Roland

LIGITAL SAMPLER

5-/7501

with SYS-772 Version 2.0 operating system

OWNER'S MANUAL

Rolang =730 DiGITAL SAMPLER

caw iz Lrtex
i

a 4
I

Lhpan

y— . : . o n - v - ctts _mens Simine




Tne ightning Hask with arrowhiead Symbo! withen an eQuilalera:
riangle s iniended 1o alent the user 10 !Ng presence of ur-
msulated dangerous voitlage  within the product 5 enciosurs
that may be of sulficient magniuide (o consmule a nsk of
glectne shock W parsons

CAUTION

RISK OF ELECTRIC SHOCX
DO HOT OPEN

ATTENTION risaue o cHOC ELECTRIOUE NE PAS QUVRIR
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INSTRUCTIONS PERTAINING TO A RISK OF FIRE, ELECTRIC SHOCK. OR INJURY TO PERSONS.

. Read all the instruchions before using the product.
. Do not use this product near water — for example, near a

- This product should be used only with a cart or stand thal is 12

. This product, either alene or in combination with an amplifier 13

IMPORTANT SAFETY INSTRUCTIONS

WARNING — When using eleciric products. basic precautions should always be followed. including the foliowing:

9. The power-supply cord of the product shouid be unplugged
from the outlet when left unused for a long period of time

Do not tfread on the power-supply cord
Do not pull the cord but holg the plug when unplugging.

When setting up with any other instruments, the procedure
should be followed in accordance with instruction manual.

. Care should be taken so that objects do not fall and liquids

bathtub, washbowl, kitchen sink, in a wat basement, or near 10
a swimming pool, or the like. 11

recommended by the manuiacturer,

and headphones or speakers, may be capable of producing
sound levels that could cause permanent hearing toss Do
not operate for a long period of time at a high volume level
or at a fevel that is uncomfortable. If you experience any
hearing loss or ringing in the ears, you should consult an
audiologist.

. The product should be locafed so that its location or position

does not intertere with its proper ventilation.

. The product should be located away from heat sources such as

radiators, heat registers, or other products that produce heat

. Avoid using the product where # may be aflected by

dust.

The product shouid be connected 1c a power supply only of
the type described in the operating instructions or as marked
on the product.

are nol spilled into the enclosure through openings.

14 The product should be serviced by qualified service per-

sonnel when:

A, The power-suppty cord or the plug has been damaged:
ar

Objects have fallen, or liquid has been spilled into the
product, or

The product has been exposed 1o rain: or

The product does not appear to operate normally or
exhibits a marked change :n performance: or

The product has been dropped. or the enclosure dam-
aged.

m oo m

15. Do not attempt to service the product beyond that described

in the user-mamtenance instructions. All other servicing
should be referred 10 qualified service personnel

SAVE THESE INSTRUCTIONS

\

WARNING:

the terminals in your plug proceed as follows:

The wire which is coloured GREEN-AND-YELLOW must be connected to the terminal in the plug which is marked by
ihe ietter E or by the safety earth symbol & or coloured GREEN or GREEN-AND-YELLOW.

The wire which is coloured BLUE must be connected 1o the termnal which is marked with the letter N or coicured BLACK

The wire which is coloured BROWN must be connecled 1o the terminat which 1s marked with the ietter L or coloured RED

THIS APPARATUS MUST BE EARTHED

IMPORTANT: THE WIRES INTHIS MAINS LEAD ARE COLOURED I ACCCRDANCE WITH THE FOLLOWING CODE
GREEN-AND-YELLOW: EARTH. BLUE: NEUTRAL. BRCOWN: LIVE

As the colours of the wires in the mains lead of this apparatus may not correspond with the coloured markings identifying

For the UK. ——

The product which is equipped wih a THREE WIRE GROUNDING TYPE AC PLUG must be grounded
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PRECAUTIONS

fn addition o the precautions listed under lmportan Safety

Instructions inside the front coves, please observe the following,:

[1Power supply
@ If the power supply to the §- 750 is interrupted, all memory
data will be lost. Take care nol to hit the power switch of

accidensally pulf out the AC cord.
@ Be sure 1o use only an AC outlel of the correct voltage.

@ Do not connect the § - 750 to the same oullet as other devices
which produce noise (motoss, lighting dimmers, efc.) o1 devices

which consume large amounts of power.

[ Location

@ Cperating  the  5- 750 near  devices containing  large
transformers (eg. power amplifiers) may induce hum.

@ Operating the S - 750 near CRT displays or radios may cause

interference. Do not use this unit near such devices.

@ if the roem is rapidly heated, or if the S - 750 is brought from a
cold iocation into a wann room, condensation may form on the
Hard Disk and other eiectronic components, which can cause

damage. Wait for one hour or more before operating the S - 756

@ Install the unit on a solid, level surface in an area free from

vibration.

@ Observe the following when using the unit's disk drive. For
further details, refer to “Before using disks".
Yo not place the unit near devices that produce a sirong
magnetic fields (eg. loudspeakers).
Dinstall the unit on 2 solid, level surface

De not move the vnit or subject it 10 vibration while u is

operating.

[]Care

@ For evervday cleaning. wipe the unit with a soft dry cloth (or
one that has been slightly dampened with water). To remove
stubbora dirt use a mild newtsal detesgens. Afterwards be sure 1o

wipe the unit throughly with 2 soft, dry cioth

@ Never use benzene, thinner, alechol, or solvents of any kind 0

avaid the risk of discoloration and/or deformation.

(] Other

@ Do not subject the § - 750 10 strong shocks.

@ Do not press hard on the LECD or allow it 1o be hit. During

operation, some sound may be produced, hut this is normal.
@ The § - 750 may produce some heat when operating normally

@ Before using the $ - 750 in a fareign country, contact a nearby

Raland service center.

[[1Before using disks

@ Install the unit on a sulid, level surface in ap area free from
vibration. If the unit must be installed at an angle, be sure that
the angle of installaiion falis within the wlerance range {upward

10 degrees © downward ;10 degrees).

@ Avoid using the drive in areas of high humidity
{eg.condensation). High levels of moisture can adversety affect
the operation of the drive and/or damage disks. When the uait
has been transported, allow it to wamm to room temperaldre

before operating.

@ To insert & disk, push it fizmly inte the drive. To remave a
disk, press the eject buston firmly. Do not use excessive force

to remove a disk which is lodged in the drive.



I Floppy disk handling

@ Floppy disks are very delicate. Observe 1he following points
when handiing them.

(Do not touch the surface of the magnetic sheet.

(Do not bend disks, or place heavy objects o them.

Do not store disks in dusty focations.

Do pot leave disks in direct sunlight, near heating or
cooling equipment, or in a closed automaobile.

De not aliow disks (o come near magnels or speakers, or
devices which produce strong magnetic fields.

@ Floppy disks have a protect tab that can be used to keep
valuable data {rom accidentally being overwniten. When not
writing data to the disk, leave the protect tab in the protected

position.

Ve —

T T
WRITE

o l ]EJ I PROTECT

@ Remove the floppy disk from the disk drive before tuming the

pawer on or off.

@ Never remove the floppy disk while the disk drive is operating
{while the indicator is lit). Doing so could not only damage the
data, bui alsc make the disk unusable.

@ As a precaution against emergency, remember 1o save your

important data in the internal Hard Disk onto a floppy disk.

@ When antaching a label 10 a disk, make sure that the label is
firmly attached. If the fabel comes off while the disk is in the
drive, you may be unable to remove the disk.

PRECAUTIONS
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i » Introduction

Introduction

The Roland $-750 Digital Sampler is one of the most advanced samplers available today.
Drawing on Roland’s extensive experience in sampler and synthesizer technology, it provides
all the features that musicians want and need. The power and capacity of the 5-750 removes
many of the limitations of previous samplers, and make the 5-750 a musical instrument and
post-production tool that requires from the user no compromises or apologies.

Features

Among the many important features are:

s Two megabytes of internal (RAM) memory, expandable to 18 megabytes using standard
easily-available SIMMs, for over 100 seconds of on-line stereo sample recording.

» A floppy disk drive for easy off-line storge, and a SCSI connector for external file storage on
a wide variety of devices including C[>-ROM, fixed and removable hard disks, and Magneto-
Optical read/write drives.

e True 16-bit sampling, with a choice of sampling rates at both inputs and outputs, plus the
ability to combine samples recorded at different rates.

s Stereo inputs and outputs for true stereo sampling, plus eight assignable outputs for isolating
sounds in a mix.

* Advanced editing and DSP functions including time stretching, rate conversion, splicing
and mixing, reversing, scrubbing, filtering, and compressionfexpansion.

« Internal resampling of stored sounds, from single samples to an entire multi-timbral
Performance, using multiple algorithms, entirely in the digitat domain for highest quality and
flexibility.

* Twenty-four-voice polyphony for reproduction of many layers and the most complex
timbres.
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» Advanced MIDI implementation including multi-channel operation, assignable controllers,
polyphonic aftertouch, monitoring of incoming data, and support for MIDI Sample Dump
Standard.

» Analog-style resonant digital filters and envelopes for greatest flexibility in manipulating
sound.

* Advanced performance features such as splits, multisampling, layering, velocity switching
and fading, and positional crossfades.

* Compatibility with files from the S-550/W-30 sampler family (Convert Load).

* A user-friendly graphics-based operating system with mouse control.

Copyright warning

The $-750's large memory makes it easy to record large segments of sound from live or
pre-recorded sources. Keep in mind that using material belonging to other persons without
their consent may be a violation of copyright law. When sampling material from CDs,
cassettes, DATs, LPs, or broadcasts, please respect other people’s copyrights and do not break
the law.

Acknowledgements
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Quick Tour » 1

Chapter 13

An lntroductory Tour
of the S=750

If you've just purchased your Roland 5-750 Digital Sampler, no doubt you are very
excited about it, and would like to put it to good use immediately. The 5-750is a
complex device, which is why this manual is so big, but it’s not necessary to know
everything about it right away, so in this chapter we will get you started with a few
basic tasks. If you want to take a more formal, slower approach, feel free to skip ahead
to Chapter 2. But if you want a quick tour of some of the unit’s capabilities, read on.

When you are done with this chapter, you'll know a little bit about the $-750, but
there is much, much more to learn. It is only intended to whet your appetite, so to get
the most out of your sampler, it really is necessary to go through the entire manual.

Installation

When you remove the S-750 from its packing carton, place the unit on a solid flat
surface, making sure you have access to the rear panel. Do not put anything heavy,
like a video monitor or speaker, on top of the unit.

Power

Locate the AC power cord, and insert the female end into the socket on the rear
panel marked “AC IN". Check to see that the POWER switch on the front panel is off (the
button is out), and then plug the AC power cord’s male end into an AC socket. Make
sure the AC voltage matches the power requirements stated on the 5-750's back panel.

Mouse

Locate the mouse, and insert its connector into the
socket marked "EXT CTRL” at the bottom left corner of the
front panel. Be careful of the orientation of the connector:
it must be inserted with the shorter row of holes (4 holes,
not 5) at the rop.

EXT CTRL
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Video

Audio

Lay the mouse onto a flat surface, like a table top or a pad of paper, where you will
have room to move it freely at least 6 inches in all directions. A mousepad is ideal,
otherwise any surface with some friction will work {a high-gloss desk top or sheet of
glass is not recommended).

