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Owner's Manual

This owner's manual consists of the following 16 chapters and supplementary information.
Before you read this manual, you should read through the Quick Start manual so you're famil-
iar with the basic operation of the unit.

Chapter 1 An Overview of the MC-505
This chapter explains how the MC-505's sound generator and sequencer are organized, and explains the
basic operation. By reading this chapter, you can gain an overall understanding of the MC-505.

Chapter 2 Playing Patterns
This chapter explains how to play patterns, and how to use functions such as Real-Time Transpose, Mute,
and Part Mixer. Be sure to read this chapter. :

Chapter 3 Creating Original Sounds (Patch Edit/Rhythm Edit)
This chapter explains the parameters that modify the sound. Read this chapter so you better understand
how to use the knobs to control the sound when creating your ewn sounds.

Chapter 4 Applying Effects to the Sound (Effects)
This chapter explains the various effect types and how to use them. Read this chapter when you wish to
use effects.

Chapter 5 Pressing Chords to Produce Arpeggios {Arpeggiator)

This chapter explains how to set and use the arpeggiator. Read this chapter when you wish to use the
arpeggiator.
Chapter 6 Using the Keyboard Pads to Play Phrases (RPS)

This chapter explains how to use the RPS function and how to assign your own phrases. Read this chapter
when you wish to use the RPS function.

Chapter 7 Changing the Groove of a Pattern (Play Quantize)
This chapter explains how to set and use Play Quantize. Read this chapter when you wish to use the Play
Quantize function.

Chapter 8 Combining Phrases to Create a Different Pattern (MEGAMIX)

This chapter explains details of using MEGAMIX to combine phrases. Read this chapter when you wish to
use MEGAMIX to create patterns.

Chapter 9 Using the DBeam Controlier to Apply Various Effects
This chapter explains the details of using the DBeam controller. Read this chapter when you wish to use
the DBeam controller.

Chapter 10 Recording Patterns
This chapter explains how to record patterns, and how to modify the musical data that has been recorded.
Read this chapter when you wish to record patterns.

Chapter 11 Editing Patterns (Pattern Edit)
This chapter explains how to edit patterns. Read this chapter as necessary.

Chapter 12 Playing and Recording Songs
This chapter explains the details of playing and recording songs. Be sure to read this chapter so you better
understand how to work with songs.

Chapter 13 Editing Songs (Song Edit)

This chapter explains how to edit songs. Read this chapter as necessary.

Chapter 14  Using Memory Cards
Here you can learn how to use memory cards to back up your data, and how to make copies of a card. Be
sure to read this chapter before using memory cards.

Chapter 15  Configuration (System)
This chapter explains settings that determine the overall configuration for your MC-505, such as its tuning
and synchronization preferences. Read this chapter as necessary.

Chapter 16 Advanced Applications
This chapter explains how the MC-505 can be used with external MIDI equipment, and gives tips for creating
sounds and performing. Read this chapter when you are looking for ways to get more out of your MC-505.

Supplementary Information
Consult this chapter when the MC-505 does not function as you expect, or if an error message is displayed.
This chapter also contains information such as parameter lists and the MID] implementation.

Copyright © 1997 ROLAND CORPORATION
All rights reserved. No part of this publication may be reproduced in any form without the written
permission of ROLAND CORPORATION.



CAUTION
RISK OF ELECTRIC SHOCK

ATTENTION: risque bE CHOC ELECTRIGUE NE PAS QUVAIA constitute a risk of electric shock to persons,

CAUTION: TO REDUCE THE RISK OF ELECTRIC SHOCK,

NO USER-SERVICEABLE PARTS INSIDE.

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 enciosure that may be of sufficient magnitude to

The exclamation point within an equilateral triangle is

operating and maintenance (servicing) instructions in the

DO NOT REMOVE COVER (OR BACK). '. intended to alert the user to the presence of important

REFER SERVICING TO QUALIFIED SERVICE PERSONNEL. fiterature accompanying the product.

LINSTRUCTIONS PERTAINING TO A RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TO PEHSONSj

pry

IMPORTANT SAFETY INSTRUCTIONS
SAVE THESE INSTRUCTIONS

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

2. Do not use this product near water — for example, near a from the outlet when left unused for a long period of time.
bathtub, washbowil, kitchen sink, in a wet basement, or near 8. Care should be taken so that objects do not fall and liquids

. Read all the instructions before using the product. 8. The power-supply cord of the product should be unplugged

a swimming pool, or the like. are not spilled into the enclosure through openings.

3. This product should be used only with a cart or stand that is 10.The product should be serviced by qualified service
recommended by the manufacturer. personnel when:

4. This product, either alone or in combination with an amplifier A. The power-supply cord or the plug has been damaged; or
and headphones or speakers, may be capable of producing B. Objects have fallen, or liquid has been spilled onto the
sound levels that could cause permanent hearing loss. Do product; or
not operate for a long period of time at a high volume level C. The product has been exposed to rain; or
or at a level that is uncomfortable. If you experience any D. The product does not appear to operate normally or
hearing loss or ringing in the ears, you should consult an exhibits a marked change in performance; or
audiologist. E. The product has been dropped, or the enclosure

5. The product should be located so that its location or position damaged.
does not interfere with its proper ventilation. 11.Do not attempt to service the product beyond that described

6. The product should be located away from heat sources such in the user-maintenance instructions. All other servicing
as radiators, heat registers, or other products that produce should be referred to qualified service personnel.
heat.

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

For the USA -

“GROUNDING INSTRUCTIONS

This product must be grounded. If it should malfunction or breakdown, grounding provides a path of least resistance for
electric current to reduce the risk of electric shock.

This product is equipped with a cord having an equipment-grounding conductor and a grounding plug. The plug must be
plugged into an appropriate outlet that is properly installed and grounded in accordance with all local codes and ordinances.

DANGER: improper connection of the equipment-grounding conductor can result in a risk of electric shock. Check with a
qualified electrician or serviceman if you are in doubt as to whether the product is properly grounded.

Do not modify the plug provided with the product — if it will not fit the outlet, have a proper outlet instalied by a quatified
electrician.

J
e For the U.K.-—\
WARNING:  THIS APPARATUS MUST 8E 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 piug 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. )
N

The product which is equipped with a THREE WIRE GROUNDING TYPE LINE PLUG must be grounded.



USING THE UNIT SAFELY

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

About /A WARNING and /N CAUTION Notices

About the Symbols

/A\WARNING

Used for instructions intended to alert
the user to the risk of death or severe
injury should the wunit be wused
improperly.

/A CAUTION

Used for instructions intended to alert
the user to the risk of injury or material
damage should the unit be used
improperly.

* 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.

/AWARNING |

» Before using this unit, make sure to read the ﬁ
instructions below, and the Owner's Manual.

¢ Do not open or perform any internal modifications ®
on the unit.

* Make surc you always have the unit placed so it is o
level and sure to remain stable. Never place it on
stands that could wobble, or on inclined surfaces.

* Avoid damaging the power cord. Do not bend it ®
excessively, step on it, place heavy objects on it, etc. A
damaged cord can easily become a shock or fire haz-

ard. Never use a power cord after it has been dam-
aged.

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

* Protect the unit from strong impact.
(Do not drop itf)

¢ Do not force the unit's power-supply cord to share ®
an 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 insula-

tion on the cord to heat up and eventually melt
through.

A

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.

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.

ALWAYS OBSERVE THE FOLLOWING

| /A WARNING |

* Before using the unit in a foreign country, consult A
with your retailer, the nearest Roland Service Center,

or an authorized Roland distributor, as listed on the
"Information” page.

I /\ CAUTION |

» Always grasp only the plug on the power-supply
cord when plugging into, or unplugging from, an
outlet or this unit.

e Try to prevent cords and cables from becoming
entangled. Also, all cords and cables should be placed &
so they are out'of the reach of children. ‘

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

* Never handle the power cord or its plugs with wet ®
hands 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.

* Before cleaning the unit, turn off the power and ¥,
unplug the power cord from the outlet (Quick Start, =
p-5).

* Whenever you suspect the possibility of lightning ge®"

in your area, pull the plug on the power cord out of =
the outlet.
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Main Features

High-performance synthesizer sound
generator

A high-performance synthesizer module is featured
for sound generation. A rich array of parameters,
including sharp filters and standard ADSR envelopes
can be modified from panel knobs and sliders to create
sounds with the same hands-on immediacy as on vin-
tage analog synthesizers. The MC-505 will also func-
tion as an 8-part multitimbral sound module.

Cutting-edge patterns that lead the
scene

The MC-505 contains 248 high-quality preset patterns
for immediate use and 466 RPS patterns. Since the pat-
terns cover a wide range, from techno to reggae, this
instrument provides everything you need for most sit-
uations.

The sounds of today

The MC-505's carefully selected 512 sounds and 26
rhythm sets are just what you need for today’s dance
scene, and include great sounds from vintage instru-
ments such as the TB-303, JUNO, JUPITER and TR-
808/909. From the day you purchase the MC-505, you
will be enjoying cutting-edge sounds that cannot be
obtained on any other synthesizer.

Original sounds that you create can also be stored in
internal memory for immediate access.

Three sophisticated digital effect units
High-performance DSP (digital signal processing)
technology provides you with a wide range of effects.
Three multi-effect units are provided: Reverb adds
reverberation, Delay adds echo-like effects, and EFX
(general-purpose multi-effect unit) provides 24 types
of effect that have been optimized for dance music.

Six outputs for flexibility

In addition to the stereo outputs, the MC-505 provides
two sets of stereo direct outputs. This lets you apply
external effects to specific rhythm instruments, or to
use an external mixer to perform detailed mixing.

A sequencer to help your ideas take
shape

You can construct a song in real time as you play, sim-
ply by switching the playback patterns. During
recording, you can switch the recording part to record
non-stop.

The MC-505’s internal memory by itself can contain
approximately 95,000 notes (up to 200 patterns). By
using a memory card (SmartMedia), the capacity can
be boosted to a maximum of approximately 480,000
notes (up to 200 patterns).

MEGAMIX

The MEGAMIX function lets you replace phrases of a
part in real time to create totally different patterns.
Even without recording patterns yourself, your own
sense of rhythm is all you need to create any number
of original patterns.

Use the arpeggiator to create phrases
You can play arpeggios simply by pressing the key-
board pads. Your musical imagination and taste are all
you need to create completely new phrases.

RPS (Real-Time Phrase Sequence) func-
tion

You can play back phrases simply by pressing a single
keyboard pad. This has a wide variety of uses, such as
adding accents during a song, or playing an entire
song using just RPS. '

Play Quantize changes the groove in
real time

The MC-505 provides three types of play quantize:
Grid, Groove and Shuffle. Simply by rotating a knob,
you can produce your own “groove” in real time.

Controls for live performance

The MC-505 is designed for live performance, with

features such as a mute button that lets you instantly
silence the playback of a specific part or rhythm
instrument, a Real-Time Transpose function that lets
you transpose during pattern playback, and a part
mixer that provides sliders to control all parts simulta-
neously. Of course, you can also move knobs during
pattern playback to modify the sound in realtime, and
knob movements can be transmitted as MIDI mes-
sages.

DBeam controller

The DBeam controller gives you control over a variety
of effects, simply by moving your hand. In conjunction
with the visual element, this can be a powerfully
impressive addition to a live performance.

* The DBeam has been licensed from Interactive Light, Inc.

Low Boost function for solid bass

The Low Boost that was so popular on the MC-303 has
been redesigned so it is even more powerful. In addi-
tion to the previous features, the MC-505 now features
an Octave function that generates sound one octave
below the original sound, for powerful ultra-low bass.



Front and Rear Panels

I 6  CURRENT Display
Front Pane 3 D BEAM CONTROLLER section NEXT Display
You can apply a variety of effects to patterns LCD Display
-I VOLUME Knob and patches simply by moving your hand. BEAT Indicator
Controls the overall volume of thef® 1 MIDI Indicator
MC-505. -

4 MODE Section SLAVE Indicator

Here you can switch the operating mode. . .
P 5 These show various types of infor-

|
BER RN RN RS WS G l l mation.
" - Ll

2  LOW BOOST Section L_

This controls the effect of the low 1 -
boost section. ' o -I I
5  FUNC Button | W I

This switches the function of the 1 and d—t SDS 3 l 6

various knobs. CURRENT
When the button is blinking, the
function printed in the box near|
each knob will be in effect.

7  DISPLAY Section
Use [INC] [DEC] or the VALUE dial [ ARPEGGIATOR

to select the parameter that you wish ® GRID
to modify. ® GROOVE
® SHUFFLE
DISPLAY.

TEMPD PIN  PTN/ RPS
/MIXER SET SONG SEl

TIMING ACCENT RATE
ERELRS T S - -[.:i

REVERB DELAaY N EFX |

ﬂﬁ%ﬂ

REVERB TIME DELAY TIME cTRL 1

HF DAMP FEEDBACK CTAL 2

EFXSREVERBLEVEL _ EFX-DELAY LEVEL CIRL 3
DELA 2

Modifies the groove of the pattern.

16 PLAY QUANTIZE Section '—

17 ARPEGGIATOR Section p o)
Settings for playing arpeggios.

Section
Gives you control over effects like
reverb and delay.

18 REVERB/DELAY/EFX  |mm= 'I

SELEC‘T
PART
MUTE

19 PART MIXER Section
Use the part sliders to modify various
settings for each part.

25 KEYBOARD PAD Section
Here you can select the effect of the
keyboard pads, and specify how they
will function when played as a key-
board.

27 WRITE Button
Press this button to save a pattern or
patch, or to initialize a parameter.

20 PART SELECT/TONE
SELECT Buttons

Use these buttons to select part/

tone/rhythm groups, and to switch

muting on/off.

During recording, these buttons

select velocity and gate time.

28 UNDO/REDO Button 29 SCALE Button
Press this button to cancel the previous During step recording, this button
operation, or to copy a parameter. selects the note value unit.

T
L-_

31 SHIFT Button 30 EDIT Button
This button is used in conjunction This button selects the editing pages
with other buttons. for a sound or pattern.
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Q  WAVE SELECT Button

L

l Select the waveform that will be the

8 BANK Section I basis of the sound.

Select the bank of the pattern or patch. I 11 FILTER/AMPLIFIER Section
1 O PITCH Section r Adjusts the brightness-and dynamics of

Adjusts the pitch of the sound. J [thesound.

. -
o o e mow munl 1 2 ENVELOPE Section
Adjusts time-varying changes in
pitch, brightness and volume.

A
MEMORY CAR

13 ENV SELECT Button

Use this button when making ENVE-
LOPE section settings and LFO1
o Bl DEPTH settings.

RESONANCE
14 LFO1 Section
w Applies cyclic change to the sound.

et [ 15 PORTAMENTO Section

E—%% ° * For settings such as portamento and

pORTAMENTO solo, which determine how the sound
will be played from the keyboard pads.

E‘] = g ]
21 INC/DEC (Increment/
Decrement) Buttons

"' - "'“"' . - :""‘ VALUE Dial

- Use these to modify the value of a

[ SEQUENCER parameter.

ﬂ BI\TA\'ED '/:nesr MEASURE

OO COada l.l22 PAGE</PAGE> Buttons

L3 U] by [
i

- I Use these to move between screen
ot aliliOfen wil-Siin yom FiliS n pages in the display.
[ ) 1 ] In pages where you need to supply a
. " . . I l name, they move the cursor.
o
; 1
I LL {23 ENTER/EXIT Buttons
32 Use these buttons to execute/cancel

an operation, or to exit from a set-
ting page.

24 SEQUENCER Section

These buttons control sequencer
playback and recording operations,
etc.

re——-
i
i

e L

26 KEYBOARD PADS 32 71AP Button

Use these pads to play sounds or to play The tempo can be adjusted by
back patterns or RPS. Normally, the key pressing this button at the desired
marked “2” will be C4. timing.

* Movements of the knobs or buttons in sections marked by numbers
on a white background can be recorded in a pattern.

11




Rear Panel

1 PHONES Jack

Accepts connection of headphones.

2 OUTPUT Jacks

MIX L {(MONO), R/DIRECT1 L (MONO), R/DIRECT2 L (MONO), R

Provide output of the audio signals. Connect them to your keyboard amp, audio system, or mixer etc. Use audio
cables (sold separately) to make connections.

3 PEDAL Jack

An optional pedal switch can be connected here to control a variety of functions.

4 MIDI IN/OUT Connectors

External MIDI devices can be connected here. Use MIDI cables (sold separately) to make connections.

5 MEMORY CARD Slot

An optional memory card (SmartMedia) can be inserted here.

6 AC Inlet

Connect the included power cable here.

7 POWER Switch
This switch turns the power on/off.

12



Imporfant Notes

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

¢ Unfortunately, it may be impossible to restore the
contents of data that was stored in the unit’'s memo-
ry, a memory card or another MIDI device (e.g., a
sequencer) once it has been lost. Roland

Power SUpply Corporation assumes no liability concerning such
¢ Do not use this unit on the same power circuit with loss of data.
any device that will generate line noise (such as an
electric motor or variable lighting system). » Use a reasonable amount of care when using the
* Before connecting this unit to other devices, turn off unit’s buttons, sliders, or other controls; and when
the power to all units. This will help prevent mal- using its jacks and connectors. Rough handling can
functions and /or damage to speakers or other lead to malfunctions.
devices. * Never strike or apply strong pressure to the display.
* When connecting / disconnecting all cables, gras
Placement ecting / & grasp
. . i ) i . the connector itself—never pull on the cable. This
» This device may interfere with radio and television way you will avoid causing shorts, or damage to the
reception. Do not use this device in the vicinity of cable’s internal elements.

such receivers. . .
¢ A small amount of heat will radiate from the unit

. during normal operation.
Maintenance uring P

* 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 impreg-
nated with a mild, non-abrasive detergent.
Afterwards, be sure to wipe the unit thoroughly
with a soft, dry cloth. * When you need to transport the unit, package it in

the box (including padding) that it came in, if possi-

ble. Otherwise, you will need to use equivalent
packaging materials.

» 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 con-
cerned about those around you (especially when it
is late at night).

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

* SmartMedia is a trademark of Toshiba corporation.

» All product names mentioned in this document are
trademarks or registered trademarks of their respec-
tive owners.

The sounds, phrases and patterns contained in this product of any copyright of any third party arising out of use of the
are sound recordings protected by copyright. Roland here- sounds, phrases and patterns in this product.

by grants to purchasers of this product the permission to

utilize the sound recordings contained in this product for Importunt

the creation and recording of original musical works; pro- Please observe the following points when using the MC-
vided however, the sound recordings contained in this 505.

product may not be sampled, downloaded or otherwise re- Various types of data required for the MC-505's operation
recorded, in whole or in part, for any other purpose, includ- are held in internal flash memory. If the power is turned off
ing but not limited to the transmission of all or any part of while data is being written to flash memory, writing will
the sound recordings via the internet or other digital or not be completed correctly, and subsequent operation can
analog means of transmission, and/or the manufacture, for be affected.

sale or otherwise, of any collection of sampled sounds, While the following display appears, never turn off the
phrases or patterns, on CD-ROM or equivalent means. power or remove the memory card.

The sound recordings contained in this product arc the Processifd
UL T S = —

original works of Roland Corporation. Roland is not . -
i ¢ o besr Fower O !

responsible for the use of the sound recordings contained in

this product, and assumes no liability for any infringement
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Chapter 1. an Overview of the MC-505

A brief explanation of the MC-505’s internal organiza-
tion was provided in the Quick Start manual, but this
chapter contains a more detailed explanation of the
basic sections: the controller section, sound generat-
ing section, and the sequencer section.

How the MC-505 Is Organized

Sound generator Sequencer
section section :
Playback i
]
Performance Recording :

Controller section{keyboard pads, knobs, etc.)

Controller

On the MC-505, the controller section includes the
keyboard pads, the panel knobs and sliders, the D
Beam controller, and a pedal switch connected to the
rear panel. By operating these controllers, you can
play or modify sounds.

Sound Generator

This is the section that produces the sound. The
sound generator produces sound in response to data
it receives from the MC-505's controllers and its
sequencer. It can also be played by MIDI messages
that arrive from an external MIDI device.

Sequencer

The sequencer section records controller operations
(knob movements) as MIDI messages, and can play
back the MIDI messages that were recorded. MIDI
messages that have been recorded on the sequencer
can also be transmitted from the MIDI OUT connec-
tor, and used to control external MIDI devices.

14

About the Sound Generator

Tones and Patches

“Tones” are the smallest unit of sound used by the
MC-505, and one tone produces one sound. Up to
four of these tones can be combined to create a
“patch,” which is a single sound that you play. There
are two types of patches: “Preset Patches” which are
already built into the MC-505, and “User Patches”
which are the patches that you create.

Tones and patches are organized as illustrated below.

LEO 2

: i
% PITCH ENV
3

Modity the pitch
over #me

* The way in which the four tones are combined will deter-
mine how they will sound. This is determined by the
Structure Type parameter.

w& “Changing How Tones Are Combined and
Played (Common)” (p. 54)
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Rhythm Set

A collection of various rhythm instruments (rhythm
tones) is referred to as a Rhythm Set. A different
rhythm tone can be assigned to each key (note num-
ber}, allowing you to use a large number of rhythm
tones at once. There are two types of rhythm sets:
“Preset Rhythm Sets” which are already built into the
MC-505, and “User Rhythm Sets” which accommodate
the rhythm sets that you create.

R FH Y THA TONE (B5)

PITCH
EN
T

Part

You can think of “Parts” as slots into which Patches
are placed. They can be thought of as being a little like
musicians. You can select a patch (instrument) for each
part (musician), and play multiple parts at once. The
MC-505 has eight parts for pattern playback, and you
can adjust the volume and pan etc. for each part.

Sound source section

Rhythm Set : Setup parameters

' Setup parameters §

:.. Setup parameters

Setup parameters

” Setup parameters

EI  Setup parameters

Setup parameters

Patch Setup parameters

Parts 1-7

For each of these parts, you can select a patch and play
melodic, bass or chordal instruments. Since it is also
possible to select an individual rhythm tone, you can
also use one of these parts as an auxiliary rhythm part.

Rhythm part
For this part, you can select a rhythm set and play per-
cussion instrument sounds.

About simultaneous polyphony

The MC-505 is able to play up to 64 notes simultane-
ously. If the incoming musical data requests more than
64 notes simultaneously, some notes will drop out.
When using patches with a long release time or when
using RPS, be careful not to exceed the maximum
simultaneous polyphony. The number of notes that
can be sounded will actually depend not only on the
number of notes being played, but also on the number
of tones that are used by each patch.

For example, if you are playing a patch that uses four
tones, that patch will take up four times the number of
notes that are played.

If you would like to know about the polyphony

settings...

+ The Voice Priority parameter can be set for
each patch to specify how notes will be turned
off when the maximum polyphony is exceed-
ed.

= “Changing How Tones Are Combined and

Played (Common)” (p. 54)

* The Voice Reserve parameter can be set to
specify a minimum number of notes that will
be reserved for each part.

ww “Specifying the Number of Notes for Each

Part (Voice Reserve)” (p. 164)

15
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About the Sequencer

The sequencer records your performance and con-
troller operations as musical data. Playing back the
sequencer will cause this recorded musical data to be
sent to the sound generator, making it produce sound.
In other words, the sequencer plays the instrument
instead of the musician.

In the sense that it records and plays back a perfor-
mance, a sequencer is similar to a tape recorder.
However, it has unique advantages: the tempo can be
modified without affecting the pitch, there is no
decrease in sound quality no matter how many times
you play something back, and extremely detailed edits
can be made at will.

Patterns

Patterns are musical data of various genres for the
sequencer to play back, and can be selected even while
they play back. The data within each pattern is divid-
ed into parts, and you can record or play back each
part separately, or modify the musical data inside each
part. For each pattern, you can also specify things such
as the patch and volume that will be used by each
part.

Sound source Sequencer
section section

o
=
|

s |
Zxm

Parts for pattern  Currentry

playback playing Pattern Parts seflings

(Patch selection and
setup parameters)

There are two types of patterns: “Preset Patterns”
which are already built into the MC-505, and “User
Patterns” which can contain patterns that you create.

Songs

A sequential arrangement of two or more patterns is
called a “song.” When you play back a song, the pat-
terns in the song will play back in succession. A song
can contain up to 50 patterns.
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About Memory

“Memory” refers to the place where patch settings and
musical data for patterns and other things are kept.
The memory of the MC-505 is divided into three areas:
System Memory, User Memory, and Preset Memory.
There is also a “temporary area” within memory, into
which data is placed when you select a patch or pat-
tern, and the data in the temporary area is what you
are actually playing and editing.

System Memory

System Memory contains settings for the system para-
meters that configure the MC-505. These include para-
meters that determine the overall operation of the
sound generator or sequencer, and MIDI-related set-

tings.

User Memory

The contents of User Memory can be overwritten, and
are used to store settings or musical data that you cre-
ate. User Memory stores 256 patches, 200 patterns, 50
songs, 60 RPS sets, and 30 pattern sets.

_* At the factory settings, the User Patches have the same

contents as Preset Memory. The User Patterns are empty.

Preset Memory

The contents of Preset Memory cannot be rewritten.
Preset Memory contains 512 patches and 714 patterns.
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Temporary Area
(Temporary pattern)

When you play a sound or select a patch for editing,
the selected patch is called into a location known as
the “temporary area.”

When you edit or record a pattern, the contents of the
pattern are automatically copied to U:TMP (temporary
pattern ), and your operations will affect this data.

Memory Card
An optional memory card can be used to store 512
User Patches and 200 User Patterns, just as in the user
memory of the MC-505.

MC-505 MEMORY CARD

SYSTEM

* The data in memory will be preserved even if the power is
turned off, and can be recalled at any time. However, the
data in the temporary area will be lost when the power is
turned off.

When you modify the settings of a patch or the con-
tents of a pattern, you are actually modifying the data
that was called into the temporary area or the tempo-
rary pattern. (In other words, you are not directly
modifying the data in memory.) If you wish to keep
the changes that you have made to the patch or pat-
tern, you must save the data as a user patch or user
pattern.

= “Saving Patches You've Created (Patch
Write)” (p. 61)
¥ “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Basic Operation
Modifying a Value

To select a patch or pattern, or to modify a parameter
value, use the VALUE dial or the INC/DEC buttons.

INC button/DEC button

To increase a value press [INC]. To decrease a value
press [DEC].

If you continue pressing the button, the value will con-
tinue to change.

If you press one button while holding down the other
button, the value will change rapidly.

If you hold down [SHIFT] and press a button, the
value will change in larger steps.

VALUE dial
To increase a value, rotate the [VALUE] dial clock-
wise. To decrease a value, rotate the [VALUE] dial

counterclockwise.
If you hold down [SHIFT] as you rotate the [VALUE]
dial, the value will change in larger steps.

17
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0000 R R

Canceling the Previous Operation
(Undo/Redo)

The function that restores an edited musical data to its
previous condition is called Undo, and the function
that restore the “undone” or musical data to the edited
condition is called Redo.

The MC-505 lets you use undo/redo for the following
operations. This is convenient when you wish to can-
cel a change, or to compare your edits with the origi-
nal data.

¢ Pattern Edit = “Editing Patterns (Pattern
Edit)” (p. 146)

+ Song Edit = “Editing Songs (Song Edit)” (p.
157)

¢ Pattern Recording == “Recording Patterns”
(p. 127)

* Song Recording s “Recording a Song” (p.
155)

0

1. Make sure that the pattern or song select
page is displayed.

2. Press [UNDO/REDO].
The following display will appear.

UNDO/
REDO

LIFD0 ]

Ao Yo Surs 7

PARAM COPY

3. Press [ENTER], and your changes will be
“undone,” restoring the value to its
unmodified state.

4. Press [UNDO/REDO] once again.
The following display will appear.

REDD ] ]

Hre Yo Sure

5. Press [ENTER], and your changes will be
“redone,” returning the value to its edited
state.

* Undo/Redo operations must be done inmmediately after
you modify the data. Once you save the modified pattern,
the undo/redo operation will no longer be available. Also,
if you use a different operation to make a further change
to the data, it will no longer be possible to undo/redo to
the change that was made first.

18

When you execute an operation that modifies a large
amount of data, such as during pattern editing, the fol-
lowing message may appear. If you are sure you will
not need to revert to the original data, press [ENTER]
to execute the operation. If you wish to cancel the
operation, press |[EXIT].

Memorg iz low!
Carmot UHDO. OK?




Chapter 2. Playing Patterns

Playing Patterns

1. Make sure that the PTN indicator is lit.
If it is not lit, press [MODE] to make it light (Pattern
mode).

2. Press [PTN/SONG].

The indicator will light.

The display will'indicate the bank, number and name
of the currently selected pattern.

__CURRENT _ _ NEXT
ri i IR
i e
EONG FTH P:O01
PRz Trance 1

3. Press one of the buttons [PRESET]/[USER]/
[CARD] to select the bank.

BANK
PRESET USER CARD
%REVERB %DELAY  ¥EFX

[PRESET] P: (Preset bank)

[USER] U: (User bank)

[CARD] (:(Card bank)

Each time'you press the same bank button, the num-
ber will change in steps of 100.

4, Use [INC] [DEC] or the [VALUE] dial to select
the number.
Range: P:001-P:714, U:001-U:200, C:001-C:200
The number and name in the display will change.
A pattern has now been selected.
* P:249-P:714 are RPS patterns. Each pattern contains one
phrase.

* The card bank can be selected only if an optional memory
card is inserted.

(= “Using Memory Cards” (p. 159)

5. Press [PLAY] and the pattern will play
back.

PLAY

»

The pattern that is currently playing back is referred to
as the “current pattern,” and the pattern that is sched-
uled to play next is called the “next pattern.”
Immediately after a pattern plays back, the CURRENT
display and the NEXT display will show the same pat-
tern number, and that pattern will play back repeated-
ly.

6. Use steps 3-4 to select the next pattern.
The display will indicate the bank, number and name
of the next pattern.

When you select the next pattern, the “I ” at the left of
the pattern name will change to “f+ .”

_CURRENT ____NEXT ___
1

00 Rl 002
FTH P: 002

FFz2 Trance &

*

7. When the current pattern plays to the end,
the next pattern will automatically be
selected.

8. Press [STOP] and the pattern will stop play-
ing.

STOP

Y

Wihen the pattern changes, or when it is close to repeat-
ing, the NEXT display will begin blinking to remind you
of this. While this is blinking, it is not possible to select
the next pattern.

*

If you press [STOP] to stop playback after selecting the
next pattern, the pattern that you had reserved will be
canceled.

'3

With the factory settings, the user bank contains empty
patterns that contain no musical data. Even if you select
an empty pattern, it will not play back. If you specify an
empty pattern as the next pattern, playback will stop the
instant that the pattern changes.
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[ RN R ]

Fast-forward and rewind

Each time you press [FWDJ, the pattern will advance
one measure. Each time you press [BWD], the pattern
will go back one measure.

If you hold down [SHIFT] and press [FWD], you will
advance to the last measure. If you hold down [SHIFT]
and press [BWD], you will return to the beginning.
While the pattern is stopped, you can press [STOP] to
return to the beginning.

When a pattern is stopped, a decimal point will some-
times be displayed in the lower right of the NEXT dis-
play. This indicates that the pattern was stopped in the
middle of the measure.

NEXT
1
L L

If you would like to know what kind of pat-
terns are available...
= “Preset Pattern List” (p. 203)

Viewing the Number of
Measures in a Pattern

If you wish to know the total number of measures in
the current pattern, or the current playback location,
use the following procedure.

1. Press [MEASURE].

While the button remains pressed, the CURRENT dis-
play will indicate the total number of measures in the
pattern, and the NEXT display will indicate the play-
back location (measure and beat). A display as shown
below indicates that

“the total number of measures = 16 measures,
back location = measure 12 beat 3”

"o

play-

CURRENT NEXT

MEASURE o
i1
= HE -

Changing patterns instantly

By pressing PAGE [<] [>] while a pattern is playing
back, you can switch immediately to the previous or
next pattern. In this case the pattern will playback the
optimal tempo for that pattern.

Also, if you make a new recording and create a pattern
that is only one measure long, and play back this pat-
tern, it will in some cases be impossible to use [INC]
[DEC] or the [VALUE] dial to select the next pattern.
In such cases, use PAGE[<] [>] to change patterns.
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Adjusting the Tempo A

The tempo can be adjusted freely even while a pattern
is playing back.

Using the VALUE Dial to Adjust
the Tempo

1. Press [TEMPO/MIXER].

The indicator will light, and the display will indicate
the current tempo value.

TEMPO CURRENT NEXT
/MIXER ——
> i

2. Use the [VALUE] dial to modify the tempo
(20.0-240.0 BPM).

The tempo can be adjusted in 0.1 BPM steps.

By holding down [SHIFT] and rotating the [VALUE]

dial, you can adjust the tempo in 1 BPM units.

Pressing a Button to Modify the
Tempo (Tap Tempo)

You can modify the tempo by the rate at which you
press the TAP button.

1. At quarter-note beats, press [TAP] three or
more times at the desired tempo.

The tempo will be calculated automatically, and set to

the interval at which you pressed the button.

CURRENT NEXT
g > Taln| 1
!@ ‘3 '@ ~ Mt ~

You can use the TAP button to modify the tempo even
when the tempo value does not appear in the display.
The BEAT indicator lets you check the tempo and time
signature. The indicator will blink in red on the first
beat of each measure, and in green on subsequent
beats.

BPM
BPM stands for Beats Per Minute, and indicates the
number of quarter notes that occur in one minute.

Standard tempo

An optimal tempo is already set for each pattern. This
is called the “standard tempo.”

If you select another pattern while pattern playback is
stopped, the tempo will change to the standard tempo
of that pattern. When you usc [INC] [DEC] or the
[VALUE] dial to switch to another pattern during pat-
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tern playback, the tempo value of the previous pattern
will be maintained.

Muting Patterns

During pattern playback, you can mute the playback
of a specific part or rhythm tone.

Muting a Part (Part Mute)

1. Press [PART MUTE].
The indicator will light, and the PART button [R}- [7]
indicators will show the current status of that part.

PART
MUTE

Blinking: The playback data is muted.
Lit: The playback data is not muted
Dark: There is no playback data.

2. Press the PART button of the part that you
wish to mute.

The indicator of the button you pressed will begin

blinking, and the playback data will be muted.

/\I/ \!/ \I/ \l/ \I/

D-\DDE ?
PAEIES ZIIN TN 21N 7 NSNS

To cancel muting, press the PART button of the muted

part to make the indicator light.

* The indicator will not light even if you press the PART
button of a part that is dark.

* None of the preset patterns P:001-P:248 contain playback
data for part 1.

You can change the mute status of each part,
and save the setting in a user pattern.

v “Saving Patterns You’'ve Modified (Pattern
Write)” (p. 26)

Muting Individual Rhythm Tones in

the Rhythm Part (Rhythm Mute)

You can mute the playback of specific rhythm groups
in the rthythm part.

1. Press [RHYTHM MUTE].

The indicator will light, and the RHYTHM button
[BD]- [OTHERS] indicators will show the current sta-
tus for each rhythm group.

RHYTHM
MUTE

Blinking: The playback data is muted.
Lit: The playback data is not muted.
Dark: There is no playback data.

2. Press the RHYTHM button for the rhythm
group that you wish to mute.

The indicator of the button you pressed will begin

blinking, and the playback data will be muted.

CLP CYM TOM/PERC HIT OTHERS
\i/\!/\I/\ N s oo T

%m®%m%m%

To cancel muting, press the muted RHYTHM button

to make the indicator light.

* The indicator will not light even if you press the

RHYTHM button of a rhythm group that is dark.

(77 You can modify the mute status of each rhythm
group, and save the settings in a user pattern.
= “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

* Rhythnt mute settings will not be active if the Part Mute
function has been used to mute the rhythm part itself.

* The rhythm tones that are muted by each RHYTHM but-
tor will depend on the selected riythm set.

If you would like to know which rhythm tones
correspond to each rhythm group...
& “Preset Rhythm Set List” (p. 196)

Other type of muting

In addition to Part Mute and Rhythm Mute, a variety
of other muting operations are available. Use them as
appropriate for your needs.

Simultaneously muting all parts (All Mute)

Hold down [Part Mute] and press [Rhythm Mute] (or
hold down [Rhythm Mute] and press [Part Mute]).
The indicator of [PART MUTE] will blink and all parts
will be muted. Perform the same operation once again
to return to the previous condition.

Playing back only a specific part (Monitor)
Hold down [PART MUTE] and press the PART button
for the part that you wish to hear.

Exchanging the mute status of each part (Mute

Exchange)
Hold down [PART MUTE] and press [PART SELECT].
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e

Playing back the next pattern with the current mute
settings (Mute Remain)

With the next pattern selected, press [PLAY] to make
the indicator blink, and the current mute status will be
maintained for the next pattern.

Transposing During Playback
(Real-Time Transpose)

During pattern playback you can freely transpose to
any key.

Using the VALUE Dial or [INC]

[DEC]

1. Hold down [TRANSPOSE] and use the
[VALUE] dial or [INC] [DEC] to specify the

transpose value.
Range: -12-+12 semitones (factory setting is 0)

NEXT

TRANS- f\
POSE __CURRENT _
+ l'_'J1> e -

The display will indicate the current setting while you
continue pressing the button.

2. The transposition will be applied from the
moment that you release the button.

To return to the original key, press [TRANSPOSE]

once again to make the button indicator go dark.

Using the Keyboard Pads

1. Hold down [TRANSPOSE] and press a key-
board pad to set the transpose value.

The transpose value can be set in a range of -12-+12

semitones, above and below the C4 key (which will be

keyboard pad [2] if Octave Shift is “0”).

To specify a negative value, set Octave Shift to “-1.”

22

2. The transposition will be applied from the

moment that you press the keyboard pad.
To return to the original key, press [TRANSPOSE]
once again to make the button indicator go dark.

r “Shifting the Keyboard Range in One-
Octave Steps (Octave Shift)” (p. 23)

* When the power is turned on, Real-Time Transpose will
always be set to “0.”

* When the [PTN CALL] or [RPS] indicator is lit, the key-
board pads cannot be used to make settings.

Using the Keyboard Pads to
Play Sounds

1. Make sure that the [PTN CALL] and [RPS]
indicators are both dark.

PTN
CALL RPS

2. Press [PART SELECT].
The indicator will light.

PART
SELECT

3. Press the PART button for the part that you
wish to play.
The indicator will light.

2 3 a 5 6 7

[ 1
----%----

4. Play the keyboard pads, and you will hear
the sound of that part.

If a MIDI keyboard is connected, you can play the key-

board to hear the sound of the part selected by the

PART button. The keyboard pads correspond to an

actual keyboard as follows:

BCCHDD#EE FFEGGEAAEB CC#D
C# D# F# G# A# C#

B C b EF G A BC D
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The part selected by the PART SELECT button and
PART buttons is referred to as the “current part.”

Checking the parts that are sounding

When the [PART SELECT] indicator is lit, the part
indicators [R]-[7] will light at the timing at which key-
board pads are played or notes of the pattern are
played. This is convenient when you wish to know
which parts are currently sounding.

Shifting the Keyboard Range in
One-Octave Steps (Octave Shift)

Octave Shift is a function that shifts the pitch of the
keyboard pads in one-octave units. This lets you shift
the range of the keyboard pads to the most convenient
range for playing.

Normally when you press keyboard 2, the pitch of the
C4 note (middle C) will sound. (Both OCTAVE but-
tons dark.)

PCTAVE‘*- CURRENT NEXT
L
= 0 - I
2
—
——
]
¥
C4

1. Press OCTAVE [-] [+] to shift the pitch range
(-4~+4).

The keyboard will be shifted in the +/- direction, and

the button indicator will light.

__CURRENT _ ___NEXT__
M

OCTAVE
~ +

Each time you press OCTAVE [+], the range will be
shifted upward by one octave. Each time you press
OCTAVE [-], the range will be shifted downward by
one octave. While you are pressing an OCTAVE but-
ton, the display will indicate the current setting. You
can press the OCTAVE[-] [+] buttons simultaneously
to return immediately to the normal key range.

Selecting Sounds (Patch)

1. Use [PART SELECT] and the PART buttons to
select the current part.

For parts 1 through 7, you can select patches. For the

rhythm part, you can select rhythm sets.

2. Press [PATCH].

The indicator will light.

The display will indicate the bank, number and name
of the currently selected patch (thythm set).

PATCH F'F{T'::H F: Hﬂﬂ‘ﬁ
Lead TE 1
FEHYTHM P01
TRE—2E%

3. Press either [PRESET], [USER], or [CARD] to
select the bank.

BANK
PRESET USER . CARD
#REVERB #DELAY .  ¥EFX

Patch banks are organized as follows:

[PRESET] P:A-D (preset banks)

[USER] U:A, B (user banks)

[CARD]  C:A-D (card banks)

Each time you press the same bank button, the bank
will cycle in the order of A->B->C->D...

Rhythm set banks as organized as follows:

[PRESET] P: (preset bank)

[USER] U: {user bank)

[CARD] C: (card bank)

* Card banks can be selected only if an optional memory
card is inserted.

ARk “Using Memory Cards” (p. 159)

4, Use [INC] [DEC] or the [VALUE] dial to select
the number.

Available settings:

Patch: P:A001-P:D128, U:A001-U:B128,

C:A001-C:D128

Rhythm set: P:01-P:26, U:01-U:20, C:01-C:20

The number and name in the display will change.

The patch (rhythm set) has now been selected.

™ If you would like to know what patches/rhythm
sets are available...
= “Preset Patch List” (p. 192)
s “Preset Rhythm Set List” (p. 196)
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Hold

If you press [HOLD] to make the indicator light, the
sound will continue even after you take your finger off
of the keyboard pad. Press [HOLD] once again to
make the indicator go dark, and the sound will stop.

Using the Part Mixer to

Modify Pattern Settings

You can use the eight Part Sliders to adjust various
pattern settings, such as the volume and pan for each
part. These settings can even be modified in real time
while a pattern is playing, and slider movements can
be recorded in a pattern.

AN = “Recording Part Mixer Movements” (p. 130)

Adjusting the Volume of Each
Part (Part Level)

A
~ O LEVEL
ey
® PAN
® KEYSHIFT
® REVERB
® DELAY
& EFX/QUT
® MEGAMIX

1. Press [MIXER SELECT] several times to make
the LEVEL indicator light.

2. Move part sliders [R]- [7] to adjust the vol-
ume of each part.

Range: 0-127

Raising a slider will increase the volume. Lowering it

will decrease the volume.

With a setting of “127,” the volume setting of the patch

itself will be fully active.
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Adjusting the Pan of Each Part
(Part Pan)

You can adjust the stereo location in the stereo output
from the various OUTPUT jacks (MIX L/R, DIRECT1
L/R, DIRECT2 L/R). For example, you might place
the drums and bass in the center, the piano at right,
and a pad at left.

