus B only. And for a setting of CNT, equally to buses A and B. You can set different output levels
for buses A and B with settings 14A to 14B.

PRG: when this setting is selected, the pan settings that have been set for a Program in Program
Edit mode are used. See “Oscillator] Setup — 1B” on page 10 and “Oscillator2 Setup — 1C” on
page 12.

If a Program is using a drum kit, the pan settings for each drum sound will be used when PRG is
selected. See “Drum Kit Setupl — 7A” on page 167 and “Drum Kit Setup2 — 7B” on page 169.

For a setting other than OFF or PRG, these parameters can be controlled using MIDI Controller
No. 10 Panpot. See “MIDI Panpot, Send Data” on page 124 for details about the relationship
between panpot value and MIDI Controller value.

Pan adjustments are not sent as MIDI data.
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Send C& D -2C

These parameters allow you to set the output level of each Timbre sent to buses C and D. These
buses feed the effects processors. See “Effect Placement — 7E” on page 57.

Timbres 1~4 Timbres 5~8
ZC SendCl 1-4 3 ZC SendCDh 5-8 «

-
Si §39 535 5i5 | Si5 5:5 0@ PiF

2C-1 2C-2

LCD Parameter Range Description

Timbre 1 Send C
Timbre 1 Send D

Timbre 2 Send C
Timbre 2 Send D

Timbre 3 Send C
Timbre 3 Send D
Timbre 4 Send C
Timbre 4 Send D Sets the output level of each Timbre sent to buses C
Timbre 5 Send C and D

Timbre 5 Send D

Timbre 6 Send C
Timbre 6 Send D

Timbre 7 Send C
Timbre 7 Send D

Timbre 8 Send C
Timbre 8 Send D

2C-

2C-2

0~9: when a Program is used in a Combination, its Send C and Send D parameters are ignored,
and these settings are active. Oscillators 1 and 2 use the same settings. If the Program is set to
DRUM mode, the Send C and Send D settings of the individual drums within the kit are ignored,
and these settings are active.

P: when this setting is selected, the Send C and Send D settings that have been set for a Program
in Program Edit mode are used. See “Oscillator] Setup — 1B” on page 10 and “Oscillator2 Setup
—1C” on page 12. If a Program is using a drum kit, the settings for each drum sound will be used.
See “Drum Kit Setupl — 7A” on page 167 and “Drum Kit Setup2 ~ 7B” on page 169.

For a setting other than P, the Send C parameters can be controlled using MIDI Controller No. 91
Reverb Level. MIDI Controller No. 93 Chorus Level can be used to control Send D.

See “MIDI Panpot, Send Data” on page 124 for details about the relationship between send value
and MIDI Controller value.

Send C and D adjustments are not sent as MIDI data.
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MIDI Channel - 3A

These parameters allow you to set the MIDI Channel that each Timbre uses to send and receive

MIDI data.
Timbres 1~4 Timbres 5~8
3R MIDI CH 1-4 > 3R MIDI CH 5-8<
5 2 3 4 5 & 7 B
3A-1 3A-2
LCD Parameter Range Description

Timbre 1 MIDI Channel
Timbre 2 MIDI Channel

3A-1
Timbre 3 MIDI Channet
Timbre 4 MIDI Channel 118 Sets the MIDI Channel that each Timbre uses to send
Timbre 5 MIDI Channel and receive MIDI data
Timbre 6 MIDI Channel
3A-2

Timbre 7 MIDI Channel
Timbre 8 MIDI Channel

If you want to play a Combination from a connected MIDI keyboard, you should set each Timbre’s
MIDI Channel so that it matches that of the MIDI keyboard. If you are using an external MIDI
sequencer, set each Timbre’s MIDI Channel so that it matches the corresponding sequencer track’s
MIDI channel. This allows you to use the X3R like an 8-part multi-timbral tone generator.

Combinations can be selected using the X3R front panel controls or the Assignable Pedal. When
a Combination is selected, the corresponding MIDI Program Change message is output on the
Global MIDI Channel. When a Combination that contains an EXT mode Timbre is selected, a
Program Change message corresponding to that Timbre’s Program is also output.

For EXT mode Timbres, MIDI data corresponding to volume, After Touch, damper pedal, and
joystick movements is received and sent on the selected MIDI channel. However, you can filter
some of this MIDI data. For example, you may not want to send joystick data to another MIDI
device. These filters can be set for each Timbre individually on LCD screens 6A, 6B, 6C, and 6D.

Note: The above MIDI data is always sent on the Global MIDI Channel, so, if the Global MIDI
Channel and selected Timbre MIDI Channel are the same, even with the above filters set MIDI
data will still be sent. This applies to INT and EXT mode Timbres alike. For this reason, it’s a
good idea to set the Global MIDI Channel and Timbre MIDI Channel differently.

For an INT mode Timbre (see “Timbre Mode — 1B” on page 41), MIDI Program Change messages
received on the corresponding MIDI channel can be used to select Programs. However, if the
Timbre’s MIDI Channel is the same as the Global MIDI Channel, operation will depend on the
Filter] parameter setting. See “MIDI Filter1 — 3C” on page 160.

If the selected MIDI Channel is the same as the Global MIDI Channel, a G will appear next to the
selected channel number.
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Key Window Top - 4A

These parameters allow you to set the top note for each Timbre’s key window.
Timbres 1~4 Timbres 5~8

45 Kl TOP 1-4 ) 4F EW TOP S5-28 <
E2 EY 6% G9 B4 G2 G% G9

4A-1 4A-2

LCD Parameter Range Description
Timbre 1 Key Window Top

Timbre 2 Key Window Top

4A-1

Timbre 3 Key Window Top Specifies the top note for each Timbre's key window
Timbre 4 Key Window Top C1- GO (If a note lower than the Key Window Bottom
Timbre 5 Key Window Top parameter is selected, that parameter will
- - automatically use this value)
4A-2 Timbre 6 Key Window Top

Timbre 7 Key Window Top
Timbre 8 Key Window Top

A key window is the range of keys (notes) that can be used to play a Timbre. Used in conjunction
with the Key Window Bottom parameters, you can designate sections of a keyboard to certain
Timbres. For example, you could designate the bottom half of a keyboard to a bass Timbre and
the top half to a piano Timbre. In the example shown below, Timbres 1 and 2 have been designated
their own key windows, while the key window for Timbres 3 and 4 have been set the same.

c2-B2 c3-B3 L ' c4-~C7

1<
Timbre 1 Timbre 2 Timbres 3 and 4
key window key window key window

As well as using the VALUE knob and the [A/YES] and [W/NO] buttons to set Key Window Top
and Bottom parameters, you can use a connected MIDI keyboard. Select a Key Window
parameter, press and hold down the [ENTER] button, then press the desired key.
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Key Window Bottom - 4B

These parameters allow you to set the bottom note for each Timbre’s key window. Refer to “Key
Window Top — 4A” on page 46 for more details.

Timbres 1~4 Timbres 5~8
4B KW BTH 1-4  »{ 4B KW BTH 5-2 <
C-1C-18-1 -1 [C-1C-1 0-1 -1
4B 4B-2
LCD Parameter Range Description
Timbre 1 Key Window Bottom
Timbre 2 Key Window Bottom
4B-1 Timbre 3 Key Window Bottom Spe:;:;&es the bottom note for each Timbre's key
window.
Timbre 4 Key Window Bottom
Timbre 5 Key Window Bottom C-1-G9 (If a note higher than the Key Window Top parameter
is selected, that parameter will automatically use this
4B-2 Timbre 6 Key Window Bottom value)

Timbre 7 Key Window Bottom

Timbre 8 Key Window Bottom
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Velocity Window Top - 4C

These parameters allow you to set the maximum velocity for each Timbre’s velocity window.
Timbres 1~4 Timbres 5~8
4C U TOF 1-4 x| &0 W0 TOP 53-8«

127 127 17 127 | 1&7 127 &7 &7

4c-1 4C-2

LCD Parameter Range Description
Timbre 1 Velocity Window Top
Timbre 2 Velocity Window Top
Timbre 3 Velocity Window Top

4C-1

Timbre 4 Velocity Window Top 1127 Specifies the maximum velocity for each Timbre's

Timbre 5 Velocity Window Top Velocity window
Timbre 6 Velocity Window Top
Timbre 7 Velocity Window Top
Timbre 8 Velocity Window Top

4C-2

A velocity window determines the range of note velocity that can be used to play a Timbre. Used
in conjunction with the Velocity Window Bottom parameters, you can specify a note velocity
range for each Timbre. For example, you could set a soft strings Timbre to a low velocity window,
and hard strings Timbre to a high velocity window. Then, soft playing will play the soft strings
and stronger playing will play the hard strings. This technique is called velocity crossover. You
could set the velocity windows so that their ranges overlap.

In the example shown below, Timbre 1 will play when the note velocity is between 1 and 20,
Timbre 2 between 21 and 127, and Timbre 3 between 70 and 127. Note that Timbres 2 and 3
overlap.

Timbre 1: 1 ~ 20
Timbre 2: 21 ~ 127
Timbre 3: 70 ~ 127

Volume

Note

| 1 I 1 velocity
1 21 70 127

If a Timbre is set to EXT mode (see “Timbre Mode — 1B” on page 41), MIDI Notes whose velocity
falls within the velocity window range will be fed through the X3R to the MIDI OUT connection.
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Velocity Window Bottom — 4D

These parameters allow you to set the minimum velocity for each Timbre’s velocity window.
Refer to “Velocity Window Top — 4C” on page 48 for more details.

Timbres 1~4 Timbres 5~8

40 U BTH 1-4 x40 UY BETH 5-8 <
g8l Bal 001 081 | o81 861 BA1 061

4D 4D-2

LCD Parameter Range Description
Timbre 1 Velocity Window Bottom
Timbre 2 Velocity Window Bottom

4D-1
Timbre 3 Velocity Window Bottom
Timbre 4 Velocity Window Bottom 1127 Specifies the minimum velocity for each Timbre's
Timbre 5 Velocity Window Bottom Velocity window

Timbre 6 Velocity Window Bottom
Timbre 7 Velocity Window Bottom
Timbre 8 Velocity Window Bottom

4D-2




50

Chapter 4: Combination Edit Mode

Transpose — 5A

These parameters allow you to transpose each Timbre.

Timbres 1~4

Timbres 5~8

SR TRANS 1-4
+B0 +G7 Y00 +80

5H TRAHS 5-2
+H8 +88 468 +00

et

5A-1

5A-2

LCD

Parameter

Range

Description

5A-1

Timbre 1 Transpose

Timbre 2 Transpose

Timbre 3 Transpose

Timbre 4 Transpose

5A-2

Timbre 5 Transpose

24 ~ 424

Timbre 6 Transpose

Timbre 7 Transpose

Timbre 8 Transpose

Transpose each Timbre in semitone steps

Detune - 5B

These parameters allow you to detune each Timbre.

Timbres 1~4

Timbres 5~8

5B DETUME 1-4
+EE +E7 P8 +E

ki 5]

+38 +88 +88 +08

[ 5B DETUME 5-2 <

58-1

5B-2

LCD

Parameter

Range

Description

Timbre 1 Detune

Timbre 2 Detune

5B-1
Timbre 3 Detune

Timbre 4 Detune

Timbre 5 Detune

-50 ~ +50

Timbre 6 Detune

5B-2
Timbre 7 Detune

Timbre 8 Detune

Detune each Timbre in one cent steps
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Program Change Filter — 6A

These parameters determine how EXT mode Timbres work with MIDI Program Change

messages.
Timbres 1~8
&M FROG CHEMGE
EEDDEEEE
6A-1

LCD Parameter Range Description
Timbre 1 Program Change Filter

Timbre 2 Program Change Filter

Timbre 3 Program Change Filter
Timbre 4 Program Change Filter D: Disable Program Change messages ignored

BA-1 — :
Timbre 5 Program Change Filter E: Enable Program Change messages can be received and sent

Timbre 6 Program Change Filter

Timbre 7 Program Change Filter

Timbre 8 Program Change Filter

Enable: with this setting, received Program Change messages will select Programs for a Timbre.
A Combination that includes EXT mode Timbres (1B) will send the corresponding Program
Change messages when it is selected.

Note: If the Global mode MIDI Program Change Filter] is set to DIS (“MIDI Filter] —3C” on
page 160), Program Change messages are completely disabled. This setting overrides the above
settings. Furthermore, if the Global mode MIDI Program Change Filterl is set to ENA, Program
Change messages received on the Global MIDI Channel will select Combinations. For this
reason, it’s a good idea to set the Global MIDI Channel and Timbre MIDI Channel differently.

Disable: with this setting, Program Change messages are neither sent nor received for the
respective Timbre.

Damper Pedal Filter — 6B

These parameters determine how each Timbre responds to damper pedal movements.
Timbres 1~8

£E [AMPER
EEEEEEEE
6B-1

LCD Parameter Range Description

Timbre 1 Damper Pedal Filter

Timbre 2 Damper Pedal Filter

Timbre 3 Damper Pedal Filter
Timbre 4 Damper Pedal Filter D: Disable Timbre will ignore the damper pedal

Timbre 5 Damper Pedal Filter | E: Enable Timbre will respond to the damper pedal
Timbre 6 Damper Pedal Filter

Timbre 7 Damper Pedal Filter

Timbre 8 Damper Pedal Filter

Enable: with this setting, INT mode Timbres respond to damper pedal movements.
Disable: with this setting, damper pedal movements are ignored.
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After Touch Filter - 6C

These parameters determine how each Timbre responds to After Touch.
Timbres 1~8
&0 AFTER TOUCH
EEEEEEEE
6C-1

LCD Parameter Range Description

Timbre 1 After Touch Filter
Timbre 2 After Touch Filter

Timbre 3 After Touch Filter
Timbre 4 After Touch Filter D: Disable Timbre will ignore After Touch

6C-1 |— -
Timbre 5 After Touch Filter E: Enable Timbre will respond to After Touch
Timbre 6 After Touch Filter

Timbre 7 After Touch Filter
Timbre 8 After Touch Filter

Enable: with this setting, INT mode Timbres respond to After Touch.
Disable: with this setting, After Touch is ignored.

Note: If the Global mode MIDI After Touch Filterl is set to DIS (“MIDI Filterl - 3C” on .
page 160), After Touch messages are completely disabled. This setting overrides the above
settings.

Control Change Filter - 6D

These parameters determine whether each Timbre responds to MIDI Controllers.
Timbres 1~8

el COMTROL CHiE
EEEEEEEE

6D-1

LCD Parameter Range Description

Timbre 1 Control Change Filter
Timbre 2 Control Change Filter

Timbre 3 Control Change Filter
Timbre 4 Control Change Filter D: Disable Timbre will ignore controllers

6D-1

Timbre 5 Control Change Filter E: Enable Timbre will respond to controllers
Timbre 6 Control Change Filter

Timbre 7 Control Change Filter

Timbre 8 Control Change Filter

Enable: with this setting, INT mode Timbres respond to controllers.
Disable: with this setting, controllers are ignored.
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Effects 7A ~ 7G

In a Combination, the individual effect settings of each Program are ignored, and the settings for
that Combination are used. If you want to use a Program’s effect settings for a Combination, use
the Effects Copy — 7F function. See “Effects Copy — 7F” on page 60.

Effects are explained in Chapter 5: “Effects” on page 55.

When you’ve edited a Combination’s effect settings, always remember to write the Combination,
otherwise, the settings will be lost when you select another Combination.

Combination Write — 8A

This function allows you to write a Combination to Combination bank A or B. If a PROG/SEQ
data card is inserted, you can also write to bank C or D. It can also be used to reorganize
Combination numbering by writing Combinations to different destinations.

A COME WREITE
Write+REon Ok
8A-1
LCD Parameter Range Description
A00 ~ A99
. BOO ~ B99 . . I
8A-1 Write—xxx C00 ~ C99 Select the Combination write destination
D00 ~ D99
OK to Write OK? Executes write

Note: To write a Combination to bank A or B, the Combination Memory Protection function must
be set to OFF. See “Combination Memory Protect — 4B” on page 162.