Connect the video monitor you will be using. if you
have an RGB monitor with a cable designed for use with
Roland products, insert the round end of the cable into the ®

- o()®
DIGITAL RGB jack on the rear panel, and connect the other
end of the cable to the input of the monitor. If you have a MONOCHROME  DIGITAL RGB
monochrome monitor, use a video cable with a male RCA
plug, and insert it into the MONOCHROME jack on the rear panel. Connect the other
end of the cable to the input of the monitor.

DISPLAY OUT

Note: a CGA-compatible RGB video monitor is highly recommended for use with
the 5-750, but in a pinch — at least for now — you can use a standard television set
with a “composite” video input (the picture will be black-and-white). Connect the
MONOCHROME jack to that input using a video cable with an RCA male plug at each
end. If your TV does not have a composite input, you can go through a VCR: connect
the MONOCHROME jack to the VCR’s “Video” input, and connect the VCR's “TV”
output to the television’s antenna input. If a VCR and TV are not available, you can use
the LCD display on the front panel, but you will have to be very patient, and you won't
be able to access some features.

Now connect the STEREQ OUT jacks on the rear panel, using "’STERE?_&%TQE)“)

cables terminating in 1/4-inch phone plugs, to your mixer or

amplifier and speakers. Alternatively, plug a pair of stereo O O
headphones {with a stereo 1/4-inch phone plug) into the front-

panel PHONES jack.

We will do a little sampling in
this chapter, so an output from a

CD player or -Cassette deck into 7 © © O

the LIMONO) jack above the label . [gi&n0) L e
|NPU'E

INPUT on the front panel (this SENS = pEAK ™

takes a mono 1/4-inch phone
plugs alsol. (The $-750 will sample in stereo, but we'll save that for later.)



MIDI
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TARU o N
Connect the MID! output of a MIDI ® O ®
keyboard to the MiDIIN jack on the rear
panel, using a standard MIDI cable.

IMPORTANT: set the keyboard to transmit
on MIDi Channel 1.

Anything else?

Booting up

If you have an RC-100 Remote Controiler, a CD-ROM player, or a Magneto-
Optical or external hard-disk drive, leave them alone for now. We'll deal with them in
due time.

Before you turn on the
power to the 5-750, insert the

System Disk Ver. 2.0” into —

the disk drive on the fromt

panel. Put the side with the sest MID! ME S SAGE
s s e i

metal shutter in first, and

keep the label facing up.
PEAFORM  SOUND  SYSTEM SOUND PLAY
” LLE] LLL LL} ” Ll

Double check all your
connections, and turn down
the VOLUME and REC LEVEL

. Roland S-750 0. ce s

controls on the front panel. o

Find the F2 button on the Cy

front panel, and press and -~

hold it while you push the @

POWER switch on until it g g pn o Bon o aa
locks. {(Dont worry — you

won't have to do this every £z o 9 ,,.,Qi Qm Q O -

time.) Next, turn on the

power to the video monitor

and the MID! keyboard you are using to play the S-750. Last, turn on the power to the
mixer or amplifier you are monitoring with.
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The LCD display on the front panel will light, and the disk drive will start to whirr.
The video monitor will come to life, and will show a variety of messages in sequence.
First there will be System Loading, with a numeric countdown that will take a couple
of minutes. Then you'll see Wave Memory Check, and SCSI Device Check.

Finally, everything ~ mode  1ndex  mark _ s-7se/@1
screen known as Play R R R 0 LT o
Page‘l will appear on the o i{0rerformance - : 1 Name
video monitor. its name Ch Patch Name Lev Mix Pan O
appears in the upper-left. Q0L 1 wwreo- Off-———-—- 127 —== === -

PP PP go2 2 ———-—- T 127 ——— —em -

) ) 003 3 ————mv o) 3 127 == e =
Copying the System Disk ! 004 4 —————- S 127 ——= e -
Jos 5 -——--—- Off——m e 127 -=m ——— -

006 6 ~——-—m Off——————- 127 —o= —=m -

So far, there are no L LA Jpe— Of fomm e 199 - ___ .
sounds in the 5-750, so #0008 8 ——=m—m Of e 129 wmm ——m -
you can't play anything
with it. Before we load
sounds, however, we
should copy the System

disk, so we have a
backup in case anything
goes wrong with the
original.

Take the mouse in hand, and move it around, watching the video screen. As you
move it, you will see a cross-hair cursor on the screen following your movements. As
yau pass the cursor over certain words or numbers on the screen, they become
highlighted, changing to reverse video (that is, the letters and the background
exchange colors). When an item changes this way, it is being “selected” by the mouse.

Move all the way to the top of the screen,
where the word “Index” appears. Highlight Mode Index Ma
it, and then press the left mouse button and /A
release it. This is called “clicking” the
mouse. Windows will open at a dizzying
rate, and a blue and green Index window
opens {its name is, again, in the upper left).



Index Exit
Sound MIDT [
Amp After Touch
Filter Bender
Key Range Exclusive
LFO MIDI Ch
Loop Medulation
cutput Program Change
Panmning
Part System
Partial Convert Load
Patch Current Drive
Performance Digk
Pitch({Tune} LCD
Regampling Mouse
Sample Sampling Rate
Sampling Bave Syaten:
Split 8CS81 Config
Velocity Sound play
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Remove the System Disk from the disk drive by pushing the rectangular black
button on the drive. Put in a blank disk of your choosing — it can be either 2DD (the
same as a Macintosh 800K or IBM 1 Meg disk), or 2ZHD (Macintosh 1.4 meg/IBM 2
Meg).

Back on the video monitor, look down

towards the bottom right for the words L e T D T e e
“Save System”. Move the mouse so the Save System =t
words are highlighted, and click the left
mouse button,

Current Drive : | Floppy Disk ]

SYS-772 System Disk Ver. 2.9
Copyright Roland

Again windows fly, and when they
settle down vou will see a yellow and
blue Save System window. Move the

mouse to the little box that says “SaveSys”
and click the left button.

An alert window appears, telling you the disk in the drive is not formatted. This is
perfectly okay — click “Yes” and the $-750 will go ahead and format the disk, which
will take a minute or so (follow the countdown on the screen). When it's done, it will
proceed immediately to “Now Saving System”, which means it is writing the 5-750's
operating system software to the disk. Another countdown, but this one is faster.

Now you've created a disk with a copy of the system software, which you can put
away in a safe place. Let's go on.
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Loading Sounds

In the $-750, sounds are stored on disks — floppy, hard, or optical — but before
they can be played they must be loaded into the unit's Internal Memory, or RAM.
Floppy disks thal contain sounds are different from System disks. Four disks with
sounds have been provided for you. Find the one labelled “Tutorial Disk”, and putitin
the drive.

The Save System operation left us on a page called Disk Utility. We have to get to
the Disk Load page in order 1o get the sounds off the floppy disk. Both of these pages
are part of the same “Function”, so we can go from one to the other easily. Look for
the word “Load” al the extreme lower left, and click on it.

The Disk Load page opens. Inthe  yose  fndex  mazk s-750/01
middle is a window showing the i e = e
middle is a window showing | Cmigkresd LB
files on the disk. Only those files are ™ o rgad™ " " "Yelume  10: a11

shown that are at the current “Target | Current Drive ( Floppy Disk )
level”. At the top of the screen is the W T g e
word “Target”, and across from itis = Ii’t]

the word “Volume”. This means that
the current Target level is Volume,
which is the top of the 5-7507s

organizational hierarchy. A Volume '
' Wt

can have many subsidiary files —

called Performances, Patches, : Internal Free 22.58e0
Current Drive Free wwkd hgag

Partials, and Samples — and while a
floppy disk can contain many files of
various types, it can only contain

one Volume. When you foad in that Volume, alt of its subsidiary files will load with it.

Copy - Delete

The Volume on this disk is called “TU2:Tutorial”. It contains a variely of sampled
sounds. Move the mouse cursor so that its name is highlighted, and click the left
button.

The disk spins, the words “Now Working” appear, along with five little arrows,
rolling and tumbling. After a few seconds, the subsidiary files start to load in, and the
video display shows each one as it loads. The Sample files, which go in first, take the
longest, followed by Pastials, Patches, and a Performance. When all the files are
loaded, the “Now Working” changes bricfly to “Complete”, and then the screen
returns o the Disk Load page.
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To play the sounds Mode Tndex Mark $-756/01

you've just loaded, we have 1 — —_————————
. Play Pagel Com Exit

to leave this page and go s
back to the Play Page. Click UPrerformance TU2:Tutorial Name
on Index at the top of the = Ch Patch Name Lev Mix Pan O

] 2l wil | d ;@001 1 TU2:Tut Piano 127 127 132 -
screen, and when the Index Doz 2 TU2:Tut Harp 127 45 R3IZ -
window opens, click on i 303 3 TU2:Tut Bass 127 3¢ o -

| 004 4 TU2:Tut Str Pad 127 5@ L1z -
Performance on the left- 22 |Oo0s 5 TU2:Tut Voices 127 42 R12 -
6

TUZ2:Tut Drums 127 127 P

hand side. This doesn'ttake . | Dos
you immediately to where
you want to go, but instead
opens a “subtopic” window
called “Perform in...”. Click
on “Play Page1”, and we'll
go back to where we once
helonged.

We are back on Play
Pagel. As you play notes on your MIDI keyboard, the MIDI MESSAGE LED on the front
panel should light, and a little red arrow will appear next to the “1" in the “Ch”
column, telling you that data is being received on MIDI Channel 1. Not coincidentally,
you should hear the sound of a piano.

If you don't hear anything, check your connections again, and also make sure your
MIDI keyboard is still transmitting on Channel 1.

Selecting Different Sounds to Play

What you are hearing is a “Performance”. A Performance is a group of sounds
arranged on different MIDI channels, with various other characteristics including
stereo panning and level. A Volume can contain many Performances, but this one has
only one. lts name appears at the top of the screen: TU2:Tutorial. That's right — it's
the same as the Volume name, which demonstrates an important fact: two files can
have exactly the same names, as long as they are at different operational levels,

A Performance is made up of Parts, each one of which has a Patch, an assigned
MID! channel, and some other parameters. The first Part in this Performance is a piano
Patch playing on Channel 1. If you change the MID1 channel your keyboard transmits
on, you will hear the different sounds in the different Parts, and the red arrow will
appear in different places.
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You can also change the Patch in the first Part. so you can hear the different sounds
without changing the channel: Put the mouse on “TU2:Tut Piano”. That's the name of
the Patch you're listening to. Click either the left or right mouse button, and the Patch
name will change. Play the keyboard, and you’'ll hear a different sound. Moving
through the list of Parches with mouse clicks like this is called “scrolling” the Patch list.

You can also view all of the Patches available i internal memory at a glance. At
the far left of the screen, on the same line as each Patch name, are a little rectangles,
known as “Select icons”. Put the mouse on the icon associated with Channel 1, and
click the left button.

Select Exit f

This opens a Select window, which shows Target No.l "
: , o 1 # 1/Tu2:Tut Piano
all of the Patches currently in RAM. The 21 TU2:Tut Harp

31 TU2:Tut Bass

current Patch is shown with a red arrow. You
4] TU2:Tut Str Pad

can hear what any of them sound like by 5{TU2:Tut Voices
moving the cursor over its name so it 2: TU2stut Drums
highlights. If you click, you will be sent back 8- 8
to the Play page, with the Patch you selecred ol ;
! eych{, DO YO SEHCCEC 18] - ¢ 10
now in the first Part. This feature allows you to E: - g _
move quickly through a long list of files 131- 13 ;
without scrofiing through each one, }g: - E

! Sort |[§et Off’

Exploring a Sound

Next on our tour we'lh examine how a
sound in a Performance is constructed. We'll fook ar what goes into a Patch first, and
then move downwards through the organizational structure,

Patches

A Patch is a single “instrument”, with alf of its internal and MIDT control parameters
set. It is played on one MHEX channel, and can cover the entire 88-note range of the
§-750. #t's essentially the same as a “Patch” that vou would find in a single-timbre
sampler or synthesizer,

Maove the mouse all the way up to the top-left Mode Change
corner of the screen and select the word “Mode”. Click the i
. Performance
left button.
Sound

A blue-outlined box appears, the “Mode Change”
menu. Select and click on “Sound”. System




This opens the Sound menu which is where vou gt
access to the sound-editing Functions. Select and click on

“Edit Patch”.