1. Press [MIXER SELECT] several times to make
the PAN indicator light.

2. Move the part sliders [R}- [7] to adjust the

pan of each part.

Range: L64-63R

Raising a slider will move the sound toward the right.

Lowering it will move the sound toward the left.

When this setting is at “0,” the setting of the patch

itself will be unaffected.

* Pan is specified independently for each tone of a patch (or
each rhythm tone of a rhythm set). Modifying the Part
Pan applies a relative change to the overall panning of the
patch or rhythm set.

* For some patches, a small amount of sound may be heard
from the opposite speaker even if the pan is set to full left
or full right. Also, the Part Pan setting will have no cffect
in the following cases.

s When monaural connections are used

 Tones/rhythm tones for which- Random Pan is ON

w5 “Causing Pan to Change Randomly (Random
Pan Switch)” (p. 46, 72)
¢ Patches/rhythm tones to which a mono-output EFX
(spectrum, overdrive, distortion, noise generator,
phonograph, limiter, phaser) is applied

The same applies for the Lo-Fi or Radio Tuning effects
if the output setting of them is set to MONO.

D] w “Applying Various Effects to the Sound
(EFX)” (p. 86)
= “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign)” (p. 104)
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Adjusting the Pitch of Each Part
(Part Key Shift)

You can adjust the pitch of the sound of each part.

1. Press [MIXER SELECY] several times to make
the KEY SHIFT indicator light.

2. Move the part sliders [R]- [7] to adjust the
pitch of each part.

Range: -48—+48 semitones

Raising the slider will raise the pitch. Lowering the

slider will lower the pitch.

If you hold down [SHIFT] and move the slider, the

pitch will change in units of an octave (12 semitones).

When the value is “0,” the original pitch of the patch

itself will be used without change.

In some cases, the Jocation of each slider before it is
moved may not match the actual setting. When you
press [TEMPO/MIXER], the display will graphically
indicate the current setting of each part. This is conve-
nient when you wish to check the current settings. The
current setting of the current part is shown at the
right, which is convenient when you wish to make
detailed settings. At this time you can use [INC] [DEC]
to modify the setting values of the current part.

fageR  (TONONRLN  Lewsl
ﬁ LHLTTLI4 F2= &

R1234567 Current Part

mhnnnsLi Far
HHLTTUUH F2= L3
R1234567 Current Part

TONONRLE E-Shift
U#LTTUI# F2= -24]

R1234567 Current Part

Selecting parameters in the opposite direction
Hold down [SHIFT] and press [MIXER SELECT], and
the indicator will advance in the direction opposite to
normal.

E‘:J In addition to this, you can use the sliders to
adjust things such as the effect depth for each
part.
== “Adjusting the Reverb Volume for Each Part
(Part Reverb Level)” (p. 80)
== “Adjusting the Delay Volume for Each Part
(Part Delay Level)” (p. 84)
= “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign)” (p. 104)

Specifying the Output
Destination for Musical Data

(Sequencer Output Assign)

You can specify the output destination for the musical
data of each part. For example, if you wish to use the
MC-505 together with a sampler such as the SP-202,
you can set Sequencer Output Assign to “EXT” for one
or more of the parts. This will allow playback data
from the MC-505 sequencer to control the external
MIDI device.

If you want to control an external MIDI device
such as a sampler...

sz “Playing an External MIDI Device from the
MC-505" (p. 174)

MC-505

RS R N

MIDI OUT
v

l SP-202 l

1. Hold down [SHIFT] and press keyboard
pad [8].

The Sequencer Output Assign setting display will

appear, and the screen will show the settings of each

part.

25
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Part
ME1Z234558FSER Ot
[:—_—] +. [IIIIIIIEEFI‘ IHT]
1 7~ "X Current Part
INT BOTH EXT

2. Use [PART SELECT] and the PART buttons to
select the part for which you wish to modi-
fy settings.

The setting value for the selected part will be shown at

the right of the display.

* “M” stands for the MUTE CTRL part, and mainly con-

tains muting data and tempo data (p. 131, 141).

3. Use [INC] [DEC] or the [VALUE] dial to select
the output destination.

INT(I): Musical data from the sequencer will be
sent to the internal sound generator of the
MC-505.

EXT (E): Musical data from the sequencer will be

sent to an external device via MIDI OUT.

BOTH (B): Musical data from the sequencer will be
sent both to the internal sound generator
and from MIDI OUT.

* If “EXT" is selected, that part will not be heard even if
you play back the pattern.

4. Press [EXIT] to leave the setting display.
Musical data from parts that are set to EXT will be
transmitted as MIDI messages from MIDI OUT on a
different MIDI channel for each part.

The musical data of each part is transmitted on the fol-

lowing MIDI channels.
Rhythm part: Ch. 10
Part 1: Ch.1
Part 2: Ch.2
Part 3: Ch.3
Part 4: Ch. 4
Part 5: Ch.5
Part 6: Ch.6
Part 7: Ch.7

If you wish to use the keyboard pads to directly play
an external MIDI device, set the Local Tx Switch of
that part to “EXT.”
17 "Disconnecting the Keyboard Pads from the
Internal Sound Generator (Local Tx Switch)" (p.
169)
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Saving Patterns You’'ve

Modified (Pattern Write)

If you have modified the patch and part mixer settings
for each part to create a pattern that you wish to keep,
you can save that pattern as a User Pattern.

1. Make sure that the pattern is stopped.

2. Press [PTN/SONG] to access the pattern
select page.

3. Press [WRITE].
The following display will appear, and “_" (the cur-
sor) will appear below the number.

WRITE

- FPTH-Write Uigddl
i Fzua Trance 1

If you do not wish to change the number or name, you
can skip steps 4-8.
If you decide not to save the pattern, press [EXIT].

4. Press [USER] or [CARD] to select the save
destination bank.

* CARD banks can be selected only if an optional memory
card is inserted.

= “Using Memory Cards” (p. 159)

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the pattern that is currently in the save
destination number. After you have found a pattern
that you do not mind overwriting, press
[UNDO/REDO] once again to return to the previous
display.

6. Press PAGE [~].
The cursor will move to the beginning of the second
line of the display.

FTH-brite Ur@az
Fewa Trance 1

7. Assign a name to the pattern.

Use [INC] [DEC] or the [VALUE] dial to select charac-
ters.

The following characters are available.

space, A~Z, a-z,0-9, 1 "#8§ % &' () "+, -. /i;<=>7?
@l¥]~_" {1}
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8. Repeat steps 6-7 to input the name.
You can move the cursor back toward the left by
pressing PAGE [<].

9. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

FTH-Write U@z
A= You Surs 7

10. Press [ENTER] once again.
Frocessing. ..
Feop Powsr OH !

The Pattern Write operation will be carried out, then
the normal display will reappear.
The pattern has now been saved.

On the MC-505, the following parameters are saved
for each pattern.

Standard Tempo (p. 20)

Patch Number * (p. 23)

Part Level * (p. 24)

Part Pan* (p. 24)

Part Key Shift * (p. 25)

Part Reverb Level * (p. 80)

Part Delay Level * (p. 84)

Part EFX/Output Assign * (p. 104)

Reverb settings (p. 79)

Delay settings (p. 82)

EFX settings (p. 86)

Part Mute status * (p. 21)

Rhythm Mute status (p. 21)

Sequencer Output Assign * (p. 25)

The “*" indicates parameters that are set independent-
ly for each part.

These parameters are collectively referred to as the
“setup parameters.”

Copying and Initializing Settings

Setup Copy
This operation copies the setup parameters of a speci-
fied pattern to the temporary pattern.

1. Press [PTN/SONG] to access the pattern
select page.

2. Hold down [SHIFT] and press [PARAM
COPY].

The display will indicate the copy source pattern, copy
source part, and copy destination part.

UDO/

SETUP-Cord
C::]'f'- Cipil- P11+ F'll

Copy source Copy source Co_f)T
pattem part destination
part
3. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source pattern, the copy source
part, and the copy destination part.
You can move the cursor by pressing PAGE [<] [>].
Available settings for the part:
R, P1-P7: Setup parameters of the specified part
FX: Effect setup parameters
ALL: All setup parameters’
If the copy source part setting is “FX” or “ALL,” it will
not be possible to specify the copy destination part.

4, Press [ENTER].
The confirmation screen will appear in the display.

SETUR-Corw
Are You Swee 7

5. Press [ENTER] once again.

Feer Pomer OH

ProcessifiT. .« . ]
i

The Setup Copy operation will be carried out, then the
normal display will reappear.

If you decide to cancel the operation, press [EXIT].

To save the copied pattern, use the Pattern Write oper-
ation.

= “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Pattern Initialize
This operation initializes a pattern to a state of con-
taining no musical data (empty pattern).

1. Press [PTN/SONG] to access the pattern
select page.

2. Select the pattern that you wish to initial-
ize.
* It is not possible to initialize if you select a preset pattern.

3. Hold down [SHIFT] and press [INITIALIZE].
The confirmation screen will appear in the display.
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4. Press [ENTER].

Frocezzind. ..
ke cuger OF !

l'[l l

=

The Pattern Initialize operation will be carried out,
then the normal display will reappear.

The pattern that was initialized will be saved automat-
ically.

Using the Knobs to Modify

the Sound During Playback
(Real-Time Modi?x)

You can freely modify the sound of a patch by moving
the sound parameter knobs while a pattern is playing.
This capability is referred to as Real-Time Modify, and
is especially effective when used during a live perfor-
mance. There are several ways in which Real-Time
Modify can be performed, and you can modify the
sound either of the entire patch or of individual
rhythm tones, etc.

Modifying the Sound of an Entire
Patch

Here’s how to modify the entire patch (rhythm set)
that is selected as the current part.

1. Select a pattern, and play it (p. 19).
Make the {[PTN CALL] and [RPS] indicators go dark.

2. Use [PART SELECT] and the PART buttons to
select the current part.

3. Make sure that the [TONE SELECT] indicator
is dark.

If it is lit, press [RHYTHM MUTE] to make the [TONE

SELECT] indicator go dark.

TONE RHYTHM
SELECT MUTE

In this state, you can modify all tones (rhythm tones)
of the entire patch.

4. Use the knobs to modify the sound.

28

Real-Time Modify can be used with the knobs and
buttons of the PITCH section, FILTER/AMPLIFIER
section, ENVELOPE section, LFO1 section and POR-
TAMENTO section.

When modifying the rhythm part, parameters of the
LFO1 section and the PORTAMENTO section are not
used.

If you wish to learn about the function of each
knob and button...

= “Creating Original Sounds (Patch Edit/
Rhythm Edit)” (p. 33)

You can switch the current part during playback to
change the part that you are modifying,.

Modifying the Sound of an
Individual Tone

Patches can consist of up to four tones, and you can use
Real-Time Modify to modify each tone individually.

1. Select a pattern, and play it (p. 19).
Make the {PTN CALL] and [RPS] indicators go dark.

2. Select a part 1-7 as the current part.
3. Press [TONE SELECT].

TONE  RHYTHM
SELECT MUTE

The indicator will light, and the RHYTHM buttons
will be as follows.

Turning each tone on/off

CLP

TH T em ..

7T~ 771X
? TONE SWITCH

ON ON
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Tones that have their button indicator lighted are ON.

Selecting the tone for Real-Time

Modify

LYM, TOM/PERC HIT  OTHERS

1N

TTTTTTTTONE SELECT

Select

Tones with a blinking (lit) button indicator will be
affected by Real-Time Modify.

For example, in the case of the above diagram, tones 1
and 2 (out of tones:1—4) are ON (sounding), and tone 1
will be affected by Real-Time Modify.

4. Press one of the buttons [CYM]/[TOM/
PERC]/[HIT]/[OTHERS] to select the tone that
will be affected by Real-Time Modify.

The indicator of the selected button will begin blink-

ing. When you press [TONE SELECT], all tones will

always be selected.

By holding down one button while you press another
button, you can also select two or more tones. When
two or more tones are selected, the indicator of the
first-pressed tone will be blinking, and the indicators
of the tones that were pressed later will be lit. The
panel indicators will show the Filter Type and LFO
Waveform etc. of the blinking tone.

5. Use the knobs to modify the sound.

The part button indicator for the current part will

begin blinking.

* If a tone that is turned off is selected for modification by
Real-Time Modify, attempting to modify it will have no
result. If you wish to play a tone that is turned off, press
the appropriate button [BD]- [CLP] to make the button
indicator light for the desired tone.

Modifying the Sound for an
Individual Rhythm Group

In the rhythm part, a different rhythm tone is assigned
to each key, and you can use Real-Time Modify either
to modify the sound of rhythm tone groups such as
Bass Drum or Snare Drum, or to modify individual
rhythm tones.

1. Select a pattern, and play it (p. 19).
Make the [PTN CALL] and [RPS] indicators go dark.

2. Select the rhythm part as the current part.

3. Press [TONE SELECT].

TONE = RHYTHM
SELECT MUTE

The indicator will light, and the RHYTHM buttons
will indicate the rhythm group that is selected for
Real-Time Modify.

HH CLP CYM TOM/PERC HIT OTHERS

BD SD
N7
CE X X X Emi §-

Select

Rhythm groups with button indicators that are lit will
be affected by Real-Time Modify.

For example, if you select [TOM/PERC], all toms and
percussion-type rhythm tones in the rhythm set can be
modified.

4, Press a button [BD]- [OTHERS] to select the

rhythm group that will be affected by Real-
Time Modify.
The indicator of the selected button will light.
It is not possible to select two or more groups simulta-
neously.

5. Use the knobs to modify the sound.

In addition to this, you can also modify each rhythm
tone in the Rhythm Edit page.
m &5 “Creating an Original Rhythm Set” (p. 63)

By selecting a different current part or rhythm group,
you can change the object of your modifications even
while the pattern is playing.
Normally, the modified parameter settings will remain
as they are even if you return to the beginning of the
pattern.
These knob movements are referred to as “modify
data,” and can be recorded in a pattern.
w “Recording Knob Movements (Modify
Data)” (p. 130)

Returning a Pattern to Its
Original State During Playback

When you use Real-Time Modify, the pattern will
remain in its modified state until a different pattern is
selected. Here’s how you can restore a modified pat-
tern to its original state during playback.
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U000 A

Restoring only the patch of a specific
part that was modified

1. Press [PATCH] to access the patch select
page.

2. Select the part that you wish to restore as
the current part.

3. Press [UNDO/REDO], and the "*" (asterisk)
at the left of the patch number will disap-
pear, and you will return to the previous
patch.

Restoring the patch (rhythm set) and
part mixer settings of all parts that
were modified

1. In the pattern select page, re-select the pat-
tern that is currently playing (p. 19).

The pattern will return to the beginning, and the origi-

nal settings will be restored.

The relation between modify data that was
recorded and modify data from the knobs

If you perform Real-Time Modify while playing back a
part for which modify data has already been recorded,
the manual knob movements will take priority, and
the modify data within the musical data for that part
will be canceled, and will not be sent to the sound gen-
erator. (Note messages in the musical data will be sent
to the sound generator regardless of knob operations.)

Musical data of Part 1

DJJijJDJDJijJD Note data
Modify data
(v] k2] Q 3
{} -] SOUNA
source
section
3303815015330 383 3| Nt data
Ll Modify data
0 Realtime
1 Modify begins
-rl\dodlfy data
from konb
movements
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Modify Data that was canceled will once again be

transmitted to the sound generator when the pattern

returns to its beginning, or when you select a different
pattern.

* Each knob has eleven switching points as calibrated on the
panel. Modify Data within the musical data will be can-
celed from the moment that a knob is moved through one
of these points.

Modify data is canceled

Switch point

Ensuring Correct Playback from
the Middle of a Pattern

(MIDI Update)

When a pattern is played back from the middle after
fast-forward or rewind, some parts (depending on the
pattern) may have incorrect pitch or volume. This is
because when you move to a different location within
a pattern, the musical data that was “skipped over” is
not transmitted to the sound generator. In such cases,
use the MIDI Update function so that the musical data
(other than note messages) that lies between the begin-
ning of the pattern and the current location will be
transmitted to the sound generator, ensuring that
playback will occur correctly.

1. Make sure that the pattern is stopped.

2. Hold down [SHIFT] and press [STOP].
While this operation is being performed, the following
display will appear.

sToP

C:]+’

MIDI UPLHTE

Fleaze bWlait !
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Selecting Patterns from the
Keyboard Pads (Pattern Set)

By using a pattern set, you can select patterns from the
keyboard pads. A pattern set is a collection of two or
more patterns, and up to 16 patterns can be assigned
in each pattern set. The assigned patterns can be called
up simply by pressing a keyboard pad.

CURRENT NEXY
o 7
IR ~ ERINIm

.

FTHN P:002
FPsw Trance 2

Select pattem P:002

Using a Pattern Set to Select a
Pattern

1. Press [PTN CALL].
The indicator will light, and now you will be able to
use the keyboard pads to select patterns.

PTN
CALL RPS

2. Press [PTN SET].

The indicator will light.

The display will indicate the bank, number and name
of the currently selected pattern set.

PTN
SET FTH SET
Techro 1

w01

3. Press [USER] to select the user bank.
* For pattern sets, it is not possible to select the preset bank
or card bank.

4, Use [INC] [DEC] or the [VALUE] dial to select
the number.

Range: U:01-U:30

The selection in the display will change.

The pattern set has now been selected.

5. Press a keyboard pad, and the assigned
pattern will be called.

Even while a pattern is playing, you can call patterns

or change the pattern set.

When the [PTN SET] indicator is lit, you can also use
OCTAVE [-] [+] to select a pattern set.

Registering the Patterns to Be
Called

You are free to re-assign the patterns in cach pattern
set. You may find it convenient to collect favorite pat-
terns into a pattern set, or to put frequently-used pat-
terns into a pattern set. As an example, here’s how to
assign pattern P:010 in a pattern set.

First select the pattern set into which you will newly
assign a pattern.

1. Select pattern P:010 (p. 19).
2. Make sure that [PTN CALL] indicator is lit.

PTN
CALL RPS

3. Hold down [PTN CALL), and press the key-
board pad to which you would like to
assign that pattern.

The selected pattern will be assigned to the keyboard

pad that you pressed. For example, if you wish to

assign the pattern to keyboard pad {7], use the follow-
ing procedure.

TN

A pattern can be assigned even during pattern play-

back.

* When playing back a pattern that is only one measure
long, it will sometimes be impossible to select patterns
from the keyboard pads.

Registering a variation of a pattern

If you assign a pattern with modified setup data
(patch number and mute status etc. of each part), the
pattern will be called from the pattern set in the same
state as when it was assigned. By taking advantage of
this, you can create a variety of variations based on a
single user pattern, without having to save additional
new patterns.

* Patterns that were assigned with modified settings cannot
be selected by the normal pattern sclect procedure.
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Saving a Pattern Set That Was
Modified (Pattern Set Write)

When you have assigned patterns to create a pattern
set that you like, you should save the result as a user
pattern set.

1. Make sure that the pattern is stopped.

2. Press [PTN SET] to access the patfern set
select page.

When you modify the contents of a pattern set, an
asterisk “*” will appear at the left of the number, indi-
cating that the selected pattern set has been modified
(edited). Be aware that if you turn off the power with-
out saving the modified pattern set, the previous set-
tings will reappear.

3. Press [WRITE].
The following display will appear, and “_" (cursor)
will appear under the number.

WRITE [

F—SET~Write u:alJ

Techrno 1

If you do not wish to change the number or name, you
can skip steps 4-8.
If you decide not to save the pattern, press [EXIT].

4. Select the save destination bank.
When saving a pattern set, only user bank can be
selected.

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the pattern set that is currently in the save
destination number. After you have found a pattern
set that you do not mind overwriting, press
[UNDO/REDO] once again to return to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

F-2ET-brite L:gd
Techrno 1

7. Assign a name to the pattern set.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters are available.
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Space, A-Z,a-2,0-9, 1 “#$ % &’ ()*+,-./ 1;<=>7
@¥]~_" (1}
8. Repeat steps 6-7 to enter the name.

By pressing PAGE [<] you can move the cursor back
toward the left.

9. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

- ET~bl-ite L "j-'zl

Are Yo Sure 7

10. Press [ENTER] once again.

Frooesszind. ..
Fesr Fowsr OH !

The pattern set write operation will be carried out,
then the normal display will reappear.
The pattern set has now been saved.
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Although you can use Real-Time Modify to modify
the sound of a patch in real time while a pattern plays,
it is also possible to modify the various aspects of the
sound beforehand to create the perfect patch for your
music. This process is called Patch Edit (Rhythm Edit),
and like Real-Time Modify, allows you to make
detailed parameter settings for cach tone or rhythm
tone.

The sound parameters that can be set during patch
editing and rhythm editing are referred to as Patch
parameters and Rhythm Set parameters, respectively.

Creating an Original Patch

Sound-Editing Procedure

1. Select one of the parts 1-7 as the current
part.

2. Select the patch that you wish to edit (p.
23).

3. Make sure that the patch select page is dis-
played.

4. Press [TONE SELECT].
The indicator will light, and the RHYTHM buttons
will be as follows.

Turning each tone on/off

TONE RHYTHM

SELECT MUTE BD, (SD, HH CLP
i () Jm .
* TONE SWITCH
ON ON

Tones that have their indicator lit are on. You can
press each button to turn the corresponding tone
on/off.

Selecting the tone for editing

CYM, TOM/PERC HIT  OTHERS

my N
TONE SELECT

?

Select

The tone with a blinking (lit) button indicator will be
affected by your editing.

5. Press [EDIT].
The indicator will light, and an editing page will

appear.
The various editing pages show the currently selected

patch parameter, and the setting values for each tone.
The tone to which your editing will apply is indicated
by “| " shown at the left of the value. In the following
illustration, TONE 1 is being edited.

CEOD  p ampizEl &1 O

=
REALTIME ERASE TONE 1 TONE 2 B TONE 3 B TONE 4
LYM, TOM/PERC HIT OTHERS

21N

T TONE SELECT

LELEL : Tome Leuel]

Select

6. Press one of the [CYM]/[TOM/PERC]}/
[HIT]/[OTHERS] buttons to select the tone
that you wish to edit.

The indicator of the selected button will begin blink-

ing, and " ” will be displayed at the left of the setting

value.

You can select two or more tones by holding down

one of the buttons while you press another button.

* When two ar more tones are selected, the indicator of the
first-pressed tone will be blinking, and the indicators of
the subsequently-pressed tones will be lit. The panel indi-
cators will show the filter type and LFO waveform set-
tings etc. for the blinking tone.

7. Select the patch parameter that you wish
to modify, and edit it.

To exit the editing pages, press [EDIT].

There are two ways to select patch parameters.

Using knobs or buttons to select an
editing page

By operating a front panel knob or button, you can
directly access the screen page for that parameter, and
edit it. For example, if you rotate the [CUTOFF] knob,
the display will automatically change to the Cutoff
Frequency setting page, and you can edit the setting
while viewing the values for each tone.

Accessing only the editing page without modi-
fying the setting value

If you wish to see the current setting before you make
any changes, hold down [EDIT] while you operate the
knob, and you will access only the editing page with-
out modifying the value. This is convenient when you
wish to view the current parameter values as you edit.
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Maintaining the relative difference between
tones when editing

In an editing page, you can use [INC] [DEC] or the
[VALUE] dial to edit while preserving the relative dif-
ference between tones. Use this method when appro-
priate.

* This method cannot be used to edit parameters for which
there is no knob or button on the front panel.

Selecting pages for each section and
editing

In this method you can press [EDIT]+keyboard pad to
access the edit pages for each section, use PAGE [<]
[>}] to switch parameter screens within each section,
and then edit the desired parameter. This allows you
to edit all parameters, and is a good method when you
wish to create sounds in a logical sequence such as
“waveform” -> “pitch” -> “brightness,” and so forth.
Use [INC] [DEC] or the [VALUE] dial to modify the
values.You can also operate part sliders [4]-[7] to
modify the values of TONES 1-4 individually (Tone
Pallet).

For the procedure of how to access each section page,
refer to “Making More Detailed Settings” for each sec-
tion.

An asterisk “*” will be displayed at the left of the bank
of an edited patch. This indicates that the settings of
this patch have been modified.

If you select a different patch when the is dis-
played, the modified settings will be lost. If you wish
to keep the edited patch, you must perform the Patch
Write operation.

ED w “Saving Patches You’ve Created (Patch

Write) ” (p. 61)

rYa

Changing the Basic
Waveform of the Sound
(Wave/FXM)

e i
In the WAVE/FXM section, you can make settings
related to the waveform that is the basis for a synthe-
sizer’s sound.

Selecting the Basic Waveform
(Wave Select)

For each tone, select the waveform that will be the
basis of the sound.
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1. Press [WAVE SELECT].

The indicator will light, and the Waveform Select set-
ting page will appear.

Your editing will apply to the tone (s) that has its
group name (A/B) displayed in capital letters.

QT [unUE: Uave Select
i HEE 1 BOEZ sR8 3 0EE4

et

iyt 4
B Select Select

If only one tone is selected for editing, the waveform
name will be displayed as follows:

MBRLIES Wauveform
AEAITE D=t Saw

Number  Waveform name

2. Use [INC] [DEC] or the [VALUE] dial to select
the waveform.
Range: A001-A254, B001-B251

If you would like to learn what waveforms are
available...
wr “Waveform List” (p. 190)

It would not be an exaggeration to say that the major
part of a sound is determined by the waveform that
you select. Once you have an idea of the desired
sound, select a waveform that you think will be suit-
able.

Sawtooth wave 11

This is used as the original waveform for most instru-
ments other than woodwinds. Many characteristic
synthesizer sounds can be created using this wave-
form.

-> A001, A0D6-A008, A013-A021

Square wave [ 1}

This waveform is close to the sound of a woodwind
instrument. Many characteristic synthesizer sounds
can also be created using this waveform.

-> A002-A005, A009, A010, A022-A024

Triangle wave AA,

This waveform has fewer overtones, and produces a
less distinctive sound. It is used for making flute-type
sounds.

-> A038

Sine wave "\/\,
A soft sound without much character.

->A039, A040
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W

For most instrumental sounds, you will want to select
one of the following types of waveforms.

Organ -> A072-A079

Brass -> A102-A108

Piano -> A068-A070

Drums -> A202-A254, B001-B251

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
Nk

The display will show the WAVE section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

EDIT 1

+ 7] e

REALTIME ERASE D

_ A
MEUE: Tore Sh
P OHEOFFEOFFE OH

.t

WALE: Waws Gain
H+1Z1+121+121+12

[Fiir: FAM Sh
1 OHICFFICFFE O

[Fir:  FHM Color]
P11 21 34

[FrM:  FuM Depth
1161 161 181 1E Y

Tone SW (Tone Swiich)

Turn this "ON” if you want the tone to sound, or
“QFF” if you do not want the tone to sound.

In order to make the best use of the available polypho-
ny, unused tones should be turned “OFF.”

* The setting of this parameter will be modified when you
use the tone buttons ( [BDJ/SDI/IHHI/ICLP]) to turn
each tone on/off.

Wave Select
This is the setting page for “Selecting the Basic Wave
form (Wave Select)” (p. 34).

Wave Gain

This boosts the waveform. Raising this setting 6 dB
will double the gain. If you are using the booster to
distort the sound, setting this to the maximum value
will be effective.

Range: -6, 0, +6, +12

If you would like to learn more about booster
gain settings...

= “Changing How Tones Are Combined and
Played (Common)” (p. 54)

FXM (Frequency Cross Modulation)

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

FXM SW (FXM switch)
When you wish to use FXM, turn this “ON.”

FXM Color

Select one of four types of frequency modulation for
FXM to apply.

Range: 1-4

As this value is increased, the sound will become
rougher. Lower values will produce a metallic sound.

FXM Depth

Adjusts the depth of frequency modulation produced
by FXM.

Range: 1-16

As this value is increased, modulation will be applied
more deeply. As the value is decreased, modulation
depth will decrease.
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Modifying the Pitch (Pitch)

In the PITCH section you can make settings that affect
the pitch.

Approximate Adjustments to the
Pitch (Coarse Tune)

Adjust the pitch of each tone in semitone steps.

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [COARSE TUNE] knob to set the
Coarse Tune setting.

COARSE TUNE
FITCH: CoarzaTuns
i E1§-l4l+1;_i+1s.

Range: -48—+48 semitones

Rotating the knob clockwise will raise the pitch.

Rotating it counterclockwise will lower the pitch.

Fine Adjustments to the Pitch

(Fine Tune)

You can adjust the pitch of each tone in 1-cent steps
(1/100th of a semitone).

1. Press [FUNC] to make the indicator blink.

2. Rotate the [FINE TUNE] knob to adjust the
Fine Tune value,

= ¥
COARSE TUNE

FITCH: Fime Tuns
Poal Gi-Sei+5g

Range: -50—+50
Rotating the knob clockwise will raise the pitch.
Rotating it counterclockwise will lower the pitch.
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Making the sound more spacious

If you select the same waveform for two tones, set the
same Coarse Tune value for both tones and then use
Fine Tune to create a slight pitch difference between
the two tones, the sound will appear more spacious
(the Detune effect).

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

(2}
The display will show the PITCH section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

2

+ « PAGE »
REALTIME ERASE C‘]
rPITCH:CuavieTuﬁe‘
Poai-24i+121+12)
rPITCH: Fire Turne
P gl gl-S@f+5a
FITCH: RFnd Pitch
fiaaf 1o8) 16088 169
FITCH: Koy Fﬁllew‘
580 +5E1 +55 1 +50 Y

Coarse Tune
This is the setting page for “Approximate Adjustments
to the Pitch (Coarse Tune).”

Fine Tune
This is the setting page for “Fine Adjustments to the
Pitch (Fine Tune).”

Rnd Pitch (Random Pitch Depth)

This applies a degree of randomness to the pitch of
each note.

Range: 0-1200

As this value is increased, a greater degree of random-
ness will be applied. As this value is decreased, there
will be less randomness.

With a value of “0” there will be no effect.
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Key Follow (Pitch Key Follow)

This setting causes the pitch to be affected by the key
pad location.

Unless you are creating a special type of sound, you
will normally leave this at “+100.”

Pitch

ct c2 c3 c4 cs ce C7 Key

Range: -100—+200

With positive (+) settings, the pitch will rise as you
play higher notes (i.e., notes toward the right of the
keyboard). With negative (-) settings, the pitch will fall
as you play higher notes.

+100: As on a conventional keyboard instrument, the
pitch will rise one octave when you move 12
notes upward on the keyboard.

+200: The pitch will rise two octaves when you move
12 notes upward on the keyboard.

0:  The pitch will be the same regardless of which
note you play.

-100: The pitch will fall one octave when you move 12
notes upward on the keyboard.

When you are creating sounds of instruments that nat-
urally have minimal change in pitch, such as percus-
sion instruments, it is effective to set Pitch Key Follow
to a setting of “+10” or “+20.”

Making the Pitch Change
Over Time (Pitch Envelope)

On acoustic instruments, the pitch sometimes changes
over time, from when the sound begins until it decays
to silence. For example, on brass instruments such as
the trumpet, there is a slight instability in pitch when
the beginning of the note is blown. The P-ENV (Pitch
Envelope) section lets you make settings that specify
this “change in pitch over time.”

Pitch

PN

Time

Pitch Envelope Settings

1. Press [ENV SELECT] several times to select
PITCH.

2. Use the [A]/[D]/[S]1/[R] sliders to set the
pitch envelope values.

Available settings:
[AVIDVIR]: 0-127
[S): -63—+63
NG
I‘\FILTER
® AMP

Pitch

+ A ; D R Levell=Level2=+63
Leveld=0
Time2=0

[
[1} y Time
l Key on Key off
F-EMLt: [RAITimel

P28l zof o o

1

[F—EHL:  [DITime3]

Pl el Bl o8

(F—EMU: [S1lewsll

FHo R +E31 630 +E3

(F-EHU:  [RITimed)
< = Bl B

[A] (Attack Time)

The time from when the keyboard pad is pressed until
the maximum pitch change is reached.

Higher settings will cause the pitch to change over a
longer time.

[D] (Decay Time)
The time from when the maximum pitch change is
reached until the Sustain Level is reached.
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Higher settings will cause the pitch to change over a
longer time.

[S] (Sustain Level)

The pitch that will be held.

Positive (+) settings will make the pitch higher than
the normal pitch. Negative (-) settings will make the
pitch lower than the normal pitch.

[R] (Release Time)

The time from when the keyboard pad is released
until the pitch returns to the normal pitch.

Higher settings will cause the pitch to change over a
longer time.

Specifying the Envelope Depth
(Pitch Envelope Depth)

Here’s how you can adjust the depth of the Pitch
Envelope.

1. Press [ENV SELECT] several times to select
PITCH.

2. Use the [DEPTH] slider to adjust the Pitch
Envelope Depth.

]
@ FILTER
® AMP

F-EMULD EMU Derth
P-1201-120+120+12

Range: ~12—+12

Increasingly positive (+) settings will produce a
greater width of pitch change. Negative (-) settings
will invert the shape of the envelope, causing the pitch
to change in the opposite direction.

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
3l
The display will show the P-ENV section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.
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+ 3
-ﬁ -« PAGE W
REALTIME ERASE . C‘—IJ D

P-EHU:z ENU Derth
1-120-121+121+12]

P-ENU: Uelo Sens
1 i 81 Bl 8

P-ENU:lelo Timel
I o6 Bl Bl B

P-ENU:tUelo Timed
I 81 al 8l g
P-ENU: Time KF
1 81 61 b1 g

P-ENU:  [AITimel
I 281 260 Bl @

P-EMNU: Time2
I 61 81 81 @

P-ENU:  [DITime3
i 301 321 @l o

P-ENU:  [RITimed
I 8l B8l Bl 9

P-ENU: Levell
1+631 +631 +631+63

P-ENU2 Level2
1 +631+631+631+63

P-ENU: [SlLeveld
1 +631+631+631 +63

P-ENU: Leveld
I 81 81 Bl B Y

ENV Depth (Pitch Envelope Depth)
This is the setting page for “Specifying the Envelope

Depth (Pitch Envelope Depth).”

Velo Sens (Pitch Envelope Velocity
Sensitivity)

This setting lets you control the Pitch Envelope depth
by the force with which you play the external MID1
keyboard.

Range: -100—+150

With positive (+) settings, the pitch will change more
greatly as you play the keyboard more strongly. With
negative (-) settings, the pitch will change less as you
play the keyboard more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.
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When Velocity Sensitivity is set to a positive (+) value,
softly-played notes will have little pitch change, and
strongly-played notes will have greater pitch change;
this lets you simulate “the pitch instability at the
beginning of each note” that is characteristic of wind
instruments.

Softly played note

0 lvél_ 0 w—\
The four front panel sliders [A]/[D]/[S]/{R] can be
used to set the most commonly-used parameters of the

pitch envelope, but the MC-505 also allows you to
make more detailed pitch envelope settings.

Strongly played note

Pitch

'TimeuA Time2 Time3(D, Times(R)

b T Leveid(s) Time
_¢Keyon Key oft

Levei2 Leveld

Time1-4 (Pitch Envelope Time 1-4)
Specifies the time until the next pitch level is reached.
You can make settings for the four parameters Time
1-4.

Range: 0-127

Higher settings will result in a longer time until the
next pitch level is reached.

* The front panel parameter [A] (Attack Time) corresponds
to Timel, [D] (Decay Time) to Time3, and [R] (Release
Time) to Time4.

Level1-4 (Pitch Envelope Level 1-4)

Specifies the pitch difference relative to the normal
pitch (as specified by Coarse Tune and Fine Tune).
You can make settings for the four parameters, Level
1-4.

Range: -63—+63

Positive (+) settings will raise the pitch above the nor-
mal pitch. Negative (-) settings will lower the pitch
below the normal pitch.

* The front panel parameter [S] (Sustain Level) corresponds
to Level3.

Velo Time1 (Pitch Envelope Velocity
Time 1 Sensitivity)

This parameter lets your playing dynamics on the
external MIDI keyboard control the Timel time.
Range: -100-+100

With positive (+) settings, Timel will become faster as
you play the keyboard more strongly. With negative (-)
settings, Timel will become slower as you play the key-
board more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

When Velocity Time 1 Sensitivity is set to a positive
value, the pitch will change slowly for softly-played
notes, and rapidly for strongly-played notes. This is
useful for creating sound effects, and the like.

Softly played note Strongly played note

Velo Time4 (Pitch Envelope Velocity
Time 4 Sensitivity)

This lets you control Time4 by the speed at which you
release the external MIDI keyboard.

Range: -100—+100

With positive (+) settings, releasing the keyboard more
quickly will cause Time4 to be faster. With negative (-)
settings, releasing the keyboard more quickly will
cause Time4 to be slower.

* It is not possible to control this by varying the speed with
which you release the keyboard pads.

Time KF (Pitch Envelope Time Key
Follow)

This setting causes the pitch envelope times (Time
2/3/4) to be affected by the keyboard pad position.
Higher settings will produce a greater change relative
to the C4 key envelope.

Range: -100—100

With positive (+) settings, times will become shorter as
you play higher notes. With negative (-) settings, times
will become longer as you play higher notes.
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Modifying the Brightness of
the Sound (Filter)

Sound consists of a large number of overtones at vari-
ous frequencies. By using a filter, you can cause only a
specific range of overtones to be passed or attenuated,
thus modifying the brightness. The FILTER section lets
you make settings that affect the brightness of the
sound in this way.

Selecting the Type of Filter (Filter
Type)

Select the type of filter.

1. Make sure that the [FUNC] indicator is
dark.

2. Press [FILTER TYPE] several times to select
the type.

Levet
e ——g—- \
Frequency
@® LPF — [__.
® BPF
@ HPF
® PKG I /“"—‘

RND PAN

I (VU ¢ W
Cutoff
FILTER: Tupe| ey
ILFFEEFFIHFFIFES

OFF:

The filter will not be used (all four indicators are dark).

LPF (Low Pass Filter):

This is the most common type of filter, and allows fre-
quencies below the cutoff frequency to pass. It is used
to make the sound more mellow.

BPF (Band Pass Filter):

This filter allows frequencies in the region of the cutoff
frequency to pass, and cuts the rest.

HPF (High Pass Filter):

This filter allows frequencies above the cutoff frequency
to pass. It is used to make the sound brighter and sharper.
PKG (Peaking Filter):

This filter boosts the overtones in the region of the cut-
off frequency. 1t will emphasize the mid-range, and is
useful for creating a distinctive sound.
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By selecting the Peaking Filter as the Filter Type and
using the LFO to modulate the cutoff frequency, you
can create a “wah” effect.
w “Adjusting the depth of cutoff frequency
modulation (LFO1 Filter Depth)” (p. 52)

Brightening the Sound (Cutoff
Frequency)

Specifies the frequency at which the filter will begin to
affect the frequency components of the waveform (the
Cutoff Frequency). By changing the cutoff frequency,
you can control the brightness of the sound.

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [CUTOFF] knob to adjust the cut-
off frequency value.

(TONELEVEL)

FILTER:  Cutoff
127112711271 127

Range: 0-127
The effect will depend on the Filter Type.

LPF (Low Pass Filter)

Rotating the knob clockwise will cause the sound to

become brighter, approaching the original waveform.

Rotating it counterclockwise will cut more of the high

frequency overtones, making the sound darker.

* For some waveforms, you may not be able to hear any
sound if you lower the value too far.

Level

Q

\

[

O 0

Frequency
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BPF (Band Pass Filter)

Rotating the knob clockwise will raise the frequency
area that is heard. Rotating the knob counterclockwise
will cause only a progressively lower frequency area

to be heard.

Level

9 0 O

When the knob is turned clockwise, the low frequency
range will be cut more greatly, making the sound
sharper. As the knob is rotated toward the left, the
original sound of the waveform will be heard.

Frequency

* For some waveforms, you may hear no sound if this value
is raised excessively.

Level

I / ' 1 ‘ Frequency
PKG (Peaking Filter)
When the knob is turned clockwise, the frequency area
that is emphasized will rise. Rotating the knob coun-

terclockwise will lower the frequency area that is
emphasized.

Level

00

Adding a Distinctive Character to

the Sound (Resonance)

This setting emphasizes the overtones in the region of
the cutoff frequency, adding character to the sound.

‘ Frequency

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [RESONANCE] knob to adjust the
resonance setting.

+
RESONANCE

FILTEF: Fesohance
i 5d4f &4 Bvf B

Range: 0~127

As the knob is rotated further clockwise, the sound
will take on more character. Rotating it counterclock-
wise will make the sound more natural.

LPF N\ ,‘\ _—'\

BPF /\ /‘\ \

Frequency

o L L0 L

[) i )

[}

)
PKG :

i

O 00

Depending on the cutoff frequency setting, raising the
resonance excessively may cause the sound to distort
suddenly. In particular when Low Boost is being
applied, the sound will be more prone to distort, so
rotate [LOW BOOST] counterclockwise to adjust the
boost amount until the sound no longer distorts.

= “Using Low Boost to Adjust the Low Range”

(Quick Start, p. 9)

In order to prevent the resonance from being increased
excessively, factory settings have been made so that
the value will not rise beyond “115” even if the [RESO-
NANCE] knob is rotated all the way to the right. This
is called the Resonance Limiter. You are free to adjust
this upper limit.

ez “Specifying the Variable Range of Resonance

{Resonance Limiter)” (p. 164)

If you have increased the Resonance Limiter setting,
be careful not to raise the resonance excessively.
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Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

[4]-
The display will show the FILTER section setting

page.
2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

4
[ e
REALTIME ERASE ‘
FILTER: Taps
ILFFIBFFIHFFEIFEG
[FILTER:  Cutoff
11271127 E] | BJ

[FILTER: Cutoff

KF
1+501+581+501+50

'F ILTER: Eezornance
L =3l fdl B E

FILTER:Fezo Melno
(2 +38 1 58] +58

L

|"_2| [}
-~}

Type (Filter Type)
This is the setting page for “Selecting the Type of Filter
(Filter Type)” (p. 40).

Cutoff (Cutoff Frequency)
This is the setting page for “Brightening the Sound
{Cutoff Frequency)” (p. 40).

Resonance
This is the setting page for “Adding a Distinctive
Character to the Sound (Resonance)” (p. 41).

Cutoff KF (Cutoff Frequency Key

Follow)
This setting causes the cutoff frequency to be affected
by the keyboard pad position.
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Cutoff frequency
{Octave)

Ry

RN PR : o T

-50

C1 c2 . C3 C4 cs Cé C7 Key

Range: -100—+200

With positive (+) settings, the cutoff frequency will
also rise as you play higher notes. With negative (-)
settings, the cutoff frequency will become lower as
you play higher notes.

+100: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will rise one
octave.

+200: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will rise two
octaves.

0:  The cutoff frequency will be the same for all
notes.

-100: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will fall one
octave.

