Roland’

OWNER’S MANUAL

Thank you, and congratulations on your choice of the Roland Fantom-s / Fantom-sas.

Before using this unit, carefully read the sections entitled: “IMPORTANT SAFETY
INSTRUCTIONS” (Owner’s manual p. 2), “USING THE UNIT SAFELY” (Owner’s
manual p. 3), and “IMPORTANT NOTES” (Owner’s manual p. 4). These sections
provide important information concerning the proper operation of the unit.
Additionally, in order to feel assured that you have gained a good grasp of every
feature provided by your new unit, Owner’s Manual, Sound/Parameter List should
be read in its entirety. The manual should be saved and kept on hand as a
convenient reference.

This Owner's Manual applies to both the Fantom-S and the Fantom-588. The manual uses
the term “Fantom-S” to indicate both models. If you have the Fantom-5S88, please read
“Fantom-S” as “Fantom-588.”
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The lightning flash with arrowhead symbol, within an
equilateral triangle, is intended to alert the user to the
presence of uninsulated “dangerous voltage” within the
product’s enclosure that may be of sufficient magnitude to
constitute a risk of electric shock to persons.

RISK OF ELECTRIC SHOCK
DO NOT OPEN

ATTENTION: risQuE DE CHOG ELECTRIQUE NE PAS OUVRIR

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

The exclamation point within an equilateral triangle is
intended to alert the user to the presence of important
operating and maintenance (servicing) instructions in the
literature accompanying the product.

A
A

INSTRUCTIONS PERTAINING TO A RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TO PERSONS.

IMPORTANT SAFETY INSTRUCTIONS
SAVE THESE INSTRUCTIONS

WARNING - When using electric products, basic precautions should always be followed, including the following:

1. Read these instructions. 10. Protect the power cord from being walked on or pinched
2. Keep these instructions. particularly at plugs, convenience receptacles, and the
3. Heed all warnings. point where they exit from the apparatus.
4. Follow all instructions. 11. Only use attachments/accessories specified by the
5. Do not use this apparatus near water. manufacturer.
6. Clean only with a dry cloth. 12. Never use with a cart, stand, tripod, bracket,
7. Do not block any of the ventilation openings. Install in or table except as specified by the
accordance with the manufacturers instructions. manufacturer, or sold with the apparatus.
8. Do not install near any heat sources such as radiators, When a cart is used, use caution when
heat registers, stoves, or other apparatus (including moving the cart/apparatus combination to = —
amplifiers) that produce heat. avoid injury from tip-over.
9. Do not defeat the safety purpose of the polarized or 13. Unplug this apparatus during lightning storms or when
grounding-type plug. A polarized plug has two blades with unused for long periods of time.
one wider than the other. A grounding type plug has two 14. Refer all servicing to qualified service personnel. Servicing
blades and a third grounding prong. The wide blade or the is required when the apparatus has been damaged in any
third prong are provided for your safety. When the provided way, such as power-supply cord or plug is damaged, liquid
plug does not fit into your outlet, consult an electrician for has been spilled or objects have fallen into the apparatus,
replacement of the obsolete outlet. the apparatus has been exposed to rain or moisture, does
not operate normally, or has been dropped.
Vs For the U.K.ﬂ
WARNING: THIS APPARATUS MUST BE EARTHED
IMPORTANT: THE WIRES IN THIS MAINS LEAD ARE COLOURED IN ACCORDANCE WITH THE FOLLOWING CODE.
GREEN-AND-YELLOW: EARTH, BLUE: NEUTRAL, BROWN: LIVE
As the colours of the wires in the mains lead of this apparatus may not correspond with the coloured markings identifying
the terminals in your plug, proceed as follows:
The wire which is coloured GREEN-AND-YELLOW must be connected to the terminal in the plug which is marked by the
letter E or by the safety earth symbol @ or coloured GREEN or GREEN-AND-YELLOW.
The wire which is coloured BLUE must be connected to the terminal which is marked with the letter N or coloured BLACK.
The wire which is coloured BROWN must be connected to the terminal which is marked with the letter L or coloured RED.
o J




USING THE UNIT SAFELY

| INSTRUCTIONS FOR THE PREVENTION OF FIRE, ELECTRIC SHOCK, OR INJURY TO PERSONS |

About /N WARNING and A\ CAUTION Notices

About the Symbols

Used for instructions intended to alert
the user to the risk of death or severe

/A\WARNING injury should the unit be wused
improperly.
Used for instructions intended to alert
the user to the risk of injury or material
damage should the wunit be wused
improperly.

/\ CAUTION

* Material damage refers to damage or

other adverse effects caused with
respect to the home and all its
furnishings, as well to domestic
animals or pets.

The /A symbol alerts the user to important instructions
or warnings.The specific meaning of the symbol is
/\ |determined by the design contained within the
triangle. In the case of the symbol at left, it is used for
general cautions, warnings, or alerts to danger.

The © symbol alerts the user to items that must never
be carried out (are forbidden). The specific thing that
® must not be done is indicated by the design contained
within the circle. In the case of the symbol at left, it
means that the unit must never be disassembled.

-------------------------------------- ALWAYS OBSERVE THE FOLLOWING

/\WARNING |

¢ Before using this unit, make sure to read the instructions
below, and the Owner’s Manual.

¢ Do not attempt to repair the unit, or replace parts within
it (except when this manual provides specific instructions ®
directing you to do so). Refer all servicing to your retailer,
the nearest Roland Service Center, or an authorized
Roland distributor, as listed on the “Information” page.

unit. (The only exception would be where this manual
provides specific instructions which should be followed
in order to put in place user-installable options; see p.
203.)

* Do not open or perform any internal modifications on the @

* Never use or store the unit in places that are:

® Subject to temperature extremes (e.g., direct sunlight
in an enclosed vehicle, near a heating duct, on top of
heat-generating equipment); or are

e Damp (e.g., baths, washrooms, on wet floors); or are

e Humid; or are

* Exposed to rain; or are

¢ Dusty; or are

¢ Subject to high levels of vibration.

¢ This unit should be used only with a rack or stand that is
recommended by Roland.

® When using the unit with a rack or stand recommended
by Roland, the rack or stand must be carefully placed so
it is level and sure to remain stable. If not using a rack or
stand, you still need to make sure that any location you
choose for placing the unit provides a level surface that
will properly support the unit, and keep it from
wobbling.

The @ symbol alerts the user to things that must be
carried out. The specific thing that must be done is
% indicated by the design contained within the circle. In

the case of the symbol at left, it means that the power-

cord plug must be unplugged from the outlet.

| /\WARNING |

¢ The unit should be connected to a power supply only of
the type described in the operating instructions, or as
marked on the unit.

* Do not excessively twist or bend the power cord, nor
place heavy objects on it. Doing so can damage the cord,
producing severed elements and short circuits. Damaged
cords are fire and shock hazards!

e This unit, either alone or in combination with an
amplifier and headphones or speakers, may be capable of ®
producing sound levels that could cause permanent
hearing loss. Do not operate for a long period of time at a
high volume level, or at a level that is uncomfortable. If
you experience any hearing loss or ringing in the ears,
you should immediately stop using the unit, and consult
an audiologist.

¢ Do not allow any objects (e.g., flammable material, coins,
pins); or liquids of any kind (water, soft drinks, etc.) to
penetrate the unit.

¢ In households with small children, an adult should
provide supervision until the child is capable of
following all the rules essential for the safe operation of
the unit.

e Protect the unit from strong impact.
(Do not drop it!)
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USING THE UNIT SAFELY

/A WARNING

outlet with an unreasonable number of other devices. Be
especially careful when using extension cords—the total
power used by all devices you have connected to the
extension cord’s outlet must never exceed the power
rating (watts/amperes) for the extension cord. Excessive
loads can cause the insulation on the cord to heat up and
eventually melt through.

* Do not force the unit’s power-supply cord to share an ®

your retailer, the nearest Roland Service Center, or an
authorized Roland distributor, as listed on the “Infor-
mation” page.

* Before using the unit in a foreign country, consult with f

before attempting installation of the circuit board (SRX
Series; p. 203).

¢ Always turn the unit off and unplug the power cord %

CD player. The resulting sound may be of a level that
could cause permanent hearing loss. Damage to speakers
or other system components may result.

¢ DO NOT play a CD-ROM disc on a conventional audio ®

/\ CAUTION

® The unit should be located so that its location or position é

does not interfere with its proper ventilation.

S)/KS-17(Fantom-S88). Use with other stands is capable
of resulting in instability causing possible injury.

e This unit for use only with Roland stand KS-12 (Fantom- f

Before using the stand, be sure to read the owner's
manual included with it.

when plugging into, or unplugging from, an outlet or this
unit.

e Always grasp only the plug on the power-supply cord @

e Try to prevent cords and cables from becoming f

entangled. Also, all cords and cables should be placed so
they are out of the reach of children.

unit.

® Never climb on top of, nor place heavy objects on the ®

¢ Never handle the power cord or its plugs with wet hands 0
when plugging into, or unplugging from, an outlet or this (
unit.

¢ Before moving the unit, disconnect the power plug from %

the outlet, and pull out all cords from external devices.

| /\ CAUTION |

¢ Before cleaning the unit, turn off the power and unplug
the power cord from the outlet.

¢ Whenever you suspect the possibility of lightning in your
area, pull the plug on the power cord out of the outlet.

¢ Install only the specified circuit board(s) (SRX Series).
Remove only the specified screws (p. 203).

safe place out of children's reach, so there is no chance of

* Should you remove screws, make sure to put them in a 0
them being swallowed accidentally.

The display screens printed in this owner's
manual are based on the factory settings.
However, please be aware that in some cases
they may differ from the actual factory settings.




IMPORTANT NOTES

In addition to the items listed under “IMPORTANT SAFETY
INSTRUCTIONS” and “USING THE UNIT SAFELY” on pages 2
and 3, please read and observe the following:

Power Supply

¢ Do not use this unit on the same power circuit with any device
that will generate line noise (such as an electric motor or variable
lighting system).

* Before connecting this unit to other devices, turn off the power to
all units. This will help prevent malfunctions and/or damage to
speakers or other devices.

Placement

¢ Using the unit near power amplifiers (or other equipment
containing large power transformers) may induce hum. To
alleviate the problem, change the orientation of this unit; or move
it farther away from the source of interference.

e This device may interfere with radio and television reception. Do
not use this device in the vicinity of such receivers.

¢ Noise may be produced if wireless communications devices, such
as cell phones, are operated in the vicinity of this unit. Such noise
could occur when receiving or initiating a call, or while
conversing. Should you experience such problems, you should
relocate such wireless devices so they are at a greater distance
from this unit, or switch them off.

¢ Do not expose the unit to direct sunlight, place it near devices
that radiate heat, leave it inside an enclosed vehicle, or otherwise
subject it to temperature extremes. Excessive heat can deform or
discolor the unit.

* When moved from one location to another where the temper-
ature and/or humidity is very different, water droplets (conden-
sation) may form inside the unit. Damage or malfunction may
result if you attempt to use the unit in this condition. Therefore,
before using the unit, you must allow it to stand for several
hours, until the condensation has completely evaporated.

¢ Do not allow objects to remain on top of the keyboard. This can
be the cause of malfunction, such as keys ceasing to produce
sound.

Maintenance

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

® Never use benzine, thinners, alcohol or solvents of any kind, to
avoid the possibility of discoloration and/or deformation.

Additional Precautions

* Please be aware that the contents of memory can be irretrievably
lost as a result of a malfunction, or the improper operation of the
unit. To protect yourself against the risk of loosing important
data, we recommend that you periodically save a backup copy of
important data you have stored in the memory card.

¢ Unfortunately, it may be impossible to restore the contents of
data that was stored in the unit’'s memory once it has been lost.
Roland Corporation assumes no liability concerning such loss of
data.

* Never strike or apply strong pressure to the display.

¢ Use a reasonable amount of care when using the unit’s buttons,
sliders, or other controls; and when using its jacks and
connectors. Rough handling can lead to malfunctions.

¢ When connecting / disconnecting all cables, grasp the connector
itself—never pull on the cable. This way you will avoid causing
shorts, or damage to the cable’s internal elements.

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

¢ To avoid disturbing your neighbors, try to keep the unit’s volume
at reasonable levels. You may prefer to use headphones, so you
do not need to be concerned about those around you (especially
when it is late at night).

® When you need to transport the unit, package it in the box
(including padding) that it came in, if possible. Otherwise, you
will need to use equivalent packaging materials.

¢ Use only the specified expression pedal (DP-8; sold separately).
By connecting any other expression pedals, you risk causing
malfunction and/or damage to the unit.

* Use a cable from Roland to make the connection. If using some
other make of connection cable, please note the following precau-
tions.

e Some connection cables contain resistors. Do not use cables
that incorporate resistors for connecting to this unit. The use
of such cables can cause the sound level to be extremely low,
or impossible to hear. For information on cable specifications,
contact the manufacturer of the cable.

Before Using Cards

¢ Carefully insert the memory card all the way in—until it is firmly
in place.

® Never touch the terminals of the memory card. Also, avoid
getting the terminals dirty.

Handling CD-ROMs

* Avoid touching or scratching the shiny underside (encoded
surface) of the disc. Damaged or dirty CD-ROM discs may not be
read properly. Keep your discs clean using a commercially
available CD cleaner.

Copyright

* Unauthorized recording, distribution, sale, lending, public
performance, broadcasting, or the like, in whole or in part, of a
work (musical composition, video, broadcast, public perfor-
mance, or the like) whose copyright is held by a third party is
prohibited by law.

¢ Do not use this unit for purposes that could infringe on a
copyright held by a third party. We assume no responsibility
whatsoever with regard to any infringements of third-party
copyrights arising through your use of this unit.
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Main Features

Speedy music production

The “S” in Fantom-S stands for its advanced studio functionality and
its powerful sampling capabilities. Careful attention has been paid to
the quality and diversity of its internal sounds. Its rich array of
internal sounds can be expanded by installing up to four wave
expansion boards (SRX series). In addition, you can utilize the
sampling functions to create your own sounds. A powerful
sequencer and numerous performance functions that enhance your
musical creativity are also built in, making music production fast
and efficient.

The large panel LCD keeps you informed of the operating status
from all angles. In particular, the Mixer screen displays the volume,
pan, and effect send level of each part, just as if you were seated at a
studio console.

Newly developed synthesizer sounds

The completely new wave ROM was developed with one idea:
deliver maximum inspiration to the artist. The Fantom-S contains a
top-quality synthesizer sound generator. Workhorse sounds like
strings and piano have been further upgraded, and the wide range of
built-in sounds include new sounds that foreshadow the music scene
of the future.

Heavy-duty sampler

The Fantom-S features a high-performance 44.1 kHz sampler. Audio
data that you sample can be used as wave data in the same way as
the internal sounds or wave expansion boards (SRX series) to create
original sounds. Multisamples are also supported. The full range of
sample-manipulating functions, such as Chop and Normalize, rivals
the capabilities of a dedicated sampler. Thirty-two megabytes of
sampling memory is standard, and you can add expansion DIMM
modules to expand the sampling memory to as much as 288
megabytes.

Skip-back sampling function

The Fantom-S is constantly recording what you play. You can cut a
several-beat phrase of your prior playing and play it back from the
pads. This unique function is a great way to capture your
improvisations, and can be used in a wide range of situations.

Built-in 16-track sequencer

A high-resolution 16-track sequencer is built in. With functions like
Loop recording that lets you record each part non-stop, it’s designed
not to interfere with your creative imagination. After you've input
your data, you can take advantage of the large LCD to edit track data
graphically.

Dynamic pad bank

The Fantom-S features a dynamic pad bank that is sensitive to
velocity and aftertouch. They can be used as trigger pads to play
favorite sounds like hits or bass sounds, to recall RPS sequence
phrases, or assigned to play skip back-sampled phrases. In another
idea, thythm sounds that were “chopped” from a loop phrase can be
assigned to the pads and played for realtime input into the
sequencer.

Mastering functionality

78 (Fantom-S: 77) different multi-effects, chorus, and reverb are
provided. Since the mastering effects that are indispensable as the
final step of the music production process are also provided, you can
create songs with a level of quality that approaches a commercially
released CD.

USB connection to your computer, and
SmartMedia support
The Fantom-S can be connected to your computer with just a single

USB cable, allowing sophisticated linked functions such as
importing and exporting audio data.

Fantom-S88 features a Piano mode

The Fantom-S88 has an 88-note progressive hammer action
keyboard, and a Piano mode that lets you press a single button and
use the instrument as a dedicated piano.

V-LINK functionality

V-LINK lets you synchronize music and images to create completely
new forms of expression. Realtime controllers such as the D Beam
controller and the dynamic pads can be used to control images while
you perform music.

Fantom-S Editor/Librarian included

The included editor and librarian software lets you edit and manage
Fantom-S sounds from your computer.

( General MIDI h

General MIDI is a set of recommendations which seeks to
provide a way to go beyond the limitations of proprietary
designs, and standardize the MIDI capabilities of sound
generating devices. Sound generating devices and music files
that meet the General MIDI standard bear the General MIDI

quququququ

played back using any General MIDI sound generating unit to
produce essentially the same musical performance.

General MIDI 2

EEEEEE

recommendations pick up where the original General MIDI left
off, offering enhanced expressive capabilities, and even greater
compatibility. Issues that were not covered by the original
General MIDI recommendations, such as how sounds are to be
edited, and how effects should be handled, have now been
precisely defined. Moreover, the available sounds have been
expanded. General MIDI 2 compliant sound generators are
capable of reliably playing back music files that carry either the
General MIDI or General MIDI 2 logo.

In some cases, the conventional form of General MIDI, which
does not include the new enhancements, is referred to as
“General MIDI 1” as a way of distinguishing it from General
MIDI 2.

. J
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Panel Descriptions

Front Panel

= = = —— —
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1] [-OCT], [+OCT]

Transposes the pitch of the keyboard in 1 octave units (-3- +3

D BEAM octaves).

You can apply a variety of effects to sounds simply by moving your [RPS]

hand. - (p. 98) Switches RPS on/off.

ASSIGNABLE

Turn on the D Beam function for the Keyboard part or pad part. — El

(p- 98) Perform functions related to the arpeggio, rhythm pattern, chord

PAD TRIGGER memory function. — (p. 104, p. 110, p. 112)

Instead of striking the pads themselves, you can also use the D Beam [°N / OFF]

controller to control the sounding of the pads. — (p. 99) Switches the arpeggio and Rhythm on/off.

SOLO SYNTH [ARPEGGIO HOLD]

Play the Fantom-S as a monophonic synthesizer. — (p. 100) Switches the Arpeggio Hold function on/off.
* Hold down [SHIFT] and press one of the corresponding buttons to ICHORD MEMORY]

access the D Beam setting screen. Switches the Chord Memory function on/off.

[SELECT/EDIT]
Make arpeggio, rhythm and chord memory settings.

[BEAT] (Beat Indicator)
El This blinks in sync with the tempo and beat of the song.

[VOLUME] [6]

Adjusts the overall volume that is output from the rear panel
OUTPUT A (MIX) jacks and PHONES jack. — (Quick Start; p. 4)

[V-LINK] II:\/I[zESE.II:] iti he fi 138
Make V-Link settings. — (p. 201) oves the song position to the first measure. — (p. )

@ EXT SOURCE

Make external input settings. — (p. 118)

Perform sequencer operations such as playback and record.

[BWD]

El Moves the song position to the first beat of the previous measure. —
(p- 138)

[ &% IREALTIME CONTROL knob [FWD]

You can assign a variety of parameters and functions to the four

M thy ition to the first beat of th t . . 138
knobs and use them to modify the sound in realtime. — (p. 33) oves the song position to the first beat of the next measure. = (p )

The operation will depend on the parameter or function that is [PIGY]

assigned. Controls sequencer play.

[ ], [ S JASSIGNABLE switch [STOP]

You can assign a variety of parameters and functions to the tow Controls sequencer stop.

buttons and use them to modify the sound in realtime. — (p. 33) While stopped, you can hold down [SHIFT] and Press [PLAY] to
The operation will depend on the parameter or function that is perform MIDI Update. — (p. 138)

assigned.
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Panel Descriptions

[REC]

The display changes to the Recording Standby window. Z (p. 142)
If you press this during recording, the Rehearsal function will be
activated. — (p. 145)

Display
This displays information regarding the operation you are
performing

[MENU]
Opens the MENU. The contents of the menu will depend on the
current mode.

[1]-8]
During editing, these buttons execute a variety of functions, and
their function will differ depending on the screen.

[TEMPO]
Sets the tempo (BPM). — (p. 139)

(9]

LCD CONTRAST knob
Adjusts the display contrast. — (Quick Start; p. 5)

[WRITE]

Save edited settings into internal memory or a memory card.
— (p. 42, p. 66, p. 96, p. 134, p. 168)

[EDIT]

Make various settings.

[SONG EDIT]
Make settings for song data and song edit. — (p. 138)

[EFFECTS]

Make effect-related settings. Here you can also make mastering
settings. — (p. 175)

[MIXER]

View the Performance mode’s Mixer screen. — (p. 76)

[LAYER/SPLIT]

View the Performance mode’s Layer screen. — (p. 76)

[PATCH/RHYTHM]
Enter Patch/Rhythm mode. — (p. 27)

]

VALUE Dial

This is used to modify values. If you hold down [SHIFT] as you turn
the VALUE dial, the value will change in greater increments.

[DEC], [INC]
This is used to modify values. If you keep on holding down one
button while pressing the other, the value change accelerates. If you
press one of these buttons while holding down [SHIFT], the value
will change in bigger increments.

[CURSOR]

Moves the cursor location up/down/left/right.

[SHIFT]/[JUMP]

This button is used in conjunction with other buttons to execute
various functions.

[ENTER]

Use this button to execute an operation.

[EXIT]

Return to the previous screen, or close the currently open window.
In some screens, this causes the currently executing function to be
aborted.

2

[SAMPLE EDIT]
Edit a sample. — (p. 124)

[SAMPLE LIST]
View the sample list. — (p. 122)

[SAMPLING]
View the Sampling Menu screen. — (p. 119)

[SKIP BACK SAMPLING]

Sample the performance for a specified duration prior to the moment
you pressed the button. — (p. 121)

[PAD SETTING]
Make pad settings. — (p. 19)

[CLIP BOARD]

Stores pad velocity and note number. — (p. 136)

[SAVE/LOAD]

Saves/loads data in the internal memory (p. 19) or sample memory
(p- 23) to/from internal memory or a memory card.

[PAD 1-16]
Use as a keyboard to play sound.

[ROLL]
Turn “roll” playback on/off. — (p. 135)

[HOLD]
Turn “hold” (sustaining the sound after you release the pad) on/off.
—(p. 135)

iE

Pitch Bend/Modulation Lever
This allows you to control pitch bend or apply vibrato.

Here you can install a wave expansion board (SRX series) or install
separately sold memory. On the Fantom-S this is located on the
bottom panel. — (p. 203)

iH

[PIANO MODE]

Switches to a special mode optimal for playing piano sounds. This
button is found only on the Fantom-588. — (p. 197)
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Panel Descriptions

Rear Panel

-
<& SmartMedia
3.3V ONLY

) PLEASE INSERT THE CARD WITH
THE GOLD CONTACTS UPWARD.

gc = <

POWER ON Switch

Press to turn the power on/off. — (Quick Start; p. 4)

AC Inlet
Connect the included power cord to this inlet. — (Quick Start; p. 3)

SmartMedia card slot
Insert a SmartMedia card (3.3V, maximum 128 MB) here.

USB Connector

This connector lets you use a USB cable to connect your computer to
the Fantom-S. — (p. 184)

— PEDAL______
CONTROL HOLD

CTL (CONTROL) PEDAL Jack

You can connect optional expression pedals (DP-8, etc.) to these
jacks. By assigning a desired function to a pedal, you can use it to
select or modify sound or perform various other control. You can
also connect optional pedal switches (DP series etc.) to sustain
sound. — (Quick Start; p. 26)

HOLD PEDAL Jack

An optional pedal switch (DP series etc.) can be connected to this
jack for use as a hold pedal. — (Quick Start; p. 26)

This can also be set so it supports the use of half-pedaling
techniques. So, after connecting an optional expression pedal (DP-8,
etc.), you can employ pedal work to achieve even finer control in
performances in which piano tones are used. — (p. 33)

MIDI
THRU ouT IN

&S
MIDI Connectors (IN, OUT, THRU)

These connectors can be connected to other MIDI devices to receive
and transmit MIDI messages.

_DIGITAL OUT__
COAXIAL OPTICAL

DIGITAL OUT Connectors

(S/P DIF OPTICAL, S/P DIF COAXIAL)

The Fantom-S features both optical and coaxial digital out
connectors (conforming to S/P DIF).

These connectors output a digital audio signal (stereo). The output
signal is identical to the signal that is output from the OUTPUT A
(MIX) jacks.

* S/P DIF is a digital interface format used for consumer digital audio

devices.
— AUDIO INPUT__ OUTPUT
R L(MONO) A MIX)
/MIC H L[MUND] PHONES

RIN:
SLEEV(
INDIVIDUAL

OUTPUT A (MIX) Jacks (L (MONO), R)

These jacks output the audio signal to the connected mixer/amplifier
system in stereo. For mono output, use the L jack. — (Quick Start; p. 3)

OUTPUT B Jacks (L, R)

These jacks output the audio signal to the connected mixer/amplifier

(EALANI:ED]

system in stereo.

INDIVIDUAL 1-4 Jacks

These jacks output audio signals in mono to an amp or mixer.
The setting determining whether these jacks are used as stereo
OUTPUT jacks or monaural INDIVIDUAL jacks is made with the
Output Assign setting (p. 176, p. 176).

AUDIO INPUT Jack (L, R)
Accept input of audio signals in stereo (L/R) from external devices.
If you want to use mono input, connect to the L jack.

When recording from a mic, connect it to the L jack, and set Input
Select (p. 118) to “MICROPHONE.”

PHONES Jack
This is the jack for connecting headphones (sold separately). —
(Quick Start; p. 3)
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How the Fantom-S Is Organized

Basic Structure

Broadly speaking, the Fantom-S consists of a controller section, a
sound generator section, and a sequencer section. These sections are

internally connected via MIDIL.

Audio Input

i Sampling
Sampler
Section ﬁ
Playback Sound m=
| II» Gggg:iaotgr Resampling

Sequencer
Section

= Recording = Play

e o 00OO0d
o 0 0JO00
o0ooog

o A
Controller Section (controllers 00000
such as keyboard, pad, pitch bend lever, etc.)

Controller Section

This section consists of the keyboard, pad, pitch bend /modulation
lever, panel knobs and buttons, and D Beam controller. It also
includes any pedals that may be connected to the rear panel. The
performance information generated when you do things such as
press/release a key or pad, or depress the hold pedal is converted
into MIDI messages and sent to the sound generator section,

sequencer section, and/or an external MIDI device.

Sound Generator Section

The sound generator section produces the sound. It receives MIDI
messages from the keyboard controller section and sequencer section
and/or from an external MIDI device, generates musical sound
according to the MIDI messages that were received, and outputs the

sound from the output jacks or headphone jack.

Sequencer Section

This section records operations of the keyboard controller section as
MIDI messages, and transmits the recorded MIDI messages to the
sound generator section. MIDI messages recorded on the sequencer
can also be transmitted from the MIDI OUT connector to allow the
Fantom-S to also control external MIDI devices.

The Sampler section

A sampler is a device that captures sounds from a CD player or mic
connected to the audio input (or sounds from a wave file) as
“samples.”

Samples you record can be used in the same way as the waveforms
that are built into the internal sound generator. (p. 119)

The Fantom-S can load WAV or AIFF format wave files as samples
via a USB connection. Loaded sample can be used in patches or

rhythm sets.

Classification of Fantom-S Sound
Types

When using the Fantom-S, you will notice that a variety of different
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categories come into play when working with sounds. What follows

is a simple explanation of each sound category.

Tones

On the Fantom-S, the tones are the smallest unit of sound. However,
it is not possible to play a tone by itself. The patch is the unit of
sound which can be played, and the tones are the basic building
blocks which make up the patch.

WG [ TVF | mp| TVA | jep
D t t
Pitch TVF TVA
Envelope Envelope Envelope

III» audio signal == control signal

Tones consist of the following five components.

WG (Wave Generator)

Specifies the PCM waveform (wave) that is the basis of the sound,
and determines how the pitch of the sound will change.

The Fantom-S has 1,228 different waveforms. All patches built into
the Fantom-S consist of combinations of tones which are created
based on these waveforms.

O

There are four wave generators for each rhythm tone (percussion

instrument sounds).

TVF (Time Variant Filter)

Specifies how the frequency components of the sound will change.

TVA (Time Variant Amplifier)

Specifies the volume changes and the sound’s position in a stereo

soundfield.

Envelope

You use Envelope to initiate changes to occur to a sound over time.
There are separate envelopes for Pitch, TVF (filter), and TVA
(volume). For example if you wish to modify the way in which the
sound attacks or decays over time, you would adjust the TVA

envelope.
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LFO (Low Frequency Oscillator)

Use the LFO to create cyclic changes (modulation) in a sound. The
Fantom-S has two LFOs. Either one or both can be applied to effect
the WG (pitch), TVF (filter) and/or TVA (volume). When an LFO is
applied to the WG pitch, a vibrato effect is produced. When an LFO
is applied to the TVF cutoff frequency, a wah effect is produced.
When an LFO is applied to the TVA volume, a tremolo effect is
produced.

o

LFO is not included in the rhythm tones (percussion instrument
sounds).

Patches

Patches are the basic sound configurations that you play during a
performance. Each patch can be configured by combining up to four
tones. How the four tones are combined is determined by the
Structure Type parameter (p. 46).

Patch

| Tone 4 [ ] | ]
| Tone 3 [ ] | ]
[ Tone 2 —1 —1

/'%JJ

WG |||» TVF |||» TVA
8) :) 8) B

Pitch TVF TVA
Envelope Envelope Envelope B

Rhythm Sets

Rhythm sets are groups of a number of different percussion
instrument sounds. Since percussion instruments generally do not
play melodies, there is no need for a percussion instrument sound to
be able to play a scale on the keyboard. It is, however, more
important that as many percussion instruments as possible be
available to you at the same time. Therefore, each key (note number)
of a rhythm set will produce a different percussion instrument.

Rhythm Set

== Note Number 98 (D7)
| Note Number 97 (C#7)

| Note Number 36 (C2)
Note Number 35 (B1)

Rhythm Tone (Percussion instrument sound)

Lwe | iy [1ve | 1y [[1va |
t t t

Pitch TVF TVA
P P P

Each percussion instrument consists of the following four elements.
(For details, refer to the explanations for “Tones.”)

WG (Wave Generator)
TVF (Time Variant Filter)
TVA (Time Variant Amplifier)

Envelope

Performances

A performance has a patch or rhythm set assigned to each of the 16
parts, and can simultaneously handle 16 sounds.

The Fantom-S has two screens: a Layer screen and a Mixer screen (p.
76).

Use the Layer screen if you want to play two or more patches
together (Layer) or play different patches in separate areas of the
keyboard (Split).

Use the Mixer screen if you want to “mix” by individually adjusting
the pan and level settings for each of the sixteen parts.

Because the Fantom sound generator can control multiple sounds
(instruments) it is called a Multi-timbral sound generator.

Performance
Layer
Mixer
Part 16
[
[
[
[
[
[
[ [
[
Part 1
Patch/
Rhythm Set

18



Overview of the Fantom-$

Part

On the Fantom-S, a “part” is something to which you assign a patch
or rhythm set. Patch mode has two parts, the Pad part and the
Keyboard part, and you can assign a patch or rhythm set to each of
these parts. In Performance mode, each performance has sixteen
parts, and you can assign a patch or rhythm set to each part.

About Simultaneous Polyphony

The Fantom-S can play a maximum of 64 sounds simultaneously.
The following paragraphs discuss what this means, and what will
happen when more than 64 simultaneous voices are requested from
the Fantom-S.

Calculating the Number of Voices
Being Used

The Fantom-S is able to play up to 64 notes simultaneously. The
polyphony, or the number of voices (sounds) does not refer only to
the number of sounds actually being played, but changes according
to the number of tones used in the patches, and the number of
Waves used in the tones. The following method is used to calculate
the number of sounds used for one patch being played.

(Number of Sounds Being Played) x (Number of tones Used by
Patches Being Played) x (Number of Waves Used in the tones)

For example, with a patch combining four tones, each of which uses
two Waves, the actual number of sounds being played comes to 8.
Also, when playing in Performance mode, the number of sounds for
each part is counted to obtain the total number of sounds for all
parts.

How a Patch Sounds

When the Fantom-S is requested to play more than 64 voices
simultaneously, currently sounding notes will be turned off to make
room for newly requested notes. The note with the lowest priority
will be turned off first. The order of priority is determined by the
Voice Priority setting (p. 43).

Voice Priority can be set either to “LAST” or “LOUDEST.” When
“LAST” is selected, a newly requested note that exceeds the 64 voice
limit will cause the first-played of the currently sounding notes to be
turned off. When “LOUDEST” is selected, the quietest of the
currently sounding notes will be turned off. Usually, “LAST” is
selected.

Note Priority in Performance Mode

Since Performance mode is usually used to play an ensemble consisting
of several patches, it is important to decide which parts take priority.
Priority is specified by the Voice Reserve settings (p. 88). When a note
within a patch needs to be turned off to make room for a new note, the
Voice Priority setting of the patch will apply (p. 43).

Voice Reserve

The Fantom-S has a Voice Reserve function that lets you reserve a
minimum number of notes that will always be available for each
part. For example if Voice Reserve is set to “10” for part 16, part 16
will always have 10 notes of sound-producing capacity available to it
even if a total of more than 64 notes (total for all parts) are being
requested. When you make Voice Reserve settings, you need to take
into account the number of notes you want to play on each part as
well as the number of tones used by the selected patch (p. 88).

MEMO

It is not possible to make Voice Reserve settings that would
cause the total of all parts to be greater than 64 voices.

About Memory

Patch and performance settings are stored in what is referred to as
memory. There are three kind of memory: temporary, rewritable,

and non-rewritable.

Fantom
Preset E (PR-E)
System
Preset D (PR-D)
Preset C (PR-C)
Preset B (PR-B)
Preset A (PR-A) User (USER)

Patch Patch
128 256

Rhythm Set GM (GM2) Rhythm Set
32 -1 ] Patch 32
- 256
Performance | | Rhythm Set Performance
64 *1 9 64
Select Select |*2 Select Write
Y
Temporary Area
1
Select Select Write

EXP D Slot \
EXP C Slot Patch
256

EXP B Slot
EXP A Slot
0 Rhythm Set
— 32
Performance

Wave Expansion Board Memory Card

*1 Only in PR-A (PRST)
* 2 The selected Patches/Rhythm Sets cannot be changed.
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Temporary Memory

Temporary Area

This is the area that holds the data for the patch or performance that
you've selected using the panel buttons.

When you play the keyboard or play back a sequence, sound is
produced based on data in the temporary area. When you edit a
patch or performance, you do not directly modify the data in
memory; rather, you call up the data into the temporary area, and
edit it there.

Settings in the temporary area are temporary, and will be lost when
the power is turned off or when you select another patch/
performance. To keep the settings you have modified, you must
write them into rewritable memory.

Rewritable Memory

System Memory

System memory stores system parameter settings that determine
how the Fantom-S functions.

User Memory

User memory is where you normally store the data you need. USER
memory contains 128 patches, 16 rhythm sets and 64 performances.

Memory Card (Optional: power supply
voltage 3.3 V, capacity: 8 MB-128 MB)

Patches, thythm sets, and performances can be saved on a memory
card just as they can in user memory.

Non-Rewritable Memory

Preset Memory

Data in Preset memory cannot be rewritten. However, you can call
up settings from preset memory into the temporary area, modify
them and then store the modified data in rewritable memory (except
GM2).

Wave Expansion Boards (optional: SRX Series)

The Fantom-S can be equipped with up to three Wave Expansion
Boards (four SRX series). Wave Expansion Boards contain Wave
data, as well as patches and rhythm sets that use this Wave data,
which can be called directly into the temporary area and played.
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About the Onboard Effects

Effect Types

The Fantom-S has built-in effect units, and you can independently
edit each unit’s settings.

Multi-Effects

The multi-effects are multi-purpose effects that completely change
the sound type by changing the sound itself. Contained are 78
(Fantom-S; 77) different effects types; select and use the type that
suits your aims. In addition to effects types composed of simple
effects such as Distortion, Flanger, and other such effects, you can
also set up a wide variety of other effects, even connecting effects in
series or in parallel. Furthermore, while chorus and reverb can be
found among the multi-effects types, the following chorus and
reverb are handled with a different system. In Performance mode,
three types of multi-effect can be used simultaneously; these are
referred to as MFX1, MFX2, and MFX3. In Patch mode, the Keyboard
part can use MFX1 and the Pad part can use MFX2.

Chorus

Chorus adds depth and spaciousness to the sound. You can select
whether to use this as a chorus effect or a delay effect.

Reverb

Reverb adds the reverberation characteristics of halls or
auditoriums. Five different types are offered, so you can select and
use the type that suits your purpose.

Mastering Effect

This is a stereo compressor (limiter) that is applied to the final
output of the Fantom-S. It has independent high, mid, and low
ranges. Independently for the high-frequency, mid-frequency, and
low-frequency regions, this compresses any sounds that exceed the
specified level, making the volume more consistent.



Overview of the Fantom-$

How Effects Units Work in Different
Modes

In Patch Mode

The multi-effects, chorus and reverb effects can be set up
individually for each patch/rhythm set. Adjusting the signal level to
be sent to each effects unit (Send Level) provides control over the
effect intensity that’s applied to each tone.

TONE e Multi-Effects
A
e
Lt
Multi-Effects
Chorus
Reverb

* To each part you can assign either a Patch or a Rhythm Set.

In the Performance Mode

The multi-effects, chorus and reverb effects can be set individually
for each performance. The intensity of each effect will be set for each
part.

When you apply effects in Performance mode, the effect settings of
the patch or rhythm set assigned to each part will be ignored, and
the effect settings of the performance will be used. Thus, the effects
for the same patch or rhythm set may differ when played in Patch
mode and in Performance mode. However, depending on the
settings, you can have effect settings for a patch or rhythm set
assigned to a part applied to the entire performance. In addition,
when using the multi-effects settings of a performance, you can use
three different multi-effects simultaneously, depending on the effect

type (p. 175).

| Performance/Multitimbre |

— [Part 1
[perer ]
TONE A £ Multi-Effects
;31 P Chorus
VA ,'31 Reverb

About the Sequencer

A sequencer records keyboard performance and controller
movements as MIDI messages (sequencer data). As the data plays
back, the recorded MIDI messages are sent to a sound generator
which will produce the required sounds. The sequencer actually
plays instruments instead of the musician, and since it can record a
musical performance, it is a tape recorder as well.

But in reality a sequencer doesn’t record sound, but actually the
steps that cause the sound generator to produce sound, so it offers
several advantages. Sound quality is always excellent, the equivalent
of first-generation tape, no matter how many times the data plays
back; tempo changes have no effect on pitch; detailed editing is

possible, etc.

What Is a Song?

For the Fantom-S, musical performance data for one song or
composition is referred to as a song. A song combines sequencer
data recorded on Phrase tracks 1-16, a Tempo track, a Beat track and
a Pattern track, as discussed below.

Song

Phrase track 16

Phrase track 2
Phrase track 1

Tempo track

Beat track

Pattern track

Pattern Pattern Pattern
1 2 100

What Is a Track?

Each section of a song which stores musical performance data is

called a track.

Phrase Tracks 1-16

Phrase tracks record the musical performance. Each Phrase track
records musical performance data for 16 MIDI channels. Totally, up
to 16 tracks x 16 MIDI channels of data can be recorded. It’s helpful if
you’ve made decision prior to recording such as recording melody
on Phrase track 1, bass on Phrase track 2, drums on Phrase track 10,
and accompaniment on the remaining Phrase tracks.
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Tempo Track

The Tempo track records tempo changes of a song over time. It can
be used for tempo changes during a song. If a song has the same
tempo from beginning to end, the Tempo track can be ignored.
When a song is first recorded on the Fantom-S, a tempo setting at the
time of recording will be stored at the beginning of the Tempo track.
Therefore when song playback starts from the beginning, the song
will always play back at this initial tempo.

Thus playback tempo is determined by the Tempo track setting. If
you modify the tempo during playback, the overall tempo of the
song will be controlled by the setting you make.

Beat Track

The Beat track records the time signature of each measure of a song.
Set the Beat track when recording a new song, or when you want to
change time signature during a song.

Pattern Track

You can also use the Pattern track to record musical passages, separately
from the Phrase tracks. Musical data in the Pattern track is regarded as
separate Patterns. Up to 100 Patterns can be created, and each Pattern
can contain data for 16 MIDI channels, as with Phrase tracks.

Patterns can be assigned to a Phrase track, so if you are using repetitive
phrases such as drums and bass, it is convenient to record each musical
phrase in a pattern, and then use the MICROSCOPE screen to assign the
pattern to the track (p. 148). In this case, the Phrase track contains only
the Pattern Call numbers that refer to the desired Pattern, and not the
actual Pattern data. Therefore the same Pattern can be used any number
of times with a negligible increase in memory used.

The RPS function (p. 172) for immediate playback also applies to
Patterns. Patterns are therefore convenient for live performance, if
you've recorded necessary sequencer data as Patterns and take them
to the gig.

Patterns also make fine scratch-pads for musical ideas.

Songs and the Sound Generator Mode

The Fantom-S’s sequencer can be used at any time, regardless of the
mode of the sound generator (Patch/Performance).

In Performance mode you can use up to sixteen sounds, with each
part playing a different sound. This means that Performance mode is
ideal for recording or playing an ensemble that uses multiple
instruments, such as drums, bass, and piano.

In Patch mode you can play using the sounds that are assigned to the
Keyboard part and the Pad part.
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Positions for Storing a Song

Internal Memory

The sequencer has an area called internal memory that can temporarily
store one song. So we call this temporary song Internal Song.

To play back a song saved to a disk with the Fantom-S, it doesn’t
have to be loaded into internal memory. Only when you're going to
record a song or edit a song saved to disk, do you have to load it into
internal memory. Since only one song can be worked on during
recording or editing, all the internal memory has to do is store one
song (about 120,000 notes).

The song in internal memory is volatile and will be lost when the
power is turned off. To keep a song, you must save it to user
memory or memory card.

Memory Card/User Memory

When keeping a recorded or edited song in internal memory, save it
to user memory or memory card as a song file. Up to 256 songs can
be saved to a card and user memory.

If you want to keep the song in internal memory that you recorded
or edited, you must save it as a song file onto a memory card or into
user memory. Either method lets you save up to 256 songs.

A card and user memory can contain two file types. The three-letter
symbol shown in parentheses ( ) is a file name extension that
distinguishes the different file types.

Song File (.SVQ)

This file is a song created on the Fantom-S. It is called an MRC Pro

song.

Standard MIDI File (.MID)

Standard MIDI File is a standard file format that allows sequencer
data to be exchanged between most musical applications. Fantom-S
files can be saved as Standard MIDI Files. This also allows you to
play back commercially available music data (GM scores) that is
compatible with the GM/GM2 system.

Temporary Memory User Memory

¥

Song file |

Internal Memory

o Standard MIDI file |

Fantom-S

Memory Card
+ Song file l
» Standard MIDI file |
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About the Sampling Section

The Sampling section samples (records) external sounds from an
audio device or mic as digital data. Sampled sounds can be played as
a patch or rhythm set. You can also import WAV /AIFF format files

and use them in the same way.

Samples

A sample contains the waveform data sampled by the Fantom-S. In
addition to the actual waveform data itself, a sample also contains
parameters such as start point, loop start, and loop end. The Fantom-
S can hold 9,000 samples.

Sample
Sample List
> 0001 User Sample
ﬁ — 0002
Sampling Added :
Drum automatically | }
Wave '
(Sample) 2000
L4
Multisamples

Two or more samples assigned to the keyboard are collectively
called a multisample. A multisample is divided into 128 “splits.”
Each split contains the number of a sample in the sample list—it
does not contain the actual sample data itself.

The Fantom-S has 128 internal samples (preset samples), and in
addition can store up to 128 user samples in a separately sold

memory card.

Multisample

[ Multisample  No.128

A multisample is
divided into 128

_____________________________ sample || sample
No.127 || No.128

Number in the sample list

Multisample No.001

sample
No.003

sample
No.001

sample
No.002

Where Samples are Stored

Samples that you record or import are stored in sample memory.
This sample memory is temporary, and its data will be lost when
you turn off the power. If you want to keep these samples, you must

save them to user memory or a memory card.

* You cannot save data to the preset memory.

Temporary Memory
Sampler Section
Sample Memory g X3 Preset Memory
Write | [ [T~~~ TTTTTTY
Preset Bank ¥ o
_________________ fo
Write pTTTTTTTT TS i L(}A\
_____ UserBank e qppenr User Memory
rTTTTTTTTTTTTTTT 1 &e
g Card Bank i
\
N\
A\
Load/Write Fantom-S
Memory Card
- Sampling
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Basic Operation of the Fantom-$

Switching the Sound Generator Mode

The Fantom-S has two sound generating modes: Patch mode,
Performance mode. You can select the sound generating mode (state)
that is most appropriate for how you are playing the Fantom-S.

Use the following procedure to switch between these modes.

Patch mode

In this mode you can use the keyboard and pads to play individual
sounds (patches/rhythm sets).

The keyboard and pads each have their own sound generator and
part, and are connected on a single MIDI channel.

To select Patch mode
1. Press [PATCH/RHYTHM].

Patch Play [Internal Sons 1 M=a28i 51-cn=|
o] mlFa]—al [ =i zRicnolrevinnsTer] L EIE- )

[ Patch

| USER:Wif] CatchURFlow

[i—INo assian Lock[

O CUTOFF O RESOMAMCE O ATTACK O RELERSE

|ﬂCHORUS sH HEREVERE =W e

[

Performance Mode

This mode allows you to combine multiple sounds (patches or

rhythm sets).

LAYER/SPLIT display

Use this screen when you want to play two or more sounds
(patches/rhythm sets) together.

You can play patches together (Layer) or divide the keyboard into
two regions and play different patches in each region (Split).

MIXER display

Use this screen when you want to mix the sounds by adjusting the
level and pan for each of the 16 parts.

To select the Layer screen
1. Press [LAYER/SPLIT].

Performance Layer [Internal Son3 1 M=8881 STOP

=T | T 1z = cHolREvvasTER] [FETE-C )

11| USER{T] ShapeURMusic

Part 1 [CatchURFIow 1
PRET HED

| O CUTOFF QD RESOMAMCE  { ATTACK

|“TRHNS DoWN B TRANS DOMH

To select the Mixer screen
1. Press [MIXER].

Performance Mixer CInternal Sona 1 M=@881 STOR
el | s cwomevasren] P
Part| 1/i] | USER: 001 CatchURF1ow
2 3 4 5 6 7 & 9 18 11 12 13 14 15 16
=== PHO FHO PHO  PHO PHO PHO FHO PHO ;;; FHO PHO PHO PHO PHO PHO
JDOOOOOOOOOOOOOOO

nnnnnnnnnnnnnnn

WWWWWWW

180a/12a/128a1 88/ as/1 881 8a/10a/1 881 aa/1 aa|1 aa

About the [1]-[8] Buttons

In the PLAY screen, the eight [1]-[8] buttons located below the
display, these buttons execute various functions, and their operation
will differ depending on the screen. Functions will be listed in the

bottom of the screen.

o _

4r4

| Patch [i——1Mo assian Lock[
_I| USER: (T[] CatchURFlow

Trans[c %oo A Tone s (O & @ @
@— Ila-hgm [(—-1ho assisn | Lack|

Fad Ture

Hote |5 <"~ [ Rhy Tone[C Zi0ld Kick 1

| O CUTOFF O RESOMANCE O ATTACK O RELEASE

|nCHORUS =W EREVERE =W |§|f OFF

The somewhat smaller screens that appear temporarily on top
of the normal screens are called windows. Various types of
windows appears according to the situation. Some display lists,
others allow you to make settings, and still others ask you to

confirm an operation.

Cinternal Sond 1 M=@@@1 STor

(hen] i Pand_ oll[|CTFT 1] 2 BCH O REVHASTER] NS Folal 4.4
EE| [ Patch

| USER:001 CatchURFlow

[i——=1M0 as=ian Lock[

R| P1ayThePadz
Window

SHEIEIEY [ [ .

Press [EXIT] to close the window. Some windows will close

automatically when an operation is performed.

J
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Moving the Cursor

A single screen or window displays multiple parameters or items for
selection. To edit the setting of a parameter, move the cursor to the value of
that parameter. To select an item, move the cursor to that item. When
selected with the cursor, a parameter value or other selection is highlighted.

KED Part [CatchUrRFlow 1

=R B B [CE = nolrevhnsTeR]

1159
D & D @D c
Fatch Catesors Mo assianc e GFU[ £el g
Wave OFatch Level a
ThiT HFatch Fan LE4
- Fatch Priorits LAST
(FItER | octave shift a
Pitch Er Patch Coarse Tuna a
TF EIFatch Fire Tune a
Stretch Tune Depth OFF
TvF Env fAnalos Feeal a
e Cutoff Offset a
—— | pesonance Offset a
TV Env ALLack Time Offset a
Release Time Offset a
(OUERME | ooCity Sens offset a
LFO1
LFOZ

w, 4 and P (cursor buttons).

AN
"%

¢ By holding down [SHIFT] and pressing a cursor button, you can

Move the cursor with the 4.,
A : moves the cursor up.

w : moves the cursor down.
‘ : moves the cursor to the left.

P : moves the cursor to the right.

make the cursor location jump to the edge of the same block.

e If you hold down one cursor button while you also press the
cursor button for the opposite direction, the cursor will move
more rapidly in the direction of the first-pressed cursor button.

Modifying a Value

To modify the value, use the VALUE dial or the [INC]/[DEC] buttons.

DEC INC

JO)

HINT
In each screen of the Fantom-S, you can use the cursor to move
the area displayed as black characters on white background, and
modify its value.

oK

Each parameter has its own range of possible values, so you
cannot set any value smaller than the minimum value or greater

than the maximum value.

VALUE Dial

Rotating the VALUE dial clockwise increases the value,
counterclockwise decreases the value. Holding down [SHIFT] as you
move the VALUE dial increases value increments so you can make

large value changes faster.

When the cursor is located at a parameter value, press [ENTER]
to display a window where you can set the value. Use & w7
to select a value, and then press [ENTER] to finalize the setting.

[INC] and [DEC]

Pressing [INC] increases the value, and [DEC] decreases it. Keep the
button pressed for continuous adjustment. For faster value increases,
keep [INC] pressed down and press [DEC]. For decreasing value
faster, keep [DEC] pressed down and press [INC].

If you press [INC] or [DEC] while holding down [SHIFT], the value

increments will get bigger.

Assigning a Name
On the Fantom-S, you can assign names to each patch, rhythm set,

performance, Song, Sample, and Pattern. The procedure is the same

for any type of data.

1. Press [CURSOR] to move the cursor to the location where
you wish to input a character.

2. Turn the VALUE dial, or press [INC)/[DEC] to specify the
character.

Available characters/symbols are:

space, A-Z,a-z,0-9, ! “#$% & ()*+,-./:;<=>7@[\]

o

Song file names may not contain lowercase characters or certain
symbols (“*+,./:;<=>?2[\]1]).

* From a naming screen you can press [MENU] and select "Undo” to
return the name to what it was before you changed it. From [MENU]
you can select "To Upper” or press 4 to change the character at the
cursor to uppercase. From [MENU] you can select "To Lower” or press

w to change the character at the cursor to lowercase. From [MENU]
you can select "Delete All” to clear all the characters you were

inputting.

You can use the pads to specify characters.
By pressing a pad one or more times, you can successively select
the letters, numerals, and symbols that appear on the pad. For
example, if you repeatedly press pad 1, you will cycle through
the available choices like this: 1 - A - B -C—>1 - A..

* You can switch between uppercase and lowercase letters for the
character to be entered by pressing CAPS LOCK.

¢ Press SPACE to replace the character at the cursor location with a space.

¢ Press INS to insert a space at the cursor location.

¢ Press DEL to delete the character at the cursor location.

¢ Press BS to delete the character to the left of the cursor location.

DYNAMIC PAD BANK

07

’-

-

——
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Playing in Patch Mode

In Patch mode, the keyboard and the pads are each used to play a
single sound (patch/rhythm set).

The keyboard controller section and the pad controller section each
have their own sound generator part, and each are connected by
their own MIDI channel. This means you can play separate sounds
on the keyboard and the pads.

About the Patch Play Screen

Displaying Patch Play Screen
To access the Patch Play screen, use the following procedure.
1. Press [PATCH/RHYTHM].

You will enter Patch mode, and the Patch Play screen appears.

The Fantom-S has two parts; a Keyboard part and a Pad part.
2. Press [1 (Kbd Part)] to select the Keyboard part.