Common

Split

The screen that now
appears is the Edit Patch
Common page. Select white
letters on the line labelled
“Patch”, and click the left or
right mouse buttons until
“TU2:Tut Piano” appears. This
is now the “Current Patch”.
Play the MIDI keyboard, and
you can hear this Patch by
itself, repardless of what
channel you are transmitting
on.

At the bottom of the page,
select the word “Split” and
click the left button. This
brings you to the Edit Patch
Split page, which show how
various sounds {or “Partials”,
the next level down) can be
arranged on the MIDI
keyboard, using the technique
known as “Muitisampling”, to
build the Patch.
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Sound Menu Exit

Edit Patch
Bdit Partial
Edit Samplel

Edit Sample2

[} Patch
Select/MIDI in

T2 :Tut Piano
omni On{**)
Program Numberxr

Output Assign

Patch Level

Stereo MIX Level
Panning

Patch Priority

Cutoff Offset

Vel~Sens Offset

Oct Shift

Coarge Tuning

Fine Tuning

Analog Feel

Uged 4.5/Remaining 9.5

Regampling
Mede Index Mark §-750/91
gdit Patch Common Com Exit
SEeR il

Ctrl

.8-1ae/el

TUZ:Tut Piano

Select/MIDI in omni Qn{**}
Orartial TUZ:G2

Assign Type Poly
Lower ... A_©@ Upper ... C_8

<Info> Partial for SET
*Key Range A_OWB_2
*Sample 1 TUZ:G62
2 -
3 -
4 — .

S

Exit

Name

Set
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As you play on the keyboard, red dots appear on the picture of the keyboard on the
screen, showing the notes you are playing. Above the keyboard picture is a yellow bar
with a number of divisions. These show the split points. Bring the mouse to the line of
white letters immediately to the right of where the word “Partial” appears in yellow.
Select this parameter, and then click the left and right buttons. This will let you scroll
through the various Partials that make up this Patch. As certain Partials’ names appear,
an area of the yellow bar will turn red. This indicates the region of the keyboard that
this particular Partial is “mapped” 10 — when you play a key in that region, that Partial
is the one that sounds.

Mode Index  Mark ~ s-7s8@/@1
Control I S P T T LU A
o __).'j;fdit: Patch Ctrl o ) Cam Exit
=it Ipatch TU2:Tut Piano
Move the mouse to the bottom 1 Gelect/MIDI im . onmi Om(**)
of the screen where the word “Ctrl” = SMT ctrl Sel Off
o . . SMT Ctrl Sens [
appears, and click. This opens the E crrl Seleat e
Edit Patch Ctrl page, where you can Bend - Up 2
. . . -~ Down 2
determine how various types of
. o : Bend A.T Mod Ctrl
MID data will affect the Patch. “| piten cerl S s I
. . | TV ctrl e ¢ - @
Move the mouse to the line that says | o0 7y o o - o
“Bend — Up”. This is a “Parameter”, . | LFO Rate ctrl - @& o o
. . : LFO-Pitch Depth - a ] %]
which is currently set to 2. That : _TVF Depth - 8 e o
means that when you move the ~TVA Depth - e e 9

Pitch Bend control up to its furthest
position, the pitch of the sound wil!
go up by 2 semitones {a whole step). Use the mouse buttons to increase {right button)
or decrease (left) this number, and note how it affects the action of the Pitch Bend
control as you play.

¥ Cammon - Split . i

Partials

As we've seen, Partials are the constituent parts of a Patch, and within a Patch,
different Partials are played from different regions within the MID! note range. Let’s go
down a level and look at Partials,

Command Exit

First, let’'s choose a different Patch {this one’s nice, but a
little boring!. Back at the top of the screen, scroll the Current pisk
Patch until it says “TU2:Tut Voices”. Now move the mouse gopy
to the word “Com” in the upper-right and click the left button | rnicialize
and let go. A Com (short for Command) menu opens. Move Rename Partials
the mouse down (don't hold the button down — this isn't a partial Map
Macintosh!) to the word “Edit Partial” and click the left Edit Fartial
button. Sampling




Common

TVF
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We are now al the Partial level. Let’s look first at the “Edit Partial Common” page.
i the name at the upper left corner of the screen doesn’t say “*Edit Partial Common*”,
click on the word “Common” in the bottom left corner).

This Page shows the

Mode  Index Mark ... 5-158/81
current Partial that is sounding. B e SRS
7| *BEdit Partial Common* Com Exit
As you move around the e e i . — e
. 3ot p e CPartial TU2:Vox FHd low Name
keyboard, the [ L_irtlai changes, Edit Mode Single
o L
anq the name of the Partial _ Sample £ F C.TE.T
assigned to each key played is [*1[0l TUZ:Vox FH#4d Norm 5 -5@
B2 - Of f———m e Norm o @
shown. (*1m ------ OFf— - Norm 2 @
1 0] — Norm @ @
Each Partial is made up of Output Assign Of £
; 5 les (in this Partial Level 127
one or more Samples (in this Stereo MIX Level 127
case, they all have only one, Panning e
. Coarse Tuning [}
and it happens to be the same Fine Tuning i
tor ail}, which are displayed in SMT Velocity Ctrl on

four “slots” in the upper half of
the screen. If different Samples
were in each Partial, then as

Used i.6/Remaining 5.5

L (CamTER.

you moves around the
keyboard, they would change as well.

 Mode Index Mark . S-73¢/01
MOVe the mouse to the N ] T A T T I R R LR e R R e
. i 3 * 3
bottom of the screen and click Edit Partial TVF Com Exit
on “TVF" {we’ll _qkip the SMT [ Partial TUZ:Vox F#d low Rame
; This bri Edit Mode Single
page for now). This brings us Filter Mode 1pF  Envelope
to the “Edit Partial TVF” page, cutoff Freq 31 -TVF Depth
b filter envel -Key Follow 13 ~Vel Sens 63
where THiier envelopes are Resonance i) ~Pitch Depth 2
created and edited. As you Vel-Curve 2 Time o
| i N h -C.5ene @& ~Vel Sens
play different notes on the F Point c4 ey Follow @
keyboard, the different filter 12 3 4
. Time @ 22 72 127
envelopes for the different Level 44 127 44 @
Partials are shown in the P
graphic in the lower part of the //\
screen. The filier envelopes i

cause the “sweeping” effect in
the sound.
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Let's play with the filter envelope. Play one note on the keyboard, and then move
the mouse to one of the little hlue squares that are at the envelope’s “break points”.
Press the left mouse button and hold it down, and then move the mouse slowly in one
direction or another, dragging the blue square with it. The envelope will re-draw itself
as the square moves. Let go of the mouse button, and play the same key you played
before (so that you make sure you are playing the same Partial), and listen to the effect

of the change you've made to the envelope.

TVA

Move the mouse to the word “TVA”
at the bottom of the page and click. This
opens the “Edit Partial TVA” page,
where you can work on the Partial’s
“Time Variant Amplifier”, or volume
envelope. The volume envelope is
displayed at the bottom of the screen
(and the TVF envelope you just played
with is in the background in dark blue).
Grab one of the envelope break points
with the mouse and drag it around, and
then listen to its effect.

LFO

Mode Tndex  Mark _§-758/01
*EGit Partial Tvax Com Exit
O Partial TU2:Vox FHd low
Edit Mode Single
Vel-Curve 2 TFey Folilow ]
-C.Seng g Time
EF Foint c 4 -Vel Sens Q
-Rey Follow 2
1 2 3 4
Time 1z g4 127 7%

Level 127 112 122 "]

Move the mouse to “LFO” at the bottom and click. This is the “Edit Partial LFO”
page, where various types of vibrato can be applied to the Partial. Play with the

Parameters “Pitch Mod Depth”, which
control the amount of frequency-based
vibrato; “TVA Mod Depth”, which
controls the amount of amplitude-based
vibrato (what used to be known as
“tremolo”); and “TVF Mod Depth”,
which imparts vibrato onto the filter
(which can often result in a “wah-wah”
effect). Also try adjusting the Rate and
Delay parameters. Remember that each

Partial has its own set of Parameters, so if

you play different notes on the MIDI

keyboard, the Partial will change and the

Parameters on the screen will change.

Mode  Index Mark 0 8-75@/@1
;'.C Partial LFO* ) Com Exit
[JPartial TUZ:Vox FH4 low Name

Edit Mode Single

Wave Form sin

Rare 50

-Detune 10

Delay 7]

~Rey Follow 2

Rey Sync OEf

pitch Mod Depth 1

TVF  Mod Depth i5

VA Mod Depth @
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Samples are the most elementary structure in the 5-750. They are the actual sounds
recorded by the unit, or transferred to it from another medium. Click on Exit twice to
get back to the Sound menu, and select and click on “Edit Sample1”.

Looping

This is the Sample editing level,
and we are looking at the Edit
Sample Loop1 page (there's a Loop2
page, but it will have to wait until
Chapter 6). Play the MID1 keyboard
and you can hear this Sample,
unadorned, with no envelopes or
vibrato, and as you move around the
keyboard, the Sample doesn’t
change.

Move the mouse to the parameter

Loop on the right side of the screen.
Select it, and press the right mouse

button and hold it. The number in the

,Mode  index mMark .. S8-7se/sel
Bdit Sample Loopl Com Exit
Dsample TOZ2:Vox Fi4d Name
Loop Mode  Forward Start ]
Edit Mode Mono Loop 112
KeyCn Mode Start Fine @
Length Lock off End 72177
Disp Type Loop Tuning 2
#dit Step 1 R«Loop 72187
X-Zoom x1 Fine a
¥-Zoom x1 End 72191

Remaining

parameter will increase. Look at the graphic waveform display at the bottom of the
screen, and above the picture of the waveform (yes, that’s what the Sample looks like),
you can see a long blue rectangle shrink towards the right as the number increases.

Hold down a MIDI key, and listen to the sound. After an initial period, the sound
starts to repeal, or loop. The number in the Loop parameler is the number of the
specific word within the Sample where the loop will start. As that number gets larger,
the loop starts fater, and the repeat time is shorter. The blue rectangle is a graphic
representation of the loop. As the loop starts later, the rectangle gets smaller.

You will notice that at the point at which the loop repeats, it often “pops”. Trying to
get a good loop-repeat point without a pop or click is one of the fine arts of sampling.
The 5-750 is very good at that, and we will discuss it in detail in Chapter 6, as well as

other operations available at this level.
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Phrase Sampling

The §-750 has a lot of memory, which means it can deat with the most complex
instrument sounds. But it also makes it ideal for working with longer sounds, like
sound effects or entire musical or spoken phrases, manipulating them in various ways
and playing them back on cue. Using the unit this way is often cailed “phrase
sampling”. Dependling on how much memory you have installed, recorded sounds and
phrases can be anywhere from a few seconds to several minutes in length.