If you set Cutoff Frequency to a value of approximate-

ly “64,” the key follow effect will be easy to hear.

On acoustic instruments, the tone also changes as the

pitch moves upward or downward. For example, the

sound of a piano becomes slightly more mellow as
you play higher notes. To simulate this type of effect,

set Key Follow to approximately 70.

Reso Velo

(Resonance Velocity Sensitivity)

Specifies how resonance depth will be affected by

your playing dynamics on the external MIDI key-

board.

Range: -100—+150

With positive (+) settings, playing the keyboard more

strongly will cause the change to be greater. With neg-

ative (-) settings, playing the keyboard more strongly

will cause the change to be less.

* It is not possible to control this by varying the force with
which you press the keyboard pads.
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"

Making the Brightness Change
Over Time (Filter Envelope)

On acoustic instruments, the tone quality (brightness)
often changes over the duration of a note. For exam-
ple, on a piano, the sound at the beginning of each
note contains many overtones (i.e., has a bright tone),
and as the note decays to silence, the overtones dimin-
ish, making the sound more mellow. The F-ENV
(Filter Envelope) section lets you create this type of
tonal change over time.

Cutoff
frequency

+

0 S Time

Filter Envelope Settings

1. Press [ENV SELECT] several times to select
FILTER.

2. Use the [A]/[D]/[SI/[R] sliders to adjust the
filter envelope values.

Range: 0-127
® PITCH
- (:D:FlLTER
® AMP
A »] s R
Cutoff
frequency A o R
* ; Leveli=Level2=127
Level4=0
Time2=0
S
0 L ; Time
Key on Key off
F-EHLI:  [ARITimel
I 19l 181 18f 19
\ J
F—EHLY:  [DITimeld

I 28l 3F8i. 2681 36

F-EHL: [S1leuwell
Eerd Bh-rd Bienl By

F-EHL: [RITimed]
I & @ &8f o

J

.

[A] (Atrack Time)

The time from when the keyboard pad is pressed until
the maximum tonal change is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[D] (Decay Time)

The time from when the maximum tonal change is
reached until the Sustain Level is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[S] (Sustain Level)

The cutoff frequency level at which the tonal change
will stabilize.

Raising this setting will also raise the cutoff frequency.

[R] (Release Time)

The time from when the keyboard pad is released
until the sound disappears.

Higher settings will cause the tonal change to occur
over a longer time.

Specifying the Depth of the
Envelope (Filter Envelope Depth)
This setting adjusts the depth of the filter envelope.

1. Press [ENV SELECT] several times to select
FILTER.

2. Use the [DEPTH] slider to adjust the Filter
Envelope Depth setting.

i I
- I

DEPTH

F-EMLz EHMU Depth

230 +E3E 23 +e3

Range: -63—+63

As the value is increased in the positive (+) direction,
the amount of tonal change will increase. With nega-
tive (-) settings, the shape of the envelope will be
inverted, and the tone will change in the opposite
direction.

When setting Envelope Depth to a positive (+) value,
the effect of the filter envelope will be easier to hear if
you set a lower cutoff frequency. (With negative (-)
Envelope Depth values, set a higher cutoff frequency.)
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Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

(5]
The display will show the F-ENV section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

CEDIT) S
(7)) Ill e
-

REALTIME ERASE Y
[

[F-EMU: ENU Derth
1-631+631-631+63

F-ENU:Uelo Curve
1 21 31 4

[F-ENU: Uelo Sens
1 a1l @1 81 ©

F-ENUiUelo Timel
I o1 ot al o

F-EMUiUelo Timed
I 61 81 a1 @

F-EMU:  Time KF
14701 +701+781 +70

F-ENU: [R1Timel
I 161 181 1@l 106

F-ENU: Time2
I a1 81 B8fF ©

[F-ENU: [DITime3)|
1 381 381 381 39

F-ENU: [RITimed
I 8l eI @8l o

F-EHU: Levell]
1127112711271127

F-ENU: Levelz
11271127 11271127

F-ENU: [S1Levell
1127012711271127

F-ENU: Leveld
1 a1 a1l 8l @ v

ENV Depth (Filter Envelope Depth)
This is the setting page for “Specifying the Depth of
the Envelope (Filter Envelope Depth)” (p. 43).
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Velo Curve (Filter Envelope Velocity
Curve)

Select the curve of change with which the force of your
playing on the external MIDI keyboard will affect the
amount of change produced by the filter envelope.
Range: 1-7

e

Velo Sens (Filter Envelope Velocity

Sensitivity)

Specifies how the force of your playing on the external

MIDI keyboard will affect the filter envelope.

Range: -100-+150

With positive (+) settings, the tone will change more

as you play more strongly on the keyboard. With neg-

ative (-) settings, the tone will change less as you play

more strongly on the keyboard.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

With positive (+) settings of Velocity Sensitivity, the
sound will be brighter for strongly-played notes, and
darker for softly-played notes.

The four front panel sliders [A]/[D]/[S]/[R] can be
used to set the most commonly-used parameters of the
filter envelope, but the MC-505 also allows you to
make more detailed filter envelope settings.

Cutoff
frequency
+ Time1(A] Time2 Time3(D Timed(R)
0
Levell Levai2 Lavel3(S) Leval4 Time
Key on Key oft
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o

Time1-4 (Filter Envelope Time 1-4)
Specifies the time until the next cutoff frequency is
reached. You can set the four values Timel-4.

Range: 0-127

Higher settings will lengthen the time until the next
cutoff frequency is reached.

* The front panel [Al (Attack Time) corresponds to Timel,
[D] (Decay Time) to Time3, and [R] (Release Time) to
Time4.

Level1-4 (Filter Envelope Level 1-4)
Specifies the cutoff frequency at each level. You can set
the four values Levell-4.

Range: 0-127

Higher settings will also raise the cutoff frequency.

* The front panel [S] (Sustain Level) corresponds to Level3.

Velo Time1 (Filter Envelope Velocity

Time 1 Sensitivity)

Specifies how the dynamics of your playing on the

external MIDI keyboard will affect Timel.

Range: -100-+100

With positive (+) settings, Timel will become faster as

you play the keyboard more strongly. With negative (-)

settings, Timel will become slower as you play the

keyboard more strongly.

* [t is not possible to control this by varying the force with
which you press the keyboard pads.

Velo Time4 (Filter Envelope Velocity

Time 4 Sensitivity)

Specifies how the speed at which you release the

external MIDI keyboard will affect Time 4.

Range: -100—+100 :

With positive (+) settings, Time4 will become faster as

you release the keyboard more quickly. With negative

{-) settings, Time4 will become slower as you release

the keyboard more quickly.

* 1t is not possible to control this by varying the speed with
which you release the keyboard pads.

Time KF (Filter Envelope Time Key
Follow)

This setting causes the filter envelope times (Time
2/3/4) to be affected by the location of the keyboard
pad that you press.

Relative to the envelope at the C4 note, higher settings
of this parameter will cause the times to change more
greatly.

Range: -100-+100

With positive (+) settings, the times will become short-
er as you play higher notes. With negative (-) settings,

the times will become longer as you play higher notes.

For example, the notes of a piano change more rapidly
in tone as their pitch rises (i.e., as you play up the key-
board). You can simulate this by setting Time Key
Follow to a positive (+) setting.

Adjusting the Volume and

Pan (Amplifier)

The AMP (amplifier) section contains settings related
to the volume and the position of the sound on the
stereo sound field.

Adjusting the Volume of Each

Tone (Tone Level)

This setting adjusts the volume of each tone. This is
used mainly to adjust the volume balance between
tones.

1. Press [FUNC] to make the indicator blink.

2. Rotate the [TONE LEVEL] to adjust the Tone
Level setting.

CUTOFF

Range: 0-127

As the knob is rotated further clockwise, the volume

will increase. As it is rotated counterclockwise, the

volume will decrease.

* The overall vohwme of the entire patch can be modified and
niemorized for each pattern as the Setup parameter Part
Level. The Tone Level setting will be multiplied by this
value.
™ = “Adjusting the Volume of Each Part (Part

Level)” (p. 24)
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Adjusting the Pan for Each Tone
(Tone Pan)

This parameter sets the stereo location for each tone.

1. Press [FUNC] to make the indicator blink.

2. Rotate the [TONE PAN] knob to set the
Tone Pan value.

RESONANCE
FHH: Torne Fan
fLedl BHic3IRIG3E

Range: L64-63R

As the knob is rotated further clockwise, the stereo
location will shift toward the right. As it is rotated
counterclockwise, the location will shift toward the
left.

* The pan of the overall patch can be modified and set for
each pattern by the Setup parameter Part Pan. The Tone
Pan value will be added to this setting.

ED ¥ “Adjusting the Pan of Each Part (Part Pan)”
(p. 24)

Causing Pan to Change
Randomly (Random Pan Swiich)

Making More Detailed Settings

Volume-related settings

1. Hold down [EDIT] and press keyboard pad
[6].

The display will show the AMPLIFIER/LEVEL section

setting page.

2. Use PAGE [<] [>] fo select parameters with-
in the section, and edit them.

(e 5
-—.}—_T_:. + 5AGE »
REALTIME ERASE A
LEVEL: Tore Lewsl
11270 L1A1 S8 26
LELEL: Bizz Dir]

FLWETURRETLEUALL )

(| EVEL:Biaz Foint

IC-1F G9IC-11 59

LEVEL:E1L=
P+7al+7al

= Lewel

Tone Level
This is the setting page for “Adjusting the Volume of
Each Tone (Tone Level)” (p. 45).

This setting causes the stereo location to change ran-
domly each time a note is played.

1. Press [FUNC] to make the indicator blink.

2. Press [RND PAN].
All four indicators will be blinking, and the Random
Pan Switch will be turned on.

® LPF
® BPF
® HPF
® PKG

FAM:  Frnd Fan 5w
IOFFIOFFIOFFIOFF

* The Tone Pan setting will be ignored by Tones for which
the Random Pan Switch is turned on.
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Bias

The Bias parameters specify how the keyboard posi-
tion will affect the Tone Level. This can be used to
simulate the way in which the volume of an acoustic
instrument changes according to the location (pitch) of
the note.

Bias Dir (Bias Direction)

Select the keyboard area(s) that will be affected above

and/or below the specified Bias Point.

Available settings:

LWR: The volume will be modified for the keyboard
area below the note specified as the Bias Point.

UPR: The volume will be modified for the keyboard
area above the note specified as the Bias Point.

L&U: The volume will be modified symmetrically
toward the left and right of the note specified
as the Bias Point.

ALL: The volume will be modified linearly from the

note specified as the Bias Point.
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Bias Point

Specifies the key relative to which the volume will be
modified.

Range: C-1-G9

Bias Level

Adjusts the slope of the volume change that will occur

in the direction specified by Bias Direction.

Range: -100~+100

With positive (+) settings, the slope of volume change

will increase in the positive (+) direction. With nega-

tive (-) settings, the slope of volume change will

increase in the negative (-) direction.

* Even with positive (+) settings of this parameter, the vol-
ume cannot exceed the maximum level.

Bias Level LWR UPR Bias Level

C1 Bias Point Gg Cc1 Bias Point G9

If you use two tones and set a Bias Direction of “UPR”
for one and “LWR” for the other, the two tones will
fade smoothly into each other as you play across the
Bias Point. (This is known as “key crossfade.”)

TONE1

c2 C3

ol

By setting Bias Direction to “L&U,” you can create
sounds that are heard only in a specific area of the
keyboard.

bi

TONE1

T1
Bias Dir  JL&U

Bias Point | C4

Hﬂm‘w’w B‘as Leve' '50

Pan-related settings

1. Hold down [EDIT] and press keyboard pad

[7}.
The display will show the AMPLIFIER/PAN section
setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

7

L
_—-/'=|i- + - PAGE »
REALTIME ERASE
FAMH: Torne Fat

fLedi BIsZRISIE
=} 8 Farn KF

I+7E1+7E1+7R1+78

FAMH: FErd Pan Sw
IOFFIOFFIOFFIOFF

[FoMH:Alt Pan Dethk
E3R1E3RIEIRIE3R] Y

Tone Pan
This is the setting page for “Adjusting the pan for
Each Tone (Tone Pan)” (p. 46).

Pan KF (Pan Key Follow)
This parameter causes the stereo location to change
according to the keyboard pad that is played.

Pan
R +100
+50
[+] 0
-50
L -100
s Tz G &4 G G o7 Key
Range: -100—-+100

With positive (+) settings, the sound will move toward
the right as you play higher notes. With negative (-)
settings, the sound will move toward the left as you
play higher notes.

Rnd Pan Sw (Random Pan Switch)

This is the setting page for “Causing Pan to Change
Randomly (Random Pan Switch)” (p. 46).
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Alt Pan Dpth (Alternate Pan Depth)

This parameter causes the stereo location of the sound
to alternate between left and right each time a note is
played.

Range: L63-63R

When this parameter is set in the L direction, the
sound will alternate in the order of left -> right-> left->
right. When set in the R direction, the sound will alter-
nate in the order of right -> left-> right-> left.

Higher settings will cause greater change.

By using two tones and setting the Alternate Pan
Depth of one to “L63” and of the other to “R63,” you
can make the two tones switch places alternately.

Creating Time-Variable
Change in Volume

(Amplifier Envelope)

On acoustic instruments, change in volume occurs
over the duration of each note. For example, on a
piano, the volume reaches the maximum level imme-
diately, and then gradually decays to silence (decay-
type instruments). On instruments such as an organ,
the volume remains constant as long as the note is
held (sustaining instruments). The parameters of the
A-ENV (amplifier envelope) section let you specify
this type of time-varying change in volume (the
Amplifier Envelope).

Piano Organ
Level Level
+ +
0 0
Time Time

Amplifier Envelope Settings

1. [ENV SELECT] several times to select AMP.

2. Use the [A]/[D]/[S]/[R] sliders to adjust the
amplifier envelope values.
Range: 0-127

48

® PITCH
@ FILTER

tevel

. D R
- M Leveli=Level2=127
Time2=0
S N
0 - e Time
Key on Key off
A-EMUE: [AITimel
o2l 28l Zul 2a
A-EML: [DITimed

I Z0l 281 200 26

B-EHLE [5ileusld]
Bierd Bherd Bord Brers

[E-EHL:  [RITimed
1 4] 48] 401 40

[A] (Attack Time)

The time from when the keyboard pad is pressed until
the maximum volume is reached.

Higher settings will cause the volume to change over a
longer time.

[D] (Decay Time)

The time from when the maximum volume is reached
until the Sustain Level is reached.

Higher settings will cause the volume to change over a
longer time.

[S] (Sustain Level)
The level at which the volume reaches a steady state.
Higher settings will also raise the volume.

[R] (Release Time)

The time from when the keyboard pad is released
until the volume decays to silence.

Higher settings will cause the volume to change over a
longer time.
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Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
(8.

The display will show the A-ENV section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

o) + .
HEALT!MEERASE
A-ENUzUelo Curve]
I 11 21 31 4

A-ENL: Uelo Sens
1 +581 +3al +561 +5a

R-ENU:zUelo Timel
1 ol a1 a6l g

H EHU:Uelo Timed
I 81 a1 Bl @

A-ENU:z Time KF
1 +781+781 +781 +70)

A-ENV:  [R1Timel
I 261 201 201 26

A-ENY: Time2
1 8l ol ol @

R-ENU:  [DITimed
1 zal zal 2ol 28

A-EHU:  [RITimed
I 481 481 481 40

A~-ENU Levell
112711271127 1127

R-ENU: Level2
F127112711271127]

A-ENU: [S1Levell
1127112711271127 ¥

-« PAGE b

O,
A

Velo Curve (Amplifier Envelope
Velocity Curve)

Select the curve at which the strength of your playing
on the external MIDI keyboard will affect the depth of
the amplifier envelope.

Range: 1-7

e

Velo Sens (Amplifier Envelope Velocity

Sensitivity)

Specifies how the depth of the amplifier envelope will

be affected by the strength of your playing on the

external MIDI keyboard.

Range: -100—+150

With positive (+) settings, the volume will increase as

you play more strongly on the keyboard. With nega-

tive (-) settings, the volume will decrease as you play

more strongly on the keyboard. If this is set to “0,” the

volume will not be affected by the strength of your

playing on the keyboard.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

If velocity sensitivity is set to a positive (+) value, the
volume will be loud when you play strongly and soft
when you play softly. As this value is increased, the
volume difference between strongly played and softly
played notes will gradually increase.

The four front panel sliders [A]/[D]/[S]/[R] can be
used to set the most common-used parameters of the
amplifier envelope, but the MC-505 also allows you to
make more detailed amplifier envelope settings.

Level
+ Time1(A) Time2 Time3(D, Time4(R
[}
Levelt Level2 Level3(S) & Time
Key on Key off

Time1-4 (Amplifier Envelope Time 1-4)
Specifies the time until the next level point is reached.
This can be set for each of the four parameters Time
1-4.

Range: 0-127

Higher settings will lengthen the time until the next
level point is reached.

* The front panel parameter [A] (Altack Time) corresponds
to Timel, [D] (Decay Time) to Time3, and [R] (Release
Time) to Time4.
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Level1-3 (Amplifier Envelope Level
1-3)

These parameters specify the volume at each point.
You can set the three points Levell--3.

Range: 0-127

Higher settings will also raise the volume.

* The front panel [S] (Sustain Level) corresponds to Level3.

Velo Time1 (Amplifier Envelope
Velocity Time 1 Sensitivity)

Specifies how Timel will be affected by the strength of
your playing on the external MIDI keyboard.

Range: -100—+100

With positive (+) settings, Timel will become faster as
you play the keyboard more strongly. With negative (-)
settings, Timel will become slower as you play the
keyboard more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

By setting Velocity Time 1 Sensitivity to positive (+)
settings you can create volume changes that will be
appropriate for strings-type sounds. The volume
attack will be gradual for softly-played notes, and
faster for strongly-played notes.

Velo Time4 (Amplifier Envelope
Velocity Time 4 Sensitivity)

Specifies how Time 4 will be affected by the speed at
which you release the external MIDI keyboard.

Range: ~100—+100

With positive (+) settings, Time4 will become faster as
you release the keyboard pads more quickly. With
negative (-) settings, Time4 will become slower as you
release the keyboard more quickly.

* It is not possible to control this by varying the speed with
which you release the keyboard pads.

Time KF (Amplifier Envelope Time Key
Follow)

This parameter specifies how the amplifier envelope
times (Time2/3/4) will be affected by the keyboard
pad location.

Relative to the envelope of the C4 note, higher settings
of this parameter will cause greater change in enve-
lope times.

Range: -100—+100

With positive (+) settings, envelope times will become
shorter as you play higher notes. With negative (-) set-
tings, envelope times will become longer as you play
higher notes.

On instruments such as a piano, the volume decays
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more rapidly for higher notes. This can be simulated
by setting Time Key Follow to positive (+) settings.

Delay Start

For example, by setting Levell to “0” and adjusting
Timel [A]} appropriately, you can create envelopes in
which the sound does not begin until a certain time
after the key is pressed.

Time1{A} Time2 Time3(D) Time4(R)

|

i Lavelt Level2 Level3(S)
Key on Key off

Applying Cyclic Changes to
the Sound (LFO)

The LFO (Low Frequency Oscillator) applies cyclic
change to the sound. The MC-505 has two LFOs
(LFO1/LFQ2), and each of these can be used to modi-
fy the pitch, cutoff frequency or volume of each tone to
create effects such as vibrato, wah and tremolo. Since
both LFOs have the same parameters, the following
explanation will cover both of them.

Selecting the Waveform That

Will Modulate the Sound
(LFO1 Waveform)

Select the output waveform for LFO1. The sound will be
modulated in the same shape as the selected waveform.

1. Press [WAVEFORM] several times to select
the waveform.

When the waveform at the left is selected, the indica-

tor will light. When the waveform at the right is select-

ed, the indicator will begin blinking.

fit blink
® A/, TR [\ /TRP
® "\\USIN [ty s&H

® A1saw  A|pLRND
® [M_JsarR s\M,CHs

[(mm
LFOL: vt orm
FTRIISIMESHLE SDE
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Available settings:

TRI (triangle):

The sound will be modulated continuously. This is a
frequently-used waveform, and is suited for effects
such as vibrato.

SIN (sine wave):

The sound will be modulated smoothly.

SAW (sawtooth wave):

When the sound reaches the upper value, it will return
to the original position and begin rising again.

SOR (square wave):

The sound will be modulated as if it were being
switched between two positions.

TRP (trapezoid wave):

The sound will be modulated as if it were being
switched between two positions. The curve at the tran-
sitions differs from square wave.

S&H (sample & hold):

This setting causes the sound to change unpredictably,
and is suitable for creating sound effects.

RND (random):

This setting causes the sound to change unpredictably,
and is suitable for creating sound effects.

CHS (chaos):

This setting causes the sound to change unpredictably
without regard to frequency, and is suitable for creat-
ing sound effects.

* When CHS (chaos) is selected, the LFO rate setting will
be ignored.

Adjusting the Speed of
Modulation (LFO1 Rate)

Here's how to adjust the modulation speed of LFO1.

1. Press [FUNC] to make the indicator blink.

2. Rotate the [RATE] knob to adjust the LFO1
rate.

Range: 0-127

As the knob is rotated further clockwise, the sound
will be modulated more rapidly. As the knob is rotate
further counterclockwise, the sound will be modulat-
ed more slowly.

When LFO Tempo Sync (p. 53) is “ON,” you can speci-
fy this parameter in terms of a note value.

Range:
FaFRaFFaFE FlaF. Tl
f.Jdald.d=3d, =H3=. H

At this time, rotating the knob toward the right will
cause the sound to be modulated more slowly.

LFO1

* LFO Rate settings are common to PITCH (pitch), FIL-
TER (brightness) and AMP (volume). The rate cannot be
set independently for tese three.

Adjusting the Depth of
Modulation (LFO1 Depth)

For each parameter, you can adjust the depth of the
LFO effect.

Range: -63—+63

Increasing this value in the positive (+) direction will
create increasingly greater change. Increasing this value
in the negative (-) direction will invert the waveform,
causing the change to occur in the opposite direction.

AAN A
VUV

AW AWAY
NI

Adjusting the depth of pitch modula-
tion (LFO1 Pitch Depth)

By cyclically modulating the pitch you can create a
vibrato effect.

1. Make sure that the [FUNC] indicator is
dark.

2. Press [ENV SELECT] several times to select
PITCH.

3. Rotate the [DEPTH] knob to adjust the
vibrato depth.

@ FILTER
® ANMP

= +
DEPTH
CRAET]

LFO1:Fitch Derth

P23 +Ee3 -3 +a2
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Adjusting the depth of cutoff frequen-
cy modulation (LFO1 Filter Depth)

By cyclically modulating the cutoff frequency you can
create a wah effect.

1. Make sure that the [FUNC] indicator is
dark.

2. Press [ENV SELECT] several times to select
FILTER.

3. Rotate the [DEPTH] knob to adjust the wah
depth,

® PITCH
e
[~ O FLTER
)
® AMP

LFO1:FilterDerth
-2 +&3 -2 +63

Adjusting the depth of volume modu-
lation (LFO1 Amplifier Depth)

By cyclically modulating the volume you can create a
tremolo effect.

1. Make sure that the [FUNC] indicator is
dark.

2. Press [ENV SELECT] several times to select
AMP,

3. Rotate the [DEPTH] knob to adjust the
tremolo depth.

® PITCH
® FILTER
o
- O AMP
e

LFO1:  Fme Desth
-3 +e3 a3 +E83

* The LFOZ2 parameters cannot be edited using [WAVE-
FORM], the [RATE] knob or the [DEPTH] knob.
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Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
[9] or [10].

The display will show the LFO1 or LFO2 section set-

ting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

+ ) "“GE +
lﬁil C] Eadll
REALTIME ERASE REALTIME ERASE

LFO1: Waveform LFO2: Waveform
ITRIISINISAWISER ITRIISINISQMISQR
LFO1: Rate (LFo2: Rate
I BHIZ71 @l [ | 1 811271 et J

LFDLl: Temro Sunc LFOZ: Tempo Sonc
10FFIQFFIQFFI ON IOFFICFFI0FFI 0N,
LFO1: Kews Sgnc LFO2: Keg Sonc
1 ONE OMIOFFIOFF I ONI ONEOFFIOFF
ILFO1: Fade Mode LFO2: Fade Mode
10nRIIONQIOFII0FD 10nIIONOEOFIIOF0
[LFD1: Delaw Time LFO2: Delaw Time
1 81 aiize11zv 18 81 211271127
LFO1: Fade Time| LF02: Fade Time
I ot 8yiz7Hiz? I a1 Bl1271127
LFO1: Offzet LFOz2: Offzet

1-381-581+581+50

(LFOZ:Pitch Derth
1-631+631-631 +63

(1 -581-581+581+58

LFO1:Pitch Derth
I-631+631-631+63

LFO1:FilterDerth LFO2:FilterDerth
1-631+631 -831+63 1-631+631-531 +63
[LFO1: Amp Derth) LFOZ: Ame Derth
1-631+631-631 463 1631 +631-631+63
LFO1: Pan Derth VLFD'Z-'- Pan Derth

1-631+631-631+63) |

—

1-631+631-631 +63

Waveform (LFO1/LFO2 Waveform)

This is the setting page for “Selecting the Waveform
That Will Modulate the Sound (LFO1 Waveform)” (p.
50).

Rate (LFO1/LFO2 Rate)
This is the setting page for “Adjusting the Speed of

Modulation (LFO1 Rate)” (p. 51).
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Tempo Sync (LFO1/LFO2 Tempo Sync)
This parameter synchronizes the LFO modulation fre-
quency to the tempo of the pattern.

Available settings:

ON: The modulation speed will be synchronized to
the tempo, and the LFO Rate parameter can be
set in terms of a note value.

OFF: The modulation speed will be determined by
the LFO Rate setting, regardless of the tempo.

Key Sync (LFO1/LFO2 Key Sync)

This parameter synchronizes the LFO cycle to the tim-

ing at which the keyboard pads are played.

Available settings:

ON: The LFO cycle will begin when the keyboard is
played.

OFF: The same LFO waveform will be output
regardless of the timing at which the keyboard
is played.

on AN
HRVARVARS VAN VAN

Y NN AN/
AV \VARR VAl Vi
i

Key on Key on Key on

When Key Sync is on, the LFO waveform will begin
for each note when it is played, producing a spacious
sound with a sense of movement. When Key Sync is
off, a single LFO waveform will be applied to all notes,
producing a unified sound. When you wish to empha-
size the effect (vibrato etc.), you may want to turn this
parameter off. Also, when Tempo Sync is on, leaving
Key Sync off will allow you to synchronize precisely
to the tempo of the pattern.

Fade Mode (LFO1/LFO2 Fade Mode)
Select the way in which the LFO effect will be applied.
Available settings:

Onl (On-In): The effect will be applied gradually,
after the keyboard pad is pressed.

OnO (On-OUT): The effect will be applied immedi-

ately when the keyboard pad is

pressed, and will gradually disap-
pear.

The effect will be applied gradually,

starting when the keyboard pad is

released.

OfO (Off-Out): The effect will be applied while the
keyboard pad remains pressed, and
will gradually disappear after it is
released.

OfI (Off-In):

Delay Fade Dela Fade
‘ﬁmey, Time ; onl ey Time ono

<IN s Kﬂ o
AL

Detay ofl peay  Fadk OO

Fade
Time, Time Time
LFO LFO
Depth Depth
iy I V

Delay Time (LFO1/LFO2 Delay Time)
Depending on the Fade Mode setting, specify the time
over which the LFO will be applied or the time over
which it will continue, etc.

Range: 0-127

Higher settings will produce longer times.

Fade Mode settings

Onl: Specifies the time from when the keyboard pad
is pressed until the LFO begins to be applied.

OnO: Specifies the time that the LFO will continue
after the keyboard pad is pressed.

Ofl:  Specifies the time from when the keyboard pad
is released until the LFO begins to be applied.

Of0: Specifies the time that the LFO will continue
after the keyboard pad is released.

Refer to the diagrams for Fade Mode.

Fade Time (LFO1/LFO2 Fade Time)
Specifies the time over which the LFO amplitude will
reach the maximum (minimum) after the Delay Time
has elapsed.

Range: 0-127

Higher settings will produce longer times.

Refer to the diagrams for Fade Mode.

Offset (LFO1/LFO2 Level Offset)

This parameter offsets the LFO waveform upward or
downward from the central value (pitch or cutoff fre-
quency, etc.).

Range: -63—+63

As this value is increased in the positive (+) direction,
the waveform will be moved upward from the central
value. As this value is increased in the negative (-)
direction, the waveform will be moved downward
from the central value.
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Pitch Depth (LFO1/LFO2 Pitch Depth)

This is the setting page for “Adjusting the depth of
pitch modulation (LFO1 Pitch Depth)” (p. 51).

Filter Depth (LFO1/LFO2 Filter Depth)
This is the setting page for “Adjusting the depth of
cutoff frequency modulation (LFO1 Filter Depth)” (p.
52).

Amp Depth (LFO1/LFO2 Amplifier
Depth)

This is the setting page for “Adjusting the depth of
volume modulation (LFO1 Amplifier Depth)” (p. 52).

Pan Depth (LFO1/LFO2 Pan Depth)
Adjusts the effect that the LFO will have on pan
(stereo location).

Range: -63~+63

As this value is increased in the positive (+) direction,
the LFO will have a greater effect on pan. Negative (-)
settings will invert the LFO waveform, causing the
pan to change in the opposite direction.

By giving two tones the same rate setting and setting
their Pitch Depth to “+30” and “-30" respectively to
apply opposite-phase LFO, you can create a vibrato
effect in which the pitches change in opposite direc-
tions.

TONET

TOI'GEZ
LFO1:Pitch DepthJ

1+381-381 61 8

Common Settings

Here you can make settings that are common to the
entire patch.

Changing How Tones Are

Combined and Played (Common)

In the COMMON section you can make settings that
specify how the tones are combined and how the
patch will be played, etc.

1. Hold down [EDIT] and press keyboard pad
[11].
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The display will show the COMMON section setting

page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

REALTIME ERASE

(&5 "
+ [ e
4

(cOM: Struct 182
1

CoM: Struct 3&4
1

COM:Booster 182
5]

COM:Booster 3&4
15}

CoM:Stretch Tune
OFF

com: U-Prioritw
LAST

COM: Keg Range L
ICHLICH#IICH#1ICHL

CoM: Kew Range U
IG 9IG 916G 921G 9

COM:  Uelco Range
OFF

COM:Uelo Range L
P11 11

COM:Uelo Range U
272711271127

COM: Uelo ¥-Fade
1127112711271127 v

Struct 1&2/3&4 (Structure Type)

Specifies how tones 1 and 2 will be combined (Struct
1&2), and how tones 3 and 4 will be combined (Struct
3&4).

Abbreviations shown for each type have the following
meanings.

W/P: Wave/Pitch

FILTER: Filter

AMP:  Amplifier

B: Booster

R: Ring Modulator
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TYPE2

TYPE3

TYPE4

TYPES

TYPEG

TYPE7

TYPES

TYPEQ

TYPE10

TYPEL:

TYPE 2:

TYPE 3:

TYPE 4:

TYPE 5:

TYPE 6:

TYPE7:

TYPE 8:

TYPE 9:

TYPE 10:

This is the most basic type. Tones 1 and 2 (3
and 4) are independent. Select this when
you wish to utilize the waveform of each
tone without change, or when you wish to
layer tones to create a richer sound.

This type combines the two filters to
strengthen their characteristics. The AMP of
tone 1 (3) will control the volume balance of
the two tones.

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.

This type applies a booster to distort the
waveform, and then combines the two fil-
ters. The AMP of tone 1 (3) adjusts the depth
of the booster.

This type uses a ring modulator to create
new overtones, and combines the two fil-
ters. The AMP of tone 1 (3) adjusts the depth
of ring modulation.

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.
The AMP of tone 1 (3) adjusts the depth of
ring modulation.

This type applies a filter to tone 1 (3) and
ring-modulates it with tone 2 (4) to create
new overtones.

This type applies a filter to tone 1 (3) and
ring-modulates it with tone 2 (4), and mixes
the result with the filtered sound of tone 2 (4).

This type passes the filtered sound of each
tone through a ring modulator to create new
overtones.

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).

* With TYPE 2-10 selected, turning off one of the paired
tones will cause the other tone to sound as TYPE 1.
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Booster 1&2/3&4 (Booster Gain)

When a Structure Type of “TYPE3” or “TYPE4” is
selected, you can adjust the depth of the booster.

This can be set for the pair of tones 1 and 2 (Booster
1&2) and for the pair of tones 3 and 4 (Booster 3&4).
Range: 0, +6, +12, +18

Higher settings will produce greater distortion.

Booster
The Booster is a function that increases the input sig-
nal in order to distort it.

In addition to using this for distortion, you can use the
waveform of one of the tones as an LFO to shift the
other waveform up and down, producing an effect
similar to PWM (Pulse Width Modulation). This is
even more effective when used in conjunction with the
Wave Gain of the WAVE/FXM section.

ARkl “Wave Gain” (p. 35)

Use WG1 asthe LFO  Adjust the output of WG1

WG AMP

WwWG2

Waveform shift Location at which
produced by WG1  waveform distorts
will change

Ring Modulator

The ring modulator multiplies the waveforms of two
tones to create many new overtones that were not pre-
sent in either of the original waveforms (inharmonic
overtones). This is suitable for creating unpitched
metallic sounds such as bells.
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Stretch Tune (Stretch Tuning Depth)
Select the stretch tuning curve. The selected curve will
affect the way that chords will sound.

Range: OFF, 1-3

When this is “OFF,” equal temperament will be used.
As the value is increased, the pitch difference between
the high range and low range will increase.

Stretch Tuning

Stretch Tuning is a method of tuning used only on
pianos. In general, pianos are tuned so that their high
range is sharper and their low range is flatter than the
equal tempered pitch. This makes chords sound better.

V-Priority (Voice Priority)

Specifies how notes will be prioritized when the maxi-

mum simultaneous polyphony (64 notes) is exceeded.

Available settings:

LAST: The last-played notes will take priority. If
more than 64 notes are played, the first-
played notes will be turned off succes-
sively.

LOUDEST: The loudest notes will take priority. If
more than 64 notes are played, the notes
with the lowest volume will be turned off
successively.

Key Range L (Key Range Lower)
Specifies the lowest note that the tone will sound.

If a note below this setting is played, it will not sound.
Range: C-1-UPR

Key Range U (Key Range Upper)
Specifies the highest note that the tone will sound.

1f a note above this setting is played, it will not sound.
Range: LWR-G9

By using Key Range Lower and Key Range Upper,
you can cause different tones to sound in different
areas of the keyboard.
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IT1 T2 73 T4
Key Range U ‘82 BS E7 F7
Key RangeL {C-1 C3 C5 G§ “
I o |
cA C3 [T F7 G9

* It is not possible to set the Lower value above the Upper,
or the Upper below the Lower.

Velo Range (Velocity Range Switch)
Specifies whether or not the Velocity Range settings
will be enabled. By using velocity range settings, you
can cause different tones to sound in response to notes
played at different strengths on the external MIDI key-
board.

Range: OFF, ON

When this setting is “ON,” the Velocity Range settings
will be used.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

Velo Range L (Velocity Range Lower)
Specifies the lower velocity limit for which the tone
will sound.

The tone will not be sounded by notes played with a
velocity lower than this setting.

Range: 1-UPR

Velo Range U (Velocity Range Upper)
Specifies the upper velocity limit for which the tone
will sound.

The tone will not be sounded by notes played with a
velocity stronger than this setting.

Range: LWR-127

Level Tones which will sound
127 i
| — NS .
Velocity=115

- N
Velocity=70

T -
Velocity=30

Velocity

T T2 T3
[ [T1 T2 T3

Velo Range U | 127 80 127
VeloRangelL | 64 0 O

* 1t is not possible to set the Lower value above the Upper,
or the Upper below the Lower.

Velo X-Fade (Velocity Crossfade)
Specifies the way in which the volume will change
when a keyboard is played with a velocity that falls
outside the velocity range setting.

Range: 0-127

Higher settings will cause the volume to decrease
more gradually when the velocity falls outside of the
velocity range.

By using Velocity Crossfade, you can use playing
dynamics on the keyboard to smoothly connect two
tones.

Level
TONE1 Velo Range L
A-ENV
/ Velo Sens

40 80 Velocity

Smoothly Changing the Pitch

(Portamento)

In the SOLO/PORTA (Solo/Portamento) section you
can make settings for playing a patch monophonically,
or to apply a portamento effect.

Portamento

Portamento is a function that smoothly connects the
pitch of one note to the next. When the Solo switch is
on, you can apply portamento to simulate the slide
performance technique sometimes used on instru-
ments such as violin.

Turning portamento on/off
(Portamento Switch)
Turn this on when you wish to use portamento.

1. Press PORTAMENTO [ON].
The indicator will light, and portamento will be turned
on.

o PORTAMEMTO: Sl
H M
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Adjusting the time over which the
pitch will change (Portamento Time)
You can adjust the time over which the pitch will
change when portamento is used.

1. Rotate the PORTAMENTO [TIME] knob to set
the portamento time value.

J_J/—

e

FORTHMEMTO: Time
g

Range: 0-127

As the knob is rotated further clockwise, the pitch will
take a longer time to reach the next note. As the knob
is rotated counterclockwise, the pitch of the next note
will be reached more quickly.

Playing Monophonically
(Solo Switch)

By turning on the Solo switch, you can play mono-
phonically (one note at a time). It is effective to turn
Solo on when playing synth lead or synth bass sounds.

1. Press [SOLO].
The indicator will light, and Solo will be on.

SO =t M H
liil 0H

Solo Sl
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Making More Detailed Settings
(SOLO/PORTA Section)

1. Hold down [EDIT] and press keyboard pad
[12].

The display will show the SOLO/PORTA section set-

ting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

EDIT +
—, = - PAGE
REALTIME ERASE . [DA {:)
SI:ILI:I'-' Solo Shi

M

[=0L0:Salo Ledsto
ik

FORTHMEHTO: =
ik

[FORTEMEMTO: Mode]
HORMAL

J

[FORTAMEHTO: Tore)
RATE

(EORTAMEHTO: Start)
FITCH

(FORTAMEHTO: Time
1616 Y

Solo SW (Solo Switch)
This is the setting page for “Playing Monophonically

(Solo Switch).”

Solo Legato (Solo Legato Switch)

Solo Legato is-a function that can be applied when the
Solo Switch is on. When Solo Legato is on, playing a
note while the previous note is still held will cause
only the pitch to change, without generating a new
attack. This creates a smooth transition between notes,
which is effective when you wish to simulate the ham-
mering-on and pulling-off techniques used by a gui-
tarist.

Range: OFF, ON
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Level
Solo SW = ON Solo SW = ON
Solo Legato = ON Solo Legato = OFF
.._(';
. A 4 i i [ T-Ime
c4 E4 C4E4 (o E4 C4E4

Keyon Keyon Keyoff Keyon Keyon Key off

Portamento SW (Portamento Switch)

This is the setting page for “Turning portamento
on/off (Portamento Switch)” (p. 57).

Portamento Mode

Select the performance technique by which portamen-

to will be applied.

Available settings:

NORMAL: Portamento will always be applied.

LEGATO: Portamento will be applied for notes
played legato (i.e., notes played before
the previous note is released).

Portamento Type

Select the type of the portamento effect.

Available settings:

RATE: The time over which the pitch change occurs
will depend on the distance between the two
pitches.

TIME: The pitch change will occur over a fixed time,
regardless of the distance between pitches.

Portamento Start (Portamento Start

Pitch)

When portamento is on, pressing another keyboard

pad during the pitch change will cause a new pitch

change to begin. This parameter specifies the pitch at
which the change will begin.

Available settings:

PITCH: When another key is pressed while the pitch
is changing, the new portamento movement
will begin from the pitch at that moment.

NOTE: The new portamento movement will begin
from the pitch toward which it had been

moving.
Pitch
PITCH NOTE
C5i Csi
D4 / D4
cars 2 ca /
; L3 [3 (3 13 [ T.Ime
c4 Cs D4 ca cs D4

Keyon Keyon Keyon Keyon Keyon Keyon

Portamento Time

This is the setting page for “Adjusting the time over
which the pitch will change (Portamento Time)” (p.
58).

Specifying the Parameters
That Will Be Modified by

Each Controller (Control)

These settings determine how the controllers (pitch
bend lever, modulation lever, keyboard aftertouch) of
external MIDI devices will control the patch parame-
ters etc. of the MC-505.

These settings are divided into three sections by con-
troller.

Modulation Lever

This controller is used to apply vibrato or add various
effects.

This setting is made in the CONTROL-MOD (Control
Modulation) section.

Pitch Bend Lever

This controller is normally used to control the pitch.
This setting is made in the CONTROL-PITCH BEND
{Control Pitch Bend) section.

Aftertouch

Pressure applied to the keyboard can be used to con-
trol various parameters.

This setting is made in the CONTROL-AFTER
TOUCH (Control Aftertouch) section.

;

* If the connected MIDI device does not support aftertouch,
aftertouch cannot be used to control parameters.
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1. Hold down [EDIT] and press a keyboard
pad [13], [14] or [15].

[13]: The CONTROL/MOD section setting page will
appear, and you can make settings for the para-
meter that will be controlled by the modulation
lever.

[14]: The CONTROL/PITCH BEND section setting
page will appear, and you can make settings for
the parameter that will be controlled by the pitch
bend lever.

[15]: The CONTROL/AFTER TOUCH section setting
page will appear, and you can make settings for
the parameter that will be controlled by after-
touch.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

=
D F+0 2N
BEND: Band Ue = pacz m
g
BEND: Bend Down
-12

Control 1[IBEND: Control 1{|[AFT: Control 1
IL2PILLPIL2PIL°P FL2FEL2FIL2FIL2F [{IL2A1L2RIL2AIL2A

[mm\ Cirll Derth LBEND:CU*U Derth ET: Ctrll Depth

DA

VST +E31 +ETH 46T |1 +6T1 +631 +6T1 +63 | [ F+ETHH+631 4631 463

Control BEND: Control 2{[AFT: Control 2
FOFF1OFFIOFFLOFF| | FOFF1OFFIOFFLOFF

BEND:Ctr12 Derth{iRFT: Ctrl2 Derth
F+E31+631 +6T1+63 [ +631 +631+631 463

\OPFIOFFTOFF 1 OFF

HOD: Ctri2 Derth
F+E31+634+631 +63

MOD: Control IHBEND: Control 3||AFT: Control 3
VOFF 1 OFFIOFF I OFF || V\OFF§OFF 1 GFF ) OFF | |1 OFF 1 OFF1OFF I OFF

MOD: Cirl3 Derth||BEHDiCLrl3 DepthilAFT: CLrl3 Derth
1 +631 +63F+631 +63| [ 1 +631+631 +631+63| |1 +631 +631+631+63

LOFF1OFF1OFF 1 OFF ||| OFF1 OFF I OFF E0FF | | 1 OFF L OFF E OFF I OFF
MOD: Ctrl4 DePth] BEND:Ctr14 Depﬂ[nm Ctrld DePLh]

[nao: Contral 4“5{-:145: Control 4 EFT: Control 4]

THESI+ESN+ETN+6T[ #5831 +631 +631 +63] | 1 +631 +631+631 463

Adjusting the Range of Pitch
Bend (Bend Range)
(PITCH BEND Section Only)

Bend Up/Down (Bend Range Up/Down)
Specifies the amount of pitch change (in semitone
units) that will occur when the pitch bend lever of an
external MIDI device is operated. You can make inde-
pendent settings for movement to the right (raising the
pitch) and left (lowering the pitch).