Patch number

Patchtype patch group  Patch name Patch Category

O CUTOFF O RESONAMCE O ATTAC

| alf OFF

|nCHOEUS SW HEREVERE =M

3. Press [2 (Pad Part)] to select the Pad part.

Patch type Patch Category

CInternal Slns 1 HM=882i STOR

-

R Rhgthm Mo assisn

| USER:[if] PlayThePadz

|0cuTc F ORESONHNCE O AT | Ack O RELEASE

| ?"f OFF

|“CHOF IS =W HEREVERE =W

Patch group

Patch number / Patch name
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4. Press [7] to switch the Patch Play screen.
This screen simultaneously displays the settings of the Keyboard

part and the Pad part.
Patch Play [Internal Sona 1 M=92881 STOF
[keo] __wliran]__all|[CEE1zBcnolreviviasTer]| [FETT= RN Vo | o)

| Patch [(——1Ho assisn Lock[

_ || USER: [L]] CatchURFlow

= %oo& Tone SH (T (& G D
@— Rhuthn (———1M2 assian Lock[
e

Pad ToF
note |57 f Rhy Tone[Tzid Kick 1

| O CUTOFF O RESOMAMCE O ATTACK O RELERSE

|nCHDRUS sW EREVERE SW |§|§ QFF

Press [8 (Part Level)] to adjust the volume of the keyboard part
and pad part.

Pressing [8 (Part Level)] will open a window where you can
adjust the volume of the keyboard part and pad part.

Press [6] (keyboard part) or [7] (pad part) to select the part, and
turn the VALUE dial or use [INC][DEC] to adjust the volume.

Press [8 (Close)] to close the window.

Part Level

188




Playing in Patch Mode

Functions in the Patch Play screen
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Indicates the current sound generating mode.

® 7]

Indicates the volume of the Keyboard part and Pad part.

Indicates multi-effects (MFX1, 2), chorus (CHO), reverb (REV),
and masterring (MASTER) on and off.

Indicates the name of the currently selected song,

the measure location

Indicates the time signature, and the tempo.
Indicates the Loop Play on/off (LOOP).

Sets the Transpose (Trans). And indicates the Octave Shift (Oct).

Patch/rhythm set select switch
Determines whether you will be selecting patches or rhythm sets.

Indicates/selects the patch category.
Selects whether the patch category will be locked.

Indicates/selects the group, number,
and name of the selected patch.

Indicates the tone On/Off status.

Indicates whether the controller settings will apply
to the keyboard or the pads.

Indicates the state of the pad settings.

Indicates the rhythm tone.

Indicates the functions that are assigned to each
realtime controller knob (®) and assignable switch (H).

This indicates the function that is assigned to the D Beam controller,
and the response status of the D Beam controller.

Switches the cursor location to either the Keyboard section
or the Pad section.

Indicates the names of the parameters that can be selected
by [3]-16].

Switches the display between the view of only one part and
the view of two parts.

Sets the volume of the Keyboard part and Pad part.

Selecting a Paich

The Fantom-S has eight patch groups, including the User group and
Preset groups A-E and GM, with each group storing 128 patches
(256 in GM, USER). What’s more, you can further expand your
options by installing up to four optional Wave Expansion Boards
(four SRX series), enabling you to select from a huge assortment of
available patches.

USER

This is the group inside the Fantom-S which can be rewritten.
patches you yourself create can be stored in this group. The Fantom-
S includes 256 preset patches.

PR-A-E (Preset A-E)

This is the group inside the Fantom-S which cannot be rewritten.
However you may modify the settings of the currently selected
patch, and then store the modified patch in User memory. Banks A—
E already contain 128 prepared patches each, for a total of 640
patches.

* The Fantom-S88 provides preset F, which contains eight patches.

CARD (Memory Card)

This group lets you use patches stored on a memory card inserted in
the rear panel card slot. Since the data in this group can be rewritten,
you can use this group to store patches that you create.

GM (GM2)

This is an internal group of patches compatible with General MIDI 2,
a system of MIDI function specifications designed to transcend
differences between makers and types of devices; these patches
cannot be overwritten. Furthermore, settings of currently selected
patches from this group cannot be changed. The Fantom-S includes
256 preset patches.

XP-A-D (Wave Expansion Boards installed in
EXP-A-D Slots)

These are groups used when using patches from Wave Expansion
Boards installed in the EXP A-D slots, and cannot be rewritten.
However you may modify the settings of the currently selected
patch, and then store the modified patch in User memory and
Memory card. The number of onboard patches depends on the
specific Wave Expansion Boards installed.

o¥

XP-A-D patches can be selected only if a Wave Expansion Board
SRX series (sold separately) is installed in the corresponding slot.

o

If SRX/RAM Mode (p. 195) is set to “2 SRX,” only EXP slots A
and B can be used.
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1. Press [PATCH/RHYTHM] to access the Patch Play screen.

Patch number

Patch type patch group ~ Patch name Patch Category

[inter/ial Sona 1 M=2aal/ STOR

/o)

[———1HD as=ian Lock[

O CUTOFF O RESONAMCE £ ATTACK O RELERSE

|“CHOEUS =W HEREVERE =W |§|f QFF

2. Press [1 (Kbd Part)] or [2 (Pad Part)] to move the cursor to
the pad part or the keyboard part.

Patch type  Patch group  Patch number

Patch Pla|_.| /internal Sons~71 M=0@a1 SToR
0 | (0 ner]B AT A | d=128 4.4
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L

If you selected a patch group, turn the VALUE dial or use
[INC][DEC] to choose the patch group.

USER: User

PR-A-E: Preset A-E

CARD: Memory Card

GM: GM (GM2)

XP-A-D: Wave Expansion Boards installed in EXP-A-D Slots

*

Make sure that the patch type select switch is set to “Patch.” If this is
set to “Rhythm,” use [CURSOR] to move the cursor to the switch, and
turn the VALUE dial or press [DEC] to select “Patch.”

With the cursor located at “Rhythm,” press [ENTER] to open the
Patch Type window. You can also use CURSOR to select “Patch” and
then press [8 (Select)] to make the selection.

4. Press [CURSOR] to move the cursor to the patch group.

Turn the VALUE dial, or press [INCJ/[DEC] to select a patch
group.

6. If you selected a patch for the pad part, play the pads to hear
the sound. If you selected a patch for the keyboard part, play
the keyboard to hear the sound.

Selecting Favorite Patches
(Favorite Sound)

You can bring together your favorite and most frequently used
patches in one place by registering them in the Favorite sound. By
using this function, you can rapidly select favorite patches from
internal memory or a Wave Expansion Board.

o

If a patch stored in a Wave Expansion Board has been registered
as a Favorite Sound, it cannot be selected unless the

corresponding wave expansion board is installed.

==

For instructions on how to register to the Favorite Sounds, refer
to “Registering a Favorite Patch (Favorite Sound)” (p. 30).

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [4 (Favorite)].

The Favorite List window appears.

Fatch Flay LInternal Sons ] M=0@a1  SToR
HFXDE (COCIE0CEEIE | J=128 44l )
EEI Patcn (———1Ho as=ian Lock[

| USER:001 CatchURFlow

3. Press A or W tochoose the patch.
4. To change the bank, turn the VALUE dial or use [INC][DEC].

5. After you have changed the bank, press [1]-[8] to select a
patch.

6. Press [EXIT] to close the Favorite window

Selecting Patches from the List

You can display a list of patches and select a patch from that list.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.

2. Press [3 (Patch List)].

The Patch List screen appears.

Mo assisn

PR—A:082 S0 L
PR-A:003
PR-A:884 MK5-Z0 Piano
PR-A:085 SA Dancerno
PR-A:006 Piano Honks
PR-A:007 Grand + Str
PR—A:1088 MarmvoxPiano

EL.Fiana
Keuboards
Eell
Mallat
Orzan PR-A:809 Elend 20902
PR-A:818 LA Piano
PR-A:@11 Lush Life
GH:B81 Pianc 1

Accordion
Harmonica
AC.Guitar

¥ | Bark msBoLsE  esvomes
Frosram Chanse 821

3. Use & or W to select a patch.
If [6 (Categ)] has a check mark (v/), the list will show the
categories. If you press [6 (Categ)] to remove the check mark, the
list will show the patch groups.
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PR-A:084 MKS-Z8 Fizno
PR-A:8@5 SA DancePno  (PHOY

Freset C
Freset O
Preset E

PR-A:B86 Piano Homky  (PHO)
PR—A:B@7 Grand + Str (PHDY
PR—A:B8E WarnvoxPiano (PHD)
PR-A:889 Elend 2092  (PHDY
PR-A: 818 LA Fiano (FHDY
PR-A:811 Lush Life (FHDY
PR-A:@12 StaseEFE Tr  (EF )

Bank MSE-LSE  @57.-054
Prosran Chanse @ai

To switch groups, press [1 (] [2 (V)].

By Pressing [7 (Preview)] you can audition the sound of the
patch, by means of a phrase preselected as being suitable for that
particular type (category) of patch (Phrase Preview).

Press [8 (Select)] to select the patch.

Auditioning Patches
(Phrase Preview)

The Fantom-S allows you to preview patches by hearing a phrase

appropriate for each type of patch.

Press [PATCH/RHYTHM] to access the Patch Play screen.

Press [3 (Patch List)] to access the Patch List screen.

Preset C
Preset O

PR-A:086 Fiano Honks
PR-A:0@7 Grand + Str (PHO)
PR—AIOBE WarnvoxPiano (PHO)
PR-A:889 Elend 2092  (PHDY
PR-A:818 LA Piano (PHDY
PR-A:@11 Lush Life (PHDY
PR-A:@12 StaseEFE Tr  (EF )

Bank MSE-LSE @57 054
Prosran Chanse @@i

Press and hold [7 (Preview)].

The patch selected in the Patch List screen will be sounded.

Release your finger from [7 (Preview)], and the phrase will
stop playing.

=

If you wish to change how the phrase is played by Phrase
Preview, you can edit the Preview Mode parameter (p. 194).

Selecting Patches by Category
(Patch Finder)

The Fantom-S provides a “Patch Search function” (Patch Finder)
which allows you to specify a type (category) of patch so that you

can quickly find the desired patch. There are a total of 38 categories.

1.

Press [PATCH/RHYTHM] to access the Patch Play screen.

Patch number

Patch name Patch Category

Patch type patch group

CInter/ial Sons 1 M=aaal/ STor

(—— Mo aszisn /| Lock| |

thURlow

O CUTOFF O RESOMAMCE O ATTACK O RELERSE

|nCHDRUS sW HEREVERE SW |§|§ QFF

Make sure that the patch type is set to “PATCH.”

If this is set to “Rhythm,” use [CURSOR] to move the cursor to
the switch, and turn the VALUE dial or press [DEC] to select
“Patch.”

Use [CURSOR] to move the cursor to the “Patch Category,”
and turn the VALUE dial, or press [INC)/[DEC] to select the
desired category.

Press ) to move the cursor to “Lock,” and turn the VALUE
dial or press [INC] to add a check mark (v).

Use [CURSOR] to move the cursor to the patch group or
patch number, and turn the VALUE dial or use [INC]/[DEC] to
select the patch.

When the cursor is located at the Patch group, you can select the
group. When the cursor is located at the Patch number, you can
specify the number.

29

- Playing in Patch Mode



Playing in Patch Mode

The following categories can be selected.

Category Contents

--- No Assign No assign

PNO | AC.Piano Acoustic Piano

EP EL.Piano Electric Piano

KEY |Keyboards Other Keyboards (Clav, Harpsichord etc.)
BEL Bell Bell, Bell Pad

MLT | Mallet Mallet

ORG | Organ Electric and Church Organ
ACD | Accordion Accordion

HRM | Harmonica Harmonica, Blues Harp
AGT | AC.Guitar Acoustic Guitar

EGT EL.Guitar Electric Guitar

DGT | DIST.Guitar Distortion Guitar

BS Bass Acoustic & Electric Bass
SBS Synth Bass Synth Bass

STR Strings Strings

ORC | Orchestra Orchestra Ensemble

HIT Hit&Stab Orchestra Hit, Hit

WND | Wind Winds (Oboe, Clarinet etc.)
FLT Flute Flute, Piccolo

BRS AC.Brass Acoustic Brass

SBR Synth Brass Synth Brass

SAX Sax Sax

HLD | Hard Lead Hard Synth Lead

SLD | Soft Lead Soft Synth Lead

TEK | Techno Synth | Techno Synth

PLS Pulsating Pulsating Synth

EX Synth FX Synth FX (Noise etc.)

SYN | Other Synth Poly Synth

BPD Bright Pad Bright Pad Synth

SPD | Soft Pad Soft Pad Synth

VOX Vox Vox, Choir

PLK | Plucked Plucked (Harp etc.)

ETH Ethnic Other Ethnic

ERT Fretted Fretted Inst (Mandolin etc.)
PRC Percussion Percussion

SEX Sound FX Sound FX

BTS Beat&Groove | Beat and Groove

DRM | Drums Drum Set

CMB | Combination | Other patches which use Split and Layer

Registering a Favorite Patch
(Favorite Sound)

You can bring together your favorite and most frequently used

patches in one place by registering them in the Favorite sound. By

using this function you can rapidly select favorite patches from

internal memory or a Wave Expansion Board. You can register a

total of 64 sounds (8 sounds x 8 banks) as favorite sounds.

==

For details on selecting a favorite sound, refer to “Selecting
Favorite Patches (Favorite Sound)” (p. 28).

Using [1]-[8] to Register

1. Press [PATCH/RHYTHM] to access the Patch Play screen to
select the patch that you wish to register (p. 27).

2. Press [4 (Favorite)].

[FEL N ET [Internal Son3d 1 M=228a1 ETDFI
(0 | G0 - | WIS (L0 R0 LT 4= 126 404

Patch Lock[

| USER:001 CatchURFlow

[i——1No assian

Favorite Patch ( Push EXIT to close )
Eank m

=1 ||| |
I

NIRRT
[ E

3. Turn the VALUE dial or press [INC)/[DEC] to select the Bank.

4. Hold down [SHIFT] and press [1]-[8] to execute the
registration.
The patch will be registered to the button you pressed.

5. When you have finished registering, press [EXIT].

Using the Favorite List Screen to Register

1. Press [PATCH/RHYTHM] to access the Patch Play screen to
select the patch that you wish to register (p. 27).

2. Press [3 (Patch List)].
3. Press [3 (Favorite)].

The Favorite List screen appears.

KED Part [CatchURFlow 1

1-2
Bankz 123
Banka 1-4
Eank4 1-5
Barks 1-6
1-7
Barke s
BankT
Banks |

Current:
USER:z@21 CatchURF1oOW  (——-]

4, Press [1 (M) or [2 (V)] to select the Bank.
5. Press A or W to select a favorite number.

6. Press [5 (Regist)] to execute the registration.
The patch will be registered to the button you pressed.

7. When you have finished registering favorite sounds, press

[EXIT] to close the Favorite List screen.

HINT
By pressing [7 (Preview)] you can audition the sound of the
registered patch (Phrase Preview).

Canceling a patch registration

By pressing [4 (Remove)] you can cancel the patch registration
that is selected in the Favorite List screen.
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Registering Favorite Rhythm Sets
(Favorite Sound)

You can bring together your favorite and most frequently used
rhythm sets in one place by registering them in the Favorite sound.
By using this function you can rapidly select favorite rhythm sets
from internal memory or a Wave Expansion Board. You can register

a total of 64 sounds (8 sounds x 8 banks) as favorite sounds.

==

For details on selecting a favorite sound, refer to “*“Selecting
Favorite Patches (Favorite Sound)” (p. 28).

Using [1]-[8] to Register

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the rhythm set that you wish to register (p. 37).

2. Press [4 (Favorite)].

3. Turn the VALUE dial or press [INC]/[DEC] to select the Bank.

4. Hold down [SHIFT] and press [1]-[8] to execute the
registration.
The rhythm set will be registered to the button you pressed.

5. When you have finished registering, press [EXIT].

Using the Favorite List Screen to
Register

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the rhythm set that you wish to register (p. 37).

2. Press [3 (Patch List)].

3. Press [3 (Favorite)].

The Favorite List screen appears.

PAD Part [PladTheFadz 1 A @

=R B B [CEzlcnolrEvnnsTER]

118

A e o= ==

W ARh=thm Lewvel 117
S Rhdthm Tone Mame L 1

T i u
e T OFF
FIEER | Tone Env Hode Ho-5US
Fiteh ERw || Tone Pitch Bend Ranse z
? Tone Receive Exprassion o

Tohe Raceive Hold-1 aH
TWF Env Tone Receive Pan Hode CONTIHUOLS
——— || One shot hods oH
TV Aftertouch Time Ctrl Sens [}
Twe Env
OutRUL

4, Press [1(M)] or[2 (1)] to select the Bank.
5. Press A& or W to select favorite number.

6. Press [5 (Regist)] to execute the registration.
The rhythm set will be registered to the button you pressed.

7. When you have finished registering favorite sounds, press
[EXIT] to close the Favorite List screen.

HINT
By pressing [7 (Preview)] you can audition the sound of the
registered rhythm set (Phrase Preview).

Canceling a patch registration

By pressing [4 (Remove)] you can cancel the patch registration
that is selected in the Favorite List screen.

Transposing the Keyboard in
Octave Units (Octave Shift)

The Octave Shift function transposes the pitch of the keyboard in 1
octave units (-3— +3 octaves).
For playing a bass part more easily using your right hand, transpose

the keyboard down by 1 or 2 octaves.
* Octave Shift applies only to the keyboard part.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [7] to switch the Patch Play screen.

3. Press KEYSHIFT [-OCT] or [+OCT] to set the amount of
transposition (-3—+3).
The button will light if this is set.

Each time you press [+OCT], the amount of transposition will change
in the order of +1, +2, and +3. Each time you press [-OCT], the
amount of transposition will change in the order of -1, -2, and -3.

If you press both buttons simultaneously, the amount of movement will
be zero.
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There is a single Octave Shift setting (Setup parameter) for the
entire Fantom-S. The changed setting will be remembered even
if you switch patches or performances.
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Transposing the Keyboard in
Semitone Steps (Transpose)

Transpose changes keyboard pitch in units of semitones.
This function is useful when you play transposed instruments such

as trumpet or clarinet following a printed score.

* Transpose applies only to the keyboard part.

-
.

Press [PATCH/RHYTHM] to access the Patch Play screen.

Press [7] to switch the Patch Play screen.

Bowop

Use [CURSOR] to move the cursor to “Trans.”
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5. Either turn the VALUE dial or use [INCJ/[DEC] to adjust the
Transpose setting (G—F#: -5—+6 semitones).

O

There is a single Transpose setting (Setup parameter) for the
entire Fantom-S. The changed setting will be remembered even
if you switch patches or performances.

HINT
If you assign “Transpose Up” “Transpose Down” as a function
to be controlled by the realtime assignable switches ([ C1] 1/
[i] 1), you can easily change the Transpose by pressing these
buttons (p. 101).

Selecting the Tones That Will
Sound (Tone On/Off)

Press [1 (Kbd Part)] to move the cursor to the keyboard part.

Since a patch is a combination of up to four tones, you can switch
unwanted (tones out of the four) off and get just the sound of a
specific tone.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.

2. Press [1 (Kbd Part)] or [2 (Pad Part)] to move the cursor to
the pad part or the keyboard part.

3. Press [6 (Tone Sw/Sel)].
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4. Press [1 (Tone Sw)]/[4 (Tone Sw)] to turn each tone on/off.
The setting will switch on/off each time you press the
button.

5. Press [EXIT] to close the window.

HINT
If you want just one or two tones to sound in a patch, turn the
others off and store that setting on a patch. This cuts
nonessential use of the Fantom-S’s simultaneous voices.

Playing Single Notes (Mono)

When using a patch for a naturally monophonic instrument such as
sax or flute, it is effective to play in mono.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [1 (Kbd Part)] to move the cursor to the keyboard part.
3. Press [EDIT] to access the Patch Edit screen.

4, Press [1 (M) or [2 (1)] to select the “Solo/Porta” tab.

A screen like the one shown below appears.
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5. Press & or ¥ to move the cursor to “Mono/Poly.”

6. Turn the VALUE dial or press [DEC] to select “MONO.”

Now you can play in mono mode.

HINT|
If you assign “Mono/Poly” as a function to be controlled by the
assignable switch ([ C1] 1/1 i] 1), you can easily switch between
mono/poly by pressing a button (p. 101).
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Creating Smooth Pitch Changes
(Portamento)

Portamento is an effect which smoothly changes the pitch from the
first-played key to the next-played key. By applying portamento
when Mono mode is selected (see the preceding item), you can
simulate performance effects such as slurring on a violin.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.

2. Press [1 (Kbd Part)] to move the cursor to the keyboard part.

3. Press [EDIT] to access the Patch Edit screen.

4. Press [1 (M) or [2 (1)] to select the “Solo/Porta” tab.

A screen like the one shown below appears.

KED Part [St.C

119

O & @D
AC. o
Wave [Patch Level L]
ThiT BFatch Pan a
— | "Fatch Priorits LOLDEST
Eiiteh OCtawe Shift a
Fitch Enw Fatch Coarse Tuhe a
? EIPatch Firne Tune a
Stretch Tune Depth k3
TWF Env fARaloa Feal 5]
T Cutoff Offset a
e — Resonance Offset a
T Bt ALLack Time Offset (3]
TOutpLt | Relesse Time Offset a
a

WeloCitd Sens Offset
LFO1

LFOz
*

When you press [7 (Zoom Edit)], the Solo Synth Zoom Edit
screen will appear, which displays the above parameters in
graphical fashion, simulating an analog synthesizer. To exit from
this screen, press [8 (Exit)] or [EXIT].

5. Press A or ¥ to move the cursor to “Portamento
Switch.”

6. Turn the VALUE dial or press [INC] to select “ON.”

You're ready to play portamento.

7. When you want to change the portamento setting, edit the
following parameters in the screen of step 6.
Portamento Mode, Portamento Type, Portamento Start,
Portamento Time

IS

See p. 59 for each parameter’s functions.

8. Press [EXIT] to return to the Patch Play screen and play.

HINT
If you assign “Portamento” as a function to be controlled by the
assignable switches ([ [i] 1/1 i] 1), you can use a button to easily
turn portamento on/off (p. 101).

Selecting the Parameter
Controlled by the Realtime
Controllers or D Beam Controller
(Control Setting)

The Fantom-S lets you assign the parameters that will be affected
when you operate the realtime control knobs, assignable switches, D
Beam, pitch bend, or modulation lever. This lets you modify the
sound in a variety of ways by operating the controllers.

Specifying the Part that Will be
Affected by the Controller

You can specify whether operating the controller will affect the sound
assigned to the keyboard part or the sound assigned to the pad part.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [5 (Ctrl Setting)].
3. Press [6 (Ctrl Part)].

Control Setting

Eender and Modulation Part Select | kBD|

Eeam Part Select KED
Knob Part Select KED

Settina [[2-1ad

4. Use [CURSORY] to select the parameter.

5. Either turn the VALUE dial or use [INC][DEC] to turn the
setting.

6. If you want to keep the settings, press [8 (System Write)].

7. When you have finished making settings, press [EXIT] to
return to the Patch Play screen.

O

When Patch mode is selected, controller settings cannot be saved
for each individual patch. Controller settings are saved as
system settings.

Bender and Modulation Part Select

Selects the part that will be controlled by pitch bend messages or
modulation messages.
Value: KBD, PAD

Beam Part Select

Selects the part that will be controlled by the D Beam.
Value: KBD, PAD

Knob Part Select

Selects the part that will be controlled by the realtime control knobs.
Value: KBD, PAD
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Assigning a Parameter to a
Controller

Here's how to specify the parameter that will be affected when you
operate a controller.

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [5 (Ctrl Setting)].
3. Press [5 (Ctrl Setting)].

Control Setting

1.5

D (Pad Ti er )
O Beami=¢n) -
s eeneeen N 0 Beam (Pad Trigger)
Knob EPad Muriber ]
ZWitch Pad Welocity 188
Pad Control mMode MOMENTARY

4, Press [1 (M) or [2 (V)] to select the parameter.
5. Use [CURSOR] to move the cursor to the parameter.

6. Either turn the VALUE dial or use [INC][DEC] to set the
value.

7. If you want to keep the settings, press [8 (System Write)].

oK

When Patch mode is selected, controller settings cannot be saved
for each individual patch. Controller settings are saved as
system settings.

8. When you have finished making settings, press [EXIT] to
return to the Patch Play screen.

(y )

down the [JUMP] and operating the following buttons or knobs.

ou can jump directly to various setting screens by holding

e Button at the right of the realtime control knobs
* Assignable switch
* D BEAM ASSGINABLE button

. J

D Beam (Pad Trigger)

Instead of striking the pads themselves, you can also use the D Beam
controller to control the sounding of the pads.

HINT|
Settings for the PAD trigger are saved independently for each
performance as part of the performance settings. This lets you create
performances that make effective use of controller settings.

Control Setting

1.5

L Beam (Pad Trigger )

O Beam (=460

Teameeer| N 0 Beam (Pad Trigger)

Knaob Fad Murnber | 1]
Switch Pad welocity 188
Pad Control hMode MOMENTARY

For details on the setting, refer to “Assigning a Parameter to a
Controller” (p. 34).

Pad Number

Specifies the pad number affected by the D Beam.
Value: 0-16

Pad Velocity
Specifies the strength of the pad sound played by the D Beam

controller.

Value: 1-127

Pad Control Mode

This specifies how the D Beam will behave when it is obstructed. If
this is set to MOMENTARY, the parameter will be on only while the
D Beam is obstructed, and will turn off when you stop obstructing it.
If this is set to LATCH, the parameter will alternately be switched
on/off each time you obstruct the D Beam.

Value: MOMENTARY, LATCH

D Beam (Solo Synth)

You can use the D Beam controller to perform in a way similar to on
a mono synth.

Control Setting

25 =
O BeamiTriz | IENSEE] h

= D D Beam (Solo Synth)

Khob Osc 1 Waveform
Switch Osc 1 Pulse Width
Osc 1 Coarse Tune
Osc 1 Fine Tune

+|1
raf ) =
@@

Osc 2 wWaveform E
Osc 2 Pulse Width =
Osc £ Coarse Tune =A
0sc 2 Fine Tune =&
Osc 2 Lavel [Tz7
0sC Suhc Switch =
Filter Tupe [CFF

|

For details on the setting, refer to “Assigning a Parameter to a
Controller” (p. 34).
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HINT|
When you press [7 (Panel View)], the Panel View screen will
appear, which displays the above parameters in graphical
fashion, simulating an analog synthesizer. From the Panel View
screen, you can press [2 (Image View)] to open the Image View
screen, where you can see a graphical indication of the D Beam
output value. Press [EXIT] to leave this screen. To exit from this

screen, press [EXIT].

OSC 1/2 Waveform

Select the waveform. SAW is a sawtooth wave, and SQR is a square
wave.
Value: SAW, SQR

OSC 1/2 Pulse Width

Specifies the pulse width of the waveform. By cyclically modifying
the pulse width you can create subtle changes in the tone.
* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: 0-127

OSC 1/2 Coarse Tune

Adjusts the pitch of the tone’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48—+48

OSC 1/2 Fine Tune

Adjusts the pitch of the tone’s sound up or down in 1-cent steps (+/-
50 cents).
Value: -50—+50

OSC2 Level

Adjust the OSC2 level.
Value: 0-127

OSC Sync Switch

Turning this switch on produces a complex sound with many
harmonics. This is effective when the OSC1 pitch is higher than the
0SC2 pitch.

Value: OFF, ON

Filter Type

Selects the type of filter.

OFF: No filter is used.

LPF: Low Pass Filter. This reduces the volume of all frequencies
above the cutoff frequency (Cutoff Frequency). in order to
round off, or un-brighten, the sound. This is the most common
filter used in synthesizers.

BPF: Band Pass Filter. This leaves only the frequencies in the region
of the cutoff frequency (Cutoff Frequency), and cuts the rest.
This can be useful when creating distinctive sounds.

HPF: High Pass Filter. This cuts the frequencies in the region below
the cutoff frequency (Cutoff Frequency). This is suitable for
creating percussive sounds emphasizing their higher ones.

PKG: Peaking Filter. This emphasizes the frequencies in the region
of the cutoff frequency (Cutoff Frequency). You can use this to

create wah-wah effects by employing an LFO to change the
cutoff frequency cyclically.

Cutoff

Selects the frequency at which the filter begins to have an effect on
the waveform’s frequency components.
Value: 0-127

Resonance

Emphasizes the portion of the sound in the region of the cutoff
frequency, adding character to the sound. Excessively high settings
can produce oscillation, causing the sound to distort.

Value: 0-127

Level

Sets the volume.
Value: 0-127

Chorus Send Level

Sets the level of the signal sent to chorus.
Value: 0-127

Reverb Send Level

Sets the level of the signal sent to reverb.
Value: 0-127

LFO Rate

Adjusts the modulation rate, or speed, of the LFO.
Value: 0-127

LFO Osc 1 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC1 pitch.
Value: -63-+63

LFO Osc 2 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC2 pitch.
Value: -63—+63

LFO Osc 1 Pulse Width Depth

Specifies the depth to which the LFO will modulate the pulse width
of the OSC1 waveform.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63-+63

LFO Osc 2 Pulse Width Depth

Specifies the depth to which the LFO will modulate the pulse width
of the OSC2 waveform.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63—+63
Range (Solo synth range)

Specifies the range in which the pitch of the solo synth will vary.
Value: 2 OCTAVES, 4 OCTAVES, 8 OCTAVES
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D Beam (Assignable)

By assigning a variety of functions to the D Beam controller you can
apply different effects to the sound in real time.

Control Setting (Performance)

3.7 —
B BeamiTria) | IENEEE

O Bearmisdn aﬁ I] Baam (ﬁSSiu“amE)

knob | Tupe
SWitch Ranze Min a
Tempo Ranzde max 127

MFX Ctrl Ch

Ctri
attin:

For details on the setting, refer to “Assigning a Parameter to a
Controller” (p. 34).

Assignable Type

Specifies the function controlled by the D Beam controller.
Value
CC01-31, 33-95: Controller numbers 1-31, 33-95

=

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).
Bend Up: Raises the pitch in semitone steps

(up to 4 octaves higher).

Knob

Control Setting

45
D Eeam(Triz)

O Beami=gn)

O Eeamissan)| K"l]l]

Knob 1_ssion
Switch Knob 2 Assian Pitch Bend
Knob 3 &ssisn CCH# 1 (Modulation )

kKnob 4 As=sisn Cof S0 1

For details on the setting, refer to “Assigning a Parameter to a
Controller” (p. 34).

MEMO

Knob parameters are valid only when the REALTIME
CONTROL button is set to “ASSIGNABLE.”

Knob Assign 1-4
(Realtime Control Knob Assign 1-4)

Specify the functions that will be controlled by the [{é}] knobs.
Value

CC01-31, 33-95: Controller numbers 1-31, 33-95

Iy

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).

Bend Down:  Lowers the pitch in semitone steps Pitch Bend:  Pitch Bend

(up to 4 octaves lower). Aftertouch:  Aftertouch

Start/stop: Starts/Stops the sequencer. Arp Style: Arpeggio Style
TAP Tempo:  Tap tempo Arp Grid: Arpeggio Grid
(a tempo specified by the interval at which you Arp Duration: Arpeggio Duration
. move y(.)ur h.and over the D Beam controller). Arp Motif: Arpeggio Motif
Arp Grid: Arpeggio Grid Chord Form: Chord Form
Arp Duration:  Arpeggio Duration Master Level: The volume of the entire Fantom-S.
Arp Motif: Arpeggio Motif

Arp Oct Up: The range in which the arpeggio is sounded will
rise in steps of an octave (maximum 3 octaves).
Arp Oct Down: The range in which the arpeggio is sounded will

lower in steps of an octave (maximum 3 octaves).

Range Min (D Beam Range Lower)

Specify the lower limit of the range of the D Beam controller.
Value: 0-127

Range Max (D Beam Range Upper)

Specify the upper limit of the range of the D Beam controller.

By setting Range Max below Range Min you can invert the range of
change.

Value: 0-127
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Switch

Control Setting

S/5
D EeamiTria)

O BeamiZ=n
O Eeamiss3n)|

Cod Switch

knab Switch 1 &ssisn

SWitch £ Assian

Reverh Su

For details on the setting, refer to “Assigning a Parameter to a
Controller” (p. 34).

oK

Assignable switches are valid only when the keyboard part is
selected.

Switch 1/2 (Assignable Switch 1-2)

Specify the functions that will be controlled by the [C1] 1/ [i] ]

buttons.

Value

Transpose Down: Lowers the key range in semitone steps
(up to 5 semitones lower).

Transpose Up: Raises the key range in semitone steps

(up to 6 semitones higher).

Tap Tempo: Tap tempo (a tempo specified by the interval at
which you press the button).

Mono/Poly: Pressed to toggle between polyphonic (POLY)
and monophonic (MONO) play of a patch.

Portamento: Portamento On/Off

Hold: Hold play On/Off

MFX1-3 Sw: Multi-effect 1-3 switch

Chorus Sw: Chorus switch

Reverb Sw: Reverb switch

Mastering Sw:
Loop: Loop play On/Off
Rhythm Start/Stop: Rhythm pattern playback On/Off

Mastering switch

Playing Percussion Instruments

In Patch mode, you can play percussion instruments from the
keyboard and pad by selecting a rhythm set. As the rhythm tone
assigned to each key and pad varies by the rhythm set selected, you
can play a wide range of percussion instruments.

Selecting a Rhythm Set

The Fantom-S has four rhythm set groups, including the User group,
Preset group and GM group, with 32 rhythm sets in the User group,
32 rhythm sets in Preset group, and 9 rhythm sets in GM group.
Rhythm sets can also be saved on a memory card. What’s more, you
can further expand your options by installing up to three optional
Wave Expansion Boards (four SRX series), enabling you to select
from a large selection of rhythm sets.

USER

This is the group inside the Fantom-S which can be rewritten.
rhythm sets you yourself create can be stored in this group. The
Fantom-S includes 32 preset rhythm sets.

PRST (Preset)

This is the group inside the Fantom-S which cannot be rewritten.
However, you can modify the settings of the currently selected
rhythm set, and then save the modified settings in User memory.
The Fantom-S contains 32 preset rhythm sets.

CARD (Memory Card)

This group lets you use patches stored on a memory card inserted in
the rear panel card slot. Since the data in this group can be rewritten,
you can use this group to store patches that you create.

GM (GM2)

This is an internal group of rhythm sets compatible with General
MIDI 2, a system of MIDI function specifications designed to
transcend differences between makers and types of devices; these
rhythm sets cannot be overwritten. Furthermore, settings of
currently selected rhythm sets from this group cannot be changed.
The Fantom-S includes nine preset rhythm sets.

XP-A-D (Wave Expansion Boards installed in
EXP-A-D Slots)

These groups are for when using rhythm sets from a Wave
Expansion Board installed in slots EXP A-D, and cannot be
rewritten. However, you can modify the settings of the currently
selected rhythm set, and then save the modified settings in User
memory and Memory card. The number of onboard rhythm sets
depends on the specific Wave Expansion Boards installed.

O

A Rhythm Set XP-A-D cannot be accessed if the Wave
Expansion Board (SRX series: sold separately) it belongs to has
not been installed.
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1. Press [PATCH/RHYTHM] to access the Patch Play screen. Playing a Rhyl-hm Set
2. Press [1(Kbd Part)] or [2 (Pad Part)] to select the pad part or 1. Press [PATCH/RHYTHM] to access the Patch Play screen,
the keyboard part. and then press [7].
The Patch Play screen switches.
Patch Type
Rhythm set group  Rhythm set number 2. Press[1(Kbd Part)] or [2 (Pad Part)] to select the part. Select
el SRR e S the rhythm set that you wish to play.
[eo] _wllrar] | Wl[CEE =00 AoInevininste e Sl D 0o | oo e
r'p—atc/ 27" ho assion  JLoeR] | 3. Press a key or a pad on the keyboard to play a percussion
") .|| USER: [E1] CatchURFlow instrument.
s | Yoo & Tone R D & & @ Below the rhythm set name, the screen shows the note name of
@_ m [t——itio assian  |Lock| the key you pressed, and the name of the percussion instrument
USER: BB1 Plaﬂ'hapadz (rhythm tone name) assigned to that key.

Pad TuFe
Hote |~ 7 Rhy Tone[C2(01d Kick 1

Patch Play CInternal Zons 1 M=a8ai SToR|
|0CUTOFF O RESONANCE O ATTACK O RELEASE 0 | 0 e | [WEEDIE (00 LG | A1 28 P isor)

[Bachorus sw EARevERa =u [3F e —— : [ Patch [(——tio assisn | Losk|

= 5| USER: B81 CatchURFiow

D @ D D
* Make sure that the Patch Type is set to “Rhythm.” If this is set to ==- [9good Tone

“Patch,” use [CURSOR] to move the cursor to the switch, and @_ i e

turn the VALUE dial or press [INC] to select “Patch.” With the I — USER: P|3}'"'IEP3[|Z

‘" ” ote If— ohne icl

cursor located at “Patch (Rhythm),” press [ENTER] to open the Patch porefiTco) T —_—

Type window. You can also use CURSOR to select “Rhythm (Patch)” |
Note name

and then press [8 (Select)] to make the selection.
Rhythm tone name

3. Press ‘ to move the cursor to the rhythm set group.
4. Turn the VALUE dial or press [INCJ/[DEC] to select the
rhythm set group.
USER: User
PRST:  Preset
CARD: Memory card
GM: Preset GM (GM2)
XP-A-D: Wave Expansion Boards installed in EXP-A-D Slots

5. Press P to move the cursor to the rhythm set number.

6. Turn the VALUE dial or press [INCJ/[DEC] to select the
rhythm set number.

7. If you selected a rhythm set for the pad part, play the pads to
hear the sound. If you selected a rhythm set for the
keyboard part, play the keyboard to hear the sound.

HINT
You can select favorite rhythm sets in the same way as when
selecting patches. For details on the procedure, refer to
“Selecting Favorite Patches (Favorite Sound)” (p. 28).
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Creating a Patch

With the Fantom-S, you have total control over a wide variety of
settings. Each item that can be set is known as a parameter. When
you change the values of parameters, you are doing what is referred
to as Editing. This chapter explains the procedures used in creating
patches, and the functions of the patch parameters.

How to Make the Paich
Settings

Start with an existing patch and edit it to create a new patch. Since a
patch is a combination of up to any four tones, you should listen to
how the individual tones sound before you edit.

(E )

@ Select a patch that is similar to the sound you wish to
create (p. 27).

our Tips for Editing Patches

It’s hard to create a new sound that’s exactly what you want if
you just select a patch and modify its parameters at random. It
makes sense to start with a patch whose sound is related to
what you have in mind.

@ Decide which tones will sound (p. 32).

When creating a patch, it is important to decide which tones
you are going to use. In the Patch Edit screen, set Tone Switch
1-4 to specify whether each tone will sound (on), or not (off). It
is also important to turn off unused tones to avoid wasting
voices, unnecessarily reducing the number of simultaneous
notes you can play.

@ Check the Structure setting (p. 46).

The important Structure parameter determines how the four
tones combine. Before you select new tones, make sure you
understand how the currently selected tones are affecting each
other.

@ Turn Effects off (p. 175).

Since the Fantom-S effects have such a profound impact on its
sounds, turn them off to listen to the sound itself so you can
better evaluate the changes you're making. Since you will hear
the original sound of the patch itself when the effects are turned
off, the results of your modifications will be easier to hear.
Actually, sometimes just changing effects settings can give you

J

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and patch
whose settings you want to edit (p. 27).

o

You cannot edit the patches in the GM2 group.

the sound you want.

HINT
If you want to create all your patches from the ground up, rather
than the patches that have already been prepared, carry out the
Initialize operation (p. 40).

2. Press [EDIT].
The Patch Edit screen appears.

Patch Edit KED Part
119
D E O D
Fatch Catesory AC. Fian
e HFatch Level S0
BFatch Fan a
T_MT Fatch Friorits LOUDEST
N ™ Octave Shift
Fitch Enw Fatch Coarse Tuhe

FFatch Fine Tune

a

a

TWF 2
Stretch Tune Depth ]

TWF Enw pAnalos Fesl a
T, Cutoff Offset a
————|| Resonance Offset a
T B Fttack Time Offset a
CtRUT Release Time Offset a
N a

WEloCitd Sens Offset

LFO1
LFOz
-

3. The parameters are organized into several editing groups.
Press [1 ()] or [2 ()] to select the tab for the editing group
that contains the parameter you wish to edit.

IS5y
For details on how the parameters are grouped, refer to
“Parameter list” (Parameter List).

¢ To change the part that you want to edit
Press [7 (Part Select)].

4., Press & or W to move the cursor to the parameter you
wish to modify.

5. Press [8 (Tone Sw/Sel)] to select the tone that you want to
edit.

The Tone Sw Select window appears.

KED Part [Sharel icl

119
D & S D
T H I
Wave HFatch Level ]
ThT BP&tch Pan LE4
- Fatch Priorits LAST
EiEER | octave shift ]
Pitch Enw Patch Coarse Tune a
? EFatch Fine Tuhe a
Stretch Tuhe Depth aFF
TYF Enw EfAna103 Feel [
T CUtoff Offset a
e —— Resonance Offset a
T Eny Attack Time Offzet a
OatpLt Release Time Offset a
ki Welocity Sens Offset ]
LFO1
LFOZ

Press any one of the [5 (Tone Select)]-[8 (Tone Select)] buttons to
select the tone that you want to edit.

¢ Simultaneously editing the same parameter of multiple
tones
Simultaneously press two or more of the [5 (Tone Select)]-[8
(Tone Select)] buttons to select the tones that you want to edit at
the same time. When a tone is on, a check mark () will be
displayed.

* To switch a tone on/off
Press a [1 (Tone Sw)]-[4 (Tone Sw)] button to switch the
corresponding tone on/off.

Press ‘ or } , you can select the tone.
6. When you have made your selection, press [EXIT].

7. Turn the VALUE dial or press [INC)/[DEC] to get the value
you want.
If you've selected two or more tones, your editing will modify
the parameter values for all selected tones by the same amount.

8. Repeat steps 5-7 to complete a patch.
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9. If you wish to save the changes you’ve made, press [WRITE]
to perform the Save operation (p. 42). If you do not wish to
save changes, press [EXIT] to return to the Patch Play
screen.

If you return to the Patch Play screen without saving, an “*” will
be displayed at the left of the patch number, indicating that the

patch settings have been edited.

O

If you turn off the power or select a different sound while the

ux v

display indicates “*,” your edited patch will be lost.

HINT
You can also select the edit group by holding down [SHIFT] and
pressing 4 or W _ltis convenient to use this feature when
the Tone SW/Select window is displayed.

Editing in a Graphic Display
(Zoom Edit)

You can edit while viewing a graphic display of the most frequently
used important parameters.

Zoom Edit lets you edit the following parameters.

Parameter page Parameter page
Pitch Envelope p- 50 TVA Envelope p. 54
TVF p- 50 Structure Type p- 46
TVF Envelope p. 52 LFO1/2 p- 56
TVA Envelope p- 54

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and patch
that you want to edit.

2. Press [EDIT], and then press [3 (Zoom Edit)].

The Zoom Edit screen will appear.

Structure Edit KED Part L[St it

T J
[se = ol ) [ = i | [E= =M cnolrevInasTer]
e o
Structure Type 12 2 Booster [ ecdes

3. The parameters are organized into several edit groups.
Press [1]-[4] to select the tab for the parameters that you
want to edit.

To switch the parameter you want to edit

Press [6].

To switch to a different part for editing

Press [7 (Part Select)].

To select a tone for editing or switch a tone on/off

Press [8 (Tone Sw/Sel)].

4, Use [CURSOR] to move the cursor to the parameter that you
want to edit.

You can use the realtime control knob to set the value.
5. Turn the VALUE dial or use [INC][DEC] to modify the value.

6. When you have finished editing, press [EXIT].

Initializing Patch Settings (Init)
“Initialize” means to return the settings of the currently selected
sound to a standard set of values.

O¥

The Initialize operation will affect only the currently selected
sound; the sounds that are stored in user memory will not be
affected. If you wish to restore all of the Fantom-S’s settings to
their factory values, perform a Factory Reset (p. 196).

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and patch
that you want to initialize (p. 27).

2. Press [EDIT].
3. Press [4 (Init)].

A message will ask you for confirmation.

4. Press [8 (Exec)].
The initialization will be carried out, and you'll be returned to
the Patch Edit screen.

To cancel, press [7 (Cancel)].

Copying Patch (Tone) Settings
Copy)

This operation copies the settings of any desired patch to the
currently selected patch. You can use this feature to make the editing
process faster and easier.

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) that you want
to edit and the copy-destination patch (p. 27).

2. Press [EDIT].

3. Press [5 (Tone Copy)].
The Patch Copy window appears.

Patch Tone Copy

 Source
EanksHumber

USER |@21: CatchURF1ow  gRelgig)

-
r Destination
Temporars Patch

CatchURFI1ow | [TONE1

4. Press [CURSOR] to move the cursor, select the “Source
(copy-source)” bank and number, and patch/tone.

5. Turn the VALUE dial or use [INC][DEC] to make settings.

6. Press [CURSOR] to move the cursor, select the “Destination
(copy-destination)” patch/tone/number.

7. Turn the VALUE dial or use [INC][DEC] to make settings.
8. Press [8 (Exec)].

A message will ask you for confirmation.

9. Press [8 (Exec)] to return to the Patch Edit screen.

To cancel, press [7 (Cancel)].
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(1 )

For the Patch Effect Copy and Patch Tone Copy operations, you

he Compare Function

can use the Compare function.

If you want to play the copy-source patch, press [6 (Compare)]
to add a check mark. Now you can play the copy-source patch
from the keyboard or pad.

Patch Tone Copy

r Source
Eank AHumbar

USER @81 : CatchURF1 oW |TOMET

. . v
r Destination
Temporary Patch

CatchUrRFIow  [TOME]

The patch auditioned using the Compare function may
sound slightly different than when it is played normally.

J

Cautions When Selecting a
Waveform

The sounds of the Fantom-S are based on complex PCM waveforms,
and if you attempt to make settings that are contrary to the type of
the original waveform, the results will not be as you expect.

The internal waveforms of the Fantom-S fall into the following two
groups.

One-shot: These waveforms contain sounds that have short decays.
A one-shot waveform records the initial rise and fall of the sound.
Some of the Fantom-S’s one-shot waveforms are sounds that are
complete in themselves, such as percussive instrument sounds. The
Fantom-S also contains many other one-shot waveforms that are
elements of other sounds. These include attack components such as
piano-hammer sounds and guitar fret noises.

Looped: These waveforms include sounds with long decays as well
as sustained sounds. Loop waveforms repeatedly play back (loop)
the portion of the waveform after the sound has reached a relatively
steady state. The Fantom-S’s looped waveforms also include
components of other sounds, such as piano-string resonant
vibrations and the hollow sounds of brass instruments.

The following diagram shows an example of sound (electric organ)
that combines one-shot and looped waveforms.

TVA ENV for looped Organ TVA ENV for one-shot Key Resulting TVA ENV
waveform (sustain portion) -click waveform (attack portion) change

Level

- Time -
Note off Note off

Cautions When Using a One-shot
Waveform

It is not possible to use the envelope to modify a one-shot waveform
to create a decay that is longer than the original waveform, or to turn
it into a sustaining sound. If you were to program such an envelope,
you would be attempting to shape a portion of the sound that simply
doesn’t exist, and the envelope would have no effect.

Cautions When Using a Loop
Waveform

With many acoustic instruments such as piano and sax, extreme
timbral changes occur during the first few moments of each note.
This initial attack is what defines much of the instrument’s character.
For such waveforms, it is best to use the complex tonal changes of
the attack portion of the waveform just as they are, and to use the
envelope only to modify the decay portion. If you attempt to use the
envelope to modify the attack portion as well, the characteristics of
the original waveform may prevent you from getting the sound that
you intend.

Level :
—————» Looped portion

Tone change stored
with the wave

Time

Envelope
for the TVF filter

Resulting
tone change
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Saving Patches You’ve Created
(Write)

Changes you make to sound settings are temporary, and will be lost
if you turn off the power or select another sound. If you want to keep
the modified sound, you must save it in the internal USER group
(user memory)

s

When you edit the patch settings, an “*” will appear in the Patch

Play screen.

oK

When you perform the save procedure, the data that previously
occupied the save destination will be lost.

1. Make sure that the patch you wish to save is selected.

2. Press [WRITE].

The Write Menu screen appears.

3. Press [2 (Patch/Rhythm)].

* Alternatively, you can use 4w or W toselect “Patch/Rhythm,”
and then press [ENTER].
The Patch Write screen appears.

PR-A981 p~
Q
R
St.Concert

4. Assign a name to the patch.

¢ [1 (Change Type)]: Selects the type of character. Each time you
press this, you will alternately select the first character of a
character set: uppercase (A), lowercase (a), or numerals and
symbols (0).

¢ [2 (Delete)]: Deletes the character at the cursor location, and
moves the subsequent characters one space forward.

* [3 (Insert)]: Inserts a space at the cursor location.

e A or W :Move the cursor.

¢ [VALUE dial] [INC][DEC]:Selects a character.

* If you decide to discard your input, press [7 (Cancel)].
* You can use the pads to specify characters (p. 25).

5. When you have finished inputting the name, press [8
(Write)].
A screen will appear, allowing you to select the write-destination
patch.

6. Turn the VALUE dial or use [INC][DEC] and [2 (M][3 ({)] to
select the write destination and patch number.
The write destination can be either the Fantom-S's internal user
area (User), or a memory card (Card).

HINT|
By pressing [6 (Compare)] you can check the save-destination

patch (Compare function).

7. Press [8 (Write)].

A message will ask you for confirmation.

o¥

Never switch off the Fantom-S while data is being saved.

8. Press [8 (Exec)] to execute the save operation.

* To cancel the operation, press [7 (Cancel)].

Auditioning the Save-Destination
Patch (Compare)

Before you save a patch, you can audition the patch which currently
occupies the save destination to make sure that it is one you don’t

mind overwriting. This can help prevent important patches from
being accidentally overwritten and lost.

1. Follow the procedure in “Saving Patches You’ve Created
(Write)” through step 6 to select the save destination.

2. Press [6 (Compare)] to add a check mark (v')

Patch Write

Save-destination patch

USER: @d4
USER: AR5
USER: BDE
USER: 087
USER: BB&
USER: 83
USER:&1a

3. Play the keyboard or pad to sound the save destination
patch, then check whether you really want to overwrite it.

O¥

The patch auditioned using the Compare function may sound
slightly different than when it is played normally.

4. If you wish to change the save destination, re-specify the
save-destination patch by using & or v .

5. Press [8 (Write)].

A message will ask you for confirmation.

6. Press [8 (Exec)] once again to execute the Save operation.
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Functions of Paich Parameters

This section explains the functions the different patch parameters
have, as well as the composition of these parameters.

MEMO

Parameters marked with a “%” can be controlled using specified
MIDI messages (Matrix Control). Settings in the Control screen
will determine how these parameters are controlled (p. 61).

If a number is displayed for the parameter name, (o , 9 , 9 , o ),
you can use the realtime controller knob of the corresponding number

(the left most knob is number 1, the right most knob is number 4) to set
the value.

When you enter the Patch Edit screen, the indicator at the right of the
Realtime Control knobs will go out, and the Realtime Control knobs
can be used to edit the parameters of the patch or rhythm set. If you
once again press the button located at the right of the Realtime
Control knobs to make the indicator light, the knobs will control
their original functions. When you exit the Patch Edit screen, the
indicator will automatically return to its previous lit state.

REALTIME CONTROL
CUTOFF  RESO  ATTAGK RELEASE () FILTER/ENV
ARPRANGE ARPACCENT RHYACCENT TEMPO () ARP/RHY

v, \ L/ v, \ L/ ASSIGNABLE
oYelolo}
€Y @

® G G
F Y

00 60
MEMO

You can use the same knobs to edit the values in the Zoom Edit

screen as well.

Settings Common to the Entire Patch
(General)

Patch Edit KED Part

Wave

ThiT EFatch Fan
- Fatch Priorits

RItCh) Octave Shift ]

Fitch Env Fatch Coarse Tune 3]

TwE FFatch Fine Tune []
Stretch Tune Depth 3

TWF En fAna1os Fesl [

T Cutoff Offset a

—_— Resonance Offset a

T B Fttack Time Offset a
Release Time Offset a

OUERUE I ety sens orfset ]

LFO1

LFOz

-

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

Patch Category

Specifies the type (category) of the patch.

It also determines the phrase that will be sounded when using the
Phrase Preview function.

IS

For details on the possible category names, refer to (p. 30).

Patch Level @

Specifies the volume of the patch.
Value: 0-127

Patch Pan @)

Specifies the pan of the patch. “L64” is far left, “0” is center, and
“63R” is far right.
Value: L64-0-63R

Patch Priority

This determines how notes will be managed when the maximum

polyphony is exceeded (64 voices).

Value

LAST: The last-played voices will be given priority, and
currently sounding notes will be turned off in order,
beginning with the first-played note.

LOUDEST: The voices with the loudest volume will be given
priority, and currently sounding notes will be turned off,
beginning with the lowest-volume voice.

Octave Shift

Adjusts the pitch of the patch’s sound up or down in units of an
octave (+/-3 octaves).
Value: -3- +3

Patch Coarse Tune %

Adjusts the pitch of the patch’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48- +48

Patch Fine Tune €)

Adjusts the pitch of the patch’s sound up or down in 1-cent steps (+/
-50 cents).
Value: -50- +50

D

One cent is 1/100th of a semitone.