S0 that we don’t run out of RAM while we do this, we should clear the internal
Memory before we proceed. Go back to the
Performance Play Page by moving the mouse

to Mode at the extreme upper-left corner and Delete Exit |.
Cl i . Target Pform
clicking. When the Menu opens select > 1) Tuz.tutorial %

Performance, and when the next Menu 2= 2
opens select Play. Now move the mouse to i: B 2
Com and click, and select Delete from the 5]~ 5
Menu that opens up. Move the mouse all the s: o f:.
way to the bottom of the window that Bl- B
. al- = 9
appears, so that the word “Volume” is mi - 10
selected, and click. 11§- 11

121~ 12 :

131~ 13

This operation removes ali information 12: -t E

that is currently in RAM, but it does not affect 160~ = 16 '

anything on the disk (all disk operations have ‘

to go through a Disk page). When the
“CAUTION!!" window opens, click on
“Yes”. A message window appears that says “Now working”, and in a second or two it
and the Delete window will close, and you will be back on the Play Page.

Now let's get some sound. Select Mode again, and when the Mode Change menu
opens, click on Sound. When the Sound menu opens, click on Edit Sample1. If the
“Sampling” page doesn’t appear, click on the far lower-left corner of the screen, on the
word “Smpling”.

This page is where you record samples. To keep things simple, we'll record a mono
Sample. Put the cursor on the “Mode” parameter in the left-hand column. If it says
“Sterea”, click the left mouse button until it says “Moneo”. Next, select the “Time(sec)”
parameter three tines down, and press and hold the right mouse button until “5.@"
appears (if you overshoot, go back with the teft mouse button). Now move to the
“Type” parameter in the right-hand column, and press the right mouse button uniil this
parameter reads “Manual”. Three lines down, set the “"Monitor” parameter to “On”.
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_ Mark . S-T50/@1

‘1Sampling
3 (gample - 1
Mode Mono Input Analog
Orig Key c 4 Tvpe Manual
Fregq (KHz) 44.1 Trigger Level
Time (sec) 5.0 Threshold e
Pre-Trig . B8 Monitor on
Normalize Off Digital AT -
Remaining 22.5 i
Please set Name
Ready
LEV'EL Eﬂ.'..'.'...l.."..

Siplng - Loop

Earlier in this chapter you connected a
CD or cassette player into the jacks on the e

front panel, didn’t you? Now’s your chance O SR
to use it. Put a tape or disk into the player, NS CpEAk—f
and start it playing. Adjust the “SENS” ~ SENS HEAD AHP

control on the front panel next to the input

jacks so that the red LEDs immediately to the right of the control {they are hard to see
when they aren’t on — they’re above the label “HEAD Amp”) flash only occasionally at
the loudest moments.

Now fook back up at the video screen, and watch the window at the bottom with
the word “LEVEL” in it. A little blue box is dancing back and forth, showing the level of
the incoming audio signal. If the box is jumping off to the right, turning red in the
process, the level is too high. If it is barely moving, or not getting past the mid-point of
the window at any time, the level is too low. Adjust the “REC LEVEL" knobs on the left
side of the front panel until the level is comfortable.

Before you record a Sample, you must name it. This gets a little complex but we'l}
keep it as simple as possible for now. Move the cursor to the “Name” box at the upper-
right and click. A special “ASCH Keyboard” window opens. Towards the top of this
window is a black area containing a yellow colon and a short red horizontal line.
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Move the cursor so that it is over the
number “5” in the line of numbers,
Click the left mouse button once, “5”
appears in the black area and the red
line moves to the right. Move the cursor
to where “[CR}” appears, and click.
You've just named your new sample
5", The ASCII window closes, and you
are back to the Sampling Page, with the
new name now appearing in the
Name parameter.

_Mode  Index ~Mark

ASCII Reyboard Exit

[0.W] [DEL]

1234567898~ 41\ [BS}

gwertyuiop@|
asdfghikl; :] [CR) |
zxcvbnm, ./ _ ;
L

[8pace]

§-750/01

Now move the cursor to the

Sampling execute

box containing the word
“Ready” and click. A “Now
working” message window
appears briefly, and then the
“Sampling execute” page
appears. Get the CD or tape
cued up just before the point
that you want to sample, and
start it playing. When it reaches
the point where you want to

Type

Trigger Level
Threshold ——
Monitor On
Length(sec}

5.0

mL E....ll..l‘...l..‘

start, click on the box with the
word “Start”.

At the bottom of the screen,

a red “thermometer” will fill up

as the recording progresses. (If
you would like to stop recording
in the middte for any reason,
click the mouse or press the EXIT
button on the front panel.) At
the end of five seconds, the
recording will stop, and a small
“Now working” box shows itself
briefly. Then the “Sampling
Over” page appears. In the
graphic window is a picture of
the recording you just made. To
hear it, play a Middle C on your

Sampling over .
Sample :5
Remaining 17.5
[ Next l | Retry | | End |
[ Laoop | | Trun I I Noxrm l

MIDI keyboard. To hear it sped up or stowed down, play a different note,
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Move the cursor to the “Loop” box and click. This brings you to the Edit Sample
Loop 1 page, which we saw carlier.

Put the cursor on “Loop Mode” and press the left mouse button until it changes to
“Fwd+R". Move the cursor to “Loop” in the right-hand column, and press and hold the
left button. As you
hold it, the blue
rectangle at the top
of the graphic
display in the lower
half of the screen
grows larger. When
it gets about halfway
across the graphic window, let go of the mouse button.

Now move the
cursor to “End” just
below “Loop”, and
press and hold the
left mouse button until the right side of the blue rectangle moves about a quarter of the
way across the screen.

Play the MIDI keyboard, and listen to the loop you have set up. Adjust the Loop
and End parameters with the left and right mouse buttons, until you have a loop that is
sonically interesting, such as one bar of music, a complete spoken word, or a couple
of beats of drum fill. What you are setting up is known as the “Sustain loop”.

Move the cursor up to “KeyOn Mode”, and press the right mouse button twice, so
that “R-Loop” appears. Move the cursor to the “R-Loop” parameter in the right-hand
column, and press and hold the left mouse button untit a second blue rectangle makes
itsell seen. This is the
“Release Loop”, and
you can hear what it
sounds fike by
playing a MID! key.
The KeyOn Mode setting won't let you hear the Sustain loop, just the Release loop.

Adjust the beginning and end of the Release loop with the R-Loop parameter and
the End parameter just below it, until you get a Release loop that sounds interesting.
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Now let’s put these together. Click on Exit, and the Sound menu appears. Select
Edit Partial. If the Edit Partial Common page doesn’t appear, click on Common at the

bottom of the screen.

Place the cursor on the word
“Off” immediately under the
yellow “Sample”. Click the right
mouse button once, and “5”
appears in that field. What we
have just done is to load the
Sample “5” into this Partial.

Now go back to the bottom of
the screen and click on TVA, This
brings us to the volume envelope
Page. If you play a note on the
MIDI keyboard at this point, the
sampled sound starts immediately,
and then when the loop that you
established on the Loop page is
reached, it repeats as long as you
hold the key down. We're going to
do better than that.

Underneath the number “4”, to
the right of the word “Time”, is the
number “16". Move the cursor to
highlight that number, and press
and hold the right mouse button
until it changes to 80. Now play a
MIDI key. The sound starts
immediately, and as long as you
hold down the key the Sustain
loop repeats, but when you let go
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of the key, the Release loop can be heard, and it repeats until it fades away,
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Advanced Sample Editing

There is a lot more you can do with Sampies, Let's try combining two of them
together. First we have fo record a second Sample. Exit the Partial TVA page and when
the Sound menu appears click Edit Sample1. Click Smpling at the bottom of the screen
to get to the Sampling page.

Click on the Name box and when the ASCIF Keyboard window opens, click on
{BS] until the horizontal red cursor is underneath the “57. Move the mouse so “6” is
highlighted and click the left button. Click on [CR]. We've named the new sample "6
Exit the window and record another phrase sample like the one before, but use
different material.

Click on Exit and when the Sound menu appears click on Edit Sample2. This opens
a new menu, and here click on Patchwork. The Edit Sample Patchwork Param screen
appears.

In the middle of the screen, on the left-hand side, put the cursor right under the
yellow words “Source Sample1”. Click the left mouse button untit this fine reads *
:5”. Move the cursor over to the right, until it is under the yellow words “Source
Sample2”. Click the left and right mouse buttons untit this line reads 6", Also check
the “Dest Sample” at the top of the screen. it should say “ 6" as well — if not, click
the mouse until it does.
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Now go to the bottom of the screen and click on “Graph-17. The page changes,
and a graphic representation of the sample you called “5” is drawn towards the fop of
the screen. (If you don’t have a video monitor, this screen will not be visible.} Move
the mouse so the cursor is in the center of the long rectangle just above the drawing,
The rectangle will turn purple. Press and hold the left mouse button and move the
mouse slowly to the right. The sample will start to play. The further vou move the
maouse, the faster the sample plays.

Move the mouse to the left, and the sample plays backwards. This is called
“scrubbing” the sample, and it should be a familiar technigue for anyone who has ever
edited audio or video tape.

As you scrub, you will see a red line move along the picture of the sampie
waveform. Find a point where you would fike this sample to ond, and the second
sample to be spliced on. When you've pot that point, let go of the mouse button. Go
down to the bottom of the screen and click on “P27.

Now click on “Graph-2" at the very bottom of the screen. The page changes, and
the sample you called “6” is drawn. Scrub this sample. Find the place where you
would like this sample to begin playing, and when you've got it, click on "P3".

Gao back to the Param page by clicking at the hotom of the screen, and click on
the word “Combine”. The two samples will be spliced together, with the section of “57
you've selected followed by the section of "6”. The name of the new Sample is 76",
replacing the old “6”. Play the MIDI keyboard 1o hear it
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Saving your work

The 5-750 internal memory is RAM — random-access memory — which loses
everything in it when you turn off the power. H you want to save anything you've
done, you must write it to an external medium, like a floppy disk.

Let’s save this new Sample “6” we've just created. From the Patchwork page, open
the Com menu. When it opens, setect Disk. Move the mouse to the botiom of the page
and click on Save.

Mode Index Mark B-7seiel
We're now on the Disk Save .| Disk save S Exit
Fir h ! . Target Sample ID:THRU
page. First, we nave to determine Current Drive [ Fleppy Digk ]
what kind of file we want to save. . c; v | 1£iles —
, . . 1: :5 5.8
That's the job of the Target 2. e i
parameter. Move the mouse to it, i 2.0
and when it highlights, click the 5:- 0.0
. o s 63~ B.2
right mouse button until is says b 2@
“Sample” (if you go past it, just 8:— e.a
i P yougop J 9:— 2.0
click the teft button to go back). 16:— 2.0 @
11:- .0
. - Internal Free 17.58ec
The file will be saved on floppy Current Drive Free seus vgec

disk ~— the Current Drive BT —————————————
parameter should read “[ Floppy o bead . Sews o Copy . Delete
Disk }J”. Put a blank disk in the

drive, either Double Density (800K Macintosh/1 Meg IBM) or High Density (1.4 Meg
Macintosh/2 Meg IBM). DO NOT use the System disk you created at the beginning of
the chapter.

oeil

The name of the two Samples currently in memory will appear in the window in
the middle of the screen. Next to each is its length in seconds. Click on “ 16", and the
Saving process begins.

. . . ) Yes/Na ?