Available settings:

Bend Range Up:  0-+12

Bend Range Down: 0—48

Higher settings will result in a greater pitch change
when the pitch bend lever is moved to the left or right.
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For example, if Bend Range Up is set to “+12,” the
pitch will rise one octave when the pitch bend lever is
moved to the right-most position.

Control 1/2/3/4 (Control
Destination 1/2/3/4)

Select the parameters that will be controlled when
each controller of the external MIDI device is operat-
ed. For each controller, you can assign up to four para-
meters for each tone (Control 1 through Control 4).
Available settings:

OFF: No control

PCH: Pitch

CUT: Cutoff Frequency (p. 40)

RES: Resonance (p. 41)

LEV: Tone Level (p. 45)

PAN: Tone Pan (p. 46)

L1P:  LFO1 Pitch Depth (Vibrato) (p. 54)

L2P:  LFO2 Pitch Depth (Vibrato) (p. 54)

L1F:  LFO1 Filter Depth (Wah) (p. 54)

L2F:  LFO2 Filter Depth (Wah) (p. 54)

L1A: LFO1 Amplifier Depth (Tremolo) (p. 54)

L2A:  LFO2 Amplifier Depth (Tremolo) (p. 54)

Llp: LFO1 Pan Depth (p. 54)

L2p:  LFO2 Pan Depth (p. 54)

L1R: LFOI1 Rate (p. 52)

L2R: LFO2 Rate (p. 52)

Ctrl 1/2/3/4 Depth (Control
1/2/3/4 Depth)

Specifies the amount of change that will occur for each
parameter selected as a control destination.

Range: -63—+63

With positive (+) settings, higher values will allow
greater control.

With negative (-) settings, the direction of the change
will be inverted.

* Paramcters that are modified using controllers are modi-
fied only temporarily. The value of the parameter itself is
not directly changed.
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Example of seftings
Using LFO2 to apply vibrato controlled by the modu-
lation lever

MOD: Ctrll Depth

MOD: Control 1
1+631+631+631+63

ILZPILZPIL2PILZP

For each tone, set the LFO2 Pitch Depth to “0,” and the
LFO2 Rate to approximately “90” (p. 54, 52).

Using the modulation lever to change the cutoff fre-
quency

MOD: Control 1] [MOD: Ctrlil Deprth
ICUTICUTICUTICUT] (148314631 +631+63

Set the cutoff frequency of each tone to approximately
“60"” (p. 40).

Using the pitch bend lever to change the panning

1 PANTPANTPANTPRN

BEND:
1+631-631+631-63

Control 1! BEMD:Ctrl1l Derth

For each tone, set the Tone Pan to “0,” and the Bend
Range Up/Down to “0” (p. 46, 60).

Using aftertouch to bend down

AFT: Control 1| |AFT: Cirll Derth
1PCHIPCHIPCHIPCH| |[1-631-631-631~63

Set the Bend Range Down to “-48” (p. 60).

Saving Patches You've

Created (Patch Write)

After you've created a patch you like, do this to save it
as a User Patch:

1. Make sure the pattern is stopped.

2. Press [PATCH] to access the Patch Select
page.

If you've modified the patch settings, an asterisk “*”

will be displayed at the left of the number, indicating

that the selected patch has been modified {(edited).

Be aware that if you select a different patch without

saving the modified patch, your changes will be lost.

3. Press [WRITE].
The following display will appear, and the ”_" (cur-
sor) will appear under the number.

WRITE i I
FATCH-Wte Uzp@@l

lead TE 1

1f you do not wish to change the number or name, you
can omit steps 4-8.
If you decide not to save the patch, press [EXIT].

4. Press [USER] or [CARD] to select the save
destination bank.

* CARD banks can be selected only if an optional memory
card is inserted.

o= “Using Memory Cards” (p. 159)

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the patch that is currently in the save des-
tination number. After you have found a patch that
you do not mind overwriting, press [UNDO/REDO]
once again to return to the previous display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line in the display.

FATCH-WLe UiREal
Lead TE 1

7. Assign a name to the patch.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters can be selected:
Space,A—Z,a—z,0—9,!”#$%&’()*+,-./:;<=>?
@[¥]~_"{1)

8. Repeat steps 6~7 to input the name.

By pressing PAGE [<] you can move the cursor back

toward the left.
A name of up to 12 characters can be input.

9. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

FATCH-WLe u:ﬂamJ

Bre Yow Sure
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10. Press [ENTER] once again.

Fraocessind. ..
Fesr Fowsy O !

The Patch Write operation will be carried out, then the
normal display will reappear.
The patch has now been saved.

Copying and Initializing Settings

Patch Tone Copy
This operation copies the settings of a tone in a patch
to the specified tone of the currently-selected patch.

1. Select any part 1-7 as the current part.

2. Press [PATCH] to access the patch select
page.

3. Select the copy destination patch.

4. Hold down {SHIFT] and press [PARAM
COPY].

The display will show the copy source patch, the copy

source tone and the copy destination tone.

(SHET) UNDQ/
)+ g FATCH-TOME-Cord l
ipenl-T1  + E

Copy source CT);y-source Copy
patch tone destination

tone

5. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source patch, the copy source
tone and the copy destination tone.

You can use PAGE [<] [>] to move the cursor.

6. Press [ENTER].
The confirmation screen will appear in the display.

[F‘IZ!TE:H—TEIP-JE—E..:.F-H }

Are Yow Sure 7

7. Press [ENTER] once again.

Froocsessind. ..
Feer Fowsr OH !

The Patch Tone Copy operation will be carried out,
then the normal display will reappear.
If you decide to cancel the operation, press [EXIT].

62

If you wish to save the patch that you copied, use the
Patch Write operation.

1 “Saving Patches You've Created (Patch
Write}” (p. 61)

Patch Initialize
This operation initializes a patch.

1. Press [PATCH] to access the patch select
page.

2. Select the patch that you wish to initialize.

3. Hold down [SHIFT] and press [INITIALIZE].

The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

WRITE
C O+ |

FATCH- It U:HBEI]

Hi~2 Yol Suee 7

4, Press [ENTER].

Frocezzingd...
Feer Fowse OH !

The Patch Initialize operation will be carried out, then
the normal display will reappear.
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Creating an Original
Rhythm Set

Creating the Sounds

In Rhythm Edit, you can modify the parameters of
each rhythm tone independently.

1. Select the rhythm part as the current part.

2. Select the rhythm set that you wish to edit
(p. 23).

3. Press [TONE SELECT] to make the indicator
light.

TONE RHYTHM
SELECT MUTE

4. Press [EDIT].

The indicator will light.

The display will show the currently selected rhythm
set parameter, and the name and note number of the
rhythm tone currently being edited .

Note number

ﬁ WARLE: B 30 29

N

REALTIME ERASE I:l = l‘j 3 T F: .:_:l EI ':.':J T i

Name of Rhythm tone

5. Press a keyboard pad to select the rhythm
tone that you wish to edit.

The last-played rhythm tone will be selected for edit-

ing.

6. Select the rhythm set parameter that you
wish to modify, and edit the value.

To exit from an editing page, press [EXIT].

There are two ways to select rhythm set parameters.

Using knobs and buttons to select the
page for editing

By operating the knobs or buttons of the front panel,
you can directly call up the editing page for that para-
meter. For example, if you operate [CUTOFF] knob,
the display will automatically change to the cutoff fre-
quency setting page, and you can view the settings for
each rhythm tone as you modify them.

* This method cannot be used to edit parameters for which
there is no front panel knob or button.

Selecting only the edit page without modify-
ing the value ‘

If you wish to see the current value before you modify
it, hold down [EDIT] while you operate the knob. This
will access the editing page without modifying the
value.

Selecting pages in each section for
editing

By pressing [EDIT] + a keyboard pad, you can access
the pages for each section, then use PAGE [<] [>] to
move between parameter screens within each section,
and edit the desired parameter. This method allows
you to edit all parameters, and is suitable when you
wish to edit a sound in a logical sequence such as
“waveform”-> “pitch”-> “brightness,” etc.

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

For how to access the pages of each section, refer to
“Making More Detailed Settings” in each section.

Specifying the Basic
Waveform of the Sound and

How It Will Sound (Wave)

In the WAVE section you can specify the waveform
that will be the basis of the sound, and how it will
sound.

Selecting the Basic Waveform
(Wave Select)

Select the waveform that will be the basis of each
rhythm tone.

1. Press [WAVE SELECT].
The indicator will light, and the wave select setting
page will appear.

WAVE
SELECT

A1
m

WHLE: [ DA <TE
A2E3TRZEY Tom

a Number  Waveform name

2. Use [INC] [DEC] or the [VALUE] dial to select
a Waveform Number (A001-A254,
BOO1-B251).

If you would like to know what waveforms are
available...
= “Waveform List” (p. 190)
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Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

.
The display will show the WAVE section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

1

< PAGE B
]
A

REALTIME ERASE

Tore Sl

D gl

WOUE s
-

= oodc

AZEZTRSES Tom

=15

(WALE:  Wauve Gain
Codl BED +13
EY s Erme Maode

o408y HO-5US

FHZE".-': Fute GErour
Co4d &8

3 3
- K s '

Tone SW (Rhythm Tone Switch)

Turn this “ON" if you want the rhythm tone to sound,
or “OFF” if you do not want it to sound.

In order to make the best use of the available polypho-
ny, set unused rhythm tones to “OFF.”

Wave Select
This is the sctting page for “Selecting the Basic
Waveform (Wave Select)” (p. 63).

Wave Gain

This parameter boosts the waveform. Raising the
value by 6 dB will double the gain.

Range: -6, 0, +6, +12
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Env Mode (Envelope Mode)

Specifics how the sound will play when a sustained-
type waveform such as a whistle (a looped waveform)
is selected.

Available settings:

SUSTAIN: The sound will continue as long as the
keyboard pad is pressed.

The sound will decay naturally even if
you continue holding the keyboard pad.

NO-SUS:

* If a waveform with a long decay (one-shot waveform) is
selected, setting this parameter to SUSTAIN will have no

effect.
Mute Group

The Mute Group function lets you prevent percussion
instruments in the same mute group from sounding
simultaneously.

Range: OFF, 1-31

If you are not using the mute group function, set this
OFF.

For example, on an acoustic drum set, it is physically
impossible for the open hi-hat sound to be heard at the
same time as the closed hi-hat sound. To simulate this,
you can specify the same mute group number for both
hi-hat sounds.

KEY: Mute Groue
F#Z( 54> 2

KEYt Mute Grour||[KEY: HMute Grour
G#3C 56) 2| [A#3¢ 5 2

Changing the Pitch of the
Sound (Pitch)

The PITCH section contains parameters that affect the
pitch.

Approximate Pitch Adjustments

(Coarse Tune)

For each rhythm tone, you can adjust the pitch in
semitone steps.

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [COARSE TUNE] knob to adjust
the Coarse Tune value.



Chapter 3. Creating Original Sounds (Patch Edit/Rhythm Edit)

COARSE TUNE

{EmETRE]

FITCH: CoarzeTune
CHady A12 5}

Range: -60—+60
As the knob is rotated further clockwise, the pitch will

rise. As it is rotated counterclockwise, the pitch will
fall.

Fine Pitch Adjustments
(Fine Tune)

For each rhythm tone, you can make fine adjustments
to the pitch in 1-cent steps (1/100th of a semitone).

1. Press [FUNC] to make the indicator blink.

2. Rotate the [FINE TUNE] knob to adjust the
Fine Tune value.

COARSE TUNE
CEWE TURE ]
FITCH: Fine Tune
CH#dy Rls +5i
Range: -50—+50

As the knob is rotated further clockwise, the pitch will
rise. As it is rotated counterclockwise, the pitch will
fall.

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

(2
The display will show the PITCH section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

2

REALTI;V:E\ERASE [:%]
FITCH: CoarsseTune

CHde 210 &
FITCH: Firne Turs

CHdy &ln +5
FITCH: Frdd Pitchk

CHade ol 166 Y

Coarse Tune
This is the setting page for “Approximate Pitch
Adjustments (Coarse Tune)” (p. 64).

Fine Tune
This is the setting page for “Fine Pitch Adjustments
(Fine Tune).”

Rnd Pitch (Random Pitch Depth)

This applies a degree of randomness to the pitch of
each note.

Range: 0-1200

As this value is increased, a greater degree of random-
ness will be applied. As this value is decreased, there
will be less randomness. With a value of “0” there will
be no effect.
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Making the Pitch Change
Over Time (Pitch Envelope)

In the P-ENV (Pitch Envelope) section you can make
settings to specify how the pitch of the percussion
instrument will change over time.

Pitch Envelope Settings

1. Press [ENV SELECT] several times to select
PITCH.

2. Use the [A]/[D)/[S)/IR] sliders to adjust the
pitch envelope values.

Available settings:
[AJ/IDJIR]): 0-127
[S]: -63—+63
o7prTen
® RALTER
® AMP

Pitch

- D R
Leveli=Level2=+63
Leveld=0
Time2=0
S
0 7 i Time
i l Key on Key off
[F-EHL:  [AITimel
Cade &1 &
F-EHL:  [DITime3
CHdl 510 &
[F-EHL: [S1Leusll
CHdl 510 +63
[F—EML:  [RITimed
Cadl E10 &

[A] (Attack Time)

The time from when the keyboard pad is pressed until
the maximum pitch change is reached.

Higher settings will cause the pitch to change over a
longer time.

[D] (Decay Time)

The time from when the maximum pitch change is
reached until the Sustain Level is reached.
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Higher settings will cause the pitch to change over a
longer time.

[S] (Sustain Level)

The pitch that will be held.

Positive (+) settings will make the pitch higher than
the normal pitch. Negative (-) settings will make the
pitch lower than the normal pitch.

[R] (Release Time)

The time from when the keyboard pad is released
until the pitch returns to the normal pitch.

Higher settings will cause the pitch to change over a
longer time.

Specifying the Envelope Depth
(Pitch Envelope Depth)

Here’'s how you can adjust the depth of the Pitch
Envelope.

1. Press [ENV SELECT] several times to select
PITCH.

2. Use the [DEPTH] slider to adjust the Pitch
Envelope Depth.

Range: -12—+12

Increasingly positive (+) settings will produce a

greater width of pitch change. Negative (-) settings

will invert the shape of the envelope, causing the pitch

to change in the opposite direction.

F—EMLI: EHMHY Depth
CH#de =1l +172

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad

[3].
The display will show the P-ENV section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.
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(Em) 2
+ B ==
REALTIME ERASE (:j

A
P-ENU: ENY Derth
C#4¢ 61> +12
P-ENVU: Uelo Sens
C#4( 61> +50
P-ENU: Uelo Time
CH#4( 61> +78
P-ENU: [RAITimel
CH4¢ 61> a
P~-EMU: Timel
CHd4C 612 a
P-ENU:  [DITimed
CHdC 61> a
P-ENU:  [RITimed
C#d 61> a
P-ENU: Levell
C#4¢ 61> +63
P-EHU: Levell
C#4( 61> +63
P-ENU: [S1Level3l
C#4C 61> +63
P-ENU: Leveld
C#4( 61> a v

ENV Depth (Pitch Envelope Depth)
This is the setting page for “Specifying the Envelope

Depth (Pitch Envelope Depth)” (p. 66).

Velo Sens (Pitch Envelope Velocity
Sensitivity)

This setting lets you control the Pitch Envelope depth
by the force with which you play the external MIDI
keyboard.

Range: -100-+150

With positive (+) settings, the pitch will change more
greatly as you play the keyboard more strongly. With
negative (-) settings, the pitch will change less as you
play the keyboard more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

Velo Time (Pitch Envelope Velocity
Time Sensitivity)

This parameter lets your playing dynamics on the
external MIDI keyboard control the overall time of the
entire Pitch Envelope.

Range: -100—+100

With positive (+) settings, the Pitch Envelope times
will become faster as you play the keyboard more
strongly. With negative (-) settings, the Pitch Envelope
times will become slower as you play the keyboard
more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

The four front panel sliders [A]/[D]/[S]/[R] can be
used to set the most commonly-used parameters of the
pitch envelope, but the MC-505 also allows you to
make more detailed pitch envelope settings.

Pitch
Timel(A Time2 Time3(D Timed4(R)

0 Time

Levell Level3(S) A
Key on Key off

Lavel2 Leveld

Time1-4 (Pitch Envelope Time 1-4)
Specifies the time until the next pitch level is reached.
You can set the four parameters Timel—4.

Range: 0-127

Higher settings will result in a longer time until the
next pitch level is reached.

* The front panel parameter [A] (Attack Time) corresponds
to Timel, [D] (Decay Time) to Time3, and [R] (Release
Time) to Time4.

Level1-4 (Pitch Envelope Level 1-4)
Specifies the pitch difference relative to the normal
pitch (as specified by Coarse Tune and Fine Tune).
You can set the four parameters Levell-4.

Range: -63—+63

Positive (+) settings will raise the pitch above the nor-
mal pitch. Negative (-) settings will lower the pitch
below the normal pitch.

* The front panel parameter [S] (Sustain Level) corresponds
to Level3.
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Modifying the Brightness of
the Sound (Filter)

The FILTER section lets you make settings that affect
the brightness of the percussion instrument sounds.

Selecting the Type of Filter
(Filter Type)

Select the type of filter.

1. Make sure that the [FUNC] indicator is
dark.

2. Press [FILTER TYPE] several times to select
the type.

® LPF
@ BPF
@ HPF
ercc |FILTER: Ture
RS LFF

AND PAN

OFF:

The filter will not be used (all four indicators are dark).
LPF (Low Pass Filter):

This is the most common type of filter, and allows fre-
quencies below the cutoff frequency to pass. It is used
to make the sound more mellow.

HPF (High Pass Filter):

This filter allows frequencies above the cutoff frequency
to pass. It is appropriate for creating percussion instru-
ment sounds with a distinctive high frequency range.
BPF (Band Pass Filter):

This filter allows frequencies in the region of the cutoff
frequency to pass, and cuts the rest. It is useful for cre-
ating sounds with a distinctive tone.

PKG (Peaking Filter):

This filter boosts the overtones in the region of the cut-
off frequency. It allows you to simulate the resonance
of a drum.

Brightening the Sound
(Cutoff Frequency)

Specifies the frequency at which the filter will begin to
affect the frequency components of the waveform (the
Cutoff Frequency). By changing the cutoff frequency,
you can contro} the brightness of the sound.

1. Make sure that the [FUNC] indicator is
dark.
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2. Rotate the [CUTOFF] knob to adjust the cut-
off frequency value.

CUTOEF
FILTER: Cutoff
CHde sl 27
Range: 0-127

The effect will depend on the Filter Type.

LPF (Low Pass Filter)

Rotating the knob clockwise will cause the sound to
become brighter, approaching the original waveform.
Rotating it counterclockwise will cut more of the high
frequency overtones, making the sound darker.

* For some waveforms, you may not be able to hear any
sound if you lower the value too far.

HPF (High Pass Filter)

When the knob is turned clockwise, the low frequency
range will be cut more greatly, making the sound
sharper. As the knob is rotated counterclockwise, the
original sound of the waveform will be heard.

* For some wavefornis, you may hear no sound if this value
is raised excessively.

BPF (Band Pass Filter)

Rotating the knob clockwise will raise the frequency
area that is heard. Rotating the knob counterclockwise
will cause only a progressively lower frequency area
to be heard.

PKG (Peaking Filter)

When the knob is turned clockwise, the frequency area
that is emphasized will rise. Rotating the knob coun-
terclockwise will lower the frequency area that is
emphasized.

Adding a Distinctive Character to
the Sound (Resonance)

This setting emphasizes the overtones in the region of
the cutoff frequency, adding character to the sound.

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [RESONANCE] knob to adjust the
resonance sefting.
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RESONANCE
FILTER: Fesonance
C#di 610 s

Range: 0-127

As the knob is rotated further clockwise, the sound
will have more character. Rotating it counterclockwise
will make the sound more natural.

Depending on the cutoff frequency setting, raising the
resonance excessively may cause the sound to distort
suddenly. In particular when Low Boost is being
applied, the sound will be more prone to distort, so
rotate [LOW BOOST] counterclockwise to adjust the
boost amount until the sound no longer distorts.

ev “Using Low Boost to Adjust the Low Range”

(Quick Start, p. 9

In order to prevent the resonance from being increased
excessively, factory settings have been made so that
the value will not rise beyond “110” even if the [RESO-
NANCE] knob is rotated all the way to the right. This
is called the Resonance Limiter. You are free to adjust
this upper limit.

i “Specifying the Variable Range of Resonance

(Resonance Limiter)” (p. 164)

If you have increased the Resonance Limiter setting,
be careful not to raise the resonance excessively.

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
[4].

The display will show the FILTER section setting

page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

(epm) + ut
SR - PAGE P
fEaa)y -
FILTER: Tupe
CHdr Gl LFF
FILTER:  Cutoff]
C#40 E10 27
rF-' ILTER: Etez.-:nr'nar"n:.e‘
CHA0 Bl 137
FILTER:Rezo Uslo
CHar E17 +50
J Y
Type (Filter Type)

This is the setting page for “Selecting the Type of Filter
(Filter Type)” (p. 68).

Cutoff (Cutoff Frequency)
This is the setting page for “Brightening the Sound
(Cutoff Frequency)” (p. 68).

Resonance
This is the setting page for “Adding a Distinctive
Character to the Sound (Resonance)” (p. 68).

Reso Velo

(Resonance Velocity Sensitivity)

Specifies how resonance depth will be affected by

your playing dynamics on the external MIDI key-

board.

Range: -100-+150

With positive (+) settings, playing the keyboard more

strongly will cause the change to be greater. With neg-

ative (-) settings, playing the keyboard more strongly

will cause the change to be less.

* It is not possible to control this by varying the force with
which you press the keyboard pads.
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Making the Brightness
Change Over Time

(Filter Envelope)

On acoustic instruments, the tone quality (brightness)
often changes over the duration of a note. For exam-
ple, on a piano, the sound at the beginning of each
note contains many overtones (i.e., has a bright tone),
and as the note decays to silence, the overtones dimin-
ish, making the sound more mellow. The F-ENV
(Filter Envelope) section lets you create this type of
tonal change over time.

Filter Envelope Settings

1. [ENV SELECT] several times to select FILTER.

2. Use the [A])/[D]/[S]/[R] sliders to adjust the
filter envelope values,
Range: 0-127

® PITCH
[S.X7
|~ O FILTER
LY

® AMP

Cutott
frfquencyA b R
Levell=Level2=127
Leveld=0
Time2=0
S
0 Time
Key on Key off
[F-EMJ:  [AITimel)
(CHd Bl 18
[F-EML:  [DITimed)
CHdo aln KA
F-EHL: [5dlewsl3
CH#HdC aln i
[F-EMU:  [RITimed
(CHS Bl e

[A] (Attack Time)
The time from when the keyboard pad is pressed until
the maximum tonal change is reached.

Higher settings will cause the tonal change to occur

over a longer time.
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[D] (Decay Time)

The time from when the maximum tonal change is
reached until the Sustain Level is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[S] (Sustain Level)

The cutoff frequency level at which the tonal change
will stabilize.

Raising this setting will also raise the cutoff frequency.

[R] (Release Time)

The time from when the keyboard pad is released
until the sound disappears.

Higher settings will cause the tonal change to occur
over a longer time.

Specifying the Depth of the

Envelope (Filter Envelope Depth)
This setting adjusts the depth of the filter envelope.

1. Press [ENV SELECT] several times to select
FILTER.

2, Use the [DEPTH] slider to adjust the Filter
Envelope Depth setting.

F~EHU: EMHU Derth
CHdd &1 +E7

Range: -63-+63

As the value is increased in the positive (+) direction,
the amount of tonal change will increase. With nega-
tive (-) settings, the shape of the envelope will be
inverted, and the tone will change in the opposite
direction.

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
[5].

The display will show the F-ENV section setting page.

2, Use PAGE [<] [>] to select parameters with-
in the section, and edit them.
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) -
=

REALTIME ERASE
A
F-ENU: ENU Derth
C#4¢ 61D +63
F-ENU: Uelo Sens
C#4( 61D +58
[F-ENU: Uelo Time
CH#4C 61D +78
F-ENU: [RITimel]
C#4¢ 61D 18
F-ENU: Time2
C#4¢ 61) 8
F-ENU: [D1Time3
C#4( 610 30
F-ENV: [RITimed
C#4¢ 617 30
F-ENU: Levell
C#4( 61 127
F-ENU: Level?
C#4¢ 617 127
F=-ENU: [S1Level3
C#d4¢ 61) 88
F-ENU: Leveld
CH4C 61D a v

ENV Depth (Filter Envelope Depth)
This is the setting page for “Specifying the Depth of
the Envelope (Filter Envelope Depth)” (p. 70).

Velo Sens (Filter Envelope Velocity
Sensitivity)

Specifies how the force of your playing on the external
MIDI keyboard will affect the filter envelope.

Range: -100—+150

With positive (+) settings, the tone will change more
as you play more strongly on the keyboard. With neg-
ative (-) settings, the tone will change less as you play
more strongly on the keyboard.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

Velo Time (Filter Envelope Velocity

Time Sensitivity)

Specifies how the dynamics of your playing on the

external MIDI keyboard will affect the overall time of

the entire filter envelope.

Range: -100-+100

With positive (+) settings, the filter envelope times will

become faster as you play the keyboard more strongly.

With negative (-) settings, the filter envelope times will

become slower as you play the keyboard more strong-

ly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

The four front panel sliders [A]/[D]/{S}/[R] can be
used to set the most commonly-used parameters of the
filter envelope, but the MC-505 also allows you to
make more detailed filter envelope settings.

Cutoft

frequency
+ Tima1(A, Time2 Time3(D] Timed(R)
-
0
Levell Level2 Level3(S) 4 Laveld Time
Key on Key off

Time1-4 (Filter Envelope Time 1-4)

Specifies the time until the next cutoff frequency is

reached. You can set the four values Timel—4.

Range: 0-127

Higher settings will lengthen the time until the next

cutoff frequency is reached.

* The front panel [A] (Attack Time) corresponds to Time 1,
[D] (Decay Time) to Time3, and [R] (Release Timelto
Timed.

Level1-4 (Filter Envelope Level 1-4)
Specifies the cutoff frequency at each level. You can set
the four values Level 1-4.

Range: 0-127

Higher settings will also raise the cutoff frequency.

* The front panel [S] (Sustain Level) corresponds to Level3.
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Adjusting the Volume and
Pan (Amplifier)

The AMP (amplifier) section contains settings related
to the volume and stereo location of the sound.

Adjusting the Volume of Each
Rhythm Tone
(Rhythm Tone Level)

This setting adjusts the volume of each rhythm tone.
This is used mainly to adjust the volume balance
between rhythm tones.

1. Press [FUNC] to make the indicator blink.

2. Rotate the [TONE LEVEL] knob to adjust the
Rhythm Tone Level setting.

CUTOFF

LEUVEL i Tone Lewal
CHdD &1 27

Range: 0~127

As the knob is rotated further clockwise, the volume

will increase. As it is rotated counterclockwise, the

volume will decrease.

* The overall volume of the entire rhythm set can be modi-
fied and memorized for each pattern as the Setup parame-
ter Part Level. The Rhythm Tone Level setting will be
multiplied by this value.

= “Adjusting the Volume of Each Part (Part
Level)” (p. 24)

Adjusting the Pan for Each
Rhythm Tone (Rhythm Tone Pan)

This parameter sets the stereo location for each
rhythm tone.

1. Press [FUNC] to make the indicator blink.

2. Rotate the [TONE PAN] knob to set the
Rhythm Tone Pan value.
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RESONANCE
{TONE FAN ]

FHr: Tome Fan

C#dy 51x A

Range: L64-63R

As the knob is rotated further clockwise, the stereo

location will shift toward the right. As it is rotated

counterclockwise, the location will shift toward the

left.

* The pan of the overall rhythm sct can be modified and set
for each pattern by the Setup parameter Part Pan. The
Rhythm Tone Pan value will be added to this setting.

ARk “Adjusting the Pan of Each Part (Part Pan)”
(p. 24)

Causing Pan to Change
Randomly (Random Pan Switch)

This setting causes the stereo location to change ran-
domly each time a note is played.

1. Press [FUNC] to make the indicator blink.
2. Press [RND PAN].

® LPF
® BPF
® HPF
® PKG

[ENOFAN]
PAH: RErd FPan Sw
CHde eln OFF

All four indicators will be blinking, and the Random

Pan Switch will be turned on.

* The Rhythm Tone Pan setting will be ignored by rhythm
tones for which the Random Pan Switch is turned on.
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Making More Detailed Settings

Volume-related settings

1. Hold down [EDIT] and press keyboard pad

[6].
The display will show the AMPLIFIER/LEVEL section
sctting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

EDIT 5

<« PAGE »
O3

REALTIME ERASE

LEVEL s Tone Lewsl
CHade 512 27

Tone Level (Rhythm Tone Level)
This is the setting page for “Adjusting the Volume of
Each Rythm Tone (Rhythm Tone Level)” {(p. 72).

Pan-related settings

1. Hold down [EDIT] and press keyboard pad

(71
The display will show the AMPLIFIER/PAN section

setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

4

IT —

-=R- + - PAGE »
Eaay o
FARH: Tore Pa I"I‘

C#di £l £3R|
[FOM:  Fod Pan S
C#d E10 OFF |
[FaM:Alt. Fan Deth
Cade &1 £3R| v

Tone Pan (Rhythm Tone Pan)
This is the setting page for “Adjusting the Pan for
Each Rhythm Tone (Rhythm Tone Pan)” (p. 72).

Rnd Pan Sw (Random Pan Switch)
This is the setting page for “Causing Pan to Change

Randomly (Random Pan Switch)” (p. 72).

Alt Pan Dpth (Alternate Pan Depth)

This parameter causes the stereo location of the sound
to alternate between left and right each time a note is
played.

Range: L63-63R

Higher settings will cause greater change.

When this parameter is set in the L direction, the
sound will alternate in the order of left -> right-> left->
right. When set in the R direction, the sound will alter-
nate in the order of right -> left-> right-> left.

If you don’t know which rhythm tone you
want to edit -

Sometimes while playing back a pattern, you may
wish to edit the snare drum that is being played by
that pattern, but don’t know which snare drum of the
rhythm set is being played.

In such cases, select the rhythm part as the current
part and press [MEASURE]. While you continue hold-
ing the button, the keyboard pad indicator for that
rhythm tone will light at the timing at which the
rhythm tone sounds. Use OCTAVE[-] [+] to change the
key range, and find the keyboard pad that lights at the
timing of the snare drum. This is the rhythm tone that
you want to edit.
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Creating Time-Varying
Change in Volume

(Amplifier Envelope)

On acoustic instruments, change in volume occurs
over the duration of each note. For example, on a
piano, the volume reaches the maximum level imme-
diately, and then gradually decays to silence (decay-
type instruments). On instruments such as an organ,
the volume remains constant as long as the note is
held (sustain-type instruments). The parameters of the
A-ENV (amplifier envelope) section let you specify
this type of time-varying change in volume (the
Amplifier Envelope).

Amplifier Envelope Settings

1. [ENV SELECT] several times to select AMP.

2, Use the [A]/[D]/[S)/[R] sliders to adjust the
amplifier envelope values.
Range: 0-127

Level

N A__D R
A Leveli=Level2=127
Time2=0
S
o] i Time
Key on Key off
(A-EMU:  CAITimel]
CH#4t 10 o7
H-EML:  [DITimel]
CH#di E10 27|
(G-EHL: [S1LewslX
C#d40 510 7|
H-EMLE  [RITimed
CHde 10 137

[A] (Attack Time)

The time from when the keyboard pad is pressed until
the maximum volume is reached.

Higher settings will cause the volume to change over a
longer time.
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[D] {(Decay Time)

The time from when the maximum volume is reached
until the Sustain Level is reached.

Higher settings will cause the volume to change over a
longer time.

[S] (Sustain Level)
The level at which the volume reaches a steady state.
Higher settings will also raise the volume.

[R] {Release Time)

The time from when the keyboard pad is released
until the volume decays to silence.

Higher settings will cause the volume to change over a
longer time.

Making More Detailed Settings

1. Hold down [EDIT] and press keyboard pad
[8]-
The display will show the A-ENV section setting page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

(Eo) 2
saall BELT
A

REALTIME ERASE

A-ENV: Uelo Sens
C#4¢ 61D +50
A-ENU: Uelo Time
C#4¢ 61D +70
[A-ENV:  [R1Timel
C#a¢ 61D 127
(A-ENY: Time2
C#4¢ 61D 127
A-ENU: C[DI1Time3
C#4( 61D 127
A-ENV: [RITimed
C#d¢ 61 127
A-ENU: Levell
C#4( 61D 127
R-ENU: Level?
C#4¢ 61D 127
[A-ENV: [S1Levell
C#4¢ 61D 127 v
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.

Velo Sens (Amplifier Envelope Velocity
Sensitivity)

Specifies how the depth of the amplifier envelope will
be affected by the strength of your playing on the
external MIDI keyboard.

Range: -100—+150

With positive (+) settings, the volume will increase as
you play more strongly on the keyboard. With nega-
tive (-) settings, the volume will decrease as you play
more strongly on the keyboard.

If this is set to “0,” the volume will not be affected by
the strength of your playing on the keyboard pads.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

Velo Time (Amplifier Envelope Velocity
Time Sensitivity)

Specifies how the overall times of the entire amplifier
envelope will be affected by the strength of your play-
ing on the external MIDI keyboard.

Range: -100-+100

With positive (+) settings, amplifier envelope times
will become faster as you play the keyboard more
strongly. With negative (-) settings, amplifier envelope
times will become slower as you play the keyboard
more strongly.

* It is not possible to control this by varying the force with
which you press the keyboard pads.

The four front panel sliders [A]/[D]/[S]/[R] can be
used to set the most commonly used parameters of the
amplifier envelope, but the MC-505 also allows you to
make more detailed amplifier envelope settings.

Level
+ Timei(A) Time2 Time3(D] Timed(R!
0
y tevelt Leval2 Level3(S) & Time
Key on Key off

Time1-4 (Amplifier Envelope Time 1-4)

Specifies the time until the next level point is reached.

This can be set for each of the four parameters Time

1-4.

Range: 0-127

Higher settings will lengthen the time until the next

level point is reached.

* The front panel parameter [A] (Attack Time) corresponds
to Timel, [D] (Decay Time) to Time3, and [R] (Release
Time) to Time4.

Level1-3 (Amplifier Envelope Level 1-3)

These parameters specify the volume at each point.

You can set the three points Levell-3.

Range: 0-127

Higher settings will also raise the volume.

* The front panel [S] (Sustain Level) corresponds to Level
3.

Adjusting the Range of Pitch
Bend (Bend Range)

Specifies the amount of pitch change (in semitone
units) that will occur when the pitch bend lever of an
external MIDI device is operated.

1. Hold down [EDIT] and press keyboard pad
(14}

The display will show the CONTROL/PITCH BEND

section setting page.

=Tl + 14
__-R' « PAGE >
REALTIME ERASE ) O
BEMD: Eend Rande
CHdy w10 132

Range: 0-12 semitones

Higher settings will result in a greater pitch change
when the pitch bend lever is moved to the left or 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.
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Adjusting the Effects/
Specifying the Output
Destination for Each Rhythm
Tone

In the RHY TONE (Rhythm Tone) section you can
adjust the amount of effects that will be applied to
each rhythm tone, and specify the output destination
of each rhythm tone.

1. Hold down [EDIT] and press keyboard pad
[16].

The display will show the RHY TONE section setting

page.

2. Use PAGE [<] [>] to select parameters with-
in the section, and edit them.

18

REA%SE [——j‘—\j
(R, TOME: Reyw Leusl

CHde Bl 0

F, TOHE:[lw Lewel

CH#dy 510 2
F.TOME:  EF-Dut]

CHdC 510 DR | v

R.TONE Rev Level

(Rhythm Tone Reverb Level)

Specifies the reverb volume for each rhythm tone.
Range: 0~127

Higher settings will increase the reverb volume.

* The Ritythin Tone Reverb Level setting is valid only if the
Part EFX/Output Assign setting of the rhythm part is set
to “RHY.” Also in this case, if the Reverb Level and the
Part Reverb Level setting of the rhythm part are low,
there will be no reverb even if the Rhythm Tone Reverb
Level is raised.

= “Applying EFX/Specifying the Output

Destination for Each Part (Part EFX/Output

Assign” (p. 104)

1z Adjusting the Overall Reverb Volume

(Reverb Level) (p. 80)

w5 Adjusting the Reverb Volume for Each Part

(Part Reverb Level) (p. 80)

*If you would like to know more about reverb
settings...

v “Adding Reverberation to the Sound

(Reverb)” (p. 79)
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R.TONE Dly Level

(Rhythm Tone Delay Level)

Specifies the amount of delay for each rhythm tone.
Range: 0-127

Higher settings will increase the delay volume.

* The Rhythm Tone Delay Level sctting is valid only when
the Part EFX/Output Assign setting of the rhythm part is
set to “RHY.” Also in this case, if the Delay Level and the
Part Delay Level setting of the rhythm part are low, there
will be no delay even if the Riythm Tone Delay Level is
raised.

17 = “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign” (p. 104)

& Adjusting the Overall Delay Volume (Delay
Level) (p. 84)

= Adjusting the Delay Volume for Each Part
(Part Delay Level) (p. 84)

eIf you would like to know more about delay
settings...

5= “Adding an Echo to the Sound (Delay)” (p. 82)

R.TONE EFX/Out (Rhythm Tone

EFX/Output Assign)

For each rhythm tone, you can turn EFX on/off and

specify the output jacks from which the sound will be

output. Make these settings when you wish to apply

EFX only to specific rthythm tones, or to output only

specific rhythm tones from the DIRECT 1/2 jacks.

Available settings:

DRY: Stereo output from the MIX jacks without
applying EFX (EFX off).

EFX: Apply EFX, and output in stereo from the MIX
jacks (EXF on).

DIR1: Stereo output from the DIRECT 1 jacks.

DIR2: Stereo output from the DIRECT 2 jacks.

* Rhythm Tone EFX/Output Assign settings are valid only
when the Part EFX/Output Assign setting of the rhythn
part is “RHY.”

= “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign)” (p. 104)

* Effects (reverb/delay/EFX) are not applied to the sound

that is output from the DIRECT 1/2 jacks.
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Using the outputs as four mono outputs

By setting the Rhythm Tone Pan to full left or right,
you can use the outputs as up to four mono outputs.
Set the Part EFX/Output Assign of the rhythm part to
“RHY.”

R.TOME: EFX-0Out| [PAN: Tore Pan
C 4¢ 607 DIRL| |C 4¢ e@) LE4

R.TONE: EFX-0ut| |PAN: Tone Pan
C#4( 61> DIRL] |CH#4( 61> 63R

R.TONE: EFX-0ut| |PAN: Tone Pan
D 4¢ &2 DIR2| D 4C 622 L&4

R.TOME: EFx-0ut| |PAN: Tore Pan
D#4( 630 DIR2| |DH4C 632 63R

R1234567 EFR-0ut
RDDEEDDE R= RHY

C4 Ci4

D4 D#4

* If the EFX Qutput Level setting is low, the rhythm tone
with EFX applied will not be heard (p. 86).

) If you would like to know more about EFX set-
tings...
= “Applying Various Effects to the Sound
(EFX)” (p. 86)

Saving Rhythm Sets You’ve

Created (Rhythm Set Write)

When you have created a rhythm set that you like, you
can save it as a User Rhythm Set.

1. Make sure that the pattern is stopped.

2. Press [PATCH] to access the rhythm set
select page.

When you modify the settings of a rhythm set, an aster-
isk "*” will appear at the left of the number, indicating
that the selected rhythm set has been modified (edited).
Be aware that if you select a different rhythm set with-
out saving the modified rhythm set, your changes will
be lost.

3. Press [WRITE].
The following display will appear, and the cursor
will appear under the number.

“ o

WRITE

- FEHY-bl1te Ll

na
e §
-

1f you do not wish to change the number or name, you
can omit steps 4-8.
If you decide not to save the rhythm set, press [EXIT].

4. Press [USER] or [CARD] to select the save
destination bank.

* CARD banks can be selected only if an optional memory
card is inserted.

Rk “Using Memory Cards” (p. 159)

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the rhythm set that is currently in the save
destination number. After you have found a rhythm
set that you do not mind overwriting, press
[UNDO/REDO] once again to return to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line in the display.

EHY-brite
IR=2a%

S

7. Assign a name to the rhythm set.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters can be selected.

Space, A-Z,a-z,0-9, ! “#8% & () *+,-./:;<=>7
@[¥]~r_"{1]

8. Repeat steps 6~7 to input the name.

By pressing PAGE [<] you can move the cursor back
toward the left.

A name of up to 12 characters can be input.

9. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

FHY-lite Himi

Are Yo Sure 7

(|
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10. Press [ENTER] once again.

Frocessind. ..
Feep Power OH !

The Rhythm Set Write operation will be carried out,
then the normal display will reappear.
The rhythm set has now been saved.

Copying and Initializing Settings

Rhythm Key Copy

You can copy rhythm tone settings from another
rhythm set to the specified rhythm tone of the current-
ly-selected rhythm set.

1. Select the rhythm part as the current part.

2. Press [PATCH] to access the rhythm set
select page.

3. Select the copy destination rhythm set.

4. Hold down [SHIFT] and press [PARAM
COPY].

The display will show the copy source rhythm set

number, the note (key) of the copy source rhythm

tone, and the note (key) of the copy destination

rhythm tone.

!
FHYTHH-EEY-Copd
E:+ degl-Cc 4 =+ 4]

Copy source Copy source Copy destination
rhythm set  rhythm fone  rhythm tone key
number key

5. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source rhythm set number, the
copy source rhythm tone key, and the copy
destination rhythm tone key.

You can use PAGE [<] [>] to move the cursor.