Stretch Tune Depth

This setting allows you to apply “stretched tuning” to the patch.
(Stretched tuning is a system by which acoustic pianos are normally
tuned, causing the lower range to be lower and the higher range to
be higher than the mathematical tuning ratios would otherwise
dictate.) With a setting of “OFF,” the patch’s tuning will be equal
temperament. A setting of “3” will produce the greatest difference in
the pitch of the low and high ranges.

Value: OFF, 1-3

The diagram shows the pitch change relative to equal temperament
that will occur in the low and high ranges. This setting will have a
subtle effect on the way in which chords resonate.
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Pitch difference from

equal temperament Parameter value

OFF

Low note range High note range

Analog Feel (Analog Feel Depth) @)

Specifies the depth of 1/f modulation that is to be applied to the
patch. (1/f modulation is a pleasant and naturally-occurring ratio of
modulation that occurs in a babbling brook or rustling wind.)

By adding this “1/f modulation,” you can simulate the natural
instability characteristic of an analog synthesizer.

Value: 0-127

Cutoff Offset

Cutoff Frequency Offset alters the cutoff frequency of the overall patch,
while preserving the relative differences between the cutoff frequency
values set for each tone in the Cutoff Frequency parameters (p. 51).
Range: -63— +63

O

This value is added to the cutoff frequency value of a tone, so if
the cutoff frequency value of any tone is already set to “127”
(maximum), positive “+” settings here will not produce any
change.

Resonance Offset

Resonance Offset alters the resonance of the overall patch, while
preserving the relative differences between the resonance values set
for each tone in the Resonance parameter (p. 51).

Range: -63— +63

* Resonance: emphasizes the overtones in the region of the cutoff
frequency, adding character to the sound.

O

This value is added to the resonance value of a tone, so if the
resonance value of any tone is already set to “127” (maximum),

"

positive “+” settings here will not produce any change.
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Attack Time Offset

Attack Time Offset alters the attack time of the overall patch, while
preserving the relative differences between the attack time values set
for each tone in the A-Env Time 1 parameters (p. 54), F-Env Time 1
parameters (p. 52).

Range: -63— +63

* Attack Time: The time it takes for a sound to reach maximum volume
after the key is pressed and sound begun.

o

This value is added to the attack time value of a tone, so if the
attack time value of any tone is already set to “127” (maximum),

Vanz

positive “+” settings here will not produce any change.

Release Time Offset

Release Time Offset alters the release time of the overall patch, while
preserving the relative differences between the release time values
set for each tone in the A-Env Time 4 parameters (p. 54), F-Env Time
4 parameters (p. 52).
Range: -63— +63
* Release Time: The time from when you take your finger off the key
until the sound disappears.

o¥

This value is added to the release time value of a tone, so if the
release time value of any tone is already set to “127” (maximum),

anz

positive “+” settings here will not produce any change.

Velocity Sens Offset (Velocity Sensitivity Offset)

Velocity Sensitivity Offset alters the Velocity Sensitivity of the
overall patch while preserving the relative differences between the
Velocity Sensitivity values set for each tone in the parameters below.
Cutoff V-Sens parameter (p. 51)

Level V-Sens parameter (p. 53)

Range: -63— +63

* Velocity: Pressure with which the key is pressed.

o

This value is added to the velocity sensitivity value of a tone, so
if the velocity sensitivity value of any tone is already set to “+63”
(maximum), positive “+” settings here will not produce any
change.
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Modifying Waveforms (Wave)

KED Part

1he 2 s[4l |[wexDE Gml:ﬁma::

D & D D

;. INT: : :

FRST PRST PRST PRST
7 ] 1 z

£-19
General
Wave Group THpe
bave Group 10

ThiT Mave Mo, LiMonol

— Wl Mave Ho. R ] a a a
Fitch dkave Gain +H1Z: H12: +12: +H1Z2
Eitch Enw || Have Tempo Sunc OFF: OFF: OFF: OFF
TwE BF M Switch OFF: OFF: OFF: OFF
| BF¥M Color 1 1 1 1
TWF Efv HF %M Depth 1 1 1 1
T Tonel Mawve Mo.L Ti JPEKDTUN-2nA
TR R a: 0FF

Twa Env
QutpUt
LFO1
LFOZ

*

ToneE MWawve Mo.L Fi JPEKOTUN-enE
R a:0FF

Toned Wawve Mo.L 13 MESS8_DL_2nA
R a:0FF

Toned Wawve Mo.L Zi MeSFa_Dt_enE
R a: 0FF

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

Wave Group

Selects the group for the waveform that is to be the basis of the tone.

Value

INT:  Waveforms stored in internal memory

EXP: Waveform stored in a Wave Expansion Board (SRX series)
installed in EXP slots.

SAMP: Sample waveforms

MSAM: Multisample waveforms

o

You cannot select a waveform group of a Wave Expansion Board
that is not installed.

Wave Bank

Selects the wave bank.

Value

When the wave group is EXP: A-D

When the wave group is SAMP: PRST, USER, CARD
When the wave group is MSAM: USER, CARD

Wave No. L (Mono) (Wave Number L (Mono))
Wave No. R (Wave Number R)
Selects the basic waveform for a tone. Along with the Wave number,
the Wave name appears at the lower part of the display.
When in monaural mode, only the left side (L) is specified. When in
stereo, the right side (R) is also specified.

* When using a multisample in stereo, you must specify the same

number for L and R.

Value: -, 1-1228 (The upper limit will depend on the wave group.)

Wave Gain @

Sets the gain (amplification) of the waveform. The value changes in 6
dB (decibel) steps—an increase of 6 dB doubles the waveform'’s gain.
If you intend to use the Booster to distort the waveform’s sound, set
this parameter to its maximum value (p. 47).

Value: -6, 0, +6, +12

Wave Tempo Sync

When you wish to synchronize a Phrase Loop to the clock (tempo),
set this to “ON.” This is valid only when a separately sold wave
expansion board is installed, and a waveform that indicates a tempo
(BPM) is selected as the sample for a tone.

Value: OFF, ON

O

1If a waveform from a wave expansion board is selected for the

tone, turning the Wave Tempo Sync parameter “ON” will cause
pitch-related settings (p. 49) and FXM-related settings (p. 45) to
be ignored.

If a sample is selected for a tone, you must first set the BPM
(tempo) parameter of the sample.

If a sample is selected for a tone, Wave Tempo Sync will require
twice the normal number of voices.

* When the Wave Tempo Sync parameter is set to “ON,” set the Delay
Time parameter (p. 60) to “0.” With other settings, a delay effect will
be applied, and you will be not be able to play as you expect.

Ghrase Loop )

Phrase loop refers to the repeated playback of a phrase that’s
been pulled out of a song (e.g., by using a sampler). One
technique involving the use of Phrase Loops is the excerpting of
a Phrase from a pre-existing song in a certain genre, for example
dance music, and then creating a new song with that Phrase
used as the basic motif. This is referred to as “Break Beats.”

R

If the wave group is “SAMP” or “MSAM,” and the Wave

Tempo Sync parameter is turned “ON,” you can vary the

ealtime Time Stretch

playback speed of the waveform without affecting the pitch.

FXM Switch @)

This sets whether FXM will be used (ON) or not (OFF).
Value: OFF, ON

FXM

FXM (Frequency Cross Modulation) uses a specified waveform
to apply frequency modulation to the currently selected
waveform, creating complex overtones. This is useful for
creating dramatic sounds or sound effects.

FXM Color €)

Specifies how FXM will perform frequency modulation. Higher
settings result in a grainier sound, while lower settings result in a
more metallic sound.

Value: 1-4

FXM Depth x O

Specifies the depth of the modulation produced by FXM.
Value: 0-16
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Changing How a Tone Is Sounded
(TMT)

You can use the force with which keys are played, or MIDI messages
to control the way each Tone is played. This is referred to as the Tone
Mix Table (TMT).

Patch Edit KED Part

ihd 2 sl 4 |[wrzDEs GIE)IIEI—IEB

S-19
General
Structure Tupe 1
Wave Eooster 1 & =
Structure Tope 5 % 4 1
Eooster 5 & <+ BLdE]
(EER | ke Fade Lowsr a8 o @
Fitch Eny || fkeY Range Lower C-C - C-:C-
TR | Bked Bande Uppar 59 59 §9: 549
ked Fade Upper a a a a
TWF Efw THT Velocitd Contral oM
——e || _“=lo Fade Lower a a a a
T E(¥elo Rande Lower 21 &1 i i
T B Dvelo Ranse Upper 127 127 @@ &8
———|| ¥elo Fade Upper a a a a
Output THMT Control Switch OFF

LFO1
LFODz

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

Structure Type 1 & 2,3 & 4

Determines how tone 1 and 2, or tone 3 and 4 are connected.
Value: 1-10

The following 10 different Types of combination are available.

TYPE 1

(TonE 1 3) | WS) {TvF) (va))
S {TvF) (Tva))

With this type, tones 1 and 2 (or 3 and 4) are independent. Use this
type when you want to preserve PCM sounds or create and combine
sounds for each tone.

TYPE 2

(Fone 1 o [@erva) )
X N\

(Tone 2 @ [ar— \TEran)

This type stacks the two filters together to intensify the
characteristics of the filters. The TVA for tone 1 (or 3) controls the
volume balance between the two tones.

TYPE 3
(Fone 1o [raHovR), )
)J
(Tone2 @ [ — )

This type mixes the sound of tone 1 (3) and tone 2 (4), applies a filter,

and then applies a booster to distort the waveform.

[ TYPE4 |
(TonE 1 3) )
\
(TONE 2 (4) | )

This type applies a booster to distort the waveform, and then

combines the two filters. The TVA for tone 1 (or 3) controls the
volume balance between the two tones and adjusts booster level.

TYPE 5

(fone 1o [ weHTa, )
\

(Tone2 @ [ — )

This type uses a ring modulator to create new overtones, and

combines the two filters. The tone 1 (3) TVA will control the volume
balance of the two tones, adjusting the depth of ring modulator.

TYPE 6
(Foe ] eHma), )
\
(fovezw [r—2— i)

This type uses a ring modulator to create new overtones, and in

addition mixes in the sound of tone 2 (4) and stacks the two filters.
Since the ring-modulated sound can be mixed with tone 2 (4), tone 1
(3) TVA can adjust the amount of the ring-modulated sound.

TYPE7

(TonE 13| [Wa) )

(Tonez @ [O——— " \Wia)

This type applies a filter to tone 1 (3) and ring-modulates it with tone

2 (4) to create new overtones.

TYPES8
(Tone 1 & [ (WOHTVAHTVAN, )
(TONE 2(4) | (wa) VA TVF )

This type sends the filtered tone 1 (3) and tone 2 (4) through a ring

modulator, and then mixes in the sound of tone 2 (4) and applies a

filter to the result.

TYPE9

(TONE1(3)| j

(TonE2 (4 | Nva)

This type passes the filtered sound of each tone through a ring

modulator to create new overtones. The tone 1 (3) TVA will control
the volume balance of the two tones, adjusting the depth of ring
modulator.
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TYPE 10

(TonE 1 (3) |Wa) )

(Tone 2 [ @eHvA—2——Svm)

This type passes the filtered sound of each tone through a ring

modulator to create new overtones, and also mixes in the sound of
tone 2 (4). Since the ring-modulated sound can be mixed with tone 2
(4), tone 1 (3) TVA can adjust the amount of the ring-modulated
sound.

o

e If you select a tone while on the Structure screen, the tone paired
with the selected tone will also be selected.

* When TYPE 2-10 is selected and one tone of a pair is turned off,
the other tone will be sounded as TYPE 1 regardless of the
displayed setting.

¢ If you limit the keyboard area in which a tone will sound
(Keyboard Range p. 48) or limit the range of velocities for which
it will sound (Velocity Range p. 48), the result in areas or ranges
where the tone does not sound is just as if the tone had been
turned off. This means that if TYPE 2-10 is selected and you
create a keyboard area or velocity range in which one tone of a
pair does not sound, notes played in that area or range will be
sounded by the other tone as TYPE 1 regardless of the displayed
setting.

Booster 1&2, 3&4 (Booster Gain)

When a Structure Type of TYPE 3 or TYPE 4 is selected, you can
adjust the depth of the booster. The booster increases the input
signal in order to distort the sound. This creates the distortion effect
frequently used with electric guitars. Higher settings will produce
more distortion.

Value: 0, +6, +12, +18

(B

The Booster is used to distort the incoming signal.

ooster

Booster level

In addition to using this to create distortion, you can use the
waveform (WG1) of one of the tones as an LFO which shifts the
other waveform (WG2) upward or downward to create
modulation similar to PWM (pulse width modulation). This
parameter works best when you use it in conjunction with the
Wave Gain parameter (p. 45).

Uses WG1 as LFO

.
(wa1 H 1vaA

Adjusts WG1 output

Booster

oo ~\
/ ......... .

% Adds to WG1
N

Distorted area of the
Waveform changes

Y

Shift in waveform by WG1

. J

‘R )

A ring modulator multiplies the waveforms of two tones with

ing Modulator

each other, generating many new overtones (inharmonic
partials) which were not present in either waveform. (Unless
one of the waveforms is a sine wave, evenly-spaced frequency
components will not usually be generated.)

As the pitch difference between the two waveforms changes the
harmonic structure, the result will be an unpitched metallic
sound. This function is suitable for creating metallic sounds
such as bells.
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Key Fade Lower (Keyboard Fade Width Lower)

This determines what will happen to the tone’s level when a note
that’s lower than the tone’s specified keyboard range is played.
Higher settings produce a more gradual change in volume. If you
don’t want the tone to sound at all when a note below the keyboard
range is played, set this parameter to “0.”

Value: 0-127

Key Range Lower (Keyboard Range Lower) )

Specifies the lowest note that the tone will sound for each tone.
Value: C-1-UPPER

Key Range Upper (Keyboard Range Upper) @)

Specifies the highest note that the tone will sound for each tone.
Value: LOWER-G9

O

If you attempt to raise the lower key higher than the upper key,
or to lower the upper key below the lower key, the other value
will be automatically modified to the same setting.

Key Fade Upper (Keyboard Fade Width Upper)

This determines what will happen to the tone’s level when a note
that’s higher than the tone’s specified keyboard range is played.
Higher settings produce a more gradual change in volume. If you
don’t want the tone to sound at all when a note below the keyboard
range is played, set this parameter to “0.”

Value: 0-127

/ N .
AUALLLLELLL

Level

Fade Lower
Range Lower

TMT Velocity Control
(TMT Velocity Control Switch)

TMT Velocity Control determines whether a different tone is played
(ON) or not (OFF) depending on the force with which the key is
played (velocity).

When set to “RANDOM,” the patch’s constituent tones will sound
randomly, regardless of any Velocity messages.

When set to “CYCLE,” the patch’s constituent tones will sound
consecutively, regardless of any Velocity messages.

Value: OFF, ON, RANDOM, CYCLE

oK

Instead of using Velocity, you can also have tones substituted

Fade Upper
Range Upper

using the Matrix Control (p. 63). However, the keyboard velocity
and the Matrix Control cannot be used simultaneously to make
different tones to sound. When using the Matrix Control to
switch tones, set the Velocity Control parameter to “OFF.”

Velo Fade Lower (Velocity Fade Width Lower)

This Determines what will happen to the tone’s level when the tone
is played at a velocity lower than its specified velocity range. Higher
settings produce a more gradual change in volume. If you want
notes played outside the specified key velocity range to not be
sounded at all, set this to “0.”

Value: 0-127

Velo Range Lower (Velocity Range Lower) €

This sets the lowest velocity at which the tone will sound. Make
these settings when you want different tones to sound in response to
notes played at different strengths.

Value: 1-UPPER

Velo Range Upper (Velocity Range Upper) )

This sets the highest velocity at which the tone will sound. Make
these settings when you want different tones to sound in response to
notes played at different strengths.

Value: LOWER-127

O

If you attempt to set the Lower velocity limit above the Upper, or
the Upper below the Lower, the other value will automatically
be adjusted to the same setting.

NiEND

When using the Matrix Control to have different tones played,
set the lowest value (Lower) and highest value (Upper) of the
value of the MIDI message used.

Velo Fade Upper (Velocity Fade Width Upper)

This determines what will happen to the tone’s level when the tone is
played at a velocity greater than its specified velocity range. Higher settings
produce a more gradual change in volume. If you want notes played outside
the specified key velocity range to not be sounded at all, set this to “0.”
Value: 0-127

Level

L/ N

Fade Lower
Range Lower

TMT Control Sw (TMT Control Switch)

Use the Matrix Control to enable (ON), or disable (OFF) sounding of
different tones.
Value: OFF, ON

O¥

You can also cause different tones to sound in response to notes

‘ Fade Upper
Range Upper

played at different strengths (velocity) on the keyboard (p. 48).
However, the Matrix Control and the keyboard velocity cannot
be used simultaneously to make different tones to sound. When
you want to make the different tones to sound, set the Velocity
Control parameter (p. 48) to “OFF.”
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Modifying Pitch (Pitch/Pitch Env)

KED Fart L5 art
L= e || C = Mo vvasTER]
419
EEnERE o & @ @
gTone Coarse Tuhne GH H H
R BTone Fine Tuns a a a a
ThT fRandom Pitch Depth a a a a
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Output
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For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

Tone Coarse Tune x @)

Adjusts the pitch of the tone’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48- +48

Tone Fine Tune * @)

Adjusts the pitch of the tone’s sound up or down in 1-cent steps (+/-
50 cents).
Value: -50- +50

NEiD

One cent is 1/100th of a semitone.

Random Pitch Depth €)

This specifies the width of random pitch deviation that will occur
each time a key is pressed. If you do not want the pitch to change
randomly, set this to “0.” These values are in units of cents (1/100th
of a semitone).

Value: 0,1,2,3,4,5,6,7,8,9, 10, 20, 30, 40, 50, 60, 70, 80, 90, 100, 200,
300, 400, 500, 600, 700, 800, 900, 1000, 1100, 1200

Pitch Key follow €)

This specifies the amount of pitch change that will occur when you
play a key one octave higher (i.e., 12 keys upward on the keyboard).
If you want the pitch to rise one octave as on a conventional
keyboard, set this to “+100.” If you want the pitch to rise two
octaves, set this to “+200.” Conversely, set this to a negative value if
you want the pitch to fall. With a setting of “0,” all keys will produce
the same pitch.

Value: -200, -190, -180, -170, -160, -150, -140, -130, -120, -110, -100, -90,
-80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +60, +70,
+80, +90, +100, +110, +120, +130, +140, +150, +160, +170, +180, +190,
+200

Pitch

+100

+50

LLILLL LR

Bend Range Up (Pitch Bend Range Up)

Specifies the degree of pitch change in semitones when the Pitch

Key

- Creating a Patch

Bend lever is all the way right. For example, if this parameter is set to
“12,” the pitch will rise one octave when the pitch bend lever is
moved to the right-most position.

Value: 0- +48

Bend Range Down (Pitch Bend Range Down)

Specifies the degree of pitch change in semitones when the Pitch
Bend lever is all the way left. For example if this is set to “-48” and
you move the pitch bend lever all the way to the left, the pitch will
fall 4 octaves.

Value: -48-0

P-Env V-Sens (Pitch Envelope Velocity Sensitivity)

Keyboard playing dynamics can be used to control the depth of the
pitch envelope. If you want the pitch envelope to have more effect
for strongly played notes, set this parameter to a positive (+) value. If
you want the pitch envelope to have less effect for strongly played
notes, set this to a negative (-) value.

Value: -63- +63

P-Env T1 V-Sens
(Pitch Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the Pitch
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63- +63

P-Env T4 V-Sens
(Pitch Envelope Time 4 Velocity Sensitivity)

Use this parameter when you want key release speed to impact on
Time 4 value of the pitch envelope. If you want Time 4 to be speeded
up for quickly released notes, set this parameter to a positive (+) value.
If you want it to be slowed down, set this to a negative (-) value.
Value: -63- +63

P-Env Time KF (Pitch Envelope Time Key Follow)

Use this setting if you want the pitch envelope times (Time 2-Time
4) to be affected by the keyboard location. Based on the pitch
envelope times for the C4 key, positive (+) settings will cause notes
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higher than C4 to have increasingly shorter times, and negative (-)
settings will cause them to have increasingly longer times. Larger
settings will produce greater change.

Value: -100, -90, -80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30,
+40, +50, +60, +70, +80, +90, +100

TS,

Pitch Env

P-Env Depth (Pitch Envelope Depth) @, @), ©

Adjusts the effect of the Pitch Envelope. Higher settings will cause
the pitch envelope to produce greater change. Negative (-) settings
will invert the shape of the envelope.

Value: -12- +12

P-Env Time 1-4 (Pitch Envelope Time 1-4) x €)

Specify the pitch envelope times (Time 1-Time 4). Higher settings
will result in a longer time until the next pitch is reached. (For
example, Time 2 is the time over which the pitch changes from Level
1 to Level 2.)

Value: 0-127

T T2 T3 T4
| |

Pitch

A Time
Note off \['

L4

T: Time L: Level

P-Env Level 0-4 (Pitch Envelope Level 0-4)

Specify the pitch envelope levels (Level 0-Level 4). It determines
how much the pitch changes from the reference pitch (the value set
with Coarse Tune or Fine Tune on the Pitch screen) at each point.
Positive (+) settings will cause the pitch to be higher than the
standard pitch, and negative (-) settings will cause it to be lower.
Value: -63- +63

Modifying the Brightness of a
Sound with a Filter (TVF/TVF Env)

Patch Edit KED Part L
A9 o & O @
Seneral - - - . . .
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TvA F-Erw T4 Y-Sens 45 45 a a
Twe B
Sutput

LFO1
LFDz

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

TVF

Filter Type €

Selects the type of filter. A filter is a function that cuts off a specific
frequency band to change a sounds brightness, thickness, and other
qualities.

Value

OFF: No filter is used.

LPF: Low Pass Filter. This reduces the volume of all frequencies
above the cutoff frequency (Cutoff Freq). in order to round
off, or un-brighten, the sound. This is the most common filter
used in synthesizers.

BPF: Band Pass Filter. This leaves only the frequencies in the
region of the cutoff frequency (Cutoff Freq), and cuts the
rest. This can be useful when creating distinctive sounds.

HPF: High Pass Filter. This cuts the frequencies in the region
below the cutoff frequency (Cutoff Freq). This is suitable for
creating percussive sounds emphasizing their higher ones.

PKG: Peaking Filter. This emphasizes the frequencies in the region
of the cutoff frequency (Cutoff Freq). You can use this to
create wah-wah effects by employing an LFO to change the
cutoff frequency cyclically.

LPF2: Low Pass Filter 2. Although frequency components above
the Cutoff frequency (Cutoff Freq) are cut, the sensitivity of
this filter is half that of the LPF. This makes it a
comparatively warmer low pass filter. This filter is good for
use with simulated instrument sounds such as the acoustic
piano.

LPF3: Low Pass Filter 3. Although frequency components above
the Cutoff frequency (Cutoff Freq) are cut, the sensitivity of
this filter changes according to the Cutoff frequency. While
this filter is also good for use with simulated acoustic
instrument sounds, the nuance it exhibits differs from that of
the LPF2, even with the same TVF Envelope settings.

O

If you set “LPF2” or “LPF3,” the setting for the Resonance
parameter will be ignored (p. 51).
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Cutoff Frequency * @

Selects the frequency at which the filter begins to have an effect on

the waveform’s frequency components.

* Cutoff Frequency: the frequency at which the filter begins to have an
effect on the waveform'’s frequency components.

Value: 0-127
With “LPF/LPF2/LPF3” selected for the Filter Type parameter,
lower cutoff frequency settings reduce a tone’s upper harmonics for
a more rounded, warmer sound. Higher settings make it sound
brighter.
If “BPF” is selected, harmonic components will change depending
on the TVF Cutoff Frequency setting. This can be useful when
creating distinctive sounds.
With “HPF” selected, higher Cutoff Frequency settings will reduce
lower harmonics to emphasize just the brighter components of the
sound.
With “PKG” selected, the harmonics to be emphasized will vary
depending on Cutoff Frequency setting.

HINT
To edit the overall patch while preserving the relative
differences in the Cutoff Frequency values set for each tone, set
the Cutoff Offset parameter (p. 44).

Resonance x @)

Emphasizes the portion of the sound in the region of the cutoff
frequency, adding character to the sound. Excessively high settings
can produce oscillation, causing the sound to distort.

Value: 0-127

HINT|
To edit the overall patch while preserving the relative
differences in the Resonance values set for each tone, set the
Resonance Offset parameter (p. 44).

LPF BPF HPF PKG
Level
High _,\ [\_ —n_
H Frequency H H
Cutoff frAequency - - -
E x x = =
7}
o L\ [\, L[

Cutoff Key follow @

Use this parameter if you want the cutoff frequency to change
according to the key that is pressed. Relative to the cutoff frequency
at the C4 key (center C), positive (+) settings will cause the cutoff
frequency to rise for notes higher than C4, and negative (-) settings
will cause the cutoff frequency to fall for notes higher than C4.
Larger settings will produce greater change.

Value: -200, -190, -180, -170, -160, -150, -140, -130, -120, -110, -100, -90,
-80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +60, +70,
+80, +90, +100, +110, +120, +130, +140, +150, +160, +170, +180, +190,
+200

Cutoff frequency
(Octave)

NN

+1

" / -50

Cutoff V-Curve (Cutoff Frequency Velocity Curve)

Selects one of the following seven curves that determine how
keyboard playing dynamics (velocity) influence the cutoff frequency.
Set this to “FIXED” when the Cutoff frequency is not to be changed
according to the force with which the keys are pressed.

Value: FIXED, 1-7

LI

Cutoff V-Sens (Cutoff Velocity Sensitivity)

Use this parameter when changing the cutoff frequency to be
applied as a result of changes in playing velocity. If you want
strongly played notes to raise the cutoff frequency, set this
parameter to positive (+) settings. If you want strongly played notes
to lower the cutoff frequency, use negative (-) settings.

Value: -63- +63

HINT
To edit the overall patch while preserving the relative
differences in the Cutoff Frequency Velocity Sensitivity values
set for each tone, set the Velocity Sens Offset parameter (p. 44).
However, this setting is shared by the Level V-Sens parameter

(p- 53).
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Resonance V-Sens
(Resonance Velocity Sensitivity)

This allows keyboard velocity to modify the amount of Resonance. If
you want strongly played notes to have a greater Resonance effect,
set this parameter to positive (+) settings. If you want strongly
played notes to have less Resonance, use negative (-) settings.
Value: -63- +63

F-Env V-Curve (TVF Envelope Velocity Curve)

Selects one of the following 7 curves that will determine how
keyboard playing dynamics will affect the TVF envelope. Set this to
“FIXED” when the amount of TVF Envelope applied is not to be
changed according to the force with which the keys are pressed.
Value: FIXED, 1-7

AV aaras

F-Env V-Sens (TVF Envelope Velocity Sensitivity)

Specifies how keyboard playing dynamics will affect the depth of the
TVF envelope. Positive (+) settings will cause the TVF envelope to
have a greater effect for strongly played notes, and negative (-)
settings will cause the effect to be less.

Value: -63- +63

F-Env T1 V-Sens
(TVF Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the TVF
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63—- +63

F-Env T4 V-Sens
(TVF Envelope Time 4 Velocity Sensitivity)

The parameter to use when you want key release speed to control
the Time 4 value of the TVF envelope. If you want Time 4 to be
speeded up for quickly released notes, set this parameter to a
positive (+) value. If you want it to be slowed down, set this to a
negative (-) value.

Value: -63- +63

TVF ENV

F-Env Depth (TVF Envelope Depth)

Specifies the depth of the TVF envelope. Higher settings will cause
the TVF envelope to produce greater change. Negative (-) settings
will invert the shape of the envelope.

Value: -63- +63

F-Env Time KF (TVF Envelope Time Key Follow)

Use this setting if you want the TVA envelope times (Time 2-Time 4)
to be affected by the keyboard location. Based on the TVF envelope
times for the C4 key (center C), positive (+) settings will cause notes
higher than C4 to have increasingly shorter times, and negative (-)
settings will cause them to have increasingly longer times. Larger
settings will produce greater change.

Value: -100, -90, -80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30,
+40, +50, +60, +70, +80, +90, +100

e,

F-Env Time 1-4
(TVF Envelope Time 1-4) x @, €. ©

Specify the TVF envelope times (Time 1-Time 4). Higher settings
will lengthen the time until the next cutoff frequency level is
reached. (For example, Time 2 is the time over which Level 1 will
change to Level 2.)

Value: 0-127
T T2 T3 T4
+
Cutoff ; '
Frequenc! i v \
quency | 1oy y 1 1 e Time
A U L2 L3 L4
Note on Note off

T: Time L: Level

F-Env Level 0-4 (TVF Envelope Level 0-4) €)

Specify the TVF envelope levels (Level 0-Level 4). These settings
specify how the cutoff frequency will change at each point, relative
to the standard cutoff frequency (the cutoff frequency value
specified in the TVF screen).

Value: 0-127
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Adjusting the Volume (TVA/TVA Env)
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For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

TVA

Tone Level x @

Sets the volume of the tone. This setting is useful primarily for
adjusting the volume balance between tones.
Value: 0-127

Level V-Curve (TVA Level Velocity Curve)

You can select from seven curves that determine how keyboard
playing strength will affect the volume. If you do not want the
volume of the tone to be affected by the force with which you play
the key, set this to “FIXED.”

Value: FIXED, 1-7

AV aaras

Level V-Sens (TVA Level Velocity Sensitivity)

Set this when you want the volume of the tone to change depending
on the force with which you press the keys. Set this to a positive (+)
value to have the changes in tone volume increase the more
forcefully the keys are played; to make the tone play more softly as
you play harder, set this to a negative (-) value.

Value: -63- +63

HINT
If you wish to make adjustments to the entire patch while
maintaining the relative values of TVA Level Velocity Sensitivity
among tones, adjust the Velocity Sens Offset parameter (p. 44).
However, this setting is shared by the Cutoff V-Sens parameter

(p. 51).
Bias
Bias causes the volume to be affected by the keyboard position. This

is useful for changing volume through keyboard position (pitch)

when playing acoustic instruments.

Level| + Level +
o>.— —<o

- : Key Key

C-1 Bias Posmon G9 C-1 Blas Position G9

LO&UP ALL

Level| * + Level -
0>< 0 0>< 0

- Key + ! - Key
C-1 Bias' Posmon c-1 Blas Position

Bias Level

Adjusts the angle of the volume change that will occur in the
selected Bias Direction. Larger settings will produce greater change.
Negative (-) values will invert the change direction.

Value: -100, -90, -80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30,
+40, +50, +60, +70, +80, +90, +100

Bias Position

Specifies the key relative to which the volume will be modified.
Value: C-1-G9

Bias Direction

Selects the direction in which change will occur starting from the

Bias Position.

Value

LOWER: The volume will be modified for the keyboard area below
the Bias Point.

UPPER: The volume will be modified for the keyboard area above
the Bias Point.

LO&UP: The volume will be modified symmetrically toward the left
and right of the Bias Point.

ALL: The volume changes linearly with the bias point at the
center.

Tone Pan x @)

Sets the pan of the tone. “L64” is far left, “0” is center, and “63R” is
far right.
Value: L64-0-63R

Pan Key Follow €)

Use this parameter if you want key position to affect panning.
Positive (+) settings will cause notes higher than C4 key (center C) to
be panned increasingly further toward the right, and negative (-)
settings will cause notes higher than C4 key (center C) to be panned
toward the left. Larger settings will produce greater change.

Value: -100- +100
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T

Random Pan Depth @)

Use this parameter when you want the stereo location to change
randomly each time you press a key. Higher settings will produce a
greater amount of change.

Value: 0-63

Alter Pan Depth (Alternate Pan Depth)

This setting causes panning to be alternated between left and right
each time a key is pressed. Higher settings will produce a greater
amount of change. “L” or “R” settings will reverse the order in
which the pan will alternate between left and right. For example if
two tones are set to “L” and “R” respectively, the panning of the two
tones will alternate each time they are played.

Value: L63-0-63R

O

When any value from Type “2”-"10" is selected for the Structure
parameter in the Pan KF, Rnd Pan Depth, Alter Pan Depth
parameter settings, the output of tones 1 and 2 are joined in tone
2, and the output of tones 3 and 4 are joined in tone 4. For this
reason, tone 1 will follow the settings of tone 2, and tone 3 will
follow the settings of tone 4 (p. 46).

TVA Env

A-Env T1 V-Sens
(TVA Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the TVA
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63- +63

A-Env T4 V-Sens
(TVA Envelope Time 4 Velocity Sensitivity)

The parameter to use when you want key release speed to control
the Time 4 value of the TVA envelope. If you want Time 4 to be
speeded up for quickly released notes, set this parameter to a
positive (+) value. If you want it to be slowed down, set this to a
negative (-) value.

Value: -63- +63

A-Env Time KF (TVA Envelope Time Key Follow)

Use this setting if you want the TVA envelope times (Time 2-Time 4)
to be affected by the keyboard location. Based on the TVA envelope
times for the C4 key (center C), positive (+) settings will cause notes
higher than C4 to have increasingly shorter times, and negative (-)
settings will cause them to have increasingly longer times. Larger
settings will produce greater change.

Value: -100, -90, -80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30,
+40, +50, +60, +70, +80, +90, +100

TS,

A-Env Time 1-4
(TVA Envelope Time 1-4) x @, @, ©®

Specify the TVA envelope times (Time 1- Time 4). Higher settings
will lengthen the time until the next volume level is reached. (For
example, Time 2 is the time over which Level 1 will change to Level
2)

Value: 0-127

A-Env Level 1-3
(TVA Envelope Level 1-3) @

Specify the TVA envelope levels (Level 1-Level 3). These settings
specify how the volume will change at each point, relative to the
standard volume (the Tone Level value specified in the TVA screen).
Value: 0-127

T T2, T3 T4
+ | |
Level : ; |
Y Y Time
A L1 L2 L3
Note on Note off
T: Time L: Level
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Output
Patch Out Assign

Specifies for each patch how the direct sound will be output.

Value:

MFX: Output in stereo through multi-effects. You can also apply
chorus or reverb to the sound that passes through multi-
effects.

A,B: Output to the OUTPUT A (MIX) jack or OUTPUT B jack in
stereo without passing through multi-effects.

1-4:  Output to the INDIVIDUAL 1-4 jacks in mono without
passing through multi-effects.

TONE: Outputs according to the settings for each tone.

* When the settings are such that signals are split and output from the
INDIVIDUAL 1 jack and INDIVIDUAL 2 jack, and no plug is
inserted in the INDIVIDUAL 2 jack, the sounds from INDIVIDUAL 1
and INDIVIDUAL 2 are mixed together, then output from the
INDIVIDUAL 1 jack. This sound comprises the sounds from the
INDIVIDUAL 1 and 2 jacks.

* If the Mix/Parallel parameter ((MENU]/System/General) is set to
“MIX,” all sounds are output from the OUTPUT A (MIX) jacks in
stereo (p. 193).

Tone Out Assign

Sets the direct sound’s output method for each tone.

Value:

MFX: Output in stereo through multi-effects. You can also apply
chorus or reverb to the sound that passes through multi-
effects.

A, B: Output to the OUTPUT A (MIX) jack or OUTPUT B jack in
stereo without passing through multi-effects.

1-4: Output to the INDIVIDUAL 14 jacks in mono without
passing through multi-effects.

e If the Patch Output Assign is set to anything other than “TONE,”
these settings will be ignored.

* When the Structure Type parameter has a setting of Type “2”—
”10,” the outputs of tones 1 and 2 will be combined with tone 2,
and the outputs of tones 3 and 4 will be combined with tone 4.
For this reason, tone 1 will follow the settings of tone 2, and tone
3 will follow the settings of tone 4 (p. 46).

* When the settings are such that signals are split and output from
the INDIVIDUAL 1 jack and INDIVIDUAL 2 jack, and no plug is
inserted in the INDIVIDUAL 2 jack, the sounds from
INDIVIDUAL 1 and INDIVIDUAL 2 are mixed together, then
output from the INDIVIDUAL 1 jack. This sound comprises the
sounds from the INDIVIDUAL 1 and 2 jacks.

MEMD

If the Mix/Parallel parameter is set to “MIX,” all sounds are
output from the OUTPUT A (MIX) jacks in stereo (p. 193).

HINT|

* When setting the “MFX,” set the output destination with the
MEX Output Assign (p. 179) for the sound after it has passed
through the multi-effects.

¢ Chorus and reverb are output in mono at all times.

¢ The output destination of the signal after passing through the
chorus is set with the Chorus Output Select (p. 177) and the
Chorus Output Assign (p. 177).

¢ The output destination of the signal after passing through the
reverb is set with the Reverb Output Assign (p. 177).

Creating a Patch

Tone Out Level

Set the level of the signal that is sent to the output destination
specified by Tone Output Assign.
Value: 0-127

Tone Chorus Send
(Send Level (Output=MFX)) @

Specifies the level of the signal sent to the chorus for each tone if the
tone is sent through MFX.
Value: 0-127

Tone Reverb Send
(Send Level (Output=MFX)) @

Specifies the level of the signal sent to the reverb for each tone if the
tone is sent through MFX.
Value: 0-127

Tone Chorus Send
(Send Level (Output=non MFX)) €

Sets the level of the signal sent to chorus for each tone if the tone is
not sent through MFX.
Value: 0-127

Tone Reverb Send
(Send Level (Output=non MFX)) )
Sets the level of the signal sent to reverb for each tone if the tone is

not sent through MEX.
Value: 0-127
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Modulating Sounds (LFO)
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Fan Depth

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

MEMO

An LFO (Low Frequency Oscillator) causes change over a cycle
in a sound. Each tone has two LFOs (LFO1/LFO2), and these can
be used to cyclically change the pitch, cutoff frequency and
volume to create modulation-type effects such as vibrato, wah
and tremolo. Both LFOs have the same parameters so only one
explanation is needed.

LFO 1/2
Waveform (LFO1/LFO2 Waveform)

Selects the waveform of the LFO.

Value
SIN: Sine wave
TRI: Triangle wave

SAW-U: Sawtooth wave

SAW-D: Sawtooth wave (negative polarity)

SQR:  Square wave

RND:  Random wave

BND-U: Once the attack of the waveform output by the LFO is
allowed to develop in standard fashion, the waveform then
continues without further change.

BND-D: Once the decay of the waveform output by the LFO is
allowed to develop in standard fashion, the waveform then
continues without further change.

TRP:  Trapezoidal wave

S&H:  Sample & Hold wave (one time per cycle, LFO value is changed)

CHAOS: Chaos wave

o

If you set this to “BD-U” or “BD-D,” you must turn the 1:/2:Key
Trigger parameter to “ON.” If this is “OFF,” it will have no effect.

LFO Rate (LFO1/LFO2 Rate) x @)

Adjusts the modulation rate, or speed, of the LFO.

Value: 0-127, Note

LFO Rate sets the beat length for the synchronized tempo is
synchronized with the tempo set in a sequencer.

(Example)

For a tempo of 120 (120 quarter notes occur in 1 minute (60 seconds))

Setting LFO Rate

d (half note) 1 second (60 / 60 =1 (second))

J (quarter note) 0.5 seconds (60 / 120= 0.5 (seconds))
J (eighth note) 0.25 seconds (60 / 240= 0.25 (seconds))

O

This setting will be ignored if the Waveform parameter is set to
“CHAOS.”

Rate Detune (LFO1/LFO2 Rate Detune)

LFO Rate Detune makes subtle changes in the LFO cycle rate (1:/
2:Rate parameter) each time a key is pressed. Higher settings will
cause greater change. This parameter is invalid when Rate is set to
“note.”

Value: 0-127

Offset (LFO1/LFO2 Offset)

Raises or lowers the LFO waveform relative to the central value
(pitch or cutoff frequency). Positive (+) settings will move the
waveform so that modulation will occur from the central value
upward. Negative (-) settings will move the waveform so that
modulation will occur from the central value downward.
Value: -100, -50, 0, +50, +100

Delay Time (LFO1/LFO2 Delay Time) @)

Delay Time (LFO Delay Time) specifies the time elapsed before the
LFO effect is applied (the effect continues) after the key is pressed (or
released).

Value: 0-127

=

After referring to “How to Apply the LFO” (p. 57), change the
setting until the desired effect is achieved.

HINT
When using violin, wind, or certain other instrument sounds in a
performance, rather than having vibrato added immediately
after the sounds are played, it can be effective to add the vibrato
after the note is drawn out somewhat. If you set the Delay Time
in conjunction with the Pitch Depth parameter and Rate
parameter, the vibrato will be applied automatically following a
certain interval after the key is pressed. This effect is called
Delay Vibrato.

56



Creating a Patch

Delay Time KF
(LFO1/LFO2 Delay Time Key Follow)

Adjusts the value for the Delay Time parameter depending on the key
position, relative to the C4 key (center C). To decrease the time that
elapses before the LFO effect is applied (the effect is continuous) with
each higher key that is pressed in the upper registers, select a positive
value; to increase the elapsed time, select a negative value. Larger
settings will produce greater change. If you do not want the elapsed
time before the LFO effect is applied (the effect is continuous) to
change according to the key pressed, set this to “0.”

Value: -100, -90, -80, -70, -60, -50, -40, -30, -20, -10, 0, +10, +20, +30,
+40, +50, +60, +70, +80, +90, +100

TS,

Fade Mode (LFO1/LFO2 Fade Mode)

Specifies how the LFO will be applied.
Value: ON <, ON >, OFF <, OFF >

=

After referring to “How to Apply the LFO” (p. 57), change the
setting until the desired effect is achieved.

Fade Time (LFO1/LFO2 Fade Time) €)

Specifies the time over which the LFO amplitude will reach the
maximum (minimum).
Value: 0-127

IS

After referring to “How to Apply the LFO” (p. 57), change the
setting until the desired effect is achieved.
Key Trigger (LFO1/LFO2 Key Trigger)

This specifies whether the LFO cycle will be synchronized to begin
when the key is pressed (ON) or not (OFF).
Value: OFF, ON

Pitch Depth (LFO1/LFO2 Pitch Depth) x @)

Specifies how deeply the LFO will affect pitch.
Value: -63- +63

TVF Depth (LFO1/LFO2 TVF Depth) x

Specifies how deeply the LFO will affect the cutoff frequency.
Value: -63- +63

TVA Depth (LFO1/LFO2 TVA Depth) %

Specifies how deeply the LFO will affect the volume.
Value: -63- +63

Pan Depth (LFO1/LFO2 Pan Depth) x

Specifies how deeply the LFO will affect the pan.
Value: -63- +63

HINT|
Positive (+) and negative (-) settings for the Depth parameter
result in differing kinds of change in pitch and volume. For
example, if you set the Depth parameter to a positive (+) value
for one tone, and set another tone to the same numerical value,
but make it negative (-), the modulation phase for the two tones
will be the reverse of each other. This allows you to shift back
and forth between two different tones, or combine it with the
Pan setting to cyclically change the location of the sound image.

O

When the Structure parameter is set to any value from “2”
through “10,” the output of tones 1 and 2 will be combined into
tone 2, and the output of tones 3 and 4 will be combined into
tone 4. This applies to the Pan Depth parameter settings. For this
reason, tone 1 will follow the settings of tone 2, and tone 3 will
follow the settings of tone 4 (p. 46).

Step LFO
LFO Step Type (LFO Step Type)

When generating an LFO waveform from the data specified in LFO
Step1-16, specify whether the level will change abruptly at each step
or will be connected linearly.

Value: TYPE1 (stair-step change), TYPE2 (linear change)

Step 1-16 (LFO Step 1-16)

Specifies the data for the Step LFO. If the LFO Pitch Depth is +63,
each +1 unit of the step data corresponds to a pitch of +50 cents.
Value: -36- +36

How to Apply the LFO
® Apply the LFO gradually after the key is pressed

. Delay
high (more) _ Time = FadeTime

Pitch
Cutoff Frequency

Level

Pan Note on

low (less)

Fade Mode: ON <

Delay Time: The time from when the keyboard is played until the
LFO begins to be applied.

Fade Time: The time over which the LFO amplitude will reach the
maximum after the Delay Time has elapsed.
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©® Apply the LFO immediately when the key is
pressed, and then gradually begin to
decrease the effect

high (more) Delay Time . Fade Time

Pitch| 7Y /Y /v 7y o~~~ "
Cutoff Frequency Depth
Level

low (less)

Fade Mode: ON >

Delay Time: The time that the LFO will continue after the keyboard
is played.

Fade Time: The time over which the LFO amplitude will reach the
minimum after the Delay Time has elapsed.

©® Apply the LFO gradually after the key is
released

. Delay
high (more) Time  Fade Time
Pitch : r
Cutoff Frequency H Depth
Level A t
Pan| 4 A
Note  Note
on off
low (less)

Fade Mode: OFF <

Delay Time: The time from when the keyboard is released until the
LFO begins to be applied.

Fade Time: The time over which the LFO amplitude will reach the
maximum after the Delay Time has elapsed.

©® Apply the LFO from when the key is pressed
until it is released, and gradually begin to
decrease the effect when the key is released

high (more) %?Liy _ Fade Time
Pitch
Cutoff Frequency
Level
Pan
low (less) Note on Note off

Fade Mode: OFF >

Delay Time: The time that the LFO will continue after the keyboard
is released.

Fade Time: The time over which the LFO amplitude will reach the
minimum after the Delay Time has elapsed.
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Apply Portamento or Legato to the
Sound (Solo Porta)

Patch Edit KED Part

-* 1419 o e
ThiT =
Pitch Las 10 T OFF
Fitch Enw Leaato Retrigser [alt]
TVE Partamento Switch OFF
— || Portamento Mode MORMAL
TWF Ernv Fortamento Tope RATE
a0 Portamento Start MOTE

T

Twa Enw
Output
LFO1
LFOz
Step LFO

Partamento Time

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

Mono/Poly

Specifies whether the patch will play polyphonically (POLY) or
monophonically (MONO). The “MONO” setting is effective when
playing a solo instrument patch such as sax or flute.

Value

MONO: Only the last-played note will sound.

POLY: Two or more notes can be played simultaneously.

Legato Switch (Legato Switch)

Legato Switch is valid when the Mono/Poly parameter is set to
“MONO.” This setting specifies whether the Legato Switch will be
used (ON) or not (OFF).

With the Legato Switch parameter “ON,” pressing a key while
continuing to press a previous key causes the note to change pitch to
the pitch of the most recently pressed key, sounding all the while.
This creates a smooth transition between notes, which is effective
when you wish to simulate the hammering-on and pulling-off
techniques used by a guitarist.

Value: OFF, ON

Legato Retrigger (Legato Retrigger Switch)

The Legato Retrigger is valid when the Mono/Poly parameter is set
to “MONO” and the Legato Switch parameter is set to “ON.” The
setting determines whether sounds are replayed (ON) or not (OFF)
when performing legato. Normally you will leave this parameter
“ON.” When “OFF,” when one key is held down and another key is
then pressed, only the pitch changes, without the attack of the latter
key being played. Set this to “OFF” when performing wind and
string phrases or when using modulation with the mono synth
keyboard sound.

Value: OFF, ON
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(L )

Legato Retrigger set to “OFF.” When you try to sound a legato

et's say you have the Legato Switch set to “ON,” and the

(by pressing a higher key while a lower key is held down), the
pitch may sometimes not be able to rise all the way to the
intended pitch (stopping instead at an intermediate pitch). This
can occur because the limit of pitch rise, as determined at the
wave level, has been exceeded. Additionally, if differing upper
pitch limits are used for the waves of a Patch that uses multiple
tones, it may stop being heard in MONO. When making large

pitch changes, set the Legato Retrigger to “ON.”

J

Portamento Switch

Specifies whether the portamento effect will be applied (ON) or not
(OFF).

Value: OFF, ON

(Portamento A
Portamento is an effect which smoothly changes the pitch from
the first-played key to the next-played key. By applying
portamento when the Mono/Poly parameter is “MONO,” you
can simulate slide performance techniques on a violin or similar

J

instrument.

Portamento Mode

Specifies the performance conditions for which portamento will be
applied.

Value

NORMAL: Portamento will always be applied.

LEGATO: Portamento will be applied only when you play legato
(i.e., when you press the next key before releasing the previous key).

Portamento Type

Specifies the type of portamento effect.

Value

RATE: The time it takes will depend on the distance between the
two pitches.

TIME: The time it takes will be constant, regardless of how far apart
in pitch the notes are.

Portamento Start
When another key is pressed during a pitch change produced by

portamento, a new pitch change will begin. This setting specifies the
pitch at which the change will begin.

Value

PITCH: Starts a new portamento when another key is pressed while
the pitch is changing.

T Tpress D4 key
P

ress C5 key

press C4 key

NOTE: Portamento will begin anew from the pitch where the current

change would end.

Pitch
A

C5

D4

T Tpress D4 key
p

ress C5 key

press C4 key

Portamento Time

When portamento is used, this specifies the time over which the
pitch will change. Higher settings will cause the pitch change to the
next note to take more time.

Value: 0-127

59

Creating a Patch




Creating a Patch

Miscellaneous Settings (Misc)

Patch Edit KED Part [St.Concert
= = R el CES vz cnorEvTiasTER]
* 1519
Pitch . . = D D
—_—] one Delad oo i MO o o o
Fitch Env Tone D2 las Time a a a a
TWF Tone Eny Mode SUST SUST SUST . SUST
TWE Enw || _Tone Bx Behder OM.  OM. OM. 0N

Tone By EXpression oM oM [a]i] oM
T Tone Bx Hold-1 an aM an
T Erw Tone Rx Pan Mode CDET CDEL CDEL COMT

Tone Redampear Sw il
autput

LFO1

LFOZ

Step LFO
Zolo/FPorta

*

Tone Delay Mode

Selects the type of tone delay.

Value

NORM: The tone begins to play after the time specified in the Delay
Time parameter has elapsed.

~<—— No Tone Delay

Delay time

A A
Note on Note off
HOLD: Although the tone begins to play after the time specified in the Delay
Time parameter has elapsed, if the key is released before the time specified

in the Delay Time parameter has elapsed, the tone is not played.

Delay time | / \_played

A A
Note on Note off
OFF-N: Rather than being played while the key is pressed, the tone begins
to play once the period of time specified in the Delay Time parameter has
elapsed after release of the key. This is effective in situations such as when

simulating noises from guitars and other instruments.

| Delay time
: .
A A
Note on Note off

OFF-D: Rather than being played while the key is pressed, the tone
begins to play once the period of time specified in the Delay Time
parameter has elapsed after release of the key. Here, however,
changes in the TVA Envelope begin while the key is pressed, which
in many cases means that only the sound from the release portion of

the envelope is heard.

S i Delay time

PaN AN
Note on Note off

O

If you have selected a waveform that is a decay-type sound (i.e.,
a sound that fades away naturally even if the key is not
released), selecting “OFF-N" or “OFF-D” may result in no sound
being heard.

C )

This produces a time delay between the moment a key is

one Delay

pressed (or released), and the moment the tone actually begins
to sound. You can also make settings that shift the timing at
which each tone is sounded. This differs from the Delay in the
internal effects, in that by changing the sound qualities of the
delayed tones and changing the pitch for each tone, you can
also perform arpeggio-like passages just by pressing one key.
You can also synchronize the tone delay time to the tempo of

the sequencer.

()
Q\:f you are not going to use Tone Delay, set the Delay Mode
parameter to “NORM” and Delay Time parameter to “0.”
e If the Structure parameters set in the range of “2”-"10,” the
output of tones 1 and 2 will be combined into tone 2, and
the output of tones 3 and 4 will be combined into tone 4. For

this reason, tone 1 will follow the settings of tone 2, and

tone 3 will follow the settings of tone 4 (p. 46).

. J

Tone Delay Time

Specifies the time from when the key is pressed (or if the Delay
Mode parameter is set to “OFF-N" or “OFF-D,” the time from when
the key is released) until when the tone will sound.

Value: 0-127, Note

Tone Delay Time specifies the beat length for the synchronized tempo
when the tempo that specifies the elapsed time until the tone is sounded
(Patch Tempo) is synchronized with the tempo set in a sequencer.
(Example)

For a tempo of 120 (120 quarter notes occur in 1 minute (60 seconds))

Setting Delay time

d (half note) 1 second (60 / 60 =1 (second))

J (quarter note) | 0.5seconds (60 / 120= 0.5 (seconds))
J (eighth note) 0.25 seconds (60 / 240=0.25 (seconds))
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Tone Env Mode (Tone Envelope Mode)

When a loop waveform (p. 41) is selected, the sound will normally
continue as long as the key is pressed. If you want the sound to
decay naturally even if the key remains pressed, set this to “NO
Sus.”

Range: NO SUS, SUST

O

If a one-shot type Wave (p. 41) is selected, it will not sustain even
if this parameter is set to “SUST.”

Tone Rx Bender (Tone Receive Pitch Bend Switch)
For each tone, specify whether MIDI Pitch Bend messages will be
received (ON), or not (OFF).

Value: OFF, ON

Tone Rx Expression
(Tone Receive Expression Switch)

For each tone, specify whether MIDI Expression messages will be
received (ON), or not (OFF).
Value: OFF, ON

Tone Rx Hold-1 (Tone Receive Hold Switch)

For each tone, specify whether MIDI Hold-1 messages will be
received (ON), or not (OFF).
Value: OFF, ON

oK

If “NO SUS” is selected for Env Mode parameter, this setting
will have no effect.