To write a Combination to a PROG/SEQ data card, it must already be formatted and its write
protect switch must be set to off. See “Save Programs & Combinations to Card — 6C” on page 165.

To write a Combination, specify the write destination, position the cursor on OK?, then press the
[A/YES] button. The message “Are You Sure OK?” will appear. Press the [A/YES] button to
write the Combination, or the [ W/NO] button to cancel the function. If you write the Combination,
the destination Combination will be selected automatically.

Note: The Combination that already exists at the selected write destination will be lost when you
execute this function.

You can write Combinations at any time. To do this, press the [REC/WRITE] button. The message
“Are You Sure OK?” will appear. Press the [A/YES] button to write the Combination, or the
[W/NO] button to cancel the function.

To write all Combinations, Programs, and Global settings to floppy disk, see See “Save P/C/G
Data — 3B” on page 183.
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Combination Rename - 8B

This function allows you to rename a Combination.

ZE REMAME
e Or3an
8B-1
LCD Parameter Range Description
8B-1 | Rename g,::)vc;haracter table Rename a Combination

To rename a Combination, use the [«] and [—] cursor buttons to position the cursor, and the
[A/YES] [¥/NO] buttons or VALUE knob to select characters. Available characters are shown in
the table below. Combination names can use up to 10 characters.

O B -3 I3 IR I/ E (A O I I PR R IR I T 0 A ) Slel7iElR A= 7
g|RIB|C|D|EJFIGIH|I|I|KILIH|H|O|FPIR®[R]S I sy 21013 -
“Halbleldielf|alw]ildtk{lmnfinlole|a]rls|tlulv|wle]a]zy ] ]x}*]*

Use the number keypad to insert numbers. Use the [10’s HOLD/-] button to switch between
uppercase and lowercase characters. Press and hold down the [ENTER] button, then press the [«]
button to delete the current character. Press and hold down the [ENTER] button, then press the
[—] button to insert a character.

Combination Initialize — 8C

This function resets all Combination parameters to their initial settings.

8 IMIT COME

oK?

8C-1

LCD Parameter Range Description
8C-1 | Initialize Combination | OK? Executes initialize

To initialize a Combination, press the [A/YES] button. The message “Are You Sure OK?” will
appear. Press the [A/YES] button to initialize, or the [W/NO] button to cancel the function.

Parameters are initialized as follows: Timbres 1 to 8 are assigned Programs A0O to A07, Timbre
mode is set to INT, volume set to maximum, Pan is set to CNT, Send C and Send D are set to 0,
key and velocity windows fully open, MIDI Channels are assigned from 1 to 8, transpose and
detune is +00, all filters are E (Enabled), and no effects.
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The X3R contains two digital multi-effects processors. Each processor can be set to produce one
of 47 effects. The effects section consists of four inputs (A, B, C, D), two effects processors
(Effectl, Effect2), two panpots (pan 3, 4), and four outputs (L/MONO, R, 3, 4). Each processor
can be assigned any one of six placements. See “Effect Placement — 7E” on page 57.

Effects 1 to 37 are single effects, 38 and 39 are serial effects, and 40 to 47 are parallel effects. The
parallel type effects allow up to four independent effects simultaneously.

Single:1~37 Serial: 38 & 39 Parallel: 40~47
FX1a |—

= Fxta | FXib = —{ P
FX 2 = Fx2a H Fxav [T FX2a |—

— FX2b —

Effect parameters can be edited and stored with individual Programs, Combinations, and
sequencer songs. Effect parameters for a Program should be edited in Program Edit mode, a
Combination in Combination Edit mode, and for a song in Sequencer mode. In all modes the effect
LCD screens are numbered 7A to 7G.

When you play a Combination, the individual effect settings for each Program in that
Combination are ignored, and the effect settings for that Combination are used. Likewise, for
sequencer songs, the individual Program effect settings are ignored and the effect settings for that
particular song are used.

Effect Types
Effect No. Effect Effect No. Effect
0 No Effect 24 Symphonic Ensemble
1 Hall 25 Flanger 1
2 Ensemble Hall 26 Flanger 2
3 Concert Hall 27 Crossover Flanger
4 Room 28 Exciter
5 Large Room 29 Enhancer
6 Live Stage 30 Distortion
7 Wet Plate 31 Overdrive
8 Dry Plate 32 Stereo Phaser 1
9 Spring Reverb : 33 Stereo Phaser 2
10 Early Reflection 1 34 Rotary Speaker
11 Early Reflection 2 35 Auto Pan
12 Early Reflection 3 36 Tremolo
13 Stereo Delay 37 Parametric EQ
14 Cross Delay 38 Chorus-Delay
15 Dual Mono Delay 39 Flanger-Delay
16 Mutti-Tap Delay 1 40 Delay/Hall Reverb
17 Multi-Tap Delay 2 41 Delay/Room Reverb
18 Multi-Tap Delay 3 42 Delay/Chorus
19 Chorus 1 43 Delay/Flanger
20 Chorus 2 44 Delay/Distortion
21 Quadrature Chorus 45 Delay/Overdrive
22 Crossover Chorus 46 Delay/Phaser
23 Harmonic Chorus 47 Delay/Rotary Speaker
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Effect 1 Setup — 7A

TH EFFECT 1=81 {78 Hall <] ¥R Hall <
Hall OFF | DRY:EFF=73:2 Srci SOy I+18
7A-1 7A-2 7A-3
LCD Parameter Range Description
7A-1 Effect Type (Effect 1) { 0~ 47 Select an effect type
~ Switch OFF, ON Turn the effect on or off.
. DRY Dry signal only
7A-2 (%’}"'Eféﬁ)sa'a"ce 99:1 ~ 1:99 Dry:effect mix
: FX Effect signal only
NONE Dynamic modulation off
JS(+Y) Joystick +Y
JS(-Y) Joystick -Y
AFTT After Touch
PEDAL1 Foot pedali
PEDAL2 Foot pedai2 (MIDI Controller No. 13)
Dynamic Modulation | VDA EG Sum of all 32 VDA EGs
Control Source (Src) | KNOB VALUE knob
7A-3 K+J(+) VALUE knob & joystick +Y
K+J(-) VALUE knob & joystick -Y
K+AFTT VALUE knob & After Touch
K+PDL1 VALUE knob & foot pedall
K+PDL2 VALUE knob & foot pedal2
K+VDA VALUE knob & VDA EG
Dynamic Modulation . .
latensity (1) -15~ +15 Set the depth of dynamic modulation

7A-~1 Effect type: each time a different effect is selected, any parameters that you set for the previously

selected effect will reset to their initial values. When effect 24:Symphonic Ensemble is selected
for one processor, some other effects cannot be selected for the other processor. See “Symphonic
Ensemble” on page 71.

Switch: is used to turn the effects processors on and off. Effects processors can also be turned on
and off using a foot pedal. In Global mode, set the ASSIGNABLE PEDAL/SW parameter to
“Effect 1 on/off”. See “Assignable Pedal/SW Setup — 8B” on page 171.

By sending MIDI Controller 92 for Effect 1 or MIDI Controller 94 for Effect 2, effects can be

switched on and off by the sequencer or another MIDI device. Each time a Controller message is
sent, the corresponding effect is toggled either on or off.

Note: The high and low EQ for the following effects is valid even when the effect is set to OFF:
13:Stereo Delay, 14:Cross Delay, 19:Chorus 1, 20:Chorus 2, 28:Exciter, 35:Autopan,
36:Tremolo. To bypass these effects completely select 0: No Effect.

7A-2 Dry:Effect balance: this parameter allows you to set the level balance between the dry signal and

effected signal. A setting of DRY means no effected signal. A setting of FX means all effect signal.

' 7A-3 Dynamic modulation: allows you to adjust certain effect parameters, such as mix balance and

modulation speed, while you play. This provides greater control for musical expression during a
performance. The modulation source can be set to any one of seven controls. To use a foot pedal,
the ASSIGNABLE PEDAL/SW function must be set to Effect Control. See “Assignable
Pedal/SW Setup — 8B” on page 171. Effect parameters that can be controlled using dynamic
modulation are listed with the effect parameters on the following pages.

The VDA EG control source is the sum of all 32 VDA EGs. In other words, dynamic modulation
will increase as more notes are played.

Note: When editing in Program Play mode or Combination Play mode, the VALUE knob is used
to adjust parameters, so it cannot control the dynamic modulation.
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Dynamic Modulation Source: Pedall corresponds to the assignable pedal connected to the X3R.
Effect Control1 is assigned using the ASSIGNABLE PEDAL/SW function in Global mode.
Pedall corresponds to MIDI Controller No. 12. Pedal2 corresponds to MIDI Controller No. 13,
and can be controlled by MIDI only. Joystick+Y corresponds to MIDI Controller No. 1.
Joystick-Y corresponds to MIDI Controller No. 2.

When the source is set to PEDAL, MIDI Controllers 12 and 13 (Effect 1 and Effect 2 respectively)
In this case, set the external device’s MIDI Channel so that it matches the X3R Global MIDI
Channel. Likewise, if the dynamic modulation data is stored on an external MIDI sequencer track,
set that track’s MIDI Channel so that it matches the X3R Global MIDI Channel.

Dynamic Modulation Intensity: the dynamic modulation intensity can be set from —15 to +15.
Positive values cause dynamic modulation to increase the value of the effect parameter being
controlled. Negative values have the opposite effect.

Effect 1 Parameters — 7B

Effect parameters are explained from page 61 onwards.

Effect 2 Setup - 7C

These parameters are the same as for “Effect 1 Setup — 7A”.

Effect 2 Parameters — 7D

Effect parameters are explained from page 61 onwards.

Effect Placement — 7E

7E PLACEMENT »| PE EFFIPANFOT < @ PE E1-EZ LEVEL <
Serial I= L 4= R cL=3 =5 L=5 R=5
7E-1 7E-2 7E-3
LCD Parameter Range Description

Serial (Serial)

Parallel 1 (Parallel 1)
Parallel 2 (Parallel 2)
Parallel 3 (Parallel 3)
Serial Sub (Paralle! Sub)
Parallel Sub (Parallel Sub)

7E-1 Effect Placement Effect routing configurations

Panpots 3 OFF No signal output
L Signal is panned hard left
7ED 99:1 ~ 1:99 Panned between L and R (50:50 pan center)
Panpot 4 R Signal is panned hard right _ _
(this LCD screen appears when Serial, Paralle! 1, or
Parrallel 2 is selected)
Level 1L (L) Set the output level of each effect when Parallel 3 is
Level 1R (R) selected.
7E-3 0~9
Level 2L (L) (this LCD is available only when Parallel 3 placement is
Level 2R (R) selected)

The effect processors can be used in one of six placements. These placements affect the way in
which the four input buses (A, B, C, D) are routed through the effects.

The panpot, Send C level, and Send D level parameters are set as part of an individual Program,
Combination, or song. The pan 3 and pan 4 parameters are set as part of the Effect 1 and Effect 2
setup. If the Parallel 3 placement is selected, pan 3 and pan 4 are replaced by four independent
level controls. When Serial Sub or parallel Sub is selected, the four outputs can be used (I./Mono,
R, 3, 4). When a GM System On message is received or the “GM Song Mode — 8F” function on
page 152 is used, the following settings are made:

Placement — Parallel3. Effect 1 — Hall. Effect 2 — Chorus.
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When a Program is initialized in Program Edit mode, or a Combination is initialized in
Combination Edit mode, the following effects settings are made:

Placement — Serial. Effect 1 — No Effect. Effect 2 — No Effect.

Serial Placement

L/MONO

| Pan_[§ | Bl a
® Sesn i
Program,
Combination, m ¢ o '
or Song
[send_}o

With the Serial placement, buses A and B are sent to Effect 1, Effect 2, then output from L/MONO
and R. Buses C and D are mixed with the output of Effect 1, sent to Effect 2, and then output.

Buses C and D allow you to avoid applying Effect 1 to a sound, or to apply Effect 1 to a specific
sound and then apply Effect 2 to all sounds.

\ )

Parallel 1 Placement

| Pan[§

B
Program,

Combination, c
or Song

- :

With the Parallel 1 placement, buses A and B are sent to Effect 1, then output from L/MONO and
R. Buses C and D are sent to Effect 2, mixed with the output of Effect 1, then output.

L/MONO

i
Y

v

Parallel 2 Placement

- L/MONO
: - G
A8 s
Program,
Combination,
or Song

With the Parallel 2 placement, buses A and B are sent to Effect 1, then output from L/MONO and
R. Buses C and D are sent to Effect 2, mixed with the input to Effect 1, then output.
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Parallel 3 Placement

L/MONO

y

VZU

Program, Level 1-L 4
Combination, Level 1-R
or Song S

With the Parallel 3 placement, buses A and B are sent straight to the outputs. Bus C signal is sent
to Effect 1 and bus D signal is sent to Effect 2. The effect outputs, each with independent level
control, are then mixed down to the L/MONO and R outputs. This placement works well when
playing a GM compatible song.

Note: For Serial, Parallel 1, and Parallel 2 placements, if Pan 3 or Pan 4 is set to off, signals sent
to bus C and bus D respectively will not be output.

Serial Sub Placement

3»-LIMONO

)R

Program,

Combination, m c —>»3
or Song
; >

With the Serial Sub placement, buses A and B are fed to Effect 1 and 2, then output from L/MONO
and R. Buses C and D and sent straight to outputs 3 and 4. In this case, you can use buses C and
D to output dry sounds that you want to use with external effects.

Parallel Sub Placement

3> L/MONO
>R
Program, ,
Combination, i ¢ 3» 3
or Song
>4
0

With the Parallel Sub placement, buses A and B are fed to Effect 1, then output from L/MONO
and R. Buses C and D are fed to Effect 2, then output from 3 and 4.

Note: Qutputs 3 and 4 are used only with the Serial Sub and Parallel Sub Placements.
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Effects Copy — 7F

This function allows you to copy the effects parameter settings from a another Program,
Combination, or song to the currently selected Program, Combination, or Sequencer song.

TF COPY EFF
PROG  ABD OK?
7F-1
LCD Parameter Range Description
PROG
Effect Copy Source COMBI Select the effect copy source
SONG
AQO ~ B99
Programs C00 ~ D99
7F1 GO1 ~ 136
Source Number N A0O ~ B99 | Select the source number
Combinations C00 ~ D99
SIo ~ Slg
Songs SCO ~ SD9
OK to copy OK? Executes effect copy

To copy effect parameters, select the effect copy source, the source number, position the cursor on
OK?, then press the [A/YES] button. The effect parameters will be copied to the currently selected

Program, Combination, or Song. Pan, Send C, and Send D settings, which are set for oscillators,
Timbres, and tracks, are not copied.

Effect Copy/Swap - 7G

This function allows you to copy or swap effects parameter settings between Effect 1 and Effect 2.

VG SWAF FH1-E
FilesFuZ OE?
7G-1
LCD Parameter Range Description
FX1e—FX2 Swap FX1 with FX2
Copy/Swap direction | FX1-5FX2 Copy FX1 to FX2
7G-1 FX1FX2 Copy FX2 to FX1
OK to copy OK? Executes effect copy/swap

To copy/swap effect parameters, set the copy/swap direction, position the cursor on OK?, then
press the [A/YES] button.
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Effects & Parameters

Effects Types & Parameters

Different parameters are available for different effects. Effects from 0 (no effect) through to effect
47 (delay/rotary speaker) can be selected for Effect 1 and Effect 2. Effect 1 LCD screens are
numbered 7A~7B. Effect 2 LCD screens are numbered 7C~7D. Effect 1 numbers are used in this
manual.

No Effect

0: No Effect
When NO EFFECT is selected, the effect processors are completely bypassed.

Effects can be turned off using “Effect 1 Setup — 7A” and “Effect 2 Setup — 7C”. However, for
some effects the high and low EQ will still be active. Selecting 0:No Effect allows you to bypass
these effects completely.