6. Press [ENTER].
The confirmation screen will appear in the display.

IEH?THW—KEV—CDPH ]

Hre Yoy Suyrs 7

7. Press [ENTER] once again.

Frocessind, ..
Keer Power OF !
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The Rhythm Key Copy operation will be carried out,
then the normal display will reappear.

If you decide to cancel the operation, press [EXIT].

If you wish to save the copied rhythm set, perform the
Rhythm Set Write operation.

0 t# “Saving Rhythm Sets You’ve Created
(Rhythm Set Write)” (p. 77)

Rhythm Tone Initialize

Initializes a specific rhythm tone.

1. Press [PATCH] to access the rhythm set
select page.

2. Select a rhythm set.

3. Hold down [SHIFT] and press [INITIALIZE].
The following display will appear.

WRITE

FHY-TOME-Irit,
[:j“'- O B

4. Use the keyboard pads to select the
rhythm tone that you wish to initialize.

5. Press [ENTER].

6. The confirmation screen will appear in the
display.

Hre Youw =ues P

[EH?—TDHE—Init

If you decide to cancel the operation, press [EXIT}.
7. Press [ENTER].

Frocessind. ..
Feer Fower OM !

The Rhythm Set Initialize operation will be carried
out, then the normal display will reappear.
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The MC-505 comes with three effects units: reverb,
delay and EFX. Each of them can be set independently.
The following diagram shows the signal flow for these
effects.

REVERB

MiX DIRECT1 DIRECT2
LR LR LR

Since the effect settings you modify can be saved for
each pattern, effect settings can be switched simply by
selecting a pattern.

To save modified effects settings in a pattern...
wr “Saving Patterns You've Modified (Pattern
Write) (p. 26)

* If you switch patterns while playback is stopped, all effect
settings will be updated. However, if you switch patterns
during playback, reverb and delay parameters other than
Part Reverb Level and Part Delay Level will maintain the
values of the previous pattern.

AR = “Adjusting the Reverb Volume for Each Part
(Part Reverb Level)” (p. 80}
w= “ Adjusting the Delay Volume for Each Part
(Part Delay Level)” (p. 84)

Adding Reverberation to the

Sound (Reverb)

Reverb is an effect which adds reverberation and
ambiance to the sound, creating an impression of spa-
tial depth. It simulates the sound of music played in a
concert hall. In the REVERB section you can make set-
tings which control the reverb.

Selecting the Type (Reverb Type)

One of the following six basic types of reverb can be
selected.

1. Press [EFFECT SELECT].
While the button is pressed, the currently selected
Reverb Type will be shown in the left of the display.

2. Hold down [EFFECT SELECT] and rotate the
[REV LEVEL] knob to select the Reverb Type.

FELY BDLY  BEFE
HEL1E LOMGE DIST
'b +

.

: e
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U000

Available Settings:

ROM1 (Room 1): Reverb with short decay and high-
density.

ROM2 (Room 2): Reverb with short decay and low

density.

Reverb with much lingering rever-

beration.

Reverb with strong early reflec-

tions.

Clear-sounding reverb.

Rich-sounding reverb.

STG1 (Stage 1):
STG2 (Stage 2):

HAL1 (Hall 1):
HAL2 (Hall 2):

Reverb on/off

Hold down [EFFECT SELECT] and press {PRESET] to
switch reverb on/off.

When reverb is off, the following display will appear.

REL IDLY  1EFE
OFFE  OFFI  OFF

This setting cannot be stored in a pattern.

Adjusting the Length of

Reverberation (Reverb Time)

You can adjust the time over which the reverberation
will continue.

1. Make sure that the [FUNC] indicator is

dark.
If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several times to make
the top indicator light.

3. Rotate the [REVERB TIME] knob to set the
reverb time,

NG
ReversTIME 00
[ ]

1 Y
HF DAMP.
EFX-+REVERB LEVEL ‘

Range: 0-127

Rotating the knob clockwise will lengthen the reverb
time. Rotating the knob counterclockwise will shorten
the reverb time.
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Adjusting the Tone of the

Reverberation (HF Damp)
Specifies the frequency at which the high frequency
portions of the reverberation will be cut.

1. Make sure that the [FUNC] indicator is dark.
If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several times to make
the middle indicator light.

3. Rotate the [HF DAMP] knob to set HF
Damp.

REVERB

F

REVERBTIME __/ ‘f,
HF DAMP ~=0=
EFX-REVERS LEVEL ‘

HEVERE LEN

Range: 200-8000 (Hz), BYPASS

Lowering this setting will cause more of the upper fre-
quency content to be cut, making the reverberation
more muted in tone.

If you do not wish to cut the high frequency range,
rotate the knob fully right to select “BYPASS.”

Adjusting the Overall Reverb

Volume (Reverb Level)

You can adjust the overall volume of reverb for the
eight parts (thythm part and parts 1-7).

1. Press [FUNC] to make the indicator blink.

2. Rotate the [REV LEVEL] knob to adjust the
Reverb Level.

REVERB

Range: 0-127

Rotating the knob clockwise will increase the reverb
volume. Rotating the knob counterclockwise will
decrease the reverb volume.

Adjusting the Reverb Volume for
Each Part (Part Reverb Level)

You can adjust the reverb volume for each part.
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1. Press [MIXER SELECT] several times to make
the REVERB indicator light.

2. Move the part sliders [R]-[7] to adjust the
Part Reverb Level of each part.

TR (TANANALN  Reuverk
| UsLTTUIH P2= @

Current Part

R12345867

SLEVEL oo
® PAN
® KEYSHIFT
NV
- O REVERB
AN
® DELAY
® EFX/OUT
o mecamix O !

Range: 0-127

Raising the slider will increase the reverb volume.
Lowering the slider will decrease the reverb volume.

If you press [TEMPO/MIXER] to switch to the Part
Mixer page, the Part Reverb Level of each part will be
displayed graphically. At this time you can use [INC]
[DEC] to modify the setting values of the current part.

If you wish to apply reverb to parts that are not using
EEX, be aware that if either the Part Reverb Level of
that part or the Reverb Level of all parts is set to “0,”
no reverb will be applied to that part. Also, if you set
the Part EFX/Output Assign setting of the rhythm
part to “RHY,” you will be able to adjust the reverb
volume for each rhythm tone.

w “Applying EFX/Specifying the Output

Destination for Each Part (Part EFX/Output

Assign)” (p. 104)

*If you wish to adjust the reverb volume for

each rhythm tone...
= “R.TONE Rev Level (Rhythm Tone Reverb
Level)” (p. 76)

For each part
All parts
(part 1= 7)== _.\ REVERB

E=> )

PART
Reverb sound

R.TONE: Rev Level
CH44 613 )

For each rhythm tone
Entire rhythm part

When the Part EFX/Output Assign setting of the
rhythm part is “DRY” or “EFX,” raising the Part Reverb
Level will apply reverb to all rhythm tones equally.

Applying Reverb to the EFX
Sound (EFX-> Reverb Level)

Perform the following to set the volume of the reverb
applied to the EFX sound.

Regardless of the Part Reverb Level of each part,
reverb will apply equally to all parts whose Part
EFX/Output Assign setting is “EFX.”

1. Make sure that the [FUNC] indicator is
dark.

If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several fimes to make
the bottom indicator light.

3. Rotate the [EFX->REVERB LEVEL] knob to set
EFX->Reverb Level.

REVERB TIME 4
HF DAMP (4
EFX~REVERB LEVEL 2%
o

Range: 0-127
Rotating the knob clockwise will increase the volume
of the reverb applied to the EFX sound. Rotating it
counterclockwise will decrease the volume of the
reverb applied to the EFX sound.
* This will not affect a part if its “Part EFX/Output
Assign” setting is at something other than “EFX.”
= “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign)” (p. 104)

Making More Detailed Settings

In addition to setting them from the front panel, you
can use the following procedure to adjust parameters
(other than Part Reverb Level) while you view their
current value.

1. Hold down [SHIFT] and press keyboard
pad [5].

The REVERB section setting page will appear.

2. Use PAGE [<] [>] to select parameters with-

in the section, and set the desired parame-
ter value.
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- PAGE »

snkd B

RELERE:

Tupe=

L ROOM1
[RELERE:
Feverb Time= 127

[REVERE:
HF Dame=

FRELERE:

EF+hey Lul=s @
[RELERE: ]
Feusrh Leusl=127 ]

-

BYPASS)

To exit the setting page, press [EXIT].

Type (Reverb Type)

As in “Selecting the Type (Reverb Type)” (p. 79), select

the basic type of reverb.

Range: ROOM1, ROOM2, STAGEI1, STAGEZ2,
HALL1, HALL2

* In the setting page of p. 79, the type name will be dis-
played as an abbreviation.

Reverb Time

This is the setting page for “Adjusting the Length of
Reverberation (Reverb Time)” (p. 80).

Range: 0-127

HF Damp

This is the setting page for “Adjusting the Tone of the
Reverberation (HE Damp)” (p. 80).

Range: 200-8000 (Hz), BYPASS

EFX->Rev Lvl (EFX->Reverb Level)

This is the setting page for “Applying Reverb to the
EFX Sound (EFX->Reverb Level)” (p. 81).

Range: 0-127

Reverb Level

This is the setting page for “Adjusting the Overall
Reverb Volume (Reverb Level)” (p. 80).

Range: 0-127
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Adding an Echo to the Sound
(Delay)

Delay is an effect which adds echoes to the sound. It is
effective when applied to solo phrases or to densely
rhythmic phrases. In the DELAY section you can make
settings that specify how the delay will sound.

Level
Note that
wasplz}yed Delay sound ,
[y
i Feedback
ﬂ ﬂ i lavel
\ | A e Time
Delay
time

Selecting the Type (Delay Type)

One of the following two basic types of delay can be
selected.

1. Press [EFFECT SELECT].
While the button is pressed, the currently selected
delay type will be shown in the center of the display.

2. Hold down [EFFECT SELECT] and rotate the
[DELAY LEVEL] knob to select the delay
time.

FEV IDLY  1EF=
HAL1E LOMGE DIST

_DELAYTIME
FEEDBACK
EFX~DELAY LEVEL

Available Settings:

SHORT: A delay which repeats at short intervals.

LONG: A delay which repeats at long intervals.
You can also synchronize the spacing of
the repeats to the tempo of the pattern (p.
83).



Delay on/off

Hold down [EFFECT SELECT] and press [USER] to
turn delay on/off.

When delay is off, the following display will appear.

FEU
FF

LY 1EF.
OFFE  OFF

This setting cannot be stored in a pattern.

Adjusting the Delay Interval
(Delay Time)
Adjusts the time from the original sound until when

the delayed sound is heard (the interval between
repeats).

1. Make sure that the [FUNC] indicator is

dark.
If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several times to make
the top indicator light.

3. Rotate the [DELAY TIME] knob to set the
delay time,

DELAY TIME / e

o
1™

FEEDBACK ~ .
EFX~DELAY LEVEL ‘

(BEAYIEVED

Available Settings:
SHORT: 0.1-275

LONG: 200-1000, F fa Fo F JaJ. ddz b

Rotating the knob clockwise will lengthen the time
until the delay sound is heard. Rotating the knob
counterclockwise will shorten the time until the delay
sound is heard.

When the delay type is set to “LONG,” you can hold
down [SHIFT] and rotate the [DELAY TIME] knob to
adjust the setting as a note value. The delay will syn-
chronize to the tempo of the pattern, and will sound at
intervals of the specified note value.
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Delay Time =J

J_JTJJT]T
HHHHHHHL

* On the MC-505, it is not possible to set a delay time
longer than 1000 ms (1 second). When the delay time is
synchronized to the tempo, selecting a note value which
would make the delay time exceed 1000 ms will cause the
delay time to be halved, and the delay sound will be heard
at 1/2 the specified interval. In addition, even if 1/2 the
length would exceed 1000 ms, the delay time will be
shortened to 1/4 the length.

Adjusting the Number of
Repeats (Feedback Level)

Adjusts the number of times that the delay sound will
be repeated.

1. Make sure that the [FUNC] indicator is
dark.
If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several times to make
the middle indicator light.

3. Rotate the [FEEDBACK] knob to set the
feedback level.

DELAY

Range: 0—+98 (%)

Rotating the knob clockwise will increase the number
of repeats. Rotating the knob counterclockwise will
decrease the number of repeats.
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[ ]

Adjusting the Overall Delay

Volume (Delay Level)

This adjusts the volume of the delay sound for all
eight parts (the rhythm part and parts 1-7).

1. Press [FUNC] to make the indicator blink.
2. Rotate the [DELAY LEVEL] knob to adjust the
delay level.

DELAY

Range: 0-127

Rotating the knob clockwise will increase the volume
of the delay sound. Rotating the knob counterclock-
wise will decrease the volume of the delay sound.

Adjusts the Delay Volume for
Each Part (Part Delay Level)

Adjusts the volume of the delay sound for each part.

1. Press [MIXER SELECT] several times to make
the DELAY indicator light.

2. Use part sliders [R}-[7] to set the Part Delay
Level for each part.

R (TINnIRLl | Delaw
UHLTTULH F2= @

R1234567 Current Part

OLEVEL 4o

® PAN 4

® KEYSHIFT

® REVERB "
0

® MEGAMIX

"R 1 8 3 a 5 6 7

Range: 0-127

Raising the slider will increase the volume of the delay
sound. Lowering it will decrease the volume of the
delay sound.

If you press [TEMPO/MIXER] to access the Part Mixer
page, the Part Delay Level of each part will be dis-
played graphically.At this time you can use [INC]
[DEC] to modify the setting values of the current part.
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If you wish to apply delay to parts that are not using
EFX, be aware that if either the Part Delay Level of
that part or the Delay Level of all parts is set to “0,” no
delay will be applied to that part. Also, if you set the
Part EFX/Output Assign setting of the rhythm part to
“RHY,” you will be able to adjust the delay volume for
each rhythm tone.

5 “Applying EFX/Specifying the Output

Destination for Each Part (Part EFX/Output

Assign)” (p. 104)

oIf you wish to adjust the delay volume for

each rhythm tone...
¥ “R.TONE Dly Level (Rhythm Tone Delay
Level)” (p. 76)

() — -\

PART

—_———T
R.TONE:Dlu Le ] >
CHAC B1) 2el

When the Part EFX/Output Assign setting of the
rhythm part is “DRY” or “EFX,” raising the Part Delay
Level will apply delay to all rhythm tones equally.

Applying Delay to the EFX Sound

(EFX->Delay Level)

Specifies the volume of the delay that will be applied
to the EFX sound.

Regardless of the Part Delay Level of each part, delay
will apply equally to all parts whose Part EFX/Output
Assign setting is “EFX.”

1. Make sure that the [FUNC] indicator is

dark.
If it is blinking, press the button to make it go dark.

2. Press [EFFECT SELECT] several times to make
the bottom indicator light.

3. Rotate the [EFX->DELAY LEVEL] knob to set
the EFX ->Delay Level.

DELAY TIME by
FEEDBACK ®
EFX“DELAY LEVEL -
e
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Range: 0~127
Rotating the knob clockwise will increase the volume
of the delay that is applied to the EFX sound. Rotating
it counterclockwise will decrease the volume of the
delay that is applied to the EFX sound.
* This will not affect a part if its “Part EFX/Output
Assign” setting is at something other than “EFX.”
w “Applying EFX/Specifying the Output
Destination for Each Part (Part EFX/Output
Assign)” (p. 104)

Making More Detailed Settings

In addition to setting them from the front panel, you
can also use the following procedure to set parameters
(other than Part Delay Level) while viewing the value.

1. Hold down [SHIFT] and press keyboard
pad [6].
The setting page for the DELAY section will appear.

2. Use PAGE [<] [>] to select parameters with-
in the section, and modify their values.

6

(SHIFT) =
:] + [;_ISAGE »

DELAY:
Tape=

LOHG

DELAY:

ELAY:
LF-_l-_':u;_!ljI'_jal'_'.l-:: = +': :3

ELAYS

HF Damp=  BYFHRZZ

[LELRY:
(Dt eut= REL

LELAY:
EF:+D1ly Lul= 127

DELAY:

Delaw Lewel=

157 v

To exit the setting page, press [EXIT].

Type (Delay Type)

Select the delay type in the same way as explained in
“Selecting the Type (Delay Type)” (p. 82).

Range: SHORT, LONG

Delay Time

This is the setting page for “Adjusting the Delay
Interval (Delay Time)” (p. 83).

Available Settings:

SHORT: 0.1-275

LONG: 200-1000, F fa F. J da . d 43 b 4

Feedback

This is the setting page for “Adjusting the Number of
Repeats (Feedback Level)” (p. 83).

Range: 0—+98 (%)

HF Damp

Determines the frequency at which the high frequency
portions of the delay sound will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the delay sound
more muted in tone.

If you do not wish to cut.the high frequency range,
select “BYPASS.”

Output (Delay Output Assign)

Specifies how the delay sound will be output.

Available Settings:

MIX: The delay sound will be output as is.

REV: Reverb will be applied to the delay sound
before it is output.

MIX+REV: Delay without reverb and delay with

reverb will both be output.
REV MIX+REV MIX
MIX OUT MIX OUT MIX OUT

EFX->Dly Lvl (EFX->Delay Level)

This is the setting page for “Applying Delay to the
EFX Sound (EFX->Delay Level)” (p. 84).

Range: 0-127

Delay Level

This is the setting page for “Adjusting the Overall
Delay Volume (Delay Level)” (p. 84).

Range: 0-127
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e )

Applying Various Effects to
the Sound (EFX)

General Purpose Multi-Effects

EFX provides 24 different Effect Types, each of which
let you apply a different effect. In the EFX section you
can make settings that determine how EFX will sound.

Selecting the Type (EFX Type)
One of the following 24 types of EFX can be selected.

1. Press [EFFECT SELECT].
While the button is pressed, the currently selected EFX
Type will be shown in the right of the display.

2. Hold down [EFFECT SELECT] and rotate the
[EFX OUTPUT LEVEL] knob to select the EFX
Type.

REL BDLY  BEFX
HALIT LOMGE DIST
EFX

-3
R

You can also do this by holding down [EFFECT
SELECT] and rotating the [VALUE] dial.

Available Settings:
4-EQ: 4 band EQ (modify the tone)
SPCTM: Spectrum (add character to the sound)

ENHR: Enhancer (add sparkle to the sound)

OVER:  Overdrive {distort the sound mildly)

DIST: Distortion (distort the sound severely)

Lo-Fi: Lo-Fi (simulate a “low-fidelity” sound)

NOISE: Noise generator (add various types of
noise)

RADIO: Radio tuning (simulate a radio being tuned)
PHONO: Phonograph (simulate an old record)

COMP: Compressor (make the volume level more
consistent)

LIMT: Limiter (smooth out irregularities in volume)

SLICE:  Slicer (apply successive cuts to the sound)

TREMO: Tremolo (cyclic changes in volume)
PHASE: Phaser (modulate the sound)
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CHORS: Chorus (add spaciousness and depth to the
sound)
SP-D: Space-D (add transparent depth)

TETR:  Tetra chorus (layer chorus sounds to a dd
spaciousness)

FLANG: Flanger (add metallic resonance to the
sound)

ST-FL:  Step flanger (add metallic resonance to the
sound while changing the pitch in steps)

S-DLY: Short delay (add echoes to the sound)

A-PAN: Auto pan (automatically move the stereo
location)

FB-P: Feedback pitch shifter (skew the pitch)

REV: Reverb (add reverberation)

GATE:  Gated reverb (sharply cut the reverberation)

* In this screen page, the names of each type are displayed
as an abbreviation.

The parameters of the effect will depend on the EFX
Type that you selected. Of the parameters of each
effect, the main ones can be adjusted using the front
panel [EFX OUTPUT LEVEL] knob and the [CTRL
1/2/3] knob. For details on which knob corresponds
to each parameter, refer to the explanatory diagram
for each effect.

Each knob is operated in the same way as for Reverb
or Delay.

For example, in the case of the 4-band EQ, operation
will be as follows.

<o+ High Gain

cTALY hd
ﬁ- e Peakl Gain
-lo\
.

CTRL2
CTRL3 B

s Low Gain

»
6%
s  OQutput Level

In addition to setting them from the front panel, you
can also use the following procedure to set parameters
(other than Part EFX/Output Assign) while viewing
their value.
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1. Hold down [SHIFT] and press keyboard
pad [7].
The setting page for the EFX section will appear.

2. Use PAGE [<] [>] to select parameters with-
in the section, and make settings.

7 < PAGE »
= CJ
] by

To exit the setting page, press [EXIT].
The first page of each EFX screen will show the cur-
rently selected EFX Type, as follows.

EF
Twre= DISTORTION

4 Band EQ (Modify the Tone)

This is a 4 band (high, midrange x 2, low) stereo equal-
izer.

EFX:
Ture= 4-BAND-EG *
EFX:  4-BAND-EQ K
Low Frea= 2008 High Galn
EFX:  4-BAND-EQ =
Low Bain= +15 B
Peak1 Gain ¢

EFx: 4-BAND-ER
(High Fre«= 808088

EFX:  4-BAND—EQ 'ﬁ'

High Gain= +15 Low Gain

EF¥: 4~BAND~ER *
Peakl Frea= 40806

EFX:  4-BAND—EQ
Peakl G= 8.5

L d
Output Level  *

EFX On/Off

Hold down [EFFECT SELECT] and press [CARD] to
turn EFX on/off.

When EFX is off, the following display will appear.

REL IDLY  BEFS
OFFE OFF1 OFF

This setting cannot be stored in a pattern.

EFX:  4-BRAND-EQ
Peakl Gain= +15]

[EFX:  4-BAND-EQ
Peak2 Frea= 48008

EFX: 4~BAND-ERQ
Peak2 0= 8.5

EF¥X: 4-BAND-ER
Peak?2 Gain= +135

EF¥: 4-BAND~EQ
Outrut. Level=127

Low Freq (Low Frequency)
Determines the frequency of the low range.
Range: 200, 400 (Hz)

Low Gain [CTRL 3]
Adjusts the volume of the low frequency range.
Range: -15-+15

High Freq (High Frequency)
Determines the frequency of the high range.
Range: 4000, 8000 (Hz)

High Gain [cTRL 1]
Adjusts the volume of the high frequency range.
Range: -15-+15

Peak1 Freq (Peaking 1 Frequency)

Determines the frequency of midrange 1.
Range: 200-8000 (Hz)
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Peak1 Q (Peaking 1Q)

Specifies the width of the frequency range affected by
midrange 1.

Range: 0.5-8.0

As this setting is increased, the affected area will
become narrower,

Gain

8.0 0.5

Frequency

Peak1 Gain (Peaking 1 Gain) [CTRL 2]
Adjusts the volume of midrange 1.
Range: -15-+15

Peak?2 Freq (Peaking 2 Frequency)
Determines the frequency of midrange 2.
Range: 200-8000 (Hz)

Peak2 Q (Peaking 2Q)

Specifies the width of the frequency range affected by
midrange 2.

Range: 0.5-8.0

As this setting is increased, the affected area will
become narrower.

Peak2 Gain (Peaking 2 Gain)

Adjusts the volume of midrange 2.
Range: -15-+15

Output Level [EFX OUTPUT LEVEL]

Adjusts the output level from the 4 band EQ.
Range: 0-127

Spectrum
(Add Character to the Sound)

This is a type of filter, which modifies the tonal charac-
ter by boosting or cutting specific frequencies. It is
similar to an equalizer, but when you wish to add
character to the sound, the Spectrum effect will pro-
duce a more distinctive result.

EFX:
Tupe= SPECTRUM ?
EFX:  SPECTRUM ¥
Low~High= +15 Low-High ©*
EFX: SPECTRUM L
Middle Gain= +135 ;
EFX: SPECTPUM Middle Gain
Width= 5 F
EF¥: SPECTRUM :
Outrput Pan= LEd4 Width
[EFx: SPECTRUM L
Outrput Level=127 !
Output Level $

Low-High {Low-High Gain) [cTRL 1]
Specifies the volume change at 500Hz and 8000Hz.
Range: -15-+15

Middle (Middle Gain) [cTRL 2]

Specifies the volume change at 1250Hz.
Range: -15—+15

Width (Bandwidth) [cTRrL 3]

Specifies the width of the bands in which the volume
will be adjusted. (This setting applies to all bands.)
Range: 1-5

Output Pan

Specifies the panning of the sound that is output from
the Spectrum effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifies the volume that is output from the Spectrum
effect.

Range: 0-127



Enhancer
(Add Sparkle to the Sound)

By controlling the overtones of the high frequency
range, this effect adds sparkle to the sound, giving it
more definition.

Use this effect when you want to make a specific
sound stand out from the rest of the ensemble, or to
give it greater definition.
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Overdrive
(Distort the Sound Mildly)

This simulates the soft distortion that occurs when you
raise the gain of a vacuum tube amp. The effect also
contains an amp simulator, and produces the natural
distortion that is created by sounds played through a
guitar amp. It is suitable for use with guitar and synth-
bass sounds.

EF:
Twpe=  ENHANCER *
EFx: EMHANCER Ky
Sens= 127| Sens
EFX:  ENHANCER o
Mix= 127 &
EFx: ENHANCER High Galn
Low BGain= +15 ’
EFX: EMHANCER H
High Gain= +15 Mix
EF¥: ENHANCER F
Outrut Level=12¢ i
Output Level .

Sens (Sensitivity) [CTRL 1]
Adjusts the depth of the enhancer effect.
Range: 0-127

Mix (Mix Level) [cTRL 3]

Determines the proportion at which the overtones
generated by the enhancer will be mixed with the orig-
inal sound.

Range: 0-127

Low Gain

Specifies how the low frequency range will be boosted
or cut.

Range: -15-+15

High Gain [cTRL 2)

Specifies how the high frequency range will be boost-
ed or cut.

Range: -15—+15

Output Level [EFX OUTPUT LEVEL]
Specifies the volume of the output from the Enhancer

effect.
Range: 0-127

EF¥: | OVERDRIVE |
Ture= QUERDRIVE ]
EF¥:  OUERDRIVE B
Input Level= 120 Drive
EFX:  OUERDRIVE L
Drive= 127 3
EF¥: QUERDRIVE Outpuit Pan
AMP Twre=BUILTIN ]
EFx: QUERDRIVE
Qutrput. Pan= L&4 AMP Type
EF¥: QUERDRIVE ]
Outrut. Level=127

Output Levet

Input Level
Adjusts the level of the input signal.
Range: 0127

Drive [CIRL 1]

Adjusts the depth of distortion. This will also affect the
volume.

Range: 0-127

AMP Type [CTRL 3]

Selection for the type of guitar amp.
Available Settings:

SMALL: small amp

BUILTIN: built-in type amp
2STACK: large double amp stack
3STACK: large triple amp stack

Output Pan [CTRL 2]

Specifies the stereo location of the sound that is output
from the Overdrive effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume from the Overdrive effect.
Range: 0-127
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Distortion
(Distort the Sound Severely)

Lo-Fi (Simulate a “Lo-Fidelity”
Sound)

This effect produces a more severe distortion than the
Overdrive effect. It also contains an amp simulator,
and produces the natural sound of a guitar amp.

EFx:
Tupe= DISTORTION 53
[EF%: DISTORTION i
InFut Level= 120 Oriva
EFX: DISTORTION =
Drives 127 B
EF%: DISTORTION Output Pan *
AMP Ture=BUILTIHN *
EFX: DISTORTION :
Outrput Pan= L&4 AMP Type T
EF¥: DISTORTION -
Dutput Level=127 !
Qutput Level .

Input Level
Adjusts the level of the input signal.
Range: 0-127

Drive [CTRL 1]

Adjusts the depth of distortion. This will also affect the
volume.

Range: 0-127

AMP Type [CTRL 3]
Determines the type of guitar amp.
Available Settings:

SMALL: small amp

BUILTIN: built-in type amp
2STACK: large double amp stack
3STACK: large triple amp stack

Output Pan [CTRL 2]

Specifies the stereo location of the sound that is output
from the Distortion effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume from the Distortion effect.
Range: 0-127
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This effect intentionally degrades the audio quality to
simulate a Lo-Fi sound. It is particularly effective on
drums.

EF¥:
Tupe= Lo-Fi *
EFX: Lo-Fi T
Bit Down= 7 Bit Down
[EFx: Lo-Fi =
S5~-Rate Down= 4 -
rEFX: Lo—-Fi S-Rate Down
Post Gain= +12 ’
EF%: Lo-Fi :
Low Bain=  +15 Post Gain
[EFx: Lo-Fi

High Gain= +15 T
EF¥: Lo-Fi Output Level *
Qutput= MONO|

EFX: Lo-Fi]

Outrut Level=127

Bit Down [CTRL 1]

This setting lowers the audio quality.

Range: 07

The audio quality will worsen as this setting is
increased.

S-Rate Down (Sample Rate Down) [CTRL 2]
This coarsens the output signal.

Range: 32,16, 8, 4

The sound will become coarser as this setting is low-
ered.

Post Gain [CTRL 3]
Adjusts the output signal.
Range: 0, +6, +12, +18

Low Gain

Adjusts the boost or cut applied to the low frequency
range.

Range: -15—+15

High Gain

Adjusts the boost or cut applied to the high frequency
range.

Range: -15—+15
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R0

Output

Specifies how the sound will be output.

Range: MONO, STEREO

With a setting of “MONO,” the output sound will be
monaural.

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume from the Lo-Fi effect.
Range: 0-127

Noise Generator
(Add Various Types of Noise)

In addition to a Lo-Fi effect, this effect also generates
various types of noise such as hum, pink noise, and
disk noise.

EFx:
Tupe= NOISE *
EFX: NOISE K
Noise Tupe= 1 NFilter °
EFX: NOISE L
Moise Lewel= 127 &
EFX : HD I SE Lo-Fi Level

N Filter= BYPRSS] B
EFX: NOISE

Lo-Fi Level= 127 Noise Level -
EFX: NOISE [ ]
Outrut Pan= Le&4

EF¥: NOISE Output Level
Outrput. Level=127

Noise Type
Determines the type of noise (s) that will be generated.
Range: 1-18

Noise Level [CTRL 3]
Specifies the volume of the noise.
Range: 0127

N Filter (Noise Filter) [CTRL 1]

Adjusts the tone of the noise.

Range: 200-8000 (Hz), BYPASS

If you do not wish to filter the noise, select “BYPASS.”

Lo-Fi Level [CTRL 2]
Increasing this setting will make the original sound

rougher.
Range: 0-127

Output Pan

Specifies the stereo location of the sound output from
the Noise Generator.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume of the Noise Generator
effect.

Range: 0~127

Noise Type Table

Hum Hum Pink
(50 Hz) (60 Hz)

Disc EP Disc LP RND Disc

1 O

2 0]

3 O O

4 O 0] O

5 0] @)

6 O O i o
7 0O

8 O O

9 O O O

10 O o} O O

11 O O O
2o O O o
13 O

14 O O

15 6] ] O

16 O O @] O

17 O O O

18 0 o o 0

For each setting, the type (s) of noise marked by “O”
will be generated.

Hum (50 Hz): hum noise (50 Hz)

Hum (60 Hz): hum noise (60 Hz)

Pink: pink noise

Disc EP: disc noise (45 RPM)

Disc LP: disc noise (33 RPM)

RND Disc: disc noise generated at random
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Radio Tuning
(Simulate a Radio Being Tuned)

Phonograph
(Simulates an Old Record)

This effect simulates the sound of a radio being tuned.

EFX:
Ture= RADIO-TUNG *
EF¥: RADIO-TUNG g

Radio Detune *

Radio Detune=127

EF¥: RADIO-TUNG
Hoise Level= 127

EFX: RADIO-TUNG Hiah Gain

T
Low Gain= +15 *
ny

EF¥: RADIO-TUNG
High Gain=  +15

Noise Level

EF¥: RADIO-TUNG
Outrut= MOMO

EFX:  RADID-TUNG
Outrut Level=127

Output Level *

Radio Detune [CTRL 1]

Specifies the frequency being tuned.

Range: 0-127

By rotating the [CTRL 1] knob in real time, you can
make the effect appear more real.

Noise Level [CTRL 3]
Specifies the volume of the tuning noise.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15—+15

High Gain [cTRL 2]
Adjusts the boost or cut of the high frequency range.
Range: ~15-+15

Ovutput

Specifies how the sound will be output.

Range: MONO, STEREO

With a setting of “MONO,” the output will be monau-
ral.

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume of the Radio Tuning
effect.

Range: 0-127
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This effect mutes the tone and adds disc noise to simu-
late the sound of music played on an old record player.

EFX:
Tupe= PHONOGRAPH F
EFX: PHONOGRAFH K
Disc Twre= LF Depth  °
EFX: PHONOGRAPH o
D NHoiselLeuel=127 ;
EF%: PHONOGRAPH Output Pan
Derth= +15

EFX: PHONOGRAPH
Duf‘PUt Pan: GER D Noise Level kS
EFX:  PHOMOGRAPH |F
Output Level=127¢ !

Qutput Level ¢

Disc Type

Determines the type of disc noise.
Available Settings:

LP: 33 RPM record

EP: 45 RPM record

SP: 78 RPM record

D Noiselevel (Disc Noise Level) [cTRL 3]
Specifies the volume of the disc noise.
Range: 0-127

Depth [cTRL 1]

Adjusts the tone.

Range: 0~+20

As this value is increased, the high range and low
range will be cut, and the mid range will be empha-
sized.

Output Pan [CTRL 2]

Specifies the stereo location of the output from the
Phonograph effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifics the output volume from the Phonograph
effect.

Range: 0-127



Compressor (Make the Volume
Level More Consistent)
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Limiter (Smooth Out
Irregularities in Volume)

This effect suppresses loud volume levels and boosts
soft volume levels, making the volume more consis-
tent.

EFs:
Ture= COMPRESSOR #
EFX: COMPRESSOR ¥
Attack= 127 Attack
EF®: COMPRESSOR EE
Sustain= 127 ;
EFX: COMPRESSOR Sustain
Post Gain= +18 q
EFX: COMPRESSOR ;
Low Gain= +15 High Gain
EF%: COMPRESSOR F
High Gain=  +15 !
EF¥s: COMPRESSOR Output Level .
Output Level=127

Attack [cTRL 1)

Specifies the duration of the attack when sound is
input.

Range: 0-127

Sustain [CTRL 2]

Specifies the time over which low-level sounds will be
boosted to reach the specified volume.

Range: 0-127

Post Gain
Adjusts the output signal.
Range: 0, +6, +12, +18

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain [cTRL 3]
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume from the Compressor
effect.

Range: 0-127

This effect compresses the sound when it exceeds a
specified volume level, thus preventing distortion.

EFs
Tore= LIMITER] ?
EFx: LIMITER]
Threshold= 127 Threshold  *
EFx: LIMITER s
Ratio= 1.5:1 B
EF¥: LIMITER Ratio
Release= 127 ?
EFx: LIMITER
Post Gain=  +18] Relesse o
EF¥: LIMITER *
Qutrut Pan= Lé&4 !
EF¥: LIMITER Output Level .
Qutrput Leuvel=127

Threshold (Threshold Level) [cTRL 1]
Specifies the volume level at which compression will
begin.

Range: 0-127

Ratio (Compression Ratio) [CTRL 2]
Specifies the ratio of compression.
Range: 1.5:1, 2:1, 4:1, 100:1

Release [CTRL 3]

Specifies the time from when the volume drops below
the Threshold Level until compression is no longer
applied.

Range: 0-127

Post Gain
Adjusts the output signal.
Range: 0, +6, +12, +18

Output Pan

Specifies the stereo location of the output from the
Limiter effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume of the Limiter effect.
Range: 0-127
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Slicer (Apply Successive Cuts to
the Sound)

By applying successive cuts to the sound, this effect
turns a conventional sound into a sound that appears
to be played as a backing phrase.This is especially
effective when applied to sustain-type sounds.

Slicer
Key on Key oft

[EFx: , '
Tupes= SLLICER [ ]
EFs: SLICER Ky
O OO O Timing PTN

Timing PTN ]
EFX: SLICER 2
Rate: J Accent PTN
EFR: SLICER |
mullanilenileanll

Accent PTN B
EFx: SLICER Rate
Accent Level=100 *
EFX: SLICER :
Rttack= 1@ Output Level ;
EFX: SLICER
Outrput Level=127

Timing PTN (Timing Pattern) [CTRL 1]
Select a pattern to specify the timing at which the
sound will be cut.

Range: 34 types

The lower line of the display will show the pattern
that will determine when the sound is cut. The sound
will be cut at locations without a “O” symbol.

By holding down [EDIT] and rotating the [VALUE]
dial, you can select the timing pattern while viewing
the accent pattern.
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Rate [CTRL 3]
Determines the note value unit which will be cut.
Range:} J «

The sixteen symbols shown in the lower line of the
Timing Pattern and Accent Pattern pages correspond
to the note value that you specify. For example, if you
have selected whole notes, each of the sixteen symbols
will represent the duration of a 16th note. With this
setting, the sound will be cut as follows.

Nehed s Xehedy s

Accent PTN (Accent Pattern) [CTRL 2]
Specifies the location of the accents.

Range: 16 types

The lower line of the display will show a pattern to
indicate how accents will occur.

[EF%: SLICER

By holding down [EDIT] as you rotate the [VALUE],
you can view the Timing Pattern as you select the
Accent Pattern.

Accent Level

Adjusts the volume of the accents.

Range: 0-127

As this setting is increased, the accent will be more
pronounced.

Attack

Adjusts the attack speed of the sound.

Range: 1-10

As this setting is increased, the attack will become faster.

Ovutput Level [EFX OUTPUT LEVEL]
Adjusts the output volume from the Slicer effect.
Range: 0-127



Tremolo
(Cyclic Changes in Volume)

This effect cyclically modulates the volume to create
tremolo.

EFX:
Ture= TREMOLO *
EFx:  TREMDLD
LFO Tepe=  TRI Depth

EFX: TREMOLO E
Rate= a.1 ;
EFx: TREMOLO Rate
Depth= 127| L
EFX: TREMOLO|
Low Gain=  +15 LFOType
EF: TREMOLO =
High Gain= +15 :
EFX: TREMOLO Output Levei *
Outrut Level=127

LFO Type [CTRL 3]

Determines the waveform that will be used to modu-
late the sound.

Range: TRI, TRP, SIN, SAW1, SAW2, SQR

Rate [CTRL 2]

Specifies the frequency of modulation.

Range: 0.1-10.0, F J3 F, F Ja J. J Ja do d o3 J. »
2MES 3MES 4MES 8MES 16MES

If a note value or measure is selected as the value of

this parameter, the Rate will synchronize with the

tempo of the pattern at intervals of the specified note

value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select

a note value or measure, hold down [SHIFT} and

rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]
Specifies the depth of modulation.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15
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High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume of the Tremolo effect.
Range: 0-127

Phaser (Modulate the Sound)

By adding a phase-shifted sound to the original sound,
this effect modulates the sound to add depth and a
sense of rotation.

EF%:
Ture= PHRSER =
EFx: PHRASER
Manual= 168 Depth

EFX: PHRSER s
Rate= 8.1 2
EFX: PHASER - Rele
Derth= 127 B
EFx: PHASER H
Resonance= i 2?) Resonance ~
EFX: PHASER]

Mix= 127 ’
[EFy: PHASER Output Level
Duteput Pan= LEd

EFX: PHASER

Duteput Level=127

Manual )

Specifies the center frequency at which the sound will
be modulated.

Range: 100-8000 (Hz)

Rate [CTRL 2]

Specifies the frequency of modulation.

Range: 0.1-10.0, Ffa F. T Ja J. J Ja J. d =3 J. =
2MES 3MES 4MES SMES 16MES

If a note value or measure is selected as the value of

this parameter, the Rate will synchronize with the

tempo of the pattern at intervals of the specified note

value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select

a note value or measure, hold down [SHIFT] and

rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]

Specifies the depth of modulation.
Range: 0-127
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Resonance [CTRL 3]

This setting emphasizes the frequency range in the
vicinity of the center frequency.

Range: 0-127

Mix (Mix Level)

Adjusts the proportion of the original sound that will
be combined with the phase-shifted sound.

Range: 0-127

Output Pan

Specifies the stereo location of the output from the
Phaser effect.

Range: L64-63R

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume of the Phaser effect.
Range: 0-127

Chorus (Add Spaciousness and
Depth to the Sound)

This effect creates an impression of multiple sound
sources in unison (Chorus effect), giving spaciousness
and depth to the sound.

[EFw:
Tape= CHORUS *
EFX: CHORLIS ¥
Pre Delay= 8.8 Depth  ©
EFXs CHORLS F
Rate= a.1 ’
EFX: CHORUS) Rate
Derth= 127 *
EFX: CHORUS
Phase= 128 Phase =
EFX: CHORUS w
Filter Tare= LPF :
EFX: CHORUS] Output Leval *
Cutoff= 8009

EFX: CHORUS

Balance= D5B:56E

EFK: CHORUS

Output Level=127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until when
the chorus sound is heard.

Range: 0.0-100
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Rate [CTRL 2]

Specifies the frequency of modulation.

Range: 0.1-100, FJ3 F, F JaJ. JdaJ. J =3 ). =
2MES 3MES 4MES 8MES 16MES

If a note value or measure is selected as the value of

this parameter, the Rate will synchronize with the

tempo of the pattern at intervals of the specified note

value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select

a note value or measure, hold down [SHIFT] and

rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]
Specifies the depth of modulation.
Range: 0-127

Phase [CTRL 3]

Adjusts the spaciousness of the sound.

Range: 0-180

As this setting is increased, the sound will spread
more toward left and right.

Filter Type

Determines the type of filter that will be applied to the

chorus sound.

Available Settings:

OFF: A filter will not be used.

LPF:  The frequency range above the cutoff frequen-
cy will be cut.

HPF: The frequency range below the cutoff frequen-
cy will be cut.

Cutoff (Cutoff Frequency)
Specifies the cutoff frequency of the filter.
Range: 200-8000 (Hz)

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the chorus sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E,” no chorus sound will be
output.

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume from the stereo chorus.
Range: 0-127



Space-D
(Add Transparent Depth)

This is a type of chorus, but unlike a conventional cho-
rus, it does not create a sense of modulation. It produces
a chorus effect with an impression of transparency.

EF%:
Tupe= SPRCE-D w
EFx: SPACE-D
Pre Delay= 8.8 Depth
EFx: SPACE-D ==
Rate= B- 1 ‘:;'.
EFX: SPACE-D Rate
Derth= 127 *
EFX: SPACE-D
Phase= 180 Phase
EFX: SPACE-D *
Low Gain= +15 .
EFX: SPACE~D Output Level ‘
High Gain= +15

EF¥: SPACE-D

Balance= D50:50E]

EF®: SPRCE-D

Outrut Level=127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
chorus sound is heard.