Tone Rx Pan Mode

For each tone, specify how pan messages will be received.

Value

CONT: Whenever Pan messages are received, the stereo position of
the tone will be changed.

K-ON: The pan of the tone will be changed only when the next note
is played. If a pan message is received while a note is
sounding, the panning will not change until the next key is
pressed.

o

The channels cannot be set so as not to receive Pan messages.

Tone Redamper Sw (Tone Redamper Switch)

You can specify, on an individual tone basis, whether or not the sound
will be held when a Hold 1 message is received after a key is released,
but before the sound has decayed to silence. If you want to sustain the
sound, set this “ON.” When using this function, also set the Rx Hold-1
parameter “ON.” This function is effective for piano sounds.

Value: OFF, ON

Matrix Control Settings (Ctrl1-4)

KED Part [3t.Concert

* (619
Eitch Enw (D D & D
—_—— htrol 1 Source
IR =tination 1 PIT-LFO1
TWwF Enw HCTRL Sens 1 +2
A || CTRLT Switch 1 OH:  OM:  OM. 0N
—=e=————| CTRL1 Destination 2 OFF
| TH& B | BeTRO Sens 2 ]
E CTRL1 Suwitch 2 OFF | OFF: OFF . 0OFF
LFo1 CTRL1 Destination 3 OFF
ECTRL1 Sens 5 a
LFoz CTRL1 SWitch 3 OFF © OFF | OFF | 0OFF
Step LFO CTRL1 Destination 4 OFF
EoiorEorte| HETELT Sens 4 a
|SO1BROFES | M ETRr T Switch 4 OFF . OFF | OFF | GOFF
Misc

For details on the setting, refer to “How to Make the Patch
Settings” (p. 39).

‘M )

Ordinarily, if you wanted to change tone parameters using an

atrix Control

external MIDI device, you would need to send System
Exclusive messages—MIDI messages designed exclusively for
the Fantom-S. However, System Exclusive messages tend to be
complicated, and the amount of data that needs to be
transmitted can get quite large.

For that reason, a number of the more typical of the Fantom-S’s
tone parameters have been designed so they accept the use of
Control Change (or other) MIDI messages for the purpose of
making changes in their values. This provides you with a
variety of means of changing the way patches are played. For
example, you can use the Pitch Bend lever to change the LFO
cycle rate, or use the keyboard’s touch to open and close a filter.
The function which allows you use MIDI messages to make
these changes in realtime to the tone parameters is called the
Matrix Control. Up to four Matrix Controls can be used in a
single patch.

To use the Matrix Control, specify which MIDI message (Source
parameter) will be used to control which parameter
(Destination parameter), and how greatly (Sns parameter), and
the tone to which the effect is applied (Tone parameter).

. J
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Matrix Control 1-4 Source

Sets the MIDI message used to change the tone parameter with the
Matrix Control.
Value
OFF: Matrix control will not be used.
CC01-31, 33-95: Controller numbers 1-31, 33-95
=

For more information about Control Change messages, please

refer to “MIDI Implementation” (Parameter List).
PITCH BEND: Pitch Bend
AFTERTOUCH: Aftertouch
SYS CTRL1-SYS CTRL4:

MIDI messages used as common matrix controls.

VELOCITY:  Velocity (pressure you press a key with)
KEY FOLLOW:Key follow (keyboard position with C4 as 0)
TEMPO: The specified tempo (sequencer tempo) or the tempo
of an external MIDI sequencer.

LFO1: LFO1
LFO2: LFO 2
PITCH ENV:  Pitch envelope
TVF ENV: TVF envelope
TVA ENV: TVA envelope

NiEND

Velocity and Key follow correspond to Note messages.

HINT|

¢ Although there are no MIDI messages for LFO 1 through TVA
Envelope, they can be used as Matrix Control. In this case, you
can change the tone settings in realtime by playing patches.

e If you want to use common controllers for the entire Fantom-S,
select “SYS CTRL1”-"SYS CTRL4.” MIDI messages used as
System Control 1-4 are set with the System Ctrl 1-4 Source
parameters (p. 190).

O

® There are parameters that determine whether or not Pitch Bend,
Controller Number 11 (Expression) and Controller Number 64
(Hold 1) are received (p. 61). When these settings are “ON,” and
the MIDI messages are received, then when any change is made
in the settings of the desired parameter, the Pitch Bend,
Expression, and Hold 1 settings also change simultaneously. If
you want to change the targeted parameters only, then set these
to “OFFE.”

¢ There are parameters that let you specify whether specific MIDI
messages will be received for each channel in a performance (p.
90). When a patch with Matrix Control settings is assigned to a
part, confirm that any MIDI messages used for the Matrix
Control will be received. If the Fantom-S is set up such that
reception of MIDI messages is disabled, then the Matrix Control

will not function.
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CTRL Destination 1-4

(Matrix Control Destination 1-4)

Matrix Control Destination selects the tone parameter that is to be
controlled when using the Matrix Control. The following parameters
can be controlled. When not controlling parameters with the Matrix
Control, set this to “OFF.” Up to four parameters can be specified for
each Matrix Control, and controlled simultaneously.

MEMD

In this manual, Parameters that can be controlled using the
Matrix Control are marked with a “%*.”

©® Opening and Closing the Filter

CUTOFF:
RESONANCE: Emphasizes the overtones in the region of the cutoff
frequency, adding character to the sound.

Changes the cutoff frequency.

©® Changing the Volume, Pan, and Pitch

LEVEL: Changes the volume level.
PAN:  Changes the pan.
PITCH: Changes the pitch.

©® Changing How the Effects Are Applied

OUTPUT LEVEL: Changes the volume of output levels.
CHORUS SEND: Changes the amount of chorus.
REVERB SEND: Changes the amount of reverb.

©® Applying LFO to Modulate Sounds

LFO1/LFO2 PCH DEPTH: Changes the vibrato depth.

LFO1/LFO2 TVF DEPTH: Changes the wah depth.

LFO1/LFO2 TVA DEPTH: Changes the tremolo depth.
LFO1/LFO2 PAN DEPTH: Changes the effect that the LFO will
have on pan.

Changes the LFO cycle rate. Changes the
speed of the LFO cycles.

LFO1/LFO2 RATE:

* The speed will not change if LFO Rate is set to “note.”

® Changing the Pitch Envelope

PIT ENV A-TIME: Changes the Env Time 1 parameter of the pitch
envelope.

PIT ENV D-TIME: Changes the Env Time 2 and Env Time 3
parameters of the pitch envelope.

PIT ENV R-TIME: Changes the Env Time 4 parameter of the pitch

envelope.

©® Changing the TVF Envelope
TVF ENV A-TIME: Changes the Env Time 1 parameter of the TVF

envelope.

TVF ENV D-TIME: Changes the Env Time 2 and Env Time 3
parameters of the TVF envelope.

TVF ENV R-TIME: Changes the Env Time 4 parameter of the TVF
envelope.
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©® Changing the TVF Envelope
TVA ENV A-TIME: Changes the Env Time 1 parameter of the TVA

envelope.

TVA ENV D-TIME: Changes the Env Time 2 and Env Time 3
parameters of the TVA envelope.

TVA ENV R-TIME: Changes the Env Time 4 parameter of the TVA
envelope.

@ Splitting Tones That Are Played
T™T

HINT|

e If the Matrix Control is used to split tones, set the TMT Vel
Control parameter to “OFF,” and the TMT Control Switch
parameter to “ON” (p. 48).

e If the Matrix Control is used to split tones, we recommend
setting the Matrix Control Sens to “+63.” Selecting a lower value
may prevent switching of the tones. Furthermore, if you want to
reverse the effect, set the value to “-63.”

¢ If you want to use matrix control to switch smoothly between
tones, use the Velo Fade Lower and Velo Fade Upper parameters
(p. 48). The higher the values set, the smoother the switch is
between the tones.

©® Changing the Depth of Frequency
Modulation for FXM

FXM DEPTH

@ Controlling the amount of realtime stretch/
shrink

TIME

oY

This will have no effect if Realtime Time Stretch (p. 45) is not
selected. If matrix control sensitivity is set to “+” the stretch/

“_n

shrink time will become shorter, and if set to the time will

become longer.

©® Changing Specific Multi-Effects Parameters

MFX CTRL1-4: Change the parameter that was specified by MEX
Control 14 Assign parameter.

o'

No effects are available, even with the Matrix Control, when the

settings are such that no multi-effects are applied.

CTRL Sens 1-4 (Matrix Control Sens 1-4)

Sets the amount of the Matrix Control’s effect that is applied. If you
wish to modify the selected parameter in a positive (+) direction —
i.e., a higher value, toward the right, or faster etc. — from its current
setting, select a positive (+) value. If you wish to modify the selected
parameter in a negative (-) direction - i.e., a lower value, toward the
left, or slower etc. — from its current setting, select a negative (-)
value. When both positive and negative are selected, the changes are
greater as the value increases. Set it to “0” if you don’t want this
effect.

Value: -63- +63

CTRL Tone 1-4 (Tone Control Switch 1-4)

Matrix Control Tone selects the tone to which the effect is applied
when using the Matrix Control.

Value

OFF: The effect will not be applied.

ON:  The effect will be applied.

REVS: The effect will be applied in reverse.

Setting Effects for a Patch (Effects/
MFX/MFX Control/Chorus/Reverb)

=

For details regarding effect settings, refer to the pages shown
below.

“Applying Effects in Patch Mode” (p. 175)
“Making Multi-Effects Settings (MFX1-3)” (p. 180)
“Making Chorus Settings (Chorus)” (p. 182)
“Making Reverb Settings (Reverb)” (p. 182)
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Creating a Rhythm Set

With the Fantom, you have total control over a wide variety of
settings. Each item that can be set is known as a parameter. When
you change the values of parameters, you are doing what is referred
to as Editing. This chapter explains the procedures used in creating
rhythm sets, and the functions of the rhythm set parameters.

How to Make the Rhythm Set
Settings

Start with an existing rhythm set and edit it to create a new rhythm
set. Rhythm sets are created from a collection of multiple rhythm
tones (percussion instruments). You can change the assignments of
the rhythm tones for each key with rhythm set edit.

The rhythm tone assigned to each key consists of up to four waves.
Rhythm tones and waves are related in the same way that patches
and tones are related.

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and rhythm
set whose settings you want to edit (p. 37).

O

You cannot edit the rhythm sets in the GM group.

HINT|
If you want to create all your rhythm sets from the ground up,
rather than the rhythm sets that have already been prepared,
carry out the Initialize operation (p. 65).

2. Press [EDIT].
The Rhythm Edit screen appears.

KEBD Part [Standardkitil A A

A B T An an &9 a
IRh=thn Lev
Wave =
TR || tute Group OFF
—0L | Tone Env Mode SUSTAIN
Pitch Tone Fitch Bend Ranse a
re—— Tone Receive EXpression oM
R Tore Receive Holo-1 on
TWF Tone Receive Pan Mode CONT IHUOUS
—= || _One Shot Mode OFF
TP Eo Fiftertouch Time Ctrl Sens a
Twa
Twe Env
OutpUt

3. The parameters are organized into several editing groups.
Press [1 ()] or [2 (J)] to select the tab for the editing group
that contains the parameter you wish to edit.

ISy

For details on how the parameters are grouped, refer to
“Parameter list” (Parameter List).

4. Use & or W tomove the cursor to the parameter you
wish to modify.

5. Press [8 (Wave Sw/Sel)] to select the wave that you want to
edit.

The Wave Sw/Select window will appears.
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Rhythm Edit PAD Part [P1auThePadz 1 A @
R R Bl L = olrevnnsTER]
AL T T en o i
e dRA=thn Level 17
Rt Tore Hame 4 1
WA T ASSian TYpe 1]
ErEEE Mute Group OFF
RN b Tone Env Hode HO-5U3
Pitch Env Tone Pitch Bend Rande 2
? Tohe Receive Expression [a]}]
Tone Receive Hold-1 oM
TWF Ehw Tone Receive Pan Mode CONT INUOUS
————| One Shot Mode [arT}
TR Aftertouch Time Ctri Sens a
T Env
output

Press any one of the [5 (Wave Select1)]-[8 (Wave Select4)]
buttons to select the wave that you want to edit.

¢ Simultaneously editing the same parameter of multiple
waves
Simultaneously press two or more of the [5 (Wave Select1)]-[8
(Wave Select4)] buttons to select the tones that you want to edit
at the same time. When a tone is on, a check mark (¢) will be
displayed.

* To switch a wave on/off
Press a [1 (Wave Sw1)]-[4 (Wave Sw4)] button to switch the
corresponding wave on/off.

* Press 4 or P, you can select the wave.
6. When you have made your selection, press [EXIT].

7. Turn the VALUE dial, or Press [INC)/[DEC] to set a value.
To change the part that you want to edit
Press [7 (Part Select)].

8. Repeat steps 5-7 to complete a rhythm set.

9. If you wish to save the changes you’ve made, press [WRITE]
to perform the Save operation (p. 66). If you do not wish to
save changes, press [EXIT] to return to the Patch Play
screen.

If you return to the Patch Play screen without saving, an “*” will
be displayed at the left of the rhythm set number, indicating that

the rhythm set settings have been edited.

o

If you turn off the power or select a different sound while the

g v

display indicates “*,” your edited rhythm set will be lost.

Editing in a Graphic Display
(Zoom Edit)

You can edit while viewing a graphic display of the most frequently
used important parameters.

Zoom Edit lets you edit the following parameters.

Parameter page
Pitch Envelope p-71
TVF p.72
TVF Envelope p-73
TVA Envelope p-74

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and patch
that you want to edit.
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2. Press [EDIT], and then press [3 (Zoom Edit)].

The Zoom Edit screen will appear.

Pitch Envelope Edit PAD Part

3. The parameters are organized into several edit groups.
Press [1]-[4] to select the tab for the parameters that you
want to edit.

¢ To select a Wave for editing or switch a Wave on/off
Press [8 (Tone Sw/Sel)].

¢ To switch to a different part for editing
Press [7 (Part Select)].

4. Use [CURSOR] to move the cursor to the parameter that you
want to edit.

You can use the realtime control knob to set the value.
5. Turn the VALUE dial or use [INC][DEC] to modify the value.

6. When you have finished editing, press [EXIT].

Initializing Rhythm Set Settings (Init)
“Initialize” means to return the settings of the currently selected
sound to a standard set of values or to the factory settings.

o

The Initialize operation will affect only the currently selected
sound; the sounds that are stored in user memory will not be
affected. If you wish to restore all of the Fantom’s settings to
their factory values, perform a Factory Reset (p. 196).

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) and rhythm
set that you want to initialize (p. 37).

2. Press [EDIT], and then press [3 (Patch)].
3. Press [4 (Init)].

Select the type of initialization.
e ALL: All keys of the rhythm set will be initialized.
* KEY: One key will be initialized. When KEY is selected, you
need to specify the key (A0-C8) that is to be initialized.
4. Press [8 (Exec)].

A message will ask for confirmation.

5. Press [8 (Exec)].
The initialization will be carried out, and you'll be returned to
the Rhythm Edit screen.

* To cancel, press [7 (Cancel)].

Copying Rhythm Tone Settings (Copy)

This operation copies the settings of any desired rhythm set to the
currently selected rhythm set. You can use this feature to make the
editing process faster and easier.

Basic Procedure for Rhythm Tone Copy

1. Press [PATCH/RHYTHM] to access the Patch Play screen,
and select the part (keyboard part or pad part) that you want
to edit and the copy-destination Rhythm set (p. 37).

2. Press [EDIT].

3. Press [5 (Tone Copy)].
The Rhythm Copy window appears.

Rhythm Tone Copy

r Source
EanksHumber

UsER [021: P1aoTheradz

r Destination
Temporars Rhothn

PlagTheradz ||A &

4, Using [CURSOR] to move the cursor, select the “Source
(copy-source)” bank and number, and the rhythm tone.

5. Turn the VALUE dial or use [INC][DEC] to make the setting.

6. Using [CURSOR] to move the cursor, select the “Destination
(copy-destination)” rhythm tone number.

7. Turn the VALUE dial or use [INC][DEC] to make the setting.
8. Press [8 (Exec)].

A message will ask for confirmation.

9. Press [8 (Exec)] to return to the Rhythm Edit screen.

* To cancel, press [7 (Cancel)].
(1

For the Rhythm Tone Copy operations, you can use the

he Compare Function

Compare function.

If you want to play the copy-source patch, press [6 (Compare)]
to add a check mark (/). Now you can play the copy-source
rhythm set from the keyboard or pad.

Rhythm Tone Copy

r Source
Bank /Humber
[UZER [@01:F1a=aTheradz [R @

- . v
r Destination
TEmporars Rhdthn

Fl1a4Theradz |A &

o= Pp—— S
Parey|[Eancel| Exec

o

The rhythm set auditioned using the Compare function
may sound slightly different than when it is played
normally.

. J
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Cautions When Selecting a
Waveform

The sounds of the Fantom are based on complex PCM waveforms,
and if you attempt to make settings that are contrary to the type of
the original waveform, the results will not be as you expect.

The internal waveforms of the Fantom fall into the following two
groups.

One-shot: These waveforms contain sounds that have short decays.
A one-shot waveform records the initial rise and fall of the sound.
Some of the Fantom’s one-shot waveforms are sounds that are
complete in themselves, such as percussive instrument sounds. The
Fantom also contains many other one-shot waveforms that are
elements of other sounds. These include attack components such as
piano-hammer sounds and guitar fret noises.

Looped: These waveforms include sounds with long decays as well
as sustained sounds. Loop waveforms repeatedly play back (loop)
the portion of the waveform after the sound has reached a relatively
steady state. The Fantom’s looped waveforms also include
components of other sounds, such as piano-string resonant
vibrations and the hollow sounds of brass instruments.

Cautions When Using a One-shot
Waveform

It is not possible to use the envelope to modify a one-shot waveform
to create a decay that is longer than the original waveform, or to turn
it into a sustaining sound. If you were to program such an envelope,
you would be attempting to shape a portion of the sound that simply
doesn’t exist, and the envelope would have no effect.

Cautions When Using a Loop
Waveform

With many acoustic instruments such as piano and sax, extreme
timbral changes occur during the first few moments of each note.
This initial attack is what defines much of the instrument’s character.
For such waveforms, it is best to use the complex tonal changes of
the attack portion of the waveform just as they are, and to use the
envelope only to modify the decay portion. If you attempt to use the
envelope to modify the attack portion as well, the characteristics of
the original waveform may prevent you from getting the sound that
you intend.

Level :
“———» Looped portion

Tone change stored
with the wave

Time

Envelope
for the TVF filter

Resulting
tone change

Saving Rhythm Sets You’ve
Created (Write)

Changes you make to sound settings are temporary, and will be lost

if you turn off the power or select another sound. If you want to keep
the modified sound, you must save it in the internal user memory or
memory card.

2

When you edit the patch settings, an “*” will appear in the Patch

Play screen.

O¥

When you perform the save procedure, the data that previously
occupied the save destination will be lost.

1. Make sure that the Rhythm Set you wish to save is selected.

2. Press [WRITE].
The WRITE Menu screen appears.

Write Menu

3. Press [2 (Patch/Rhythm)].
* Press & or W toselect “Rhythm Edit,” and then press [ENTER].
The Rhythm Set Name screen appears.

Rhythm Set Name

PRST801 P’

Q
R

StandardKiti

4. Assign a name to the rhythm set.

¢ [1 (Change Type)]: Selects the type of character. Each time you press
this, you will alternately select the first character of a character set:
uppercase (A), lowercase (a), or numerals and symbols (0).

¢ [2 (Delete)]: Deletes the character at the cursor location, and
moves the subsequent characters one space forward.

* [3 (Insert)]: Inserts a space at the cursor location.

* A , W :Move the cursor.

¢ [VALUE dial] [INC][DEC]: Selects a character.

* If you decide to discard your input, press [7 (Cancel)].

* You can use the pads to specify characters (p. 25).

5. When you have finished inputting the name, press [8 (Write)].
A screen will appear, allowing you to select the write-destination
rhythm set.
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6. Turn the VALUE dial or use [INC][DEC] and [2 ()] [3 ({)] to
select the write destination and rhythm set number.
The write destination can be either the Fantom-S's internal user
area (User), or a memory card (Card).

Rhythm Set Write
i

USER: 824
USER: 85
USER: A6
USER: a7
USER: 923
USER: 229
USER: @18

HINT
By pressing [6 (Compare)] you can check the save-destination
Rhythm set (Compare function).

7. Press [8 (Write)].

A message will ask you for confirmation.

O

Never switch off the Fantom-S while data is being saved.
8. Press [8 (Exec)] to execute the save operation. To cancel the
operation, press [7 (Cancel)].

* To cancel, press [7 (Cancel)].

Auditioning the Save-Destination
Rhythm Set (Compare)

Before you save a rhythm set, you can audition the rhythm set which
currently occupies the save destination to make sure that it is one
you don’t mind overwriting. This can help prevent important
rhythm sets from being accidentally overwritten and lost.

1. Follow the procedure in “Saving Rhythm Sets You've Created
(Write)” through step 5 to select the save destination.
2. Press [7 (Compare)] to add a check mark (v).

The Rhythm Compare window appears, making it possible to
sound the currently selected save destination rhythm set.

Rhuthm Set Write
MUk er Patch Hame ”

* USER:AA1  PladThePadz
USER:@2Z
USER:BA3
USER:0@4
USER:@a5
USER: 286
USERz@@7
USER: 085
USER: 289
USERz@12

— Save-destination rhythm set

3. Play the keyboard or pad to sound the save destination rhythm
set, then check whether you really want to overwrite it.

o

The rhythm set auditioned using the Compare function may
sound slightly different than when it is played normally.

4. If you wish to change the save destination, re-specify the
save-destination rhythm set by using & or W,

5. Press [7 (Write)].

6. Press [8 (Exec)] once again to execute the Save operation.

Functions of Rhythm Set
Parameters

This section explains the functions the different rhythm set
parameters have, as well as the composition of these parameters.

If a number is displayed for the parameter name, (o , 8 , 9 , e )

you can use the realtime controller knob of the corresponding number
(the left most knob is number 1, the right most knob is number 4) to set
the value.

When you enter the Rhythm Edit screen, the indicator at the right of
the Realtime Control knobs will go out, and the Realtime Control
knobs can be used to edit the parameters of the patch or rhythm set.
If you once again press the button located at the right of the Realtime
Control knobs to make the indicator light, the knobs will control
their original functions. When you exit the Rhythm Edit screen, the
indicator will automatically return to its previous lit state.

REALTIME CONTROL
CUTOFF  RESD  ATTACK RELEASE Q FILTER/ENV
ARPRANGE ARPACCENT RHYACCENT TEMPO () ARP/RHY

\ L/ W, N/ L7 ASSIGNABLE
oo Ve Yo ¥

EoFeoaesey O

00 60

Making Settings Common to the
Entire Rhythm Set (General)

KED Part [Standardkiti]l A @

=R R Bl CE =l olrEvInnsTER]

loto A Al 1 h ¢ = = o
gEhothn Lewvel 117
Wawe A=sisn ToUpe MULTI
TR || _Mute Group OFF
ST Tone Erv mode SUSTAIN
Pitch Tone Fitch Bend Ranas a
Sricr Eno || _Tone Receive Expression aN
(EIEEH BOW || Tone Receive Hold-1 aH
TWF Tone Receive Pan Mode CONT IMUGUS
———=———|| One shot Mode OFF
TR S Rftertouch Time Ctrl Sens a
Twa,
Tva Env
OutPut

For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

o¥

Rhythm Level applies to the entire rhythm set; the other
parameters are set individually for each rhythm tone.

General

Rhythm Level (Rhythm Set Level) @

Sets the volume of the rhythm set.
Value: 0-127

HINT|
The volume levels of the tones from which the rhythm set is
composed is set with the Tone Level parameter (p. 74). The
volume levels of the Waves from which the rhythm tone is
composed is set with the Wave Level parameter (p. 70).
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Tone Name (Rhythm Tone Name)

You can assign a name of up to 12 characters to the rhythm tone.
Value: space, A-Z,a-z,0-9,!"#$% &' () *+,-./:;<=>?2@ [\ ]"
i
I
For details on assigning names, refer to “Assigning a Name” (p.
25)

Assign Type

Assign Type sets the way sounds are played when the same key is

pressed a number of times.

Value

MULTI: Layer the sound of the same keys. Even with continuous
sounds where the sound plays for an extended time, such
as with crash cymbals, the sounds are layered, without
previously played sounds being eliminated.

SINGLE: Only one sound can be played at a time when the same key
is pressed. With continuous sounds where the sound plays
for an extended time, the previous sound is stopped when
the following sound is played.

Mvute Group

On an actual acoustic drum set, an open hi-hat and a closed hi-hat
sound can never occur simultaneously. To reproduce the reality of
this situation, you can set up a Mute Group.

The Mute Group function allows you to designate two or more
rhythm tones that are not allowed to sound simultaneously. Up to 31
Mute Groups can be used. rhythm tones that are not belong to any
such group should be set to “OFF.”

Value: OFF, 1-31

Tone Env Mode (Rhythm Tone Envelope Mode)

When a loop waveform (p. 66) is selected, the sound will normally
continue as long as the key is pressed. If you want the sound to
decay naturally even if the key remains pressed, set this to “NO
SuUs.”

Value: NO-SUS, SUSTTAIN

oK

If a one-shot type Wave (p. 66) is selected, it will not sustain even
if this parameter is set to “SUST.”

Tone Pitch Bend Range
(Rhythm Tone Pitch Bend Range)

Specifies the amount of pitch change in semitones (4 octaves) that
will occur when the Pitch Bend Lever is moved. The amount of
change when the lever is tilted is set to the same value for both left
and right sides.

Value: 048

Tone Receive Expression

(Rhythm Tone Receive Expression Switch)

For each rhythm tone, specify whether MIDI Expression messages
will be received (ON), or not (OFF).

Value: OFF, ON

Tone Receive Hold-1
(Rhythm Tone Receive Hold-1 Switch)

For each rhythm tone, specify whether MIDI Hold-1 messages will
be received (ON), or not (OFF).

O

If “NO SUS” is selected for Env Mode parameter (p. 68), this
setting will have no effect.

Tone Receive Pan Mode
(Rhythm Tone Receive Pan Mode)

For each rhythm tone, specify how pan messages will be received.

Value

CONTINUOUS: Whenever Pan messages are received, the stereo
position of the tone will be changed.

KEY-ON: The pan of the tone will be changed only when the

next note is played. If a pan message is received

while a note is sounding, the panning will not

change until the next key is pressed.

no¥

The channels cannot be set so as not to receive Pan messages.

One Shot Mode

The sound will play back until the end of the waveform (or the end
of the envelope, whichever comes first). The result will be the same
as when the envelope's Tone Env Mode parameter (p. 68) is set to
NO-SUS. If you have set Wave Group (p. 69) to Sample, the loop
setting will be forced to ONE SHOT.

Value: OFF, ON

Aftertouch Time Cirl Sens (Sensitivity)

If Wave Group is set to SAMPLE and Tempo Sync is ON, aftertouch
will control the amount of time stretching /shrinking caused by Time
Stretch. If Time Stretch is not being applied, nothing will happen. If

“_n

the stretch/shrink time will become shorter, and if set to the time
will become longer.

Value: -63-+63

Modifying Waveforms (Wave)

0 > Tope
Wave Group I0

Wawe Mo. LiMona)
ST uave o R
Fitch Alklawe Gain
Fitch Enw Wawe Tempo S=NC
—oe | BFaM Suitch
TWE | EFAM Coler
T ERw| EFAM Depth
TA
T Env
Output

For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

With rhythm tones, sounds are created by combining up to four
Waves (eight for stereo).
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Tips on Creating a Rhythm Tone

The Waves for the bass drum, snare, hi-hat, toms, and other
percussion instruments are each assigned to one rhythm tone.
When adding 3D effects to the sound, make the Pan settings for
each rhythm tone individually.

Wave Group

Select the groups containing the Waves comprising the rhythm tone.

Value

INT:  Waveforms stored in internal memory

EXP: Waveform stored in a Wave Expansion Board (SRX series)
installed in EXP slots.

SMAP: Sample waveforms

MSAM: Multisample waveforms

O

You cannot select a waveform group of a Wave Expansion Board
that is not installed.

Wave Bank

Select the wave bank.

Value

When the wave group is EXP: A-D

When the wave group is SAMP: PRST, USER, CARD
When the wave group is MSAM: USER, CARD

Wave No. L (Mono) (Wave Number L (Mono))
Wave No. R (Wave Number R)

This selects the Waves comprising the rhythm tone. Along with the
Wave number, the Wave name appears at the lower part of the
display.

When in monaural mode, only the left side (L) is specified. When in
stereo, the right side (R) is also specified.

Value: -, 1-1228 (The upper limit will depend on the wave group.)

* When using a multisample in stereo, you must specify the same
number for L and R.

Wave Tempo Sync @

When you wish to synchronize a Phrase Loop to the clock (tempo),
set this to “ON.” This is valid only when a separately sold wave
expansion board is installed, and a waveform that indicates a tempo
(BPM) is selected as the sample for a wave.

Value: OFF, ON

O

¢ If a waveform from a wave expansion board is selected for the
tone, turning the Wave Tempo Sync parameter “ON" will cause
pitch-related settings (p. 71) and FXM-related settings (p. 69) to
be ignored.

¢ If a sample is selected for a tone, you must first set the BPM
(tempo) parameter of the sample.

e If a sample is selected for a tone, Wave Tempo Sync will require
twice the normal number of voices.

’p )

Phrase loop refers to the repeated playback of a phrase that’s

hrase Loop

been pulled out of a song (e.g., by using a sampler). One
technique involving the use of Phrase Loops is the excerpting of
a Phrase from a pre-existing song in a certain genre, for example
dance music, and then creating a new song with that Phrase
used as the basic motif. This is referred to as “Break Beats.”

Realtime Time Stretch

If the wave group is “SAMP” or “MSAM,” and the Wave
Tempo Sync parameter is turned “ON,” you can vary the
playback speed of the waveform without affecting the pitch.

Wave Gain @

Sets the gain (amplification) of the waveform. The value changes in 6
dB (decibel) steps—an increase of 6 dB doubles the waveform’s gain.
Value: -6, 0, +6, +12

FXM Switch @

This sets whether FXM will be used (ON) or not (OFF).
Value: OFF, ON

FXM

FXM (Frequency Cross Modulation) uses a specified waveform
to apply frequency modulation to the currently selected
waveform, creating complex overtones. This is useful for
creating dramatic sounds or sound effects.

FXM Color @

Specifies how FXM will perform frequency modulation. Higher
settings result in a grainier sound, while lower settings result in a
more metallic sound.

Value: 1-4

FXM Depth @

Specifies the depth of the modulation produced by FXM.
Value: 0-16

O

When the Tempo Sync parameter is set to “ON,” settings related
to Pitch (p. 71) and FXM (p. 69) are disabled.
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Chan ir::lg How a Rhythm Tone Is
Sounded (WMT)

The WMT (Wave Mix Table) uses key velocity to control the four
waveforms assigned to the rhythm tone.

KBD Part [StandardkKitil A @

318
Teneral —IF" Ul s e &9 &
Wave Bkave Fine Tuns : :
Ekave Pan
Fitch Lave Rhd Fan Su
Pitch Env Hawve Alter Pan Sw
WMT Yelocits Contral i3]
T Welo Fads LoWer
TWF Enhv Welo Rande Louer
e Yelo Rande Uppet
TV Velo Fade UPper
T En
Output

For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

Wave Coarse Tune @

Adjusts the pitch of the waveform’s sound up or down in semitone
steps (+/-4 octaves).
Value: -48- +48

HINT
The Coarse Tune of the entire rhythm tone is set by the Tone
Coarse parameter (p. 71).

Wave Fine Tune @

Adjusts the pitch of the waveform’s sound up or down in 1-cent
steps (+/-50 cents).
Value: -50- +50

MEMD

One cent is 1/100th of a semitone.

HINT|
The Fine Tune of the entire rhythm tone is set by the Tone Fine
Tune parameter (p. 71).

Wave Level @

You can set the volume of the waveform.
Value: 0-127

HINT
The volume level of each rhythm tone is set with the Tone Level
parameter; the volume levels of the entire rhythm set is set with
the Rhythm Level parameter (p. 67).

Wave Pan

This specifies the pan of the waveform. “L64” is far left, “0” is center,
and “63R” is far right.
Value: L63-0-63R

WMT Velocity Control (Velocity Control Switch)

WMT Velocity Control determines whether a different rhythm tone
is played (ON) or not (OFF) depending on the force with which the
key is played (velocity).

When set to “RND,” the rhythm set’s constituent rhythm tones will
sound randomly, regardless of any Velocity messages.

Value: OFF, ON, RANDOM

Wave Rnd Pan Sw (Wave Random Pan Switch)

Use this setting to cause the waveform’s panning to change
randomly each time a key is pressed (ON) or not (OFF).
Value: OFF, ON

The range of the panning change is set by the Rnd Pan Depth
parameter (p. 74).

Wave Alter Pan Sw (Wave Alternate Pan Switch)

This setting causes panning of the waveform to be alternated
between left and right each time a key is pressed. Set Alternate Pan
Switch to “ON” to pan the Wave according to the Alter Pan Depth
parameter (p. 74) settings, or to “REV” when you want the panning
reversed. If you do not want the panning to change each time a key
is pressed, set this to “OFF.”

Range: OFF, ON, REV

Velo Fade Lower (Velocity Fade Width Lower)

This Determines what will happen to the tone’s level when the tone
is played at a velocity lower than its specified velocity range. Higher
settings produce a more gradual change in volume. If you want
notes played outside the specified key velocity range to not be
sounded at all, set this to “0.”

Value: 0-127

Velo Range Lower (Velocity Range Lower)

This sets the lowest velocity at which the waveform will sound.
Make these settings when you want different waveforms to sound in
response to notes played at different strengths.

Value: 1-UPPER

Velo Range Upper (Velocity Range Upper)

This sets the highest velocity at which the waveform will sound.
Make these settings when you want different waveforms to sound in
response to notes played at different strengths.

Value: LOWER-127

O

If you attempt to set the Lower velocity limit above the Upper, or
the Upper below the Lower, the other value will automatically
be adjusted to the same setting.
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Velo Fade Upper (Velocity Fade Width Upper)

This determines what will happen to the tone’s level when the tone
is played at a velocity greater than its specified velocity range.
Higher settings produce a more gradual change in volume. If you
want notes played outside the specified key velocity range to not be
sounded at all, set this to “0.”

Value: 0-127
Level
/ \ Velocity
XL LI
Fade Lower ‘ Fade Upper

Range Lower Range Upper

Modifying Pitch (Pitch/Pitch Env)

KED Part [Standardkitil A @
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For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

Pitch

Tone Coarse Tune (Rhythm Tone Coarse Tune) @

Selects the pitch at which a rhythm tone sounds.
Value: C-1- G9

HINT
Set the coarse tuning for Waves comprising the rhythm tones
with the Wave Coarse Tune parameter (p. 70).

Tone Fine Tune (Rhythm Tone Fine Tune) @

Adjusts the pitch of the rhythm tone’s sound up or down in 1-cent
steps (+/-50 cents).
Value: -50- +50

NED

One cent is 1/100th of a semitone.

HINT
Set the fine tuning for Waves comprising the rhythm tones with
the Wave Fine Tune parameter (p. 70).

Tone Random Pitch Depth @

This specifies the width of random pitch deviation that will occur
each time a key is pressed. If you do not want the pitch to change
randomly, set this to “0.” These values are in units of cents (1/100th
of a semitone).

Value: 0,1,2,3,4,5,6,7,8,9, 10, 20, 30, 40, 50, 60, 70, 80, 90, 100, 200,
300, 400, 500, 600, 700, 800, 900, 1000, 1100, 1200

Pitch Env

P-Env Depth (Envelope Depth)

Adjusts the effect of the Pitch Envelope. Higher settings will cause
the pitch envelope to produce greater change. Negative (-) settings
will invert the shape of the envelope.

Value: -12—- +12

P-Env V-Sens (Pitch Envelope Velocity Sensitivity)

Keyboard playing dynamics can be used to control the depth of the
pitch envelope. If you want the pitch envelope to have more effect
for strongly played notes, set this parameter to a positive (+) value. If
you want the pitch envelope to have less effect for strongly played
notes, set this to a negative (-) value.

Value: -63- +63

P-Env T1 V-Sens
(Pitch Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the Pitch
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63- +63

P-Env T4 V-Sens
(Pitch Envelope Time 4 Velocity Sensitivity)

Use this parameter when you want key release speed to impact on Time
4 value of the pitch envelope. If you want Time 4 to be speeded up for
quickly released notes, set this parameter to a positive (+) value. If you
want it to be slowed down, set this to a negative (-) value.

Value: -63—- +63

P-Env Time 1-4

(Pitch Envelope Time 1-4) @, ©. O

Specify the pitch envelope times (Time 1-Time 4). Higher settings will
result in a longer time until the next pitch is reached. (For example, Time

2 is the time over which the pitch changes from Level 1 to Level 2.)
Value: 0-127
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P-Env Level 0-4 (Pitch Envelope Level 0-4) @

Specify the pitch envelope levels (Level 0-Level 4). It determines
how much the pitch changes from the reference pitch (the value set
with Coarse Tune or Fine Tune on the Pitch screen) at each point.
Positive (+) settings will cause the pitch to be higher than the
standard pitch, and negative (-) settings will cause it to be lower.
Value: -63- +63

T4

+

Pitch

Tim:
L3 A i ime
Note off y

L4

T: Time L: Level

Modifying the Brightness of a
Sound with a Filter (TVF/TVF Env)

G180
General -1 S— = =
eV [l CUtOff Frequency 127
EResonance a
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For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

TVF

Filter Type @

Selects the type of filter. A filter is a function that cuts off a specific
frequency band to change a sounds brightness, thickness, and other
qualities.

Value

OFF: No filter is used.

LPF: Low Pass Filter. This reduces the volume of all frequencies
above the cutoff frequency (Cutoff Frequency). in order to
round off, or un-brighten, the sound. This is the most common
filter used in synthesizers.

BPF: Band Pass Filter. This leaves only the frequencies in the region
of the cutoff frequency (Cutoff Frequency), and cuts the rest.
This can be useful when creating distinctive sounds.

HPF: High Pass Filter. This cuts the frequencies in the region below
the cutoff frequency (Cutoff Frequency). This is suitable for

creating percussive sounds emphasizing their higher ones.

PKG: Peaking Filter. This emphasizes the frequencies in the region
of the cutoff frequency (Cutoff Frequency). You can use this to
create wah-wah effects by employing an LFO to change the
cutoff frequency cyclically.

LPF2:Low Pass Filter 2. Although frequency components above the
Cutoff frequency (Cutoff Frequency) are cut, the sensitivity of
this filter is half that of the LPF. This makes it a comparatively
warmer low pass filter. This filter is good for use with
simulated instrument sounds such as the acoustic piano.

LPF3:Low Pass Filter 3. Although frequency components above the
Cutoff frequency (Cutoff Frequency) are cut, the sensitivity of
this filter changes according to the Cutoff frequency. While
this filter is also good for use with simulated acoustic
instrument sounds, the nuance it exhibits differs from that of
the LPF2, even with the same TVF Envelope settings.

O

If you set “LPF2” or “LPF3,” the setting for the Resonance
parameter will be ignored.

Cutoff Frequency @

Selects the frequency at which the filter begins to have an effect on
the waveform’s frequency components.

Value: 0-127

With “LPF/LPF2/LPF3” selected for the Filter Type parameter,
lower cutoff frequency settings reduce a tone’s upper harmonics for
a more rounded, warmer sound. Higher settings make it sound
brighter.

If “BPF” is selected, harmonic components will change depending
on the TVF Cutoff Frequency setting. This can be useful when
creating distinctive sounds.

With “HPF” selected, higher Cutoff Frequency settings will reduce
lower harmonics to emphasize just the brighter components of the
sound.

With “PKG” selected, the harmonics to be emphasized will vary
depending on Cutoff Frequency setting.

Resonance @

Emphasizes the portion of the sound in the region of the cutoff
frequency, adding character to the sound. Excessively high settings
can produce oscillation, causing the sound to distort.

Value: 0-127

LPF BPF HPF PKG

Level

High : n [\_ —n__

H Frequency H H

Cutoff fr‘equency - - -

§ x x = x

[

Low \ /A\ /
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Cutoff V-Curve (Cutoff Frequency Velocity Curve)

Selects one of the following seven curves that determine how
keyboard playing dynamics (velocity) influence the cutoff frequency.
Set this to “FIXED” when the Cutoff frequency is not to be changed
according to the force with which the keys are pressed.

Value: FIXED, 1-7

e e

Cutoff V-Sens (Cutoff Velocity Sensitivity)

Use this parameter when changing the cutoff frequency to be
applied as a result of changes in playing velocity. If you want
strongly played notes to raise the cutoff frequency, set this
parameter to positive (+) settings. If you want strongly played notes
to lower the cutoff frequency, use negative (-) settings.

Value: -63- +63

Resonance V-Sens
(Resonance Velocity Sensitivity)

This allows keyboard velocity to modify the amount of Resonance. If
you want strongly played notes to have a greater Resonance effect,
set this parameter to positive (+) settings. If you want strongly
played notes to have less Resonance, use negative (-) settings.
Value: -63- +63

TVF Env

F-Env Depth (TVF Envelope Depth)

Specifies the depth of the TVF envelope. Higher settings will cause
the TVF envelope to produce greater change. Negative (-) settings
will invert the shape of the envelope.

Value: -63- +63

F-Env V-Curve (TVF Envelope Velocity Curve)

Selects one of the following 7 curves that will determine how
keyboard playing dynamics will affect the TVF envelope. Set this to
“FIXED” when the amount of TVF Envelope applied is not to be
changed according to the force with which the keys are pressed.
Value: FIX, 1-7

LI

F-Env V-Sens (TVF Envelope Velocity Sensitivity)

Specifies how keyboard playing dynamics will affect the depth of the
TVEF envelope. Positive (+) settings will cause the TVF envelope to
have a greater effect for strongly played notes, and negative (-)
settings will cause the effect to be less.

Value: -63- +63

F-Env T1 V-Sens
(TVF Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the TVF
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63- +63

F-Env T4 V-Sens
(TVF Envelope Time 4 Velocity Sensitivity)

The parameter to use when you want key release speed to control the
Time 4 value of the TVF envelope. If you want Time 4 to be speeded up
for quickly released notes, set this parameter to a positive (+) value. If
you want it to be slowed down, set this to a negative (-) value.

Value: -63- +63

F-Env Level 1-4
(TVF Envelope Level 1-4) @, ©. ©

Specify the TVF envelope levels (Level 0-Level 4). These settings specify
how the cutoff frequency will change at each point, relative to the standard
cutoff frequency (the cutoff frequency value specified in the TVF screen).
Value: 0-127

F-Env Time 1-4 (TVF Envelope Time 1-4) @

Specify the TVF envelope times (Time 1- Time 4). Higher settings will

lengthen the time until the next cutoff frequency level is reached. (For

example, Time 2 is the time over which Level 1 will change to Level 2.)
Value: 0-127

T T2 T3 T4
+
Cutoff ; '
Frequenc! i U Y
quency | 1o}y 1 1 L Time
A U L2 L3 L4
Note on Note off

T: Time L: Level

Adjusting the Volume (TVA/TVA Env)

KED Part [Standardkiti]l A @

S-18
General
) =
T Level ¥-Zens +3§

| ATone Pan

Fitch ERandom Pan Depth a
Eitch Enw || HR1ternate Pan Depth a
TWF

TWF Env

Twea Eny
Sutput

For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).
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TVA

Tone Level (Rhythm Tone level) @

Sets the volume of the rhythm tone. Use this parameter to adjust the
volume balance between rhythm tones.
Value: 0-127

HINT|

The volume levels of the Waves from which the rhythm tone is

composed is set with the WMT1-4 Wave Level parameter (p. 70).

Level V-Curve (Level Velocity Curve)

You can select from seven curves that determine how keyboard
playing strength will affect the volume. If you do not want the
volume of the rhythm tone to be affected by the force with which
you press the key, select “FIXED.”

Value: FIXED, 1-7

LI

Level V-Sens (Level Velocity Sensitivity)

Set this when you want the volume of the rhythm tone to change
depending on the force with which you press the keys. Set this to a
positive (+) value to have the changes in rhythm tone volume
increase the more forcefully the keys are played; to make the tone
play more softly as you play harder, set this to a negative (-) value.
Value: -63- +63

Tone Pan (Rhythm Tone Pan) @)

Sets the pan for the rhythm tone. “L64” is far left, “0” is center, and
“63R” is far right.
Value: L64-0-63R

HINT
Set the Pan for Waves comprising the rhythm tones with the
Wave Pan parameter (p. 70).

Random Pan Depth €)

Use this parameter when you want the stereo location to change
randomly each time you press a key. Higher settings will produce a
greater amount of change.

Value: 0-63

o

This will affect only waves whose Wave Rnd Pan Sw parameter
(p- 70) is ON.
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Alternate Pan Depth €)

This setting causes panning to be alternated between left and right
each time a key is pressed. Higher settings will produce a greater
amount of change. “L” or “R” settings will reverse the order in
which the pan will alternate between left and right. For example if
two rhythm tones are set to “L” and “R” respectively, the panning of
the two rhythm tones will alternate each time they are played.
Value: L63-0-63R

O

This will affect only waves whose Wave Alter Pan Sw parameter
(p. 70) is ON or REV.

TVA Env

A-Env T1 V-Sens
(TVA Envelope Time 1 Velocity Sensitivity)

This allows keyboard dynamics to affect the Time 1 of the TVA
envelope. If you want Time 1 to be speeded up for strongly played
notes, set this parameter to a positive (+) value. If you want it to be
slowed down, set this to a negative (-) value.

Value: -63- +63

A-Env T4 V-Sens
(TVA Envelope Time 4 Velocity Sensitivity)

The parameter to use when you want key release speed to control
the Time 4 value of the TVA envelope. If you want Time 4 to be
speeded up for quickly released notes, set this parameter to a
positive (+) value. If you want it to be slowed down, set this to a
negative (-) value.

Value: -63- +63

A-Env Time 1-4
(TVA Envelope Time 1-4) @, @, O

Specify the TVA envelope times (Time 1- Time 4). Higher settings will
lengthen the time until the next volume level is reached. (For example,
Time 2 is the time over which Level 1 will change to Level 2.)

Value: 0-127

A-Env Level 1-3 (TVA Envelope Level 1-3) €

Specify the TVA envelope levels (Level 1-Level 3). These settings specify
how the volume will change at each point, relative to the standard
volume (the Rhythm Tone Level value specified in the TVA screen).
Value: 0-127

T T2 T3 T4

+

Level

e - m e -y — 1

¥ Y
L2 L3
Note on Note off

T: Time L: Level

Time
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Output Settings

KED Part [Standardkitil A @

A= = W | L= =i ol REvIHAsTER)

18-18@
Seneral 1 = = =X
— = | e F3
Wawe Tore Ut As: MF
THMT | Tone out Lewel 127
T | Toneoutievml :
Pitch Tone Reverb Send a
EwenErw | _Tone Chorus Send a
[EriEsh S Tore Reverb sehd el
TVF
TWF Ehv
T
Twea Env

For details on the setting, refer to “How to Make the Rhythm
Set Settings” (p. 64).

Rhythm Out Assign

Specifies for each rhythm set how the direct sound will be output.

Value:

MFX: Output in stereo through multi-effects. You can also apply chorus
or reverb to the sound that passes through multi-effects.

A, B: Output to the OUTPUT A (MIX) jack or OUTPUT B jack in
stereo without passing through multi-effects.

1-4: Output to the INDIVIDUAL 14 jacks in mono without
passing through multi-effects.

oK

When the settings are such that signals are split and output from
the INDIVIDUAL 1 jack and INDIVIDUAL 2 jack, and no plug is
inserted in the INDIVIDUAL 2 jack, the sounds from
INDIVIDUAL 1 and INDIVIDUAL 2 are mixed together, then
output from the INDIVIDUAL 1 jack. This sound comprises the
sounds from the INDIVIDUAL 1 and 2 jacks.

NED

If the Mix/Parallel parameter is set to “MIX,” all sounds are
output from the OUTPUT A (MIX) jacks in stereo (p. 193).

Tone Out Assign

Sets the direct sound’s output method for each tone.

Value:

MFX: Output in stereo through multi-effects. You can also apply chorus
or reverb to the sound that passes through multi-effects.

A, B: Output to the OUTPUT A (MIX) jack or OUTPUT B jack in
stereo without passing through multi-effects.

1-4: Output to the INDIVIDUAL 14 jacks in mono without
passing through multi-effects.

O

e If the Rhythm Output Assign is set to anything other than
“TONE,” these settings will be ignored.

* When the settings are such that signals are split and output from
the INDIVIDUAL 1 jack and INDIVIDUAL 2 jack, and no plug is
inserted in the INDIVIDUAL 2 jack, the sounds from
INDIVIDUAL 1 and INDIVIDUAL 2 are mixed together, then
output from the INDIVIDUAL 1 jack. This sound comprises the
sounds from the INDIVIDUAL 1 and 2 jacks.

D

If the Mix/Parallel parameter is set to “MIX,” all sounds are
output from the OUTPUT A (MIX) jacks in stereo (p. 193).

HINT

* When setting the “MFX,” set the output destination with the
MEFX Output Assign (p. 179) for the sound after it has passed
through the multi-effects.

¢ Chorus and reverb are output in mono at all times.

¢ The output destination of the signal after passing through the
chorus is set with the Chorus Output Select (p. 177) and the
Chorus Output Assign (p. 177).

¢ The output destination of the signal after passing through the
reverb is set with the Reverb Output Assign (p. 177).

Tone Out Level

Set the level of the signal that is sent to the output destination
specified by Patch/Tone Output Assign.
Value: 0-127

Tone Chorus Send
(Send Level (Output=MFX)) @

Specifies the level of the signal sent to the chorus for each tone if the
tone is sent through MFX.
Value: 0-127

Tone Reverb Send
(Send Level (Output=MFX)) @)

Specifies the level of the signal sent to the reverb for each tone if the
tone is sent through MFX.
Value: 0-127

Tone Chorus Send
(Send Level (Output=non MFX)) €

Sets the level of the signal sent to chorus for each tone if the tone is
not sent through MEX.
Value: 0-127

Tone Reverb Send
(Send Level (Output=non MFX)) )

Sets the level of the signal sent to reverb for each tone if the tone is
not sent through MFX.
Value: 0-127

Setting Effects for a Rhythm Set
(Effects/MFX/MFX Control/Chorus/
Reverb)

=

For details regarding effect settings, refer to the pages shown
below.

“Applying Effects in Patch Mode” (p. 175)

“Making Multi-Effects Settings (MFX1-3)” (p. 180)
“Making Chorus Settings (Chorus)” (p. 182)

“Making Reverb Settings (Reverb)” (p. 182)
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Playing in Performance Mode

A performance contains settings that apply to each individual part,
such as the patch (thythm set) assigned to each part, and its volume
and pan.
Broadly speaking, Performance mode consists of two screens: Layer
screen and Mixer screen.
Use the Layer screen (p. 76) when you want to combine multiple
sounds (patches or rhythm sets) to create complex sounds. This lets
you play patches together (“layer”) or play different patches in
separate areas of the keyboard (“split”).
Use the Mixer screen (p. 76) when you want to mix the sounds by
adjusting the level and pan for each of 16 parts.
When you play the keyboard, you will hear the current part and the
parts that have a check mark.
In addition to the settings of each part, the following settings can
also be stored for each performance.

¢ Controller settings such as the D Beam, realtime control knobs,

assignable switches, and pads
* Arpeggio and chord memory settings

¢ Rhythm group number

Displaying Performance Layer
Screen

To access the Performance Layer screen, use the following
procedure.
1. Press PERFORMANCE [LAYER/SPLIT].

You will enter Performance mode, and the Layer screen appears.

Performance Layer [Interhal Sons 1 M=9@0@81  STOR

octlE TranzlC | [WEDBEE S |4=128 4.4

USER:J] ShapeURMusic

Part 1 [CatchURF1ow ]

FART HED

* 1

| O CUTOFF O RESOMAMCE O ATTACK O RELERSE

|“TRHNS DOMM ETRANS DOWN |m|f OFF

Displaying Performance Mixer
Screen

To access the Performance Mixer screen, use the following
procedure.

1. Press PERFORMANCE [MIXER].

You will enter Performance mode, and the Mixer screen appears.