Reverb
These effects simulate reverberant acoustics, adding ambience to the sound.

Dry

Left "

Dry Signal Mix E.R Lovel
e EQ |—>»{ PreDelay > Reverb
Right / Mix
O Dry Signal
. V=9 -—-)‘ l(— Rev Time —)'

Pre Delay

1: Hall

This effect simulates the reverb characteristics and natural ambience of a medium size hall.

2: Ensemble Hall

This effect simulates the reverb characteristics and natural ambience of an ensemble hall. Ideal for
string and brass ensembles.

3: Concert Hall

This effect simulates the reverb characteristics and natural ambience of a large hall with
pronounced early reflections.

4: Room

This effect simulates the reverb characteristics and natural ambience of a small room.

5: Large Room
This effect simulates the reverb characteristics and natural ambience of a large room with
pronounced reverb density. Reverb times of about 0.5 seconds produce an effect similar to gated
reverb.
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6: Live Stage

This effect simulates the reverb characteristics and natural ambience of a large, live-perfomance
space.

7: Wet Plate

This effect simulates the reverb characteristics of a steel plate type reverb with pronounced reverb

density.
8: Dry Plate |
This effect simulates the reverb characteristics of a steel plate type reverb with a light reverb
density.
9: Spring Reverb
This effect simulates the reverb characteristics of a spring type reverb system.
7E Hall »| FE Hall “x| 7B Hall
TimeZ.2 H.0eeI0 | P.DleBcEns E.REE | EQLL B4dE H+BEHE
78-1 78-2 78-3
LCD Parameter Range Description
The time over which the reverb effect will last
Reverb Time (Time) | 0.2 ~ 9.9 sec Hall type
0.2 ~ 4.9 sec Room type
7B-1 00 ~ 99 Plate/spring type
High frequency decay
High Damp (H.Dmp) ([ 0 ~ 99% 0 = bright reverb
99 = dark reverb
The delay between the original sound and the early
Pre Delay (P.Dly) 0~ 200 ms reflections
7B-2 The level of the early reflections
Early Reflection Level '
(E.R) 0~99 Hall/Room type
1~10 Plate/spring type
7B-3 EQ Low (EQ.L) -12~+12dB Low EQ cut and boost
EQ High (H) -12 ~+12dB High EQ cut and boost

For effects 1~9, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.




Early Reflection 63

Early Reflection

The Early Reflection effects create the early reflections that are an important element in
determining the qualities of an acoustic environment. Using the Early Reflection Time parameter,
you can create a variety of effects such as sound thickening and echo-like reflections.

Dry
Left Mix

O— Y Dry Signal

EQ [ Pre Delay —> Early Ref

Rg’“ / : Mix

Dry Signal

l(——- E.R Time —‘—)I

Pre Delay

10: Early Reflection 1

Early reverb reflections are a crucial element of naturally occurring reverb. They transmit details
such as room size, distance, acoustic damping, etc. This effect emphasizes the low frequency
range, and is ideal for percussive sounds such as drums.

11: Early Reflection 2

This effect is similar to Early Reflection 1, although, the level of the early reflections change over
time in a different way.

12: Early Reflection 3

This effect applies a reverse envelope to the early reflections. This produces an effect that is similar
to playing a tape backwards, and it is ideally to sounds that have a fast attack such as crash

cymbals.
TBEarlaRsf1 | FEEarlvRet] 4| 7B EarlvRefl
E.F Time=ZE0ns Pre Delaw= B15ms | EQ. L+E3dE H+ASHE
7B-1 7B-2 7B-3
LCD Parameter Range Description

Early Reflection Time

78-1 | (E.R Time)

100 ~ 800 ms Early reflection time in 10 ms steps

7B-2 Pre Delay (Pre Delay) | 0 ~ 200 ms The delay between the original sound and the early

reflections
785 EQ Low (EQ.L) -12 ~ +12dB Low EQ cut and boost
EQ High (H) ~-12~+12dB High EQ cut and boost

For effects 10~12, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Stereo Delay

These effects create stereo delay patterns in which you can set the left and right delay times
independently. Using the High Damp parameter, you can make delays decay in a natural way.

13: Stereo Delay
This is a stereo delay effect with feedback.
3 Left "
’1?he delay time can be set for the left and A DEQ Mi >
right channels independently. Feadback
The high damp parameter can be used to -
produce a more natural echo effect by
gradually attenuating the high frequencies of
successive delay repeats. Feodback
Right ‘eedbac! i
& e} -
14: Cross Delay
This is a stereo delay effect with independent
delay parameters for the left and right >
channels. The delay outputs are crossed over,
and each delay receives the other delay’s
feedback signal. Thus, the delay repeats
appear to move between the left and right
outputs.
»
7B Stereally VB Stereably {3 FB Stereobly <
[0 Timel=250 REZ€A | FE+48  H.OmeZ8 | E0.L+B0HE H+E84E
7B-1 © 7B-2 78-3
LCD Parameter - Range Description
7B-1 %!ﬁ#:'f_‘)e Left 0~ 500ms Delay time for the left channel
Delay Time Right (R) | 0 ~ 500 ms Delay time for the right channel
~ The amount of delay signal that is fed back into the effect.
Feedback (FB) B9 - +99% Minus vaiues invert the feedback signal phase
7B-2 High frequency decay
High Damp (H.Dmp) | 0 ~ 99% 0 = bright delay
99 = dark delay
78-8 EQ Low (EQ.L) -12 ~ +12dB Low EQ cut and boost
EQ High (H) -12~+12d8B High EQ cut and boost

For effects 13 and 14, dynamic modulation (7A~3) can be used to control the DRY:EFF balance.

The EQ part of these effects is active even when the Effect is switched off (7A-1). To bypass these
effects completely, select 0:No Effect.




Dual Mono Delay

65

Dual Mono Delay
15: Dual Mono Delay
This effect consists of two mono delays with Left Mi
independent delay time, feedback, and high o,
damp parameters for each channel. Feedback
k
Right Feedbacl "
O
VB DoM Dledly 3 FE DLM Dlacly <3 7B DGM DIwCRY <3 7B DM DIoiRs £
[+, Time=Z250ms FE+58 H.Dmel@ [ Time=Z58ms FE+58 H.Dmrl8
7B-1 7B-2 7B8-3 7B-4
LCD Parameter Range Description
Delay Time Left .
7B-1 (D.Time) 0 ~ 500 ms Delay time for the left channel
- o The amount of delay signal that is fed back into the left
7B-0 Feedback Left (FB) —99 - +99% channel effect. Minus values invert the feedback signal phase
High Damp Left o . .
(H.Dmp) 0 ~99% High frequency damping for the left channel
Delay Time Right " .
78-3 (D.Time) 0 ~ 500 ms Delay time for the right channel
. o The amount of delay signal that is fed back into the left
784 Feedback Fight (FB) | -99 - +89% channel effect. Minus values invert the feedback signal phase,
mggn?smp Right 0~ 99% High frequency damping for the right channel

For effect 15, dynamic modulation (7A~3) can be used to control the DRY:EFF balance.
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Multi-Tap Delay

In these effects, an equalizer is applied to each effect input, then the signals are fed to two
independent series-connected delays. The output of one delay is fed back.

When DT1 is less than DT2 When DT1 is greater than DT2
Level Level
Dry Dry
I | [ e | |l e
> >
DR T
DT DTl DT1 DT1 ‘g | DT1
< <€ 1 D>
D12 ot2" | D12 | DT2 DT2 DTZ

16: Multi-Tap Delay 1

This is a two-channel multi-repeat delay. It
consists of two parallel delays for each
channel. The delay time for each delay can
be set independently. The output of delay 2 is
fed back to the inputs of delay 1 and delay 2.

17: Multi-Tap Delay 2
This is a two-channel multi-repeat delay with Left
Cross panning. © Feedback >
\—‘ EQ Delay 2
/—l EQ Delay 2
o Feedback >
Right
18: Multi-Tap Delay 3

This is a two-channel multi-repeat delay with
cross feedback.
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7B M. Tarllul I TB M. Tarblul

2k VB M.Tarblul <

DiTIER DET485 FB+58 ER. L+B8dE H+roade
7B-1 7B~2 7B-3
LCD Parameter Range Description
7B-1 Delay Time 1 (D1T) 0~500ms Delay time for delay 1
Delay Time 2 (D2T) 0 ~ 500 ms Delay time for delay 2
_: The amount of delay signal that is fed back into the effect.
78-2 Feedback (FB) -99 ~ +39% Minus values invert the feedback signal phase
783 EQ Low (EQ.L) -12~+12dB Low EQ cut and boost
EQ High (H) -12~+12dB High EQ cut and boost

For effects 16, 17, and 18, dynamic modulation (7A-3) can be used to control the DRY:EFF

balance.
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Chorus

These are stereo-type effects that use two chorus units, and are an effective way to add

spaciousness and depth to any type of sound: piano, strings, brass, etc.

19: Chorus 1

In this chorus effect, the left channel

modulation signal is out of phase with the Lgt_@

right channel modulation signal. This
produces a wide stereo chorus effect.

20: Chorus 2

In this chorus effect, left and right channel

modulation signals are in phase.

Chorus

Chorus

Chorus

Chorus

LMod /\/
4V

DiTime 818wz TRI | Moded M. SPE. 38Hz

YB Chorus 1 #| 7B Chorus 1 L

7B Chorus 1 <
EQ, L+EEdE H+aade

7B-1 7B8-2

78-3

LCD Parameter Range Description

Delay Time (D.Time) | 0~ 200 ms

Delay time

78-1 ;
Mod Waveform Sine (SIN)

Triangle (TRI)

Modulation waveform type

Mod Depth (Mod) 0~99

Modulation intensity

7B-2
‘Mod Speed (M.SP) 0.03 ~ 30 Hz Modulation speed
7B-a EQ Low (EQ.L) -12 ~ +12dB Low EQ cut and boost
EQ High (H) -12 ~+12dB High EQ cut and boost

For effects 19 and 20, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
The EQ part of these effects is active even when the Effect is switched off (7A-1). To bypass these

effects completely, select 0:No Effect.
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21: Quadrature Chorus

The modulation signals fed to each channel
of this stereo chorus effect are 90 degrees out
of phase with each other.

22: Crossover Chorus

The modulation signals fed to each channel
of this stereo chorus effect are 90 degrees out
of phase with each other. The chorused
signal is mixed with the output of the other
channel.

nge  [Ea]

g [Ea]

TE Buad, Cha 3 ¥B fuad, Cho x| B Buad, Cho 43| VB Guad, Cho
D.Timel=611 REES | ModS8 ModSP=3I3 | HodShare=T+00 Ef., L+@BdE H+aade
7B-1 7B-2 7B-3 7B4
LCD Parameter Range Description
781 ?; !;%1239 L 0~ 250 ms Left channel delay time
Delay Time R (R) 0~ 250 ms Right channel delay time
782 Mod Depth (Mod) 0-~99 Modulation depth
Mod Speed (ModSP) | 1~ 99 Modulation speed
7B-3 Mod Shape T+10 ~ T-10, Modulation waveform shape. T-Triangle, S-Sine. The range
{(ModShape) S-10 ~ S+10 from +10 to —-10 effects the waveform symmetry
B4 EQ Low (EQ.L) -12~+12dB Low EQ cut and boost
EQ High (H) -12~+12dB High EQ cut and boost

For effects 21 and 22, dynamic modulation (7A-3) can be used to control the Mod Speed.
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23: Harmonic Chorus

This effect splits the signal into two bands:
HF high frequencies — LF low frequencies.
The HF band is then fed to the quadrature
type chorus, and the LF band is fed directly
to the output. This effect is useful for low
frequency instruments such as bass.

7B Harmo. Cho »| 7B Harmo.Cho £ 7B Harmo.Cho L
DiTedd  DETELIE | Mod®9 ModSP=35 F.Srlit Point=81
78-1 78-2 78-3
LCD Parameter Range Description
251 Delay Time1 (D1T) 0 ~ 500 ms Channel 1 delay time
Delay Time 2 (D2T) 0 ~ 500 ms Channel 2 delay time
7B-2 Mod Depth (Mod) 0~99 Modulation depth
Mod Speed (ModSP) | 1 ~ 99 Modulation speed
7B-3 Frequgncy Split Point 0-18 The frequency at which the input signal is split into HF and LF
(F.Split Point) bands

For effect 23, dynamic modulation (7A~3) can be used to control the Mod Speed.
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Symphonic Ensemble

24: Symphonic Ensemble

This effect is basically a multiple chorus type
effect. It produces a rich, thickening effect,

ideal for strings. Left i
g " Mi?’ >
Symphonic
m Ensemble
3 AP
B SwmF.Ens. ¥ PE Sumr.Ens. A
ModSs Ef. L+B8dE H+BadE
7B~1 7B8-2
LCD Parameter Range Description
7B-1 Mod Depth (Mod) 0-~99 Modulation depth
782 EQ Low (EQ.L) -12~+12dB Low EQ cut and boost
EQ High (H) -12~+12dB High EQ cut and boost

For effect 24, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.

Note: When this effect is selected the following effect types cannot be selected for the other effect:
19~23 Choruses, 24 Symphonic Ensemble, 25~27 Flangers, 32 — 33 Phasers, 34 Rotary Speaker,
35 and 36 Tremolos, 38 — 39 Chorus Flanger/Delay, 42 Delay/Chorus, 43 Delay/Flanger, 46

Delay/Phaser, and 47 Delay/Rotary Speaker.
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Flanger

These effects add feedback to a chorus effect. When used on sounds that contain a lot of
high-frequency energy such as cymbals, they not only create modulation effects, but add a sense
of pitch to a non-pitched sound.

25: Flanger 1

In this effect, inphase modulation is fed to

Left .

both flanger channels. Mi
© Feedback — >

j

Feedback —;L( >

Right
G
26: Flanger 2
In this effect, the left channel modulation
signal is in phase and the right channel Left Mi
modulation signal is out of phase. This Feedback —
duces a wide, stereo flange effect.
prod a wide, ster g
Right Feedback — &
O >

27: Crossover Flanger

In this effect, two flangers are modulated out
of phase and apply feedback to each other.

7B Flarmgeri #| VB Flangerl x| FB Flangsrl S
D.TinedBS Res+8S | Mod?® ModSP=2@ | Ef. L+80dE H+BodE
7B-1 7B-2 7B-3
LCD Parameter Range Description

781 Delay Time (D.Time) | 0 ~ 200 ms Delay time

Resonance (Res) -99 ~ +99 Amount of output signal fed back to the input (feedback)
7B-2 Mod Depth (Mod) 0~99 Modulation depth

Mod Speed (ModSP) | 1 ~99 Modulation speed
78-3 EQ Low (EQ.L) -12 ~ +12dB Low EQ cut and boost

EQ High (H) -12 ~ +12dB High EQ cut and boost

For effects 25~27, dynamic modulation (7A-3) can be used to control the Mod Speed.
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Exciter

28: Exciter

This effect increases the clarity of a sound
and gives it greater definition.

| Exciter |
|_Exciter |

Right ;
] >

VB Exciter VB BExciter 2 x| VB Exciter i
Blend=+58 Ermrh Point=065 EG. L+84dE H+aadB
7B-1 7B-2 7B-3
LCD Parameter Range Description

7B-1 Blend (Blend) ~99 ~ +99 Mix of dry and effected signal
7B-2 E;.'sgauc Point (Emph 1~10 The central frequency around which sounds are excited
783 EQ Low (EQ.L) -12~+12dB Low EQ cut and boost

EQ High (H) -12~+12dB High EQ cut and boost

For effect 28, dynamic modulation (7A-3) can be used to control the DRY:EFF mix level.
The EQ sections of this effect are active even when the effect is switched OFF. To bypass this

effect completely, select 0:No Effect.

Enhancer

29: Enhancer

This is a two-channel enhancer that includes
a delay to give a sound more spaciousness.
An enhancer makes the sound clearer and
more defined, giving the sound more
presence and bringing it up front in the mix.