Range: 0.0-100

Rate [CTRL 2]

Specifies the rate of modulation.

Range: 0.1-100, FJ3 F, J Ja J. Jd3 ). d =3 . =
2MES 3MES 4MES 8MES 16MES

If a note value or measure is selected as the value of

this parameter, the Rate will synchronize with the

tempo of the pattern at intervals of the specified note

value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select

a note value or measure, hold down [SHIFT] and

rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]
Specifies the depth of modulation.
Range: 0-127

Phase [CTRL 3]

Adjusts the spread of the sound.

Range: 0-180

As this value is increased, the sound will have a
broader left/right spread.
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Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the chorus sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” the chorus sound will not
be heard.

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume from the Space-D effect.
Range: 0-127

Tetra Chorus (Layer Chorus
Sounds to Add Spaciousness)

This effect layers four chorus sounds to produce even
more depth and spaciousness than a conventional cho-
rus.

EFX : TETRA-CHORS
Ture=TETRA-CHORS L
EFX: TETRA-CHORS
Pre Delaw= 8.9 Depth
EF®: TETRA-CHORS En
Rate= B. 1 i
EFX: TETRA-CHORS Rete
Derth= 127

EFX: TETRA-CHORS

L

Pre Dlu Devi= 20 PanDevi
EFx: TETRA-CHORS *
Depth Devi= +28 :
EF%: TETRA-CHORS Output Levet *
Pan Devi= 28

EFX: TETRA-CHORS
Balance= D50:50E

EFX: TETRA-CHORS)
Dutrut Level=127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
chorus sound is heard.

Range: 0.0-100
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Rate [CTRL 2]
Specifies the rate of modulation.

Range: O'l.—lo'o’f Ia f- I JE Iﬂ J Ji Jl J <3 Jl g
2MES 3MES 4MES 8MES 16MES

If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select
a note value or measure, hold down [SHIFT] and
rotate the [CTRL 2 (RATE)} knob.

Depth [cTRL 1]
Specifies the depth of modulation.
Range: 0-127

Pre Dly Devi (Pre Delay Deviation)
Adjusts the difference in pre delay between each of the
chorus sounds.

Range: 0-20

Depth Devi (Depth Deviation)

Adjusts the difference in modulation depth between
each of the chorus sounds.

Range: -20-+20

Pan Devi (Pan Deviation) [CTRL 3]

Adjusts the pan difference between each chorus
sound.

Range: 0-20

As this value is increased, the sound will have a
greater left/right spread.

Balance (Effect Balance)

Specifies the volume balance between the original
sound and the chorus sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no chorus sound will be
output.

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume from the Tetra Chorus
effect.

Range: 0-127
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Flanger (Add Metallic Resonance
to the Sound)

This creates a sharper and more mechanical sound
than the phaser. It can add a metallic resonance to the
sound, or produce an effect that sounds like an jet air-
plane taking off and landing.

EFx: ‘
Tupe=  FLANGER _ﬁ_ql
EF FLANGER
Pre Delaw= 8.8 Depth
EF: FLANGER BB
Rate= B.1 {é
EF¥: FLANGER Rate
Depth= 127 *
EFy: FLANGER
Feedback= +98 Feedback <
[EFx: FLANGER *
Phase= 18a :
VE Fs FLANGER Output Level .
Filter Ture= LPF

[EFx: FLANGER

Cutoff= 8604

EFX: FLANGER

Balance= D5B:50E

EFX: FLANGER

Outrut Level=127¢

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
flanger sound is heard.

Range: 0.0-100

Rate [CTRL 2]
Specifies the rate of modulation.
Range: 0.1-100, F Ja F, JJaf. Jdad. =3 ) =
2MES 3MES 4MES 8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure. ‘
If you wish to use the [CTRL 2 (RATE)] knob to select
a note value or measure, hold down [SHIFT] and
rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]
Specifies the depth of modulation.
Range: 0~127
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Feedback (Feedback Level) [cTRL 3]
Specifies the proportion of the flanger sound that is
fed back into the input.

Range: 0—98 (%)

Phase

Adjusts the width of the sound.

Range: 0-180

As this setting is increased, the left/right spread of the
sound will increase.

Filter Type

Determines the type of filter that will be applied to the

flanger sound.

Available Settings:

OFF: A filter will not be used.

LPF: The frequency range above the cutoff frequen-
cy will be cut.

HPF: The frequency range below the cutoff frequen-
cy will be cut.

Cutoff (Cutoff Frequency)
Specifies the cutoff frequency of the filter.
Range: 200-8000 (Hz)

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the flanger sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E,” no flanger sound will be
output.

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume from the stereo flanger.
Range: 0-127

Step Flanger (Add Metallic
Resonance to the Sound While
Changing the Pitch in Steps)

This is a flanger that changes the pitch of the sound in
steps. The frequency of pitch change can also be syn-
chronized to the tempo.

EFX: ]
Tore= ST-FLANGER] *
EFX: ST-FLANGER
Pre Delaw= 8.8 Depth

EFX: ST-FLANGER =
Rate= g.1 :
EFX: ST-FLANGER Rate
Derth= 127 ’
EFX: ST-FLANGER
Feedback= +98 step Rate
EF¥: ST-FLANGER 'F
Phase= 186 !

Output Level ¢

EF¥: ST-FLANGER
Ster Rate= 186.8

EFX¥:  ST-FLANGER
Balance= D5@: 5BE

EFX: ST-FLANGER)
Outeut. Level=127]

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
flanger sound is heard.

Range: 0.0-100

Rate [CTRL 2]

Specifies the rate of modulation.

Range: 0.1-100, F fa F, f Ja J. JJa J. d =3 d =
2MES 3MES 4MES 8MES 16MES

If a note value or measure is selected as the value of

this parameter, the Rate will synchronize with the

tempo of the pattern at intervals of the specified note

value or measure.

If you wish to use the [CTRL 2 (RATE)] knob to select

a note value or measure, hold down [SHIFT] and

rotate the [CTRL 2 (RATE)] knob.

Depth [cTRL 1]

Specifies the depth of modulation.
Range: 0-127
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Feedback (Feedback Level)

Specifies the proportion of the flanger sound which
will be fed back into the input.

Range: 0~-+98 (%)

Phase

Adjusts the spread of the sound.

Range: 0-180

As this value is increased, the left/right spread of the
sound will increase. -

Step Rate [CTRL 3]
Specifies the rate at which the pitch will change.
Range: 0.05-10.0 (Hz)

FhaFR Tl ldhald
If a note value is selected as the value of this parame-
ter, the Step Rate will synchronize with the tempo of
the pattern at intervals of the specified note value.
If you wish to use the [CTRL 3 (STEP RATE)] knob to
select a note value, hold down [SHIFT] and rotate the
[CTRL 3 (STEP RATE)] knob.

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the flanger sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no flanger sound will be
output.

Output Level [EFx OuTPUT LEVEL]

Specifies the output volume of the Step Flanger effect.
Range: 0-127
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Short Delay
(Add Echoes to the Sound)

This is a short delay which allows you to set the left
and right delay times independently. You can also
move the panning of the delay sound in synchroniza-
tion with the tempo.

EFx:
Ture=SHORT-DELAY

EFx: SHORT-DELRY
Time L= 190 Time L

EF%: SHORT-DELRY)

-
=

EFX: SHORT-DELAY Time R
|HF Damp= BYPRSS

EFX: SHORT-DELRY

Feedback= +98 Feedback
EFX: SHORT-DELAY
Auto Pan= OFF
EF%: SHORT-DELRAY Output Level. *
Low Gain= +15

EF¥: SHORT-DELRY
High Gain=  +1S5

EF¥: SHORT-DELAY
Balance= D5O:36E

EFX: SHORT-DELAY
Jutrput Level=127

Time L (Delay Time Left) [cTRL 1]

Specifies the time from the original sound until the left
delay sound is heard.

Range: 0.1-190

Time R (Delay Time Right) [cTRL 2]
Specifies the time from the original sound until the
right delay sound is heard.

Range: 0.1-190

HF Damp

Determines the frequency at which the high frequency
portions of the delay sound will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the delay sound
more muted in tone.

If you do not wish to cut the high frequency range,
select “BYPASS.”

Feedback (Feedback Level) [cTrL 3]
Adjusts the number of delay repeats.
Range: 0-+98 (%)
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Auto Pan
This setting causes the panning of the delay sound to
move in synchronization with the tempo.

Range: OFF, F r3 F, J Jaf. JJaJ. doa ) =
2MES 3MES 4MES 8MES 16MES

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the delay sound.

Range: D100:0E~D0:100E

With a setting of “D100:0E” no delay sound will be
output.

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume from the Short Delay
effect.

Range: 0-127

Auto Pan (Automatically Move
the Stereo Location)

This effect automatically moves the stereo location of
the sound. You can cause the sound to be panned left
and right in time with low notes such as a Bass Drum,
or in synchronization with the tempo of the pattern.

=
Tupe=  AUTO-PAN *
EFx:  AUTO-PAN H
LFD Tupe= TRI Depth

EFX:  AUTO-PAN =
Rate= 9.1 I

EFX: AUTO-PAN
Bass Sense= OFF

EFX: AUTO-PAN

Derth= 127 Bass Sense w
EF¥: AUTO-PAN *
Low Gain= +135 i

EF¥X: RUTO-PAN
High Gain=  +15

EF¥s RUTO~-PAN
Outrut Level=127

Output Level

LFO Type

Determines the waveform that will be used to pan the
sound to left and right.

Range: TRI, TRP, SIN, SAW1, SAW2, SQR

Rate [CTRL 2]
Specifies the rate at which the pan will be moved.
Range: 0.1-10.0 (Hz)

FhRFR Tl lial d=al-=

2MES 3MES 4MES 8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.
If you wish to use the [CTRL 2 (RATE)] knob to select
a note value or measure, hold down [SHIFT] and
rotate the [CTRL 2 (RATE)] knob.

* When the Bass Sensitivity parameter is set to “MODE2,”
the Rate setting will be ignored.

Bass Sens (Bass Sensitivity) [CTRL 3]

Make this setting when you wish to shift the panning

at the timing of the bass notes.

Available Settings:

OFF: The panning will change at the speed speci-
fied by Rate.

MODE1L: The Rate value will increase at the timing of
the bass notes.

MODE2: The panning will change at the timing of the
bass notes.

Depth [cTRL 1]
Specifies the depth of panning.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Output Level [EFx OuTPUT LEVEL]

Specifies the output volume of the Auto Pan effect.
Range: 0-127
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Feedback Pitch Shifter
(Skew the Pitch)

This effect shifts the pitch of the original sound and
layers it with the original sound. It can be used to play
unison lines at an interval of an octave or fifth, or to
layer a slightly pitch-shifted with the original sound to
create a chorus effect.

EFn:
Tepe= FB-P-SHIFT *
EFK: FB-P-SHIFT
(Coarse= +12 Coarse

EFX: FB-P-SHIFT *
Fine= +50 B

[EF®: FB-P-SHIFT
QutrPut Pan= LA4

EFX: FB-P-SHIFT

Pre Delau= 8.8 Feedback -
EFX: FB-P-SHIFT

Mode= 1 'ﬁ'?
EFX: FB-P-SHIFT Output Level ©
Feedback= +98

[EFX: FB~P-SHIFT

Low Gain= +15

EF¥: FB-P-SHIFT
High Gain=  +15

EF¥: FB-P-SHIFT
Balance= D38:56E

EF®: FB-P-SHIFT
Outrut Level=127

Coarse (Coarse Pitch) [CTRL 1]

Specifies the amount of pitch shift relative to the origi-
nal sound, in semitone steps.

Range: -24-+12

Fine (Fine Pitch)
Adjusts the amount of pitch shift in 2-cent steps.
Range: -100-+100

Output Pan [cTRL 2]

Determines the stereo location of the pitch-shifted
sound.

Range: L64-63R

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
pitch-shifted sound is heard.

Range: 0.0-100
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Mode (Pitch Shifter Mode)

Specifies how the pitch will be shifted.

Range: 1-5

As this setting is increased, the response will be slow-
er, but the sound will be more stable.

Feedback (Feedback Level) [cTRL 3]
Specifies the proportion of the pitch-shifted sound that
will be fed back into the input.

Range: 0—+98 (%)

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15—+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range:-15-+15

Balance (Effect Balance)

Specifies the volume balance between the original
sound and the pitch-shifted sound.

Range: D100:0E-D0:100E

When the setting is “D100:0E” the pitch-shifted sound
will not be output.

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume of the Feedback Pitch
Shifter effect.

Range: 0~127
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o

Reverb (Add Reverberation)

This effect adds reverberation and ambiance to the
sound, creating spatial depth.

EFx:
Tupe= REVERB *
EFs: REVERE
Rev Ture= HALL1L Time
EFX: REVERB =
Time= 127 ;
EFX: REVERB HF Damp
HF Damp= BYPRSS F
EFX: REUVERB :
Balance= DDB:3S8E palance
EF=x: REUVERE *
Outeut Level=127 !
Output Level Y
Rev Type (Reverb Type)

You can select one of the following six basic types of
reverb.

Available Settings:

ROOM1: Reverb with short decay and high density.
ROOM2: Reverb with short decay and low density.
STAGE1: Reverb with much subsequent reverbertion.
STAGE2: Reverb with strong early reflections.
HALL1: Clear-sounding reverb.

HALL2: Rich-sounding reverb.

Time (Reverb Time) [cTRL 1]
Specifies the duration of the reverberation.
Range: 0-127

HF Damp [cTRL 2]

Determines the frequency at which the high frequency
portions of the reverberation will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the reverberation
more muted in tone.

If you do not wish to cut the high frequency range,
select “BYPASS.”

Balance (Effect Balance) [CTRL 3]

Specifies the volume balance between the original
sound and the reverberation.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no reverb sound will be
output.

Output Level [EFX OUTPUT LEVEL]
Specifies the output volume from the reverb effect.
Range: 0-127

Gated Reverb (Sharply Cut the
Reverberation)

This is a type of reverb, in which the reverberation is
cut off before the natural completion of its decay.

EFX:
Tupe=GRTE-REVERB ’
EF¥: GATE-REVERB
Gate Ture=REURSE Gate Time

EFX: GATE-REVERE =
Gate Time= 338 ;

EF%: GATE-REVERB
Balance= D5@:58E

EFX: GATE-REVERB
Output Level=127 Balance

Output Level

Gate Type (Gate Reverb Type) [cTRL 2)
Select one of the following four basic types of gated
reverb.

Available Settings:

NORMAL: Normal gated reverb

REVRSE: Reverse-playback reverb

SWEEPL: The reverberation will sweep from right
to left.

SWEEP2: The reverberation will sweep from left to
right.

Gate Time (Gate Reverb Time) [cTRL 1]
Specifies the time from when the reverberation begins
unti} it ends.

Range: 5-330

Balance (Effect Balance) [CTRL 3]

Specifies the volume balance between the original
sound and the reverberation.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no reverberation will be
output.

Output Level [EFX OUTPUT LEVEL]

Specifies the output volume of the Gate Reverb effect.
Range: 0-127
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Applying EFX/Specifying the
Output Destination for Each Part
(Part EFX/Output Assign)

For each part, you can turn EFX on/off, and specify
the output jack from which the sound will be output.

1. Press [MIXER SELECT] several times to make
the EFX/OUT indicator light.

2. Use part sliders [R}-[7] to adjust the Part
EFX Balance for each part.

Available Settings:

DRY (D): EFX will not be applied, and the sound

will be output from the MIX jacks in

stereo.

EFX will be applied, and the sound will be

output from the MIX jacks in stereo.

DIR1 (1): The sound will be output in stereo from
the DIRECT'1 jacks.

DIR2 (2): The sound will be output in stereo from
the DIRECT 2 jacks.

RHY (R): The sound will be output according to the
settings of the Rhythm Tone EFX/Output
Assign, the Rhythm Tone Reverb Level,
and the Rhythm Tone Delay Level parame-
ters of the selected rhythm set (only for the
Rhythm Part).

EFX (E):

ED w “R.TONE EFX/Out (Rhythm Tone EFX/
Output Assign)” (p. 76)

By moving the slider normally you can select “DRY”
or “EFX.”

By holding down [SHIFT] and moving the slider, you
can select “DRY-DIR2 (RHY).”

(EFX ON)
® LEVEL EF

® PAN
® KEYSHIFT
® REVERB
e oELaY
< QEFX/OUT
Al
® ME

camix DR
8‘“*"“% 1 2 38 a 5 &6 7
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Part
R12340e7 EFs<Out
ROOEELILZ Fl= DREY

7T T Current Part
RHY DRY EFX DIR1DIR2

TEMPO
/MIXER

If you press [TEMPO/MIXER] to select the Part Mixer

display, the values of each part will be displayed

graphically.

* The reverb/delay/EFX effects will not apply to the sound
that is output from the DIRECT 1/2 jacks.

* If the EFX Output Level setting is low, the sound of the
patch/rhythm set to which EFX is applied will not be
heard (p. 86).

For each part Volume of EFX sound

for ail parts

O=DRY
-»J)

POmO=RHY

L4 O=DIR2 EFX

| O=DIR1 sound

srs, e
Entire thythm part
For each thythm tone  (DRY, EFX, DIR1, DIR2)
(RHY)

If you wish to apply EFX or adjust the reverb/delay
volume for individual rhythm tones, or to output only
a specific thythm tone from the DIR1/2 jacks, select
“RHY.”

0 *To adjust the reverb volume for individual
rhythm tones...
1 “R.TONE Rev Level (Rhythm Tone Reverb
Level)” (p. 76)
*To adjust the delay volume for individual
rhythm tones...
w “R.TONE Dly Level (Rhythm Tone Delay
Level)” (p. 76)
*To turn EFX on/off and specify the output des-
tination for individual rhythm tones...
s “R.TONE EFX/Out (Rhythm Tone EFX/Output
Assign)” (p. 76)
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By using the arpeggiator, you can produce an arpeg-
gio (broken chord) simply by holding down the chord.
For example, if you hold down a C major chord as fol-
lows, an arpeggio of C3, E3, G3, E3, C3, E3, G3.... will
be played.

In the case of

Arpeggio Style: 1/4

Octave Range: 0

Playing an Arpeggio

1. Make sure that both the [PTN CALL] and
[RPS] indicators are dark.

PTN
CALL RPS

2. Use [PART SELECT] and the PART buttons to
select the part which will play the arpeg-
gio.

3. Press ARPEGGIATOR [ON].

The indicator will light, and the arpeggiator will be

turned on.

ON

4. Play the keyboard pad, and the notes will
be played as an arpeggio by the selected
part,

If a MIDI keyboard is connected, you can play it to

produce arpeggios using the sound of the part which

was selected by the PART button.

* The tempo of the arpeggio will be synchronized to the
tempo of the pattern. If you wish to change the speed of
the arpeggio, change the tempo of the pattern.

0 = “Adjusting the Tempo” (p. 20)

Arpeggio hold

If you press [HOLD] to make the indicator light, the

arpeggio will continue playing even after you take

your hand off of the keyboard pads. If you play a dif-

ferent chord or key while the arpeggio is being held,

the arpeggio will change accordingly.

You can also connect a pedal switch (optional: DP-2,

DP-6, FS-5U etc.) and set the System parameter “Pedal

Assign” to “HOLD” so that the pedal switch will hold

the arpeggio in the same way.

o= “Specifying How the Pedal will Function” (p.
165)

Creating an Arpeggio
Paitern

When you wish to make arpeggiator settings, you will
first select an Arpeggio Style. When you select a style,
optimal values will be set for the four parameters
“Accent Rate,” “Motif,” “Beat Pattern,” and “Shuffle
Rate.” You can adjust parameters such as Accent Rate
and Octave Range to modify the pattern to your taste.
If this is not enough, you can also make more detailed
settings.

ARk “Making More Detailed Settings” (p. 107)

The arpeggiator settings you modify can be stored as a
User Style.

o= “Saving Arpeggio Settings That You Have
Modified (Arpeggio Write)” (p. 108)

* The settings which can be made for “Beat Pattern” will
depend on the selected style.
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Selecting the Arpeggio Style
(Arpeggio Style)

Specifies the basic way in which the arpeggio will be
played. Select one of the following 53 types.

1. Hold down the ARPEGGIATOR [ON] button,
and use [INC] [DEC] or the [VALUE] dial to
select the style,

While you hold down the button, the display will indi-

cate the currently-selected style.

Stdle

ARF:
LIMITLESS

INC

OO

)

Available Settings:

1/4: The rhythm will be divided in quarter notes.

1/6: The rhythm will be divided in quarter note
triplets.

1/8: The rhythm will be divided in eighth notes.

1/12: The rhythm will be divided in eighth note triplets.
1/16: The rhythm will be divided in 16th notes.

1/32: The rhythm will be divided in 32nd notes.
PORTAMENTO A, B: A style using the portamento
effect.

GLISSANDO: A glissando style.

SEQUENCE A-D: Styles for sequenced patterns.
ECHO: An echo-like style.

SYN BASS, HEAVY SLAP, LIGHT SLAF, WALK
BASS: Styles appropriate for bass playing.

RHYTHM GTR 1-5: Styles for guitar cutting. Styles
2-5 are effective when 3—4 notes are held.

3 FINGER: Three-finger guitar style.

STRUMMING GTR: A style simulating a guitar chord
strummed upward (downward). Effective when 5-6
notes are held.

PIANO BACKING, CLAVI CHORD: Styles for key-
board instrument backing.

WALTZ, SWING WALTZ: Styles in triple meter.
REGGAE: A reggae-type style. Effective when 3 notes
are held.

PERCUSSION: A style suitable for percussive instru-
ment sounds.

HARP: The playing style of a harp.

SHAMISEN: The playing style of a Shamisen.
BOUND BALL: A style suggestive of a bouncing ball.
RANDOM: A style in which the notes sound in ran-
dom order.
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BOSSANOVA: A style with bossanova guitar cutting.
Hold 3-4 notes for best results. You can increase the
BPM and use this as a Samba.

SALSA:Typical salsa style. Hold 3-4 notes for best
results.

MAMBO: Typical mambo style. Hold 3-4 notes for
best results.

LATIN PERCUSION: A rhythm style with Latin per-
cussion instruments such as Clave, Cowbell, Clap,
Bongo, Conga, Agogo etc.

SAMBA: Typical samba style. Use for rhythm patterns
or bass lines.

TANGO: Typical tango rhythm style. Hold the root,
3rd and 5th of a triad etc. for best results.

HOUSE: A style for house piano backing. Hold 34
notes for best results.

LIMITLESS: The settings of all parameters can be
freely combined without restriction.

USER STYLE 1-10: Arpeggio settings can be modified
and saved in one of these user styles.

Adding Expression to the
Arpeggio (Accent Rate)

By modifying the accent strength and note length, you
can change the sense of groove of the arpeggio.

1. Make sure that the [FUNC] indicator is
dark.

2. Rotate the [ACCENT RATE] knob to set the
accent rate,

ACCENT RATE

Range: 0-100

Rotating the knob clockwise will strengthen the sense
of groove. Rotating the knob counterclockwise will
decrease the amount of expression.

Changing the Pitch Range of the
Arpeggio (Octave Range)

You can specify the pitch range in which the arpeggio
will be developed, in steps of one octave.

1. Press [FUNC] to make the button indicator
blink.

2. Rotate the [RANGE] knob to set the Octave
Range.
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ACCENT RATE

Range: -3-+3

Rotating the knob clockwise will cause the pitch range
to be extended upward from the notes which you
play. Rotating the knob counterclockwise will extend
the pitch range downward.

Making More Detailed Settings

Normally you will create the arpeggio pattern by
adjusting the three parameters “Arpeggio Style,”
“Accent Rate,” and “Octave Range.” However by modi-
fying the settings of additional parameters, you can cre-
ate arpeggio patterns that are even richer in variation.

1. Hold down [SHIFT] and press keyboard
pad [1].

The setting page for the ARPEGGIO section will

appear in the display.

2. Use PAGE [<] [>] to select parameters with-
in the section, and make settings.

SHIFT 1

Cj 6AGE »
A

(ARP: Stule
LIMITLESS

To exit the setting page, press [EXIT].

Style (Arpeggio Style)
This is the setting page for “Selecting the Arpeggio
Style (Arpeggio Style)” (p. 106).

Motif

Specifies the order in which the notes of the chord will
be sounded.

Available Settings:

SINGLE UP: Notes you press will be sounded indi-
vidually, beginning from low to high.

SINGLE DOWN: Notes you press will be sounded
individually, from high to low.

SINGLE UP&DW: Notes you press will be sounded
individually, from low to high, and then back down
from high to low.

SINGLE RANDOM: Notes you press will be sounded
individually, in random order.

DUAL UP: Notes you press will be sounded two at a
time, beginning from low to high.

DUAL DOWN: Notes you press will be sounded two
at a time, beginning from high to low.

DUAL UP&DW: Notes you press will be sounded two
at a time, from low to high, and then back down from
high to low.

DUAL RANDOM: Notes you press will be sounded
two at a time, in random order.

TRIPLE UP:Notes you press will sound three at a
time, from low to high.

TRIPLE DOWN:Notes you press will sound three at a
time, from high to low.

TRIPLE UP&DOWN:Notes you press will sound
three at a time, from low to high and then back down
from high to low.

TRIPLE RANDOM:Notes you press will sound three
at a time, in random order NOTE ORDER: Notes you
press will be sounded in the order in which you
pressed them. By pressing the notes in the appropriate
order you can produce melody lines. Up to 128 notes
will be remembered.

NOTE ORDER: Notes you press will be sounded in
the order in which you pressed them. By pressing the
notes in the appropriate order you can produce
melody lines. Up to 128 notes will be remembered.
GLISSANDO: Each chromatic step between the high-
est and lowest notes you press will sound in succes-
sion, repeating upward and downward. Press only the
lowest and the highest notes.

CHORD: All notes you press will sound simultane-
ously.

BASS+CHORD 1-5: The lowest of the notes you play
will sound, and the remaining notes will sound as a
chord.

BASS+UP 1-8: The lowest of the notes you play will
sound, and the remaining notes will be arpeggiated.
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BASS+RND 1-3: The lowest of the notes you play will
sound, and the remaining notes will sound in random
order.

TOP+UP 1-6: The highest of the notes you play will
sound, and the remaining notes will be arpeggiated.
BASS+UP+TOP: The highest and the lowest of the
notes you play will sound, and the remaining notes
will be arpeggiated.

Beat Pattern

This allows you to select the Beat Pattern. It will affect

the accent location and note length, causing the beat

(rhythm) to change.

Range:1/4,1/6,1/8, 1/12, 1/16 1-3, 1/32 1-3,
PORTA-A 1-11, PORTA-B 1-15, SEQ-A 1-7,
SEQ-B 1-5, SEQ-C 1, 2, SEQ-D 1-8, ECHO 1-3,
MUTE 1-16, STRUM 1-8, REGGAE 1, 2, REF 1,
2, PERC 1-4, WALKBS, HARP, BOUND, RAN-
DOM, BOSSA NOVA, SALSA 1-4, MAMBO
1-2, CLAVE, REV CLA, GUILO, AGOGO,
SAMBA, TANGO 14, HOUSE 1, 2

If “PORTA-A 1-11, PORTA-B 1-15” is selected as the
Beat Pattern, the Patch parameter Portamento Time (p.
58) will control the speed of portamento. Adjust the
portamento time as appropriate for the playback
tempo. (It is not necessary to turn portamento on.)

* The parameters which can be set will depend on the cur-
rently-selected Arpeggio Style.

Shuffle Rate

This setting lets you modify the note timing to create
shuffle rhythms.

Range: 50-90 (%)

With a setting of 50%, the notes will sound at equal
spacing. As this value is increased, the notes will
become more “bouncy,” as if they were dotted notes.

Shuffle Rate = 50% Shuffie Rate =90%

50 50 & 50 90 10 80 10

* If the Beat Pattern setting is “1/4,” shuffle will not be
applied even if you increase the Shuffle Rate setting.

Accent Rate
This is the setting page for “Adding Expression to the
Arpeggio (Accent Rate)” (p. 106).

Octave Range
This is the setting page for “Changing the Pitch Range
of the Arpeggio (Octave Range)” (p. 106).

108

Saving Arpeggio Settings
That You Have Modified

(Arpeggio Write)

When you have created a playback pattern that you
like, save the settings as a User Style. The MC-505 has
ten user styles, USER STYLE 1-10, and user styles that
you save can be recalled at any time.

1. Create the arpeggio playback pattern.

2. Make sure that the setting page for the
ARPEGGIO section is displayed.

If not, hold down [SHIFT] and press keyboard pad [1]

to access the setting page.

3. Press [WRITE].
The following display will appear.

ARFEGSIO-Write
LUZER STYLE 1

i |

4. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the writing destination user style.
Range: USER STYLE 1-10

5. Press [ENTER].
The execute page will appear in the display.

ARFEGSIO-Write

Ar= You Sure 7

6. Press [ENTER] once again.

The Arpeggio Write operation will be executed, and
the normal display will reappear.

To cancel the operation without executing, press
[EXIT].
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RPS (Real-Time Phrase Sequence) is a function which
lets you play back the musical data of a specific part of
a pattern simply by pressing one of the keyboard
pads. You can play different phrases simply by press-
ing different notes. Since you can play back RPS
phrases while a pattern is playing, this function is
especially convenient during a live performance.

For example, if a drum fill-in phrase used by one pat-
tern is assigned as an RPS, you can play back another
pattern without a fill-in, and then add the fill-in sim-
ply by pressing a keyboard pad.

Using the Keyboard Pads to
Play Back Phrases

On the MC-505, phrases assigned to each of the 16
keyboard pads are handled as one “RPS Set.” You are
free to re-assign the contents of an RPS set, and 60 sets
can be stored. You can switch RPS sets even while a
pattern is playing back.

( 10nan } m:::;r; Ffjrfr:\QPan 2)

1. in the DISPLAY section, press [RPS SET].

The indicator will light, and the display will indicate
the bank, number and name of the currently selected
RPS set.

Bank Number

u: o1

SET {F.: 'S SET

‘ Trance 1

2. Press [USER].
[USER] U: (User Bank)

* For RPS sets it is not possible to select preset or card
banks.

3. Use [INC] [DEC] or the [VALUE] dial to select

the number.

Range: U:01-U:60

The selection in the display will change.

The RPS set is now selected.

* A brief interval of time is needed for the RPS set to change.
Also, if you change RPS sets during pattern playback, the
pattern may slow down or falter, so it is best to change RPS
sets while pattern playback is stopped.

Name

4, Press [RPS] to make the button indicator
light.

PTN
CALL RPS

5. Press a keyboard pad to play back a
phrase.

The phrase will play back while you continue pressing

the keyboard pad.

RPS Hold

If while playing back RPS you press [HOLD] to make

the indicator light, you can cause the RPS to continue

playing even after you take your finger off the key-

board pad. An RPS which is pressed after [HOLD] is

lit will stop when you release your finger from the

keyboard pad.

If you connect a pedal switch (optional: DP-2, DP-6,

FS-5U etc.) and set the System parameter “Pedal

Assign” to “HOLD,” the pedal switch can be used in

the same way to hold the RPS.

AR = “Specifying How the Pedal Will Function” (p.
165)

RPS Modify

While you are pressing a keyboard pad to play an
RPS, you-can move the Patch parameter knobs to
modify the sound of the RPS. If you are pressing two
or more keyboard pads, You can modify the sound of
the pad that was last pressed.

RPS playback timing
If you use RPS while a pattern is playing back, the
phrase will start in synchronization with the beat of
the pattern.
By changing the RPS Trigger Quantize setting, you can
modify the timing at which the RPS will play back.
Dj w “Specifying the Timing for RPS Playback
(RPS Trigger Quantize)” (p. 167)
*RPS can also be played from an external MIDI
keyboard, as well as from the keyboard pads.
= “Using an External MIDI keyboard to Play
RPS or Arpeggios” (p. 172)

Maximum simultaneous RPS playback

Even while a pattern is playing back, the MC-505 can
play back up to 8 phrases simultaneously. However, if
phrases with large amounts of data are played back
simultaneously, the timing may lag behind or notes
may be interrupted. If this occurs, decease the number
of phrases that you play simultaneously.
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Assigning a Phrase to a
Keyboard Pad

The phrases that are assigned to an RPS set can be re-
assigned whenever you wish. You will find it conve-
nient to assign your favorite or frequently-used phras-
es in one RPS set. As an example, here’s how to assign
the phrase of part 2 of P:002 in an RPS set.

First we must select the RPS set in which we will
assign the phrase.

1. Select the RPS set to which you wish to
assign the phrase.

2. Select pattern P:002.

3. Use [PART MUTE] and the PART buttons to
mute all parts except for part 2.

5
p-D----l

SN 21N 20N 20N 2N 2N

4. Make sure that the [RPS] indicator is lit.

5. Hold down [RPS], and press the keyboard
pad to which you wish to assign the
phrase.

+ (N AR
O

The phrase will be assigned to the keyboard pad that
you pressed.

Phrases can be assigned even while a pattern is play-
ing back.

P:249-P:714 contain patterns which are prepared
specifically for use with RPS. You might find it conve-
nient to assign phrases from these patterns to use as
fill-ins, or for other situations.

Cautions when assigning an RPS

* It is not possible to assign phrases of two or more parts to a
single keyboard pad. You must mute all but one of the parts,
the one with the desired phrase, before assigning it. If any of
the extra parts have been left unmuted when you make your
assignment, the following message will appear in the display:

COUTION !
Canrot Hzsigm
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* If after assigning a phrase from a user pattern as an RPS,
you then miodify the playback data of the pattern which con-
tains that phrase, be aware that any change to the phrase
will also be reflected in the way it is played back by RPS. For
exmnple, if you delete the musical data of the pattern which
contains the phrase that you assigned, there will be no
sound when you attempt to play back that phrase by RPS.

*

Even if you assign the phrase of a part that has a setting
of “EXT" for its Sequencer Output Assign (p. 25) para-
meter, the musical data of that phrase will not be trans-
mitted from MIDI OUT.

x

“ If you assign a phrase from a part that uses EFX, the RPS
playback will use the EFX scttings of the pattern that is sclect-
ed at that time. This means that what you hear when the RPS
plays back may be somewhat different from the original phrase.

¥

If a thytlum part phrase is assigned, the Rhythm Mute set-
tings will be ignored during RPS playback.

EY

Each phrase is played back by a special RPS part 1-16
which corresponds to each keyboard pad, but phrases
assigned from a rhythm part will be played back using the
rhythm part of the currently-selected pattern. For this
reason, a different rhythm set than that of the registered
pattern may sound in some cases. If the pattern changvs
s0 that a different rhythm sct is selected, the sounds of the
rhythm set which will play the RPS will also change.

(e A) ([ 1234a567)
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RPS PART

Checking the paftern number and part that were
registered,

If you hold down a keyboard pad to which an RPS was
registered and press [PTN/SONG], the pattern number,
name and the part registered to that pad will appear in
the display while you continue pressing the pad.




Chapter 6. Using the Keyboard Pads to Play Phrases (RPS)

Making Settings for Each
Phrase

Using the Part Mixer to Modify
Settings

You can use the part mixer to modify settings such as
volume and pan for each RPS part.

The following parameters can be modified for each
RPS part.

RPS Lvl (RPS Part Level)

RPS Pan (RPS Part Pan)

RPS Key (RPS Part Key Shift)

RPS Rev (RIS Part Reverb Level)

RPS Dly (RPS Part Delay Level)

RPS EFX (RPS EFX Output Assign)

1. Make sure that the [RPS] indicator is lit.

2. Hold down [RPS] and Press [TEMPO/MIXER].
The indicator will light, and the display will graphical-
ly show the current setting of each RPS part.

3. Press [MIXER SELECT] several times to select
the parameter that you wish to modify.
The indicator of the selected parameter will blink.

* MEGAMIX cannot be selected.

@ LEVEL
® PAN
TE ® KEYSHIFT

MPO
RPS /MIXER
+ [:> ® REVERB
® DELAY
—sErxouT
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4, Press the keyboard pad to switch the parts
that are shown in the display.

Pressing any keyboard pad [1]-[8] will cause the set-
tings for RPS parts [1]-[8] to be graphically displayed.
Pressing any keyboard pad [9}-[16] will cause the set-
tings for RPS parts [9]-[16] to be graphically dis-
played.

The right side of the display will show the current set-
ting of the RPS part for the keyboard pad that you
pressed.

5. Use part sliders [R}-{7] to modify the sel-
ting for each RPS part.

* Keyboard pads to which a rhythm part phrase is assigned
will reflect the rhythm part settings of the currently
selected pattern. For example, if RPS phrases using the
riythm part are assigned to keyboard pads [1] and [2],
modifying the volume setting or rhythm set of keyboard
pad [1] will cause the settings of keyboard pad [2] and the
rhythm part of the selected pattern to change in the same
way.

Changing the Patch of Each RPS

Part

You can change the sound which plays each RPS part,
so that the phrase assigned to each keyboard pad will
be heard with a different sound.

1. Hold down [RPS] and press [PATCH].
The following display will appear.

Padd
fpS |, A [F-CF"S-—-F-4

+% Lead TE 1

2. Press a keyboard pad to select the RPS
part with the patch you wish to change.
The display will indicate the patch of the selected RPS

part.

3. Use the BANK buttons and [INC] [DEC] or

the [VALUE] dial to select the desired patch.

* If you change the riythm set of a keyboard pad to which a

rhythm part phrase is registered, the rhythm sef of the
currently selected pattern will change in the same way.

F:ROO1
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Saving the Phrases You
Assigned (RPS Set Write)

When you have assigned phrases to create an RPS set
that you like, here’s how to save it as a User RPS Set.

1. Make sure that the pattern is stopped.

2. Press [RPS SET] to access the RPS Set Select
page.

When you modify the contents of an RPS set, an aster-

isk “*” will appear at the left of the number, indicating

that the selected RPS set has been modified (edited).

Be aware that if you turn off the power without saving

the modified RPS set, the previous settings will reappear.

3. Press [WRITE].
The following display will appear, and a cursor “_”
will appear below the number.

WRITE - -
- FPS—-rite
Trarnce 1

Uz 91]

If you do not wish to change the number or name, you
may skip steps 4-8.

If you decide not to save the pattern, press [EXIT].

4, Select the save destination bank.

When saving an RPS set, only the user bank can be
selected.

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the RPS set that is currently in the save
destination number. After you have found an RPS set
that you do not mind overwriting, press
[UNDO/REDQ] once again to return to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

FPS-Werite |z
1

Trarce

7. Assign a name to the RPS set.

Use [INC] [DEC] or the [VALUE] dial to specify the
characters.

The following characters can be selected.

space, A-Z,a-z,0-9, ! “#$% &’ ()¥+,-./1;<=>7
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8. Repeat steps 6~7 to input the name.
By pressing PAGE [<] you can move the cursor back
counterclockwise.

9. Press [ENTER].
The execute display will appear.
If you wish to cancel the operation, press [EXIT].

Fir-e You Sure

[E:F-E.—t...lr- ite 1t n:}

10. Press [ENTER] once again.

Frocezzind. ..
keer Powsr O !

The RPS Set Write operation will be executed, and the
normal display will reappear.
The RPS set has now been saved.



Chapter 7. Changing the Groove of a Pattern (Play Quantize)

Play Quantize is a function which modifies the pattern
that is being played back by correcting or skewing the
timing of the notes according to a specified rule. This
means that you can modify only the timing with
which the pattern will play back, without affecting the
contents of the data itself.

The MC-505 provides three types of quantization,
which you can use as appropriate for your situation.
You can apply Play Quantize to a specified part while
a pattern plays back, and make detailed timing adjust-
ments in real time while you listen to the playback.

* Quantization affects only the timing of the note messages
(the timing at which notes are played and released), and
does not modify the timing of other messages. This means
that if a pattern contains messages (such as pitch bend)
that apply real-time change to the sound, quantization
settings may cause the timing of these messages to no
longer match the timing of the note messages, so that
playback will be incorrect. When applying quantization, it
is best to use a pattern which does not contain messages
that apply real-time change to the sound.

Selecting Parts to Use with
Play Quantize

Play Quantize can be applied to the playback of a spe-
cific part. Before you apply Play Quantize, you must
specify the part(s) to which it will apply.

1. Hold down [SHIFT] and press [QTZ SELECT].
The button indicator will blink.

PART
SELECT
[GT2 SELECT)

SHIFT
@ *
2. Make the PART button light for the part to
which you wish to apply Play Quantize.

Play Quantize will be applied to the parts
which are lit.

The indicator of the button you pressed will light.

1 2 B a 5 86 7

NN

@-D - .. ...

PN 1N 7

Correcting Inaccuracies in

the Rhythm (Grid Quantize)

Grid Quantize will quantize the pattern playback tim-
ing to the nearest specified note value. This will cause
the pattern to play back with accurate timing.

EPRIIEIPEY

* When Grid Quantize is used, the playback timing will be
correct, but conversely this may produce a mechanical,
inhuman feel. If you wish to preserve the feel of the perfor-
mance, you can set Resolution to a fine value, or lower the
Strength setting.

Specifying the Unit (Resolution)
The note value unit to which quantization will adjust
the timing is called the Resolution. The timing of notes
will be adjusted to the nearest grid interval of the note
value you specify here. Set this to the length of the
smallest note value that occurs in the pattern.

1. Hold down [SHIFT] and press keyboard
pad [2].
The Grid Quantize setting page will appear.

2

[::J + 5}\6& >

3
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Fesolution= £
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2. Use [INC] [DEC] or the [VALUE] dial to set
the Resolution.

Range: ] J3J Ja FFa F
To exit the setting page, press [EXIT].

When the GRID indicator is lit, you can also hold
down [QUANTIZE] and rotate the [VALUE] dial to
modify the Resolution.
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Applying Grid Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [QUANTIZE] several times to make
the GRID indicator light.

s

- Q GRID

4 1 N
® GROOVE
@ SHUFFLE

3. Grid Quantize will be applied to the play-
back data according to the Resolution set-
ting.

4. Rotate the [TIMING] knob to adjust the
Strength.

Range: 0-100%

: 100%
' 50%
1 0%

Strength specifies the degree to which the note timing
will be corrected toward the note value specified by
Resolution. Rotating the knob clockwise will cause the
notes to be corrected all the way to their correct tim-
ing.

When this setting is at “0%,” the notes will be played
at their original (un-quantized) timing.

TIMING

In the Grid Quantize setting page, you can use PAGE
[<] [>] to access the Strength setting page and view the
numerical value of the knob setting while you apply
quantization.
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Giving Swing to the Rhythm
(Shuffle Quantize)

By applying Shuffle Quantize, you can adjust the tim-
ing of the backbeats of the pattern to create “bouncy”
rhythms such as shuffle or swing.