Performance Mixer CInternal Sona 1 M=A82] SToR
octlaTranslc ||[WrXDER o i | =128 de4li
Part| 1/:] | USER: 001 CatchURF1ow

2 3 4 5 6 7 & 9 18 11 12 13 14 15 16
=== FHD FH0 FHO FHO FHO FHO FHO FHO --- FHO FHD FHO FH0 PO FHD
FAD

HEF

nnnnnnnnnnnn

IAARARRARAN

1881881 881 a1 a8l aa1 881881 a1 aai 881 ae;
O

: J
o
a3

=tk g = " e Ctrl Knob

LEVEL

2. Press [6] to switch the page.

Performance Mixer [Internal Sona 1 M=92@1 STOP
BEEB TransiC_|| [HestEm (D a0 L d=i28 | 4r4li5]
Part| 1):] | USER: 001 CatchURF1ow

2 3 4 5 6 7 & 9 18 11 12 13 14 15 16
=== FHD FH0 FHO FHD FHO FHO FHO FHO --- FHO FHD FHO FAO0 PO FHD
FAD

5 NFP{ NFP{ NFP{ NFP{ MFH NFP{ NFP{ NFP{ NFP{ MFH NFP{ NFP{ NFP{ NFP{ MFH NFP{
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Functions in the PERFORMANCE Layer/Mixer Screen

MIXER screen LAYER screen

O]z = 4 5 & 7 &
=== FH0 FHO FAO FAO FHO FHO FHO FHO === FHO FHO FHO FAO FHO FHO
FAO
o HRF

®

LEVEL

Hﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂ

WWWWWWW

a 18 11 12 13 14 15 16

USER::]] ShapelURMusic ©
Fart 1 [CatchURFIoOw 1

19a/128a1 841 881 aa/1 aal1 aa1 a1 881 aa/1 aali aa

F»—-rr I

Ctr‘l Knob

060 60606 O 6 BOO O 60 0000 O

®®

Indicates the current sound generating mode.

Indicates the name of the currently selected song, the measure location, the time signature, and the sequencer status.

Indicates the Octave Shift (Oct) and the Transpose (Trans).

Indicates multi-effects (MFX), chorus (CHO), reverb (REV) and mastering (MASTER) on and off.

Indicates the tempo at which the song, Arpeggio or rhythm pattern is played.
Indicates the Loop Play on/off (LOOP).

MIXER screen: Indicates the group, number, and name of the selected performance.
LAYER screen: Selects the group, number of the selected performance.

LAYER screen: Displays the patches assigned to the parts.
When you switch the current part, the part number will also change.

Indicates that this is the Pad part and Arpeggio part.

Current Indicates the part.

Set the pan (PAN), volume (LEVEL), reverb (REV), chorus (CHO), key shift (KEY), and output destination (OUT) of the part.

The setting screen is divided into two screens, and you can press function button [6] to switch between them.

Turns the keyboard switch on/off.
For the currently selected part, an "T" (MIXER screen) or "=" (LAYER screen) will be displayed.

Jumps to the setting screen of the displayed parameter.
Switches the setting screen.

Selects the part whose settings will be modified by the realtime control knobs.
The four knobs correspond to the four selected parts. Turn the knobs to adjust the values.

Scrolls the settings through parts 1-16.
Indicates the functions that are assigned to each realtime controller knob (®) and assignable switch (H).

This indicates the function that is assigned to the D Beam controller,
and the response status of the D Beam controller.

Indicates the key range in which you can play the keyboard or play rhythm sets.
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Selecting a Performance

The Fantom-S has two performance groups, including the User
group and Preset groups, with each group storing 64 performances,
for a total of 128 performances.

USER

This is the group inside the Fantom-S which can be rewritten.
Performances you yourself create can be stored in this group. The
Fantom-S contains 64 preset performances.

PRST (Preset)

This is the group inside the Fantom-S which cannot be rewritten.
However you may modify the settings of the currently selected
performance, and then store the modified performance in User
memory. The Fantom-S contains 64 preset performances.

CARD (Memory Card)

This group lets you use patches stored on a memory card inserted in
the rear panel card slot. Since the data in this group can be rewritten,
you can use this group to store patches that you create.

1. Press [LAYER/SPLIT].
2. Press [CURSOR] to move the cursor to the performance group.

Performance group

Performance number

B Linternal Sons 1 M=g@@1  sToR|
oetfaTranz|c || we | DRE LN | 4=128 4.4
1

A USERZ]] ShapeURMusic

Ll

LLIL

L,
Part 1 [CatchURFIoW 1

3. Turn the VALUE dial, or press [INC]/[DEC] to select a
performance group.
USER: User
PRST: Preset
CARD: Memory Card

4. Press [CURSOR] to move the cursor to the performance
number.

5. Turn the VALUE dial or press [INC)/[DEC] to select the
performance number.
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Selecting Performances from the List

You can display a list of performances and select a performance from
that list.

1. Press [LAYER/SPLIT] or [MIXER].
2. Press [5 (Perf List)].

The Performance List screen appears.

Performance List

1.3

Freset

USER: 82
Card USER:83
USER:84

USER:85
USER: 86
USER:87
USER: 88
USER: 89

-+ USER:18

Eank MSE/LSE  ©E5/900
Prosram cChanse 221

3. To switch the performance group, press [2 (T)] [3 ()] to
move the cursor to the performance group tab, and
press & or W to select the performance.

4. Press [8 (Select)] to close the Performance List screen.

L3 L3
Selecting Favorite Performances
(Favorite Sound)
You can bring together your favorite and most frequently used
performances in one place by registering them in the Favorite sound.
By using this function you can quickly select your favorite
performances from internal memory.

=

For instructions on how to register to the Favorite Sounds, refer
to “Registering a Favorite Performance (Favorite Sound)” (p.
79).

1. Press [LAYER/SPLIT] or [MIXER].
2. Press [5 (Perf List)] and then press [3 (Favorite)].

The Favorite List screen appears.

Favorite List (Performance)

1= Bank Hum__Performance Name

Eankz
Eanks 1-3
Eiank4 1-4
Eanks
I 1-6
Eanke 1—7
Eank? 1-8
Eanks |

Currants
USER:z91 ShareURHusic

3. Press & or W to select a performance number.
To switch banks, press [1 M1z .

4. Press [8 (Select)] to select the patch.
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Registering a Favorite Performance
(Favorite Sound)

You can bring together your favorite and most frequently used

Performances in one place by registering them in the Favorite sound.

By using this function you can rapidly select favorite Performances
from internal memory or a Wave Expansion Board. You can register
a total of 64 Performances (8 sounds x 8 banks) as favorite sounds.

==

For details on selecting a favorite sound, refer to “Selecting
Favorite Performances (Favorite Sound)” (p. 78).

1. Select the Performance that you wish to register (p. 78).
2. Press [5 (Perf List)].
3. Press [3 (Favorite)].

The Favorite List screen appears.

Favorite List (Ferformance)

]
Bankz
Banks
Eank4
Banks
Batke
Batk? 1
Bankd ‘

Bank-Hum _Performance Hame

Current:
USER: 81 ShapeURMUsic

4, Press [1(M][2 ()] to select the bank in which you wish to
register the Performance.

5. Press & or W to select the number to which you wish to

register. The number you select here corresponds to [1]-[8].

6. Press [5 (Regist)] to execute the registration.
* To cancel, press [EXIT].
HINT

By pressing [4 (Remove)] you can cancel the Performance
registration that is selected in the Favorite List screen.

Using the Layer Screen

Selecting a Part
The currently selected part is called the “current part.”

1. From the Layer screen, Use @ or 4 to select the part.
The selected part is indicated by g ”.

Performance Layer [Internal Sona 1 M=0881 SToR

octlE Translc | [WrEDBE CD R hEEs =128 44

| USER-81 ShapeURMusic

Part 1 [CatchURFIow 1
FART HED

O CUTOFF D RESOMAMNCE O ATTACK O RELERSE

FITRANS DOWKN ETRANS DOMN |§|f oFF

Selecting the Part that You want to
Sound

Here’s how to select the part that you want to sound the assigned
patch or rhythm set.

1. From the Layer screen, Use [CURSOR] to move the cursor to
“KBD,” and press [INC] to add a check mark (v’) to “KBD.”
When you play the keyboard, you will hear the current part and
the parts that have a check mark.

Performance Layer CInternal Sona 1 M=@@@1 STOR

OctlaTranslc | [WEDBE NG |4=128 44

74| xUSER:-81 ShapeURMusic

Fart 3 [Fiano 1 1

| O CUTOFF O RESOMAMCE O ATTACK O RELEASE

| ¥ CEE

|nTRHNS DoWH B TRANS DOMN

About the keyboard switch

Use the keyboard switch when you want to play multiple
sounds layered together (Layer) or assign different sounds to
different regions of the keyboard (Split). Conversely, you can
turn off all keyboard switches when you are creating data, etc.

Selecting the Sound for a Part

If you don't like the patch that is assigned to a part, it’s easy to
switch the patch.

Selecting from a list display
1. Select the part whose sound you want to switch.

2. Press [1 (Patch List)].
The Patch List screen will appear.

KED Part

Z2-39

St.Concert (PNO]
S0 LFUE. .. (FHOY
J0 Piano (PHOT
MKS-Z8 Piano (FHOD
SA DancePno  (FHOD
Fiano Honks  (FMOD
Grand + St (FHOD

Mo assian

Kesboards
(=30

alies WarmoxP i aho (PHO)
Orsan Blend 200z (PO
Accordion LA Fiano (PHOD

Lush Life =0 a}]

Harmonica

AaC.Guitar
'—| Bank MSE-sLSE AST - A64

Fiano 1 (PMHOT

Prodram Change @8

* To cancel, press [EXIT].

3. Use & or W to select a patch.
If [6 (Categ)] has a check mark (), the list will show the
categories. If you press [6 (Categ)] to remove the check mark, the

list will show the patch groups.
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Patch List KEBD Part

(PHO)
PR—A:882 . (PHO)
PR—A:883 JD Fiano (PHO)
PR—A:884 HMKS-28 Piano (PHOY
PR—A:885 SA DancelPno  (PHOY
PR-A:886 Fiano Honkd  (PHOY
PR—A:887F Grand + Str (FHO)
PR—A: 888 MarmvwoxFiano (PHOY
PR—A:889 Elshd Z98Z (PHOT
PR—A:818 LA FPiano (PHO)
PR—A:811 Lush Life (PHO)
PR—A:812 StassEPZ T (EP )

Preset &
Preset B
Praset C
Freset O
Frezet E
Ghe

Card

EBank MSE-LSE BET 64
Prostam Chanhss 281

To switch groups, press [1 (IN] [2 (V)].

By Pressing [7 (Preview)] you can audition the sound of the
patch, by means of a phrase preselected as being suitable for that
particular type (category) of patch (Phrase Preview).

4. Press [8 (Select)] to select the patch.

Combining and Playing Sounds
Together (Layer)
In Performance mode you can play the sounds of all parts whose

Internal Switch is on, and all connected parts. Combining the parts
will produce, thicker, fatter sounds.

Part 1 Part 2 .. . . .| Partis Part 16
(Rx ch.1) (Rx ch.2) (Rx ch.15) (Rx ch.16)

| A A |

[ -

KBD Switch:

On WW WW
1 (Txch.1)
|2 x ch.2)

[ 16(Tx ch.16)

Rx ch.: Receive Channel
Tx ch.: Transmit Channel

1. Press [LAYER/SPLIT] to access the Layer screen.

2. Press & or W to select the part you want to play.

The Performance Edit screen appears.

3. Press [INC] to add a check mark to the part that you want to
sound.
Pressing [DEC] will remove the check mark.
The bar shown above the keyboard indicates the range of keys
that will sound.
When you play the keyboard, you will hear the current part and
the parts that have a check mark.

4. Repeat steps 2. 3. to turn the Internal Switch on for all parts
that are connected to the parts you want to play.
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Playing Different Sounds in Different
Areas of the Keyboard (Split)

In Performance mode you can divide the keyboard and play a
different patch in each area (this is called “split”). As the note range
that plays each part can be specified individually, you can split the
keyboard into a maximum of 16 sections.

For instance, you can play strings in the lower range, piano in the
upper range, and both sounds in the middle range.

Part1:Strings HANRRNRRNRRNRNRNNRNRNRRRONONRNRONRNRORRNRRRRRRRRRRET]
Part 1 + Part 2: Part 2: Piano
(Strings + Piano)

N
A split performance is one application of a layer. Changing the
key range of each part in the layer results in a split.

1. Press [LAYER/SPLIT] to access the Layer screen.
2. Press & or W to select the part you want to play.
3. Press [3 (Key Range)].

4. Press [3 (KBD)], move the cursor to the keyboard switch,
and press [INC] to turn on the keyboard switch that is
connected to the part you want to sound.

5. To set the lower limit of the range, use [4 (Lower)] to move
the cursor to “Key Range Lower.” To set the lower limit of
the range, use [5 (Upper)] to move the cursor to “Key Range
Upper.”

Turn the VALUE dial or press [INC]/[DEC] to specify the range.
The bar shown above the keyboard indicates the range of keys
that will sound.

O

If you attempt to set the lower limit higher than the upper limit,
or attempt to set the upper limit below the lower limit, the other
setting will change with the same value.

Performance Layer [Internal Son3 1 M=RAai] STOR
OetE TranslCe | MEDBEE MO OUEIES | =120 4.4
LLILL -
0l USER:81 ShapeURMusic
Part 3 [Piano i 1

FART KED

Key Range
Part 3 % I'-';)_W_Er‘ l_'::P_P_er-
Value: Key Range Lower: C-1-UPPER

Key Range Upper: LOWER-G9

HINT
By specifying sections for different parts so that they overlap each
other, you can combine two or more parts only in a specific section.

6. When you are finished making settings, press [8 (Close)] to
return to the Performance Layer screen, and begin playing.
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Using the Mixer Screen Selecting the Sound for a Part

If you don't like the patch that is assigned to a part, it’s easy to

o switch the patch.
Selecting a Part
The currently selected part is called the “current part.” Selecting from a list display
1. From the Mixer screen, Use 4 or P to select the part. 1. Select the part whose sound you want to switch.
i 2. Press [1 (Patch List)].

Performance Mixer CInternal Sons 1 M=aaa] SToR

[ ol [LE == cnolrevinnster] RPN wooe) The Patch List screen will appear.

P=ct] 1] | USER: 001 CatchURFlow

|I|= Z 4 5 &6 F 85 9 19 11 12 13 14 15 16
HO FHO FHO PHO FHO FHO FPHO FHO --— FHO FHO  FHO FHO FHO FHO
FHD
ARF

n n n n n n n n n n n n n n n . PR—A:8684 MKS-22 Piano (PHOD

Kesboards PR-A:005 SA DancePno  (PHOY
el | PR-A:886 Fiano Honks  (PHOD
— | PR-A:887 Grand + Str (FHO)
FSIES PR-A:008 WarnwoxFiano (PHOI
Oraan PR-A:689 Blend 2082  (FHO)
EEEEETE PR-A:618 LA Fiano (RHOY
e | PR-A:B11 Lush Life (RHOY
HEFmenics GH:@61 Fiano 1 (RHO

ACEUtar
E |

Bank MSE-LSE  AS7.-054
Frosram Chanse a@i

* Use [CURSOR] to move the “Part”, and turn VALUE dial or press
[INC] [DEC] to select the part.
Here’s how to select the part that you want to sound the 3. Use & or W toselecta patch.
assigned patch or rhythm set. If [6 (Categ)] has a check mark (v), the list will show the

* To cancel, press [EXIT].

1. From the Mixer screen, Use [CURSOR] to move the cursor to categories. If you press [6 (Categ)] to remove the check mark, the

the bottom of the screen. list will show the patch groups.

2. Press [INC] to display “KBD,” and select the part that you
want to sound.

User

PR—A:@02 50 trus... [R5

H PR—A:883 JDO Fi CRMHOY

When you play the keyboard, you will hear the current part and Preset B FR_AL684 Hkstn Fiano (oo

Praszet C PR—A:8685 3A DancefFno CRMHOY

the parts that have a check mark (KBD). Presstm || PR-A:996 Piano Honks (PN

— PR—A:887 Grand + Str CRMHOY

(e PR-A:BOE WarmvosP i 3no (PMO)

Ghd PR—A:9089 Elend Z90zZ (PMHOY

= PR—-A:918 LA P (PMHOY

Performance Mixer [Internal Son3 1 M=@@@1 STOR (= it it

oct[ @ Trans[CH | [wexDBE Gmﬁmaﬁm:ﬁh:ma ) PR_A:812 StaseEPs Tr  (EP )

A Eank MSE-LSE BST R84
Part| 4] GM: 001 Piano 1 |

1 2 3[@E] 5 & 7 & 9 18 11 12 13 14 15 16
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FRD
REF

To switch groups, press [1 (N] [2 (V)].

n n n n n n n n n n n n n n n n By Pressing [7 (Preview)] you can audition the sound of the

T T T F T T T T F T T T T F patch, by means of a phrase preselected as being suitable for that
1 28|12l 8 DIB 1881881881 88188188188 188|1 a8 a1 0a|1 a8 partiCUIar type (Category) Of patCh (Phrase PrEVieW)‘

00 0 O
FMENEEIEEN |

4. Press [8 (Select)] to select the patch.

Selecting in the Mixer Screen

About the keyboard switch 1. Press [MIXER] to access the MIXER screen, and use
[CURSOR] to move the cursor to the patch name.

Use the keyboard switch when you want to play multiple

sounds layered together (Layer) or assign different sounds to

Performance Mixer

[Internal Son3 1 M=28a1 SToF

different regions of the keyboard (Split). Conversely, you can 2153 I EE (| 77 1] eV euoTae oihin £ e | FES T2
turn off all keyboard switches when you are creating data, etc. F'ar“l: ’_ |— USER Emﬁ = ‘Caa"l:::f"li.ll's:I: I||4:|w‘ —

= Nu m P.m P.m P.m P‘HO FHI FHD --- FHO W0 FHO FHO FHD FHO
FAD

ARF

FI000000000000000

ﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂ

IR RAARAR)

1881881 aall aajl aaiaai a1 aa1aa aal aaiaalaaiaa1 o

T J
= = Ctrl khob

= [

2. Turn the VALUE dial or use [INC] [DEC] to select a patch.
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Selecting the Rhythm Set

1. Press [MIXER] to access the Mixer screen, and use
[CURSOR] to move the cursor to the following location.

Performance Mixer

oct[ 8 Transic

Part| 1i[3] USER: 001 PlayTheFadz

& 3 4 5 &6 7 & 9 18 11 12 13 14 15 16
== FHO PHO FHO PO PO PHO FHO PHD --— FHO FHO FHO PHO FHO PHD
AL

tOOC}OOOOO olelelolelolele;

[Internal Sons 1 M=8881 STarP
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L
oo ¢ o
o

LEVEL

2. Turn the VALUE dial or press [INC] [DEC] to select “R.”
The rhythm set will be selected.

Editing the Part Settings

The following Part parameters can be edited from the Mixer screen:
* Level (p. 85)

Pan (p. 85)

Chorus Send Level (p. 85)

Reverb Send Level (p. 85)

Chorus Tune (p. 86)

Output Assign (p. 85)

1. Press [MIXER].

Performance Mixer [Internal Sons 1 M=0@881  STOR

GetE Trans/C | [MRDEE o a0 s 4=

Part| 1] | USER: 001 CatchURF1ow

& 3 4 5 &6 7 & 9 18 11 12 13 14 15 16
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Ctrl Knob

2. Use a W to move the cursor to the pan (PAN) or level
(LEVEL) value.

3. Turn the VALUE dial or use [INC] [DEC] to set the value.
4, Press [6] to switch the page.

5. Use a W to move the cursor to the reverb send level
(REV), chorus send level (CHO), coarse tune (KEY), or
output assign (OUT) values.

6. Turn the VALUE dial or use [INC] [DEC] to set the value.

7. By pressing [7 (<)][8 (=)]or & W you can move the
frame within the screen.
The frame corresponds to the four REALTIME CONTROL knobs
located at the left of the display. Turning the left most knob will
edit the left most value enclosed by the frame.

Selecting a Part to Play Individually
(Solo)

You can have only the performance of a specific part be played when
playing back a song.

1. Press [MIXER] to access the Mixer screen.
2. Press [3 (Mute/Solo)].

The Mute Solo window appears.
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3. Use [CURSOR] to move the cursor to the “SOLO” area of the
part that you want to play by itself.

4. Turn the VALUE dial or press [INC)/[DEC] to assign a check
mark (v).
When a song is played back, only the parts with a check mark
will play back.

5. Press [8 (Close)].

MEMD

This setting is linked with the Solo Part Select parameter (Part
View screen), and can be saved as a performance setting (p. 96).

Silencing the Playback of a Specific
Part (Mute)

While you play along with the playback of a song, you can turn off
the specific part. This allows you to turn off the melody part for
karaoke applications or for practicing the muted part.

1. Press [MIXER] to access the Mixer screen.

2. Press [3 (Mute/Solo)].

The Mute Solo window appears.
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3. Use [CURSOR] to move the cursor to the “Mute” area of the
part that you want to mute.

4. Turn the VALUE dial or press [INC]/[DEC] to assign a check
mark (v).
When a song is played back, the parts with a check mark will not
play back.

5. Press [8 (Close)].

MEMO

Part Mute does not turn off the MIDI receive switch; rather, it
sets the volume to the minimum setting to silence the sound.
Therefore, MIDI messages are still received.
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Viewing the Part Settings as a
List (Performance Part View)

In Performance mode you can view the part settings as a list. This is
called the “Part View” screen. In this screen you can view a list that
shows settings for all parts at once, such as the patch assigned to
each part, and its volume and pan settings. You can also edit these
settings here, and make detailed settings that cannot be made in the
Layer screen or Mixer screen.

1. Access the Performance Layer or Mixer screen.

2. Press [2 (Part View)].
The Part View screen will appear.
For detail on the setting, refer to “Viewing the Part Settings as
a List (Performance Part View)” (p. 84).
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Patch KESohMu Level Pat o
1 USER 248 | [EE = =]
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3. Press [1 (Level/Pan)]-[8 (MIDI Filter)] to select the screen.

4. Press [EXIT] to return to the Layer or Mixer screen.

Performing with the Arpeggio/
Rhythm function

For detail on the setting, refer to “Playing Arpeggios (ARPEGGIO/
RHYTHM Function)” (p. 104).

Performing with the Realtime
Controllers and D Beam Controller

For detail on the setting, refer to “Make Settings for the Realtime
Controllers and D Beam Controller (Ctrl)” (p. 92).

Confirming MIDI Information
for Each Part (Part Information)

In Performance mode, the reception status of MIDI messages that
control various things can be viewed for each part. This is useful
when you want to check whether the sound generator is responding
correctly to the keyboard, or to operations from an external MIDI
controller.

1. Access the Performance Layer or Mixer screen (p. 76).
2. Press [MENU] to open the Menu window.

3. Press A or W to select “Part Information,” and then
press [ENTER].

The Part Information window appears.

LAUER G CEE T R R T B

4. Turn VALUE dial or press [INC][DEC] to select the message
that you want to check.
Modulation: Modulation Information
Breath:
Foot Type: Foot type Information

Breath Information
Volume: Volume Information
Panpot: Panpot Information

Expression: Expression Information
Hold 1: Hold 1 Information

Pitch Bend: Pitch Bend Information
Aftertouch: Aftertouch Information

Voices: Voice Information (The number of voices used)

5. Press [8 (Close)] to close the window.
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Creating a Performance

With the Fantom-S, you have total control over a wide variety of
settings. Each item that can be set is known as a parameter. When
you change the values of parameters, you are doing what is referred
to as Editing. This chapter explains the procedures used in creating
Performances, and the functions of the Performance parameters.

Viewing the Part Settings as a
List (Performance Part View)

In Performance mode you can view the part settings as a list. This is
called the “Part View” screen. In this screen you can view a list that
shows settings for all parts at once, such as the patch assigned to
each part, and its volume and pan settings. You can also edit these
settings here, and make detailed settings that cannot be made in the

Layer screen, or Mixer screen.
1. Access the Performance Layer or Mixer screen.

2. Press [2 (Part View)].

The Part View screen will appear.
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3. When you have finished making settings, press [EXIT] to
return to the LAYER/SPLIT or Mixer screen.

HINT|
When the cursor is at a patch group or patch number, you can
press [ENTER] to open the Patch List screen and choose a patch
from the list (p. 28).
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Adjusting the Parameters of
Each Part

1. Access the Part View screen (p. 95).

2. Press [1 (Level/Pan]-[8 (MIDI Filter)] to select the parameter.

Part Yiew CInternal Son3a 1 M=A881 SToR
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3. Use [CURSOR] to move the cursor to the parameter you
want to change.

4. Turn the VALUE dial or press [INCJ/[DEC], set the value.

The name of the parameter at the cursor location is displayed in the
bottom line of the Part View screen.

[1 (Level/Pan)]

Patch Type

Sets the assignment of a patch (Patch) or rhythm set (Rhythm) to
each of the parts.

Patch Bank

Selects the group to which the desired patch or rhythm set belongs.
Value

USR: User

PRA-E: Preset A-E

GM: GM (GM2)

XP-A-D: Wave Expansion Boards installed in EXP-A-D Slots

Patch Number

Selects the desired patch or rhythm set by its number.
Value: 001-

Keyboard Switch

Specifies, for each part, whether or not the keyboard controller
section will be connected to the internal sound generator.
Value: OFF, ON (v)

Solo Switch

Select one part whose sound you want to play. Turn it “¢” to the
part that you want to solo. Parts other than the part you select here
will not sound.

Value: OFF, ON (v)
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Mute Switch

Temporarily mutes (¢/) or releases the mute (OFF) for the
Performance of each part.

Use this setting when, for example, you want to use the instrument
for karaoke by muting the part playing the melody, or when you
want to play something using a separate sound module.

Value: OFF, ON (v)

MEMD

The Mute Switch parameter does not turn the part off, but sets
the volume to minimum so that no sound is heard. Therefore,
MIDI messages are still received.

Part Level

Adjust the volume of each part. This setting’s main purpose is to
adjust the volume balance between parts.
Value: 0-127

Part Pan

Adjust the pan of each part. “L64” is far left, “0” is center, and “63R”
is far right.
Value: L64-0-63R

[2 (Output Effect)]

Part View
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[Fart Output Assisn

For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).

Part Output Assign

Specifies for each part how the direct sound will be output.

Value

MFX: Output in stereo through multi-effects. You can also apply chorus
or reverb to the sound that passes through multi-effects.

A, B: Output to the OUTPUT A (MIX) jack or OUTPUT B jack in
stereo without passing through multi-effects.

1-4: Output to the INDIVIDUAL 14 jacks in mono without
passing through multi-effects.

PAT: The part’s output destination is determined by the settings of
the patch or rhythm set assigned to the part.

oK

When the settings are such that signals are split and output from
the INDIVIDUAL 1 jack and INDIVIDUAL 2 jack, and no plug is
inserted in the INDIVIDUAL 2 jack, the sounds from
INDIVIDUAL 1 and INDIVIDUAL 2 are mixed together, then
output from the INDIVIDUAL 1 jack. This sound comprises the
sounds from the INDIVIDUAL 1 and 2 jacks.

D

If the Mix/Parallel parameter is set to “MIX,” all sounds are
output from the OUTPUT A (MIX) jacks in stereo (p. 193).

HINT

* When setting the “MFX,” set the output destination with the
MEFX Output Assign for the sound after it has passed through the
multi-effects.

¢ Chorus and reverb are output in mono at all times.

¢ The output destination of the signal after passing through the
chorus is set with the Chorus Output Select and the Chorus
Output Assign.

¢ The output destination of the signal after passing through the
reverb is set with the reverb Output Assign.

Part Output MFX Select
(Part Output Multi-Effects Select)

Of the three types of multi-effects that can be used simultaneously,
specify which multi-effects will be used.
Value: 1-3 (MFX-1-MFX-3)

Part Output Level
Set the level of the signal that is sent to the output destination

specified by Part Output Assign.
Value: 0-127

Part Chorus Send Level

Sets the level of the signal sent to chorus for each part.
Value: 0-127

Part Reverb Send Level

Sets the level of the signal sent to reverb for each part.
Value: 0-127

MFX1-3 Source

Chorus Source

Reverb Source

The settings of a specific patch can be used as the settings for MFX1
(1)-MEX3 (3), chorus (C), and reverb (R). This setting specifies the
part to which this patch has been assigned.

If no part is selected, the settings of the Performance will be used.

D

For the following parameters, settings can be made individually
for each multi-effects (MFX1-MFX3) selected in Part Output
MEX Select.
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[3 (Pitch)]
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For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).
Part Octave Shift

Adjusts the pitch of the part’s sound up or down in units of an
octave (+/-3 octaves).
Value: -3- +3

oK

Note that when a rhythm set is assigned to a part, if the Octave Shift
parameter is set, the rhythm tone that is played also changes.

Part Coarse Tune

Adjusts the pitch of the part’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48— +48

‘¢ )

The Coarse Tune and Fine Tune parameters, along with the Octave

oarse Tune and Octave Shift

Shift parameter, can all be seen as doing the same thing to the
sound, i.e., changing the pitch of the sound. For example, if C4
(Middle C) is played with the Coarse Tune parameter set to “+12,”
the note produced is C5 (one octave above C4). For example, if C4
(Middle C) is played with the Octave Shift parameter set to “+1,”
the note produced is C5 (one octave above C4).

However, internally these function very differently. When the
Coarse Tune parameter is set to “+12,” the pitch itself is raised one
octave. On the other hand, when the Octave Shift parameter is set
to “+1,” it is the same as pressing the keys one octave up. In other
words, use the Coarse Tune parameter when changing the pitch,
and the Octave Shift parameter when you want to shift the entire
keyboard, for example, when the number of keys is insufficient.

Part Fine Tune

Adjusts the pitch of the part’s sound up or down in 1-cent steps (+/-
50 cents).
Value: -50- +50

MEMD

One cent is 1/100th of a semitone.

Part Mono/Poly

Set this parameter to “MONO” when the patch assigned to the part
is to be played monophonically, or to “POLY” when the patch is to
be played polyphonically. When using the setting of the patch
assigned to each part (p. 49), set this to “PAT.”

Value: MONO, POLY, PAT

o

For the part to which the rhythm set is assigned, this setting is
ignored.

Part Legato Switch

You can add legato when performing monophonically. Legato is a
playing style in which the spaces between notes are smoothed, creating a
flowing feel with no borders between the notes. This creates a smooth
transition between notes, which is effective when you wish to simulate
the hammering-on and pulling-off techniques used by a guitarist.

Turn this parameter “ON” when you want to use the Legato feature
and “OFF” when you don’t. When using the setting of the patch
assigned to each part (p. 58), set this to “PAT.”

Value: OFF, ON, PAT

o

For the part to which the rhythm set is assigned, this setting is
ignored.

Part Pitch Bend Range

Specifies the amount of pitch change in semitones (2 octaves) that
will occur when the Pitch Bend Lever is moved. The amount of
change when the lever is tilted is set to the same value for both left
and right sides. When using the setting of the patch assigned to each
part (p. 49), set this to “PAT.”

Value: 0-24, PAT

Part Portamento Switch

Specify whether portamento will be applied. Turn this parameter
“ON” when you want to apply Portamento and “OFF” when you
don’t. When using the setting of the patch assigned to each part (p.
59), set this to “PAT.”

Value: OFF, ON, PAT

Part Portamento Time

When portamento is used, this specifies the time over which the
pitch will change. Higher settings will cause the pitch change to the
next note to take more time. When using the setting of the patch
assigned to each part (p. 59), set this to “PAT.”

Value: 0-127, PAT

o

For the part to which the rhythm set is assigned, this setting is
ignored.
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[4 (Offset)]
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Fart Cutoff Offset

For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).

Part Cutoff Offset

Adjusts the cutoff frequency for the patch or rhythm set assigned to
a part.
Value: -64- +63

o

Patches also have a Cutoff Offset setting (p. 44). The final Cutoff
frequency value is the sum of the tone Cutoff Frequency value
and the patch and part Cutoff Offset values. If the tone’s cutoff
frequency is already set to “127” (maximum), there will be no
change produced by setting the Cutoff Offset to a positive value.

Part Resonance Offset

Adjusts the Resonance for the patch or rhythm set assigned to a part.

Value: -64—- +63

O

Patches also have a Resonance Offset setting (p. 44). The final
Resonance value is the sum of the tone Resonance value and the
patch and part Resonance Offset values. If the tone’s resonance is
already set to “127” (maximum), there will be no change
produced by setting the resonance offset to a positive value.

Part Attack Time Offset

Adjusts the TVA/TVEF Envelope Attack Time for the patch or
rhythm set assigned to a part.
Value: -64— +63

O

Patches also contain the Attack Time Offset setting (p. 44). The final
TVA Envelope attack time value is therefore the sum of the tone’s
TVA Envelope Time 1 setting, the patch’s Attack Time Offset, and
the part’s Attack Time Offset. If the tone’s Time 1 parameter is
already set to “127” (maximum), there will be no change produced
by setting the Attack Time Offset to a positive value.

The same applies to the TVF envelope.

Part Release Time Offset

Adjusts the TVA/TVF Envelope Release Time for the patch or
rhythm set assigned to a part.
Value: -64- +63

o

Patches also contain a Release Time Offset setting (p. 44). The
final TVA Envelope release time value is therefore the sum of the
tone’s TVA Envelope Time 4 setting, the patch’s Release Time
Offset, and the part’s Release Time Offset. If the tone’s Time 4
parameter is set to “127” (maximum), there will be no change in
the Release Time Offset, even when this is set to a positive value.
The same applies to the TVF envelope.

Part Decay Time Offset

Adjusts the TVA/TVF Envelope Decay Time for the patch or rhythm
set assigned to a part.
Value: -64- +63

[5 (Key Range)]
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For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).
Specifies whether the controller (keyboard) section will be connected
to the internal sound generator and MIDI OUT regardless of the
current part. Normally, you will leave this off, but you can turn it on
if you want to layer sounds.
Value: ON, OFF

Keyboard Switch

Specifies, for each part, whether or not the keyboard controller
section will be connected to the internal sound generator.
Value: On, OFF

Keyboard Range Lower
(Part Keyboard Range Lower)

Specifies the lowest note that the tone will sound for each part.
Value: C-1-UPPER
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Keyboard Range Upper
(Part Keyboard Range Upper)

Specifies the highest note that the tone will sound for each part.
Value: LOWER-G9

O

When the Key Range (p. 48) is set for each individual tone in a
patch, sounds are produced in the range where the Key Range of
each tone and the Key Range for the part overlap.

Key range specified for Performance

A

Key range specified for Patch
The range in which notes will play

o

If you attempt to raise the lower key higher than the upper key,

or to lower the upper key below the lower key, the other value
will be automatically modified to the same setting.

Part Velocity Sensitivity Offset

This changes the volume and cutoff frequency for each part
according to the velocity with which the keys are pressed. If you
want strongly played notes to raise the volume/ cutoff frequency, set
this parameter to positive (+) settings. If you want strongly played
notes to lower the volume/cutoff frequency, use negative (-)
settings. Set Velocity Sensitivity to “0” when you want sounds
played at a fixed volume and cutoff frequency, regardless of the
force with which the keys are played.

Value: -63- +63

o

Patches also contain a Velocity Sensitivity Offset setting (p. 44).
The ultimate Velocity Sensitivity Offset value is the sum of the
part’s and the patch’s Velocity Sensitivity Offsets. Accordingly,
if the patch’s Velocity Sensitivity Offset parameter is set to “127”
(maximum), there will be no change in the part’s Velocity
Sensitivity Offset, even when this is set to a positive value.

Part Vibrato Rate

For each part, adjust the vibrato speed (the rate at which the pitch is
modulated). The pitch will be modulated more rapidly for higher
settings, and more slowly with lower settings.

Value: -64- +63

Part Vibrato Depth

For each part, this adjusts the depth of the vibrato effect (the depth at
which the pitch is modulated). The pitch will be modulated more
greatly for higher settings, and less with lower settings.

Value: -64- +63

Part Vibrato Delay

For each part, this adjusts the time delay until the vibrato (pitch
modulation) effect begins. Higher settings will produce a longer delay
time before vibrato begins, while lower settings produce a shorter time.
Value: -64- +63

Voice Reserve

This setting specifies the number of voices that will be reserved for
each part when more than 64 voices are played simultaneously.
Value: 0-63, FUL

O¥

It is not possible for the settings of all parts to total an amount
greater than 64. The remaining number of available voices will
be displayed at (rest=). Pay attention to this readout as you make
set the Voice Reserve parameter.

G

The Fantom-S is able to play up to 64 notes simultaneously. The

alculating the Number of Voices Being Used\

polyphony, or the number of voices (sounds) does not refer
only to the number of sounds actually being played, but
changes according to the number of tones used in the patches,
and the number of Waves used in the tones. The following
method is used to calculate the number of sounds used for one
patch being played.

(Number of Sounds Being Played) x (Number of Tones Used by
Patches Being Played) x (Number of Waves Used in the Tones)
Realtime Stretch requires twice the normal polyphony.

\_ J
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For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).

Part Scale Tune C-B

Make scale tune settings for each part.
Value: -64- +63

IS5

Scale Tune is switched on/off by means of the Scale Tune Switch
parameter (p. 194).
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(E )

This tuning divides the octave into 12 equal parts, and is the

qual Temperament

most widely used method of temperament used in Western
music. The Fantom-S employs equal temperament when the
Scale Tune Switch is set to “OFF.”

Just Temperament (Tonic of C)

Compared with equal temperament, the principle triads sound
pure in this tuning. However, this effect is achieved only in one
key, and the triads will become ambiguous if you transpose.

Arabian Scale

In this scale, E and B are a quarter note lower and C#, F# and G#
are a quarter-note higher compared to equal temperament. The
intervals between G and B, C and E, F and G#, Bb and C#, and
Eb and F# have a natural third—the interval between a major
third and a minor third. On the Fantom-S, you can use Arabian

temperament in the three keys of G, C and F.

<Example>

Note Equal tem- | Just Tempera- | Arabian Scale

name perament ment (tonic C)
C 0 0 -6
C# 0 -8 +45
D 0 +4 -2
Eb 0 +16 -12
E 0 -14 -51
F 0 -2 -8
F# 0 -10 +43
G 0 +2 -4
G# 0 +14 +47
A 0 -16 0
Bb 0 +14 -10
B 0 -12 -49

\_ J
[7 (External)]
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For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).

Receive Switch

For each part, specify whether MIDI messages will be received (ON),
or not (OFF).

If this is “OFF,” the part will not respond. Normally, you should
leave this “ON,” but you can turn it “OFF” when you do not want a
specific part to be playing during song playback.

Value: OFF, ON

Receive Channel

Specifies the MIDI receive channel for each part
Value: 1-16

Ext Bank Select MSB (External Bank Select MSB)

If you want a Bank Select number MSB (controller number 0) to also
be transmitted when you switch Performances, specify the value that
you want to transmit (0-127) for each part. If you do not want this
message to be transmitted, set this to “OFF.”

Value: 0-127, OFF

o

The data of the part for which the Keyboard Switch is turned off

will not be transmitted.

Ext Bank Select LSB (External Bank Select LSB)

If you want a Bank Select number LSB (controller number 32) to also
be transmitted when you switch Performances, specify the value that
you want to transmit (0-127) for each part.

Value: 0-127

O¥

The data of the part for which the Keyboard Switch is turned off
will not be transmitted.

Ext Program Number
(External Program Change Number)

If you want a Program Change number to also be transmitted when
you switch Performances, specify the value that you want to
transmit (0-128) for each part. If you do not want this message to be
transmitted, set this to “OFF.”

Value: 1-128, OFF

O

The data of the part for which the Keyboard Switch is turned off

will not be transmitted.

Ext Level (External Level)

If you want Volume messages to also be transmitted when you select
a Performance, specify the desired value (0-127) for the part. If you
do not want this message to be transmitted, set this to “OFF.”
Value: 0-127, OFF

O¥

The data of the part for which the Keyboard Switch is turned off

will not be transmitted.
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Ext Pan (External Pan)

If you want Pan messages to also be transmitted when you select a
Performance, specify the desired value (L64-0-63R) for the part. If
you do not want this message to be transmitted, set this to “OFF.”
Value: L64-0-63R, OFF

O

The data of the part for which the Keyboard Switch is turned off

will not be transmitted.

[8 (MIDI Filter)]
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Receive Proaram Chatise

For details on the setting, refer to “Adjusting the Parameters of
Each Part” (p. 84).

MIDI Filter

Program Change

(Receive Program Change Switch)

For each MIDI channel, specify whether MIDI Program Change
messages will be received (ON), or not (OFF). Assigning a check

mark (/) will turn it on, and removing the check mark will turn it
off.

Bank Select (Receive Bank Select Switch)

For each MIDI channel, specify whether MIDI Bank Select messages
will be received (ON), or not (OFF). Assigning a check mark (v') will
turn it on, and removing the check mark will turn it off.

Pitch Bend (Receive Pitch Bend Switch)

For each MIDI channel, specify whether MIDI Pitch Bend messages
will be received (ON), or not (OFF). Assigning a check mark (v') will
turn it on, and removing the check mark will turn it off.

Channel Pressure (Receive Channel Pressure Switch)

For each MIDI channel, specify whether MIDI Channel Pressure
messages will be received (ON), or not (OFF). Assigning a check mark
(v) will turn it on, and removing the check mark will turn it off.

Polyphonic Key Pressure
(Receive Polyphonic Key Pressure Switch)

For each MIDI channel, specify whether MIDI polyphonic key pressure
messages will be received (ON), or not (OFF). Assigning a check mark
(v) will turn it on, and removing the check mark will turn it off.

Modulation (Receive Modulation Switch)

For each MIDI channel, specify whether MIDI Modulation messages
will be received (ON), or not (OFF). Assigning a check mark (v/) will
turn it on, and removing the check mark will turn it off.

Volume (Receive Volume Switch)
For each MIDI channel, specify whether MIDI Volume messages will

be received (ON), or not (OFF). Assigning a check mark (v) will turn
it on, and removing the check mark will turn it off.

Pan (Receive Pan Switch)
For each MIDI channel, specify whether MIDI Pan messages will be

received (ON), or not (OFF). Assigning a check mark (¢/) will turn it
on, and removing the check mark will turn it off.

Expression (Receive Expression Switch)

For each MIDI channel, specify whether MIDI Expression messages
will be received (ON), or not (OFF). Assigning a check mark (v) will
turn it on, and removing the check mark will turn it off.

Hold-1 (Receive Hold 1 Switch)

For each MIDI channel, specify whether MIDI Hold 1 messages will
be received (ON), or not (OFF). Assigning a check mark (¢) will turn
it on, and removing the check mark will turn it off.

Phase Lock (Phase Lock Switch)

Set Phase Lock to “¢”” (ON) when you want to suppress
discrepancies in timing of parts played on the same MIDI channel.

O

When the Phase Lock parameter is set to “ON,” parts on the
same MIDI channel are put in a condition in which their timing
is matched, enabling them to be played at the same time.
Accordingly, a certain amount of time may elapse between
reception of the Note messages and playing of the sounds. Turn
this setting to “ON” only as needed.

Velocity Curve

Velocity Curve selects for each MIDI channel one of the four
following Velocity Curve types that best matches the touch of the
connected MIDI keyboard. Set this to “OFF” if you are using the
MIDI keyboard's own velocity curve.

Value: OFF, 1-4

L
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Selecting the Parameter
Controlled by the Realtime
Controllers or D Beam Controller
(Control Setting)

The Fantom-S lets you assign the parameters that will be affected
when you operate the realtime control knobs, assignable switches, D
Beam, pitch bend, or modulation lever. This lets you modify the
sound in a variety of ways by operating the controllers.

1. Access the Performance Layer or Mixer screen, and select
the Performance whose settings you wish to modify (p. 78).

HINT|
If you want to create all your Performances from the ground up,
rather than the Performances that have already been prepared,
carry out the Initialize operation (p. 96).

2. Press [4 (Ctrl Setting)].

The Control Setting (Performance) screen appears.

Control Setting (Per formance)

N e eam (Pad Tri

O BeamiZsnd

Seene=sr N D Beam (Pad Trigger)

knab Pad humber 1]
Switch Pad welocitd 188
Tempo Fad Control hode MOMEMTARY

MF CtE1 Ch

Ctrl
=ttin;

3. Press [5 (Ctrl Setting)] — [6 (Ctrl Switch)] to select the parameter.

[5(Ctrl Setting)]: Controller-related settings, Settings for the
entire performance
[6 (Ctr]l Switch)]: Controller switch on/ off settings

4. The parameters are organized into several editing groups.
Press [1 ()] [2 (U)] to select the tab for the editing group that
contains the parameter you wish to edit.

=

For details on the parameter groupings, refer to “Parameter
list” (Parameter List).

5. Use [CURSOR] to move the cursor to the parameter you
wish to modify.

6. Turn the VALUE dial or press [INCJ/[DEC] to get the value
you want.

7. Repeat steps 4-6 to set the parameter.

8. Setting for the Solo Synth are saved for system settings.
Press [8 (System Write)] to execute the write operation.

9. Setting for the Control Settings are saved independently for
each performance setting. If you wish to save the changes
you’ve made, press [WRITE] to perform the Save operation
(p- 96). If you do not wish to save changes, press [EXIT] to
return to the Performance Layer or Mixer screen.

If you return to the Performance PLAY screen without saving,

% 1

the display will indicate “*,” reminding you that the
Performance settings have been modified.

o

If you turn off the power or select a different sound while the

x v

display indicates “*,” your edited Performance will be lost.

Control Switch Settings (Ctrl Switch)
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For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

- Creating a Performance

Control Bender (Control Pitch Bend Switch)
For each part, specify whether MIDI Pitch Bend messages will be
transmitted (ON), or not (OFF).

Value: OFF, ON

Control Aftertouch (Control Aftertouch Switch)

For each part, specify whether MIDI Aftertouch messages will be
transmitted (ON), or not (OFF).
Value: OFF, ON

Control Modulation (Control Modulation Switch)

For each part, specify whether MIDI Modulation messages will be
transmitted (ON), or not (OFF).
Value: OFF, ON

Control Hold Pedal (Control Hold Pedal Switch)

For each part, you can specify whether control messages from a
pedal connected to the HOLD PEDAL jacks will be transmitted
(ON), or not (OFF).

Value: OFF, ON

Control Pedal (Control Pedal Switch)

For each part, you can specify whether control messages from a
pedal connected to the CONTROL PEDAL jacks will be transmitted
(ON), or not (OFF).

Value: OFF, ON

Control D Beam (Control D Beam Switch)

Specifies whether each part will be controlled by the D Beam.
Value: OFF, ON
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Control Knob (Control Knob Switch)

Specifies whether each part will be controlled by the control knob.
Value: OFF, ON

Make Settings for the Realtime

Controllers and D Beam Controller
(Ctrl)

Control Setting (Performance)

17T

*ad Tr 3

D Beami=gn) -

s eeanesy M D Beam (Pad Trigger)
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Termpo Fad Control hode HOMENTART

MFx Ctrl Ch

Ettin:
For details on the setting, refer to “Selecting the Parameter

Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

D Beam (Pad Trigger)

Instead of striking the pads themselves, you can also use the D Beam
controller to control the sounding of the pads.

HINT
Settings for the PAD trigger are saved independently for each
performance as part of the performance settings. This lets you
create performances that make effective use of controller
settings.

Pad Number

Specifies the pad number affected by the D Beam.
Value: 1-16

Pad Velocity

Specifies the strength of the pad sound played by the D Beam
controller.
Value: 1-127

Pad Control Mode

This specifies how the D Beam will behave when it is obstructed. If
this is set to MOMENTARY, the parameter will be on only while the
D Beam is obstructed, and will turn off when you stop obstructing it.
If this is set to LATCH, the parameter will alternately be switched
on/off each time you obstruct the D Beam.

Value: MOMENTARY, LATCH
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D Beam (Solo Synth)

You can use the D Beam controller to perform in a way similar to on
a mono synth.

Control Setting (Performance)

z7
D BeamiTriz (IENEEE] /

Set=2" D¢ D Beam (Solo Synth)

CHED Osc 1 Wavefarm
SWitch O=sc 1 Pulse Width
Tempo Osc 1 Coarse Tune

WP Ctrl oh | 05C 1 Fine Tuhe
| O=sc & Waveform
Osc £ Pulse Width
O=sc 2 Coarse Tuhne
Osc & Fine Tune
oOsc 2 Level

O=sC S9nc Switch
Filter Tope

For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

HINT|
When you press [7 (Panel View)], the Panel View screen will
appear, which displays the above parameters in graphical
fashion, simulating an analog synthesizer. From the Panel View
screen, you can press [2 (Image View)] to open the Image View
screen, where you can see a graphical indication of the D Beam
output value. Press [EXIT] to leave this screen.
To exit from this screen, press [EXIT].

HINT|
Settings for the Solo Synth are saved for system settings.

OSC 1/2 Waveform

Select the waveform. SAW is a sawtooth wave, and SQR is a square

wave.

OSC 1/2 Pulse Width
Specifies the pulse width of the waveform. By cyclically modifying
the pulse width you can create subtle changes in the tone.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: 0-127

OSC 1/2 Coarse Tune

Adjusts the pitch of the tone’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48—+48

OSC 1/2 Fine Tune

Adjusts the pitch of the tone’s sound up or down in 1-cent steps (+/-
50 cents).
Value: -50-+50

OSC2 Level

Adjust the level.
Value: 0-127
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OSC1 Sync Switch

Turning this switch on produces a complex sound with many
harmonics. This is effective when the OSC1 pitch is higher than the
OSC2 pitch.

Value: OFF, ON

Filter Type

Selects the type of filter.

OFF: No filter is used.

LPF: Low Pass Filter. This reduces the volume of all frequencies
above the cutoff frequency. in order to round off, or un-
brighten, the sound. This is the most common filter used in
synthesizers.

BPF: Band Pass Filter. This leaves only the frequencies in the region
of the cutoff frequency, and cuts the rest. This can be useful
when creating distinctive sounds.

HPF: High Pass Filter. This cuts the frequencies in the region below
the cutoff frequency. This is suitable for creating percussive
sounds emphasizing their higher ones.

PKG: Peaking Filter. This emphasizes the frequencies in the region
of the cutoff frequency. You can use this to create wah-wah
effects by employing an LFO to change the cutoff frequency
cyclically.

Cutoff

Selects the frequency at which the filter begins to have an effect on
the waveform’s frequency components.
Value: 0-127

Resonance

Emphasizes the portion of the sound in the region of the cutoff
frequency, adding character to the sound. Excessively high settings
can produce oscillation, causing the sound to distort.

Value: 0-127

Level

Sets the volume.
Value: 0-127

Chorus Send Level

Sets the level of the signal sent to chorus.
Value: 0-127

Reverb Send Level

Sets the level of the signal sent to reverb.
Value: 0-127

LFO Rate

Adjusts the modulation rate, or speed, of the LFO.
Value: 0-127

LFO Osc 1 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC1 pitch.
Value: -63—+63

LFO Osc 2 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC2 pitch.
Value: -63-+63

LFO Osc 1 Pulse Width Depth
Specifies the depth to which the LFO will modulate the pulse width
of the OSC1 waveform.
* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63—+63

LFO Osc 2 Pulse Width Depth
Specifies the depth to which the LFO will modulate the pulse width
of the OSC2 waveform.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63—+63

Range (Solo synth range)

Specifies the range in which the pitch of the solo synth will vary.
Value: 2 OCTAVES, 4 OCTAVES, 8 OCTAVES

D Beam (Assignable)

By assigning a variety of functions to the D Beam controller you can
apply different effects to the sound in real time.

Control Setting (Performance)

2T [
O BeamTriz) | LS

A% DBeam siunahla)
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knob | Tupe
Switch Ranze Min [ &
Tempao Ran3e Max 127

MFX Ctrl Ch

attin:
For details on the setting, refer to “Selecting the Parameter

Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

HINT|
Settings for the ASSIGNABLE are saved independently for each
performance as part of the performance settings. This lets you create
performances that make effective use of controller settings.
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Type (Assignable Type)
Specifies the function controlled by the D Beam controller.

Value
CC01-31, 33-95: Controller numbers 1-31, 33-95

=

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).
Bend Up: Raises the pitch in semitone steps
(up to 4 octaves higher).
Bend Down:  Lowers the pitch in semitone steps
(up to 4 octaves lower).
Start/Stop:

TAP Tempo:  Tap tempo

Starts/Stops the sequencer.

(a tempo specified by the interval at which you
move your hand over the D Beam controller).

Arp Grid: Arpeggio Grid

Arp Duration: Arpeggio Duration

Arp Motif: Arpeggio Motif

Arp Oct Up:  The range in which the arpeggio is sounded will

rise in steps of an octave (maximum 3 octaves).
Arp Oct Down: The range in which the arpeggio is sounded will
lower in steps of an octave (maximum 3 octaves).

Range Min (D Beam Range Lower)
Specify the lower limit of the range of the D Beam controller.
Value: 0-127

Range Max (D Beam Range Upper)

Specify the upper limit of the range of the D Beam controller.

By setting Range Max below Range Min you can invert the range of
change.

Value: 0-127

Knob

Control Setting (Performance)

4T
O Beami(Tria)

O Eeami=En
O Eeamissan)

Knob

Knob 1_Asssian

EWitch Knob 2 Assisn CC# ZiBreath 1
Tempo Khnob 3 &ssian CC# 4(Foot Ture 1

MFx Ctrl Ch | Khob 4 &assisn CC#t 1 iModulation

ctrl
attim

=

For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

O

Knob parameters are valid only when the REALTIME
CONTROL button is set to “ASSIGNABLE.”

Knob Assign 1-4

(Realtime Control Knob Assign 1-4)

Specify the functions that will be controlled by the [{é}] knobs.
Value

CC01-31, 33-95: Controller numbers 1-31, 33-95

ISy

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).