First a window opens telling you how many files T :
are being saved at what levels - you are saving one Save, as Follows
e T . colie Volume: @
file at the Samplc,. level — and how many dlsiks, performance: @
either High Density or Double Density, it will take patch: @
to save them. If it's going to take more than one disk partial: ¢

‘ § BOINg F 1S Sample: 1

of the type you have, you should probably stop Are You Ready?
{click No), and choose a shorter Sample to save. To @
go on, click Yes. Total FD: 1(HD)/ 1(DD) :




22 » Quick Tour

Yeg/No ?

Now a window will tell you the
disk needs to be formatted. Click Yes,
and the disk is automatically not formatted.
formatted, and the file is saved to it.
Now you can turn off your 5-750, and
the next time you want to use this
Sample, you can load it in from the YES NO

floppy.

Current Drive is

Do you need to Format ?

Using an external SCSI drive

The $-750 works great with external SCSI drives of all kinds, including hard (such
as Winchester} disks, removable (such as SyQuest) cartridges, and magncto-optical
disks. They are far faster and casier to use than floppy disks, and you are strongly urged
10 use at least one, if not more, to store your Samples and other files. The rest of this
manual will assume that you have such a device connected to your 5-750.

Instructions on hooking up a SCSI drive appear at the end of Chapter 2 (page 35) —
skip to there now if you like. Instructions on connecting multiple drives are in Chapter 9.

Onwards!

That's it for the quick tour. In the chapter 2, we’ll start working with the 5-750 in a
more formal, comprehensive manner. But don’t think the fun’s over. It's really just
begun.
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Chapter 23
Installation,
Controls,

and Conneclions

This chapter will discuss in detail the various options you have for installing the
5-750, and how to connect it to other components in your studio. It wiill also describe
alt of the front-panel and rear-panel controls and connectors.

Installation

The 5-750 can be put on a flat surface, like a shelf or tabletop, or installed in a
standard 19-inch eguipment rack. There are two sets of ventilation holes: in the front,
near the power switch, and on the bottom, directly behind the ones on the front panel.
Do not defeat them — if the unit is on a shelf, make sure the shelf is large enough so
that none of the four round feet hang over the edge.

Do not place any heavy objects {like a video monitor) directly on top of the
$-750. Do not put any devices near it (like a video monitor) that might cause hum or
electrical or radio interference. Do not put a video monitor on top of the $-750. Got
that?
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Rackmounting
The 5-750 takes 3U of space in a 19-inch rack.

Locate the two rackmount brackets,
Remove the four screws on each sice of the
§-750 just behind the front panel, and use
them to attach the brackets. Make sure the
brackets are oriented so that the
rackmounting flange is in front of the screws.

The Controls and Connectors

Before we start wiring up the 5-750, lets look at what everything on it is for.

The Front Panel

Unlike most musical equipment you are used to, it's quite possible to aperate
the 5-750 and almost never touch the front panel controls. That's because most of
therm are duplicated, often in a more convenient way, by the action of the mouse.
Sometimes, however, it can be more convenient to use the front pane!, and it does
have a few controls that are unique.

The VOLUME knob controls the signal level at the stereo outputs and the
headphone (PHONES) output. It has no effect on the six individual numbered outputs. It
should normally be set to “MAX”, because the S-750's signal-to-noise ratio is highesl at
that point.

The 5-750 has a muting function built into its power-up and power-down
procedures, but it is still generally a good idea to turn down the vOLUME control when
switching the unit on and off,
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The REC LEVEL knobs control the level of the incoming audio signals which are
being sampled.

The EXT CTRL socket is for plugging in the mousc or the RC-100 Remote
Controller which you have. (When the RC-100 is used, the mouse plugs into it.)

The LCD screen shows the current Menu, Page, or Window when operating the
§-750. Normally, you will be monitoring these displays using an external video
monitor, but on thase occasions when a monitor is not available, the LCD can be of
help. It only shows a part of the screen, but when you move the mouse up or down, or
use the Cursor buttons to access a Parameter, the screen scrolls. Some screens,
however (the high-res graphic editing ones), are not available on the LCD screen. The
action of the LCD screen is much slower than that of a video maonitor, so move the
mouse slowly or you may lose track of the cursor. The LCD screen can be shut off,
which can make the video monitor respond slightly faster — see Chapter 9.

The row of buttons F1 through s, below the LCD screen, are used to move
among Pages in a Function — for example, when you are editing a Partial, you can use
these switches to move from the volume envelope Page (“TVA”), to the filter envelope
Page (“TVF"), to the vibrato Page (“LFO”}, and so on. The name of the Page which
corresponds to each button appears at the bottom of the LCD screen. These buttons’
action is duplicated on the video monitor by “page switches” at the bottom of the
screen.,



26 » installation

When the JUMP button is pressed, F1 through £5 become switches that can move
to Pages in other Functions — so you can instantly go from a Partial TVA page to a
Patch Split page, for example. These “Jumps” are user-programmable, using the MARK
button, described below (see Chapter 3 for a complete discussion of this). The Jump
button is duplicated by the right mouse button.

The F keys also have special functions when booting up, which we'll getto a
little Tater.

The EXIT button is used to leave a page or window, and often to cancel an
operation. Most video screens have an Exit switch in the upper right corner that has
the same function.

The CONTRAST knob adjusts the contrast of the LCD screen. Normally this needs
to be set only once after installation.

The PHONES jack takes a standard stereo 1/4-inch (tip/ring/sleeve) headphone
plug. As mentioned above, its level is controlled with the vVOLUME knob.

The FOOT SWITCH jack is for a 1/4-inch plug from a normally-closed, single-pole
foot switch such as the Roland DP-2 (available separately), which can be used to
control certain functions such as Sample recording,.

The INPUT jacks — LIMONO) and R — are for 1/4-inch plugs from unbalanced
audio sources, that are to be sampled by the 5-750. Stereo sources will use both jacks,
while mono sources will use only the LIMONOY) jack.

The SENS control is a pad between the INPUT jacks and the REC LEVEL control. Its
furthest counterclockwise setting is appropriate for line level (+4 dBmi signals, and its
furthest clockwise setting is good for mic level (-50 dBm) signals.

Above the labels HEAD AMP and L—PEAK—R are two LEDs hidden behind the
panel. They are there to help you set the SENS control.

The VALUE wheel is used to dial in Parameter settings, and also to scroll through
items in a list. Its action is duplicated by the left and right mouse buttons, and usually
by the 1 and $2 buttons, but it is often a more efficient way of adjusting Parameters
than the buttons.
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The st button is used for choosing menu items and activating switches. The §2
button sometimes acts as an auxiliary to the 51 button. The two together are used to
adjust Parameters and access items on a fist, duplicating the actions of the left and
right mouse buttons in most functions.

The four cursor buttons or keys (f, <=, 4, =) move the cursor from item to item
on the display, up, left, down, or right, allowing you to select parameters to adjust,
menu items to choose, and switches to activate (with the VALUE wheel and/or §
buttons). Moving the mouse around does the same thing, although the cursor buttons,
because they jump instantly from one item to the next (and never miss), can sometimes
be faster.

The floppy disk drive is for loading and saving files and system software on
3-1/2-inch floppy disks. Both double-density (800K Macintosh/T Meg 1BM) and high-
density (1.44 Meg Macintosh/2 Meg IBM) disks can be used. You can insert a disk at
any time (as long as there isn't one already in there). Remove the disk by pushing the
rectangular button on the right side of the drive. When the drive is in use, a yellow
LED on its left side will light. When the operating system requires you to insert a disk,
the yellow LED will flash. WARNING! DO NOT remove a disk when the LED is
steadily lit.

Once you have a SCSI disk installed and designated the startup disk (see the
end of this chapter), you will normally boot off of that. Booting with a floppy will take
much longer, and should be avoided, except when you are updating the system
software, which is explained in Chapter 11.

The sCSI LED lights when the unit is reading or writing to an external SCSI
device. Do not turn the power off on the S-750 while this LED is lit, or you may
damage the drive.

PERFORM, SOUND, and SYSTEM are three operating Modes of the System software.
Pressing each of them opens up a Menu showing the various functions available within
that Mode, which can then be selected using the cursor keys and s1 button, or the
mouse. You can also change modes with the mouse, by selecting “Mode” at the top of
the screen. When you do this, LEDs in all three buttons will flash, and you can select a
Mode, either with a button or with the mouse. After you select a Mode, the LED in the
button corresponding to that Mode will be lit.
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INDEX calls up a special Index function on the display, which lets you access
operating Pages by selecting their topic. It's a very fast way for getting around the
5-750, especially when you are first learning it

MARK calls up a window from within a Page that lets you “mark” it as a "jump”
Page — one of the Pages that can then be accessed instantly using the JUMP button and
one of the F buttons (see Chapter 3).

COMMAND opens a Command {or Com) Menu from within a Page, within which
various Functions are available, including disk input and ocutput, memory
management, and other specialized tasks,

SOUND PLAY can be used to simulate a MiDI keyboard input while editing
sounds if no MID! keyboard is available, or it can he used just for convenience.
Pressing it “sends” the S-750 a specific MIDI note with a specific velocity, both of
which are user-programmable, and the note is sustained as long as the button is held
in.

GRAPHIC instantly changes the LCD screen to show the bottom portion of the
screen, if there is a graphic present (picture of a keyboard, drawing of an envelope,
etc.). It has an internal red LED that lights when it has been pressed. Press it again and
it returns the LCD screen to wherever it was before. It has no effect on the video
display.

MIDI MESSAGE is a green LED that liphts when the 5-750 receives a vahid MIDI
message. It is somewhat more intelligent than an ordinary MIDI data indicator, and
actually lights whenever the 5-750 is producing sound under MIDI control. For
example, if it receives a Note-On command on a channel to which it is programmed
to respond, it will light and stay it until it receives the corresponding Note-Off, If it
receives a Note-On followed by a Sustain Pedal On (Controller # 64 with a value of
127}, it will stay lit even after it receives the Note-Off, until it receives a Sustain Pedal
Off (Controller # 64 value 0).

The POWER turns on and oiff the AC power to the unit. “In” is on and “out” is off.
Do not connect or disconnect the AC power cord with the switch on.
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The Rear Panel

AC IN is where you plug the AC power cord. Be sure the AC line voltage in your
studio matches the voitage requirements of the unit, as printed on the plate above this
jack. Insert the cord here first, making sure the POWER switch is off, then plug the other
end into the AC socket.

The SCSI connector is a standard 25-pin connector conforming to the Small
Computer System Interface standard. it can be used to connect high-speed storage and
data-processing devices, like a hard disk, to the 5-750.

The MONOCHROME video output {under the DISPLAY OUT label) sends a black-
and-white screen image to any video monitor equipped with a standard composite
video input. The DIGITAL RGB video output sends a 200-line digital color signal to a
compatible color monitor. Sce the next section and the Appendix for more details.

The MIDI connectors are standard, IN is for receiving performance data from a
controller or sequencer, as well as System Exclusive data and Samples in the MID!
Sample Dump Standard format. OUT is for sending System Exclusive and MIDI Sample
Dump Standard data. THRU echoes all MIDI data received at the IN port .

The six INDIVIDUAL output jacks can be programmed to send specific sounds or
groups of sounds. The VOLUME knob on the front panel does not affect these outputs.

The STEREO outputs cither send a mixed audio signal, with individual sounds
programmable as to level and pan position within the stereo field; or they can act as
the seventh and eighth individual outputs. The mode they operate in is determined on
the System Parameters Page 2 (sce Chapter 9%, Regardless of what signal they are
carrying, these outputs are controlled by the VOLUME knob.
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Making Connections

Now that we know what everything does, let’s start hooking things up.
Power

Before applying power to the 5-750, make sure the line voltage is the same as
the voltage rating of the unit, as stated on the metal panel above the AC IN socket {120,
230 or 240 volts). The 5-750 will accept either 50 Hz or 60 Hz current.