. . , , . . . . . .
i | 3 . f:/\/ b D
i i i ugl L i 1 i i

Specifying the Unit (Resolution)
Specifies the Resolution. The timing of notes will be
adjusted to the nearest grid interval of the note value
you specify here. Set this to the length of the smallest
note value that occurs in the pattern.

1. Hold down [SHIFT] and press keyboard
pad [4].
The Shuffle Quantize setting page will appear.

4

o
[::] + [i]PAGE >
]
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FPozolution=
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2. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the Resolution.

Range: J3 F3

T

1
F
fl
B

To exit the setting page, press [EXIT].

When the SHUFFLE indicator is lit, you can also hold
down [QUANTIZE] and rotate the [VALUE] dial to
modify the Resolution.
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Applying Shuffle Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [QUANTIZE] several times to make
the SHUFFLE indicator light.

® GRID

® GROOVE
0 SHUFFLE
d 1 ~

3. Shuffle Quantize will be applied according
to the Resolution seHing.

4. Rotate the [TIMING] knob to adjust the
Shuffle Rate.
Range: 0-100 %

=4

0% 50% 100%

Shuffle Rate refers to the degree to which the back-

beats will bounce, and specifies the ratio by which the

backbeats will be separated from the downbeats.

When the knob is in the center position, this setting is

at 50%, and the backbeats will be located exactly

between the adjacent downbeats.

Rotating the knob clockwise will move the backbeats

later in time. Rotating the knob counterclockwise will

move the backbeats earlier in time.

100%: Backbeats will fall at the same timing as the
following downbeat.

0%:  Backbeats will fall at the same timing as the
preceding downbeat.

In the Shuffle Quantize setting page, you can use
PAGE [<] [>] to access the Shuffle Rate setting page,
and apply quantization while viewing the numerical
setting of the knob.

Giving a Groove to the

Rhythm (Groove Quantize)

Groove Quantize lets you select a template by which
the playback timing and the velocity will be quan-
tized. Simply by selecting a different template, you can
give a variety of different-feeling grooves to a pattern.
The MC-505 contains 71 different types of quantiza-
tion templates, each of which contains a different set
of playback timing and velocity (dynamics) data.

200D =dr D)

1 |

* The templates are for use with 4/4 time signatures. They
will not produce the desired result when applied to other
time signatures.

Selecting the Template

1. Hold down [SHIFT] and press keyboard
pad [3].
The Groove Quantize setting page will appear in the

display.
(SHIET] 3
C )+ . < pace >
E%l J
F-QTZs Eroos
81 Dance—Hm-L. Ao
F-LTZs ———
Straendth= 18683
F-QTZ: el adm e LU=
elocitu= 108 Y

2. Use [INC] [DEC] or the [VALUE] dial to select
the template.
To exit the setting page, press [EXIT].
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Available Settings:

16 Beat Dance type

8 Beat Pops type

01: Dance-Nm-L.Ac
02: Dance-Nm-H.Ac¢
03: Dance-Nm-L.Sw
04: Dance-Nm-H.Sw
05: Dance-Hv-L.Ac
06: Dance-Hv-H.Ac
07: Dance-Hv-L.5w
08: Dance-Hv-H.Sw
09: Dance-Ps-L.Ac
10: Dance-Ps-H.Ac
11: Dance-Ps-L.5w
12: Dance-Ps-H.Sw

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing/low dynamics
rushing/high dynamics
rushing/light swing
rushing/strong swing

37: Pops-Nm-L.Ac
38: Pops-Nm-H.Ac
39: Pops-Nm-L.Sw
40: Pops-Nm-H.5w
41: Pops-Hv-L.Ac
42: Pops-Hv-H.Ac
43: Pops-Hv-L.Sw
44: Pops-Hv-H.Sw
45: Pops-Ps-L.Ac
46: Pops-Ps-H.Ac
47: Pops-Ps-L.Sw
48: Pops-Ps-H.Sw

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging /high dynamics
dragging/light swing
dragging/strong swing
rushing /low dynamics
rushing / high dynamics
rushing/light swing
rushing/strong swing

16 Beat Fusion type

8 Beat Rhumba type

13: Fuson-Nm-L.Ac
14: Fuson-Nm-H.Ac
15: Fuson-Nm-L.Sw
16: Fuson-Nm-H.Sw
17: Fuson-Hv-L.Ac
18: Fuson-Hv-H.Ac
19: Fuson-Hv-L.Sw
20: Fuson-Hv-H.Sw
21: Fuson-Ps-L.Ac
22: Fuson-Ps-H.Ac
23: Fuson-Ps-L.Sw
24: Fuson-Ps-H.Sw

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing/low dynamics
rushing/high dynamics
rushing/light swing
rushing/strong swing

49: Rhumb-Nm-L.Ac
50: Rhumb-Nm-H.Ac
51: Rhumb-Nm-L.Sw
52: Rhumb-Nm-H.Sw
53: Rhumb-Hv-L.Ac
54: Rhumb-Hv-H.Ac
55: Rhumb-Hv-L.Sw
56: Rhumb-Hv-H.Sw
57: Rhumb-Ps-L.Ac
58: Rhumb-Ps-H.Ac
59: Rhumb-Ps-L.Sw
60: Rhumb-Ps-H.Sw

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging /low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing /low dynamics
rushing/high dynamics
rushing/light swing
rushing/strong swing

16 Beat Reggae type Others

25: Regge-Nm-L.Ac  exact/low dynamics 61: Samba 1 samba (pandero)

26: Regge-Nm-H.Ac  exact/high dynamics 62: Samba 2 samba (surdo and timba)
27: Regge-Nm-L.Sw  exact/light swing 63: Axe 1 axe (caixa)

28: Regge-Nm-H.S5w  exact/strong swing 64: Axe 2 axe (surdo)

29: Regge-Hv-L.Ac  dragging/low dynamics 65: Salsa 1 salsa (cascara)

30: Regge-Hv-H.Ac  dragging/high dynamics 66: Salsa 2 salsa (conga)

31: Regge-Hv-L.Sw  dragging/light swing 67: Triplets triplets

32: Regge-Hv-H.Sw  dragging/strong swing 68: Quintuplets quintuplets

33: Regge-Ps-L.Ac rushing/low dynamics 69: Sextuplets sextuplets

34: Regge-Ps-H.Ac rushing/high dynamics 70: 7 against 2 seven notes played over two
35: Regge-Ps-L.Sw rushing/light swing beats

36: Regge-Ps-H.Sw
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rushing/strong swing

71: Lagging Tri

lagging triplets
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Selecting a template

Templates are categorized by the three elements of
genre, groove, and variation.

Select the template which combines the desired ele-
ments.

Genre
Dance:
Fuson:
Regge:
Pops:
Rhumb:
Others:

16 beat dance

16 beat fusion

16 beat reggae

8 beat pops

8 beat rhumba

samba, axe, salsa, tuplets

Groove

Nm (Normal): on the beat

Hv (Heavy):  “dragging” the beat
Ps (Pushed):  “rushing” the beat

Variation

L.Ac (Light Accent):
H.Ac (Hard Accent):
L.Sw (Light Swing):

H.Sw (Hard Swing):

light dynamics
heavy dynamics
light swing
strong swing

For example, in the case of a dance song where you
wish to drag the beat with light swing, you would
select “Dance-Hv-L.Sw.”

* The genre names are only a guideline, and do not mean
that those templates can be used only in the named genre.
Try out additional possibilities.

* If you apply Groove Quantize to musical data which con-
tains inaccuracies in timing, you may not obtain the
desired results. In such cases, it is best to apply Grid
Quantize first, to bring the timing of the original musical
data into alignment with the printed notes,

* The templates are for use with 4/4 time signatures.
Applying them te other time signatures may not produce
the desired result.

* For samba, axe, salsa and tuplet, it is not possible to select
groove or variation,

When the GROOVE indicator is lit, you can hold
down [QUANTIZE] and rotate the [VALUE] dial to
change the template.

Applying Groove Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [QUANTIZE] to make the GROOVE
indicator light.

® GRID
N
-0 GROOVE
s

® SHUFFLE

3. Groove Quantize will be applied according
to the settings of the selected template.

4. Rotate the [TIMING] knob to adjust the
Strength.

Tempiate timing

Range: 0-100%

Strength specifies the degree to which the note timing
will be corrected toward the timings specified by the
template. As the knob is rotated clockwise, the notes
will be corrected further toward the timing of the tem-
plate.

When this setting is at “0%,” the notes will be played
at their original (un-quantized) timing.

5. Press [FUNC] to make the indicator blink,
and rotate the VELOCITY knob to adjust the

Velocity Strength.

100% 50% 0%
100%50% 0% - ~ = _I

--p

Template velocity

Velocity

Range: 0-100%

Velocity Strength is the degree to which the velocities
of the pattern will be adjusted toward the velocities of
the template. As the knob is rotated clockwise, the
velocities that are played will be closer to the velocities
of the template.

When this setting is at “0%,” the notes will be played
at their original velocities.
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In the Groove Quantize setting page, you can also use
PAGE [<] [>] to access the Strength or Velocity
Strength setting pages, and use the knobs to adjust the
setting while you view the numerical setting of the
parameter.

Techniques for creating a sense of groove
Templates use a variety of means to produce an opti-
mal performance result for Groove Quantize. Refer to
the following points as you use templates.

Apply Groove Quantize to drums and bass
lines

The drums and bass are the most important parts in
creating the groove. Thus, the templates are created to
match these instruments. It is best'to apply Groove
Quantize only to instruments whichneed it.

Adjust the tempo

The groove templates have been created based on a
tempo in the range of j=120-140. When applying
Groove Quantize to a song with a faster tempo than
this, set Strength to 100% for maximum effectiveness.
For a song with a slower tempo than this, set Strength
below 100%.

To create an effective swing

Careful attention to the tempo is an important part of
creating an effective swing. For example, in the case of
jazz, it will be effective to apply deeper swing to songs
that have a slow tempo. Conversely, lightening the
swing for a faster tempo will give a greater sense of
speed. In another example, applying deeper swing to a
dance-type rhythm at a rapid tempo will produce a
feeling of “bounce.”

Try out various settings to find the most effective type
of swing.
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Chapter 8. Combining Phrases to Create a Different Pattern (MEGAMIX)

Megamix is a function which lets you play back a pat-
tern while you exchange the musical data of one part
with the data from a different pattern. You can com-
bine phrases for each instrument to create a complete-
ly different pattern, just as if you were creating a
remix.

PTN PLAY P:021 MEGAMIX

AT T ek g
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* This diagram is intended to explain the concept of
MEGAMIX. It does not imply that phrases of actual pat-
terns are as shown in the diagram.

Exchanging Phrases

1. Select and play back a pattern.

2. Press [TEMPO/MIXER].
The indicator will light, and the mixer page will
appear.

3. Press [MIXER SELECT] several times to make
the MEGAMIX indicator light.

You will enter Megamix mode.

The left side of the display will indicate the pattern

select status of each part as a bar.

TEMPO
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Current
Part

4. Use part sliders [R]-[7] to select the pattern
for each part.

The right side of the display will show the pattern

number which you selected by moving the slider.

The slider can be used to select from the ten patterns

before or after the pattern number of the current part.
For example, if the pattern of the current part is
“P:021,” raising the slider all the way up would select
“P:031,” and lowering the slider all the way down
would select “P:011.”

The graphic will also change as you move the slider.
The slider graphic will be displayed with the pattern
of the current part as the axis.

When you change the current part, the pattern which
is the axis will also change, and the pattern numbers
that can be selected by each slider will also change.

P:031 ~p}rom]
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Current
Part

In the example of this diagram, changing the current
part from part 2 to part 3 has caused the variable
range of the slider to change from P:011-P:031 to
P:005-P:025. The patterns of the rhythm part and of
part 5 are now outside of the variable range, but these
pattern numbers will be maintained unless you move
the slider.

5. The pattern which was exchanged for each
part will be selected when the pattern
repeats.

To exit MEGAMIX mode, press [MIXER SELECT] to

make the MEGAMIX indicator go dark.

* Even after you exit MEGAMIX mode, the exchanged sct-
tings will be maintained until you select a different pat-
tern. It is not possible to record a pattern while the pat-
tern is exchanged.

* The time signature and number of measures of the pat-
terns played back by MEGAMIX will depend on the time
signature and number of measures of the rhythm part pat-
tern. Also, the mute status of each part will be maintained
in MEGAMIX.
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* If the exchanged pattern contains no playback data, there
will be no playback. In the case of the preset patlerns,
none of the patterns contain playback data for part 1.
Also, keep in mind that the other parts will not necessari-
ly contain playback data.

Selecting a Distant Pattern

If you wish to select a pattern at a distant number
without being restricted by the variable range of the
slider, use the following procedure.

1. Select the part for which you wish to select
a distant pattern as the current part.

2. Press [PTN/SONG] to access the pattern
select page.

During MEGAMIX, the following display will appear.

The pattern number and name of the current part will

be displayed.

MEGAMI - P-D01
FFz=2 Trarnce 1

3. Use [INC] [DEC] or the [VALUE] dial to select
the pattern.

By changing the current part, you can select patterns
for other parts in the same way. When you press
[TEMPO/MIXER] to return to the mixer page, the pat-
tern of the current part (axis) will change, and the pat-
terns of other parts will all be outside of the variable
range of the slider, meaning that one or the other of
the states shown in the following diagram will apply.

(MTITIINT HEGAMLX
VHUitLly Fe=Fiza

naannnan MEGHMIX
LLULLLLL P2=F128
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Saving the Exchanged
Pattern

When you have used MEGAMIX to create a pattern
that you like, you can save it as a User Pattern. The
saved pattern can be recalled during normal pattern
playback, just as any other pattern.

1. Use MEGAMIX to create a pattern.

2. Press [MIXER SELECT] to make the
MEGAMIX indicator go dark, exiting
MEGAMIX mode.

3. Press [STOP] to stop pattern playback.

4. Now you can perform the Pattern Write
operation to save the pattern as a User
Pattern (p. 26).

* It is not possible to record a pattern while in MEGAMIX

mode.

Tips when using MEGAMIX to create a pattern
If the patterns that you combine using MEGAMIX
have different time signatures or a different number of
measures, their playback may not be connected appro-
priately. When using MEGAMIX to combine patterns,
it is best to combine patterns of the same number of
measures and time signature.

When you use MEGAMIX to exchange patterns, the
volume balance between parts may change significant-
ly, depending on the phrases being exchanged. In such
cases, use the part mixer to readjust the part level
before saving the pattern. Of course, you can also
modify the pan and key shift settings etc. in the same
way.

In many preset patterns, the various parts are orga-
nized as follows.

Rhythm part: drums

Part 1: for manual playing (contains no play
back data)

Part 2: bass

Part 3: chord 1

Part 4: lead 1

Part 5: chord 2

Part 6: lead 2

Part 7: other

You can refer to this when you exchange the playback
data of a part. For example, you can exchange part 2 if
you want to exchange the bass, or part 4 or 6 if you
want to exchange the lead.

If you follow the above guidelines when creating user
patterns as well, it will be easier to use your patterns
with MEGAMIX.




Chapter 9. Using the DBeam Controller to Apply Various Effects

The DBeam Controller is a new type of controller that
is operated by simply passing your hand over it.
Twenty-cight different types of control, such as
“Turntable” and “Ad-lib” are provided. By changing
the control type, you can apply various effects to the
sound generator and sequencer. In addition to being
used as an individual controller, it can also be used to
do things that would be impossible for a knob or slid-
er, such as controlling multiple knobs or sliders simul-
taneously, or changing the sound instantly.

* The DBeam has been licensed from Interactive Light, Inc.

Using the DBeam Controller

1. Press D BEAM CONTROLLER [ON].
The indicator will light, and the DBeam Controller will
be turned on.

2. Press [TYPE SELECT] to select the Type.

At the factory settings, you can select one of the fol-
lowing three types: TURNTABLE (24:Turntable),
CUT+RESO (07:Cut+Reso2-A) or ADLIB (27:Adlib1).
By rotating the [VALUE] dial while you press D
BEAM CONTROLLER [ON]}, you can select from all
types.

While this button is held down, the display will show
the name of the currently selected type.

DEC INC

O

I DEAM CTRL TYFE
Bl: Modulation—H

3. Operate the controller by passing your
hand over the DBeam Controller.
Depending on the type, the effect will be applied dif-

ferently for different positions of your hand.

4. To turn off the DBeam Controller, press D
BEAM CONTROLLER [ON] once again to
make the indicator go dark.

The effective range of the DBeam Controller

The effective range of the DBeam Controller is as

shown in the following diagram. Hand movement

outside of this area will have no effect.

* The effective range of the DBeam controller will decrease
in locations of strong direct sunlight. Be aware of this
when using the DBeam controller outdoors.

..

Changing the button assignments
By changing the Beam Assign 1-3 System settings, you
can freely modify the types that will be selected by
[TYPE SELECT].
= “Specifying How the DBeam Controller Will
Function” (p. 165)

Changing the polarity of the change

By changing the Beam Polarity System setting, you

can invert the direction of the effect that is applied.

In this manual, the explanation for each type will

assume that the Beam Polarity is set to “STANDARD.”
w “Specifying How the DBeam Controller Will
Function” (p.165)

How Each Type Will Function

01:Modulation-A
(Modulation All)

The DBeam Controller will have the same function as
the modulation lever of an external MIDI keyboard.
Hand movement will apply modulation to all parts.
As your hand comes closer to the controller, the effect
will be deeper.

If your hand is outside of the effective range, the effect
will be “0” regardless of the location of your hand.

* The effect that is applied when the modulation lever is
operated will depend on the patch.

5 “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” (p. 59)
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02:Modulation-S
(Modulation Single)

05:Cut+Reso1-A
(Cutoff + Resonance 1 All)

The DBeam Controller will have the same function as
the modulation lever of an external MIDI keyboard.
Hand movement will apply modulation to the current
part.

As your hand comes closer to the controller, the effect
will be deeper.

If your hand is outside of the effective range, the effect
will be “0” regardless of the location of your hand.

* The effect that is applied when the modulation lever is
operated will depend on the patch.

ww “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” (p. 59)

03:Pitch Bend-A (Pitch Bend All)

The DBeam Controller will have the same function as
the pitch bend lever of an external MIDI keyboard.
Hand movement will apply pitch bend to all parts.

As your hand comes closer to the controller, the pitch
will rise.

If your hand is outside of the effective range, the effect
will be “0” regardless of the location of your hand.

* The effect that is applied when the pitch bend lever is
operated will depend on the patch.

er “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” (p. 59)

04:Pitch Bend-S
(Pitch Bend Single)

The DBeam Controller will have the same function as
the pitch bend lever of an external MIDI keyboard.
Hand movement will apply pitch bend to the current
part.

As your hand comes closer to the controller, the pitch
will rise.

If your hand is outside of the effective range, the effect
will be “0” regardless of the location of your hand.

* The effect that is applied when the pitch bend lever is
operated will depend on the patch.
z “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” (p. 59)

When you select a type 05-10, be careful not to raise
Low Boost excessively, since the sound will be prone
to cracking or distorting. It is also best to turn
[OCTAVE] off.
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Hand movement will modify the cutoff and resonance

of all parts.

As your hand comes closer to the controller, the cutoff

and resonance values will increase.

If your hand is outside of the effective range, the cutoff

and resonance values will be “0” regardless of the

location of your hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.

wr “Specifying the Variable Range of Resonance
(Resonance Limiter)” (p. 164)

06:Cut+Reso1-S
(Cutoff + Resonance 1 Single)

Hand movement will modify the cutoff and resonance
of the current part.

As your hand comes closer to the controller, the cutoff
and resonance values will increase.

If your hand is outside of the effective range, the cutoff
and resonance values will be “0” regardless of the
location of your hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.

== “Specifying the Variable Range of Resonance
{Resonance Limiter)” (p. 164)

07:Cut+Reso2-A
(Cutoff + Resonance 2 All)

Hand movement will modify the cutoff and resonance
of all parts.

As your hand comes closer to the controller, the cutoff
value will decrease, and the resonance value will
increase.

If your hand is outside of the effective range, the cutoff
value will be “127” and the resonance value will be
“0,” regardless of the location of your hand.
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* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.
% “Specifying the Variable Range of Resonance
(Resonance Limiter)” (p. 164)

08:Cut+Reso2-S
(Cutoff + Resonance 2 Single)

Hand movement will modify the cutoff and resonance
of the current part.

As your hand comes closer to the controller, the cutoff
value will decrease, and the resonance value will
increase.

If your hand is outside of the effective range, the cutoff
value will be “127” and the resonance value will be
“0,” regardless of the location of your hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.

o “Specifying the Variable Range of Resonance
(Resonance Limiter)” (p. 164)

09:Cut+Reso3-A
(Cutoff + Resonance 3 All)

Hand movement will modify the cutoff and resonance
of all parts.

The moment that your hand is placed over the con-
troller, the resonance will reach the maximum value,
and as your hand comes closer to the controller, the
cutoff value will increase.

1f your hand leaves the effective range, the cutoff
value will be “127” regardless of the location of your
hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.

wr “Specifying the Variable Range of Resonance
(Resonance Limiter)” (p. 164)

10:Cut+Reso3-S
(Cutoff + Resonance 3 Single)

Hand movement will modify the cutoff and resonance

of the current part.

The moment that your hand is placed over the con-

troller, the resonance will reach the maximum value,

and as your hand comes closer to the controller, the
cutoff value will increase.

If your hand leaves the effective range, the cutoff

value will be “127” regardless of the location of your

hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the sane
pattern. The next time that the pattern repeats, it will
return to its original settings.

* The resonance value will not increase beyond the value
specified by the Resonance Limiter.
e “Specifying the Variable Range of Resonance
{Resonance Limiter)” (p. 164)

Controlling a specific range
If you wish to use the DBeam Controller to control
only a specific range of cutoff or resonance, you can
use the Beam Range Lower and Upper System para-
meters to specify the lower and upper limits of the
variation. This will allow you to utilize the full valid
range of the DBeam Controller, so you can control the
tonal change with precision. ‘
s “Specifying How the DBeam Controller Will
Function” (p. 165)

11:Part Pan-A (Part Pan All)

Hand movement will modify the pan of all parts.

As your hand comes closer to the controller the pan
will move toward the right, and as your hand is taken
away from the controller the pan will move toward
the left.

If your hand leaves the effective range, the part pan
value will be “0” regardless of the location of your
hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.
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12:Part Pan-S (Part Pan Single)

16:Key Shift-S (Key Shift Single)

Hand movement will modify the pan of the current

part.

As your hand comes closer to the controller the pan

will move toward the right, and as your hand is taken

away from the controller the pan will move toward
the left.

If your hand leaves the effective range, the part pan

value will be “0” regardless of the location of your

hand.

* If you wish to restore the pattern lo its original stafe, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

13:Cross Pan

Hand movement will modify the pan settings of the

various parts by exchanging them.

If your hand leaves the effective range, the part pan

value will be “0” regardless of the location of your

hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

14:Cros Drm Pan
(Cross Drum Pan)

Hand movement will exchange the pan settings of the

rhythm part and of the other parts.

If your hand leaves the effective range, the part pan

value will be “0” regardless of the location of your

hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

15:Key Shift-A (Key Shift All)

Hand movement will modify the Part Key Shift set-
tings of all parts.

As your hand comes closer to the controller, the Part
Key Shift value will increase.

If your hand is outside of the effective range, the Part
Key Shift value will be “0” regardless of the location of
your hand.
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Hand movement will modify the Part Key Shift set-
tings of the current part.

As your hand comes closer to the controller, the Part
Key Shift value will increase.

If your hand is outside of the effective range, the Part
Key Shift value will be “0” regardless of the location of
your hand.

17:Reverb Level

Hand movement will modify the Part Reverb Level of
all parts.

As your hand comes closer to the controller, the Part
Reverb Level will increase.

If your hand leaves the effective range, the Part Reverb
Level value will be “0” regardless of the location of
your hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its oviginal settings.

18:Delay Level

Hand movement will modify the Part Delay Level of
all parts.

As your hand comes closer to the controller, the Part
Delay Level will increase.

If your hand leaves the effective range, the Part Delay
Level value will be “0” regardless of the location of
your hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

19:EFX Ctrl1 (EFX Control 1)

Hand movement will modify the parameter that is
assigned to the [CTRL1] knob of the currently selected
EFX.

If your hand leaves the effective range, the parameter
value will be “0” regardless of the location of your
hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.
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20:EFX Ctrl2 (EFX Control 2)

Hand movement will modify the parameter that is
assigned to the [CTRL2] knob of the currently selected
EFX.

If your hand leaves the effective range, the parameter

value will be “0” regardless of the location of your

hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return fo its original settings.

21:EFX Ctrl3 (EFX Control 3)

Hand movement will modify the parameter that is
assigned to the [CTRL3] knob of the currently selected
EFX.

If your hand leaves the effective range, the parameter

value will be “0” regardless of the location of your

hand.

* If you wish to restore the pattern to its original state, use
[INC] [DEC] or the [VALUE] dial to re-select the same
pattern. The next time that the pattern repeats, it will
return to its original settings.

22:Start/Stop

The DBeam Controller will have the same function as
[PLAY]/ [STOP].

If the pattern is playing, it will stop when you place
your hand over the controller, and will start when you
remove your hand.

23:All Mute

When you place your hand over the controller, all
parts will be muted.

When your hand leaves the effective range, the origi-
nal mute settings will be restored.

24:Turntable

When you place your hand over the controller, the
tempo and pitch of all parts will drop simultaneously,
creating an effect similar to when a record turntable is
stopped.

The closer your hand approaches the controller, the
more the tempo and pitch will drop. It is effective to
slowly lower your hand toward the controller.

If your hand leaves the effective range, the original
tempo and pitch (Part Key Shift of “0") will return.

25:Arp Range (Arpeggio Range)
Shading the controller with your hand will modify the
Octave Range of the arpeggiator. Use this when you
are playing the arpeggiator.

As your hand approaches the controller, the Octave
Range will increase.

If your hand leaves the effective range, the Octave
Range value will be “0.”

26:Note+Bnd (Note + Pitch Bend)

Shading the controller with your hand will sound the
patch of the current part, and Pitch Bend will be
applied at the same time. This is suitable for use when
a sustain-type patch (such as P:A054) is selected.

As your hand approaches the controller, the pitch will
rise.

If your hand leaves the effective range, the sound will
stop.

The pitch of the note that will sound is shown at the
right of the Type name. By holding down D BEAM
CONTROLLER [ON] and pressing a keyboard pad,
you can change the note that will sound.

I DEAM CTEL TYFE
26t Hote+Bndld 4]

The range of pitch change can be specified by
the Bend Range for each patch.

= “Adjusting the Range of Pitch Bend (Bend
Range)” (p. 60)

27:Adlib1 (Ad-Lib 1)

Shading the controller with your hand will sound the
patch of the current part using notes of a specified key
and scale.

As your hand approaches the controller, higher notes
will sound.

The key and scale will be displayed as an abbreviation
at the right of the Type name.

You can change the key by pressing a keyboard pad
while you hold down the D BEAM CONTROLLER
[ON] button.

You can change the scale by pressing PAGE [<] [>]
while you hold down the D BEAM CONTROLLER
[ON] button.

D DERM CTEL TYFE
27 Adlik10R CHE]
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One of the following 21 types of scale can be selected.
CHR: Chromatic Scale

TCH: Tcherepnin’s Scale
SPN: Spanish Scale

BLS:  Blues Mixolydian Scale
CD:  Combination of Diminished Scale
MAJ: Diatonic Majar Scale
MIN: Natural Minor Scale
HMJ: Harmonic Majer Scale
HMI: Harmonic minor Scale
DH: Double Harmonic Scale
MMI: Melodic Miner Scale
GPS:  Gypsy Scale

DOM: Dominant Scale

WT:  Whole Tone Scale

HBL: Hexatonic Blue Scale
AUG: Augmented Scale

RKY: Ryukyu Scale

ISD: In Sen Scale, Decending
ISA:  InSen Scale, Ascending
PMJ: Majar Pentatonic Scale
PMI: Minor Pentatonic Scale

28:Adlib2 (Ad-Lib 2)

Shading the controller with your hand will sound the
patch of the current part using notes of a specified key
and scale. This lets you perform ad-lib in a narrower
range than Ad-lib 1.

As your hand approaches the controller, higher notes
will sound.

The key and scale will be displayed as an abbreviation
at the right of the Type name.

You can change the key by pressing a keyboard pad
while you hold down the D BEAM CONTROLLER
JON] button.

You can change the scale by pressing PAGE (<] [>]
while you hold down the D BEAM CONTROLLER
[ON] button.

The pitch range will rise or fall depending on the
Octave Range setting.

The scales that can be selected are the same as for Ad-
lib 1.

About the MIDI messages transmitted from
the DBeam controller
The destination of the MIDI messages transmitted
from the DBeam controller is determined by the Local
Tx switch setting of each part.
& “Disconnecting the Keyboard Pads from the
Internal Sound Generator (Local Tx Switch)”
(p- 169)
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The MC-505 lets you create your own original patterns
by recording your playing on the built-in sequencer.
Broadly speaking, there are two ways to record: real-
time recording lets you record your playing and oper-
ations just as you perform, and step recording lets you
input notes one by one. The basic recording procedure
is as follows.

PTN Stop
|

REC

v -
(Rehearsal) [Hec Standby}-— o] —}l Micro Scope ,
’ 1

REC PLAY REC LAY
i | [ -] s
[ Lol . »-

A4

( Real-time Rec } ( Step Rec 1 J { Step Rec 2J

* A pattern you record is held in the temporary pattern
(L:TMP). If you wish to keep a pattern that you have
recorded, you must use the Pattern Write operation.

1= “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Undo/Redo

If you are not happy with the pattern that was record-

ed, you can press the [UNDO/REDO] button to return

the playback data to the state before it was recorded.

0 v “Canceling the Previous Operation
(Undo/Redo)” (p. 18)

Recording Your Playing As
You Perform

(Real-Time Recording)

Real-time recording is a method in which your playing
on a keyboard or the keyboard pads and your controller
operations are recorded just as they occur. The MC-505
uses two types of real-time recording, and different
types of data are recorded using different methods.

Loop Mix recording

Recording will take place repeatedly from the begin-
ning to the end of the pattern. If data was already
recorded in the pattern from a previous pass, it will
remain, and the newly recorded data will be combined
with it. Note messages are recorded using this
method.

ERSNIR I ) First recording pass

Second recording pass

¥ Yy J) D Third recording pass

Loop Replace recording

Recording will take place repeatedly from the begin-
ning to the end of the pattern. If data was already
recorded in the pattern from a previous pass, it will be
erased and replaced by the new recording. Controller
operations, etc. are recorded using this method.

>

9 First recording pass

/\/\/\/\/9 Second recording pass

Recording Procedure

Before you begin, select the pattern that will be record-
ed. If you wish to record a new pattern, select U:TMP
(the temporary pattern). If you wish to re-record a pre-
set pattern, etc., select that pattern.

* If something has already been recorded in the temporary
pattern, usc the Pattern Initialize operation to clear any
musical data from the temporary pattern (p. 27).

1. Press [REC].
The indicator will blink, and the Recording Standby
page will appear.
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2. Before you start recording, set the record-
ing parameters.

There are five recording parameters, as described

below. Use PAGE [<] [>] to select a parameter, and use

[INC] [DEC] or the [VALUE] dial to set the value.

Beat

Specifies the time signature of the pattern to be newly

recorded.

Range: 2/4-7/4, 5/8-7/8, 9/8, 12/8, 9/16, 11/16, 13/1s,
15/16, 17/16, 19/16

PTN Length (Pattern Length)
Specifies the length of the pattern to be newly record-

ed.
Range: 1-32 measures

Count In

Specifies how recording will begin.

Range:

COUNT 0: Recording will begin the instant you

press [PLAY].

COUNT1,2: A count-in of one measure (or two
measures) will sound when you
press[PLAY], and recording will begin
when the count-in ends.

WAIT NOTE: Recording will begin when you press a
keyboard pad or the hold pedal.

Loop Rest

Turn this on if you want to record smoothly across the
boundary of a pattern.

Range: OFF, ON

m For details on using Loop Rest...

w “Recording Smoothly Across Pattern
Boundaries” (p. 131)
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Input QTZ (Input Quantize)
By using Input Quantize you can correct the timing of
the notes you play as they are recorded.

Range: OFF, | Ja T Ja FFa E

Set this to the shortest note value that will occur in the
phrase you wish to record.

At this time, you can use the [TIMING] knob to speci-
fy the Strength value.

When this setting is “OFF,” the notes will be recorded
at the timing that you play them.

* It is not possible to modify the Beat of a pattern that has
already been recorded. Nor is it possible to shorten the
Pattern Length. If you wish to modify these values, use
the Pattern Initialize (p. 27) operation to clear the con-
tents of the pattern before you make settings.

About the metronome

If you wish to record along with the metronome, press
[METRONOME] to turn on the metronome. Press
[METRONOME] once again to turn it off.

Even in cases other than real-time recording, you can
press [METRONOME] to switch the metronome on or
off.

&
8

Adjusting the metronome volume...
= Adjusting the Metronome Volume
(Metronome Level)” (p. 166)

3. Select the part that you wish to record by
pressing the PART button for that part.

This will select the part that will be recorded (the

Recording Part).

The indicator of the button you pressed will light.

=l 1 2 3 a 5 6 7

-.?6’}-----
Z IV

4. When preparations are complete, you can
start recording with the selected recording
method. Recording can be started in one of
the following two ways.



Chapter 10. Recording Patterns

When the Count In setting is “COUNT 0-2"
Press [PLAY], and recording will begin after the speci-
fied count-in.

* The count-in will not sound when the metronome is off.

Count in: 2 (4/4 time) Recording begins

PLAY 130~
- L

When the Count In setting is “WAIT NOTE”
Recording will begin the instant you play a note on an
external MIDI keyboard, press one of the keyboard
pads, or press the Hold pedal.

Recording begins

MWM%WWMMW > 110~

* If you want to use the keyboard pads to record, make sure
that the [PTN CALL] and [RPS] indicators are dark.

When recording begins, the [REC] indicator will light.
The CURRENT display will show the number of mea-
sures in the entire pattern, and the NEXT display will
show the currently recorded measure and the beat.

CURRENT NEXT
> m

[ HOW RECORDIHG ]

Recording can be continued repeatedly from the
beginning to the end of the pattern. Once notes (note
messages) have been recorded from the keyboard or
the keyboard pads, they will remain without being
erased, allowing you to continue “layering” your per-
formance.

5. When you are finished recording, press
[STOP).

The pattern that you recorded will be held in the tem-

porary pattern (U:TMP). If you are happy with the

pattern that was recorded, use the Pattern Write oper-

ation to save it as a user pattern.

5 “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Changing the Recording Part
While You Record

You are free to change the recording part while you
record. By changing the recording part successively
from drums, bass, chords and melody, etc., you can
continue recording without stopping your creative
flow.

To change the recording part, switch from Recording
mode to Rehearsal mode. In Rehearsal mode, your
playing on the keyboard or keyboard pads will not be
recorded, and this lets you practice along with the pre-
viously recorded performance until you are ready to
continue recording.

1. During recording, press [REC].
The button indicator will blink, and you will enter
Rehearsal mode. The following display will appear.

REC

HOW FEHEARSAL

p InFput. QTS= F

2. To change the recording part, press the
PART button for the part that you wish to
record.

3. Press [REC] once again to leave Rehearsal
mode and return to normal Recording
mode.

In Rehearsal mode, you can use [INC] [DEC] or the
[VALUE] dial and the [TIMING] knob to modify the
Input Quantize settings.

Recording an Arpeggio
Performance

1. Before recording, make the desired arpeg-
gio settings (p. 105).

Press ARPEGGIATOR [ON] to turn the arpeggiator

on.

2. Make preparations for recording (p. 127).

3. When you are ready, use one of the fol-
lowing methods to begin recording.

When the Count In setting is “0-2"

When you press [PLAY], recording will begin after the
specified count-in. Press a chord at the moment that
recording begins.

* The count-in will not sound when the metronome is off.
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Count in: 2 (4/4 time) Recording begins

I
UJHHLHLWUJLMUJHUI

When the Count In setting is “WAIT NOTE”
Arpeggio performance and recording will begin at the
moment that you play a chord on the keyboard or the
keyboard pads.

Recording Begins

WI!!M@MMEH > |53

* If you want to use the keyboard pads to record, make sure
that the [PTN CALL] and [RPS] indicators are dark.

When recording begins, the [REC] indicator will light.

4. When you are finished recording, press
[STOP].

Recording Knob Movements
(Modify Data)

1. Make preparations for recording (p. 127).

2. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
When you operate the knobs during recording, the
knob movements will be recorded from the time that
they are moved.

Recording begins
Count in: 2 (4/4 time) 1 o)

uq>}uuluu|:>l TSN
[

[

3. When you are finished recording, press
[STOP].

You can record the parameters of the knobs and buttons
of the PITCH section, the FILTER/ AMPLIFIER section,
ENVELOPE section, LFO1 section, PORTAMENTO sec-
tion, REVERB section, DELAY section and EFX section.
If you have modified the sound of a patch, the modifi-
cations will be recorded in each recording part as con-
trol change messages. If you have modified the set-
tings of a tone or rhythm group, the modifications will
be recorded in the [MUTE CTRL] part as system exclu-
sive messages.
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Movements of the knobs in the REVERB/DELAY/EFX
sections will also be recorded in the [MUTE CTRL)]
part as system exclusive data.
ARk “Using the Knobs to Modify the Sound
During Playback (Real-Time Modify)” (p. 28)
tz “Musical Data Handled in Microscope
Mode” (p. 141)

Recording will take place repeatedly from the beginning
to the end of the pattern. Unlike recording of note mes-
sages, Modify data for the same knob will be re-written
(overwritten) each time the pattern repeats, but you
may successively layer Modify data for different knobs.

)@\ﬁ/\/\— Cutoif frequency

)@/\/\-/\/\ Cutoff frequency
NS _
O-. ... Resonance

NEaA

Recording Part Mixer
Movements

1. Before you begin recording, select the
parameter that you wish to modify using
the part mixer (p. 24).

2. Make preparations for recording (p. 127).
Any part [R]-{7] can be selected as the recording part.
In actual recording, the part which corresponds to the
slider that you operate will be recorded (regardless of
the part you selected to be the recording part).

3. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
During recording, operate the part mixer and the

“movements will be recording when you make them.

Movements for all eight parts can be recording simul-
taneously.

e RRRRLELE

® KEVSHIFT
® REVERB
® DELAY

® EFX/OUT
® MEGAMIX
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4. When you are finished recording, press
[STOP].

Recording will take place repeatedly from the beginning
to the end of the pattern. You can change part mixer
parameters as you record, for example recording Part
Volume on the first pass, Part Pan on the second pass, etc.

N 1,

~OLEVEL

LS
® PAN
® KEYSHIFT
® REVERB |:> @ REVERB
® DELAY ® DELAY
® EFX/OUT ® EFX/OUT
® MEGAMIX ® MEGAMIX

Recording Smoothly Across
Pattern Boundaries

When you record knob movements or arpeggios,
unwanted data may sometimes be recording at the
boundary of the pattern if you attempted to record
accurately from the beginning to the end. For example,
if you wish to record across pattern boundaries, the
following data might be recorded.

Boundary

/\!
—e

In such cases, turn the Loop Rest function on when
you set the recording parameters.

When Loop Rest is on, a one-measure blank will be tem-
porarily created between pattern boundaries. By record-
ing across this blank measure, you can record smoothly
across pattern boundaries. If the metronome is on, only
the count will sound while the blank measure elapses.

Blank measure

{1 measure)
[nimnf{ninin ] nimn
Blank Blank

measure measure Boundary

!

Recording the Mute Settings
Changes in the mute settings for parts or rhythm
groups that you make during recording can be record-
ed in the pattern.

1. Make preparations for recording (p. 127).
For the recording part, specify [MUTE CTRL].

MUTECTRL )

1 2
N
* If the recording part is not set fo [IMUTE CTRL], changes
in the mute settings for parts or rhythm groups will not

be recorded. Also, [MUTE CTRL] can be selected only if
the pattern is stopped.

2. When you are ready, begin recording.

3. Press [PART MUTE] and [RHYTHM MUTE] so
you can make mute settings.

If you mute a part or rhythm group during recording,

the mute settings will be recorded.

1, W)
Mute 6 Mute Mute

cancel cancel
4. When you are finished recording, press
[STOP].

Recording Changes in Tempo

The standard tempo of a pattern is memorized when
you perform the Pattern Write operation. However
you can record tempo changes by modifying the
tempo as you record.

1. Make preparations for recording (p. 127).

Specify [MUTE CTRL] as the recording part.

* If the recording part is not set to [MUTE CTRL], tempo
changes will not be recorded. Also, [IMUTE CTRL] can be
selected as the recording part only when the pattern is
stopped.

2. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
During recording, you can record tempo changes by
pressing [TEMPO/MIXER] and using the [VALUE]
dial to modify the tempo.

* Tempo changes made using [TAP] will not be recorded.
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L

3. When you are finished recording, press
[STOP].

Erasing Unwanted Data While
You Record (Real-Time Erase)

Real-Time Erase is a function that lets you erase only
the unwanted data that you specify a certain key or
range of keys during real-time recording.

In particular, this is convenient when you are record-
ing the rhythm part, since you can erase a specific
rhythm tone.

1. During recording, press [REALTIME ERASE].
You will enter Real-Time Erase mode, and the follow-
ing display will appear.

% REALTIME ERASE
- ALL

REALTIME ERASE

2. Use [INC] [DEC] or the [VALUE] dial to select
the type of data that you wish to erase.

Range:

ALL: All musical data in the recording part
will be erased.

NOTE: Notes in the specified range will be
erased.

PC: Program changes will be erased.

CC: All control changes will be erased.

BEND: Pitch bend will be erased.

P-AFT: Polyphonic aftertouch will be erased.

C-AFT: Channel aftertouch will be erased.

SYS-EX: System exclusive data messages will
be erased.

TEMPO: Tempo data will be erased.

MUTE: Mute data will be erased.

CC#0-CC#127: Control changes of the selected con-
‘ troller number will be erased.

For knob and part mixer settings, you can also operate
the corresponding front panel knob to select that data
(control change) for erasure.

The following knobs and part mixer settings can be
selected.

FEALTIME ERASE
CC# P41 Cubtodf

CUTOFF
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[COARSE TUNE]
[FINE TUNE]
[CUTOFF]
[RESONANCE]
[TONE LEVEL]
[TONE PAN]
[P-ENV DEPTH]
[P-ENV A]
[P-ENV D}
[P-ENV ]
[P-ENV R]
[F-ENV DEPTH]
[E-ENV A]
[F-ENV D]
[F-ENV §]
[F-ENV R]
[A-ENV A]
[A-ENV D]
[A-ENV S]
[A-ENV R]
[LFO1 P-DEPTH]
[LEO1 F-DEPTH]
[LFO1 A-DEPTH]
[LFO1 RATE]
[TIME]
[PART LEVEL]
[PART PAN]
[PART KEY SHIFT]
[PART REVERB]
[PART DELAY]
[PART EFX/OUT]

3. Press [REC] to erase the unwanted data.
The specified data will be erased while you press the
button.

When “SYS-EX,” “TEMPO” or “MUTE” are selected,
the data will be erased from the [MUTE CTRL] part
regardless of the recording part.