Pitch Bend:  Pitch Bend

Aftertouch:  Aftertouch

Arp Style: Arpeggio Style
Arp Grid: Arpeggio Grid
Arp Duration: Arpeggio Duration
Arp Motif: Arpeggio Motif

Chord Form: Chord Form
Master Level: The volume of the entire Fantom-S

L]
Switch

ST
O Eeam(Trial

:
O Beami=gn) -
et @ Switeh

Switch 1 Assisn
SWitch £ Assisn

FansFose Dol
TransFose Down

Tempo
RFx Ctrl Ch

ettin:
ISy
For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller

(Control Setting)” (p. 91).

Switch 1/2 (Assignable Switch 1-2)

Specify the functions that will be controlled by the [é] 1/1 i]]

buttons.

Value

Transpose Down: Lowers the key range in semitone steps
(up to 5 semitones lower).

Transpose Up: Raises the key range in semitone steps

(up to 6 semitones higher).

Tap Tempo: Tap tempo (a tempo specified by the interval at
which you press the button).

Mono/poly: Pressed to toggle between polyphonic (POLY)
and monophonic (MONO) play of a patch.

Portamento: Portamento On/Off

Hold: Hold play On/Off

MFX1-3 Sw: Multi-effect 1-3 switch

Chorus Sw: Chorus switch

Reverb Sw: Reverb switch

Mastering Sw: Mastering switch
Loop: Loop play On/Off

Rhythm Start/Stop: Rhythm pattern playback On/Off
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Tempo

Control Setting (Performance)

6.7
D Beam(Trial

D Beamizon) |
O Eearn(&s55n))
Knok

Switch
Tempo

MFX Ctrl Ch

mmended Tempo

Ctrl
attin:

=

For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

Recommended Tempo

If you want the sequencer tempo to change when you switch
Performances, specify the tempo that will follow this change. This
setting is valid when the Seq Tempo Override parameter is “ON.”
In order to enable this setting, turn on the Tempo Override
parameter (p. 190).

Value: 20-250

MFX Ctrl Ch

Control Setting (Performance)

TAT

D BeamiTriz) |G antral Chatnel

D Beamiz=n) | MEX1 Control Chatnel
O Beamisean)| MFXE Control Channel OFF
T | MFX3 Control Channel OFF

Knok

Switch
Tempo

MFX Ctr1 Ch

Ctrl
ettin:

=

For details on the setting, refer to “Selecting the Parameter
Controlled by the Realtime Controllers or D Beam Controller
(Control Setting)” (p. 91).

MEX 1-3 Control Channel

Select the channel to which the multi-effect will be applied. Control
to modify multi-effects parameters in realtime, when MFX1-3 Source
parameter is set to “Prf.” Set to “OFF” when the Multi-effects
Control is not being used.

Value: 1-16, OFF

Setting Effects for a Performance
(Effects/MFX/MFX Control/Chorus/
Reverb)

IS

For details regarding effect settings, refer to the pages shown below.

“Applying Effects in Performance Mode” (p. 178)
“Making Multi-Effects Settings (MFX1-3)” (p. 180)
“Making Chorus Settings (Chorus)” (p. 182)
“Making Reverb Settings (Reverb)” (p. 182)

Changing the Settings of the
Patch Assigned to a Part

When using patches in Performance mode, some settings such as
effects settings will be affected by Performance settings. If you wish
to edit a patch while hearing how it will sound in the Performance,
use this procedure:

* Here we explain how to change the setting of a patch assigned to a part.
The procedure for changing the settings of rhythm sets is the same.
Substitute “rhythm set” wherever “patch” appears in a sentence.

1. Make sure the Performance mode is selected.

2. Press [EDIT].
The patch assigned to the part is displayed in the Patch Edit

screen.
Patch Edit Part 1 [ f]
IEE R RN [CEo =zl cnorevinnsTer]
AL h ; = = LS
Patch Catesord MO as=ian
Wave dPatch Level a
HFatch Fan LE4
T_MT Fatch Priorits LAST
Eiteh | Toctave shitt a
Pitch Enw Fatch Coarse Tune a
? EIFatch Fine Tune a
Stretch Tune Depth OFF
TYF Env HAna1os Fesal a
T Cutoff Offset a
—_— Resonance Offset a
T By Attack Time Offset a
Releaze Time Offzet -]
OUERME o 1oc ity sens ofrset -]
LFO1
LFoE

*

3. The rest of the procedure is the same as when making
changes in Patch mode (p. 39).

95

Creating a Performance




Creating a Performance

Initializing Performance
Settings (Init)

“Initialize” means to return the settings of the currently selected
sound to a standard set of values.

O

The Initialize operation will affect only the currently selected
sound; the sounds that are stored in user memory will not be
affected. If you wish to restore all of the Fantom-S’s settings to
their factory values, perform a Factory Reset (p. 196).

1. Access the Performance Layer or Mixer screen, and select
the Performance that you wish to initialize (p. 78).

2. Press [MENU] to access the MENU window.

3. Press & or W to select “Initialize,” and then press
[ENTER].

4. Press & or W to select the initialization type.

* DEFAULT: Resets the currently selected performance in the
Temporary memory to the standard values. Use this setting
when you wish to create a sound from scratch.

* SOUND CONTROL.: Initializes the values of the following part
parameters. Cutoff Offset, Resonance Offset, Attack Time Offset,
Release Time Offset, Decay Time Offset, Vibrato Rate, Vibrato,
Depth, Vibrato Delay

5. Press [8 (Exec)].

A message will ask you for confirmation.

6. Press [8 (Exec)].

Return to the previous screen.
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Saving Performance You’ve
Created (Write)

Changes you make to sound settings are temporary, and will be lost

if you turn off the power or select another sound. If you want to keep
the modified sound, you must save it in the internal User memory.
When you modify the settings of a Performance, the Performance
Layer screen will indicate “*.” Once you save the Performance into

2

internal memory (user memory), the

O¥

When you perform the save procedure, the data that previously

indication goes away.

occupied the save destination will be lost.
1. Make sure that Performance you wish to save is selected.

2. Press [WRITE].

The Write Menu screen appears.

Write Menu

"~ Performance

Patch/Rhythm

3. Press [1 (Perf)].

* Alternatively, you can use CURSOR 4 or W to select
“Performance,” and then press [ENTER].

The Performance Write screen appears.

Performance Name

PRST:001

D
E

FS Demo 1

C

|
J

4, Assign a name to the performance.

¢ [1 (Change Type)]: Selects the type of character. Each time you
press this, you will alternately select the first character of a
character set: uppercase (A), lowercase (a), or numerals and
symbols (0).

¢ [2 (Delete)]: Deletes the character at the cursor location, and
moves the subsequent characters one space forward.

* [3 (Insert)]: Inserts a space at the cursor location.

. ‘ , } : Move the cursor.
¢ [VALUE dial] [INC][DEC]: Selects a character.
* If you decide to discard your input, press [7 (Cancel)].

*

You can use the pads to specify characters (p. 25).
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5. When you have finished inputting the name, press [8 (Write)].
A screen will appear, allowing you to select the write-destination
patch.

Performace Write

USER: A3
USER: 84
USER:z @S
USER:BE
USER:z@T
USER: &5
USER: &3
USER: 18

6. Turnthe VALUE dial or use [INC][DEC]and 4 P to select
the write destination and patch number.
The write destination can be either the Fantom-S's internal user
area (User), or a memory card (Card).

7. Press [8 (Write)].

A message will ask you for confirmation.

o

Never switch off the Fantom-S while data is being saved.

8. Press [8 (Exec)] to execute the save operation.

* To cancel the operation, press [7 (Cancel)].

When Changing the Settings for the
Patch or Rhythm Set Assigned to a
Part in a Performance

After changing the settings for the patch or rhythm set assigned to a
part in a Performance, if you then try to save the Performance
without first saving the changes in the settings, the following

message appears.

ge fram Fantom—s

Edited patch or rhythm set will be discard,
Are you suret

press [F2 (Executel.

In such cases, first save the patches and rhythm sets, and then save
the performance.
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Modifying the Sound in Real Time

You can use the D Beam controller, realtime controllers, assignable
switches or a pedal to modify the sound while you perform.

NED

Here we will explain the procedures and settings for using these
functions in Patch mode. The operations are the same in

Performance mode.

Waving Your Hand Over the D
Beam to Modify the Sound
(D Beam Controller)

The D Beam controller can be used simply by waving your hand
over it. It can be used to apply various effects, depending on the
function that is assigned to it. You can also create effects in which the
sound changes instantaneously, in a way that would not be possible
by operating a knob or the bender lever. On the Fantom-S, the D
Beam controller can be used not only to modify the sounds assigned
to the Keyboard part or Pad part, but also to control the pitch of a
monophonic (solo) synthesizer sound.

1. Access the Patch Play screen (p. 26).

The following area of the screen is the D Beam controller display

area.

Patch Play CInternal Sond 1 M=@8@i SToF
ICTE0) | G | [HEXEES (DTN | A= 128 44

| Patch [{——=1Ho assian Lock[

| USER: []] CatchURFlow

oct[ @
Trans[c %oo & Tone sSH (D & & D

@— Rhythm [———I1H2 as=ian Lock[
> | USER: 661 PlayThePadz
'3 HFe
Hote |7 7 Rhy Tone[C Z(07d Kick 1

| O CUTOFF O RESOMANCE O ATTACK Zioo case
|“CHDRUS = EREVERE Sk | WE 2EE
S - ——

2. Press either the D BEAM [PAD TRIGGER], [SOLO SYNTH], or
[ASSIGNABLE] button to turn on the D Beam controller.

| & CUTOFF O RESOMAMCE O ATTACK e s =

|
[9F mmeie |
ASSIGNABLE button: Operates the function assigned to the D

Beam controller.
¢ PAD TRIGGER button:Use the D Beam controller to play
sounds instead of striking the pads.
* SOLO SYNTH button: Lets you use the D Beam as a

monophonic synthesizer.

| FORTAMENTC EMONO-FOLY

3. While you play the keyboard or pads to produce sound,
place your hand above the D Beam controller and move it
slowly up and down.

An effect will be applied to the sound, depending on the
function that is assigned to the D Beam controller.

4. To turn off the D Beam controller, once again press the
button you pressed in step 2 so the indicator goes out.

D

If Performance mode is selected, the D Beam controller on/off
setting is saved for each performance as part of the performance
settings.

1 )

he usable range of the D Beam controller

I

can also be checked in the “D Beam” area of the display. This is

The following diagram shows the
usable range of the D Beam controller.
Waving your hand outside this range
will produce no effect.

The response of the D Beam Controller

displayed graphically as a bar that lengthens as you move your
hand closer, and shortens as you move your hand away.

| O CUTOFF QO REZSOMANCE O ATTACK fhoo cane |

|“POETHMENTO E MONOL FOLY | WfF ASS1GHABLE |

o

The usable range of the D Beam controller will become
extremely small when used under strong direct sunlight. Please

\_ be aware of this when using the D Beam controller outside. )

O

The sensitivity of the D Beam controller will change depending on

the amount of light in the vicinity of the unit. If it does not function
as you expect, adjust the sensitivity as appropriate for the brightness
of your location. Increase this value will raise the sensitivity (p. 189).

Making Settings for the D Beam
Controller

ASSIGNABLE

You can assign various functions to the D Beam controller and apply
a wide range of effects to the sound in real time.

1. Hold down [JUMP] and press D BEAM [ASSIGNABLE].

The Assignable screen appears.

Control Setti

=2

EIES SN 1 e
O BeamiSon) -
# DBeam (Assignable
Mnob | Tupe CC# 1 (Modulatio
Switch Ranze Min )
Range Max [1z7

2. Move the cursor to the parameter that you want to set, and turn
the VALUE dial or press [INC]/[DEC] to make the setting.

3. Press [EXIT] the Assignable screen will close.

98



Modifying the Sound in Real Time

Assignable Type

Specifies the function controlled by the D Beam controller.
Value
CC01-31, 33-95: Controller numbers 1-31, 33-95

=

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).

Bend Up: Raises the pitch in semitone steps

(up to 4 octaves higher).
Bend Down:  Lowers the pitch in semitone steps
(up to 4 octaves lower).
Start/stop: Starts/Stops the sequencer.
TAP Tempo:  Tap tempo
(a tempo specified by the interval at which you
move your hand over the D Beam controller).
Arp Grid: Arpeggio Grid
Arp Duration: Arpeggio Duration
Arp Motif: Arpeggio Motif
Arp Oct Up:  The range in which the arpeggio is sounded will

rise in steps of an octave (maximum 3 octaves).
Arp Oct Down: The range in which the arpeggio is sounded will
lower in steps of an octave (maximum 3 octaves).

Range Min (D Beam Range Lower)

Specify the lower limit of the range of the D Beam controller.
Value: 0-127

Range Max (D Beam Range Upper)

Specify the upper limit of the range of the D Beam controller.

By setting Range Max below Range Min you can invert the range of
change.

Value: 0-127

HINT
Settings for the ASSIGNABLE are saved independently for each
performance as part of the performance settings. This lets you create
performances that make effective use of controller settings.

HINT|
If Patch mode is selected, this is saved as part of the system settings.
If you want to save the settings, press [8 (System Write)].

PAD Trigger settings
(Pad-related settings)

You can use the D Beam controller to control the pads as an
alternative to striking the pads themselves.

1. Hold down [JUMP] and press D BEAM [PAD TRIGGER].
The Pad Trigger Screen appears.

Control Setting

1-5

O Beam (Fad Trigger )
0O Beami=gn) -
& eenzery N D BEam (Pad Trigger)
Khob Fad hMuriber 1]
Switch FPad welocity 188
Fad Control kode MOMEMTART

2. Move the cursor to the parameter that you want to set, and turn
the VALUE dial or press [INCJ/[DEC] to make the setting.

3. Press [EXIT] the Pad Trigger screen will close.

Pad Number

Specifies the pad number affected by the D Beam.
Value: 0-16

Pad Velocity

Specifies the strength of the pad sound played by the D Beam
controller.
Value: 1-127

Pad Control Mode

This specifies how the D Beam will behave when it is obstructed. If
this is set to MOMENTARY, the parameter will be on only while the
D Beam is obstructed, and will turn off when you stop obstructing it.
If this is set to LATCH, the parameter will alternately be switched
on/off each time you obstruct the D Beam.

Value: MOMENTARY, LATCH

HINT
Settings for the PAD trigger are saved independently for each
performance as part of the performance settings. This lets you create
performances that make effective use of controller settings.

HINT|
If Patch mode is selected, this is saved as part of the system settings.
If you want to save the settings, press [8 (System Write)].
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SOLO SYNTH

On the Fantom-S you can play a monophonic synthesizer whose
pitch is controlled by the D Beam.

1. Hold down [JUMP] and press D BEAM [SOLO SYNTH].
The Solo Synth screen appears.

Control Setting

2.5
O BeamiTris) |12

" D D Beam (Solo Synth)

knab Osc 1 Waveform
Switch DsC 1 Pulse Width
Osc 1 Coarse Tune
Osc 1 Fine Tune
Osc = Waveform
OsC E Pulse Width
Osc £ Coarse Tune
Osc £ Fine Tune
oOsc = Level

OsC Sunc Switch
Filter Tupe

2. Move the cursor to the parameter that you want to set, and turn
the VALUE dial or press [INC]/[DEC] to make the setting.

3. If you want to save the settings, press [8 (System Write)].
If you press [EXIT] the Assignable screen will close.

HINT|
Setting for the Solo Synth are saved for system settings.

HINT
When you press [7 (Panel View)], the Panel View screen will
appear, which displays the above parameters in graphical
fashion, simulating an analog synthesizer. From the Panel View
screen, you can press [2 (Image View)] to open the Image View
screen, where you can see a graphical indication of the D Beam
output value. Press [EXIT] to leave this screen. To exit from this
screen, press [EXIT].

0OSC 1/2 Waveform

Select the waveform. SAW is a sawtooth wave, and SQR is a square
wave.
Value: SAW, SQR

OSC 1/2 Pulse Width

Specifies the pulse width of the waveform. By cyclically modifying
the pulse width you can create subtle changes in the tone.

* The Pulse Width is activated when “SQR” is selected with OSC1/2 waveform.
Value: 0-127

OSC 1/2 Coarse Tune

Adjusts the pitch of the tone’s sound up or down in semitone steps
(+/-4 octaves).
Value: -48-+48

OSC 1/2 Fine Tune

Adjusts the pitch of the tone’s sound up or down in 1-cent steps (+/-
50 cents).

Value: -50-+50

OSC2 Level

Adjust the OSC2 level.

Value: 0-127

OSC1 Sync Switch

Turning this switch on produces a complex sound with many
harmonics. This is effective when the OSC1 pitch is higher than the
OSC2 pitch.

Value: OFF, ON

Filter Type

Selects the type of filter.

OFF: No filter is used.

LPF: Low Pass Filter. This reduces the volume of all frequencies
above the cutoff frequency. in order to round off, or un-
brighten, the sound. This is the most common filter used in
synthesizers.

BPF: Band Pass Filter. This leaves only the frequencies in the region
of the cutoff frequency, and cuts the rest. This can be useful
when creating distinctive sounds.

HPF: High Pass Filter. This cuts the frequencies in the region below
the cutoff frequency. This is suitable for creating percussive
sounds emphasizing their higher ones.

PKG: Peaking Filter. This emphasizes the frequencies in the region
of the cutoff frequency. You can use this to create wah-wah
effects by employing an LFO to change the cutoff frequency
cyclically.

Cutoff

Selects the frequency at which the filter begins to have an effect on
the waveform’s frequency components.
Value: 0-127

Resonance

Emphasizes the portion of the sound in the region of the cutoff
frequency, adding character to the sound. Excessively high settings
can produce oscillation, causing the sound to distort.

Value: 0-127

Level

Sets the volume.

Value: 0-127

Chorus Send Level

Sets the level of the signal sent to chorus.
Value: 0-127

Reverb Send Level

Sets the level of the signal sent to reverb.
Value: 0-127

LFO Rate

Adjusts the modulation rate, or speed, of the LFO.
Value: 0-127

LFO Osc 1 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC1 pitch.
Value: -63—+63
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LFO Osc 2 Pitch Depth

Specifies the depth to which the LFO will modulate the OSC2 pitch.
Value: -63—+63

LFO Osc 1 Pulse Width Depth

Specifies the depth to which the LFO will modulate the pulse width
of the OSC1 waveform.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63—+63

LFO Osc 2 Pulse Width Depth

Specifies the depth to which the LFO will modulate the pulse width
of the OSC2 waveform.

* The Pulse Width is activated when “SQR” is selected with OSC1/2
waveform.
Value: -63—+63

Range (Solo synth range)

Specifies the range in which the pitch of the solo synth will vary.
Value: 2 OCTAVES, 4 OCTAVES, 8 OCTAVES

Using Knobs or Buttons to
Modify the Sound
(Realtime Controller)

You can use the REALTIME CONTROL knobs and ASSIGNABLE
SW buttons to modify the sound in real time.
1. Access the Patch Play screen (p. 26).

The “Realtime Control” area shows the function that is assigned

to each realtime controller knob and button. [ | £¥] indicate the
four knobs, and [ ], [ [ | indicate the two buttons.

Patch Play [Internal Sona ] M=08&1 STOF
] mlFw]s||L =1z BlicholnRevivinsTen] P E- I v
)

[ Patch [i———TMo assisn Lock[

USER: (1] CatchURFlow

Trans[c %oo & Tone SH (D E S D

[Rhythm [i——=1Ho assian Lock[

USER: 881 PlayThePadz
g Rhy Tone[C zZi01d Kick

O RESOMAMNCE £ ATTACK

I

O CUTOFF ) RELEASE

|“CHDRUS =W EREVERB S

2. While playing the keyboard or pressing the pads to produce
sound, operate the REALTIME CONTROL knobs and
ASSIGNABLE SW buttons.

The sound will change according to the function assigned to
each knob or button.

Making Realtime Controller Settings

Realtime Controller Knob Settings

You can select the function of the realtime control knobs by pressing
the button located at the right of the knobs.

1. Hold down [JUMP] and press the button located at the right
of the REALTIME CONTROL knobs.

The Knob screen appears.

Control Setting
vie) | B

O BeamiTria)
& Knob

O E=ami==n!
O Eeamisssn))
Knob 1 assisn
Knob & assisn

knob 3 Assian
knob 4 Assian

CCa1: MODULATION
AFTERTOUCH

CCAE: BREATH

CCa4: FOOT TYPE

Switch

2. Move the cursor to the parameter that you want to set, and
turn the VALUE dial or press [INC]/[DEC] to set it.

3. Press [8 (Exit)] to close the Knob screen.

HINT|
Realtime controller settings are saved independently for each
performance as part of the performance settings. This lets you
create performances that make effective use of controller

settings.

Knob Assign 1-4
(Realtime Control Knob Assign 1-4)

Specify the functions that will be controlled by the [i@] knobs.
Value

CC01-31, 33-95: Controller numbers 1-31, 33-95

ISy

For more information about Control Change messages, please
refer to “MIDI Implementation” (Parameter List).

PITCH BEND: Pitch Bend
AFTERTOUCH:  Aftertouch

ARP STYLE: Arpeggio Style
ARP GRID: Arpeggio Grid
ARP DURATION: Arpeggio Duration
ARP MOTIF: Arpeggio Motif
CHORD FORM:  Chord Form

MASTER LEVEL: The volume of the entire Fantom-S
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Assignable Switch Settings
1. Hold down [JUMP] and press a ASSIGNABLE SW button.

The Switch screen appears.

Control Setting

55

O B=am(Trizl
O Beami=2n)

{ElEemEe %I Switch

Switch 1 _Assian CHORUS Sk

REVERE SHW

Switch £ Aassian

2. Move the cursor to the parameter that you want to set, and
turn the VALUE dial or press [INC]/[DEC] to make the
setting.

3. Press [8 (Exit)] to close the Knob screen.

HINT
Realtime controller settings are saved independently for each
performance as part of the performance settings. This lets you
create performances that make effective use of controller

settings.

Switch Assign

Specify the function that will be controlled by the assignable switch.
Value
TRANSPOSE DOWN: Lowers the key range in semitone steps
(up to 5 semitones lower).
TRANSPOSE UP: Raises the key range in semitone steps

(up to 6 semitones higher).

TAP TEMPO: Tap tempo (a tempo specified by the interval
at which you press the button).

MONO/POLY: Pressed to toggle between polyphonic
(POLY) and monophonic (MONO) play of a
patch.

PORTAMENTO: Portamento On/Off

HOLD: Hold play On/Off

MFX1-3 SW: Multi-effect 1-3 switch

CHORUS SW: Chorus switch

REVERB SW: Reverb switch

MASTERING SW: Mastering switch

LOOP: Loop play On/Off

RHY START/STOP:  Rhythm pattern playback On/Off

HINT|
If Patch mode is selected, assignable switches are available when
the keyboard part is selected.
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Using a Pedal to Modify the
Sound (Control Pedal)

You can modify the sound by pressing a pedal that is connected to
the rear panel PEDAL HOLD jack or PEDAL CONTROL jack.
Pedal such as expression pedals (DP-8; available separately), pedal

switches (DP series; available separately), or foot switches (BOSS FS-
U; available separately) can be connected to the Fantom-S.

1. Access the Patch Play screen (p. 26).

2. While playing the keyboard to produce sound, operate a
pedal.
The sound will change according to the function that is assigned
to the control pedal.

Making Control Pedal Settings
1. Press [MENU].

2. Use a or W to select “System,” and then press [ENTER].

The System Setup screen appears.

3. Press [1 (M) or [2 (V)] to select “Pedal/D Beam.”

A screen like the following appears.
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4. Turn the VALUE dial or press [INC]/[DEC] to make the
setting.

5. If you want to save your settings, press [8 (System Write)].
Press [Exit] to return to the Patch Play screen.
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Control Pedal Assign

This specifies the function of each pedal connected to the PEDAL
CONTROL jacks.

Value

CC01-31, 33-95: Controller numbers 1-31, 33-95

=

For details on control change messages, refer to “MIDI
Implementation” (Parameter List).
BEND UP:The pitch will rise in semitone steps (maximum 4 octaves)
each time you press the pedal.
BEND DOWN:The pitch will fall in semitone steps (maximum 4
octaves) each time you press the pedal.
AFTERTOUCH: Aftertouch
OCT UP:Each pedal press raises the key range in octave steps (up to
3 octaves higher).
OCT DOWN:Each pedal press lowers the key range in octave steps
(up to 3 octaves lower).
START/STOP:The sequencer will start/stop.
PUNCH IN/OUT:Manual punch-in/out recording will start/stop.
TAP TEMPO:Tap tempo (a tempo specified by the interval at which
you press the pedal).
PROG UP: The next sound number will be selected.
PROG DOWN:The previous sound number will be selected.
FAVORITE UP:The favorite sound of the next number or bank will
be selected.
FAVORITE DOWN:The favorite sound of the previous number or
bank will be selected.
ARP/RHY SW:Switches the Arpeggio/Rhythm function on/off.
RHY START/STOP: Switch Rhythm pattern playback on/off.
CHORD SW:Chord function On/Off

Control Pedal Polarity

Selects the polarity of the pedal. On some pedals, the electrical signal
output by the pedal when it is pressed or released is the opposite of
other pedals. If your pedal has an effect opposite of what you expect,
set this parameter to “REVERSE.” If you are using a Roland pedal
(that has no polarity switch), set this parameter to “STANDARD.”
Value: STANDARD, REVERSE

Hold Pedal Polarity

Select the polarity of the Hold pedal. On some pedals, the electrical
signal output by the pedal when it is pressed or released is the
opposite of other pedals. If your pedal has an effect opposite of what
you expect, set this parameter to “REVERSE.” If you are using a
Roland pedal (that has no polarity switch), set this parameter to
“STANDARD.”

Range: STANDARD, REVERSE

Continuous Hold Pedal

This setting determines whether the HOLD PEDAL jack will provide
support for half-pedaling (ON), or not (OFF). When this is set to support
use of half-pedaling techniques, you can then connect an optional
expression pedal (DP-8, etc.), and employ pedal work to achieve even
finer control in performances in which piano tones are used.

Value: OFF, ON
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About Arpeggio

The Fantom-S’s Arpeggio function lets you perform arpeggios
(chords in which notes are played in succession, one note at a time)
just by playing the chords, using the notes in the chords you play.
Not only can you use the factory-set Arpeggio Styles, which
determine the way the arpeggio is played, but you can also freely
rewrite Styles and enjoy performing your own original arpeggios.

A Arpeggio Style is not part of any Performance, but rather independent
data; you can store up to 128 Arpeggio Styles. You can use a single
Arpeggio Style in different Patches and Performances at the same time.
A performance contains a number by which one of these arpeggio
styles are recalled; this number is saved individually for each
performance.

A patch cannot store the number by which an arpeggio style is recalled.
What’s more, you can perform in ensemble using these arpeggios
and rhythm patterns.

* You cannot play the arpeggio from the pads.

Playing Arpeggios

Turning Arpeggio On and Off
You can save the Arpeggio On/Off settings individually in each
Patch, Rhythm Set, or Performance.

1. Press ARPEGGIO/RHYTHM [ON/OFF], causing the indicator
to light.
The button will light.

ARPEGGIO/RHYTHM
SELECT/ ON/OFF BEAT

O O O[] o
2. Play a chord on the keyboard.

The Fantom-S will play an arpeggio, according to the notes
forming the chord you have just voiced.

3. To finish playing arpeggios, press [ON/OFF] again so the
indicator turns off.

HINT
In arpeggio settings, the Style (Arpeggio Style) (p. 105) is
particularly important. The playback pattern of the arpeggio is
determined mainly by this selection.

IS

For details regarding each parameter, refer to “Arpeggio
Settings” (p. 105).

sting in Combination with the Chord
Memory Function

~

When performing with the Arpeggio, you can also use it along
with the Chord Memory function (p. 110). After first storing
complex Chord Forms in memory, you can then call them up
when Arpeggio function is on, and you can easily create

complex arpeggio sounds just by pressing a single key.

J

Determining the Tempo for
Arpeggio Performances

This sets the arpeggio tempo. You can save the arpeggio tempo
settings individually in each Patch, Rhythm Set, or Performance.

1. Press [TEMPO].

The current tempo value appears in the display.

2. Press VALUE dial or [INC], [DEC] to set the tempo value (5-
300), or set the value by tapping [6 (Tap)] a number of times
with the same rhythm (Tap Tempo).

* Ifyou press [7 (Click)] to assign a check mark (¢), the click will sound.

3. When you have made the setting, press [8 (Close)].

(v )

Since tempo control is assigned to one of the Fantom-S’s

sing a controller to adjust the playback tempo

realtime control knobs, it’s easy to adjust the tempo while
playing arpeggios.

REALTIME CONTROL
CUTOFF  RESD  ATTAGK RELEASE O FILTER/ENV
r TEmMPO @

% .0"0‘ RS .‘".‘ O AssiGuasLE
(@ LG} © LG M
Tempo

1. Press the REALTIME CONTROL button so the ARP/RHY
indicator lights.

2. Play an arpeggio, and turn the realtime control knob.

Holding an Arpeggio
By using the following procedure, you can produce arpeggios even

without continuing to press the keyboard.

1. Press [ARPEGGIO HOLD].
The indicator will begin blinking.

2. Play a chord.

3. If you play a different chord or notes while the arpeggio is
being held, the arpeggio will change accordingly.

4. To cancel Arpeggio Hold, press [ARPEGGIO HOLD]
simultaneously once again.
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When Using a Hold Pedal

If you play an arpeggio while pressing the hold pedal, the arpeggio
will continue to be played even if you release the chord.

1. Connect an optional pedal switch (DP series etc.) to the
HOLD PEDAL jack.

2. Press ARPEGGIO/RHYTHM [ON/OFF] to turn on the
arpeggio.
3. Play a chord while pressing the hold pedal.

4. If you play a different chord or notes while the arpeggio is
being held, the arpeggio will change accordingly.

Turning Arpeggio Switch On and Off
If you don’t want to play arpeggios, turn off the arpeggio switch.
HINT

If the arpeggio switch is turned off, no arpeggios will be played
even if ARPEGGIO/RHYTHM [ON/OFF] is lit.

1. Press [SELECT/EDIT].

2. Press [2 (Arp Sw)] to remove a check mark (v).
The setting is toggled on/off each time you press [2 (Arp Sw)].

3. When you have made the setting, press [EXIT].

Arpeggio Settings

1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].
2. Press [3 (Arp)l.

A screen like the one below appears.
If Performance mode is selected, (Performance) will appear at
the right of “Arpeggiator.”

Arpeggiator

== Po0T- Basic |

AFP/RRSTRM Grid TABLE
Oct  ArE _
Ranse accent AFPSRhLthm Duration R

AFp Motif Uri_ 1
AFp Walocitd REAL

el dea

3. Press [CURSOR] to move the cursor to each parameter, and
either turn the VALUE dial or press [INC] or [DEC] to make
the setting.

4. When you have made the setting, press [EXIT].

Selecting Styles for Arpeggio
Performances (Arpeggio Style)

This selects the arpeggio’s basic performance Style. The arpeggio
styles are kept in preset memory and user memory.
Value: U001-128 (User), P001-128 (Preset)

==

For details on the settings, refer to “Arpeggio Settings” (p. 105)

=

For more on the prepared Arpeggio Styles already programmed
in the Fantom-S, refer to Sound List.

‘A )

An Arpeggio Style is a series of data for basic arpeggio patterns

bout Arpeggio Styles

and chord styles recorded in the form of a grid consisting of a
maximum of 32 steps x 16 pitches.

Note 16

HIGH

4

Note 06
Note 05
Note 04
Note 03 ] =
NoteO2 L L I I 1 | I B0
NoteO1 L 1 | | | o

STEP
=

1 23456 7 8 91011 .. 32

KT

Each grid contains one of the following kinds of data.

e ON: Note On (with Velocity data)

e TIE:  Tie (hold of the previous note)

® REST: Rest (no sound played)
The keys that are pressed along with the sequence in which they
are pressed is referenced to the “lowest-pitched key during
input.” Thus, you can use a single Arpeggio Style in different
Patches and Performances at the same time.
A Arpeggio Style is not part of any patch or Performance, but
rather independent data; you can store up to 64 Arpeggio Styles.
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Changing the Beat and Shuffle (Grid)

This sets the particular note division and resolution in a “single
grid” used in creating the arpeggio in an Arpeggio Style, and how
much of a “shuffle” syncopation is to be to applied (none/weak/
strong) to it (grid type).

* Grid settings are shared with the arpeggio.
I
For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value: 1/4:
1/8:  Eighth note (two grid sections = one beat)
1/8L: Eighth note shuffle Light
(two grid sections = one beat, with a light shuffle)
1/8H: Eighth note shuffle Heavy
(two grid sections = one beat, with a heavy shuffle)

Quarter note (one grid section = one beat)

1/12:  Eighth note triplet (three grid sections = one beat)
1/16:  Sixteenth note (four grid sections = one beat)
1/16L: Sixteenth note shuffle Light

(four grid sections = one beat, with a light shuffle)
1/16H: Sixteenth note shuffle Heavy

(four grid sections = one beat, with a heavy shuffle)

1/24:  Sixteenth note triplet (six grid sections = one beat)

Applying Staccato and Tenuto (Duration)

This setting (duration) determines whether the sounds are played
staccato (short and clipped), or tenuto (fully drawn out).

* Grid settings are shared with the arpeggio.

=

For details on the settings, refer to “Arpeggio Settings” (p. 105)

Value: 30, 40, 50, 60, 70, 80, 90, 100, 120, Full

30-120: For example, when set to “30,” the length of the note in a
grid (or when a series of grids is connected with ties, the
final grid) is 30% of the full length of the note set in the
grid type.

FUL (Full): Even if the linked grid is not connected with a tie, the
same note continues to sound until the point at which
the next new sound is specified.

Selecting Ascending/Descending
Variations (Different Ways of
Playing the Sounds) (Motif)

This selects the method used to play sounds (motif) when you have a
greater number of notes than programmed for the Arpeggio Style.

ISy

For details on the settings, refer to “Arpeggio Settings” (p. 105)

MEMD

When the number of keys played is less than the number of
notes in the Style, the highest-pitched of the pressed keys is

played by default.
Value:
UP (L): Only the lowest of the keys pressed is sounded

each time, and the notes play in order from the
lowest of the pressed keys.

UP (L&H): Notes from both the lowest and highest pressed
keys are sounded each time, and the notes play
in order from the lowest of the pressed keys.
UP (): The notes play in order from the lowest of the
pressed keys. No one note is played every time.

DOWN (L): Only the lowest of the keys pressed is sounded

each time, and the notes play in order from the

highest of the pressed keys.

DOWN (L&H): Notes from both the lowest and highest pressed

keys are sounded each time, and the notes play

in order from the highest of the pressed keys.

DOWN (): The notes play in order from the highest of the

pressed keys. No note is played every time.

UP&DOWN (L):  Notes will be sounded from the lowest to the
highest key you press and then back down to the
lowest key, with only the lowest key sounded
each time.

UP&DOWN (L&H): Notes from both the lowest and highest pressed
keys are sounded each time, and the notes play
in order from the lowest of the pressed keys and
then back again in the reverse order.

UP&DOWN (_):  The notes play in order from the lowest of the
pressed keys, and then back again in the reverse
order. No note is played every time.

RANDOM (L): Notes will be sounded randomly for the keys

you press, with only the lowest key sounded

each time.

RANDOM (_): Only the lowest of the keys pressed is sounded

each time, the notes you press will be sounded

randomly. No note will sound each time.

PHRASE: Pressing just one key will play a phrase based on

the pitch of that key. If you press more than one

key, the key you press last will be used.
<Example>

Action of a Style starting from the lowest note, “1-2-3-2” when the

keys “C-D-E-F-G” are played

When “UP (L)” is selected as the motif:

C-D-E-D — C-E-F-E — C-F-G-F ( — repeated)

When “UP (_)” is selected as the motif:

C-D-E-D — D-E-F-E — E-F-G-F ( — repeated)

When “UP&DOWN (L&H)” is selected as the motif:

C-D-G-D — C-E-G-E — C-F-G-F — C-E-G-E ( — repeated)

Adjusting the Velocity of the
Arpeggio (Arpeggio Velocity)
Specifies the loudness of the notes that you play.
If you want the velocity value of each note to depend on how strongly
you play the keyboard, set this parameter to REAL. If you want each
note to have a fixed velocity regardless of how strongly you play the
keyboard, set this parameter to the desired value (1-127).
=

For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value: REAL, 1-127
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Selecting the Part that Will Plaz
Arpeggios in Performance Mode (Part)

Here’s how to specify the part that will use the arpeggio in Performance
mode. You can specify only one part for playing arpeggios.

If a rhythm set is assigned to a part in Performance mode, you can
play a rhythm pattern along with the arpeggios.

The part you select here functions for both the arpeggio and the
chord memory functions.

ISy
For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value: Part1-16

Hanging the Range of the Arpeggio
(Octave Range)

This adds an effect that shifts arpeggios one cycle at a time in octave
units (octave range). You can set the shift range upwards or
downwards (up to three octaves up or down).

ISy
For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value: -3-0—+3

HINT
You can also use a REALTIME CONTROL knob to control this.

Changing the Accent Strength
(Accent Rate)

When you play arpeggios, the velocity of each arpeggiated note is
determined by the velocity of the notes programmed within the
arpeggio style. You can adjust the amount (“spread”) of this
dynamic variation. With a setting of 100%, the arpeggiated notes will
have the velocities that are programmed by the arpeggio style. With
a setting of 0%, all arpeggiated notes will be sounded at a fixed
velocity.

=

For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value: 0-100%

HINT|
You can also use a REALTIME CONTROL knob to control this.

Using the Realtime Control Knobs to
Edit the Arpeggio Settings

You can use the realtime control knobs to change the arpeggio
settings by editing the parameters in real time.

1. Play arpeggios.

2. Press the REALTIME CONTROL button to select “ARP/RHY.”
The “ARP/RHY” indicator will light.

REALTIME CONTROL
CUTOFF  RESD  ATTACK RELEASE Q FILTER/ENV
ARPRANGE ARPACCENT RHYACCENT TEMPO @ ARP/RHY

\ L7 o, \ L/ i, ASSIGNABLE
Vs N Yo ¥

h&’.@%%&’.&?@ =

Octave Range Tempo
Accent Rate

3. Turn the REALTIME CONTROL knobs.
While arpeggios are playing, you can use the knobs to control
the following parameters.
¢ “Hanging the Range of the Arpeggio (Octave Range)” (p.
107)
¢ “Changing the Accent Strength (Accent Rate)” (p. 107)

Creating Your Own Styles

Not only can you use the prepared internal Arpeggio Styles that
determine how arpeggios are played, but you can also create them as
well. This way, you can enjoy performing your own original arpeggios.

Arpeggio Style you create can be stored in internal user memory.
1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].
2. Press [3 (Arp)].
3. Press [EDIT].
The Arpeggio Style Edit screen will appear.

Arpeggio Edit

-1 =u

Velogity [I3

4

Walo L

Grid (116 (F) Mote| S9(E 5

4. Use [CURSOR] to move the cursor.
Use &, W toselect the pitch (note number: 0 (C-1)-127 (G9)
that you want to input.

Use 4, P tomove to the step that you want to input.

If you hold down [SHIFT] and press ‘ or ’ , the cursor will
move to grid locations that contain data.

5. Turn the VALUE dial or use [INC] [DEC] to change the data at
the cursor location (velocity: OFF, 1-127, Tie).

6. When ARPEGGIO/RHYTHM [ON/OFF] is unlit, you can hold
down [SHIFT] and hit a pad to check the pitch of the note to
input.

7. By pressing a pad you can enter the note number at the
cursor location, within a range of sixteen different velocities.

When you input the note, the cursor will move to the next step.

8. By pressing a function button you can perform the following
operations.
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e Tie: [2 (Tie)]

Input a tie at the cursor location and proceed to the next step.
Rest (Clear): [3 (Rest (Clear))]

Input a rest at the cursor location and proceed to the next step.
Zoom In: [4 (Zoom In)]

Show the Arpeggio Style input screen at a higher magnification.
e Zoom Out: [5 (Zoom Out)]
Show the Arpeggio Style input screen at a lower magnification.
Step Rec (Step Recording): [6 (Step Rec)]
By pressing [6 (Step Rec)] to add a check mark (¥), you can

input data from the keyboard or pads.
Preview: [7 (Preview)]

By pressing [7 (Preview)] to add a check mark (), you can
audition the arpeggio that you are inputting. When you press it
once again to clear the check mark, the playback will stop.

* Clear Step: [8 (Clear Step)]

Clear all data at the step where the cursor is located.

9. When you have finished editing, press [EXIT].

NOtE

A maximum of sixteen different notes (pitches) can be used in
one style.

D

If you want to erase all data that was input for the same note
number, hold down [SHIFT] and press [2 (Clear Note)]. A
message will ask you for confirmation. When you press [8
(Exec)] the data will be erased. If you decide to cancel the
operation, press [7 (Cancel)].

Inputting the Data from the Keyboards
or Pads

1. From the Arpeggio Edit screen, press [6 (Step Rec)] to add a
check mark (v').

2. Press { or ) to move the step.

3. Press the key o pad.
When all the keys or pads are released, the song advances by the
selected step time interval.

4. When you have finished making settings, press [6 (Step
Rec)] once again to clear the check mark.
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Changing the Length of an Arpeggio
Style or the Velocity of the Notes You
Input
1. From the Arpeggio Edit screen, press [1 (Arp Setup)].
The Arp Setup window will appear.
2. Use a W to select a parameter, and turn the VALUE
dial or use [INC] [DEC] to edit the value.
* End Step
Length of the arpeggio style
Value: 1-32
* Input Velocity
Specifies the velocity (volume) of the notes that will be input. If
this is set to REAL, you can add dynamics by varying the force
with which you press the pad or key.
Value: REAL, 1-127

3. When you have finished making settings, press [8 (Close)].

Initializing the Arpeggio Style that You
are Editing (Init)
1. Access the Arpeggio Edit screen.

2. Hold down [SHIFT] and press [1 (Init)].

A message will ask for confirmation.

3. Press [8 (Exec)] to execute the Initialize operation.

If you decide to cancel, press [7 (Cancel)].
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Saving the Styles You Have
Created (WRITE)

The Styles you create are temporary; they are deleted as soon as you

turn off the power or select some other Style. You can store 128
arpeggio styles in the User memory.

C\rpeggio style settings are saved as independent data, no
as part of the data for each patch. The settings in Patch mode,
it is not possible to save arpeggio parameters (e.g., arpeggio
style, grid type, motif, duration, octave range).

It can be saved to individual in Performance mode. If you
want to save your settings, press [WRITE] and save the
performance.

)

J

1. Confirm that the current Style is the one you want to save.
2. Press [3 (Arp)l.

3. Press [8 (Write)].
The Arpeggio name entry screen will appear (p. 42).

4. When you have finished entering the name, press [8 (Write)].

A screen in which you can select the destination for the write
will appear.

Arpeggion Style Name

m" Humber ArFes3ic Hame

= uge1

[1]:1:F4
uees
uead
ueas
ueec
uea7
uBes

[1l:1:3: ]
usie

5. Turn the VALUE dial or use [INC] [DEC] to select the write
destination.

6. Press [8 (Write)].

A message will ask you for confirmation.
7. To write the data, press [8 (Exec)].
Never switch off the Fantom-S while data is being saved.

* To cancel, press [7 (Cancel)].
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(CHORD MEMORY)

About the Chord Memory
Function

Chord Memory is a function that allows you to play chords based on
pre-programmed Chord Forms, just by pressing a single key on the
keyboard. The Fantom-S can store 64 preset chord forms and 64 user
chord forms. If you wish, you can overwrite any of the 64 user
(factory set) chord forms.

The chord memory function operates on the arpeggio part in
Performance mode. If a rhythm set is selected for that part, you can
also use this to play rhythms.

* You cannot use the chord memory function with the pads.

MEMO

When you press the C4 key (Middle C), the chord is played
using the exact chord structure recorded in the Chord Form. This
is referenced to the C4 key; parallel chords are played by
pressing other keys.

qjsing in Combination with the Arpeggio h

Function

When performing with the Chord Form function, you can also
use it along with the Arpeggio function (p. 104). After first
storing complex Chord Forms in memory, you can then call

them up when Arpeggio is on, and you can easily create

complex arpeggio sounds just by pressing a single key.

J

Performing with the Chord
Memory Function

Turning Chord Memory Function On
and Off

1. Press ARPEGGIO/RHYTHM [CHORD MEMORY] to turn on
the Chord Memory function.

The button is lighted.
ARPEGGIO/RHYTHM
SELECT/ CHORD ON/OFF BEAT
EDIT MEMORY HOLD

(¢]

2. Play the keyboard.
A chord will sound according to the currently selected chord

form.

3. To finish playing arpeggios, press [CHORD MEMORY] again
so the indicator turns off.

o

you use the Chord Memory function with a tone for which the
Mono/Poly Parameters (p. 58) is Mono, only one sound in the
chord is played. When using the Chord Memory function to turn
Poly the Mono/Poly Parameters (p. 58).

Selecting Chord Forms

This selects the Chord Form to which the sounds making up the
chord being played are registered when the Chord Memory function
is used.

It can be saved to individual in Performance mode.
1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].

2. Press [4 (Chord Memory)].
The following screen appears.

If Performance mode is selected, (Performance) will appear at
the right of “Chord Form.”

Chord Memory

Chord Form
% e _

rerathm [ e [ aen
Aronp. [RhSthm [ ArE

3. Either turn the VALUE dial or use [INCJ/[DEC] to select a
Chord Form number.
The notes of the chord will be displayed.

=

For more on the Chord Forms pre-programmed at the factory,

refer to the “Sound Parameter List.”

4. When you have finished selecting a Chord Form, press
[Exit].

* A Chord form is not part of any Performance, but rather independent
data; you can store up to 64 Chord forms. You can use a single Chord
form in different Patches and Performances at the same time.

A performance contains a number by which these chord forms are
recalled; these numbers are saved individually for each performance (p.
96).

* To save the selected Chord Form number, press [WRITE] and carry out
the write procedure (p. 111).

* A patch cannot store the number by which an arpeggio style is recalled.
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Creating Your Own Chord Saving the Chord Forms You

Forms Have Created

Not only can you use the prepared internal Chord Forms, which The Chord Form you create are temporary; they are deleted as soon
determine the constituent notes of chords played using the Chord as you turn off the power or select some other Style. If you want to
Memory function, but you can also freely create and rewrite them as keep a Chord Form you have made, save it to the Fantom-S’s user
well. memory.

1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].

2. Press [4 (Chord Memory)]. The Chord Form are saved as independent data, not as part
of the data for each patch. The settings in Patch mode, it is not
possible to save chord form data. It can be saved to individual

3. Turn the VALUE dial to select a chord form.

4. Press [EDIT]. in Performance mode. If you want to save your settings, press
The following screen appears. [WRITE] and save the performance.

Chord Memory

Ehord Form Edit 1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].
Chotrd Form |HB-I 5

2. Press [4 (Chord Memory)].

HABer et Confirm that the chord form the one you want to save.

g 3. Press [8 (Write)].

EMPTY

The Chord Form name entry screen will appear.

4. When you have finished entering the name, press [8 (Write)].

A screen will appear, allowing you to select the write
Exit | Write . .
destination.

5. Use the keyboard to input the chord that you want to play.

Chord Write

m"‘ Humber  Chord Mame

uaz
uas

Using the Chord Memory Function (CHORD MEMORY)

When you press a key, the note will be added in the screen.

If you input a note by mistake, press [5 (Del Note)].

You can also erase a note you input by pressing the same key. uea
uas
You can press [6 (Preview)] to hear the chord that you are ues
ua7
inputting. ues

uag
uie

6. If you want to save the chord form you created, proceed to
step 3 of “Saving the Chord Forms You Have Created.” If
you don't want to save it, press [7 (Exit)]. 5. Use 4 or w to select the write destination.

6. Press [8 (Write)].

A message will ask you confirm.

7. To save the chord form, press [8 (Exec)].

Never switch off the Fantom-S while data is being saved.

* To cancel, press [7 (Cancel)].
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About Rhythm Patterns

The Fantom-S contains 256 preset rhythm patterns. You can play a
variety of rhythm patterns simply by pressing the pads. In addition
to using these built-in rhythm patterns, you can also create your
own.

The 256 rhythm patterns are maintained as independent data; they
are not part of a performance’s data. This means that any one
rhythm pattern can be shared by various rhythm sets or
performances. In Performance mode, a number by which a rhythm
pattern is recalled can be stored as one of the performance
parameters. This number cannot be stored in Patch mode.

Rhythm Patterns and Rhythm Groups

On the Fantom-S, a set of rhythm pattern numbers, percussion
instrument sounds and a rhythm set assigned to the sixteen
pads is stored as a Rhythm Group (p. 112).

Using Rhythm Groups

A rhythm group is a set of rhythm pattern numbers, percussion
instrument sounds and a rhythm set assigned to the sixteen pads.

One rhythm group contains assignments for the sixteen pads.

§ ] Rhythm pattern number
] Rhythm Tone

* You are free to change how rhythm pattern numbers and rhythm

sounds are assigned.
Rhythm group data is not part of a rhythm set or performance; the
32 rhythm groups are stored as independent data. This means that
any one rhythm group can be shared by various patches or
performances. In addition to using the built-in rhythm groups, you
can also create your own.
A rhythm group stores numbers by which rhythm patterns are
recalled. A performance can contain a number to recall one of these
rhythm groups. In Performance mode, a number by which a rhythm
group is recalled can be stored as one of the performance
parameters. This number cannot be stored in Patch mode.
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Turning Rhythm On and Off

1. Press ARPEGGIO/RHYTHM [ON/OFF], causing the indicator
to light.

ARPEGGIO/RHYTHM

SEELDElgT/ N‘I:EHNOISHEV HOLD onvorr BEAT
(¢]
The button will light.

2. Play a pad (9-16).
According to the pad you pressed, the assigned rhythm pattern

: ] Rhythm pattern number
NP Rhythm Tone
11

A pattern will begin playing when you press any pad from 9-16

will begin playing.

that isn’t illuminated. A rhythm tone will sound when you press
a pad that is blink. The pattern or rhythm tone that is sounded
by each pad can be specified in Rhythm Group Edit (p. 116).

3. To finish playing rhythm pattern, press [ON/OFF] again so
the indicator turns off.
You can also stop playback by pressing the blinking pad.

Determining the Tempo for Rhythm
Pattern Performances
This sets the Rhythm Pattern tempo.

Specify the tempo of the rhythm pattern.
1. Press [TEMPO].

The current tempo value appears in the display.

2. Press VALUE dial or [INC], [DEC] to set the tempo value (5-
300), or set the value by tapping [6 (Tap)] a number of times
with the same rhythm (Tap Tempo).

* When you press [7 (Click)] to assign a check mark (¢), the click will
sound.

3. When you have made the setting, press [8 (Close)].



Playing Rhythms

Rhythm Pattern Settings

1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].

\

(u

Since tempo control is assigned to one of the Fantom-S’s

sing a controller to adjust the playback tempo

realtime control knobs, it’s easy to adjust the tempo at which the 2. Press [2 (Rhythm)].
rhythm pattern will play back. A screen like the one below appears.
If Performance mode is selected, (PERFORMANCE) will appear
Curarr | REsa  ATrack - meLEASE O FiLTER/ENY at the right of “Rhythm.”
ARPRANGE ARPACCENT RHYACCENT TEMPO @ ARP/RHY
<%, r.‘ <%, r.‘OAEEIENABLE
ATYa Y
D é%o' =
il '
oo 2o M I==ggi- Pops 1-1
1. Press the REALTIME CONTROL button so the ARP/RHY Rt Durstion | [ e

0 Rhathm Pattern Welocits  [REAL
L]

indicator lights.

2. Play an Rhythm Pattern, and turn the realtime control
knob.

J

Select the Rhythm Group

3. Press 4 or w tomove the cursor to each parameter, and

1. Press ARPEGGIO/RHYTHM [SELECT/EDIT]. either turn the VALUE dial or press [INC] or [DEC] to make
2. Press [1 (Rhythm Group)]. the setting.

A screen like the one below appears. 4. Press [6 (Start/Stop)].

If Performance mode is selected, (Performance) will appear at 5. When you have made the setting, press [EXIT].

the right of “Rhythm Group.” The rhythm pattern will be sounded.

Rhythm Group

Selecting Rhythm Patterns
@ Rhgthm GFOUE pH-I: puﬂs -I g Yt

Recommended Rhe (R USER: 881

Select the basic playing style of the rhythm.
This selects the rhythm’s basic performance Style.

uaes: [I-T.1-5] uaaTs uBas:

ToaTE T ToeT T Value: P001-256 (Preset), U001-256 (User)

03 REAL|EBE & REAL|G & REAL|CHS REAL @

© = REAC) A S RERE) FiETREACH BOE T REAE For details on the settings, refer to “Rhythm Pattern Settings”

Fattern [Foai: Fors 1-1 (p- 113)

[ [erthm | Arp : A @
* When you select the Rhythm group, the most suitable rhythm set is For more on the prepared Rhythm Patterns already
assigned to the Pad part. (In the screen, this is indicated by programmed in the Fantom-S, refer to Sound List.
“Recommended Rhy (Recommended Rhythm set).”)
. °

3. Turn the VALUE dial or press [INC] or [DEC] to make the Changing the Beat and Shuffle (Grid)

setting.

This sets the particular note division and resolution in a “single
This selects the Rhythm group’s basic performance Style.