Left "
O— Mi >

| EQ |
> Enhancerm Delay
Right m Mi
O—

7B Enhancer | B Erbancer £x VB Enhancer “x| VB Enhancer 4
Harm Denzite=28 | Hot Srol=81 Soh=58 DL Time=25 | EQLL+B1dB H+B1dE
7B-1 7B-2 7B-3 78B4
LCD Parameter Range Description
7B-1 Harmonic Density 1-~99 Level of the enhanced signal
7B-2 Hot Spot 1~20 The central frequency around which sounds are enhanced
7B-3 Stereo‘ Width (S.W) |[0~99 The width of the stereo image that is opened up by the delay
Delay Time (D.Time) |1 ~99 Delay time
784 EQLow (EQ.L) -12 ~ +12 dB Low EQ cut and boost
EQ High (H) -12 ~ +12dB High EQ cut and boost

For effect 29, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Distortion

30: Distortion

This effect can provide subtle distortion
through to mega power distortion. Ideal for
ripping solos. The Hot Spot and Resonance Left Mi
parameters allow you to tune in for a wah
type effect. The Hot Spot parameter can be

controlled in real time using dynamic EQ |»{ Distortion
modulation. Right Mi
o >
31: Overdrive
This effect produces a smooth overdrive. As
with the previous distortion effect, dynamic
modulation allows real time control of the Left Mi
wah filter’s Hot Spot parameter. ©
EQ I—)| Overdrive
Right ;
O M >
7B Dizt # TB Dist x| VB Dist
Drive=111 Res=88 | H.SpotB5 Levelld |EQLL+AZdBH 12dB
7B-1 7B-2 78-3
LCD Parameter Range Description
7B1 Drive (Drive) 1~111 Distortion/Overdrive level
Resonance (Res) 0~99 Gain of the resonant wah filter
782 Hot Spot (H.Spot) 0~99 Wah filter centre frequency
Out Level (Level) 0~99 Distortion output level
8- EQ Low (EQ.L) -12~+12dB Low EQ cut and boost
EQ High (H) -12~+12dB High EQ cut and boost

For effects 30 and 31, dynamic modulation (7A-3) can be used to control the Hot Spot parameter.
This is useful for creating a wah-wah type effect.
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Phaser

These are two-channel stereo phase shifters. Using delay and phase changes, they produce a
modulation effect that is clearer than chorus or flanger. These effects are especially suitable for
electric piano and guitar. Chorus and flanger produce their effects by modulating the delay time.
However, phasers, modulate the phase of the input signal, creating an effect that has a different
character to that of chorus or flanger.

32: Stereo Phaser 1

In Phaser 1, the left channel modulation
signal is in phase and the right channel L‘g >
modulation signal is out of phase. This
produces a wide stereo phaser effect.
Right
O ot
33: Stereo Phaser 2
This stereo effect contains two phasers.
In-phase modulation is fed to both channels. '-BO" >
Right
O- —>»>
TE Phazer 1 #| VB Phassr 1 3 VB Phazer 1
Marual=99 Fodéd M, 5PE.69Hz | FE+7S SIH
7B-1 7B-2 78-3
LCD Parameter Range Description
The central frequency around which phase shifting is
7B-1 Manual (Manual) 0~99 concentrated
7B-2 Mod Depth (Mod) 0~99 Modulation depth
Mod Speed (M.SPO.) | 0.03 ~ 30 Hz Modulation speed
~ o The amount of phased signal that is fed back into the effect.
7B-3 Feedback (FB) 99 ~ +99% Minus values invert the feedback signal phase
Sine (SIN) .
Mod Waveform Triangle (TRY) Modulation waveform

For effects 32 and 33, dynamic modulation (7A-3) can be used to control the Mod Speed.
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Rotary Speaker

This effect simulates the rotary speaker effect that is popular for organs.

34: Rotary Speaker

The effect is popular with organ type sounds.
The rotation speed continuously cycles
between the two speed settings at a rate
determined by the Acceleration parameter.

Dynamic modulation can be used to switch
from slow to fast speed. Regardless of how
rapidly you move the controller, the rotor
speed will change at the rate specified by the

Acceleration parameter.

Left

Rotary Speaker

Right .
M
O~ -

7B Rot.SFk *1 B Rot. Sek 7
Uibtato Derth=09 | Acceleration=084 | S

23]

78-1 7B-2

LCD Parameter

Range

Description

7B-1 Vibrato Depth_ (Vibrato

Depth)

0~15

Effect depth

Acceleration
782 (Acceleration)

1~15

Time taken to change from one speed to the other

Slow Speed (S)

1~99

Slow rotation speed

78-3

Fast Speed (F)

t~99

Fast rotation speed

For effect 34, dynamic modulation (7A-3) can be used to switch from slow to fast speed.
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Tremolo
This effect cyclically varies the volume.
35: Auto Pan
This effect pans the signal continuously
: Lett
across the stereo image. The speed of S—I_E_Q—\r >

panning (Mod Speed) can be set relative to
song tempo, or left to produce a natural drift

across the stereo image.

36: Tremolo

The tremolo effect modulates the signal
amplitude to produce regular variations in

volume level.

Auto Pan

Auto Pan

Tremolo

( Mod

Y
\

Tremolo

7B Auto Fan 2| FE Ruta Pan x| VB Auto Pan
SIH ModShare+99 ModS8 M,SP1.5%Hz | ER, L+38dE H+95dE
7B-1 7B-2 7B-3
LCD Parameter Range Description
Sine (SIN) .
Mod Waveform Triangle (TRI) Modulation waveform
Signal Level ModShape
ModShape =-99

7B-1 s ModShape =0

Mod Shape (Mod - ModShape =+99

Shape) -99 ~ +99

— >

78-2 Mod Depth (Mod) 0-~99 Modulation depth

Mod Speed (M.SP) 0.03 ~ 30 Hz Modulation speed
783 EQ Low (EQ.L) -12 ~+12dB Low EQ cut and boost

EQ High (H) -12 ~+12dB High EQ cut and boost

For effects 35 and 36, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
The EQ sections of this effect are active even when the effect is switched OFF. To bypass this

effect completely, select 0:No Effect.
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Parametric EQ

37: Parametric EQ

This is a 3-band parametric equalizer, with

independent gain and frequency controls for ‘-9:“ . Mi >
. each band. The width of the mid-frequency
band can also be adjusted.
3-
Mi
4,

Band EQ
Right
O

Low Gain Mid Gain High Gain

e +12 d

[+3 dB

- ~-3dB
Mid Width

~12d8

|

| ] 1
Low Mid High
Freq Freq Freq

7B Para. EQ #| 7B Para. E& 43| 7B Para. EQ ¥ 7B Para. EG 4
LowFr«12 Gain+lZ | MidFr«82 Gain+ls | Hidilidth=50 Hi Fr«Z8 GaintlZ
7B-1 78-2 7B-3 784

LCD Parameter Range - Description
781 Low Freq (LowFrq) 0~29 Low cutoff freqqency .
Low Gain (Gain) -12 ~+12dB Low EQ cut and boost
782 Mifi Freq (MidFrq) 0~99 Mid center frequency
o Mid Gain (Gain) -12 ~ +12dB Mid EQ cut and boost
7B-3 Mid Width (MidwWidth) |.0 ~ 99 Mid band width
7B4 High Freq (Hi Frq) 0~29 High cutoft frequency
i High Gain (Gain) -12~+12dB High EQ cut and boost

For effect 37, dynamic modulation (7A-3) can be used to control the Mid Freq parameter. This is
useful for creating a wah type effect. '
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Combination Effects: Serial

In effects 38 and 39, a mono input-stereo output chorus/flanger is connected in series with a stereo

delay.
38: Chorus-Delay
This effect consists of a chorus and delay in
series. The input signals are summed, then Left
fed to two chorus units. The modulation ©
signals fed to each chorus are 90 degrees out
of phase with each other. Feedback
parameters are available for both chorus and
delay.
Right
O
39: Flanger-Delay
This effect consists of a flanger and delay in
series. The input signals are summed, then Lot i
fed to two flanger units. The modulation o Foodbeoh . Foadback
signals fed to each flanger are 90 degrees out it codbas
of phase with each other. Feedback A 51 Flanger Delay
parameters are available for both flanger and Mod
A | Flanger Delay
delay.
Right Feedback Feedback Mi
7E Chor-Dlg 2 VB Chor-Dlw k| VB Chor-Dlag 4
Cho DTilms FE+HLA | Cho, ModS8 M.SP20 | 01w, DT116 FE-18
78-1 78-2 78-3
Chorus, Flanger
LCD Parameter Range Description
Delay Time (Cho.DT) {0~ 50 ms Chorus/Flanger delay time
7B-1 The amount of effected signal that is fed back into the effect.
Feedback (FB) 99 ~ +99% Minus values invert the feedback signal phase
780 Mod Depth (Cho.Mod)| 0 ~ 99 Modulation depth
Mod Speed (M.SP) 1~99 Modulation speed
Delay
LCD Parameter Range Description
| Delay Time (DIy.DT) | 0~ 450 ms Delay time (set in 2 ms steps)
78-3 o The amount of delay signal that is fed back into the effect.
Delay Feedback (FB) | ~99 ~ +99% Minus values invert the feedback signal phase

For effects 38 and 39, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Combination Effects: Parallel

All of the effects subsequent to this point (40-47) can be used in parallel combinations, so that
separate effects can be used on two different channels.

For Example: When 40 (Delay/Hall Reverb) is selected for the parallel-connection model of the
FX1 and 43 (Delay/Flanger) for the FX2.

FX 1
A —» Delay )UMONO
B —>» Hall )H
FX 2
c—3 Delay PAN 3
D _H Flanger PAN 4

For information on the various Effects, please refer to the descriptions for 1 to 34.
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Mono Delay/Reverb
40: Delay/Hall Reverb
This effect consists of two independent Loft
effects: delay on the left channel and hall O Mi
type reverb on the right. Feedback
Right Mi
O~ - >
41: Delay/Room Reverb
This effect consists of two independent
effects: delay on the left channel and room
type reverb on the right.
FE Delawil} »| 7B Delawcl) #| FB O Halldm: L3 7B DelagiRs 8
TimeZ38ms FB+58 | H.Derld Time3.5s H.Dmrd4d | P.D19B55ms
7B-1 7B-2 78-3 78-4
Delay
LCD Parameter Range Description
Delay Time (Time) 0 ~ 500 ms Delay time
7B-1 . The amount of delay signal that is fed back into the effect.
Feedback (FB) —99 ~ +99% Minus values invert the feedback signal phase
7B-2 High Damp (H.Dmp) |0 ~ 99% High frequency decay
Hall, Room
LCD Parameter Range Description
. ) 0.2 ~ 9.9 sec (Hall) . . .
Reverb Time (Time) The time over which the reverb effect will last
0.2 ~ 4.9 sec (Room)
78-3 High frequency decay
High Damp (H.Dmp) | 0 ~99% 0 = bright reverb
99 = dark reverb
7B-4 Pre Delay (PDly) 0~ 150 ms -rzf'fe gt(ia‘l)a:'); between the original sound and the early

For effects 40 and 41, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Mono Delay/Modulated Delay

42: Delay/Chorus

This effect consists of two independent

Left

effects: delay on the left channel and chorus O Mi
on the l'lght. Feedback
=
YBE Delasil) VB Delasil) x| VB ChorusdRY <3| PB ChorusiRy £
TimeZ8ms FE+58 [ H.Omeld Modéd M. 5P8.268Hz | TRI
78-1 7B8-2 78-3 78-4
Delay
LCD Parameter Range Description
Delay Time (Time) 0 ~ 500 ms Delay time
7B-1 o The amount of delay signal that is fed back into the effect.
Feedback (FB) 99~ +99% Minus values invert the feedback signal phase
78-2 High Damp (H.Dmp) | 0 ~99% High frequency decay
Chorus
LCD Parameter Range Description
783 Mod Depth (Mod) 0 ~99% Modulation depth
Mod Speed (M.SP) 0.03 ~ 30 Hz Modulation speed
Sine (SIN) .
78-4 Mod Waveform Triangle (TRI) Modulation waveform

For effect 42, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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43: Delay/Flanger

This effect consists of two effects: delay on
the left channel and flanger on the right.

Left . Mi

Feedback

-

k
Right Feedbacl i
O >
7B Delawils 2| 7B Delawi(l) {»| 7B Flanger(R» <>| 7B FlanderiR
TimeZSns FE+58 | H.Dmeld Mod?@ M. SPE,. 18Hz | FBE-7S
7B-1 7B-2 78-3 784
Delay .
LCD Parameter Range Description
Delay Time (Time) 0~500ms Delay time
78-1 The amount of delay signal that is fed back into the effect.
Feedback (FB) —99 ~ +99% Minus values invert the feedback signal phase
7B-2 High Damp (H.Dmp) | 0 ~99% High frequency decay
Flanger
LCD Parameter Range Description
7B-3 Mod Depth (Mod) 0 ~99% Modulation depth
Mod Speed (M.SP) 0.03 ~ 30 Hz Modulation speed
The amount of effected signal that is fed back into the effect.
~ 0,
784 Feedback (FB) —99 -~ +99% Minus values invert the feedback signal phase

For effect 43, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Mono Delay/Distortion, Overdrive

44: Delay/Distortion

This effect consists of two effects: delay on

the left channel and distortion on the right.
Mi

Feedback

45: Delay/Overdrive

This effect consists of two effects: delay on

the left channel and overdrive on the right.
Left

Feedback

Right

O——— Overdive }——>

VE Delagil) ¥ VB DistiR) <3| 7B DistiRy - :
TimeZ%58ms FE+48 | Drive=111 Res=F3 | H.Srot58 Leve 1S
7B-1 7B-2 78-3
Delay
LCD Parameter Range Description
Delay Time (Time) 0~ 500 ms Delay time
7B-1 The amount of delay signal that is fed back into the effect
- ~ 9/ .
Feedback (FB) 99 ~ +99% Minus values invert the feedback signal phase
Distortion, Overdrive
LCD Parameter Range Description
7B-2 Drive (Drive) 1~111 Distortion/Overdrive level
Resonance (Res) 0~99 Gain of the resonant wabh filter
78-3 Hot Spot (H.Spot) 1~99 The wabh filter frequency where it all happens
Level (Level) 1~99 Distortion output level
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Mono Delay/Phaser
46: Delay/Phaser

This effect consists of two effects: delay on
the left channel and phaser on the right. O

Feedback

Feedback

Right "
O- M >
7B Delagill »1 Ve Delagil) x| B PhazeriRy {3 VB PhasercR:
TimeZ58ms FE+58 | H.Dmneld Moded M, 5PE.6%Hz | FB-FS
78-1 7B-2 7B-3 784
Delay
LCD Parameter Range Description
Delay Time (Time) 0 ~ 500 ms Delay time .
7B-1 o The amount of delay signal that is fed back into the effect.
Feedback (FB) 99 ~ +99% Minus values invert the feedback signal phase
7B-2 High Damp (H.Dmp) | 0 ~ 99% High frequency decay
Phaser
LCD Parameter Range Description
78-3 Mod Depth (Mod) 0~ 99% Modulation depth
Mod Speed (M.SP) 0.03 ~30Hz Modulation speed
The amount of phased signal that is fed back into the effect.
784 Feedback (FB) 99 ~ +99% Minus values invert the feedback signal phase

For effect 46, dynamic modulation (7A-3) can be used to control the DRY:EFF balance.
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Mono Delay/Rotary
47: Delay/Rotary Speaker

This effect consists of two effects: delay on Lt
the left channel and rotary speaker on the O— Mi >
right. Feedback
Rotary.
’ > Speaker
Right "
o M >
7B Delagdl » FE Rot.SPORY <3 7B Rob. SPCR: <
TimeZS0m= FE+48 | Acceleration=84 | Sreed 5=I3 F=70
78-1 7B-2 7B-3
Delay
LCD Parameter Range Description
Delay Time (Time) 0 ~ 500 ms Delay time
78-1 The amount of delay signal that is fed back into the effect.
Feedback (FB) —99 ~ +99% Minus values invert the feedback signal phase
Rotary Speaker
LCD Parameter Range Description
Acceleration ] )
7B-2 (Acceleration) 1~156 Time taken to change from one speed to the other
7B-6 Siow Speed (S) 1~99 Slow rotation speed
Fast Speed (F) 1~99 Fast rotation speed