As with any computer or sound-generating device, clean AC power is essential
for proper operation of the $-750. Do not operate it on a line with any devices
containing large motors, like refrigerators or air conditioners; with any devices that can
generate electrical or radio-frequency interference, such as fluorescent lights, heating
devices, or dimmers; or with any devices that consume a large amount of power and
can cause fluctuations in the voitage level.

Do not connect or disconnect the power cord with the POWER switch on
(pushed in).

MIDI

The 5-750's MIDI IN jack should be connected to the MIDI OUT of whatever
device is going to be controlling the unit: keyboard, drum controller, wind controller,
guitar controller, hardware sequencer, or a MIDI interface from a computer running
sequencing, sound editing, or other compositional software,

The MID1 OUT jack should be used if you pian to
send or store sounds externally using the MIDI Sample —— MIDy -
Dump Standard. Sounds can be transmitted this way to
other samplers, and to computers equipped with ® ®
sample-editing software, where they can be

manipulated, and then returned to the 5-750 {through the MID1IN jack), or sent to
other samplers, or stored,

The MIDI THRU jack provides an “echo” of the data going to the MIDIIN jack. it
is provided as a convenience for “daisy-chaining” multiple MIDI devices together.
Connect it to the MIDE IN jack of any other MIDI device that you would like to receive
data from the same controller (keyboard, sequencer, etc.) that is controlling the 5-750.
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Audio
Outputs

The main outputs are the STEREO L and R outputs on the rear panel. They carry a
stereo mix which can contain any or all of the sounds the 5-750 produces. They are
unbalanced, high-level, medium impedance, and are designed for connection to a
mixing console, patch bay, or amplifier. Their level is controlled by the VOLUME knob
on the front panel, The same signal is paralleled to the PHONES output on the front
panel, which is in the form of a single stereo 1/4-inch jack.

INDIVIDUAL OUT _STEREO ouT_..
L(MONO)

OOOOOOOO

The other outputs are the INDIVIDUAL jacks, numbered 1 through 6. These are
also unbalanced, high-level, medium-impedance, but they are not controlled by the
VOLUME knob. The INDIVIDUAL outputs are available on an instrument-by-instrument
basis, at the Performance, Patch, or Partial fevel, so that individual sounds can be
isolated for separate mixing or processing. Their use is optional — all sounds can be
programmed to appear at the STEREO outputs ~— but having access to them at a mixing
console or patch bay enhances the flexibility of the 5~750 considerably. If you have
room for them in your studio setup, use them.

For even more flexibility, the main outputs can serve as an additional two
individual outputs, numbers 7 and 8, if the Analog Outs Mode parameter on the
System Parameters Page 2 is set to Bouts (see Chapter 9). In this case the PHONES
output will carry the same individual signals. Regardless of how they are used, the
STEREO OUT and PHONES outputs are always affected by the VOLUME control.
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Inputs

Inputs are provided for signals that the $-750 will record for Samples. On the
front panel are two unbalanced 1/4-inch connectors, with an input-level range of
approximately —50 to +4 dBm, and a continuous SENSitivity control. The inputs are
further controlled by the REC LEVEL knobs on the front panel.

When the 5-750 is recording in Mono mode, it only recognizes signals at the
Left audio input, so if you are planning to record mono samples, make sure that's the
channel you use.

Video Display DISPLAY QUT

D ofe
An external video monitor is very highly

recommencded for eff:ognt gperatlorw of the MONOCHROME  DIGITAL RGB
$-750. The best alternative is an RGB color
monitor. If you have been using a Roland 5-550 or $-330, you may already have an
appropriate monitor and cable. You may use either an RGB-251 or RGB-25N cable. If
you wish to design your own, the pinouts and electrical characteristics arc in the
Appendix to this manual.

Monochrome

If an RGB monitor is not available, a monochrome (black-and-white, green,
amber, etc.) computer monitor is acceptable. However, the colors — which are an
important part of the S-750 display — will not be visible, and some screen elements
may be difficult to see. Use a cable designed for video signais with an RCA plug on
each end, and connect the monitor to the MONOCHROME output. A television set with
a “"Video” input can be used this way as well, although the display will be in black-
and-white, even on a color set.

If none of these are available, an ordinary television set that lacks a Video input
can be used, as long as you have a VCR or some other device to modulate the signal
onto a VHF carrier. Connect the MONOCHROME output to the VCR's Video input, and
then connect the VCR's Antenna output to the TV's antenna terminals. Set the VCR
input switch to “Video” {not “Tuner”), and set the TV to receive on the channel that the
VCR transmits on (usually Channel 3 ar 4). The picture quality may not be great, but it
should be readable. It is not recommended that you use this as a permanent setup,
however, because you'll end up hurting your eyes.
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Mouse

The only mouse that should be used with the 5-750 is the one supplied with the
unit {the 5-550 mouse is also compatible). Do not attempt to use any other computer
mouse. The mouse is connected to the EXT CTRL jack on the front panel, or to the
RC-100 if you're using one (see below). Observe the plug orientation carefully — the
shorter side of the plug, with four holes, not five, is on top.

Use the mouse on a flat surface with some friction — a mouse pad is ideal. A
composition-topped desk will usually be okay, as will a pad of paper or sheet of
~ cardboard. A high-gloss desk or sheet of glass will probably not give satisfactory
results.

The 5-750 should recognize and respond to the mouse the first time you turn it
on. If it doesn’t, turn the power off, and wait about 10 seconds. Press the £2 button and
hold it, and then turn the power on. When the “System Initialize in Progress” message
appears, you can let go of the F2 button.

This setting is memorized— the next time you boot up, the S-750 will
recognize the mouse without you holding in the F2 button.

If for some reason you should want the 5-750 not to recognize the mouse, do
the same procedure holding in the Ft button. There is also a “Controller” parameter
you can set on the System Parameters Page 2 that tells the 5-750 what to recognize.

RC-100

The RC-100 Remote Controller which you have is a lightweight and portable,
but sturcly, control surface that can be used with the S-750. It is designed to sit on a
console or small table, and can even be used in your lap. It duplicates all of the
controls on the 5-750's front panel, except the input and output level knobs. When it
is combined with a video monitor, it provides a complete remote editing and control
interface for the unit. This can be a major convenience, in that it uses up much less
space than the 5-750 itsell, which can then be placed somewhere out of the way.
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Installation

Installing the RC=100 is very simple. Run its output cable to the EXT CTRL socket
on the front panel of the $-750 (where the mouse was plugged in}. Be careful of the
orientation of the plug when you insert it (short side on top). Now plug the mouse
cable into the socket labelled “MOUSE” on the back of the RC-100, checking that
plug’s orientation as well. If you are using a foot switch, such as the Roland DP-2, you
can plug that into the FOOT SWITCH jack on the 5-750 front panel.

The RC~100 is designed for use with severai
Roland products. To “customize” it for the 5750,
a plastic overlay sheet is provided. Align the
sheet over the buttons and wheel, and attach it
with the double-sided tape supplied.

The 5750 will probably not recognize
and respond to the RC-100 the first time you
turn it on. You can get it to do so by turning on
the power while holding the 3 button in. When the “System Initialize
in Progress” message appears, you can let go. Like the F2 setting to recognize the
mouse, this is memorized. You can also get the S-750 to recognize the RC-100 while
it is running by using the “Controller” parameter on the System Parameters Page 2
(see Chapter 9}.

If the 5—750 does not immediately start to respond to the RC-100, press the
RESET button on the back of the RC~100. (Don’t worry, it won't reset the 5-750.)

If you want to disconnect the RC~100 and just use the mouse, power up
holding the F2 button. If you want to use neither, power up holding the F1 button.

Numeric Keypad

Besides duplicating the front-panel controls, the RC-100 adds a few controls
and features of its own. It contains a numeric keypad, for directly entering numeric
values into Parameters. Pressing the desired digits followed by the ENTER key enters the
value. If a value entered this way is too high or too low for the particular Parameter,
the software will assign the highest or lowest permissible value.

Negative values can be entered, even though there is no “-" key. Press “0” twice
in a Parameter, and a minus sign appears. Then follow it with the other digits, and the
ENTER key. The keypad can also be used to enter letters into file names — see the
section on the ASCH Keyboard window in Chapter 3.
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Other features

The F keys along the top of the RC~100 all have red LEDs built into them, and
when you are viewing a particular Page, the LED in the button corresponding to that
Page will light. When the JUMP button is pressed (either on the front panel or the
RC-100), all five of the LEDs will blink until you press one of them (or you press the
JUMP button two more times).

Below the VALUE wheel are two extra buttons, DEC(rement) and INC{rement).
They are used to help you set values or find items on a list when you are also using the
wheel. They have no unique functions, and most of the time duplicate the action of the
St and S2 buttons, except that they don’t “repeat” when they are held down. They are
placed near the wheel for convenience.

The RESET button on the back of the RC-100, mentioned earlier, does not reset
the S-750, so feel free to press it at any time. It merely re-establishes communication
between the RC-100 and the 5-750 if it has been lost — for example, if the cable has
been accidentally pulled out. When you press it, all the LEDs do a little dance before
settling back down to work.

Using SCSI Drives

Up to seven external SCS! devices can be connected to the 5-750 through the
$CSt port on the rear panel. These can include fixed and removable hard-disk drives,
magneto-optical drives such as the Roland MO-7, and CD-ROM players.

® \S"S' 7@

A writeable SCSI disk drive — a category that includes fixed {such as
Winchester) drives, removables such as SyQuest drives, and read/write magneto-
optical drives — is pretty much essential for working efficiently with the $-750. You
will agree the first time you use one. The time needed to load and store sounds, as well
as to boot the unit up, is reduced dramatically with a hard disk. This manual assumes
you have a writeable SCS! disk connected to the 5-750.
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Although hardware connections for SCSI are fairly well standardized, software
is not, and for a particular model SCSI device 10 be recognized by the 5-750, a
software "driver” must exist in the 5-750's operating system. Enclosed with your 5-750
is a leaflet containing brands and models of SCSt devices that have been shown to
work with the sampler. There are certainly other such devices, but you should consult
with your dealer or Roland before attempting to connect any SCSI device not listed, to
make sure that it will work properly. Most devices configured to work with an Apple
Macintosh® witl work with the 5-750. However, any removable cartridges formatted to
work with a Macintosh {or any other device} will have to be re-formaited to work with
the S-750, and any data on them will be lost in the process.

In addition, certain protocois must be followed carefully when working with
SCSI devices, especially when you're having more than one. A full discussion of these
can be found in Chapter 10.

Connecting the drive

Once you've established that the drive you want to use will work properly, you
can connect it to the 5-750. Turn the power off to both units. The S-750 has a 25-pin
SCSI connector, while most drives have 50-pin connectors, so you will need an
appropriate cable. {If the drive was not supplied with one, a cable designed for use
with a Macintosh will work fine.)

Every device on a SCSI “chain” needs a unigue SCS1 1D number. The 5-750
itself has its 1D set at the factory to 7. The 1D of the drive must be set to a different
number. Some devices let you set this with a rotary or push switch on the back panet,
while some make you set a DIP switch, and others force you to open them up and find
an internal DIP switch or jumper. However you do it, set the 1D to a low number.