Value: P01-32 (Preset), U01-32 (User)

grid” used in creating the pattern in an Rhythm Pattern, and how
much of a “shuffle” syncopation is to be to applied (none/weak/

4. When you have made the setting, press [EXIT]. strong) to it (grid type).
= * Grid settings are shared with the arpeggio.
For more on the prepared Rhythm Patterns already =
programmed in the Fantom-S, refer to Sound List. For details on the settings, refer to “Arpeggio Settings” (p. 105)
Value:
1/4: Quarter note (one grid section = one beat)

1/8:  Eighth note (two grid sections = one beat)
1/8L: Eighth note shuffle Light

(two grid sections = one beat, with a light shuffle)
1/8H: Eighth note shuffle Heavy

(two grid sections = one beat, with a heavy shuffle)

1/12:  Eighth note triplet (three grid sections = one beat)
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- Playing Rhythms



Playing Rhythms

1/16: Sixteenth note (four grid sections = one beat)
1/16L: Sixteenth note shuffle Light

(four grid sections = one beat, with a light shuffle)
1/16H: Sixteenth note shuffle Heavy

(four grid sections = one beat, with a heavy shuffle)

1/24:  Sixteenth note triplet (six grid sections = one beat)

Applying Staccato and Tenuity
(Duration)

This setting (duration) determines whether the sounds are played

staccato (short and clipped), or tenuity (fully drawn out).

* Grid settings are shared with the arpeggio.

=

For details on the settings, refer to “Rhythm Pattern Settings”
(p. 113)
Value: 30, 40, 50, 60, 70, 80, 90, 100, 120, Full
30-120: For example, when set to “30,” the length of the note in a
grid (or when a series of grids is connected with ties, the
final grid) is 30% of the full length of the note set in the
grid type.
FUL (Full): Even if the linked grid is not connected with a tie, the
same note continues to sound until the point at which

the next new sound is specified.

O

This has no effect if the Tone Env Mode parameter (p. 68) is set
to “No Sus.”

Changing the velocity of thlhm
Pattern (Rhythm Pattern Velocity)

This specifies the strength with which the keys you press will be

sounded. If you want the velocity to change according to the force
with which you press the keys, set this to “REAL.” If you want the
velocity to be a fixed value regardless of the force with which you

press the keys, specify the desired value (1-127).
=

For details on the settings, refer to “Rhythm Pattern Settings”

(p. 113)
Value: REAL, 1-127

Changing the Accent Strength
(Accent Rate)

When you play rhythm patterns, the velocity of each note is
determined by the velocity of the notes programmed within the
arpeggio style. You can adjust the amount (“spread”) of this
dynamic variation. With a setting of 100%, the notes will have the
velocities that are programmed by the rhythm pattern. With a setting
of 0%, all notes will be sounded at a fixed velocity.

=
For details on the settings, refer to “Rhythm Pattern Settings”

(p- 113)
Value: 0-100%

HINT|
You can also use a REALTIME CONTROL knob to control this.

Using the Realtime Control Knobs to
Control the Rhythm

Here’s how you can use the realtime control knobs to control the
rhythm in real time by adjusting the rhythm parameters.

1. Play rhythm.

2. Press the REALTIME CONTROL button to select “ARP/RHY.”
The “ARP/RHY” indicator will light.

REALTIME CONTROL
CUTOFF  RESO  ATTACK RELEASE O FILTER/ENV
ARPRANGE ARPACCENT RHYACCENT TEMPO @ ARP/RHY

N1/ "' \ L/ "' O ASSIGNABLE
e leleleoNa

Tempo
Rhythm Accent

3. Turn the REALTIME CONTROL knobs.
While Rhythm Pattern are playing, you can use the knobs to
control the following parameters.
* Rhythm Accent Rate — p. 114
e TEMPO — p.112

Turning Rhythm Switch On and Off

If you do not want to perform rhythms, turn off the rhythm switch.

wOYE

If the rhythm switch is turned off, it will not be possible to play
rhythms even if [ON/OFF] is on (lit).

1. Press [PATCH/RHYTHM] to access the Patch Play screen.
2. Press [SELECT/EDIT].

3. Press [7 (Rhythm Sw)] to add a check mark (v).
The setting is toggled on/off each time you press [7 (Rhythm Sw)].

4. When you have made the setting, press [EXIT].
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Creating Your Own Styles
(Rhythm Pattern Edit)

Not only can you use the prepared internal Rhythm Pattern that
determine how rhythm patterns are played, but you can also create
them as well. This way, you can enjoy performing your own original
rhythm pattern.

A rhythm pattern you create can be stored in internal user memory.
1. Press ARPEGGIO/RHYTHM [SELECT/EDIT].
2. Press [2 (Rhythm)].
3. Press [EDIT].
The Rhythm Pattern Edit screen will appear.

Rhythm Pattern Edit

] i@ 3 u 5 B 7 B 3 10 i1 18 43 4 15 48

Veloity [I3

*
Welo

Grid (116 (F) Mote| saiE 31 IhPUtjREAL End Step |16

4. Use [CURSOR] to move the cursor.
Use & W toselect the pitch (note number: 0 (C-1)-127 (G9)
that you want to input.
Use 4 P tomove to the step that you want to input.

If you hold down [SHIFT] and press ‘ or ’ , the cursor will
move to grid locations that contain data.

5. Turn the VALUE dial or use [INC] [DEC] to change the data at
the cursor location (velocity: OFF, 1-127, Tie).

6. When ARPEGGIO/RHYTHM [ON/OFF] is unlit, you can hold
down [SHIFT] and hit a pad to check the pitch of the note to
input.

7. By pressing a pad you can enter the note number at the

cursor location, within a range of sixteen different velocities.

When you input the note, the cursor will move to the next step.

8. By pressing a function button you can perform the following
operations.

Tie: [2 (Tie)]

Input a tie at the cursor location and proceed to the next step.
Rest (Clear): [3 (Rest (Clear))]

Input a rest at the cursor location and proceed to the next step.

Zoom In: [4 (Zoom In)]

Show the Rhythm pattern input screen at a higher magnification.

Zoom Out: [5 (Zoom Out)]

Show the Rhythm pattern input screen at a lower magnification.
Step Rec (Step Recording): [6 (Step Rec)]

By pressing [6 (Step Rec)] to add a check mark (¥), you can

input data from the keyboard or pads.

¢ Preview: [7 (Preview)]
By pressing [7 (Preview)] to add a check mark (), you can
audition the rhythm pattern that you are inputting. When you
press it once again to clear the check mark, the playback will
stop.

¢ Clear Step: [8 (Clear Step)]

Clear all data at the step where the cursor is located.

9. When you have finished editing, press [EXIT].

O¥

A maximum of sixteen notes (specified pitches) can be used in

one style

D

If you want to erase all data that was input for the same note
number, hold down [SHIFT] and press [2 (Clear Note)]. A
message will ask you for confirmation. When you press [8
(Exec)] the data will be erased. If you decide to cancel the
operation, press [7 (Cancel)].

Inputting the Data from the Keyboards
or Pads

1. From the Arpeggio Edit screen, press [6 (Step Rec)] to add a
check mark (v').

2. Press 4 or P to move the step.

3. Press the key or pad.
When all the keys or pads are released, the song advances by the
selected step time interval.

4. When you have finished making settings, press [6 (Step
Rec)] once again to clear the check mark.

Changing the Length of a Rhythm
Pattern or the Velocity of the Notes
You Input

1. From the Rhythm Pattern Edit screen, press [1 (Rhythm
Setup)].
The Rhythm Setup window appears.

2. Press a or w to select the parameter, and then turn the

VALUE dial or press [INCJ/[DEC] to set the value.

e End Step
Specifies the style length
Range:1-32

¢ Input Velocity
Specify the velocity (volume) of the note messages you will
input.
If this is set to REAL, your playing strength on the pads or
keyboards will vary the dynamics.
Range: REAL, 1-127

3. When you have finished making settings, press [8 (Close)].
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Initializing the Rhythm Pattern that
You are Editing (Init)

1. Access the Rhythm Pattern Edit screen.

2. While holding down [SHIFT], press [1 (Init)].

A message will ask you for confirmation.

3. Press [8 (Exec)] to execute the Initialize operation.

The initialization will be carried out. To cancel, press [7
(Cancel)].

Saving the Patterns You Have
Created (WRITE)

The rhythm patterns you create are temporary; they are deleted as
soon as you turn off the power or select some other rhythm patterns.
You can store 256 thythm patterns in the User memory.

1. Confirm that the current Pattern is the one you want to save.

2. Press [2 (Rhythm)].
3. Press [WRITE].

The name entry screen will appear (p. 42).

4., When you have finished entering the name, press [8 (Write)].

A screen in which you can select the destination for the write

will appear.

Rhythm Pattern Name

Humber  Rhathm Hame
= uae1

uBez
uBes3
uBa4
usas
[1l:1:1
uea7
ueas
uee9
ueie

5. Turnthe VALUE dial or use 4., w to select the write
destination.

6. Press [8 (Write)].

A message will ask you for confirmation.

7. To write the data, press [8 (Exec)].
Never switch off the Fantom-S while data is being saved.

* To cancel, press [7 (Cancel)].

(R )

not as part of the data for each patch. The settings in Patch

hythm pattern settings are saved as independent data,

mode, it is not possible to save rhythm pattern parameters (e.g.,
pattern, grid type).

It can be saved to individual in Performance mode. If you
want to save your settings, press [WRITE] and save the
performance.

\_ J

Creating Your Own Styles
(Rhythm Group Edit)

Not only can you use the prepared internal Rhythm Groups that

determine how rhythm are played, but you can also create them as

well. This way, you can enjoy performing your own original rhythm

group.

1.
2.
3.

Press ARPEGGIO/RHYTHM [SELECT/EDIT].
Press [1 (Rhythm Group)].

Press [EDIT].

The Rhythm Group edit screen will appear.

Rhythm Group Edit

Rhuthm Group |F|01: Pops 1
Recammendad RAY (R USER: 881

uaas: 8l 55H uaav: [Llsl=H

[0 ez uaas; 8115 H

D 3 REAL B £ REAL G £ REAL C#3 REAL

C 2 REAL DO 2 REAL F#z REAL Ebz REAL

Fad n Pad hods [ Hote
Padl Mote

Pad welosity REAL

Use [CURSOR] to select a parameter, and turn the VALUE
dial or use [INC][DEC] to set the value.

You can also choose the pad that you want to set by pressing
that pad.

Recommended Rhy (Recommended Rhythm Set)

Specifies which rhythm set will be used.

Pad Mode

Specifies whether a rhythm tone or a rhythm pattern number
will be assigned to the pad.

Range: Pattern, Note, Off

Rhy Ptn Number (Rhythm Pattern Number)

If Pad Mode is set to Pattern, specifies the pattern number that
will sound when you press the pad.

Range: U001-256, P001-256

Rhy Ptn Velocity (Rhythm Pattern Velocity)

Specifies the velocity of the rhythm pattern when the pad mode
is set to “Pattern.”

Range: REAL, 1-127

Pad Note

If Pad Mode is set to Note, specifies the note number that will
sound when you press the pad.

Range: C-1 -G9

Pad Velocity

Specifies the strength of the sound heard when you strike the
pad. If this is set to REAL, you can add dynamics by varying the
strength of your strike.

Range: REAL, 1-127

When you have made the setting, press [8 (Exit)].
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Saving the Rhythm Group You
Have Created (WRITE)

The Rhythm Group you create are temporary; they are deleted as
soon as you turn off the power or select some other Style. You can
store 32 Rhythm Groups in the User memory.

1. Confirm that the current Style is the one you want to save.
2. Press [1 (Rhythm Group)].
3. Press [WRITE].

The name entry screen will appear (p. 42).
4. When you have finished entering the name, press [WRITE].

A screen in which you can select the destination for the write
will appear.

Rhythm Group Name

Rhythm Group Write
1 Humber Rhothm Grour Hame
[Foer ]

=ua1
ue:z
ues
ue4
uas
[11:13
ua7
ues
[11:}:]
uie

5. Turn the VALUE dial or use [INC] [DEC] to select the write
destination.

6. Press [8 (Write)].

A message will ask you for confirmation.

7. To write the data, press [8 (Exec)].

Never switch off the Fantom-S while data is being saved.

To cancel, press [CANCEL].

*

thythm group settings are saved as independent data, not\
as part of the data for each patch. The settings in Patch mode,
it is not possible to save rhythm group settings.
It can be saved to individual in Performance mode. If you
want to save your settings, press [WRITE] and save the
erformance.

> J
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The Fantom-S lets you sample audio sources, such as an audio
device, mic, or CD.

This section explains the sampling procedure and what the
parameters do.

Making Input Source Settings
(INPUT SETTING)

1. Connect the input device whose sound you will sample (e.g.,
CD player or mic) to the AUDIO INPUT jacks located on the
rear panel of the Fantom-S.

( )

Cautions when using a microphone

Howling could be produced depending on the location of
microphones relative to speakers. This can be remedied by:
1. Changing the orientation of the microphone(s).

2. Relocating microphone(s) at a greater distance from
speakers.

3. Lowering volume levels.

. J

2. Press [INPUT SETTING].

Input Setting

Gl AP
% Input_Select LINE IN LR
2] Wix-In
Mizgers !
Effects Ext DUtPUL Assh
& Ext OutPut Level
Ext Chorus Send Level
Ext Reverb Ssnd Level
InFUt EFfect Switch
bdize Ot

3. Press 4 or w to select the parameter that you want to set.

4. Turn the VALUE dial or press [INC)J/[DEC] to set the value.
Input Select

Specifies the input source of the sound to be sampled.

Value
LINE IN L/R: INPUT jacks L/R (stereo)
LINEIN L: jack L (mono)

MICROPHONE: INPUT jack L (mono, mic level)
Mix-In

Specifies whether the external source will be input.

You can also switch this on/off by pressing [5 (Mix In)].
Value: ON-OFF

External Output Assign

Output destination of the external input sound that is mixed in
Value

DRY: Output to OUTPUT (A) jacks without passing through effects
MFX: Output through multi-effects

When you select “MFX”, selects which of the three multi-effects
(1-3) will be used.
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External Output Level

Volume level of the external input sound.

Value: 0-127

External Chorus Send Level

Adjusts the depth of chorus that will be applied to the external
input source. Set this to “0” if you do not want to apply chorus.
Value: 0-127

External Reverb Send Level

Depth of reverb applied to the external input sound. Set this to 0
if you don’t want to apply reverb.

Value: 0-127

Input Effect SW

Specifies whether the external input sound will be sent through
the effects processor (Input Effect). You can also switch this on/
off by pressing [6 (In FX Sw)].

Value: ON-OFF

Input Effect Type

Selects the type of effect that will be applied to the external input
source.

When you press [7 (In EX Setup)], the parameter setting screen
for the currently selected input effect will be displayed.

Value: EQ, ENHANCER, COMPRESSOR, LIMITER, NOISE
SUP, C CANCELLER

Play back the external input source.

Turn the EXT SOURCE LEVEL knob to adjust the volume.

AUDIO INPUT

INPUT LEVEL
SETTING PEAK

() ')}
W

If the volume of the external source is too high, the PEAK indicator will

light. If this occurs, turn down the LEVEL knob until the PEAK

indicator no longer lights.

Press [8 (Exit)].



Sampling

Input Effect Setup Settings

1. Press [INPUT SETTING], and then press [7 (In FX Setup)].
The Input Effect Setup screen appears.

2. Press 4 or w to move the cursor.

3. Turn the VALUE dial, or press [INC] /[DEC] to set the value.

¢ Type (Input Effect Type)
Selects the input effect type.

Parameter

Explanation

01: Equalizer

Adjusts the tone of the low-fre-
quency and high-frequency
ranges.

02: Enhancer

Modifies the harmonic content
of the high-frequency range to
add sparkle to the sound.

03: Compressor

Restrains high levels and boosts
low levels to make the overall
volume more consistent.

04: Limiter

Compresses the sound when it
exceeds a specified volume, to
keep distortion from occurring.

05: Noise Suppressor

Suppresses noise during peri-
ods of silence.

06: Center Canceler

Removes the sounds that are lo-
calized at the center of the stereo
input. This is a convenient way
to eliminate a vocal.

4. Press [EXIT] to return to the previous screen.

In this settings screen, you can edit parameters for the type of

input effect you selected. For details on the parameters that can

be edited, refer to the section “Input effect parameters” within

“Parameter List.”

MEMD

When you enter the Input Effect Setup screen, the indicator at

the right of the Realtime Control knobs will go out, and the

Realtime Control knobs can be used to edit the MFX parameters.

If you once again press the button located at the right of the

Realtime Control knobs so the indicator is lit, the knobs will

control their original functions. When you exit the Input Effect

Setup screen, the indicator will automatically return to its

previous lit state.

Sampling Procedure

1. Press [SAMPLING/RESAMPLING] to access the Sampling
Menu screen.

The upper part of the screen will show the amount of free

memory. If the free memory reaches 0%, no further sampling is

possible.

Press [1 (Sampling)]-[F5 (SOLO)] to select the sampling
mode. The sampling-standby screen will appear.

To cancel, press [8 (Exit)].

You cannot sample the sound that is output from the OUTPUT B

jacks. You'll need to set things up so that the sound
is output from the OUTPUT A (MIX) jacks.

Sampling mode

Sampling:[1 (Sampling)]

Sample a sound from an external input source.

you want to sample

Operating the keyboards, pads, sequencer will not play the internal

sound generator.

Re-Sampling:[2 (Re-Sampl)]

Resample the sound of the internal sound generator. The sound

of the external input will not be heard.

The volume of a phrase that you resample may be less than the volume

of the original phrase. If necessary, execute the Normalize command (p.

130) to raise the volume.

Mix Sampling:[3 (Mix)]

Sample the combined sounds of the internal so
and an external input source.

Auto divide sampling:[4 (Auto Devide)]

Sample an extended source, and automatically

und generator

divide it into

several samples at silent regions. If the sample contains silence, it

will be divided at that point, and the subsequent portion will be

assigned to the next sample number.

Operating the keyboards, pads or D Beam controllers will not play the

internal sound generator.
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*

3.

Solo sampling:[5 (Solo)]
While playing the internal sound generator as usual, sample
only the sound from the external input.

Effects cannot be applied to the external input sound.

Sampling Standby

CLIF
]

Input Select LINE IM L-F

Sterea SWitch

Pre Zampla Tims
Stop Trigser
Sampling Lenath
Auto Trigser Level

STEREQ

168mn=

Make the settings for things such as the input source of the
sound to be sampled, and triggering.

Input Select

Specifies the input source of the sound that is to be sampled.
Value

LINE IN L/R: INPUT jacks L/R (stereo)

LINE IN L: INPUT jack L (mono)

MICROPHONE: INPUT jack L (mic level)

This cannot be set when resampling.

Stereo Switch

Specifies whether the sound will be sampled in stereo or in

monaural. Mono sampling uses half as much memory space.

Value

MONO: The sound will be sampled as one wave. If the sound
is stereo, the left and right signals will be mixed.

STEREO: The sound will be sampled as two waves, L and R.

Pre Sample Time

The length of sound preceding the moment at which sampling

was manually or automatically initiated that will be captured in

the sample. This lets you prevent the attack portion of the sound

from being omitted from the sample.

Value: 0-1000 ms

Stop Trigger

Specifies how sampling will end.

Value

MANUAL: Continue sampling until you press [STOP].

BEAT: Sample the specified number of beats at the current

tempo (BPM).

TIME: Sample the specified length of time.

Sampling Length

You can specify this if Stop Trigger is “BEAT” or “TIME.”

Value

Sampling LengthWhen Stop Trigger is “BEAT”:1-20000:Number

of beats to continue sampling

When Stop Trigger is “TIME”:00’00”010-50"00"000:length of

time to continue sampling. The maximum value will depend on

the amount of memory.
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*

Auto Trigger Level

Specifies the volume at which sampling will begin if you have
pressed [2 (Auto Trig)] to turn Auto Trig ON.

Value: 0-7 (A setting of 0 is the minimum.)

Gap Time

Specifies the length of the silences at which the sample will be
divided if the Sampling Mode is set to Auto Divide. Whenever
there is a silent region longer than the specified time, the sample
will be divided at that point, and the next sample number will be
assigned to the sound that follows.

Value: 500, 1000, 1500, 2000 ms

This parameter is valid only when you are using Auto Divide
Sampling.

Input Setting:[1(INPUT SETTING)]

Makes settings for the external input (p. 118).

Auto Trigger:[2(AUTO TRIG)]

If this is on, sampling will begin automatically when the input
sound is detected.

Trim Sw:[3(TRIM SW)]

If this is turned on, the Start point and End point settings (p. 125)
will be automatically adjusted after sampling is performed, so
any silent portions at the beginning or end of the sampled sound
are excluded.

In the EXT SOURCE section of the panel, use LEVEL knob to
adjust the input level of the external source.

AUDIO INPUT

INPUT
SETTING

)

LEVEL
PEAK

)

W

If the volume of the external source is too high, the PEAK indicator will
light. If this occurs, turn down the LEVEL knob until the PEAK
indicator no longer lights.

If the level of the sound to be sampled is too high, the word “CLIP” will
appear at the lower right of the level meter in the screen.

Using a connection cable that contains a resistor can cause the sound
level to be low. Use a connection cable that does not contain a resistor.
Press [8 (Start)] to begin sampling.

If Stop Trigger is set to MANUAL, press [7 (Stop)] to stop
sampling.

The Sample Edit (p. 124) screen will appear.

If you want to edit the sample, refer to p. 124.

Sample Edit Fo@21 [Guitar Fhrase 1 MONHD
E FE]
e
Start Point Zoom Horz 1752
Loop Start EEEEEEEE Zoom Wert Bl
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Sampling

When you finish sampling, the sample will automatically be
added to the sample list. Press [SAMPLE LIST] to view the
sample list.

Samples you record will be lost when you turn off the
power. If you want to keep your sample, press [WRITE] to save
it (p. 134). Samples shown as “NEW” in the sample list have not
yet been saved.

Sample List |
li
Humber SamFle Mame Ch Size

U888l Guitar Phrase
Sanshin Phrase
ueees

useead

ueeas Rh&thm A L ik
usees SMPLESaT [ -
U887 SMPLD9aS L

uaess SHPLaaag R —_—
uaes9 SHPLaa1a MONO —_—

L ues1e sMPLaa11 MONO _—

7. Press [EXIT] to go back to where you were before you
entered the Sampling screen.

Dividing a Sample During Sampling
1. During sampling, press [8 (Divide)].
The sample will be divided at the point where you pressed the

button, and the subsequent material will be sampled as a sample
of the next number.

When sampling in mono, you can divide the material into a maximum
of 256 samples. When sampling in stereo, you can divide the material
into a maximum of 128 samples (L/R total 256 samples).

HINT|
Sampling time
The Fantom-S contains 32 MB of memory, which allows about 6
minutes of mono or about 3 minutes of stereo sampling. If you
want to sample for a longer time than this, you must install
separately sold memory (DIMM) (p. 207).

Sampling Earlier in Time
(Skip Back Sampling)

Sometimes you may want to preserve a nice phrase that you
happened to play a bit earlier. In such cases, you can use the Skip
Back Sampling function to sample sounds that were played earlier in
time.

When you execute skip-back sampling, several beats of your prior
performance are saved as a sample. You can assign this sample to a
pad and play it from the pad.

Button lit: Skip-back sampling can be performed in this
state.
Button unlit: Skip-back sampling cannot be performed.

Not operating. You cannot use skip-back
sampling if there is insufficient free memory.

Button blinking: The following screen will appear, and Skip
Back Sampling will be executed.

1. Press [SKIP BACK SAMPLING].
The following screen will appear, and Skip Back Sampling will
be executed.

SKip Back Samnlmg

- Sampling

Now Executing ..

Sampling will stop automatically, and the Sample Edit screen
will appear.

HINT|
From the Sample Edit screen you can press [3 (Sample Modify)]
to edit the sample (p. 129 and following). In addition, you can
press [6 (Assign KB/Pad)] and assign the sample to a part as a
patch (p. 127), or assign it to a pad (p. 126).

MEMO

You can specify how far back sampling will occur when you
perform skip-back sampling (5-40 seconds). With the factory
settings this is set to 10 seconds.

If you want to keep the sample, perform the Save procedure (p.
134).
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This section explains how you can edit a sample that you sampled/
imported

Editing is performed in sample memory—a memory area dedicated
to samples (p. 23).

Selecting a Sample (Sample List)

Select a sample from the list.

Selecting a Sample

1. Press [SAMPLE LIST].
The Sample List display appears.

Sample List |

uaaa i1
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2. Specify the group from which you want to select a sample.
¢ [1 (Preset)]: Select from preset samples.
* [2 (User)]: Select from user samples.

* [3 (Card)]: Select from samples stored on a memory card.

* You cannot edit preset (Preset) samples.

3. Use VALUE dial, [INC][DEC],or 4 +w to select a sample.

If you hold down [SHIFT] while you operate the above buttons,
the sample number will change in steps of ten.

You can press [8 (Preview)] to audition the selected sample.

4. Press [ENTER].
The Sample Edit Screen appears.

122

(I'he sample list shows the current state of )
the samples.

Sample List

Humber SanFle Hame Ch  Size——_ |
UaaA1 Guitar Phrase MOHID A ET.

Sanshin Fhrase

UpBB3 i
ueoad

uaeas rhethm A L Sk
UBBBE6 SHPLOOST R -
uaea7 SHPLDDaS L - EDIT
Uaeag sSHrLaaad 23 -
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# UB818 SHMFLoaii MORD —

NEW: This is a sample that you sampled. It has not been
saved, and will be lost when you turn off the power.
The same is true for samples imported as WAV /AIFF.

UNLOAD: The sample has been saved, but not loaded into
sample memory.

EDIT: This is a sample that you loaded or sampled and are
editing. Your edits will be lost when you turn off the
power. If you want to keep them, you must Write the
sample.

The Fantom-S has a parameter (Sample Default Load, (p. 195))
that specifies whether the samples in user memory, the samples
in a memory card, or the preset samples will be automatically
loaded into sample memory when you turn on the power. If
Sample Default Load is turned off, samples will not be loaded
into memory when you turn on the power. In this case, you will
need to load samples into memory yourself. If you have unload
a sample from sample memory, you will also need to load it
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Loading a Sample

Here’s how you can load a sample from the user area, a memory

card, or a preset into sample memory.

1. Press [SAMPLE LIST].
The Sample List display appears.

2. From [1 (Preset)]-[3 (Card)], select the bank that contains
the desired sample.

3. Use VALUE dial, [INC][DEC], or & w to select a sample.

If you want to load two or more samples, press [5 (Mark Set)] to
add a check mark (v) to the samples that you want to select.

To remove the check mark, press [4 (Mark Clear)].

If you hold down [SHIFT] and press [5 (Mark Set All)], a check
mark will be added to all samples of the selected bank. If you
hold down [SHIFT] and press [4 (Mark Clr All)], check marks
will be removed from all selected samples.

The edit screen for the selected sample will appear.
4. Press [7 (Load Utility)], and then press [7 (Load)].
A message will ask you for confirmation.
5. Press [8 (Exec)] to load the sample.
To cancel, press [7 (Cancel)].
The Sample Edit screen appears.

* You can also perform this operation from the Sample Edit or Sample
List screen by pressing [MENU] and selecting Load Sample.

Loading all Samples

Here’s all samples in the user memory and memory card can be
loaded.

O

When you execute Load All Samples, all unsaved samples will
be erased.

oK

If the total size of the data in the user bank and card bank
exceeds the size of memory, the samples of the user bank will be
loaded first. At this time, as many card bank samples as possible
will be loaded, starting from the lowest-numbered sample.

1. From the Sample List screen or Sample Edit Screen (p. 124),
Press [MENU].

2. a or w toselect “Load All Sample”, and then press
[ENTER].

A message will ask you for confirmation.
3. Press [8 (Exec)] to execute.
To cancel, press [7 (Cancel)].

* You can also perform this operation from the Sample Edit or Sample
List screen by pressing [MENU] and selecting Load All Sample.

Unloading a Sample

Here’s how you can unload a sample from sample memory. The
saved sample file itself will not be deleted.

1. With the Sample List screen shown, choose [1 (Preset)]-[3
(Card)] to select the group that contains the sample you
want to erase.

2. Use VALUE dial, [INC][DEC], or 4 w to select a sample.
If you want to erase two or more samples, press [5 (Mark Set)] to
add a check mark (v) to the samples that you want to select.

To remove the check mark, press [4 (Mark Clear)].

If you hold down [SHIFT] and press [5 (Mark Set All)], a check
mark will be added to all samples of the selected bank. If you
hold down [SHIFT] and press [4 (Mark Clr All)], check marks
will be removed from all selected samples.

The edit screen for the selected sample will appear.

You can press [8 (Preview)] to audition the selected sample.

3. Press [7 (Load Utility)], and the press [6 (Unload)].

A message will ask you for confirmation.

4. Press [8 (Exec)] to unload the sample.
To cancel, press [7 (Cancel)].

You can also perform this operation from the Sample Edit screen by
pressing [IMENU] and selecting Unload Sample.

Deleting a Sample

Here’s how to completely delete a sample file.

* You cannot delete the preset samples.

1. With the Sample List screen shown, choose [2 (User)]-[3
(Card)] to select the group that contains the sample you
want to delete.

2. Turn the VALUE dial, or press 4 or w to select the
sample.
If you want to delete two or more samples, press [5 (Mark Set)]
to add a check mark (¢) to the samples that you want to select.
To remove the check mark, press [4 (Mark Clear)].
If you hold down [SHIFT] and press [5 (Mark Set All)], a check
mark will be added to all samples of the selected bank. If you
hold down [SHIFT] and press [4 (Mark Clr All)], check marks
will be removed from all selected samples.
The edit screen for the selected sample will appear.

You can press [8 (Preview)] to audition the selected sample.

3. Press [7 (Load Utility)], and the press [5 (Delete Sample)].

A message will ask you for confirmation.
4, Press [8 (Exec)] to delete the sample.
To cancel, press [7 (Cancel)].

* You can also perform this operation from the Sample Edit or Sample
List screen by pressing [MENU] and selecting Delete Sample File.
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Importing a Audio File

Here’s how an audio file (WAV/AIFF) can be loaded into memory
as a sample.

O

Place the audio files in the “TMP/AUDIO_IMPORT” folder on
the user memory or memory card. For details on how you can
use your computer to copy a file into the user area or memory
card, refer to p. 184.

1. From the Sample List screen or Sample Edit screen (p. 124),
press [MENU] to select “Import Audio”, and then press
[ENTER].

2. Press [1 (User)] or [2 (Card)] to select the import-source
area.

User: Select a file from the user area.

Card: Select a file from the memory card.

3. Use [CURSOR] to move the cursor to the “TMP/
AUDIO_IMPORT.”

4. Press 4 or w,then select the file that you want to import.
If you want to select two or more samples, press [5 (Mark Set)] to
add a check mark (¢) to the files that you want to select. To
remove the check mark, press [4 (Mark Clear)].

If you hold down [SHIFT] and press [5 (Mark Set All)], a check
mark will be added to all files of the selected bank. If you hold
down [SHIFT] and press [4 (Mark Clr All)], check marks will be
removed from all selected files.

5. Press [8 (Import)].

A message will ask you for confirmation.

*

To cancel, press [7 (Cancel)].

6. Press [8 (Exec)].

The file will be imported, and the Sample List screen will appear.

*

To cancel, press [7 (Cancel)].

MEMD

The imported file will be added to the sample list as a sample.
This sample is temporary, and will be lost when you turn off the
power. If you want to keep it, press [WRITE] to save the data.

Displaying Sample Edit Screen

1. When you press [SAMPLE EDIT] in the sampling section.
The Sample Edit screen will appear.

Xample Edit  Pe@d1 [Guitar Phrase 1 MONO

—

Start Point Zoom Horz

Loop Start BARAARARAA Zoam Wert
End Faint aoeaTIEa | BF

Samples that you edit will be lost when you turn off the power.
If you want to keep them, you must Save them (p. 134).

Magnifying/Shrinking the
Waveform Display (Zoom In/Out)

Here’s how to change the magnification of the sample display.

1. In the Sample Edit screen, press [7 (Zoom In/Out)].

The Zoom In/Out sub-window will appear.

Sample Edit  U3931 [Guitar Phrase 1 MAOHG

Loop Start alalalalsttla)
End Point 22D TISA

Start Point EEEEEEEE] HI]HZ 1"‘32 ‘:'
VERT X1

2. Use [CURSOR] to change the magnification of the display.
e Horizontal axis (time axis): 1/1-1/65536
Press P to increase the display magnification.
Press ‘ to decrease the display magnification.

* Either turn the VALUE dial or use [INC], [DEC] to adjust this
setting.

Vertical axis (waveform amplitude axis): x1-x128
Press 4 toincrease the display magnification.

Press w to decrease the display magnification.

3. Press [8 (Close)] to close the sub-window.

Even without displaying the Zoom In/Out sub-window, you

can press CURSOR 4d D)o expand/shrink the horizontal
axis, or hold down [SHIFT] and press CURSOR & w7 to
expand/shrink the vertical axis.
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Setting the Start/End Points of
the Sample

You can specify the portion of the sample that will actually sound.
You can also specify the region that is to be looped.

1. Press [SAMPLE LIST] and select the sample that you want to
edit (p. 122).

2. Press [SAMPLE EDIT].

Sample Edit  U8P81 [Guitar Phrase 1 MOMO

[ E]
i
Start Point Zoom Horz 1.3
Loop Start [alalalalalalala] Zoom Wert =1
End Faoint

BADATISA EPh d=144,0a

* For details on how to select a sample, refer to Sample List (p. 122).

3. Use w or a to selectthe point that you want to set.

* Start Point:
This is the point at which playback will start. Set this so that any
unwanted portion at the beginning of the sample will be
skipped, and the sound will begin at the desired moment.

¢ Loop Start:
This is the point at which loop playback (second and subsequent
times) will start. Set this if you want to loop the sound from a
point other than the start point.

¢ End Point:
This is the point at which playback will end. Set this so that any
unwanted portion at the end of the sample will not be heard.

4, Either turn the VALUE dial or use [INC], [DEC] to move the
point so it’s where you want it to be.
You'll probably find it convenient to zoom-in when making fine

adjustments, and zoom-out when making major adjustments (p.
124).

MEMO

You can move the point in units of one beat by pressing [4 (=)]
or [5 (<)]. You can press [8 (Preview)] to audition the selected

sample.

The preset samples cannot be moved by beat.

After specifying the start point and end point, you can execute
Truncate (p. 129) to delete unwanted portions at the beginning
and end of the sample.

‘A )

Samples contain beat data. Up to 100 beat locations are specified

bout the beat

for one sample. If the sample contains more than 100 beats, fifty
beat locations will be specified from the beginning and end of
the sample, respectively.

* The preset samples do not contain beat data.

J

\

(\Nhen you want to reset the beat
indication. (Reset Grid function)

You can have the sample grid (beat indication) be recalculated
based on a specified start point and BPM. To do this, go to the
Sample Edit screen, set the Sample Start Point, set the BPM in
the Sample Prm screen, press [5 (Reset Grid)], then press [8

k(Exec)]. y
NOYE

Sample modify operations (Chop, Normalize, etc.) apply to the

entire sample. Even if you specify a start point or end point, they
will be ignored. If you want to apply the operation only to the
region between the start point and end point, use Truncate to
delete unwanted portions of the sample, and then perform the
sample modifying operation.

Makin? Settings for Sample
(Sample Parameters)

Here you can make various settings for the sample.

1. Press [SAMPLE LIST] and select the sample that you want to
edit (p. 122).

2. Press [SAMPLE EDIT] to access the Sample Edit screen, and
press [2 (Sample Param)].

Sample Prm PE281 [5uitar Pl B 1 MOMO

Zample Parametar

Start Fine
Loop Start Fine
Loop End Fine

Loop kode
Loop Tuna [ =
Original kKey [ EiC 41
EPR #=144.00
Time Stretch Tupe [TrPEET
[
[
[

3. Press a or w toselect a parameter.

4. Use VALUE dial or [INC], [DEC] to edit the value.
e Loop Mode

Specifies how the sample will be played.
Value
FWD (Forward)
After the Sample played back from the Start point to the End
point, it will then be repeatedly played back in the forward
direction, from the Loop Start point to the End point.

Loop
Start P. Start P. End P.
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[ ] [
ONE-SHOT Assigning Samples to a Pad
The sample will be played back only once, from the Start point to ( )
the End point. ASSIg n To Pa d
Loop Here’s how to assign samples as the rhythm tones of a rhythm set.
Start P. Start P. End P.

r T N For example, you can create an original rhythm set by replacing
i E ; certain tones of a preset rhythm set with different samples.

* From the Sample List screen you can also press [7 (Load Utility)]— [2
REV (Reverse) (Assign to Pad)] to execute Assign To Pad.

When the sample has been played back from the End point to * You cannot execute this with more than one sample selected.
the Start point, it will be repeatedly played back in the reverse

direction, from the Loop Start point to the Start point.

From Patch Mode

1. Press [SAMPLE LIST] to select a sample, and then press
[SAMPLE EDIT] to access the Sample Edit screen.

Loop
Start P. Start P. End P.

2. Press [6 (Assign KB/Pad)].
The Assign to Kbd/Pad screen will appear.

' ' '
' ' '
i T i
" 4 '
' ' '
i i '
' 1 '
' ' '
' ' '
' ' '

REV-ONE (Reverse One-shot)

R R [ Assign to Kbd/Fad |
The sample will be played back only once from the End point to
the Start point in the reverse direction.
Loop

Start P. Start P. End P.

3. Press [7 (Assign to Pad)].

E : : The Assign to Pad screen will appear.

e Loop Tune
Assign to Pad

Specifies the pitch of the loop region. [Rhuthn

" F P 3™ USER: 881 PlayTheParlz
Value:-50- +50

c o= CHE o= EbE
* Make fine adjustments in one-cent (1/100 semitone) increments. Horie Tow & LErash ConballMarle Tom 5 \Rork PaCunl
Rock C1HHE Marle Tom 35 | Rock C1HHE MaFle Tom 3

L4 Original Key E = F z F#z G =
Anb i entsH Marle Tom 3 Rock CI1HHZ Marle Tom 3
Note number that will play the sample at the pitch at which it ki | B | e e
was sampled.
Value:0 (C—l)—127 (Gg) Sample Foooz hin Phrase 1 MONO
L]

BPM (TEMPO) Assion to Pad A
Specifies the original tempo of the sample. z
Value:5.00-300.00

In order to synchronize the tempo, Wave Temp Sync (p. 45, p. 69)

4. Select the desired pad by pressing it directly.

must be turned on. S. Press [8 (Exec)].

* When setting the BPM (tempo) value, you can hold down [SHIFT] and If you add a check mark to [1 (Tempo Sync)], the Wave Tempo
turn the VALUE dial, or use [INC] [DEC] to adjust the value to the Sync parameter (p. 69) will be turned ON for the rhythm tone
right of the decimal point. that is assigned.

¢ Time Stretch Type A message will ask your confirmation.

Specifies how the tempo will be synchronized. Decreasing this 6. Press [8 (Exec)] to execute Assign to Pad.

value will optimize the sound for more rapid phrases, and The sample will be assigned (as a rhythm tone) to the specified pad.

increasing this value will optimize the sound for slower phrases.

To cancel, press [7 (Cancel)].
Value:TYPEO1-TYPE10

7. Press [EXIT] to return to the previous screen.

e Start Fine
Fine adjustment of the Start point.
Value:0-255 From Performance Mode

* Loop Start Fine 1. Press [SAMPLE LIST] to select a sample, and then press
Fine adjustment of the Loop Start point. [SAMPLE EDIT] to access the Sample Edit screen.
Value:0-255

2. Press [6 (Assign KB/Pad)].
The Assign to Kbd/Pad screen will appear.

¢ Loop End Fine

Fine adjustment of the End point.
Value:0-255 3. Press [7 (Assign to Pad)].
5. Press [EXIT] when you are finished. The Assign to Pad screen will appear.
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Assign to Pad

USER: 881 Sh:
GMr@at Piano

(RMHOY
(RHOY
(RHOY
(FHOY
(PHOT
(PHO)

SM:@al Piano
GM:@al Fiano
GMi@al Piano
SMi@al Piano
GM:@a1 Piano
GM:@a1 Piano

a GM:@a1 Piano
% PAD R USER:281 PlasThePadz

1
1
1
1
1
1
1

GLNANEWN

4. Press 4 or w to select the part, and then press [8
(Select)].
If a rhythm set is not assigned to the selected part, a message will
ask "Change into Rhythm and Initialize?", asking if you want to
assign an initialized rhythm set to the selected part.

The Assign to Pad screen will appear.

@ "eotn [ 11SER: B81 PlayThePadz

c = = o= Ebz
MaFle Tom 3 | Crash Comball| Marle Tom 3 | Rock RdComd

EHE A2 BbZ B =
Rock C1HHE Marle Tom 35 | Rock C1HHE Marle Tom 3

E = F & Fi#tz 5 =
Anb i entsH Marle Tom 3 | Rock CIHHE Marle Tom 3

REAL

= cHE o= EbE
01d Kick Side Stick HWet SH Shate Ghost

hin Phrase 1 MONO

Assign toPad 10

Cancel| Exec

5. Select the desired pad by pressing it directly.

6. Press [8 (Exec)].
If you add a check mark to [1 (Tempo Sync)], the Wave Tempo
Sync parameter (p. 69) will be turned ON for the rhythm tone
that is assigned.

A message will ask your confirmation.

7. Press [8 (Exec)] to execute Assign to Pad.
The sample will be assigned (as a thythm tone) to the specified pad.

To cancel, press [7 (Cancel)].
8. Press [EXIT] to return to the previous screen.

o

You cannot listen to a multisample unless you assign it to a part
as a patch.

o

If you select another rhythm set, the rhythm set you assigned
will be replaced by that patch. If you want to keep the patch you
created, press [WRITE] and save it.

Assigning a Sample as a Patch
to a Part (Assign to Keyboard)

Here’s how you can use the currently selected sample to create a
patch, and assign it to a keyboard part.

* From the Sample List screen you can also press [7 (Load Utility)]—> [2
(Assign to Pad)] to execute Assign To Pad.

* You cannot execute this with more than one sample selected.

From Patch Mode

1. Press [SAMPLE LIST] to select a sample, and then press
[SAMPLE EDIT] to access the Sample Edit screen.

2. Press [6 (Assign KB/Pad)].
Assign to Kbd /Pad window appears.

Assign to Kbd/Pad

3. Press [6 (Assign to Kbd)].
The Assign to Keyboard window will appear, and you can verify
the assignment for the keyboard part.

4. Press [8 (Exec)]
If you add a check mark to [2 (Tempo Sync)], the Wave Tempo
Sync parameter (p. 45) will be turned ON for the patch that is
assigned.

A message will ask you for confirmation.

5. Press [8 (Exec)].
The sample will be assigned (as a patch) to the specified
keyboard part.

To cancel, press [7 (Cancel)].

From Performance Mode

1. Press [SAMPLE LIST] to select a sample, and then press
[SAMPLE EDIT] to access the Sample Edit screen.

2. Press [6 (Assign KB/Pad)].
Assign to Kbd /Pad window appears.

Assign to KbdfPad

3. Press [6 (Assign to Kbd)].

Assign to Keyboard window appears.

Assign to Keyboard
USER:221 ShaFeURMUsic (——=1
GH:@al Fiano
GM:aai Piano
GMraat Piano
SMraal Piano
GM:@al Piano

GMigal Piano
SMi@al Piano
GM:aa1 Piano 1

+ PAD R USER:981 PlasThePadz

4. Press 4 or w to specify the part to which the new patch
is to be assigned, and then press [8 (Select)].
The Assign to Keyboard window will appear, and you can verify
the assignment for the part.

5. Press [8 (Exec)]
If you add a check mark to [2 (Tempo Sync)], the Wave Tempo

Sync parameter (p. 45) will be turned ON for the patch that is
assigned.
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7.

A message will ask you for confirmation.

Press [8 (Exec)].
The sample will be assigned (as a patch) to the specified part.

To cancel, press [7 (Cancel)].

Press [EXIT] to return to the previous screen.

O

If you select another patch, the patch you assigned will be
replaced by that patch. If you want to keep the patch you
created, press [WRITE] and save it.

Create a Rhythm Set
(Create Rhythm)

in step 4, it will sound as a rhythm set. Since the samples will be
assigned consecutively from the C2 key, we recommend that
you set Pad Set to User, and set the pad bass note to C2 when
playing the part from the pads (p. 136).

* If you select another rhythm set, the rhythm set you assigned will be

replaced by that rhythm set. If you want to keep the rhythm set, press
[WRITE] and save it.

* The sounds will be assigned in order starting at the C2 key.

Creating a Multisample
(Create Multisample)

Here’s how you can use the sample(s) to create a rhythm set. This
operation is called Create Rhythm.

When you execute Create Rhythm, the sample(s) will become a

rhythm set and will be assigned to a part.

For example, you could record a sample, use the Chop function to

divide it, and then use this Create Rhythm operation to assign the

divided samples to a part as a rhythm set. Alternatively, you can

assign a mark to two or more samples in the sample list, and execute

Create Rhythm to assign the samples to a part as a rhythm set.

1.
2.

Press [SAMPLE LIST] to access the Sample List screen.

Select the samples.

If you want to select two or more samples, press [5 (Mark Set)] to
add a check mark (v) to the samples that you want to select.

To remove the check mark, press [4 (Mark Clear)].

You can press [8 (Preview)] to audition the selected sample.

Press [7 (Load Utility)], and then press [4 (Create Rhythm)].
The Create Rhythm window will appear.

Sample List |

Guitar Phrase MO0
Sanshin Phrase MONO

PB8BZ
PB8a3
PB884
PB8as Rhothm A L Sk

Either turn the VALUE dial or use [INC] [DEC] to select the
part that you want to assign.

Press [8 (Select)].
A message will ask you for confirmation.

To cancel, press [7 (Cancel)].

Press [8 (Exec)]
The sample will be assigned (as a patch) to the specified part.

To cancel, press [7 (Cancel)].

Press [EXIT] to return to the previous screen.

If, from Performance mode, you select and play the part selected

A set of two or more samples assigned to be played from the
keyboard is called a “multisample.” A multisample can contain up to
128 splits. The Fantom-S can hold 128 multisamples in user memory
and 128 multisamples in a memory card. You can also assign a

multisample to a part as a patch.

Multisample

| Multisample No.128

Multisample No.001 A multisample is
divided into 128

sample || sample |[sample |
No0.001 || No.002 || No.003 No.127 [ No.128

t Number in the sample list

(i

@e original key. )

\

f, for example, only one note (e.g., the sound of the C4 key) is
sampled from a wide-ranging instrument such as a piano, and
assigned to the entire range of keys, it will sound unnatural
when played significantly below or above its original pitch. If
the instrument is sampled at several different pitches and
assigned to different ranges of the keyboard, this unnatural
effect can be minimized.

il

Multisample
128 split
(128 key)

-

sample No.001 sample No0.002 sampleNo.003
original key original key ogriginal key
C3 C4 C5
@ : original key
split point split point

When you create a multisample, the split points are
automatically determined according to the original key of each
sample. Before you begin this process, you should set the
original key of each sample to the range where you want it to be
assigned.

A sample will not sound at a pitch higher than one octave above

1. Press [SAMPLE LIST] to access the Sample List screen, and

select the sample(s) that you want to include in your new
multisample.
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If you want to select two or more samples from the sample list,
press [5 (Mark Set)] to add a check mark (v) to each sample.
Pressing [4 (Mark Clear)] will clear the check mark.

You can press [8 (Preview)] to audition the selected sample.

If the total number of marks exceeds 128, the multisample will be
created from the 128 lowest-numbered samples.

You cannot create a multisample using samples from more than
one bank.

2. Press [7 (Load Utility)], and then press [3 (Create Multi Sample)].

The Create Multisample Name screen will appear.

3. Assign a name.
¢ [1 (Change Type)]: Changes the type of character. Each time you
press this you will alternately select the first character of the
uppercase alphabet (A), lowercase alphabet (a), and numerals

and symbols (0).

[2 (Delete)]: Deletes the character at the cursor, and moves

subsequent characters one space forward.

[3 (Insert)]: Inserts a space (blank) at the cursor location.

. ‘ , ’ : Move the cursor.
* A&, W :Switch between uppercase and lowercase letters.
VALUE dial, [INC][DEC]: Select characters.

* If you decide to stop inputting the name, press [7 (Cancel)].
* You can use the pads to specify characters (p. 25).

4. When you have finished inputting the name, press [8 (Write)].
A screen will appear, allowing you to select the destination for
the write.

5. Either turn the VALUE dial or use [INC] [DEC] to select the
write destination.

Multisamples consisting of user samples will be written to User, and

multisamples consisting of card samples will be written to Card.

6. Press [8 (Write)].
A message will ask you to confirm the operation.

7. If you are sure you want to write the multisample, press [8
(Exec)].
If you decide to cancel, press [7 (Cancel)].

Never switch off the Fantom-S while data is being saved.

Unloading a Sample (Unload)

In the Sample Edit screen you can press [1 (Unload)] to unload the
currently selected sample and return to the previous screen.

Removing Unwanted Portions
of a Sample (Truncate)

This operation cuts the portions of the sample that are earlier than
the Start Point and later than the Loop End Point.

* You cannot execute this with more than one sample selected.
1. Press [SAMPLE EDIT] to access the Sample Edit screen.
2. Press [3 (Sample Modify)] to access the Sample Modify window.

3. Press [1 (Truncate)].
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4. If you want to replace the current sample with the truncated
sample, press [6 (Over Writer)] to display the “v’” symbol.

5. Press [8 (Exec)].

A message will ask you for confirmation.

6. To execute the Truncate operation, press [8 (Exec)].

* If you want to cancel without executing, press [7 (Cancel)].
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Boosting or Limitin

the High-

frequency Range of the
Sample (Emphasis)

In some cases, the audio quality will be improved if you boost the high-

frequency range of an imported sample. Also, the high-frequency range

of the sample may be emphasized when you use a sampler made by

another manufacturer. In this case, you can minimize the change in tonal

character by attenuating the high-frequency range.

* You cannot execute this with more than one sample selected.

. Press [SAMPLE EDIT] to access the Sample Edit screen.

Press [3 (Sample Modify)] to access the Sample Modify window.

Press [2 (Emphasis)].

Sample Edit
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Either turn the VALUE dial or use [INC], [DEC] to select the
emphasis type.

PreEmphasis: Emphasizes the high-frequency range.
DeEmphasis: Attenuates the high-frequency range.

If you want to replace the current sample with the
emphasized sample, press [6 (Over Writer)] to display the
“v” symbol.

Press [8 (Exec)].

A message will ask you for confirmation.

To execute, press [8 (Exec)].

To cancel, press [7 (Cancel)].
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Maximizing the Volume of a
Sample (Normalize)

This operation raises the level of the entire sample as much as
possible without exceeding the maximum level. In some cases, the
volume of a phrase you resampled (p. 119) will be lower than the
volume of the original phrase. In this case, it is a good idea to boost

the volume by executing the Normalize operation.

* You cannot execute this with more than one sample selected.
1. Press [SAMPLE EDIT] to access the Sample Edit screen.

2. Press [3 (Sample Modify)] to access the Sample Modify
window.

3. Press [3 (Normalize)].

31 [Guitar Phrase 1 MONO

4. If you want to replace the current sample with the
normalized sample, press [6 (Over Writer)] to display the
“v’” symbol.

5. Press [8 (Exec)].

A message will ask you for confirmation.

6. To execute, press [8 (Exec)].

* To cancel, press [7 (Cancel)].
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Amp

This operation applies an envelope (time-variant change) to the
volume of the sample.
You can also adjust the volume of the entire sample.

* You cannot execute this with more than one sample selected.
1. Press [SAMPLE EDIT] to access the Sample Edit screen.

2. Press [3 (Sample Modify)] to access the Sample Modify
window.

3. Press [4 (Amp)].

Sample Edit  U8881 [Guitar Phrase 1 MOMO

Bate

4. Use VALUE dial or [INC], [DEC] to set the value.
¢ Rate 1-4: Specifies the rate of volume boost.
This specifies how much boost will be applied relative to the
current volume. The entire sample you select will be boosted.
Value: 0-400%

5. If you want to specify a point, press [5 (Point)] to add a
check mark. Press 4 or w to select a parameter, and
then use VALUE dial or [INC], [DEC] to set the value.

¢ Current Point:Specifies the currently selected point. Beginning
near the start point, the points will be numbered 1, 2, 3, or 4.

* Point 1-4: Location of the current point

¢ Rate 1-4: Amplification ratio of the current point
Specifies how the volume of each point is to be boosted relative
to the current value.
Value: 0-400%

6. If you want the edited sample to replace the current sample,
press [6 (Over Writer)] to display the “v’” mark.

7. Press [8 (Exec)].

A message will ask you for confirmation.

8. To execute, press [8 (Exec)].

* To cancel, press [7 (Cancel)].

Stretching or Shrinking a
Sample (Time Stretch)

This operation stretches or shrinks the sample to modify the length
or tempo. You can stretch or shrink the sample by a factor of one half
to double the original length.

* You cannot execute this with more than one sample selected.
1. Press [SAMPLE EDIT] to access the Sample Edit screen.