For effect 47, dynamic modulation (7A-3) can be used to switch the speed change direction.
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Effect Parameter Table

Reverb Time Pre Delay E.R Level High Damp

1 | Hall 0.2 ~ 9.9 sec (2.3) | 0~200ms (60) |0~99 (62) | 0~99% (31)

2 Ensemble Hall 0.2 ~9.9 sec (3.1) | 0~200ms (15) [ 0~99 (23) | 0~99% (32)

3 | Concert Hall 0.2 ~ 9.9 sec (3.3) | 0~200ms (80) | 0~99 (46) | 0~99% (41)

4 | Room 0.2 ~ 4.9 sec (1.3) | 0~200 ms (8) | 0~99 (68) | 0~99% (36)

5 | Large Room 0.2~4.9sec (2.4) | 0~200ms (25) | 0~99 {51) | 0~99% (32)

6 | Live Stage 0.2~ 4.9sec (22) |0~200ms (12) [0~99 (81) | 0~99% (36)

7 Wet Plate 0-~99 (59) | 0~200ms 29) |1~10 (7) | 0~99% (51)

8 Dry Plate 0~99 (30) | 0~200ms (26) | 1~10 (5) | 0~99% (47)

9 Spring Reverb 0~99 (25) | 0 ~200ms 0 |1~10 (9) |0~99% (30)
E.R Time Pre Delay

10 | Early Reflection 1 100 ~ 800 ms (220) 0~200ms (0)

1 Early Reflection 2 100 ~ 800 ms (180) 0~200 ms (30)

12 | Early Reflection 3 100 ~ 800 ms (300) 0 ~ 200 ms (90)
Delay Time L Delay Time R Feedback High Damp

13 | Stereo Delay 0 ~ 500 ms (185) | 0~ 500 ms (370) | -99 ~ +99% (-40) { 0~99% (10)

14 | Cross Delay 0 ~ 500 ms (190) | 0 ~ 500 ms (380) | 99 ~ +99% (+40) | 0~99% (10)
Delay Time L Feedback L High Damp L Dry:Effect Mix L

15 | Dual Mono Delay 0 ~ 500 ms (20) | ~99 ~ +99% (0) | 0~99% (0) | Dry ~ Effect (50:50)
Delay Time 1 Delay Time 2 Feedback

16 | Multi-Tap Delay 1 0 ~ 500 ms (175) | 0~ 500 ms (350) 99 ~ +99% (+30)

17 | Multi-Tap Delay 2 0 ~ 500 ms (200) | 0 ~ 500 ms (400) -99 ~ +99% (0)

18 | Multi-Tap Delay 3 0 ~ 500 ms (250) | O ~ 500 ms (500) -99 ~ +99% (+20)
Delay Time Mod Speed Mod Depth Mod Wavetorm

19 | Chorus 1 0 ~ 200 ms (3) |0.03~30Hz (0.33) [0~99 (99) | SIN, TRI (TRI)

20 | Chorus 2 0 ~ 200 ms (2) ]0.03~30Hz (0.42) | 0~99 (84) | SIN, TRI (TRI)
Delay Time L Delay Time R Mod Speed Mod Depth

21 | Quadrature Chorus 0~ 250 ms (24) | 0~250ms (12) | @1~99 (30) {0~99 (50)

22 | Crossover Chorus 0 ~ 250 ms (2) 10~250ms (24) | @ 1~99 (16) | 0~99 (99)
Delay Time L Delay Time R Mod Speed

23 | Harmonic Chorus 0 ~ 500 ms (4) | 0~ 500ms (12) @1~99 (36)
Mod Depth

24 | Symphonic Ensemble | 0 ~ 99 (92)
Delay Time Mod Depth Mod Speed

25 | Flanger 1 0 ~200ms (5) |0~99 (50) | @1~99 (20)

26 | Flanger 2 0 ~200ms (24) 1 0~99 99 @ 1~99 (42)

27 | Crossover Flanger 0 ~ 200 ms (1) {0~99 60) | @1~99 (22)
Blend Emphatic Point

28 | Exciter -99 ~ +99 (+60) 1~10 (1)
Harmonic Density Hot Spot Stereo Width Delay Time

29 | Enhancer 1~99 (28) {1~20 (3 |0~99 85) {1~99 (25)
Drive Hot Spot Resonance EQ Low

30 | Distortion 1~11 (107) ([ @ 0~99 (99) | 0~99 (7) | -12~+12dB (0)

31 | Overdrive 1~111 (85) | @ 0~99 (70) | 0~99 (63) | -12~+12dB (0)
Manual Mod Speed Mod Depth Feedback

32 | Stereo Phaser 1 0~99 (98) | @ 0.03~30Hz (0.24) | 0~99 (90) | -99 ~ +99% (+96)

33 | Stereoc Phaser 2 0~99 (96) | @ 0.03~30Hz (0.24) |{0~99 (90) [ -99 ~ +99% (+90)
Vibrato Depth Acceleration Slow Speed

34 | Rotary Speaker kK 0-~15 ) 1-~15 (12) [1~99 (25)
Mod Waveform Mod Wave Shape Mod Speed Mod Depth

35 | Auto Pan SIN, TRI (TRI) | -99 ~ +99 (+96) | 0.03 ~ 30 Hz (0.21) {0~99 (96)

36 | Tremolo SIN, TRI (TRI) | -99 ~ +99 (~99) | 0.03 ~ 30 Hz (39) [0~99 (99)
Low Freq Low Gain Mid Freq Riid Gain

37 [ Parametric EQ 0~29 (15) {-12~+12dB (+6) | @ 0~99 (50) | -12 ~+12dB (+6)
Fig/Cho Delay Fig/Cho Feedback Mod Speed Mod Depth

38 | Chorus-Delay 0~50ms (24) | 99 ~ +99% (+24) [ 1~99 (12) | 0~99 (75)

39 | Flanger-Delay 0 ~50ms (1) | -99 ~ +99% (+80) | 1 ~99 (4) |0~99 (99)
Delay Time Feedback High Damp Dry:Effect Mix

40 | Delay/Hall Reverb 0 ~ 500 ms (30) | -99 ~ +99% (0) |0-~99% (0) )| @Dry~Effect  (FX)

41 | Delay/Room Reverb 0 ~ 500 ms (20) | -99 ~ +99% (0) | 0~99% (0) | @ Dry ~ Effect  (FX)
Delay Time Feedback High Damp Dry:Effect Mix

42 | Delay/Chorus 0 ~ 500 ms (220) | 99 ~ +99% (+15) | 0 ~99% (50) | @ Dry ~ Effect (70:30)
Delay Time Feedback High Damp Dry:Effect Mix

43 [DelaylFIanger 0 ~ 500 ms (400) | -99 ~ +99% (+20) | 0~99% (60) | @ Dry ~ Effect (70:30)
Delay Time Feedback Dry:Effect Mix

44 | Delay/Distortion 0 ~ 500 ms (250) | -99 -~ +99% (+40) @ Dry ~ Effect (79:21)

45 | Delay/Overdrive 0 ~ 500 ms (350) | -99 ~ +99% (+50) @ Dry - Effect (75:25)
Delay Time Feedback High Damp Dry:Effect Mix

46_| Delay/Phaser 0 ~ 500 ms (300) [ -99 ~ +99% (+15) | 0~99% (60) | @ Dry ~ Effect (60:40)
Delay Time Feedback Dry:Effect Mix

47 | Delay/Rotary Speakersk | 0 ~ 500 ms (280) | -99 ~ +99% (+15) Dry ~ Effect (70:30)

® A parameter that can be controlled using dynamic modulation

* Dynamic modulation can be used to change the speed cycle direction
Values in parenthesis indicate the initial parameter value
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(-8) | 12~ +12dB (-1) | @ Dry ~ Effect (80:20)

12~ +12dB 1) |-12~+12dB (=3) | @ Dry - Effect (80:20)
12~ +120B (2) | -12~+12dB (4) | @ Dry - Effect (80:20)
12~ +12dB (#1) |[-12-~+12dB (+2) | @ Dry - Effect (78:22)
12~ +12dB (=1) | -12~+12dB (+2) | @ Dry - Effect (78:22)
12~ +12dB (3B) | -12-+12dB (a) | @ Dry -~ Efiect (75:25)
12~ +12dB (0 |-12-~+12dB (4) | @ Dry - Effiect (80:20)
2~ +12d8 (+2) | -12-+12dB (+2) | @ Ory - Effect (80:20)
78:22

12 ~ +12dB () | -12~+12dB (-4) | @ Dry ~ Effect (68:32)
12~ +12dB (+1) | 12~+120dB ©) | @ Dry - Effect (65:35)
12~ +12dB 0) | -12~+12dB ©) | @ Dry - Effect (75:25)

12~ +12dB ©) |-12~+12dB ©) | @ Dry - Effect (80:20)

42~ +12d8 © | -12-+12dB (0) | @ Dry - Effect (80:20)
0 ~ 500 ms @0) | -99 ~ +99% ©) |0-~99%
- g
12~ + ©) | -12-+12 (80:20)
12~ +12dB © | 12-+12dB ©) | @ Dry - Effect (70:30)
12~ +12dB © |-12~+i2dB ©) | @ Dry - Effect (75:25)

(50:50)

12~ +12dB +4) | -12-+12dB (+4) | @ Dry - Effect (50:50)
A2~ +12dB @ Dry - Efiect _(60:40)
SHioh gg et
T+10~S+10  (T+00) | -12-~+12dB 12 -~ +12dB (50:50)
T+10-5+10 _ (T+00) | 12~ +123dB 2 - +12dB (50:50)
0-~99 99 [o-~18 @® | | Ory~Effet  (26:75)
1

Dy
[ [-12~+12dB (0 [-12~+12dB (0) @ Dry ~ Effect (67:33)

—99 ~ +99% (+80) | -12~+12dB © |-12~+12dB (0) | Dry~Efiect  (50:50)
—99 - +99% (+36) | -12-~+12dB (©) |-12-+12dB (0) | Dry~Efflect _ (50:50)
99 ~ +99% (+80) | 12~ +12dB (0) | -12-~+12dB (0) | Dry ~ Effect  (50:50)

L QLo _|EQHigh . = i
12~ +12 dB (+3) | -12~+12dB (+3) | @ Dry ~ Effect (50:50)

12~ +12 dB © |-12-+12dB (0) | @ Dry - Effect (50:50)

-12 ~ +12
-12 ~ +12dB

(50:50)
(50:50)

SIN, TRI
SIN, TRI

(50:50)
(50:50)

D ;
(1~-99 (69 [ 1  |Dy-~Effect (34:66) |
~+12dB
12~ +12dB
w01 High Gal
(12)
(120) -99 ~ +99% (+16) @ Dry ~ Effect
(300) | -99 ~ +99% (+30) @ Dry - Eff
FReverb Time _ |PreDelay = | HighDamp .. = | Dry:Effect Mix
0.2 ~99sec (3.0) 0-~150 ms (68) 0 ~99% (34) @ Dry ~ Effect
(1.1) 0~ 150 ms (0 0~ 99% (28) @ Dry ~ Effect
| Mod Depth , Mod Waveform ‘ Dry:EffectMix =~
(0.39) 0-~99 (99) SIN, TRI (TRI) @ Dry - Effect
~ | Mod Depth’ e Feedback ~ | Dry:Effect Mix
021) [0-~99 (96) | -99 ~ +99% (-75) @ Ory ~ Effect
Hot Spot ' Resonance Output Level
(105) 1-99 (99) 0-~99 @ 1~99
(65) 1-99 (90) 0-~99 (63) 1~99
Mod Depth Feedback Dry:Effect Mix
(0.69) 0-~99 (90) —99 ~ +99% (+99) @ Dry ~ Effect (25:75)
Slow Speed ‘Fast Speed Dry:Effect Mix
(10) 1~99 (25) 1~99 (69) @ Dry ~ Effect (30:70) |
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Chapter 6: Sequencer Mode

In Sequencer mode you can playback songs and record in real time.

Sequencer Edit mode allows you to edit your real-time recordings, record in step time, and create
patterns in either step time or real time. See “Sequencer Edit Mode” on page 110.

The X3R can also be connected to an external sequencer, and used as a 16-part multi-timbral tone
generator.

X3R Sequencer Specs
* 10 songs and 100 patterns can be held in memory simultaneously.

* 32,000 events (notes, etc.) can be recorded for the 10 songs and 100 patterns. However, one track
or pattern may contain a maximum of 16,000 events.

* A song can contain up to 16 tracks.

* A track may contain up to 999 measures.

* A pattern may contain up to 99 measures.

* Base Resolution can be either 48 PPQN or 96 PPQN.

* Effects can be set individually for each song. Program effect settings are ignored.
* Song 9 can be conformed for use with General MIDL

* Program Change messages can be used to select different Programs at any time.

* By setting a track to EXT status (“Track Status — 1B” on page 111), external MIDI devices can be
controlled by the sequencer.

* Up to 32-notes are available for all tracks simultaneously.

* All sequencer data is retained in memory when the power is off. However, we do recommend that
you save your data at regular intervals.

* Sequencer tracks respond to MIDI Controllers such as After Touch and Pitch Bend. See
“Controller Event Edit Notes” on page 122 for a list of all usable MIDI Controllers.

* Track Programs can be selected using MIDI Bank Select and Program Change messages. See
“Using MIDI to Select Programs” on page 4 for details about how the X3R responds to MIDI
Bank Select and Program Change messages
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What'’s in a Song?

The following diagram shows what’s in a song:

Inside a Song

Track 1: Wing parameters

> L/MONO

=
3.3

I Track data J
Track 2: I Setting parameters I Track data |
Track 3: ,;mng parameters L Track data I
Track 4: rSaning parameters | Track data ]
Track 5: | Setiing parameters | Track data ]
Track 6: ﬁening parameters I Track data l
Track7: | Setiing paramsters | Track data ] panAsE
Track 8: Wning parameters | Track data ] Effects
Track 9: | Setiing parameters [ Track data ] | sencan
Track 10: | Setting parameters [ Track data 1 gt RN
Track 11: | Setting parameters | Track data ]
Track 12: ITming parameters l Track data J
Track 13: | Setiing parameters [ Track data )
Track 14: [?euing parameters I Track data l
Track 15: | Setting parameters [ Track data ]
Track 16: | Setting parameters [ Track data I
Tempo Track: ﬁempo and time signature changes 4]

Setting parameters determine the playback environment. Parameters listed below that are marked
with a (*) can be adjusted and recorded by the sequencer. During playback, these adjustments will

be carried out automatically. This means that the parameter value at any point during playback

may be different to its original value. When the [RESET] button is pressed, these parameters are

reset to their original values. Setting parameters can be copied from a Combination. See “Copy
from Combination — 8E” on page 151.

Setting Parameters Track Data
Prog No. * Note on/off
Volume * Pitch Bend
Pan* After Touch
MIDI! Channel Prog Change (Include bank Select)
SendC* Poly After
SendD * Controllers (0~101)
Status
Bend Range *
Transpose *
Tune *
Vel Window

Key Window
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What’s in a Pattern?

As well as songs you can have up to 100 patterns. By making a repetitive drum phrase into a
pattern, you can save sequencer memory. Patterns can be played by putting them into tracks. Each
pattern can be used in one track only. Patterns can be from 1 to 99 measures long.

The following diagram shows what’s in a pattern:

Inside a Pattern

l Pattern parameters: time signature I Pattern data: measures l

Sequencer Data, RAM Cards, & Floppy Disks
Sequencer data on a floppy disk must be loaded before you can play or edit it.