If you select “NOTE" as the data to be erased, you can
press the keyboard pad to erase only the specified note
messages. Notes will be erased while you press the
keyboard pad.

If you wish to erase notes of a specific range, press
keyboard pads to indicate the top and bottom of the
range. The range can also be specified from an external
MIDI keyboard.

4. When you have finished, press [EXIT] or
[REALTIME ERASE] to return to normal
recording mode.
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Recording Notes One at a

Time (Step Recording)

Step Recording allows you to record notes one at a
time. This method is a convenient way to enter notes
for which accurate timing is essential, such as percus-
sion instruments or bass.

Only note messages can be recorded using step
recording.

The following two methods of step recording can be
used. Use each method as appropriate.

Step recording 1

Enter notes successively as you specify the location of
each note. This method does not let you hear the per-
formance as you record.

ﬁ -bﬁ —}HEST—-&.R —» REST—» REST*‘R —bﬂE—bﬁ

v
LR T I

Step recording 2

Select a note to be input, and while listening to the
performance, specify locations on a grid where you
wish to place that note. When used for the rhythm
part, this method is suitable for drum recording, since
it allows you to input notes for each rhythm tone sepa-
rately, Even for parts 1-7, you can create sequenced
phrases easily while listening to the performance.

SAIRBIAIZBINNNHDB

HHGE 08 6 8 %6 30 X X5 K B 8 06 X 06 X 56
SOe ® ® 00 0 060 e 0 0o s e
Y- @ ® - 8 & 8- 0 0 00 0@
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In addition to the above two methods of recording,
there is a Microscope function that lets you modify the
notes that you input. During recording, you can move
freely between the step input page and the Microscope

page.

Recording Procedure

First select the pattern that you wish to record. If you
wish to record a new pattern, select U:TMP ({tempo-
rary pattern). If you wish to re-record a preset pattern,
etc., select that pattern.

* If data has already been recorded in the temporary pat-
tern, use the Pattern Initialize operation to clear the tem-
porary pattern of all data.

1. Press [REC].
The indicator will blink, and the recording standby
page will appear.

REC

2. Before you begin recording, set the record-
ing parameters (p. 128).
* During step recording, the Count In and Loop Rest set-
tings are ignored.

3. Press a PART button to specify the part that
you wish o record {the recording part).
The indicator of the button you pressed will light.

m 1 = 3 a 5 & 7

- ?6/1-----
CA Y

4. Press [REC] once again.

The Microscope page will appear, and the input loca-
tion will appear in the display.

CURRENT: Indicates the measure and beat

NEXT: Indicates the clock

__CURRENT NEXT

I N
B veicom ook

L
[~——-—r- o E'-.-'E-r'x‘r..————}

(™ —
— ]

“Clock™” is a unit of timing that indicates the location
of a note. On the MC-505, one clock is 1/96th of a
quarter note.
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If you are using step recording method 1 to
record

Proceed to “Recording Notes One by One (Step
Recording 1).”

If you are using step recording method 2 to
record

Proceed to “Recording Individual Notes to Grid
Locations (Step Recording 2)” (p. 136).

Recording Notes One by One
(Step Recording 1)

5. Press [REC] to begin recording.
The [REC] indicators will light.
The following display will appear.

CURRENT
e >

I
I

/

Sterl Uelol Gate
£ 0127 SEY
Step time Velocity Gate time ratio

6. Before inputting notes, select the Step Time,
Velocity, and Gate Time Ratio.

Step Time

Select the length of the note that will be input (the
duration from when a key is pressed until the next key
is pressed).

Range: F £ [3 F3

2 Step Time =24
J: Step Time =12
D Step Time =32
N Step Time =16

The Step Time for a.quarter noteis 96.

Press [SCALE] several times to select the step time.
The step time will cycle through the choices each time
you press the button. Select the note value that you
wish to input.

(%)

SCALE

-

You can also rotate the [VALUE] dial to select a note

‘-e e @
Y Y by Y

134

value. At this time, you can select note values other
than the above four.

Velocity

Specifies the strength of the note. As this value is
increased, the note will be played more strongly.
Various velocity values are assigned to each PART
button [R}-{7].

To select the desired velocity value, press one of these
buttons.

The indicator of the button you pressed will light.

m 1 e 3 449 5 B \|7’
N N N N N N REN
16 32 48 64 80 96 12 127

Gate Time Ratio

Specifies the time from when the key is pressed until it
is released (Gate Time), as a proportion of the Step
Time. Lower settings of this value will produce shorter
notes, and higher settings will produce longer notes.
Normally, you should select a setting of about 80%.
Select 50% for staccato notes, and 100% for tenuto
notes.

Various gate time ratio values are assigned to each
RHYTHM button [BD]-{OTHERS].

Press one of these buttons to select the desired gate
time ratio.

The indicator of the button you pressed will light.

CLP crm TOMIFERC HIT  OTHERS

-----D--

10% 25% 35% 50% 65% 80% 100% 105%

* When the Rhythm part is the recording part, gate time
will be input with a fixed value, so it is unnecessary to
specify the gate time ratio.

7. Play an external MIDI keyboard or the
keyboard pads to input notes.

__CURRENT _ @ U
- IED

Notes will be input when you release the key, and you
will then be ready to input the next note.

Each time you input a note, the input location will
advance by the length of the Step Time. Also, the indi-
cator above the keyboard pads will advance by the
length of the selected Step Time.
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8. Repeat steps 6 and 7 to input the notes.

The Step Time, Gate Time Ratio and Velocity settings
of the previously input note are remembered. If you
wish to use the same settings for the next note, there is
no need to change the values of these parameters.

* In Step Recording 1, notes are always overwritten
(replaced) when they are recorded, meaning that if you
input notes in a location that already contained notes, the
previously recorded notes will be erased.

9. When you finish inputting notes, press
[STOP].

The pattern you recorded will be in the Temporary

Pattern (U:.TMP). If you are happy with the pattern

that you recorded, use the Pattern Write operation to

save it as a user pattern.

5 “Savin Patterns You've Modified (Pattern
Write)” (p. 26)

Step Time and Gate Time

In general, Step Time is the length from one note to the
next, and Gate Time is the duration that the note will
actually sound (i.e, the length from when the note is
pressed until it is released).

For example, if you are inputting 16th notes (Step
Time = 24) with Gate Time Ratio = 80%, the actual
Gate Time will be input as 19.

S

Step time=24

Gate time | | Gate time retio
24 100%
19 - 80%
12 50%
6 25%

Changing the Velocity/Gate Time values
assigned to each button

The Velocity and Gate Time Ratio values that are
assigned to each PART/RHYTHM button are only the
factory settings, and you are free to modify these if
desired.

To modify the assigned values, hold down the
PART/RHYTHM button whose setting you wish to
modify, and use [INC] [DEC] or the [VALUE] dial to
modify the value.

Range:
Velocity: 0-127
Gate Time Ratio: 1-200%

SB (2ranl Uslol Gate] /)
R F 1 1271 =ax
R (Coel Uslol Gats] /MR
A F 1 1zEl omen

Various Ways to Input Notes

Inputting a chord

Hold down the notes that make up the chord, and
release all notes simultaneously. The chord will not be
input as long as even one note remains pressed, so you
can change notes to correct the chord.

Inputting a rest
Set the Step Time to the length of the desired rest, and
press [FWD/REST].

o 5 e
el m > 9
R ~

o
)

SCALE

R

Inputting a tie

Input the first note that you wish to tie, and press
[BWD/TIE]. This method can also be used to input
notes longer than a 16th note, or dotted notes, etc.

Example 1

To enter a quarter note, use [SCALE] to make the sec-
ond indicator from the top light and input a note, and
then press [BWD] twice without changing the Step
Time. (Alternatively, you can input a 16th note and
press [BWD] three times without changing the Step
Time.)

o A
LS.

-0~

B
1ME

Smcom Ahhe
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Example 2
To enter a dotted eighth note, input a 16th note and then
press [BWD] twice without changing the Step Time.

° ?3 |
¢ ) A ITAETEEETE
237 &

BWD
- Ei>.

N+heb=d

Applying a slide effect

By setting the Gate Time Ratio to 100% or more (for
example, to 105% for a 16th note phrase) and inputting
steps, you can input legato phrases. An easy way to
apply a slide effect is to use legato input in conjunc-
tion with a patch such as P:AQ08 or P:A015 which
applies a slide effect for notes that are played legato.

Step time =ﬁ

T~

80% 80% 80% BO% 105% 80%
Gate time ratio

For the phrase which is applied a slide effect, you can
operate the PORTAMENTO [TIME] knob during play-
back to control the depth of the slide effect.

For a patch that applies a slide effect for notes that are
played legato, set parameters as follows (p. 57).

Solo Switch: ON

Solo Legato Switch: ON

Portamento Switch: ON

Portamento Time: 5-20

Portamento Mode: = LEGATO

Slide effect

Slide refers to a performance technique used on string
instruments such as guitar or bass, whereby after the
string is plucked, the fingers are slid to another fret
without picking a second time. This produces a
smooth transition between the pitches of the two notes.

If you make a mistake during input
Hold down [SHIFT] and press [BWD/TIE] to delete
the note that was last input. At this time, the note that
was deleted will be sounded as confirmation.

BWD
mE

[:+-
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Recording Individual Notes to
Grid Locations (Step Recording 2)

5. Press [PLAY] to begin recording.

The [PLAY] and [REC] indicators will light.

The CURRENT display will indicate the current
recording input area within the pattern, and the NEXT
display will indicate the playback location.

The screen display will differ according to whether the
recording part is the rhythm part or another part.

In the following illustration, the current recording
input area is measure 1, and the second beat of mea-
sure 1 is being played back.

Rhythm part
d |
PLAY {

Note to be input

»
o4l BEY 1=l
TEZES Tom P12V
Rhythm tone name Velocity
Part 17
CURRENT
PLAY
»

Hatel Uelol Gate
% I D BEH

Note to be Velocity Gate
input ratio

6. Before you input notes, select the Scale, the
note {rhythm tone) to be input, the velocity,
and the gate time ratio (for parts 1-7).

Scale

Select the note value of the notes that you wish to
input. The recording input area is determined by the
scale that you select.

Range: r £ I3 Fa

S : Keyboard pads [1]-[16] will correspond to a
recording input area of one measure, and can be
used to enter 16th notes.

N Keyboard pads [1]-[16] will correspond to a
recording input area of two beats, and can be used
to enter 32nd notes.

M Keyboard pads [1]-[12] will correspond to a
recording input area of 1 measure, and can be used
to enter 8th note triplets.

M Keyboard pads [1]-[12] will correspond to a
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recording input area of two beats, and can be used
to enter 16th note triplets.
Press [SCALE] to select the scale. Each time you press
the button, you will cycle through the available scales.
Make the indicator light for the desired scale.

oﬁ
scaLe O.E
'ﬁ

BN iiiiiiii
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Selecting the note (rhythm tone) to
input

Hold down [SHIFT] and press the keyboard pad to
select the note (thythm tone). While [SHIFT] is pressed,
the notes (rhythm tones) will be assigned to the key-
board pads in the same way as when you play. Play the
keyboard pads to select the note that you wish to enter.
After playing the note that you wish to input, release
[SHIFT] and the last-sounded note will be selected.

If you wish to change the range of the keyboard pads,
use OCTAVE [-] [+].

c§3+

You can also hold down [TONE SELECT] and press a
keyboard pad or rotate the [VALUE] dial to select a
note.

Velocity

Specifies the strength of the note. Higher settings will
produce a more strongly played note.

Different velocities are assigned to each of the PART
buttons [R}-[7].

Press one of these buttons to select the desired velocity
value.

The indicator of the button you pressed will light.

Gate Time Ratio

Specifies the time from when the note is pressed until
it is released (the Gate Time), as a ratio relative to the
Step Time. Set a low value if you want notes to be cut
off sharply, or a higher value if you want notes to be
sustained. Normally you will select a value of approxi-
mately 80%.

To enter staccato notes select 50%, and to enter tenuto
notes select 100%.

Different Gate Time Ratio values are assigned to each
of the RHYTHM buttons [BD]-[OTHERS].

Press any button to select the desired gate time ratio
value.

The indicator of the button you pressed will light.

* Since the rhythm part is always input with a fixed gate
time, it is not necessary to set the gate time ratio value.

HH cLp cYM TOMIPERC HIT "“OTHERS

-----D--

10% 25% 35% 50% 65% BO% 100% 105%

The velocity and gate time ratio values assigned to
each button are merely the factory settings, and you
are free to modify these.

= “Changing the Velocity/Gate Time values
assigned to each button” (p. 135)

7. Press the keyboard pads that correspond
to the locations where you wish to enter a
note message. You may start at any loca-
tion. The indicator of each keyboard pad
you press will light.

To cancel a note location that you input, press that
keyboard pad once again to make the indicator go
dark.

8 4 5 J
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If the pattern length is 1 measure, the beat is 4/4 and
the scale is 16th notes, you can input as follows.

d,

Notes that are input will be layered (mixed) onto pre-
vious notes.

During recording, the pattern will be played back
repeatedly, and the newly recorded note messages
will be added to the playback each time.

8. While you listen to the playback repeat,
repeat steps 6 and 7 to input the notes.
Settings for scale, the note (thythm tone) to be input,
velocity and gate time ratio will be held over from the
settings of the previous note. If you wish to use the
same settings for the next note, you need not change
the settings.
* If you change the note (rhythm tone) that you are
inputting, the locations of previously-input notes (rliythm
tones) of other pitches will not be displayed.
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To move the recording input area, use [FWD] and
[BWDI.

Pressing [FWD] will advance the recording input area
by 1 measure (or 2 beats).

Pressing [BWD] will return the recording input area
by 1 measure (or 2 beats).

If the pattern length is set to “2 measures,” the beat is
“4/4"” and the scale “32nd notes,” the recording input
area will move as follows. When the recording input
area is on beat 3 and 4, a “-” (bar) will be added at the
right of the measure indication in the CURRENT display.

st
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Recording input area

9. When you finish inputting notes, press
[STOP].

The pattern you record will be in the temporary pat-

tern (U:TMP). If you are happy with the pattern you

recorded, use the Pattern Write operation to save the

pattern as a user pattern.

AR “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Real-time input using the TAP button
By pressing the [TAP] button at the timing at which
you wish to input notes (rhythm tones), you can input
notes at the nearest grid location.

R )
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Re-input using the slider

While you hold down a keyboard pad that is lit, the
display will show the data for the note that was input.
At this time, you can continue holding the keyboard
pad and use the part sliders to modify the various data
values of the note that was input. Using this capabili-
ty, you can input all the notes at the same pitch, con-
cerning yourself only with their timing. Afterwards,
you can modify the pitch and velocity of each note as
desired to easily create a sequenced phrase.

Part slider [R]

Adjusts the pitch of the note that was input, within a
1-octave range.

Range: C-B

Part slider [1]
Adjusts the pitch of the note in 1-octave steps.
Range: -1-9

You can use OCTAVE [+] [-] to do the same thing.
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Part slider [2]
Adjusts the pitch of the note, over the entire pitch range.
Range: C-1-G9

You can use [INC] [DEC] or [VALUE] to do the same
thing.

Part slider [3]
Adjusts the velocity of the note.
Range: 1-63

Part slider [4]
Adjusts the velocity of the note.
Range: 64-127

Part slider [5]
Adjusts the gate time ratio of the note.

* This is not available for the rhythn part.
Range: 1-50%

Part slider [6]
Adjusts the gate time ratio of the note.

* This is not available for the rhythm part.
Range: 51-100%

Part slider [7]
Adjusts the gate time ratio of the note.

* This is not available for the rhythm part.
Range: 101-200%
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* Of the previously-input note data that is shown in the
display, gate time ratio values may show a disparity of
several percent from the values that were actually input.
In particular, the disparity will be larger for notes that
were input with a small scale.
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Various Ways to Input Notes

Inputting complex rhythms
By changing the scale while you record, you can input
rhythms that use complex note values.

Applying a slide effect

An easy way to apply a slide effect is to use legato
input in conjunction with a patch such as P:A008 or
P:A015 that applies a slide effect for notes that are
played legato.

First, input the notes with a Gate Time Ratio setting of
approximately 80%, and then use the slider to raise the
Gate Time Ratio to 100% or above (for example 105%
for a 16th note phrase) only for the notes that you
want to be played legato; i.e., the notes to which the
slide effect will apply.

MMM EB

c2 C2 c2 C2

¢z c3c2 G2 cz2 C2 C2C3 Note

A FANF4 NP PR PAL AN VAN VAR S VAS ZANN 1 VY ¥4

TBo% 80w  105% Bo% 80%  iosweow Giate time ratio

For the phrase which is applied a slide effect, you can
operate the PORTAMENTO [TIME] knob during play-
back to control the depth of the slide effect.

For a patch that applies a slide effect for notes that are
played legato, set parameters as follows (p. 57).

Solo Switch: ON

Solo Legato Switch: ON

Portamento Switch: ON

Portamento Time:  5-20

Portamento Mode: LEGATO
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* Ties cannot be input.

* If you record the rhythm part in real time, and then use
Step Recording 2, the previously input notes can be
viewed on the front panel. However, you will see only
those notes that coincide with grid locations of the cur-
rently selected scale.

Also, if you change the scale during recording, notes

that had until then been visible may no longer be

shown on the front panel.

For example, if you input 32nd notes and then change

the scale to 16th notes, any notes that had been input

at keyboard pad locations 2, 4, 6, 8, 10, 12, 14 or 16 will
not be displayed.

Individually Editing Musical
Data (Microscope Edit)

By using Microscope Edit, individual data events can
be moved to a different location or edited in detail,
and you can also delete or insert individual notes, etc.
During step recording, you can switch to the
Microscope page at any time.

ITT1:00 > 25353
L ont

Delete insert Modify

1. Move from the Step Recording page to the
Microscope page.

While Recording in Step Recording 1-> Press [REC].

While Recording in Step Recording 2 -> Press [PLAY].

You will enter the Microscope page, and the display

will indicate the current input location (measure, beat,

clock). This is referred to as the “position.”

REC CURRENT NEXT

I
A -

[————Ha Euent_*__l
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View the Musical Data That You

Input

Rotate the [VALUE] dial to move the position to a
location where musical data (notes and controller data,
etc.) was input. The display will show the position and
the type of musical data.

Rotating the [VALUE] clockwise will successively dis-
play the musical data that is located in the direction of
the pattern playback.

Rotating the [VALUE] dial counterclockwise will suc-
cessively display the musical data that is located in the
opposite direction of the pattern playback.

You can also use [FWD] and [BWD] to step through
the musical data instead of using the [VALUE] dial.

By holding down [SHIFT] and rotating the [VALUE]
dial, you can move the position in units of one clock.

* If two or more MIDI messages exist at the same position,
an “*” will appear in the upper left of the display.

96 clocks= J

A Je Se

>

il -
Notellelol Gate
D31 83F 24

NotelVelol Gate
G 41 1081 13

*HotelVelol Gate
E 41 9@l 24

Current position #NotelUelol Gate Next position
measure 1 C 41 g8l 24 measure 1
beat 1 Next position beat 2
clock 24 measure 1 ciock 30

beat 1
clock 85

At this time you can press the PART button of another
part to view the recorded data of that part or change
the recording part. If you select the rhythm part, you
can also select rhythm tones.

2. To return to recording mode,

To Return to Step Recording 1 -> Press [REC].

To Return to Step Recording 2 -> Press [PLAY].

In the case of Step Recording 1, recording will resume
from the position to which you moved.

3. To exit the Microscope page, press [STOP].
If you wish to save the modified pattern, use the
Pattern Write operation.

e “Saving Patterns You've Modified (Pattern
Write)” (p. 26)
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00—

Musical Data Handled in
Microscope Mode

The Microscope lets you view and edit the following 9
types of musical data (MIDI message).

Note
Data that plays a sound.

Hotelllzlol Gat
=

L2l 1261

)
El

Range:

Note: C-1-G9 (Note)

Vela: 1-127 (Velocity)
Gate: 1-21504 (Gate Time)

Control Change

These MIDI messages correspond to various control
numbers, and are used apply effects such as modula-
tion or portamento. These are used mainly to operate
knobs and the part mixer.

CCHY 1 Uolume
Ualus= 27
Range:

CC#: 0-127 {Controller Number)
Value: 0-127

The upper right of the display will indicate the name
of the function that corresponds to the controller num-
ber.

If you would like to know more about the func-
tion of each controller number...
wr “Transmit/Receive Setting List” (p. 233)

Program Change

These MIDI messages are used to select sounds (patch-
es).

The sound corresponding to the program number will
be selected.

Frodram Charn3es
L= 25

Range:
PC#: 1-128 (Program Number)

Pitch Bend
These MIDI messages change the pitch.

Fitoh Bend

alue=

[y

Range: -8192-+8191

Poly A-Touch (Polyphonic Aftertouch)
These MIDI messages apply aftertouch to individual
notes.

Fola Afteri C#2
Ualues= 27
Range:

Note: C-1-G9 (Note)
Value: 0-127

The upper right of the display will indicate the note
name.

Ch A-Touch (Channel Aftertouch)
These MIDI messages apply aftertouch to an entire

MIDI channel.

Ol Atter
Ualue= 27

Range: 0-127

Tempo Change
This data controls the tempo. This is used only in the
MUTE CTRL part.

st
g,

Termpro Charnse
alus= 1z8.48

Range: 20.0-240.0
Mute

This is Mute data for each part and rhythm group. It is
used only in the MUTE CTRL part.

Mute I TOM-FERC
Halue= OFF

Range:

Part Group: R, P1-P7, BD, SD, HH, CLP, CYM,
TOM/PERC, HIT, OTHERS

Value: OFF, ON
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Sys Exclusive (System Exclusive)

These are MIDI messages unique to the MC-505. If the
entire message cannot be shown on one line, a “ ”
will appear at the right edge of the display.

You can press PAGE [<] [>] to scroll the display
screen. This is used only in the MUTE CTRL part.

251 o s )

No Event
If there is no MIDI message at the current position, the
following display will appear.

‘l:'.

[y BN
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]
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e
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Modifying the Value of Musical
Data (Change Event)

1. In the Microscope page, rotate the [VALUE]
dial to select the musical data that you
wish to change.

2. Press PAGE [>].
The cursor will appear below parameter values that
can be modified.

-« PAGE > Frogram Chande
OO |ro#= 28

3. Use [INC] [DEC] or the [VALUE] dial to modi-
fy the value.

4. Press [ENTER].

The normal display will reappear.

For messages that have more than one parameter
value that can be modified (such as Notes, Control
Changes, Polyphonic Aftertouch, etc.), use [ENTER] or
PAGE [<] [>] to move the cursor.

NotelUelol Gate C:> NotelUelol Gate
D#z21 1261 95 D#21 1281 96

(o PAGE »

-
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Modifying system exclusive data
System exclusive messages begin with F0, and end
with F7. Data values are shown in hexadecimal nota-
tion (00-7F).

1. In the Microscope page, rotate the [VALUE]
dial to select the system exclusive message
that you wish to modify.

2. Press PAGE [>].
The system exclusive input page will appear, and the
cursor will appear in the display.

3. Press PAGE [<] [>] or [ENTER] to move the
cursor to the location that you wish to
modify.

4, Use [INC] [DEC] or the [VALUE] dial to modi-
fy the value,

At this time, you can use the keyboard pads to enter a

hexadecimal number. The hexadecimal digit entered

by each pad is as follows.

123456788 0ABCDEF

5. Move the cursor to the F7 location and
press [ENTER], and the modified settings
will be finalized.

When the settings have been finalized, you will return

to the normal Microscope display.

* 1t is niot possible to change the FO that begins the message

or the F7 that ends it.

* To add data, use the keyboard pads to input a value at the
F7 location.

* By pressing [UNDO/REDO] you can delete the data at
the cursor location.

To cancel the operation without changing the data,
press [EXIT].

About the checksum

When inputting a Roland Type IV exclusive message,
you must input a checksum immediately before the
F7. Since the MC-505 will calculate the checksum auto-
matically, there is no need for you to modify the
checksum value. When you input a new exclusive
message, you can simply input an arbitrary number
immediately before F7, and the MC-505 will calculate
the correct number automatically.




Chapter 10. Recording Patterns

Deleting Musical Data
(Delete Event)
1. In the Microscope display, rotate the

[VALUE] dial to select the musical data that
you wish to delete.

2. Press [EDIT].
The confirmation page will appear.

[:::] Arre Yo Sure 7

3. Press [ENTER].
The musical data will be deleted.

[elete Event ]

Inserting Musical Data
(Insert Event)

~ 1. In the Microscope display, rotate the
[VALUE] dial to move to the position where
you wish to insert musical data.

2. Press [WRITE].
The Insert Event page will appear, and the following
display will appear.

B HOTE

3. Use [INC] [DEC] or the [VALUE] dial to select
the type of musical data that will be insert-
ed.

Range:

When you are viewing a part R-7 in the Microscope

NOTE: Note

PC: Program change

CC: Control change

BEND: Pitch bend

P-AFT: Polyphonic aftertouch

C-AFT: Channel aftertouch

WRITE |71z ct, Everh J

When you are viewing a MUTE CTRL part in the
Microscope

SYS-EX: System exclusive

TEMPO: Tempo

MUTE: Mute

4. Press [ENTER].
A message with basic settings for the selected type of
musical data will appear.

Hotelllelal Gate

Co41 1171 24

5. Press PAGE [<] [>] to move the cursor to the
location that you wish to modify.

6. Use [INC] [DEC] or the [VALUE] dial to modi-
fy the value.

7. Press [ENTER] to finalize the settings.

If you select “Sys Ex” (System Exclusive), the follow-
ing message will appear. In the same way as for the
Change Event operation, use the keyboard pads and
[ENTER] to successively enter hexadecimal data.

-

Using the keyboard pads and knobs
to directly insert musical data

By holding down [WRITE] and pressing a keyboard
pad, you can insert a Note message of a note name
corresponding to the keyboard pad that you pressed.
(Values are fixed at Velocity = 112, Gate Time =24.)

By holding down the [WRITE] and operating a patch
parameter knob, you can access the parameter of the
knob that you operated.

While you hold down the button, the display will indi-
cate the parameter that is being operated.

+ O RN
O

Inzert Euvent
CCE Y4l Cutoff

e

-
L.

‘Ido

[ Y|
TN

WRITE

Moving Musical Data
(Move Event)

1. In the Microscope page, rotate the [VALUE]
dial to access the musical data that you
wish to move.

2. Hold down [SHIFT] and [EDIT], and rotate
the [VALUE] dial to move the data.

While you hold down the buttons, the display will

indicate the position to which the data is being moved.
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Hiding Unwanted Musical Data
(View Filter)

If a large amount of musical data has been recorded in
a pattern, it may be difficult for you to find the data
you are looking for if all types of data are displayed.
In such cases, you can use the View Filter to specify
the types of musical data that will be displayed. Since
you can specify that only certain MIDI messages will
be displayed, this lets you rapidly find the data that
you are looking for.

1. In the Microscope page, press [MEASURE].
The View Filter page will appear in the display.

MEASURE

'Uiem Filter
- H ] 't_ == DFFJ
3 (Ofview Filter
A Fii= OFF
rUiew Filter ‘
e OFF
iz Filter
Fitch Bend=  OFF)
rUiew Filter
Fols After=  UOFF
r'...'iew Filter
Ch Hf'ter= OFF
e Filter
Sz —-Eu= OFF
law Filter W
Tempo= oFF
iz Filter
v (Mutes LFF |
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2. Press PAGE [<] [>] to select the type of
musical data.

NOTE: Note

PC: Program change

cC: Control change

Pitch Bend: Pitch bend

Poly After: Polyphonic aftertouch

Ch After:  Channel aftertouch
Sys-Ex: System exclusive
Tempo: Tempo

MUTE: Mute

3. Use [INC] [DEC] or the [VALUE] dial to turn
off the display of musical data that you do
not need to view,

4, When you finish making settings, press
[EXIT] to exit the page.

Data that you turned off will no longer be displayed in

the Microscope page.

Checking the Remaining
Amount of Memory

(Memory Information)

Here’s how you can check the amount of memory
remaining in the pattern/song temporary area, in user
memory, and in card memory.

1. Hold down [SHIFT] and press keyboard
pad [14].
The Memory Information page will appear.

14

(SHIFT]
C O+
rHEHDE? ITHFO: Temae
188% Free

FEMORY IHFG:UEEH
FIEERE Free

[MEMORY THFO: Cardl
1664KE Fres v

2. Use PAGE [<] [>] to switch pages within the
section.

3. To exit this display, press [EXIT].
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Temp (Temporary)

The remaining amount of musical data that can be
recorded in the pattern currently loaded into the tem-
porary area is displayed as a percentage.

If the remaining amount reaches “0%,” no further
recording or pattern editing is possible.

User (User Memory)

The remaining amount of internal user memory is dis-
played in KB (kilobytes). The maximum capacity of
the user memory is approximately 95,000 notes (the
capacity when all songs are EMPTY SONG).

Card (Card Memory)

The remaining amount of memory in the card is dis-

played in KB (kilobytes).

* If the remaining amount is “0 KB” or if the size of the
pattern that you wish to save (the amount of data in the
pattern loaded into the temporary area) is larger than the
remaining capacity of user memory or card memory, it
will not be possible to save that pattern. Also, if the
remaining capacity of card memory is 1030 KB or less, it
will not be possible to create a backup file.

= “Saving All Internal Settings to a Card (User
Backup)” (p. 160)

About KB (kilobytes)

KB is a unit for measuring data size. Approximately
120 notes can be recorded using 1 KB.

1000 KB is also expressed as 1 MB (megabyte).

Maximum number of recorded notes

A maximum of approximately 8,000 notes of musical
data can be recorded in the temporary pattern. This is
the maximum number of notes that can be recorded in
a single pattern. The MC-505 is not able to record or
edit a pattern that is larger than this.

About the number of patterns that can be
saved

A maximum of 200 patterns that you create can be
saved in user memory, and a maximum of 200 can be
saved in card memory. This number will depend on
the amount of data in the patterns that you create. For
example, if you create many patterns containing large
amounts of data, so there is no remaining capacity in
user memory or card memory, no further patterns can
be saved. Also, if the size of the pattern (the amount of
data occupied by the pattern in the temporary area) is
greater than the remaining amount of user memory or
card memory, that pattern cannot be saved.

When you begin to approach the limits of user memo-
ry or card memory, you can increase the amount of
space available by initializing unwanted patterns, etc.
(] Hyou wish to initialize a pattern...

wr “Copying and Initializing Settings” (p. 27)
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The process of editing the musical data in a pattern is

called Pattern Editing. You can modify the content of

the musical data in a pattern, or combine various pat-
terns to create an entirely different pattern.

* The edited pattern is kept in the temporary pattern
(LLTMP). If you wish to keep the pattern that you creat-
ed, you must use the Pattern Write operation.

") % “Saving Patterns You've Modified (Pattern
Write)” (p. 26)

Cautions when editing a pattern

A pattern can be edited when the Pattern Select page
of Pattern mode is displayed (i.e., when the
[PTN/SONG] indicator is lit). It is not possible to
enter the various editing pages while the pattern is
playing back.

Sefting parameters
To use or modify the parameters, use [INC] [DEC] or
the [VALUE] dial.

Selecting the part

To select the part you wish to edit, press the appropri-
ate PART button. The part whose indicator is lit will
be selected for editing.

If during editing you wish to return to the previous
parameter setting page, press PAGE [<].

If you wish to cancel your edits, press [EXIT].

Undo/Redo

If you are not happy with the edited pattern, you can
press the [UNDO/REDO] button to return the musi-
cal data to the un-edited state.

* In some cases, such as when a very large amount of data
was processed, the Undo operation nuay not be available.
= “Canceling the Previous Operation

(Undo/Redo)” (p. 18)

i

Copying a Portion of a

Pattern (Copy)

A specific portion of a pattern can be copied to anoth-
er pattern. This is convenient when you wish to com-
bine portions of various patterns to create a new pat-
tern.
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* If the copy source pattern has more measures than the
copy destination pattern, the number of measures in the
copy destination pattern may increase.

* It is not possible to copy between patterns that have dif-
ferent time signatures,

* If you wish to move (copy) a specific pattern (without
modifying it) to a user pattern, use the Pattern Write
operation to move the data.

1. Select the copy source pattern.

2. Hold down [EDIT] and press keyboard pad

[
The copy setting page will appear.

1

+
REALTIME ERASE
ELIT: Copw
Fraom= 1 Foars 1

3. Select the part that you wish to copy.

* You can select more than one part simultaneously.

4. Specify the measure at which copying will
begin.

Range: 1-32

5. Press [ENTER].

The cursor will move to the right.

6. Specify the measure length (number of
measures) to be copied.
Range: 1-32, ALL
* If the setting is "ALL,” the measure at which copying
began and all subsequent measures will be copied.
For example, if you wish to copy from measure 4 to
the end of measure 6, make settings as follows.

Copd
4 For= 2

ELIT:
Fom=
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M

7. Press [ENTER].
The display will indicate the bank and number of the
copy destination pattern.

8. Select the copy destination pattern.
Range: P:001-P:714, U:001-U:200, C:001-C:200

* You can switch banks by pressing [PRESET]/ [USERI/
[CARD].

ELIT: Ciopd
Dest PTH= Uib@l

9. Select the copy destination part.

* If more than one part was selected as the copy source, the
data will automatically be copied to the same parts as the
copy source.

* If IMUTE CTRL] was selected as the copy source part, only
[MUTE CTRL] can be selected as the copy destination part.

10. Press [ENTER].
The display will indicate the copy start measure of the
copy destination part.

11. Specify the copy start measure of the
copy destination part.
Range: 1-32, END
* If the setting is "END,” the data will be copied onto the
end of the copy destination part,

* It is not possible to specify a measure number that would
cause the length of the pattern to exceed 32 measures.

e |
LU e}

EDIT: CoFd
Dest.

flas= EHD

25

12. Press [ENTER].
The display will indicate the type of musical data to be
copied.

13. Select the type of musical data that you
wish to copy.

ECIT: CoFd
Status= ALL
Range:
ALL: All musical data
NOTE: Note
PC: Program change
CC: Control change
BEND: Pitch bend
P-AFT: Polyphonic aftertouch
C-AFT: Channel aftertouch

SYS-EX: System exclusive
TEMPO: Tempo
MUTE: Mute

14. Press [ENTER].

~ The display will show the Copy Mode setting.

15. Select the copy mode.

ELIT:
Mode=

Copa

FEFLHCE

Range: REPLACE, MIX

REPLACE: Musical data in the copy destination will
be erased (i.e., overwritten) when the copy
takes place.

MIX: Musical data in the copy destination will
be combined with the newly copied data.

16. Press [ENTER].
The display will let you specify the number of times
that the data will be copied.

17. Specify the number of times that the data
will be copied.

ELIT: Copw
Times= 1

Range: 1-32

* It is not possible to specify a number of measures that
would cause the length of the pattern to exceed 32 mea-
sures when the Copy was executed.

18. Press [ENTER).
The confirmation page will appear.

EE:' I T H l:‘:'F'ﬂ
fre Youw Swure 7

19. Press [ENTER] once again.
The copy operation will be carried out, and the normal
display will reappear.

Erasing Unwanted Data

(Erase[

This operation erases part of the pattern. This opera-
tion is useful when you wish to erase data that was
input by mistake.
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Beginning with measure 4, erase 3 measures
1 2 3 4 5 8 7 8

* Erasing data will not affect the length of the pattern.

1. Select the pattern from which you wish to
erase data.

2. Hold down [EDIT] and press keyboard pad

[2].
The Erase page will appear in the display.

2

=
=) *

REALTIME ERASE

EDIT:
From=

Eraze
1 For= 1

3. Select the part from which you wish to
erase data.

* You can select more than one part.

4, Specify the measure at which erasure will
begin.

Range: 1-32

5. Press [ENTER].

The cursor will move to the right.

6. Specify the measure length (number of
measures) from which data will be erased.
Range: 1-32, ALL
* If this is set to “ALL,” the specified starting measure and
all subsequent measures will be affected by the operation.
For example, if you wish to erase from measure 4 to
the end of measure 6, make settings as follows.

Eras
4 Fopr=
7. Press [ENTER].

The display will indicate the type of musical data that
will be erased.

W4 D

ELIT:
Fram=

8. Select the type of musical data that you
wish to erase,

[EDIT: Er-

“tatus=

™~ I:[l

L

] ;]:1

Range:
ALL: All musical data
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NOTE: Note

PC: Program change

CC: Control change
BEND: Pitch bend

P-AFT: Polyphonic aftertouch

C-AFT: Channel aftertouch
SYS-EX: System exclusive
TEMPO: Tempo

MUTE: Mute

If NOTE is selected as the type of musical data, and
you wish to erase only a specific range of notes, you
can press the keyboard pad to specify the range. For
example, if you specify the range as follows, notes
from D4 to G4 will be erased. If you do not specify the
note range, all notes will be erased.

D4 G4

TN T VANTAN PN T4

g O

9. Press [ENTER].
The confirmation screen will appear in the display.

ELIT: EPE%E]

Hre You Surse 7

10. Press [ENTER] once again.
The Erase operation will be carried out, and the nor-
mal display will reappear.

Deleting Unwanted

Measures (Delete Measure)

This operation deletes unwanted measures from a pat-
tern, and moves any subsequent measures toward the
beginning to close the gap. If there is data later than
the area that was deleted, the musical data of that part
will become shorter. If all parts were specified for the
delete operation, the pattern itself will become shorter.

* If you delete all mensures of all parts, the pattern itself
will be deleted, and will be a pattern containing no musi-
cal data (an empty patters).

Delete three measures
starting at measure 4

1. Select the pattern from which you wish to
delete data.
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2. Hold down [EDIT] and press keyboard pad
[3].

The Delete Measure setting page will appear.

EDIT 3
+ B

REALTIME ERASE
ERIT: Delete Mes
Fram= 1 For= 1

3. Select the part from which you wish to
delete data.

* You can select more than one part.

4. Specify the measure at which deletion will
begin.

Range: 1-32

5. Press [ENTER].

The cursor will move to the right.

6. Specify the measure length (number of
measures) that will be deleted.
Range: 1-32, ALL
* If the setting is “ALL,” the measure at which deletion began
and all subsequent measures will be affected by the operation.

For example, if you wish to delete from measure 4 to
the end of measure 6, make settings as follows.

ELIT: Delet
From= 4 For
7. Press [ENTER].

The confirmation screen will appear in the display.

ELIT: Delete Mesz
O Yo S'Jl’"E‘ )

8. Press [ENTER] once again.
The Delete Measure operation will be carried out, and
the normal display will reappear.

M

H95]

-
Y

Inserting Blank Measures

(Insert Measure)

This operation inserts blank measures into the speci-
fied location of a pattern. If you wish to add more
musical material in the middle of a pattern, use this
operation to insert blank measures before recording
the additional material.

The inserted measures will have the same time signa-
ture as the pattern.

1 2 3[4

Insert two blank measures

e |

* It is not possible to make settings that would make the
pattern length exceed 32 measures.

1. Select the pattern into which measures will
be inserted.

2. Hold down [EDIT] and press keyboard pad
[4].

The display will show the Insert Measure setting page.

4

—
=) +

REALTIME ERASE

EDIT: Imszert Mes
From= 1 For= 1

3. Select the part into which you wish to
insert measures.

* You may select more than one part.

4, Specify the measure at which the blank
measures will be inserted.
Range: 0-31, END
* If you specify “END,” the blank measures will be added to
the end of the musical data.

5. Press [ENTER].
The cursor will move to the right.

6. Specify the measure length (number of
measures) that will be inserted.

Range: 0-31

For example, if you wish to insert two blank measures

between measures 3 and 4, make the following settings.

EDIT: Insert Mes
From= . =

7. Press [ENTER].
The confirmation screen will appear in the display.

Fre= %Yow Surkes 7

[EDIT: Insert HEE]

8. Press [ENTER] once again.
The Insert Measure operation will be carried out, and
the normal display will reappear.
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Transposing the Pitch
(Transpose)

This operation shifts the note numbers (pitch) of the
data recorded in a pattern. You can specify a transpo-
sition of up to +/-2 octaves.

* It is not possible to specify the range of measures that will
be transposed.

Transpose four semitones upward (+4)

— o> =

1. Select the pattern that you wish to trans-
pose.

2. Hold down [EDIT] and press keyboard pad
[5]

The display will show the Transpose setting page.

[(EBIT)
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3. Select the part that you wish to transpose.
* You can select more than one part.
4, Specify the amount of transposition, in

semitone steps.
Range: -24—+24

* If the setting value is “0,” no transposition will occur.

If you wish to transpose only a specific range of notes,
press the keyboard pad to specify the desired range. If
you do not specify the note range, all notes will be
transposed.

5. Press [ENTER].

The confirmation screen will appear in the display.

EDIT:  Transpose
Are Youw =ure 7

6. Press [ENTER] once again.
The Transpose operation will be carried out, and the
normal display will reappear.

150

Modifying the Strength of
Notes (Change Velocity)

This operation modifies the velocity (playing strength)
of the notes recorded in the pattern. Increasing the
velocity values will cause the notes to be played more
strongly. This operation can be used to increase or
decrease the overall keyboard playing dynamics.

* If this operation would result in a velocity greater than
127 (or less than 1), the resulf will be limited to 127 (or 1).

* It is not possible to specify the range of measures in which
velocity will be modified.

2D

Reduce velocity 100 90 100 80 Increase velocity

values by 15 / \:alues by 10
) 2D

85 75 110 100 110 90

1. Select the pattern in which you wish to
modify the velocity.
2. Hold down [EDIT] and press keyboard pad

(6l
The display will show the Change Velocity setting page.

5
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3. Select the part whose velocity you wish to
change.

* You may select more than one part.

4. Specify the amount that will be added to
(or subtracted from) the velocity.

Range: -99-+99

If this value is “0,” the velocity will not be modified.

If you wish to modify the velocity of a specific range
of notes, use the keyboard pads to specify the range. If
you do not specify the note range, the velocity of all
notes will be modified.

5. Press [ENTER].
The confirmation screen will appear in the display.

ELIT:Charnde Uslo
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6. Press [ENTER] once again.
The Change Velocity operation will be carried out, and
the normal display will reappear.

Modifying the Note Length
(Change Gate Time)

This operation modifies the gate time (duration) of the
notes recorded in the pattern. 