In acdition, the SCSI drive must be “terminated”, meaning a special resistive
network must be connected to the cable at the drive’s end. Many drives have
permanent internal terminators, which should work fine. Others have internal
terminators which can be twrned on and off using internal or external switches. I you
have one of these, make sure the termination is on. Still others have no terminators,
and an external terminator iwhich looks like a 50-pin male-to-female adapter) must be
inserted between the drive and the end of the cable.

It might reguire a little trial and error to find the right combination of switch
settings and terminators. (If the termination is incorrect, the S-750 will not recognize
the external drive, or it may not boot at all.) One extremely important rule when
working with SCSI networks: do not connect or disconnect anything without turning
off the power to everything in the network first.
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Double-check the cable, and turn on the power to the external drive. If it's a
SyQuest drive, put in the cartridge. Wait for the drive to spin up to speed. Now insert
the “System” floppy disk into the S-750 and turn it on. The usual boot procedure will
commence.

Formatting the SCSI Disk

The first task is to format the SCSI disk so that you can write data to it. From the
Play Page, select the Index, and on the index select “Disk”. When the Disk in..
subtopic opens, select “Utility”.

The Disk Utility page opens.  wose 1nex werk  ssever
At the top of the page, click on ‘‘‘‘ D:Lsk UtJ.lJ.ty —— Exm;
"Current Drive”, and the Drive S e s
Select window opens. At the Current Drive [ Floppy Disk |
bottom of the window, a red arrow
will be pointing to “Fleppy Disk”, HD/MO Format HD/MC Pile Sort
indicating that the 5-750 is D Format HD/MO File Rename

currently looking at the floppy
drive. You want it to shift its
attention to the SCSI drive.

HD/MC Park Heads HD/MO Volume PGH

HD/MC Restart Save System

Move up the window, and
you'll see a line of white text with
the ID you've assigned the drive,
and the word “Unformatted”. This
tells you the drive is on line (if it
doesn’t show up, recheck your cables and

" gave b “‘Delete

o [ orive select  mxic |
termination). Move the mouse to the blue 1D [ Wi — o
number to the left of that white text, and click Current Drive :

' : [ Floppy Diek }
the left button. You've now selecled the SCSI o
. , s E Device List
drive as the current drive. The Drive Select ; IDG = IDB:— No Drive
. , IDI = IDil:Unformatted
window closes, and “IDx:Unformatted” ID2 = IDZ:- No Drive
appears on the Current Drive line. ; T T R Drve
IDS = ID5:- No Drive
ID6 = ID6:~ No Drive
Now move the mouse to HD/MO IDT = ID7: 8-770 Self
Format and click. You will be given at least » Floppy Disk scan

one warning that you are about to erase all the
data on the drive (there isn’t any, of course),
and then the formatting will proceed. It takes
several minutes — exactly how long depends on the size of the disk.
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When it is finished, the name of the drive will be changed to “Formatted”. You
can change it to anything else you like, but we'll wait on that untit the next chapter.

Saving the System to the SCSI Disk

in order to use the SCSI drive as the 5-750's startup device (so you don’t have to
insert a floppy every time you turn it on), you need to store the operating system
software onto it. The operating system is right now in RAM (it was loaded from the
floppy when you booted up), and you can save it directly to the 5CSI disk from there.

It's very easy: on the Disk Utility page, make sure that your SCSI drive is still the
Current Drive, and click on Save System. When the Save System window open, click
on the little SaveSys box. The window closes, and you're done.

Copying files to the SCSI Disk

The $-750 comes with three volumes of sounds on four floppy disks. Although
there is a Disk Copy function, it only works when going between two SCSI devices, so
you have to use a different procedure when copying from floppies.

Click on the
word Load at the
bottom of the screen.
This puts you on the

_Mode Index Mark . 8-750/01

Disk Load Exit

Disk Load page. Move Target volume ID: All

the mouse up to Current Drive [ Floppy Disk ]

Target, and click the 1files -
1:L27 :Drums & Perc 14.4

left button until its
associated parameter
(1o the right, sharing
the same reverse-video
space} says “Volume”.
Click on Current

Drive, and when the

Drive Select window

opens, move the “.| 1internal Free 22.58ec
mouse down 1o the .| Current Drive Free

bottom and click on
Floppy Disk.
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Now insert Sound Disk 1 into the floppy disk drive. The name of the Volume on
the disk, “L@7:Drums & Perc”, will show on the screen. Move the mouse so that the
name is highlighted, and click the left button. If you get a window asking you if you
want to clear internal memory, click Yes. The Volume, and all its subsidiary files, will
load from the floppy. It will take a minute.

When it's done, click on Current Drive again, and when the Disk Select
window opens, click on the blue 1D number of your SCS1 drive “Formatted”. Now go
to the bottom of the screen and click on Save. This takes you to the Disk Save page.
The name of the Volume you have just loaded into RAM will appear. Click on it, and it
(as well as all of its subsidiary files) will be saved to the SCSI disk.

Now do the same with the other Volumes, L@3:Ac.Guitar 2 (which takes up
two disks), and TU2:Tutorial. Go to the Load page, set Current Drive to Floppy Disk,
and load in the Volume. Each time the 5-750 asks you whether you want to clear
Internal memory, click Yes, Then go to the Save page, set the SCSI drive as the Current
Drive, and save the Volume.

You have now saved all of the contents of the floppy disks, as well as the
system software, onto your SCSI drive. You can put all your floppies away in a safe
place — we won't be needing them very much.



40 & Structure

Chapter 33
Structural and
Operational
Overview

A few notes before we begin this chapter...

For best results, it is strongly recommended that you use an external RGB video
monitor with your 5-750 (see the previous chapter), and this manual will assume that
you have one. If you are using a monochrome monitor or TV set, all of the references
to screen colors will obviously not apply. If you are relying on the front-panel LCD
display, you will only be able to see part of the screen at a time, and some screens you
won't be able to see at all.

This manual will also assume that you are using the mause. Many movements
around the screen that are done with the mousc can also be done with the four cursor
buttons on the front panel and the RC-100. In addition, most actions that require a
click or press of the left or right mouse button, except those specifically having to
dowith screen graphics, can be done by the $t and 52 front-panel buttons
(respectively).

It will also assume that you have a writeable SCSI drive (fixed, removable, or
magneto-optical) connected 1o the SCSI port and formatted for use with the 5-750.

In general, references to front-panel buttons apply equally to the RC-100, and if
there is a special way to do something with the RC-100, it is mentioned. Any time the
VALUE wheel is mentioned as a control, the RC-100’s numeric keypad and DEC and
INC buttons can be used as well.
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The Operating Screens

The S-750 has seven basic types or levels of operation: Modes, Menus, Functions,
Pages, Parameters, Switches, and Windows.

Meodes

At the top of the operational hierarchy are the three Modes: Performance, Sound,
and System, The current Mode determines in an overall sense what the $-750 is going
to be doing. In Performance mode, the unit is a polyphonic, multitimbral, MIDI-
controlled sound generator. In Sound mode, sounds
can he recorded, edited, and combined. In System S L e L
mode, basic operating parameters are set up. Mode Change

The Mode is determined from the Mode Change Performance
menu. Open it by moving the mouse cursor to the
upper-left corner of the screen until the word “Mode”
goes into reverse video. Then click (press and release
quickly) the left mouse button, and the menu appears.
Make a selection from the menu by moving the
mouse up and down {don‘t hold the mouse button
while you do this — this is not a Macintosh}, or by pressing the up or down cursor
keys on the front panel, so that one of the three items on it goes into reverse video.
Then execute your selection by pressing the left
mouse button or the 51 button, '

Sound

System

PERFORM SOUHD SYSTEM

Alternatively, the Mode can be selected using | il l l
the dedicated buttons on the right side of the front
panel. At just about any time, you can change the Mode by pressing the corresponding
button: PERFORM, SOUND, or SYSTEM.

Although the Modes are essentially separate, there are various paths for moving
hetween them, as we shall see.
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Menus, Functions, and Pages el
Sound Menu Exit

*‘L\ Menu

Each Made has a Menu, which
appears when you have selected the
Mode. The menu shows the various
Functions, or types of operations,
available within the Mode. Choose a
Function in the same way you chose
the Mode: select the item you want on
the menu with the mouse or cursor
keys so that it goes into reverse video,

Edit Patch \ :

i

Edit Partial

Edit Samplel — |

Bdit Samplezfzz
Regampling _::

| Functions

LY

and execute the selection with the left mouse button or $1 button.

This will bring up a Page. Each Function contains between one and five Pages.

Short versions of the names of all the
pages in a Function appear across

. Mode Index Mark . S758/01
the very bottom of the screen, with A A R T T B i
the current page showing in red. The e At o s
. 4 i 1 -R
full name of the current Page is HSample L3 :Dry Kick
: _ Loop Mode OoneShot  Start 7]
shown in the upper-left corner of the Y Moge o 5894
page. RKeyOn Mode Start Fine a
Length Lock Off End 9354
Disp Tvpe Loop Tuning ]
. . ; X-Zoom *1 R-Loop 13816
Change Pages by moving the Y- Zoom X Toiee 0
mouse cursor to the bottom of the Remaining 0.2 End
Tuning
screen, to the name of the Page you Y
want to go to. When it appears in
reverse video, click the feft button.
You can also change Pages using the

F-keys on the front panel: F1 selects
the first page of the current Function,
F2 the second, and so on.

There are also ways to get quickly to Pages in different Functions, which are known
as tndex and Jump. We'll discuss these a little later.

The Command (“Com”) Menu

A special type of menu is the Command or “Com” menu. It appears in many Pages
towards the upper-right corner. Open it by selecting its name with the mouse and
clicking. The Com menu is not accessible with the cursor keys but instead has its own
dedicated front-panet button, marked “COMMAND".
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The Com menu contains functions for accessing = ’ d — Emt

disks, managing internal memory (RAM)}, moving around

the operational hierarchy in special ways, and various Disk
housekeeping chores. Whenever you execute a funciton Copy
in a Com menu, after execution is done, the Com menu Delete

automatically closes.
Y Set Stereo

Set Mono

Parameters

Paramcters are the items on the Pages that do all the work. A Parameter can be a
numeric value, or it can be the name of a file or other item chosen from a “list”.
Parameters can be accessed with the mouse or by using the four cursor keys on the
front panel. As usual, a Parameter will go into reverse video when it is sefected.
Parameter names are generally in yellow, while Parameter values (the things that
change) are in white.

Since Parameters can usually be adjusted up or down, both mouse buttons are
used, the left one to lower the Parameter value (or go to the previous item on a list),
and the right one to raise the value (or go to the next item). On the front panel, the st
and $2 buttons perform these same functions, and the VALUE wheel does too.

When you are adjusting a Parameter, if you hold down the appropriate button after
pressing it, the value will start to change faster. In many (but not all) cases, if you are
adjusting a Parameter with the mouse, holding down the appropriate button and then
momentarily pressing the opposite burton will cause the Parameter to change much
faster. For instance, if you are decrementing a value with the left mouse button and
you momentarily press the right mouse button, the value will very quickly go to zero,
or whatever its minimum is. This function does not work with the §1 and 2 buttons.

if you have an RC~100, Parameters can also be adjusted using the numeric keypad:
press the numbers on the keypad for the value you wish 1o enter, and then press the
ENTER key. The numbers don't have to be a legitimate value — if you enter a value
that's too high, the Parameter will simply go to its highest allowable value. Negative
values can be entered by pressing “0” twice - the second time, a “~" sign will appear,
and you can then enter the rest of the digits.
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Even if the Parameter is not a numerical one, you can use the RC-100 keypad to
set it. For example, every Sample has a numbered “slot” in RAM that keeps track of its
position. You will not sce the number of the slot, because it is not normally part of the
Sample’s name. The usual way to select a Sample in one of the editing Pages is to
scroll through the list of Samples, one at a time, until you arrive at the one you want.
However, if you know that Sample’s number, you can enter it on the keypad, press
ENTER, and the Sample will appear on the screen instantly. All other types of 5-750
fites also have numbered slots, and can be accessed this way from their Edit Pages.