Sequencer data on a PROG/SEQ data card can be played without loading. Although, you must
load it before editing.

A PROG/SEQ data card can store up to 7,000 events. See “Save Sequencer Data to Card — 6D” on
page 166.

If the amount of free sequencer memory is less than 77%, the sequencer data cannot be saved to
card. In this case, save to floppy disk. See “‘Save Sequencer Data — 3C” on page 184.

Ways to Record Tracks

* Real-Time Track Recording: is similar to recording on a tape machine — you select a track, start
recording, start playing, then stop. Real-time recording is carried out in Sequencer mode. See
“Real-Time Recording” on page 96.

* Step-Time Track Recording: allows you enter notes one by one — you select a position, specify
the note, its velocity, and length, then insert it into a track. Step-time recording is carried out in
Sequencer Edit mode. See “Step-Time Track Recording — 2A” on page 114.

¢ Patterns: can contain up to 99 measures. They allow you to use the same data in a number of
tracks, at various times. Patterns can be copied to tracks or put to tracks. Putting a pattern to a track
means that you do not have to duplicate (copy) the data. Thus, saving sequencer memory. Any
changes made to a put pattern will be reflected in all tracks into which that pattern has been put.
This makes it simple to, for example, update the snare drum pattern used in all choruses.

Ways to Record Patterns

* Real-time Pattern Recording: this is similar to real-time track recording except the pattern
repeats while recording, allowing you to build up patterns by overdubbing. For example, you
could record a bass drum in the first pass, a snare drum in the second, hi-hats in the third, etc.

* Step-Time Pattern Recording: allows you enter notes one by one — you select a position, specify
the note, its velocity, and length, then insert it into a pattern.

» Copy Data from a Track: you can select a number of measures from a track, and copy the data
into a pattern. The pattern can then be edited, and put or copied into other tracks. See “Get from
Track — 6B” on page 146.

Real-Time Recording & Patterns

If a pattern overlaps the specified range for real-time recording, that pattern will be opened
automatically when recording stops. However, if there is not enough sequencer memory available
to open the pattern, the options YES and NO will appear.

Press the [A/YES] button to copy the pattern data into the track, or the [ W/NO] button to discard
the data just recorded.
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Entering Sequencer Mode
1) Press the [SEQ] button.
SEQ will appear on the LCD screen.

TRACK l l L]

. 000

The numbers at the top of the display correspond to the track numbers. The number of the
currently selected track flashes. Normally, there is only one currently selected track, however, for
multitrack recording any number of tracks can be selected. When a track is muted, its number
disappears. When a track is soloed, all other track numbers disappear. A box underneath a track
number indicates that a track contains data. During playback, and when MIDI data is received,
this box will flash.

Playing Songs
This section explains how to play songs.

Songs can be in any one of three places: in the internal sequencer memory, on a PROG/SEQ data
card, or on a floppy disk. If the song that you want to play is in the sequencer memory or on a
PROG/SEQ data card, proceed to step 1. If it is on a floppy disk, you must load it into the
sequencer memory before it can be played. See “Load Sequencer Data — 1C” on page 177.

1) If you haven’t already, press the [SEQ] button to enter Sequencer mode.
2) Press function button [8]. The following LCD screen will appear.

S Hew Song

3) Use the VALUE knob, [A/YES] and [W/NO] buttons, or number keypad to select a song.
If the song is on a PROG/SEQ data card, press the [BANK] button, then select the song.
4) Press the [START/STOP] button to start playback.
Press the [START/STOP] button again to pause playback.

To continue playback, press the [START/STOP] button. Playback will continue from the point at
which playback was paused.

To return to the beginning of the song, press the [RESET] button. Tracks whose status is set to
EXT will send the corresponding MIDI Bank Select, Program Change, volume, etc., messages.
So any external MIDI devices will be ready to start playback from the first measure.

At the end of the song, playback will stop, and the song will return to the first measure. If a Next
Song has been specified, that song will played. See “Next Song — 8C” on page 150.

Playback from a Specific Measure

To start playback at a specific measure in a song, press function button [1] to select the Measure
Position & Free Memory LCD screen shown below:

Ne
a1

o
5% Free

=W

f"7 1"‘:

rr g

Position the cursor on the measure parameter (M001), use the VALUE knob, [A/YES] and
[W/NO] buttons, or number keypad to select a measure, then press the [START/STOP] button to
start playback. At the end of the song, the song will return to measure at which playback was
started. See “Measure Position & Free Memory” on page 103.
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Muting Individual Tracks
While playing a song, you can mute individual tracks.
1) Press function button [3]. The following LCD screen will appear:

Z8:Hew Song
Trdl ChigiG PLAY

2) Position the cursor on the Tr01 parameter, then use the VALUE knob, [A/YES] and [W/NO]
buttons, or number keypad to select the track that you want to mute. See “Track Program, Level,
& Pan” on page 104.

3) Position the cursor on the PLAY parameter, then use the VALUE knob or the [A/YES] and
[W/NO] buttons to select MUTE.

Set the parameter back to PLAY, for normal playback.

Soloing Individual Tracks

The solo function allows you to listen to tracks individually. To solo a track, press function button
[2] or [3], then move the cursor to “Tr”. Use the VALUE knob, the [A/YES] and [ W/NO] buttons,
or the number keypad to select a track, then double-click function button [2]; SOLO will appear
on the LCD. The currently selected track only will be heard. To listen to other tracks, select the Tr
parameter on the LCD screen, and use the VALUE knob, [A/YES] and [W/NO] buttons, or

number keypad.
On the LCD screen shown below, track 3 has been soloed.
TRACK » ;9\- L]

SEQ M

To cancel the solo function, double-click function button [2] (TRACK).

Song Playback Notes
You can edit a song’s effect settings during playback. This allows you to try different effects and
edit effect parameters, just like a mixdown on a real mixing console. Press the [EDIT] button, then
function button [7] to access the effects. See “Effects 7A ~ 7G” on page 148.

Program, level, and pan parameters can also be edited during playback. See “Track Program,
Level, & Pan” on page 104.

Note: If you sometimes use an external MIDI clock to synchronize the X3R sequencer, remember
to set the X3R’s Clock Source back to INT when not using that external clock. Otherwise, the X3R
will not playback. See “Global MIDI Channel & MIDI Clock Source — 3A” on page 158.

Erase All Sequencer Data

To erase all the sequencer data, power on the X3R while pressing the [SEQ] button and function
button [8] (DELETE); Sequencer free memory will become 100%.

Note: This will erase the 10 songs and 100 patterns, and the setting parameters will be
initialized. So make sure that you save your important data to either floppy disk or card
beforehand. See “Save Programs & Combinations to Card — 6C” on page 165, “Save Sequencer
Data to Card — 6D” on page 166, and “Save All Data — 3A” on page 183.



96

Chapter 6: Sequencer Mode

Real-Time Recording

This section explains how to record in real time.
1) Connect a MIDI keyboard, such as the Korg X3, to the X3R MIDI IN connection.
2) Press the [SEQ] button to enter Sequencer mode.

3) Press function button [1], and check the amount of free memory. If you think there in not enough
free sequencer memory for your new song, save another song to floppy disk (“Save Sequencer
Data — 3C” on page 184) or a PROG/SEQ data card (“Save Sequencer Data to Card — 6D” on
page 166), then erase it (“Erase Song ~2G” on page 127). Alternatively, see “Erase All Sequencer
Data” on page 95. This will free up some sequencer memory.

4) Press function button [8]. The following LCD screen will appear:

S SOHG

5) Use the VALUE knob, [A/YES] and [V/NO] buttons, or number keypad to select a new song.

6) Now you must set the song’s base resolution, because once you record something, it cannot be
changed. Press the [EDIT] button to enter Sequencer Edit mode, then locate the LCD screen
shown below, 8B:

Set the base resolution to either 1/48 or 1/96. See “Song Base Resolution — 8B” on page 149 for
full details.

7) Press the [SEQ] button to return to Sequencer mode.
8) Press function button [2]. The following LCD screen will appear:

Gi:Fiano
Tral RBE 127 CHT

9) Select a track for recording. Then select a Program, and set the level and pan parameters. See
“Track Program, Level, & Pan” on page 104 for full details. If you change any of these parameters
while recording, that change will be recorded.

If you want to record a GM (General MIDI) compatible song, see “GM Song Mode ~ 8F” on
page 152.

If you are recording a new song, ignore this step. If you are re-recording tracks, make sure that the
track protect parameter is set to off. See “Track Status — 1B” on page 111.

If you want to record using quantize, see“Real-Time Quantize” on page 108.
If you want to use the metronome, see “Metronome” on page 108.

10) Press the [REC/WRITE] button.
The word REC will appear on the LCD screen.

11) Press function button [4]. The following LCD screen will appear:

Gi:Piano
J=12B HAN B4.-84

Set the song tempo and time signature parameters as required.
12) Press function button [7). The following LCD screen will appear:

OUWR
MultiREC: OFF

If you want to record one track only, set the MultiREC parameter to OFF. If you want to record
on more than one track simultaneously, set it to ON. See “Multitrack Recording ~ MultiREC” on
page 101 for more details about multitrack recording.
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Move the cursor to the Recording mode parameter (in this case OVWR), then use the VALUE
knob or the [A/YES] and [ W/NO] buttons to select a Recording mode. See “Recording Mode” on
page 109.

What you do next depends on the Recording mode that you selected. See the following
explanations of each Recording mode.

Overwriting —- OVWR

In this Recording mode, any existing data in the selected track will be overwritten (lost) from the
measure at which you start recording.

1) Follow the steps for “Real-Time Recording” on page 96, and select OVWR as the Recording
mode.

2) To select the start measure, press function button [1]. The following LCD screen will appear:

i

i5H
il BE5Y Free

I

Position the cursor on the measure parameter (M001), use the VALUE knob, [4/YES] and
[W/NO] buttons, or number keypad to select a measure.

3) Press the [START/STOP] button.

After the specified count-in (“Metronome — 8D” on page 150), recording will begin. Other tracks
that contain data will play depending their Track Status (“Track Status — 1B” on page 111).

4) To stop recording, press the [START/STOP] button.

The song will be returned to the measure at which recording started. Simply press the
[START/STOP] button again to start playback.

If you record on a section of a track that contained a put pattern, the pattern data and the new data
will be added to the track.

Overdubbing - OVDB

In this Recording mode, any existing data in the selected track will be merged with new data.

1) Follow the steps for “Real-Time Recording” on page 96, and select OVDB as the Recording
mode.

2) To select the start measure, press function button [1]. The following LCD screen will appear:

S

Maal  B8E5% Free
Position the cursor on the measure parameter (M001), use the VALUE knob, [A/YES] and
[W/NO] buttons, or number keypad to select a measure.

3) Press the [START/STOP] button.

After the specified count-in (“Metronome — 8D” on page 150), recording will begin. Other tracks
that contain data will play depending their Track Status (“Track Status — 1B” on page 111).

4) To stop recording, press the [START/STOP] button.

The song will be returned to the measure at which recording started. Simply press the
[START/STOP] button to start playback.

If you record on a section of a track that contained a put pattern, the pattern data and the new data
will be added to the track.
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Auto Punch In/Out Recording - AUTP

1)

2)

3)

4)

In this Recording mode, you can re-record a specified measure(s) on a track that already contains
data. The old data will be deleted.

Follow the steps for “Real-Time Recording” on page 96, and select AUTP as the Recording mode.
As shown on the L.CD screen below, the options for punch in and punch out measures will appear.

RUTF Mgl 81
Mult.iREC: OFF

Use the VALUE knob or [A/YES] and [ W/NO] buttons to specify the punch in and punch out
measures.

Press function button [1]. The following LCD screen will appear:

Position the cursor on the measure parameter (M001), and select a measure that is several
measures before the specified punch in measure.

Press the [START/STOP] button.

After the specified count-in (“Metronome — 8D” on page 150), playback will begin.

When the specified punch in measure is reached, recording will begin.

When the specified punch out measure is reached, recording will stop (playback will continue).
Press the [START/STOP] button to stop playback.

The song will be returned to the measure at which recording started. Simply press the
[START/STOP] button to start playback. If you don’t like what you just recorded and you want to
do it again, return to step 3.

If you punch in/out on measures that contain Controller data such as Pitch Bend or Damper Pedal,
leaving the Controller stuck at a value other than that of its natural resting place, you will probably
have to use the Event Edit function to set correct the data. Alternatively, erase the Controller data.

If you record on a section of a track that contained a put pattern (more than two measures), the
pattern data and the new data will be added to the track.
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Manual Punch In/Out Recording - MANP

This Recording mode is similar to Auto punch in/out, except that you use the [REC/WRITE]
button or a pedal switch to punch in/out when you like.

1) Follow the steps for “Real-Time Recording” on page 96, except step 10 (do not press the
[REC/WRITE] button), and select MANP as the recording mode.

2) Press function button [1]. The following LCD screen will appear:

S8:Hew Song
MEal  8e5% Fres

Position the cursor on the measure parameter (M001), and select a measure that is several
measures before the point at which you want to manually punch in.

3) Press the [START/STOP] button.
Playback will begin.

4) When the point at which you want to punch in is reached, press the [REC/WRITE] button to start
recording.

5) To stop recording, press the [REC/WRITE] button again.

Steps 4 and 5 can also be performed using a pedal switch. Connect an optional Korg PS-1 or PS-2
pedal switch to the ASSIGNABLE PEDAL/SW connection. Then, in Global mode, assign the
pedal to SEQ punch in/out. See “Assignable Pedal/SW Setup — 8B” on page 171. Instead of
pressing the [REC/WRITE] button in steps 4 and 5, press the pedal switch.

If you punch in/out at a point that contains Controller data such as Pitch Bend or Damper Pedal,
leaving the Controller stuck at a value other than that of its natural resting place, you will probably
have to use the Event Edit function to set correct the data. Alternatively, erase the Controller data.

If you record on a section of a track that contained a put pattern (more than two measures), the
pattern data and the new data will be added to the track.
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Loop Recording - LOOP

Y

2)

3)

4

In this Recording mode, a specified number of measures are played continuously (looped), and
you can add and remove new data as you like.

Follow the steps for “Real-Time Recording” on page 96, and select LOOP as the recording mode.
As shown on the LCD screen below, the options for loop start and end measures will appear.

LOOP Meal »861

Use the VALUE knob or [A/YES] and [¥/NO] buttons to specify the punch in and punch out
measures.

Press function button [1]. The following LCD screen will appear:

S Hew Song
MEEl B85k Free

Position the cursor on the measure parameter (M0O01), and select a measure that is several
measures before the specified loop start measure.

Press the [START/STOP] button.

After the specified count-in (“Metronome — 8D” on page 150), playback will begin. The measure
is shown in the center of the LCD.

When the specified loop start measure is reached, recording will begin.

When the specified loop end measure is reached, recording will restart from the specified loop
start measure. Data that is recorded on subsequent passes through the specified loop will be
merged (overdubbed) with any existing data.

To stop recording, press the [START/STOP] button. Simply press the [START/STOP] button to
start playback. If you don’t like what you just recorded and you want to do it again, return to step 3.

If you record on a section of a track that contained a put pattern (more than two measures), the
pattern data and the new data will be added to the track.

Deleting All Data while Loop Recording

While loop recording is in progress, press and hold down function button [8] (DELETE). For the
time that you hold down the button, all data will be deleted. Release the button to stop deleting.

Deleting Specific Data while Loop Recording

When you start loop recording, what you play is added (overdubbed) to the any existing data, and
the word [ADD] is shown on the bottom line of the LCD screen. By positioning the cursor on
[ADD], and pressing the [A/YES] button, you can select [RMV]. In this mode, any note data
corresponding to a keyboard key that you press and hold will be deleted for the time that you hold
down that key. Record looping must actually be in progress to use this function.