2. Press [3 (Sample Modify)] to access the Sample Modify
window.

3. Press [5 (Time Strtch)].
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4. Press 4 or w to select the parameter.
¢ Edit Time Stretch
BPM: Change the BPM (p. 116) of the sample to the BPM you
specify.
Time: Specify the length of the sample as a time value.
Rate: Specify the length relative to the current length of the
sample.
Value: 50.0-200.0%
e Type
Lower settings of this value will make the sound more suitable
for faster phrases, and higher settings will make the sound more
suitable for slower phrases.
Value: TYPEOI-TYPE10
Quality Adjust
Make fine adjustments to the tonal quality of the Time Stretch.
Value: 1-10

5. Use VALUE dial or [INC/DEC] to specify the tempo/length.
When setting the BPM (tempo) value, you can hold down
[SHIFT] and turn the VALUE dial, or use [INC] [DEC] to adjust
the value to the right of the decimal point.

6. Press [8 (Exec)].
The length of the sample will be changed as specified.

* To cancel, press [7 (Cancel)].
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Dividing a Sample into Notes
(Chop)

The chop function divides a sample waveform into separate notes.

* The Create Rhythm function (p. 128) makes it easy to create a rhythm
set from a chopped sample.

* You cannot execute this with more than one sample selected.
1. Press [SAMPLE EDIT] to access the Sample Edit screen.

2. Press [3 (Sample Modify)] to access the Sample Modify
window.

3. Press [3 (Chop)].
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Procedure for Dividing a Sample

You can freely specify the point(s) at which the sample is to be
divided.

1. Press a4 or w to move the cursor to “Current Address.”

2. Either turn the VALUE dial or use [INC], [DEC] to move the
point.

3. At the location where you want to divide the sample, press
[4 (Add Point)].

The current location will be the dividing point.

4, Repeat steps 5 and 6 to specify other dividing points as desired.

You can specify up to 15 locations at which to divide the sample;
i.e., the sample will be divided into a maximum of 16 pieces.

5. Audition the sample as described in the section
“Auditioning the divided samples.”
If you want to re-make settings, press [7 (Cancel)], and move or

delete the point (p. 133).
6. Press [8 (Exec)].

A message will ask you for confirmation.

7. To execute the division, press [8 (Exec)].

*

To cancel, press [7 (Cancel)].
When you execute the Chop operation, a message will ask
whether you want to execute Create Rhythm.

*

The divided samples will be added to the sample list.

8. If you want to execute Create Rhythm, press [8 (Exec)].
For the rest of the procedure, refer to “Create a Rhythm Set
(Create Rhythm)” (p. 128).

9. If you don’t want to execute Create Rhythm, press [7 (Cancel)].

Automatically Dividing a Sample
(Auto Chop)

Here’s how you can automatically specify the points at which the
sample is to be divided, and then divide the sample.

1. From step 3 of p. 132, press [6 (Auto Chop)].
The Auto Chop sub-window will appear.

2. Either turn the VALUE dial or use [INC], [DEC] to select the
method by which the sample is to be divided.
e Chop Type
Specify how the sample will be divided.
Value
Level: Divide according to volume.
Beat:Divide at beats based on the BPM (p. 116) of the sample.

Divide x:Divide into ‘x’ number of equal lengths.
3. Press w.

4. Either turn the VALUE dial or use [INC], [DEC] to set the
value.
Level (If Chop Type is Level)

Level at which the sample is to be divided. Lower settings of this
value will cause the sample to be divided more finely.
Value:1-10

Beat (If Chop Type is Beat)

Beat interval at which the sample is to be divided.
Value:1/32,1/16T,1/16,1/8T,1/8,1/4T,1/4,1/2,1/1,2/1
Times (If Chop Type is Divide x)

Number of samples into which the sample is to be divided
Value:2-16

5. Press [8 (Exec)].
The sample will be automatically divided according to your
settings, and the points will be specified. A maximum of 15
division points will be set (16 regions).
To cancel, press [7 (Cancel)].

6. Audition the sample as described in the section
“Auditioning the divided samples.”
If you want to re-make settings, press [7 (Cancel)], and move or
delete the point p. 133).

7. Press [8 (Exec)].

A message will ask you for confirmation.

8. To execute the division, press [8 (Exec)].

* To cancel, press [7 (Cancel)].

When you execute Auto Chop, a message will ask you whether
you want to execute Create Rhythm.

9. If you want to execute Create Rhythm, press [8 (Exec)].
For the rest of the procedure, refer to “Create a Rhythm Set
(Create Rhythm)” (p. 128).

* The divided samples will be added to the sample list.

10.If you don’t want to execute Create Rhythm, press [7 (Cancel)].

You will return to the Sample Edit screen.
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Auditioning the Divided Samples Joining Two or More Samples

After dividing the sample, you can press the velocity pads to (Combl ne)
audition each of the divided samples.

From the sample nearest to the start point, the samples will be This operation combines multiple samples into a single sample. You

played by pads [1], [2],...[16] can combine as many as sixteen samples. You can also place silent
spaces between the samples.

Moving a Dividing Poin'l' 1. Press [SAMPLE EDIT] to access the Sample Edit screen.

1. Press 4 or w to move the cursor to “Point No.” 2. Press [3 (Sample Modify)] to access the Sample Modify
indow.

2. Turn VALUE dial to select the point that you want to move. window

In order from the start point, the points are numbered 1, 2,...15. 3. Press [7 (Combine)].
3. Press w .

Combine

4. Turn VALUE dial to move the dividing point.

Deleting a Dividing Point -

é T II: — ?a Hone . —
€ i ” Mone Hone

1. Press a or w to move the cursor to “Point No. cgone ||:'— o mrone ||:'—
4 Hone 12 Hore

2. Turn VALUE dial to select the point that you want to delete. > [hons E —_ E
T Hone 15 Hore

3. Press [5 (Clear Point)]. & [hone [ [ 15[ meme [ [

The dividing point will be deleted.

4. Either turn the VALUE dial or use [INC], [DEC] to set the
value.
® 1-16: The sample or silence to be combined
e TYPE
Value
Sample: sample, Time: silent region (specified as time), Beat:
silent region (specified as a note value)
BANK (Bank that contains the sample)
Value U: user, C: card

*

This will be displayed only if TYPE is set to Sample.

PRM (Sample number, or the duration/note value of the silent

Editing a Sample

region)

Value: 1-10000 ms (if TYPE is set to Time), note value: 1/32,1/
16T,1/16,1/8T,1/8,1/4T,1/4,1/2,1/1,2/1 (if TYPE is set to
Beat)

The note value is based on the BPM of the sample immediately

before the silent region.

*

If there is no sample immediately before the silent region, the current
BPM will be used.

5. Use [CURSOR] to select a parameter and repeat step 4.

You can press [6 (Preview)] to audition the selected sample.

6. Press [6 (Exec)].

A message will ask you for confirmation.

7. To execute, press [8 (Exec)].

* To cancel, press [7 (Cancel)].
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Saving a Sample

A newly loaded sample, as well as any changes you’ve made in the
settings for a sample will be lost as soon as you turn off the power. If
you want to keep such data, you must save it as follows.

1. Press [SAMPLE EDIT].

1. Press [1 (Sample List)].
Samples displayed as “NEW” or “EDIT” have not yet been

saved.

2, Select the sample that you want to save.
If you want to select two or more samples, press [5 (Mark Set)] to
add a check mark (V) to the samples that you want to select. To
remove the check mark, press [4 (Mark Clear)].
If you hold down [SHIFT] and press [5 (Mark Set All)], a check
mark will be added to all samples of the selected bank. If you
hold down [SHIFT] and press [4 (Mark Clr All)], check marks
will be removed from all selected samples.
The edit screen for the selected sample will appear.

You can press [8 (Preview)] to audition the selected sample.

3. Press [WRITE].
The Write Menu screen will appear. Make sure that “Sample” is
highlighted.

Write Menu

Patch/Rhythm

4. Press [3 (Sample)] or [ENTER].

Sample Mame

UBBE1 [y

=
F

Guitar Phrase
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(If you have selected more than one sample, a message will ask
you to confirm the writing operation. Samples will be written
into the identical number corresponding to each bank of the
sample list. Sample names will be assigned automatically. If
you want to write the samples, press [8 (Exec)]. If you decide to

cancel, press [7 (Cancel)].

J

Assign a name to the sample.

[1 (Change Type)]:Selects the type of character.

Each time you press this, you will alternately select the first
character of the uppercase alphabet (A), lowercase alphabet (a),
or numerals and symbols (0).

[2 (Delete)]:Deletes the character at the cursor location, while
shifting the following characters to the left, closing the gap.

[3 (Insert)]:Inserts a space at the cursor location.

‘ , } :Moves the cursor (the location at which to enter/edit a
character).

A , W Switches letters between uppercase and lowercase.
VALUE dial, [INC][DEC]:Selects characters.
If you decide to discard your changes, press [7 (Cancel)].

You can use the pads to specify characters (p. 25).
When you have finished inputting the name, press [8
(Write)].
A screen will appear allowing you to select the write-destination
sample.
Turn the VALUE dial or use [INC][DEC] or 4 P to select
the write destination and sample number.
The write destination can be either the Fantom-S’s internal user
memory (User), or a memory card (Card).

Press [8 (Write)].

A message will ask you for confirmation.

Never switch off the Fantom-S while data is being saved.
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The pads of the Fantom-S function in the same way as the keyboard,
and can also be used to play RPS and rhythm patterns. You can add
dynamics to the sound by varying the force with which you strike
the pads.

Using the Hold Function to
Sustain a Sound

You can use the Hold function to make the sound continue even
after you take your finger off the pad. This is useful when you want
a sound such as a looped (repeating) phrase to play continuously.
To play other sounds while holding one sound
1. Hold down a pad and press [HOLD].
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The [HOLD] and the pad will blink.

Hold will be turned on, and the sample will continue sounding
even when you take your finger off the pad. In this state,
pressing another pad will cause its sample to sound only as long
as you continue pressing that pad.

2. When you once again press the blinking [PAD] or [HOLD],
the sound will stop.

To hold two or more samples
1. Press [HOLD] so the pad is lighted.

2. Press a pad.
The sample whose pad is blink will continue sounding. If you
press another pad in this state, its sample will also continue
sounding in the same way.

3. The sound will stop when you press a lit pad. When you
press [HOLD], all samples will stop pad sounding.

O

The Hold function will not work in the following cases:
* When RPS is on (p. 172)
* When the Multi Velocity parameter (p. 137) is on
* When the Tone Env Mode parameter (p. 68) is set to “NO-SUS”
* When the One Shot Mode parameter (p. 68) is on

Using the Roll Function to Play
Sounds

You can use the Roll function to play a “roll” (repeated notes at brief

intervals) as long as you continue holding the pad.

1. Hold down [ROLL] and press a pad.

*

If you press only [ROLL], a roll will continue sounding on all 16 pads.

* If you press only [ROLL], the Roll function will be turned on for all
sixteen pads.
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In this state, a roll will be played as long as you hold down a
pad.

2. Take your hand off the pad, and the sound will stop.

* The resolution of the roll is set by the Roll Resolution parameter (p.
137), which is displayed while you hold down [PAD SETTING].

o
The Roll function will not work in the following cases:
* When you have made settings so that a pattern is played when
you press a pad
* When RPSis on

¢ This cannot be used to switch images via V-Link.
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Using the Clipboard to Copy
Pad Settings

The “clipboard” temporarily stores pad velocity and note number
settings. This provides an easy way to copy settings from one pad to
another, and also lets you swap (exchange) the settings of two pads.

* The clipboard is available when the Pad Set parameter is set to
“USER.”

Copying one Pad Setting

1. Hold down the pad that you want to copy, and press
[CLIPBOARD].
The settings (velocity and note number) will be copied to the
clipboard, and [CLIPBOARD] will light.
The copied setting will sound if you press [CLIPBOARD].

2. Hold down [CLIPBOARD] and press the copy-destination
pad.

Copying Two or More Pad Setting
1. Hold down one of the pads that you want to copy, and press
[CLIPBOARD].

The settings (velocity and note number) will be copied to the
clipboard, and [CLIPBOARD].

2. Repeat step 1 several times as desired.

You can copy up to 16 settings to the clipboard.

If more than one setting has been copied to the clipboard, pressing

[CLIPBOARD] will sound the setting that was copied last.

3. Hold down [CLIPBOARD] and press a copy-destination pad.
The copies will be executed consecutively, starting with the pad
you pressed last.

You can press [CLIPBOARD] to hear the content that will be
copied next.

(Example)

Pad [1]+[CLIPBOARD] — copy the settings of pad [1]

Pad [2]+[CLIPBOARD] — copy the settings of pad [2]

Settings will be copied as follows

[CLIPBOARD]+ pad [12] — settings of pad [2] copied to pad [12]

[CLIPBOARD]+ pad [11] — settings of pad [1] copied to pad [11]

When all copy have been finished, the clipboard will be empty, and
the [CLIPBOARD] indicator will go out.
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Adjusting the Pad Settings
(PAD SETTING)

1. Press [PAD SETTING].

Pad Setting
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2. Press a or w to move the cursor to the parameter.

3. Turn the VALUE dial or use [INC] [DEC] to make pad settings.

* Pad Part
Specifies the part that will be used as the pad part. When you
specify this, the word “PAD” will appear below the part number
in the Performance Layer and Mixer screens. You can set this
parameter when in Performance mode.
Value: 1-16
Patch/Rhythm Set Type
Specifies whether a patch or a rhythm set will be assigned to the

pad part.
Value: Patch, Rhythm
Patch/Rhythm Set Group
Specifies the group of the patch or rhythm set.
Value: USER, PR-A-E (Fantom-S88; F), GM , CARD, (XP A-D)
Patch/Rhythm Set Number
Specifies the number of the patch or rhythm set.
* Pad Set
Specifies the pad set.

Value

User:  You can specify the velocity and note number for each
of the sixteen pads. In Patch mode, one such setting
can be stored as a system parameter. In Performance
mode, these settings can be stored individually for
each performance as performance parameters.

Note:  Sixteen notes starting from the note number specified
as the bass note will be automatically assigned to the
pads.

Rhythm: Note numbers will be assigned in the arrangement
most suitable for playing a rhythm set.

* Base (Pad Base Note)
Specifies the lowest note when Pad Set is set to “Note.”
Value: C-1-G9

* Pad Number

If the pad set is set to “User,” this specifies the pad for which you

will make settings. You can also specify a pad directly by

pressing it.

Value: Pad 1-Pad 16
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¢ Note (Pad Note)
Specifies the note number of the pad when Pad Set is set to
“User.”
Value: C-1-G9
¢ Velocity (Pad Velocity)
When Pad Set is set to “User,” specifies the loudness of the
sound produced by striking the pad.
If you set this to REAL, you can vary the dynamics of the sound
by varying the strength with which you press the pad.
Value: REAL, 1-127
* Pad Common Velo (Pad Common Velocity)
Specifies the loudness of the sound produced when you strike the
pad. If you set this to “REAL,” you can vary the loudness by varying
the striking force. This setting is common to all sixteen pads.
If you have specified multi-velocity (p. 170), that setting will be used.
Range: REAL, 1-127
Roll Resolution

Specifies the spacing of the notes when you use the pads to play
aroll.

Value: J, Js, &, I3, &, fa, &, &

Pad Sens (Pad Sensitivity)

Specifies the touch sensitivity of the pad.

Value

Light:  Specifies a light playing touch for the pads. Even light
strikes on the pad will produce loud sounds, compared
to the Medium setting.

Medium: Specifies the standard playing touch for the pads. This
provides the normal playing feel.

Heavy: Specifies a heavier playing touch for the pads. Since
loud sounds will be produced only when you strike the
pads more strongly than usual, this produces the
sensation that the playing touch is heavier.

Aftertouch Sens (Aftertouch Sensitivity)

Specifies the Aftertouch sensitivity. Higher values will allow
Aftertouch to be applied more easily. Normally you will leave
this at “100.”

Value: 0-100
4. If you want to save your settings, perform the Write
procedure.
Mode Parameter Write procedure

Performance | Pad Common Velo | Press [8 (System Write)]
mode Pad Sens * Save as System parameters
Aftertouch Sens
Roll Resolution
Pad settings other
than the above * Saved as performance parameters.
Patch All pad settings Press [8 (System Write)].

mode *Saved as System parameter.

Press [WRITE].

* The Write procedure varies depending on the selected mode or
parameter.

5. When you have finished making settings, press [EXIT].

Multi-Velocity

You can use the sixteen pads to play a specified note at sixteen
velocity levels. The same note number will be sounded by all sixteen
pads. This function can be useful when you are having difficulty
inputting the velocities you intend.

1. From the Pad Setting screen, press [7 (Multi Velo)].
The Multi Velocity Setup window will appear.

Multi Yelocity Setup

bAulti Welocits Maote

2. Turn the VALUE dial or use [INC] [DEC] to specify the note
number.

3. Press [8 (Select)].
The window will close, and a check mark will be added to [7
(Multi Velo)].
If you want to turn off multi-velocity, press [7 (Multi Velo)] once
again to remove the check mark.

Assigning a Pattern to a Pad
(RPS Function)

The Fantom-S lets you assign a previously recorded phrase to a pad

as a pattern, and play it by pressing that pad. For details, refer to
“Playing a Phrase at the Touch of a Finger (RPS Function)” (p.
172).

Using the Pads to Play
Rhythms

The Fantom-S lets you assign rhythm patterns and/or rhythm

sounds to the pads and play them by pressing the pads. For details,
refer to “Playing Rhythms” (p. 112).

- Using the Pads
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This chapter explains how you can use the Fantom-S’s sequencer to
play back a song.

HINT
When you play back a song, we recommend that you use the
sound generator in Performance mode (p. 76). In Performance
mode, up to sixteen different sounds can be played separately by
the sixteen parts, making this mode ideal for playing songs that
are multi-instrument ensembles of drums, bass, piano, etc.

Precautions concerning use of memory cards

You must turn off the power of the Fantom-S before you insert

Or remove a memory card.

Playing a Song Immediately
(Quick Play)

The Fantom-S is able to play a song from user memory and memory
card immediately, without first loading the song into internal
memory. This is called the Quick Play function.

Quick Play can be used with MRC Pro songs (extension:.SVQ) and
Standard MIDI Files (extension:.MID).

1. Press [SEQUNCER].
The Song Play screen appears.

2. Use [CURSOR] to move the cursor to “Song.”
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3. Turn the VALUE dial or press [INCJ/[DEC] to select the song
that you want to play.

Press [1 (Song List)] to access the Song List screen, and choose
from a list of songs.

Xong List [Internal Son3 1 M=908a1 STOR
Hum_ Son3 Mame File Mame

- 1 Fantoms (USERBAA1

& User3ona (USERBBBZ «MID 3

L lcancel| Load

¢ [1 (User)]: Songs in user memory

* [2 (Card)]: Songs on a memory card

* The User/Card setting is shown below the song name when you return
to the Song Play screen.

¢ [3 (View Svq)]: View SVQ files.

¢ [4 (View Smf)]: View SMF files.

¢ [5 (View Mrc)]: An S-MRC format song file created on a device
such as the MC-50

4. Press [PLAY] to start playback.

When the song finishes playing, it will stop automatically. If you
want to stop playback midway through the song, press [STOP].

MEMO

If you have interrupted song playback, “+” may be displayed at
the right of the measure number. This indicates that the song is
stopped in mid measure.

o

There will be no sound if samples have not been loaded for the
patches used in the song. You must load the necessary samples
beforehand (p. 170).

Playing Back Songs
Consecutively (Chain Play)

The Chain Play function lets you consecutively play back (Quick Play)
songs on user memory and memory card in the order you specify.

1. Press [MENU] to access the Menu window.

2. Use & or W to select “Chain Play,” and then select
[ENTER].

The Chain Play screen appears.

Chain Play CInternal Sona 1 M=A8a] SToR
Hum_ Sona Hame File Mame

3 1 Fantoms CUSERSSA1

2 UserSona (USERESBE

3. Press [1 (User)] if you want to choose from user memory, or
press [2 (Card)] if you want to choose from memory card.

O¥

You cannot combine USER songs and CARD songs.
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HINT|
By holding down [SHIFT] and pressing 4 or W you can
jump to the beginning or end of the song list.
If you want to perform Chain Play repeatedly, press [7 (Repeat
All)] and assign a check mark (V).
If you press [6 (Auto Step)] to assign a check mark (v), playback
will ends, and the next song will begin playing automatically.

4. Press [PLAY] to start Chain Play.

Starting from the song of step 1. If you want to stop playback
before it is finished, press [STOP].

HINT
If you want to begin playback from midway through the chain,

use 4 or W tomove to the desired step, and then press
[PLAY].

5. When you are finished with Chain Play, press [STOP].

O

Chain Play cannot be started or stopped by a Start or Stop message
from an external MIDI device. Nor will MIDI Continue, Song
Position Pointer, Song Select, or Clock messages be received.

Various Playback Methods

Fast-Forward and Rewind During
Playback

Fast-forward, rewind, and jump can be performed during playback,
as well as while stopped. Use the following procedures for each
operation.
Fast-forward: Press [FWD].
Continuous fast-forward: Press and hold [FWD].
Press [FWD] and then press [BWD].
Press [BWD].
Press and hold [BWD].
Press [BWD] and then press [FWD].
Jump to the previous locate position:

Hold down [SHIFT] and press [BWD].
Jump to the next locate position:

Hold down [SHIFT] and press [FWD].
Jump to the beginning of the song:

Press [RESET].

* A certain amount of time may be required for fast-forward,

Rapid fast-forward:
Rewind:
Continuous rewind:
Rapid rewind:

rewind, or jump during Quick Play.
* Song playback will be interrupted if you jump to the beginning
or end of the song while the song is playing.

Playing Back Correctly from the
Middle of the Song (MIDI Update)

When you play back from the middle of a song, for example after
fast-forward or rewind, the correct patch may not be selected, or the
pitch may be incorrect. This is because the MIDI messages in the area
that you skipped have not been transmitted to the sound generator.
In such cases, you can use the MIDI Update function. When you
perform MIDI Update, the MIDI messages (other than Note
messages) from the beginning of the song until the location to which
you moved will be transmitted to the sound generator, ensuring that
the sound generator will be in the correct state for the resumption of
playback.

1. Make sure that song playback is stopped.

O

It is not possible to perform MIDI Update while the song is
playing.
2. Hold down [SHIFT] and press [PLAY].

The display will indicate “MIDI Update...” while processing
takes place, and when finished, will indicate “Completed!”

Muting the Playback of a Specific
Instrument

If you want to silence the playback of a specific instrument, you can
mute the phrase track that contains the sequencer data for that

instrument.

==

For details on the procedure, refer to “Silencing the Playback
of a Track (Mute)” (p. 150).

Changing the Playback Tempo of a
Song

The tempo at which a song will play back is recorded on its tempo
track, but the tempo of the entire song can be adjusted during
playback. The tempo at which the song actually plays is called the
playback tempo.

o¥

The playback tempo is a temporary setting. It will be lost if you
switch to another song or turn off the power. If you want the
song to always play back at this tempo, you must re-save the
song to disk (p. 168).

1. Press [TEMPO].

The Tempo window appears.
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2. Turn the VALUE dial or press [INC)/[DEC] to set the playback

tempo.

¢ Ifyou press [7 (Click)] to display the check mark (v/), a click will
sound at the specified tempo. This will switch on/off each time
you press the button.

* By pressing [6 (Tap)] you can set the tempo to the timing at
which you press the button (Tap Tempo). Press the button three
or more times at quarter-note intervals of the desired tempo.

3. When you have finished making settings, press [8 (Close)].

qlsing a Controller to Change the Playback\
Tempo

Since tempo control is assigned to the realtime control knob of
the Fantom-S, it's easy to change the playback tempo of the

song.

] ATTAEEK ReLEASE () FILTER/ENV
WIVASEINT TEMPO @ ARP/RHY —~eumm—

ouUTaRE
ARPRANIE ARPASSENT o puioniin
')
OIOTO 0o

1. Press the REALTIME CONTROL button so the ARP/RHY
indicator lights.

2. Play back the song, and turn the realtime control knob.

You are also free to assign the Tempo Control function to the
following controllers. For details on this setting, refer to the
pages that discuss each controller.

e D Beam controller (p. 98)

. J

Playing a Song Back at a Fixed
Tempo (Muting the Tempo Track)

If the tempo changes while a song is being played back, this is
because those tempo changes have been recorded in the Tempo
track. If you want to override these tempo changes and play back at
a fixed tempo, you can mute the Tempo track.

=

For details on this operation, refer to “Silencing the Playback
of a Track (Mute)” (p. 150).

Playing Back a S-MRC Format Song

The Fantom-S is able to play back S-MRC format songs created on
the MC-50 in the same way as MRC Pro songs or Standard MIDI
Files. However, S-MRC format songs cannot be Quick Played. You
must first load them into internal memory and convert them to MRC

Pro song format before playing them.

IS
For details on the procedure, refer to “Loading a Song (Load)”
(p. 170).

Playing Back a Song Repeatedly
(Loop Play)

Use the Loop function when you want to repeatedly play back an
entire song or just a specified portion of a song.

1. Press [SEQUNENCER].
2. Press [4 (Loop)].

The Loop window appears.

3. Press [7 (Loop)] to assign a check mark (v).
The Loop switch will turn on. Now playback will loop according
to the region and the number of times specified in the Loop
window. To turn off the Loop switch, press [7 (Loop)] once
again.

=
For details on making settings in the Loop window, refer to
“Specifying the Area of a Song that will Repeat (Loop
Points)” (p. 151).

4. When you have finished making settings, press [8 (Close)]
to close the Loop window.

Using the D Beam Controller to
Start/Stop Song Playback

You can start/stop song playback by passing your hand over the D

Beam controller.
1. Select the song that you want to play back (p. 138).
2. Hold down [JUMP] and press D BEAM [ASSIGNABLE].

The D Beam Assignable screen appears.

Control Setting

35
O E=amiTria)

O Beami=un)

N D Beam (Asiunahle)

Khob Tepe
Switch Range hdin
Range hiax

CC# 1 (Modulation 1

il

3. Use [CURSOR] to move the cursor to “Type.”

4. Turn the VALUE dial or press [INC]/[DEC] to set this to
“START/STOP.”

5. Press D BEAM [ASSIGNABLE] to turn on the D Beam
controller.

6. When you pass your hand across the D Beam controller,
song playback will start. When you pass your hand across it
once again, playback will stop.

HINT|
You can also start/stop song playback by using a pedal
connected to the PEDAL CONTROL jack (p. 189).
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This chapter explains the procedure for using the Fantom-S’s
sequencer to record a song.

HINT
Normally, when recording or playing back a song, you will put the
sound generator in Performance mode. The reason for this is that
in this mode, only the sound of the specified MIDI channel will be
heard when you record while playing the keyboard of the Fantom-S,
and that when the song is played back, the parts can independently
play up to 16 different sounds. Thus, Performance mode is suitable
for recording and playing back a song that uses an ensemble of
multiple instruments, such as drums, bass, and piano.

Two Recording Methods

You can use one of two methods of recording: realtime recording or
step recording. Select the method that is appropriate for your situation.

Realtime Recording (p. 142)

Realtime recording is the recording method in which your keyboard

playing and controller operations are recorded just as you perform them.

Step Recording (p. 146)

Step recording is the recording method in which you can input notes
and rests one by one. This method is suitable for inputting drums or
bass with precise timing. In addition to using notes, you can also
create a song by putting patterns together.

Before You Record a New Song

‘o )

1. Select a sound

verview of the Recording Process

2. Clear the internal memory
3. Specify the time signature of the song (p. 141)

4. Use realtime recording (p. 142) or step recording (p.
146) to record

5. Use track edit (p. 151) or micro edit (p. 162) to edit the
song

6. Save the song to user memory or memory card (p. 168)

Select the Sound to be Used for
Recording
Before you record a song, select the sound that you want to use for

recording. Select the recording method that is appropriate for your
situation.

Performance

Select a Performance when you want to record an ensemble
performance using multiple instruments. When recording a song, we
recommend that you normally select a Performance.

Patch/Rhythm set

Select a patch or rhythm set if you want to use a single patch or
rhythm set to record your playing.

Erasing the Song/Pattern from
Internal Memory (Song Clear)
When you record a song, the sequencer data is temporarily recorded

in internal memory. If you want to record a new song, you must
erase any existing sequencer data from internal memory.

o

If internal memory contains an important song that you want to
keep, you should first save that song to user memory/memory
card (p. 168).

1. Press [SEQUENCER] to access the Song Play screen.
2. Press [3 (Song Clear)].

The Song Clear window appears.

3. Press [8 (Exec)] to execute the operation.
When the operation has been completed, the display will briefly
indicate “Completed!”

To cancel, press [7 (Cancel)].

Specify the Time Signature

Before you record a new song, you must specify the time signature.
However, a time signature of 4/4 is automatically specified when
you perform the Song Initialize operation or when the power is
turned on, so you will need to make this setting only if you want to
record a new song in a different time signature.

1. Press [SEQUENCER] to access the Song Play screen.
2. Press [EDIT].

The Microscope screen appears.

3. Press [7 (Trk/Ch)], select “BEAT” (beat track), and press [8
(Close)].

The Microscope screen for the beat track appears.

Microscope [Internal Sona 1 M=@88{ STOR
Ch ALL Eeat Chanse
¥ 1-91-299 Beat Chanse 4

[ e — End of Data —————————
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Create

4. Move the cursor to “Beat Change,” and specify the time
signature.

5. Press [EXIT] to return to the Song Play screen.

=

If you want to change time signatures midway through the song,
refer to “Changing the Time Signature Midway Through the
Song” (p. 167).
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=

If you are recording to a phrase track, see “Recording Your
Performance as You Play It (Realtime Recording)” (p. 142).

Specifying the Time Signature of a
Pattern

Each pattern has a Pattern Beat setting that manages the time
signature of that pattern. The pattern beat acts as a guide when the
pattern is played or recorded, and is handled independently of the
time signature of the song (i.e., the time signature recorded in the
beat track).

The pattern beat is normally set to a time signature of 4/4, but you
can change this setting when the song has a time signature other
than 4/4, or when you want to record a pattern with a time signature
different than that of the song.

Only one pattern beat setting can be specified at the beginning of
each pattern. This means that it is not possible to change time
signatures midway through a pattern. Nor is it possible to delete the
pattern beat, or move or copy it.

1. Press [SEQUENCER] to access the Song Play screen.

2. Press [2 (Ptn)].

The Pattern Play screen appears.

3. Turnthe VALUE dial or press [INC]/[DEC] to select the
pattern.

4, Press [6 (Ptn Beat)].

Pattern Beat

5. Move the cursor, and set the time signature.

142

Recording Your Performance
as You Play It
(Realtime Recording)

Realtime Recording is the recording method in which your keyboard
playing and controller operations are recorded just as you perform
them. Use this recording method when you want to capture the

nuances of your own performance.

Basic Operation for Realtime Recording

1. Make sure that the preparations for recording have been
completed as described in “Before You Record a New Song”

(p. 141).

HINT|
If you want to record into an existing song, load the desired song
into internal memory (p. 149). Then press [FWD] or [BWD] to
specify the measure at which you want to begin recording. The
measure at which recording will begin is indicated by the “M="

in the upper part of each PLAY screen.
2. Press [REC].
The [REC] indicator will blink, and the Recording Standby

window appears.

Realtime Rec Standby

Rec Track
Rec Mods [ mix
Count In aFF
Tempo Rec Sw aFF
LoopsPunch aFF
Input Cuantize OFF

This window lets you set various parameters for realtime recording.

D

If you want to record a pattern, access the Pattern Play screen
([SEQUENCER]—-[2 (Ptn)] p. 151) and then press [REC].

3. As basic settings, specify the following three parameters.
Use [CURSOR] to move the cursor to each parameter, and
turn the VALUE dial or press [INC]/[DEC] to make the setting.

* Rec Track
Specify the phrase track or pattern on which you want to record.
In the Song Play screen, “TRK” will appear if you press [1 (Song
List)], and “PTN” will appear if you press [2 (PTN)].
If this is set to “AUTO,” the phrase track of the same number as
the part currently selected for the keyboard will be chosen
automatically.
Value:AUTO, TRK 1-TRK 16, PTN001-PTN100 (* when
recording on a pattern)

* Rec Mode (Recording Mode)

Select how recording is to take place.
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Value

MIX: Mix-recording will be carried out. Normally, you will
record using this method. If a performance has already been
recorded on the recording-destination track, your newly
recorded performance will be added to the existing performance
without erasing it. By using this in conjunction with Loop-
recording, you can record repeatedly over a specified area
without erasing the previously recorded performance. For
example, this is a convenient way to record a drum performance

one instrument at a time; bass drum — snare drum — hi-hat, etc.

REPLACE: Replace-recording will be carried out. If a
performance has already been recorded on the recording-
destination track, it will be erased as you record your new
performance. Use this when you want to re-record.
Count In

Select how recording is to begin.

Value

OFF: Recording will begin immediately when you press
[PLAY].

1 MEAS: When you press [PLAY], a count (playback) will
begin one measure before the recording-start
location, and recording will begin when you reach
the recording-start location.

2 MEAS: When you press [PLAY], a count (playback) will

begin two measures before the recording-start
location, and recording will begin when you reach
the recording-start location.

WAIT NOTE: As an alternative to pressing [PLAY], you can play
the keyboard, strike a pad, or press the Hold
pedal to start recording.

When you are finished making settings in the Recording
Standby window, press [PLAY] or [8 (Start)].

The Recording Standby window will close, the [REC] indicator
will change from blinking to lit, and recording will begin.
When recording begins, the Realtime Recording window will

appear.

Realtime Recording
B881-81

In this window you can perform the following operations.
Specify the punch-in/out points (Punch In p. 144)

Realtime Erase (Erase p. 145)

Rehearsal function (Rehearsal p. 145)

For details on these operations, refer to the appropriate page.
To close the Realtime Recording window, press [8 (Close)] or
[PLAY]. To open it once again, press [PLAY].

When you are finished recording, press [STOP].
The [REC] indicator will go dark.

HINT|

If you are not satisfied with the realtime recording you just made,

you can press [MENU], and from the Menu window that appears,
select “Undo/Redo” to return to the state prior to recording (Undo/

Redo).

After executing Undo, you can use Redo to revert to the previous
state. After executing Undo, you can execute Redo by performing
the above procedure the above procedure once again.

Recording Tempo Changes in a
Song (Tempo Recording)

If you want the tempo to change during the song, you can record
those tempo changes in the Tempo track. If tempo changes have
already been recorded in the tempo track, they will be rewritten.
Set the following recording parameters in addition to the basic
settings described in step 3 of “Basic Operation for Realtime
Recording” (p. 142).

Tempo Rec Sw (Tempo Recording Switch)

Specify whether tempo changes will be recorded (ON), or not (OFF).

Value: OFF, ON

HINT|

You will be able to use realtime control knob ([%@3]) movements to

control the tempo easily (p. 140).

Loop Recording and Punch-In
Recording

You can record repeatedly over a specified area (Loop recording), or

re-record just that area (Punch-in recording).

Set the following recording parameters in addition to the basic
settings described in step 3 of “Basic Operation for Realtime
Recording” (p. 142).

Loop/Punch

Specify how loop recording or punch-in recording is to take place.
Value

OFF: Loop recording or punch-in recording will not occur.

LOOP (POINT):
the loop point settings.
LOOP (1 MEAS):
start measure will be recorded repeatedly.
LOOP (2 MEAS):
start measure will be recorded repeatedly.
LOOP (4 MEAS):
start measure will be recorded repeatedly.
LOOP (8 MEAS):
start measure will be recorded repeatedly.

The one-measure area starting at the record-

The two-measure area starting at the record-

The four-measure area starting at the record-

LOOP (16 MEAS): The sixteen-measure area starting at the record-

start measure will be recorded repeatedly.

LOOP SONG ALL: The entire song from beginning to end will be

recorded repeatedly.
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Recording takes place repeatedly, according to

The eight-measure area starting at the record-
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AUTO PUNCH:
You must pre-specify the area (punch points) in which recording is

Auto punch-in recording will be performed.

to take place. This is convenient when you want to re-record over a
mistake. The song will play back when you begin recording. When
you reach the punch-in point, playback will switch to record mode.
MANUAL PUNCH: Manual punch-in recording will be performed.
Recording takes place (erasing the existing data) in the area that you
specify by pressing a pedal or button. This is convenient when you
want to re-record more than one location in which you made a
mistake. The song will play back when you begin recording. When
you press a pedal or button, playback will switch to record mode,
and will switch back to play mode when you press the pedal or
button once again. By pressing the pedal or button, you can toggle
between record and play modes.

Start Point

Specify the measure and beat at which loop recording or auto punch-
in recording is to begin. It is not possible to specify the Clock.

End Point

Specify the measure and beat at which loop recording or auto punch-
in recording is to Stop. It is not possible to specify the Clock.

o

The minimum loop length is four quarter notes.

Using Auto Punch-In Recording

1. In the Recording Standby window, set the Loop/Punch
parameter to “AUTO PUNCH.”

2. Set the Start Point/End Point parameters to the desired
punch points.

3. Move to a measure earlier than the specified Start Point, and
press [PLAY].
The song will begin playing. Recording will begin at the location

specified by the Start Point parameter. Playback will resume at
the location specified by the End Point parameter.

4. Press [STOP] to stop playback.

Using Manual Punch-In Recording

HINT
If you want to use a pedal connected to the PEDAL CONTROL
jack to specify the area for recording, you must first set the Pedal
1 or 2 Assign parameter to “PUNCH I/O” (p. 189).

1. In the Recording Standby window, set the Loop/Punch
parameter to “MANUAL PUNCH.”

2. Press [PLAY].
Song playback will begin, and the Realtime Recording window

will appear.

Realtime Recording
8881-8

I

3. At the point where you want to begin recording, press [5
(Punch In)] or step on the pedal.

Playback will switch to record mode.

4, At the point where you want to stop recording, once again
press [5 (PUNCH OUT)] or step on the pedal.

You will return to playback mode.

5. Press [STOP] to stop playback.

Correct the Timing of Your Playing
as You Record (Recording Quantize)

The Quantize function automatically corrects inaccuracies in the
timing of your keyboard or pad performance, aligning the notes to
accurate timing intervals. During realtime recording, you can
quantize while you record.

Set the following recording parameters in addition to the basic
settings described in step 3 of “Basic Operation for Realtime
Recording” (p. 142).

Input Quantize

Specify whether to quantize while recording.

Value

OFF: Quantize will not be applied while recording.

GRID: Grid Quantize will be applied while recording. Use this
when you want the timing to be accurate, such as when
recording drums or bass.

94442444
| Grid quantize with Resolution = )
{10994444
SHUFFLE: Shuffle Quantize will be applied while recording. Use
this when you want to give the rhythm a “shuffle” or

“swing” character.

1900400994
| Shuffle quantize with Rate = 75%

? Iﬁ? Iﬁ? Iﬁ? IﬁJI}

Grid Resolution

Make this setting when you are using Grid Quantize. Specify the
quantization interval in terms of a note value. Select the shortest note value
that will occur in the range to which Grid Quantize will be applied.

Value: &, &, &, &5, &, ds, d

Strength (Grid Quantize Strength)

Make this setting when you are using Grid Quantize. It specifies the
degree to which notes will be adjusted toward the timing intervals
specified by the Grid Resolution parameter. With a setting of
“100%,” the notes will be corrected precisely to the timing of the
Grid Resolution parameter. As you lower this setting, the note
timing will be corrected to a lesser extent, and with a setting of “0%"”
the timing will not be adjusted at all.

Value: 0-100
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Shuffle Resolution

When you are using Shuffle Quantize, make this setting to specify

the note value used for quantization.

Value: §, J

Rate (Shuffle Quantize Rate)

Make this setting when using Shuffle Quantize. It specifies the degree to
which the backbeat will be separated from the downbeat specified by the
Shuffle Resolution parameter. With a setting of “50%,” the backbeat will
be exactly between adjacent downbeats. With a setting of “0%,” the
backbeat will be moved to the same timing as the preceding downbeat.
With a setting of “100%,” the backbeat will be moved to the same timing
as the following downbeat.

Value: 0-100

Selecting the Sequencer Data that
will Be Recorded (Recording Select)
When you use realtime recording, all of your sequencer data will

normally be recorded. If you want to avoid recording a specific type
of data, you can turn its Recording Select setting “OFF.”

1. Access the Recording Standby window (p. 142).
2. Press [7 (Rec Select)].

The Recording Select window appears.

Recording Select

Rec Sw Hote
RaC =W PAf
Rec Zw CC
Rec Zw PC

RaC Sw CAf
Rec Svw Bend
Rec Svw SusEx

3. Use a or W to select the sequencer data (MIDI
messages) that will be recorded.

Note: Note messages. These MIDI messages represent notes.

PAF (Poly Aftertouch): Polyphonic aftertouch. These MIDI

messages apply aftertouch to
individual keys.

CC (Control Change): Control change messages. These
MIDI messages apply various effects
such as modulation or expression.
PC (Program Change): Program change messages. These
MIDI messages select sounds.
CAF (Channel Aftertouch): Channel aftertouch messages. These
MIDI messages apply aftertouch to
an entire MIDI channel.

Pitch bend messages. These MIDI
messages change the pitch.

Bend (Pitch Bend):

SysEx (System Exclusive): System exclusive messages. These
MIDI messages are used to make
settings unique to the Fantom-S,
such as sound parameters.

4, Turn the VALUE dial or press [INC)/[DEC] to add a check mark.
The message will be recorded if you assign a check mark (v'),
and will not be recorded if you remove the check mark.

If you press [5 (All Off)], no sequencer data will be recorded.
If you press [6 (All On)], all of the sequencer data will be recorded.

5. Press [EXIT] to close the Recording Select window.

Erasinc? Unwanted Data While You
Record (Realtime Erase)
Realtime Erase is a function that erases unwanted data during

realtime recording. This is particularly convenient during loop
recording, since it lets you erase data without stopping recording.

o¥

Realtime Erase can be executed only if the Recording Mode is set
to “MIX.”

1. Begin realtime recording (p. 142).

The Realtime Recording window appears.

Realtime Recording
8881-81

2. Press [6 (Erase)].

The Realtime Erase window appears.

Realtime Erase
MNote Range i TN

3. Erase unwanted data.
To erase all data (except for Pattern Call messages), press [7 (Erase
All)]. Data will be erased for as long as you hold down the button.
To erase notes of a specific key, hold down that key. Data for
that note will be erased for as long as you hold down that key.
To erase notes of a specific key range, hold down the top and
bottom keys of that range. Data for that range will be erased for
as long as you hold down those keys.

4. Press [8 (Close)] to close the Realtime Erase window.

You will return to the normal recording state.

Auditioning Sounds or Phrases While
Recording (Rehearsal Function)

The Rehearsal function lets you temporarily suspend recording
during realtime recording. This is convenient when you want to
audition the sound that you will use next, or to practice the phrase
that you will record next.

1. Begin realtime recording (p. 142).

The Realtime Recording window appears.

Baa1:81

2. Press [7 (Rehearsal)] or [REC].
The [REC] indicator will blink, indicating that you are in
rehearsal mode. In this state, nothing will be recorded when you
play the keyboard.

3. To return to record mode, press [7 (Rehearsal)] or [REC]
once again.
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Inputting Data One Step at a
Time (Step Recording)

Step Recording is the method of inputting notes and rests
individually, as if you were writing them onto a musical staff. In
addition to inputting notes, this method can also be used to create a

song by joining patterns.

Inputting Notes and Rests

1. Make sure that the preparations for recording have been
performed as described in “Before You Record a New Song”

(p- 141).

HINT
If you will be recording into an existing song, load the desired song
into internal memory (p. 149). Then use [FWD] or [BWD] to specify
the measure at which you want to start recording. The recording-
start measure is indicated by “M=""at the top of each PLAY screen.

2. Press [REC], and then [6 (Step Rec)].
The [REC] indicator will blink, and the Step Recording Standby

window appears.

Step Rec Standby

Rec Track
Ret Mode M1
Start Paint 2001 [21 200

3. Make settings for step recording. Use [CURSOR] to move
the cursor to the desired parameter, and turn the VALUE dial
or press [INC)/[DEC] to set it.

* Rec Track

Specify the phrase track or pattern on which you want to record.

“TRK” will appear if you press [1 (Song List)], and “PTN” will

appear if you press [2 (PTN)].

Value: AUTO, TRK 1-TRK 16

PTNO001-PTN100 (* when recording on a pattern)

¢ Rec Mode (Recording Mode)

Select how recording is to take place.

Value

MIX: Mix-recording will be carried out. Normally, you will
record using this method. If a performance has already
been recorded on the recording-destination track, your
newly recorded performance will be added to the
existing performance without erasing it.

REPLACE: Replace-recording will be carried out. If a performance
has already been recorded on the recording-destination
track, it will be erased as you record your new
performance. Use this when you want to re-record.

* Start Point

Specify the location (measure-beat-clock) at which recording will

begin.

4. Press [8 (Note)] or [PLAY].
The [REC] indicator will light, and the Step Recording screen
appears.
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Step Rec (Mote)

5. Specify the note that you want to input. Use the function
buttons ([6][7][8]) to select the desired parameter.
* Note Type
Specify the length of the notes that you want to input, in terms of
a note value. The length of the note value indicates the length
from one note-on to the next note-on.
Value: &, &, &, &, F, &, F, 5, &, 5, 43, J,
d,ds, d., d, 0, @
* Gate Time
Specify the proportion of the gate time relative to the Note Type.
The gate time is the length between note-on and note-off. Specify
a lower value if you want the notes to be played staccato, or a
higher value if you want the notes to be played tenuto, or as a
slur. Normally, you will set this to about “80%.”
Value: 1-100%
¢ Input Velo
Specify the strength with which the note will be played. If you
want this to be the strength with which you actually pressed the
key, select “REAL.” Otherwise, use settings of p (piano)=60, mf
(mezzo forte)=90, or f (forte)=120 as general guidelines.
Value: 1-127
6. Turn the VALUE dial or press [INC]/[DEC] to make the
setting.
7. Press { or P tomove to the desired input location, and

press a note on the keyboard or a pad.

When you press a key or a pad, the input position will advance
by the value of the Note Type you specified. The velocities are
displayed as a bar graph.

Step Rec (Mote)

188y || REAL

You can use the function buttons ([1][2][3][4][5]) to perform the
following operations.
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* Step Back
Cancel the previously input note.
* Tie
Extend the length of the previously input note by the current
setting.
* Rest
Inputs a rest. First set the Note Type parameter to a length that is
the same as the rest you want to input, and then press [3 (Rest)].
* Zoom In
Narrow the range of keys shown in the display. Use this when
you want to view certain notes at greater magnification.
* Zoom Out
Expand the range of notes shown in the display. Use this when
you want to see which notes have been input.

8. Repeat the above steps to continue inputting.

HINT|
The previous value of each parameter is remembered. This means
that if you want to use the same settings as the previously input
note, there is no need to change the settings. Once you have set the
Gate Time parameter and Input Velocity parameter, it is not
normally necessary to change them, so all you have to do is set the
Step Time parameter and specify the pitch (note) of each note.

HINT
The note will not be finalized as long as you hold down the key.
This means that you will be able to modify the various
parameters of the note (Step Time, Gate Ratio, Velocity).

9. When you are finished step recording, press [STOP].
The [REC] indicator will go dark.

HINT
If you are not happy with the results of the previous step
recording, you can press [MENU], and from the Menu window
that appears, select “Undo/Redo” to return to the state prior to
recording (Undo/Redo).
After executing Undo, you can use Redo to revert to the
previous state. After executing Undo, you can execute Redo by
performing the above procedure the above procedure once
again.

Inputting a Chord
Press the chord. The cursor will move to the next step when you

release all keys or pads simultaneously.

Moving the input location
* Pressing P will move the input location forward by the
current Note Type value.

o Pressing 4 will move the input location backward by the

current Note Type value.

¢ Hold down [SHIFT] and press P will advance the input

location by one measure.

¢ Hold down [SHIFT] and press ‘ will return the input location

by one measure.

Moving the display region

Pressing 4 or W will move the displayed region of notes
upward or downward.

(The Relation between Note Value Length )
and Gate Time

The relation between the length of the note value and the gate
time is shown below. Since the Fantom-S’s sequencer uses a
TPQN (Ticks Per Quarter Note; i.e., resolution) of 480, a quarter
note gate time is 480 clocks.

Note Gate time
F 30
& 40
r 45
& 60
& 80
& 90
F 120
s 160
& 180
iy 240
Js 320
] 360
d 480
ds 640
d. 720
dJ 960
° 1920
o 3840

HINT|
The gate time that is recorded in step recording will be the
original gate time value multiplied by the value of the Gate
Ratio parameter. For example, if the Gate Ratio parameter is
set to “80%,” inputting a quarter note will mean that the
gate time is 480 x 0.8=384.

. J
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Assigning a Pattern to a Phrase Track

You can create a song by combining previously recorded patterns.
This is done using step recording to assign patterns to a phrase track.
However, please be aware that the patterns themselves are not
placed in the phrase track. Rather, Pattern Call messages are
placed in the phrase track to specify which pattern should be played
back. This means that if you later modify the contents of a pattern,
the song playback will also be affected.

O

When you assign a pattern to a phrase track, its pattern beat will
be ignored, and the pattern will use the time signature of the
beat track. If the pattern beat and the beat track have different
settings, the length of the measures will not match, and the
playback may become incorrectly aligned. If this occurs, re-
specify the time signature of the beat track (p. 141).

1. Make sure that the preparations for recording have been
performed as described in “Before You Record a New Song”

(p. 141).

HINT
If you will be recording into an existing song, load the desired song
into internal memory (p. 149). Then use [FWD] or [BWD] to specify
the measure at which you want to start recording. The recording-
start measure is indicated by “M=""at the top of each PLAY screen.

2. Press [REC], and then [6 (Step Rec)].

The [REC] indicator will blink, and the Step Recording Standby
window appears.

Step Rec Standby

Rec Track
Rec Maode MIx
Start Faint oaat (21 [aaa

3. Make settings for step recording. Use [CURSOR] to move
the cursor to the desired parameter, and turn the VALUE dial
or press [INCJ/[DEC] to set it.

* Rec Track

Specify the phrase track or pattern on which you want to record.

“TRK” will appear if you press [1 (Song List)], and “PTN" will

appear if you press [2 (PTN)].

Value: AUTO, TRK 1-TRK 16

PTNO001-PTN100 (* when recording on a pattern)

¢ Rec Mode (Recording Mode)

Select how recording is to take place.

Value

MIX: Mix-recording will be carried out. Normally, you will
record using this method. If a performance has already
been recorded on the recording-destination track, your
newly recorded performance will be added to the
existing performance without erasing it.

REPLACE: Replace-recording will be carried out. If a performance
has already been recorded on the recording-destination
track, it will be erased as you record your new
performance. Use this when you want to re-record.

* Start Point

Specify the location (measure-beat-clock) at which recording will

begin.
4, Press [7 (Ptn Call)].

5. Turn the VALUE dial or press [INCJ/[DEC] to select the
pattern number (1-100) that you want to assign to the
phrase track.

The pattern name of the selected pattern is displayed in
“Pattern.” “Length” shows the number of measures in the

pattern.

6. Press [8 (Put Ptn)].
A Pattern Call message for the pattern selected by the Pattern
parameter will be recorded. You will advance by the length of
the measures in that pattern, and will be ready to input the next
pattern.

HINT
If you input the wrong pattern, you can press [BWD] or [1 (Step
Back)] to delete the previously input Pattern Call message.

7. Repeat the above steps to assign additional patterns.

8. When you are finished with step recording, press [EXIT] or
[STOP].
The [REC] indicator will go dark.

HINT
If you are not satisfied with the step recording that you just
performed, press [MENU], and from the Menu window that
appears, select “Undo/Redo” to return to the state prior to
recording (Undo/Redo).
After executing Undo, you can use Redo to revert to the
previous state. After executing Undo, you can execute Redo by
performing the above procedure the above procedure once
again.
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This chapter explains the procedure for editing songs.

Indicates the name of the currently
selected song, the measure location,
the time signature, and the sequencer status.

Loading the Song You Want to S destnation
Edit

Track number

Indicates Loop Play and

Status of each track Loop Recording

on/off (LOOP).
. , el . , Indicates the song’s
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a song you wish to keep, you must save that song to user tenesceir LA | R
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memory or memory card (p. 168).

1. Press [SEQUENCER].
The Song Play screen appears. @ . .
If you play back the song while the Song Play screen is
[Song Play displayed, the screen will scroll in keeping with the song
song : Internal Song ;:;ZTFM‘"“'_ playback location.

Loading Individual Tracks/Patterns
of Song Data

If you have selected a song file (extension “.SVQ”) or Standard MIDI
File (extension “.MID”), you can load individual phrase tracks or

BOTH

Standardkit]

BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BOTH
BT
0/ BE

patterns.

1. After step 4 of “Loading the Song You Want to Edit,” press
[7 (Load Track)].

2. Press[1(Song List)].
[1(Song 2 The Load Song File (Track) window appears.

The Song List screen appears.
2. Move the cursor to the left of “Source” (load source), and
Song]ltist CHFESTREN SERE i1 FE@E e select the track (TRK 1-16) or pattern (PTN001-100) that you
want to load.

Hum  Son3a Hame File Hame *

e ST T If you are loading fr