Note: When Loop Recording mode is selected, playback also loops.
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Multitrack Recording — MultiREC

D

2)
3)

4)
5)
6)

Normally, you will record one track at a time. If, however, you want to record a number of tracks
simultaneously, for example, you want to record a number of tracks from another MIDI sequencer,
etc., you need to use the MultiREC mode. In this mode, MIDI data received via the MIDI IN
connection will be recorded onto tracks whose MIDI Channels correspond the MIDI Channels
used by the incoming data.

In Global mode, set the Clock Source parameter to EXT. See “Global MIDI Channel & MIDI
Clock Source — 3A” on page 158.

It is important that the X3R uses the external sequencer’s MIDI clock, otherwise, data may not be
recorded correctly.

Press the [SEQ] button to enter Sequencer mode.

Press function button [7] to select the Recording mode LCD screen, then set the MultiREC
parameter to ON.

Select which tracks you want to record, play, or be muted. See “Track MIDI Channel & Mode”
on page 105.

Follow the steps for “Real-Time Recording” on page 96, and select a Recording mode.
You cannot select LOOP for MultiREC.

DOLWR
MulLiREC: OH

Press function button [3] to select the track that you want to record, play, or mute.
Press the [REC/WRITE] button to enter Record Ready mode.
Start playback on the external sequencer.

The X3R sequencer will automatically start recording. This is because the external sequencer
sends a MIDI Start message to the X3R.

To stop recording, press the [START/STOP] button, or stop the external sequencer.

The X3R sequencer will automatically stop recording. This is because the external sequencer
sends a MIDI Stop message to the X3R.

The X3R sequencer can record the following types of MIDI data from an external device:

Note On/Off

Pitch Bend

Program Change

Channel Pressure After Touch

Polyphonic Key Pressure After Touch
Controllers 0 ~ 101

If one track on the external sequencer contains far more data than the other tracks, a memory full
message may appear even though there is enough free sequencer memory. In this case, mute the
large track, record the other tracks, then record the large track after.

See “Controller Event Edit Notes” on page 122 for a list of X3R compatible MIDI Controllers.
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Synchronization

The X3R sequencer can be synchronized to other MIDI devices such as sequencers, drum
machines, etc. This allows you to start and stop the X3R by using the start and stop buttons on the
master MIDI device.

The MIDI Clock source of the master device is set to INT (internal), and the X3R is set to EXT
(external). See “Global MIDI Channel & MIDI Clock Source — 3A” on page 158. Refer to the
manual of your other MIDI device for details about selecting MIDI clock sources.

The MIDI OUT of the master device should be connected to the MIDI IN of the X3R, as shown
below: {

Master
MIDI Clock source: INT

IMIDI ouT

ditdldbbidbdbdl bl

l MIDJ IN
:QQQ@E 099 §§ E X3R
, O  Hase L Slave

Becmeems = 9] MIDI Clock source: EXT

The X3R will start and stop when the corresponding functions on the master device are executed.
The tempo of the X3R is determined by the tempo of the master device.

When the X3R is used as a 16-part multi-timbral tone generator with an external MIDI sequencer,
Track Program numbers should be set to match those of the corresponding sequencer tracks. To
playback GM song data, you should execute the “GM Song Mode - 8F” function on page 152
beforehand. In this case, you don’t have to match up the Program numbers. In Sequencer mode
(1B), Set the Track Status to either INT or BOTH.

Combinations allow you to use the X3R as an 8-part multi-timbral tone generator.

Note: When song data that contains a GM System ON message is received, song 9 is conformed
to the GM Standard.
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Real-Time Record/Play Parameters

Measure Position & Free Memory

These parameters indicate the current measure and the amount of free sequencer memory.

<
p=

&

AiHew Song
GE1 168N Free

[1] Measure

Function
Button

Parameter

Range

Description

]

Measure Position (M)

001 ~ 999

Indicates and selects the current measure

The current measure is also indicated by the three large digits in the middle of the LCD screen.

On the bottom line of the LCD screen the amount of free sequencer memory is shown (1% is
approximately 320 events).
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Track Program, Level, & Pan
These parameters allows you to select a Program and set the volume level and pan for each track.

GEliPianc
Trel A8 127 CHT
[2] Track
Function e
Button Parameter Range Description
Track (Tr) 1~16 Select a track for recording, editing, soloing, etc
OFF
A0O ~ A99
B0OO ~ B99
Program €00 ~ C99 Select a Program for each track
21 D00 ~ D99
GO1 ~ 136
Level 0~127 Set the level for each track
OFF, A, 14A ~ CNT ~
Pan 14B, B, PRG Set the pan for each track

Track: this parameter allows you to select a track for recording — the current track. The
corresponding track number flashes at the top of the LCD screen. Press function button [3] to set
the X3R MIDI Channel to the same MIDI Channel as that of the connected MIDI keyboard.

1.2 3 355 8 9 16
TRACK = N

SEQ

Program: this parameter allows you to select a Program for each track. Programs can also be
selected using MIDI Program Change messages. See “Using MIDI to Select Programs” on page 4.

Level: this parameter allows you to set the level of each track. When the X3R receives MIDI
Controller No. 7 Volume, this setting will be changed. The actual volume is determined by this
setting multiplied by the Expression (No. 11) MIDI Controller data.

Pan: when PRG is selected, the selected Program’s pan settings will be used. See “Oscillatorl

Setup — 1B” on page 10 and “Oscillator2 Setup — 1C” on page 12. If the selected Program is using
a drum kit, the pan settings that have been set in Global mode will be used. See “Drum Kit Setup1
—7A” on page 167. For Double mode Programs, the pan settings of each oscillator will be used.

For a setting other than OFF or PRG, these parameters can be controlled using MIDI Controller
No. 10 Panpot. See “MIDI Panpot, Send Data” on page 124 for details about the relationship
between panpot value and MIDI Controller value.

These parameters can be adjusted during playback. This is useful when you want to, for example,
try a different Program for a track. However, if data corresponding to one of these parameters is
recorded in a track, that data will set the parameter automatically during playback. For example,
if at the beginning of a song you adjust the volume, but then some volume data that was previously
recorded in the track is played, the volume will be reset by the recorded volume data.

While recording, real time only, you can select other Programs and adjust the level and pan
parameters. These adjustments will be recorded along with other events (notes, etc.), and they can
be edited using Event Edit. See “Event Edit — 2B” on page 118. They can also be adjusted using
Create Controller Data. See “Create Controller Data — 3D” on page 132.

Pan adjustments made during playback or recording affect subsequent notes, not notes that are
currently playing. The corresponding values of Program, level, and pan adjustments recorded in a
track will be displayed during playback.
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Track MIDI Channel & Mode

These parameters allows you to select a MIDI Channel and Track mode for each track.

GEEliPianc
Tral Che@is MUTE
[3] Channel
F;::t‘;?\n Parameter Range Description
Track (Tr) 1~16 Select a track for recording, editing, soloing, muting, etc.
MIDI Channel (Ch) 1~16 Select a MIDI Channel for each track
Bl REC Track will be recorded
Track Mode PLAY Track will playback
MUTE Track muted

Track: this parameter allows you to select a track for recording — the current track. The
corresponding track number flashes on the LCD screen as shown below.

16
[]

SEQ

MIDI Channel: this parameter determines the MIDI Channel that each track uses to send and
receive MIDI data. If the selected MIDI Channel is the same as the Global MIDI Channel, a G
will appear after the Channel number. Tracks whose MIDI Channel matches that of the MIDI data
received from a connected MIDI keyboard will sound.

By assigning two or more tracks to the same MIDI Channel, and selecting different Programs for
each, you can play Programs in unison. This is sometimes called layering. Likewise, data from
two or more tracks can be used to play one Program by setting those tracks to the same MIDI
Channel. For example, you could record note data on one track, and Controller data on another
track.

Tracks with a Track Status of EXT or BOTH use this MIDI Channel to send and receive MIDI
data to and from other MIDI devices. See “Track Status — 1B” on page 111.

Track Mode: this parameter determines whether a track plays or not during playback and
recording. When Play is selected, data on the track will play. When Mute is selected, data on the
track will not be played and the corresponding track number will disappear from the LCD screen.
When Rec is selected, the track is armed for recording and the corresponding track number will
flash on the LCD screen.

When a track contains some data, a small box will appear under the corresponding track number.

When the MultiREC parameter is set to on (“Recording Mode” on page 109), use these
parameters to select which tracks you want to play, record, and mute.
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Song Tempo, Tempo Mode, & Time Signature
These parameters allows you to set the song tempo, Tempo mode, and time signature.

GELiPiano
J=1Za:MAN 1616
[4] Tempo
Function .
Button Parameter Range Description
Tempo (J) 40 ~ 240, EXT Set the song tempo (EXT when MIDI Clock Source is EXT)
MAN
AUT Recording
Tempo Mode REC
[4] %STN Playback
1/4 ~ 9/4
1/8 ~ 16/8 Low base resolution
1/16 ~ 16/16
Time Signature
1/4 ~ 5/4
1/8 ~ 10/8 High base resolution
1/16 ~ 16/16

Tempo: this parameter determines the song tempo. When the Tempo mode is set to MAN, you
can use the VALUE knob, the [A/YES] and [W/NO] buttons, or the number keypad to adjust the
tempo. However, when the Tempo mode is set to AUT you cannot adjust the tempo. In this case,
tempo data recorded on the tempo track determines the tempo.

When the MIDI Clock Source parameter is set to EXT (“Global MIDI Channel & MIDI Clock
Source —3A” on page 158), the tempo value will show EXT. In this case, the tempo is determined
by the tempo of the external MIDI device.

Tempo Mode: this parameter determines how the tempo track functions during playback and
recording. Three options, MAN, AUT, and REC, can be selected in Record Ready mode, and two
options, MAN and AUT, during playback.

To record some tempo changes, press the [REC/WRITE] button, then select REC. Press the
[START/STOP] button to start recording and adjust the tempo as required. To playback the tempo
changes, select AUT. If MAN is selected, the recorded tempo changes will not affect recording or
playback tempo. Tempo changes are recorded on the Tempo track.

Time Signature: this parameter determines the time signature. Available time signatures depend
on the song’s base resolution: High or Low. See “Song Base Resolution — 8B” on page 149.

The time signature can be set in Record Ready mode after the [REC/WRITE] button has been
pressed.

Note: The base resolution must be set before recording. Once a song contains some data, it
cannot be changed.

Base Resolution Time Signature

1/4, 2/4, 3/4, 4/4, 5/4, 6/4, 7/4, 8/4, 9/4
Low 1/8, 2/8, 3/8, 4/8, 5/8, 6/8, 7/8, 8/8, 9/8, 10/8, 11/8, 12/8, 13/8, 14/8, 15/8, 16/8
1/16, 2/16, 3/16, 4/16, 5/16, 6/16, 7/16, 8/16, 9/16, 10/16, 11/16, 12/16, 13/16, 14/16, 15/16, 16/16

1/4, 2/4, 3/4, 4/4, 5/4
High 1/8, 2/8, 3/8, 4/8, 5/8, 6/8, 7/8, 8/8, 9/8, 10/8
1/16, 2/16, 3/16, 4/16, 5/16, 6/16, 7/16, 8/16, 9/16, 10/16, 11/16, 12/16, 13/16, 14/16, 15/16, 16/16
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Once a measure has been recorded, the same time signature will be used for all subsequent
recordings. A value of **/** means that the previous time signature will be used. As shown below:

Time signature = **/**

Track 1

Track 2

4

Track 1

Track 2

If you want to change the time signature, change the **/** value. After recording a different time
signature, the time signature of other track measures occurring at the same time will be changed.
For example, if you record the second measure of track 2 using 7/8 time, existing second measures
on all other tracks will also change to 7/8 time.

Time signature = 7/8

Track 1

Track 2

4

Track 1

Track 2

By assigning measures different time signatures, you can change the time signature at any point
in a song. However, measures that occur at the same time in different tracks cannot have different
time signatures.

If you change a measure’s time signature through recording or editing, the time signature of other
track measures occurring at the same time will be changed. For example, if you change the fifth
measure of track 6 to 3/4 time, the fifth measure on all other tracks will also change to 3/4 time.
Likewise, if you record the fifth measure of track 6 using 3/4 time, existing fifth measures on all
other tracks will also change to 3/4 time.

Measures that become longer will have rests inserted into them, and measures that become shorter
will not play the data that exceeds the new length of the measure. However, this data will not be
lost, and if you change the measure back to its original time signature, that data will play again.

Not played
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Real-Time Quantize
Recording quantize determines how the timing accuracy of your playing is corrected while

recording.
GR1:Piano
Feal QuantiHI
[5] Quantize
Function Parameter Range Description
Button
Recording Quantize ﬁ ﬁ _ . "
[5) (Real Quant) HI 43 ﬁ@ ﬁ ﬁs J) J Timing resolution of recording data

For setting of HI, the quantize value is determined by the song’s base resolution. See “Song Base
Resolution — 8B” on page 149.

For a setting of J, everything you play will be recorded at quarter note (crochet) intervals.

In the following diagram, the quantize value is set to J’

As played

Quantized result

':hl h h h L h lh t 1
[l Tl 1 ‘ |\ |‘ 1 1

S

If you record Controller data such as Pitch Bend with a low quantize value, for example, J, Pitch
Bend playback will be jerky and unnatural. In this case, record using a higher quantize value, then
use the “Quantize — 3A” function on page 128 to quantize note events.

Recording continuously variable data such as After Touch and joystick uses a lot of memory. You
can reduce the amount of memory used by setting the quantize to a value other than HI. However,
before recording you should check to make sure that the quantize value is not too low. With too

low a value the continuous data may become jerky.

Metronome
This is where you set up the metronome.

GFal:iPiano
Metronome: OH

[6] Metronome

F N
;:ft:?\n Parameter Range Description
OFF Metronome off
[6] ?::;?:::: o) ON Metronome for playback and recording
REC Metronome for recording only

When the metronome is set to ON or REC, the metronome symbol appears on the LCD screen.

For the instant that the metronome sounds, the 32-note polyphony will be reduced by one.
Even when the metronome is set to OFF it will sound during the count-in.
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Recording Mode
These parameters allows you to set the Recording mode.
LR
MultiRECIOFF
[7] Rec mode
F;::t:::n Parameter Range Description
OVWR Overwrite (see page 96)
ovDB Overdub (see page 97)
Recording Mode AUTP Auto punch in (see page 98)
MANP Manual punch in (see page 99)
LOOP Loop (page 100)
[7] Start Measure (M) 001 ~ 999 Measure at which recording will start (AUTP & LOOP only)
End Measure 001 ~ 999 Measure at which recording will end (AUTP & LOOP only)
{ADD] (Loop only)
Add/Remove [RMV] (Loop only)
MultiREC (MultiREC) | OFF, ON Mutltitrack recording (except loop)
Function Buttons
8] [ Detete | (Loop only) ]

Recording Mode: there are five recording modes. For details about each mode, see the pages
listed in table above.

While the Recording mode is set to LOOP, playback will also loop between the specified start and
end measures.

Start & End Measure: these parameters are available only when AUTP or LOOP Recording mode
is selected. The

For loop mode recording, function button [8] can be used to delete. See “Loop Recording —
LOOP” on page 100.

[ADD] / [RMV]: These function work only for Loop recording. When ADD is selected, played
notes will be recorded. When RMV is selected, they will be removed.

MultiREC: when this parameter is set to on, you can record up to 16 tracks simultaneously. See
“Multitrack Recording — MultiREC” on page 101. When set to OFF you can record tracks
individually.

Song Select
This parameter allows you to select songs for playback and recording.
S Kora A
[8] Song
Function Parameter Range Description
Button
[8] Song Select SO0~ 89 Select a song to play or record

1) Use the VALUE knob, [A/YES] and [¥/NO] buttons, or number keypad to select songs.
Sequencer data on a PROG/SEQ data card can be played without loading. Although, you must
load it before editing.

To play a song on a PROG/SEQ data card, press the [BANK] button, then select a song on the card.
The selected bank will be indicated on the LCD: C or D.
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Chapter 7: Sequencer Edit Mode

In Sequencer Edit mode, you can edit your real-time recordings, record in step time, and create
patterns in either step time or real time.

Use Sequencer mode for song playback and real-time recording. See “Sequencer Mode” on
page 91.

Entering Sequencer Edit Mode
1) Press the [SEQ] button.
2) Press the [EDIT] button.

SEQ and EDIT will appear on the LCD screen. When editing a pattern using LCD screens SA~6D
PATTERN will appear.

EDIT: TRACKJ 2 1.3 § 8 9 1.6

2

SEQ

Opening Patterns

For many of the edit functions in this mode, you will be asked whether you want to open patterns,
when you try to execute them. If you want to continue with the chosen edit function, press the
[A/YES] button. The pattern will be opened, its data copied into the track, and the function
executed. The pattern itself is unaffected by this. The same result could be achieved by copying
the pattern into the track (“Copy to Track — 4F” on page 140), then executing the edit function.

If you do not want to continue press the [ W/NO] button.

In some cases, an error message may appear when trying to execute an edit function. See
“Sequencer Mode Error Messages” on page 197.

Compare Function

If you execute an edit function by mistake, you can press the [COMPARE] button to restore the
previous data. For example, if after quantizing a pattern you decide that you do not like the results,
press the [COMPARE] button to restore the previous data.

If you execute a function when there is not much free memory, the undo function may not be
available. In this case, you will be asked whether you want to continue with the chosen function.
Press the [&/YES] button to execute the function, or the [W/NO] button to cancel the function.

Note: This function can only undo the last function executed. So, before executing a number of

Junctions, the results of which you are not sure of, save your sequencer data to floppy disk or RAM
card first.

Quick Undo

To reset a parameter to the value that it was when you first selected it, press the [A/YES] and
[VW/NO] buttons simultaneously.
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SendC&D-1A

These parameters allow you to set the output level of each track sent to buses C and D. These buses
feed the effects processors. See “Effect Placement — 7E” on page 57. The output level to buses A
and B is set in Sequencer mode. See “Track Program, Level, & Pan” on page 104.

1A Celr SEHD
TrEl C =4 D=4
1A-1
LCD Parameter Range Description
Track (Tr) 1~16 Select a track
1A-1 [ Send C (C) 0~ 9, PRG Set the output level sent to bus C for the selected track
Send D (D) 0~ 9, PRG Set the output level sent to bus D for the selected track

1A~1 Track: this is used to select a track for editing. The following parameters can be edited for the

selected track. The same applies to track parameters 1B~1F.

Send C, Send D: when PRG is setting is selected, the Send C Send D settings that have been set
for a Program in Program Edit mode are used. See “Oscillator] Setup — 1B” on page 10 and
“Oscillator2 Setup — 1C” on page 12.

If a Program is using a drum kit Multisound, the Send C & D settings that have been set in Global
mode will be used when PRG is selected. See “Drum Kit Setupl — 7A” on page 167 and “Drum
Kit Setup2 — 7B” on page 169.

For a setting other than PRG, these parameters can be controlled using MIDI Controller No. 10
Panpot. See “MIDI Panpot, Send Data” on page 124 for details about the relationship between
panpot value and MIDI Controller value.

Track Status — 1B

- These parameters allow you to set the status of each track, and protect tracks.

1B STRT-FREOT
Tl BOTH OM
1B-1
LCD Parameter Range Description
Track (Tr) 1~16 Select a track
INT Track will play an internal Program
18- | Status EXT Track will output data to external MIDI device via MIDI OUT
BOTH Track will play an internal Program and output MIDI data
OFF Unprotected
Protect ON Protected

1B-1 Status: this parameter determines the status of each track.

When set to INT, a track will play the internal Program selected for that particular track.
When set to EXT, the track’s data will be output via the MIDI OUT connection.

When set to BOTH, track data will play the internal Program selected for that particular track, and
track data will be output via the MIDI OUT connection.

Protect: this parameter allows you to protect tracks against editing, accidental over-recording,
and deletion.
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Program Change Filter & Pitch Bend Range — 1C

These parameters determine how a track works with MIDI Program Change messages, and its

pitch bend range.

iC P.CHG-BEMD

Tr@l EHR +GE
1C-1

LCD Parameter Range Description
Track (Tr) 1~16 Select a track
. DIS Program Change messages ignored

1C-1 | Program Change Filter ENA Program Change messages select track Programs

Pitch Bend Range -12 ~ +12, PRG Set a track’s pitch bend range

1C-~1 Program Change Filter: when set to DIS, received Program Change messages are ignored. When
set to ENA, received Program Change messages select Programs for tracks. To select a Program
using a MIDI Program Change message, set the track’s MIDI channel so that it matches that of
the device sending the Program Change message. These parameters do not affect Program Change
messages sent by the X3R.

Pitch Bend Range: this parameter determines a track’s pitch bend range. For positive values, the
pitch will increase as a joystick is moved from left to right (or a pitch wheel is moved up). For
negative values, the pitch will increase as a joystick is moved from right to left (or a pitch wheel
is moved down).

When set to PRG, the pitch bend range specified for the track’s Program will be used. See “After
Touch & Joystick Control — 6A” on page 29.

For a setting other than PRG, MIDI RPN Pitch Bend Range Controller can be used to set the pitch
bend range. See “Controller Event Edit Notes” on page 122.

Transpose & Detune - 1D

These parameters allow you to transpose and detune each track.

10 TRANS-TETUHE
TrEl T+a8 [+58
1D-1
LCD Parameter Range Description
Track (Tr) 1~16 Select a track
1D-1 | Transpose (T) -24 ~ +24 Transpose each track in semitone steps
Detune (D) -50 ~ +50 Detune each track in one cent steps (100 cents = 1 semitone)

These transpose and detune parameters have no effect on a track’s MIDI data output.

MIDI RPN Coarse Tune Controller can be used to set the Transpose parameter. MIDI RPN Fine
Tune can be used to set the Detune parameter. See “Controller Event Edit Notes” on page 122.
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Velocity Window - 1E

These parameters determine the range of note velocities that each track’s Program responds to.

1E UEL WINDOW

Trgl agl +127
1E-1

LCD Parameter Range Description

Track (Tr) 1~16 Select a track

1E-1 | Jeocity Window 1~127 Specify the velocity window bottom note

ottom

Velocity Window Top | 1 ~127 Specify the velocity window top note

1) Select a track.
2) Specify the velocity window top and bottom parameters.

These parameters affect the X3R only. All note data will be recorded and transmitted regardless
of the settings.

Notes with velocities outside of the specified range will not be recorded.
Recorded notes outside of the specified range will not playback.

If the bottom value is set higher than the top, it will automatically become the top value. Likewise,
if the top value is set lower than the bottom value, it will automatically become the bottom value.

By setting two or more tracks to the same MIDI Channel, but with different velocity windows, you
can record and playback velocity switching Programs.

Key Window - 1F

These parameters determine the range of notes (keys) that each track’s Program responds to.

LF KEY WINDOW
Tral C-1 463

1F-1

LCD Parameter Range Description
Track (Tr) 1~16 Select a track

1F-1 | Key Window Top C-1~G9 Specify the key window top note
Key Window Bottom | C~1~ G9 Specify the key window bottom note

1) Select a track.
2) Specify the key window top and bottom parameters.
These parameters affect the X3R only. All note data will be recorded and transmitted regardless
of the settings.
Notes outside of the specified key range will not be recorded.
Recorded notes outside of the specified key range will not playback.

As well as using the VALUE knob and the [A/YES] and [W/NO] buttons to set Key Window Top
and Bottom parameters, you can also use a MIDI keyboard. Select a Key Window parameter so
that it is flashing, press and hold down the [ENTER] button, then press the desired key.

If the bottom value is set higher than the top, it will automatically become the top value. Likewise,
if the top value is set lower than the bottom value, it will automatically become the bottom value.

By setting two or more tracks to the same MIDI Channel, but with different key windows, you can
record and playback Program splits.
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Step-Time Track Recording — 2A

This section explains how to record and edit a track in step time. Step-time recording aliows you
to enter notes one by one, specifying the duration, velocity, and value for each note. This is useful
when recording something that is difficult to record in real time.

If the amount of free memory is low, delete an unnecessary song. See “Erase Song — 2G” on
page 127.

Note: If you step-time record on a measure that already contains some data, that data will be lost.

Connect a MIDI keyboard, such as the Korg X3, to the X3R MIDI IN connection.

ZH Ster Rec
Tral M311
2A-1
LCD Parameter Range Description
Track (Tr) 1~16 Select a track to record/edit
2A-1 Measure (M) 1~999 Select measure at which to start recording

1) Select the track that you want to record or edit.
2) Press the [—] button, then select the measure at which you want to start recording.
The following LCD screen will be shown:

ZA MPF——tttte
Tral Moas

2A-1"
This screen shows 10 measures (1 character per measure), with the current measure at the far left.
The meaning of each character is explained below:

+ event exists
-~ no data in measure

« track has finished

I pattern has been put

* pattern overlapping from previous measure
For the previous LCD screen:

measures 908 and 909 are patterns
measures 910 and 911 are not played
measures 912 to 915 are played and
measure 915 is at the end of the track

3) Press the [REC/WRITE] button.
4) Press the [START/STOP] button.
STEP will appear on the LCD screen.

- EDIT [N B 89
Uq STEP

SEQ M

The value indicated at the left-hand side, top line, of the LCD screen indicates the current position
within the measure. The current measure is indicated by the three large digits in the center of the
LCD screen. The measure number is not shown while recording.
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LCD Parameter Range Description
1/4 ~ 9/4
1/8 ~ 16/8 Base resolution = Low
. . 1/16 ~ 16/16
Time Signature
1/4 ~ 5/4
1/8 ~ 10/8 Base resolution = High
1/16 ~ 16/16
ﬁ ﬁ 'b J J ©| Note/Rest
Note Type
- (rests not shown on LCD)
§¢v1 -
Triplet 3 Triplet note of specified Note Duration
Normal — Note as specified by Note Duration
Dot . Dotted note of specified Note duration
. Ve ~ V126 Specify note velocity
Velocity Key Set velocity by pressing key
Note Length 1~ 100% Note length
Note C-1~G9 Note range
Function Buttons
[5] Rest Inserts a rest
[6} Tie Inserts a tie
[8] Delete Delete current step and go back one step

5) If you are recording a new track, specify the time signature.

If you have already recorded some tracks, the time signature set for those tracks will be selected.
If you change the time signature here, it will be changed for those tracks too.

6) Specify the note type and whether it’s a dot, triplet, or normal. The following table shows how
normal note durations are affected by dots and triplets:

Note Type ﬁ ﬁ ,b J J o

Normal ﬁ ‘B 'b “ J °
0:12 0:24 0:48 1:00 2:00 4:00

| N O R J J .
0:18 0:36 0:72 1:48 3:00 6:00
~3~ ~3- -3~ —3~ ~-3- -3~

Triplet ﬁ ﬁ I’ J J o
0:08 0:16 0:32 0:64 1:32 2:64

7) Specify the note length from 1 to 100%.
A note length of 80% is normal.
A note length of 50% makes a note staccato.
A note length of 100% makes a note tenuto.

8) Specify the note velocity from 2 to 126. If key is selected, the velocity of the key you press in the
next step will be used. The note velocity can be set to even values only.

9) Press akey, or play a chord to enter the corresponding notes. When entering a chord, timing is not
critical, because as long as one note is held down, all subsequent notes will be entered at the
current step. When all keys are released, the next step is selected automatically.
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The note type, note value, velocity, and length are displayed when each key is pressed.
10) Repeat steps 6 to 9 to enter more notes.
11) To end step-recording, press the [START/STOP] button.

Entering Rests

To enter a rest at the current step, specify the note type (rest duration), then press function button
[5]. The current position will be moved forward by the amount specified in steps 6 and 7.

Entering Ties

To tie the previously entered note, press function button [6]. The note length will be increased by
the amount specified in steps 6 and 7.

To enter a note that is longer than the specified note type, you can either change the note type, or
use a tie. The resultant note length is different for each method.

Change note type Add tie

J ) J

t 1 1 |
| ' L | |
85% of two beats

1 beat 85% of 1 beat

Ties can also be entered while entering notes. Press and hold down a key, then press function
button [6]. The note length will be increased by the specified note type. Because the entered tie
only applies to notes whose corresponding key is held down, you can use this technique to apply
different note lengths to individual notes within a chord, as shown below:

P
To achieve this: :é{@&—f:
D)} |' |
Note type set to J Note type set to J Note type set to J
Press function button [6]
— ] —
TIE
Press both keys, Holding C key Press G key while
then release E key holding down C key
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Deleting Notes
Press function button [8] to delete data at the current step and go back one step.
Function button [8] can also be used to enter different note types. See below:

——
To achieve this:
o —
DI |
Note type set to
typ J Set the note type to J Note type set to J

Press function button [8]
— > ] —
DELETE

Press and hold C key Press G key while
holding down C key

Step Recording & Controller Data

You cannot enter Controller data while step-time recording. However, you can record Controller
data in real time, then use bounce track (“Bounce Track — 2D” on page 125). Alternatively, use
event edit (“Event Edit — 2B” on page 118), or create control data (“Create Controller Data — 3D”

on page 132.
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Event Edit - 2B

This section explains how to edit, insert, and delete events recorded in a track. Note type events
consist of note value, velocity, and length. Other event types, Controllers, Program Change, etc.,
usually consist of just one variable.

Note: When you edit events, you are actually editing data in the track. So, if you make a mistake,
you cannot restore the original data. Beware of this while editing.

2B Euvent. Edit
Tr@i HOTETEMA

2B-1
LCD Parameter Range Description

Track Tr01~Tr16, Temp Edit track
NOTE Note data
CTRL Controller data

Event Filter AFTT After Touch data

2B-1 ntiite BEND Pitch Bend data

PROG Program Change data
PAFT Polyphonic After Touch data
DIS Editing disabled

DIS/ENA ENA | Editing enabled

1) Select a track.
2) Disable or enable event types as required.
Disabled event types cannot be edited.
If you selected the Tempo track, only tempo related events can be edited.
3) Press the [REC/WRITE] button.
4) Press the [START/STOP] button.

The following LCD screen will appear.
TRACK & 2 & ¥

e 2 00Ym ™

5) Use the [T] and [1] cursor buttons to select events.

To quickly locate events in a song, play the song, press the [START/STOP] button, then enter this
event edit function. The measure at which playback was stopped will be selected automatically.

Measures that contain patterns cannot be edited.
6) Use the [A/YES] and [W/NO] buttons or number keypad to edit event values.
7) When you’ve finished editing, press the [START/STOP] button.

The following LCD screens are available for event editing. The tempo LCD screen appears only
when the Tempo track has been selected.

Beat

MEEL #8681 1:809
BAR BEAT: 1216

The Beat LCD screen shows the beat.
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Note Fvent

MEsl #0981 1:06
C#2  UBgd B:72

The note event LCD screen shows note value (C#2), velocity (V064), and length (0:72).

Note velocity cannot be set to an odd value.
Note events will play as you edit them.

Pitch Bend

Moal #8682 1:56
BEML: +3281

The pitch bend LCD screen shows the pitch bend value (+3281).

After Touch

Magl #8683 1:60
AFTT &3&

The After Touch LCD screen shows the After Touch value (058).

Program Change

MEal #084 1:08
PROG  A1ES

The Program Change LCD screen shows the bank (A) and Program Change number (125).

Controller

50

1
127

Magl #ea65
CTEL Ba&v:

The Program Controller LCD screen shows the Controller type (007) and Controller value (127).

Polyphonic After Touch

The polyphonic After Touch LCD screen shows the note value (C#4) and amount of After Touch

(098).

Tempo

MEol #aEl 1186
TEMPD 1&a

The tempo LCD screen shows the tempo.

Event Type

BAR
C-1~G9
BEND
AFTT
PROG
CTRL
PAFT
TEMPO

Bar line

Note

Pitch bend

Channel After Touch
Program Change
Controller

Polyphonic After Touch
Tempo (Tempo track only)