Switches

ies] Nd/”Caﬁcel ?

Switches are items that you select
and click on just once (with the left
mouse button), and something happens.
Almost every Page or Window (see Before Loading ?
below) has an Exit switch towards the
upper right corner, which closes the
Page or Window and goes to the next Yes No Cancel
item up on the hierarchy — another

Clear Internal Memory

Page or a Menu. Often when you leave
a Page with the Exit switch, and go to a
Menu, the 5-750 behaves as if the Page is still showing, and you can stil have it make
sounds.

The Exit switch can be clicked with the mouse, but like the Com menu, it cannot
be accessed with the cursor keys. Instead has its own dedicated front-panel button,
marked {not surprisingly) “EXiT".

Other Switches appear in other screens in various places, and may be labelied
“Execute”, “Set”, “YES”, “NO”", “Name”, etc. Those switches can generally be
accessed either with the mouse or with the cursor keys, and activated with the feft
mouse button or the $1 button.

Other things
Besides these categories, there are a few special items that you will encounter as

you tearn your way around the S-750, such as ASCII windows, praphic editing
displays, and message and alert windows, which we will explain as we come to them.
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Tool d Techni Tndex Exit |
ols an ecnniques soned MIDL :
Amp After Touch
Ind Filter Bender
fdex Key Range Exclusive
LFO MIDI Ch
A It fi Loop Modulation
n alternative way to move Output Program Change
around the Pages in the S-750 is by Panning
i Part System
using the on-screen Index. The Index Partial Convert Load
is particularly helpful when you are Patch Current Drive
first | . | . ; fi Performance Disk
irst learning the unit, as it can find a Pitch(Tune) LCD
Page or Parameter for you whose Resampling Mouse
| . b b Sample Sampling Rate
ocation you may be unsure about, Sampling Save System
without making you go searching Split SCSI Config
Velocity Sound Play
through the Menus.

The {ndex can be called up any time by moving the mouse cursor to the top of the
screen where the word “Index” appears, and clicking. It can also be called up by
pressing the INDEX button on the front panel.

The Index displays a large number of “topics”, arranged in three groups. Topics
under Sound deal with editing the sounds. Topics under MIDI deal with controlling
the S-750 via MIDI. Topics under System deal with system operating parameters and
disk access. Unlike the Mades, the organization of topics in the Index is not formal,
and does not strictly follow the hierarchies and

divisions of the 5-750's operating system.

Key Range in .. Bxit

With the mouse or cursor keys, choose a
topic, and the software will jump to the page
where that topic is dealt with. Choose “Split”,
for example, and the Edit Patch Split page will
appear. Choose “Exclusive”, and MIDI Sample
Dump page will appear.

Performance Page
Performance Page
Performance Page
Performance Page
Patch Split

=l b

Most of the Index topics, however, refer to more than one Page. When you choose
one of these, a “subtopic” window opens. For example, there are various levels at
which key ranges can be set for a sound, so if you choose “Key Range”, a window will
open asking whether you want to work with key ranges at the Performance or Patch
level. Choose one of those, and the appropriate Page will appear.

When you leave the Index (by clicking on Exit), you will go back to the Menu or
Page you were on previously.
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jumping Pages

The Jump feature allows you to move immediately between Pages located in
different Functions and different Modes, bypassing the menus and the Index. There are
ten pages available for Jumping, in two sets of five, and they are always available,
regardless of what Page you are on. (They are not available, however, when a menu or
a window is open.)

Access the Jump pages by moving the mouse down to a Page name on the bottom
of the screen, and instead of clicking the left mouse button, click the right one. The
Page names at the bottom will all turn red, and will change to show the first set of five
Jump pages. Move the mouse to the Page you want to Jump to and click the left mouse
button. The new Page will appear. Or, ta see the second set of jump pages, click the
right mouse button again. To go back to the normal Page names, click a third time.

Alternatively, you can press the JUMP button on the front panel once or twice, and
then one of the five F keys to do a Jump. The screen will respond the same way.

The $5-750 comes pre-programmed with Jump pages in each of the ten “slots”, as
iltustrated here. For instance, you
can get right to the Disk Load

page by pressing the right mouse Markset R R AP i Ex1t
button and then clicking with the

_ . _ <#1>
left butt$)n on _the Page name at F1 Play Pagel [ Playl ]
the far right of the screen. You F2 Edit Patch Split [ Split ]
can get directly to the Disk Save F3*Edithartial TVA* [ TVA ]
] Ly . F4 Sampling from patch [Smpling]
page by clicking twice on the £5 Disk TLoad [ Load ]

right mouse button and then on

the Page name. <#2>
Fl Performance Common [PrfmCom]l

F2 Edit Sample Time StriStret-P}

You can change the Jump F3*Edit Partial TVE* [ TVF }
pages if you like. To program a F4 Edit Sample Loopl [ Loopl }
F5 Disk Save [ Save ]

Jump page, you must first bring up
the Page you are going to want to

Mark Stack 72%Free

jump to, using the conventional

menus and page names. Then move the cursor to the top of the screen and click on
“Mark” (or press the MARK button on the front panel). A window will appear showing
the ten numbered Jump “slots” and the Pages currently installed in them, with both
their full names {(which due to space restrictions may be truncated) and their
abbreviations as they appear on the screen. Move the cursor to the slot where you
want to install the current Page and click the feft mouse button. The name in the slot
will change to the name of the current Page. Close the window by clicking on Exit,
and vou will go back to the current Page.,
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To program the rest of the Jump pages, go to each Page that you want to jump to,
click on Mark, and then click on the Jump slot where you want that current Page to
appear. Windows and Menus cannot be programmed as Jump destinations, and when
a Window or Menu is open, the word “Mark” is dimmed, indicating you can't select it.
If a name appears with *'s around it, it means the page being jumped to is in
“Subsidiary” mode, and that it is arrived at through another Page. We'll deal with
exactly what this means shortly.

After you've programmed the Jump pages, there is one more thing you must do to
make the programming permanent {so you don’t lose the Jump pages when you tumn
off the power). Go to the Index and select “Save System” — it's down towards the
bottom of the right column. The Save System window opens. Check to see that the
Current Drive parameter says is set to your SCS{ drive (last chapter it was named
“Formatted”), and click on the SaveSys switch. The SCSt disk will spin for a moment,
saving your programming to it. Click on Exit, and you'!l go to System menu. Click on
Exit again to get back to the Mode Change menu. (Note: a lot more than just the Jump
pages gets saved in this operation — see Chapter 9.)

Now the next time, and every subsequent time, you call up the Jump pages with
the right mouse button or the JUMP button, the Pages you have installed will appear at
the bottom of the screen, and you can jump to any of them from wherever you are.

You will discover as you read this manual that the path you take to getto a Page is
often very important. When you Mark a Jump page, the software memorizes not only
the Page, but the path you took to get there. It's certainly possible, and sometimes
useful, to have the same Page with two different paths in two different Jump slots.

The Select Window and the Scroll Arrows

When a Parameter is the name of a file in a list, next to it is
a little rectangle, which is known as the “Sefect lcon.” Clicking
on it opens the “Select Window”. This window shows all of the ~ selecticon
items in that file list. Rather than scroll the Parameter to see
every item in the list, which can get very tedious with a long list
(like all of the Samples in a Volume), you can open the Select
Window, view them all, and just click on the one you want to
select. If you pass the mouse cursor over the name of a file without clicking on it, you
can play that file from MIDI to hear what it sounds like before comitting to it.

[0sample L@1:

The window shows 15 items at a time, at the file leve! indicated by the “Target”
line: i.e., Sample, Partial, etc. A red arrow points to the item currently selected in the
Page you just came from.
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if there are more than 15 items in P it |

: - P This box scrolls
1Y S wWInaow Target Sample )
thg list, you can scroll the de M ik 2 V:he it by 1
using the Scroll Arrow boxes at the 21 L87:Dry kick
. 3| L@7:BM stik B
upper and lower right corners of the 41 L7 :BK stik A
. S| L@7:LA SNR 1
window. Place the cursor on the top §1L07+The CLAL
H - . . . 7{Le7:828 Claps 1
box (with the single arrows) and click 81107 Pt Low Tom
the left mouse button {or press the §1 91L@7:Close HH A
12 L@7:Close HH C
button or move the VALUE wheel 111 L@7:Mid Tom
. . 121 L@7:0pen HH A
counter-clockwise). The list moves 13| L@7:0pen HH B
d hat i ds the beginni 141 L@7:F1 Hi tom
own — that 15, towards the beginning 15( L87:CRIA gb % This box scrolls
— by one item at a time, Click the | sort || lank | | the list by 10

right mouse button (or press $2 or
move the VALUE wheel clockwise), and
the list moves up one item at a time. The lower box with the double arrows moves the
list ten items at a time, so use this box to scroll quickly through a very long list. Scroll
Arrow boxes show up in other places, too, as we shall see shortly.

Two other options are available in the Select Window. The “Sort” switch organizes
all the files in RAM alphabetically, not only at the Target level but at every other level
as well. Although it does not change the order in which the files appear on disk, it is a
convenience for finding files when there are many in RAM. If you do it just before
saving a large number of new files to a disk, they will be saved alphabeticaily on the
disk as well. {There is a way to sort files once they're on the disk, which we’ll show
you in Chapter 9.) The “Blank” switch selects the next available empty slot as the
Current file. This is useful when you want to work on a new file from scratch.

Getting fo a Function through Another Function

Command Exit

Yet one more way of moving around the pages is
available in a few circumstances. If you are working on
any file that has subsidiary files — and this includes Copy

Digk

Performances, Patches, and Partials — you can move to a | Pelete

) . o . Initialize
lower-level Function without exiting the Function you are
in. For example, you can go from a Partial Edit page to a Rename Partials
Sample Edit page (so that you can edit a Sample within a Partial Map
Partial) without going to the Sound menu. Then when Edit partial

you are done with the Sample Edit, you can click on Exit Sampling
and you will go right back to the Partial Edit page you =
were working on previously. This is accomplished through the Com menu, and will be
explained in more detail in the chapters on sound editing,

When you are working on the lower-level editing, it is called being in “Subsidiary
mode”.
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How the S-750 is organized

Like most samplers, the 5-750 records sounds and plays them back under MIDI
control. The sounds are recorded in Internal Memory, or RAM, where they can be
played back as they were recorded, or modified in a number of ways before or during
playback. Some modifications to the sounds are destructive, meaning their basic
identity is changed, while some are non-destructive, meaning they remain stored
exactly as they were recorded.

Once recorded, sounds can be stored on disk: floppy, hard, removable, or
magneto-optical. The 5-750's RAM is volatile, that is, it erases itself whenever you turn
the power off. Disks, however are non-volatile: they can store data indefinitely without
power. Therefore, if you want to keep a sound you've recorded or altered in RAM, you
must save it to a disk in order to be able to use it the next time you turn on the unit.
Sounds can only be played from RAM, so to use a sound stored on disk, you must first
re-load it into RAM.

Besides permanence, disks have the advantage of much greater storage capacity
than RAM. Disk procedures are discussed later in this chapter,

When working with a sound (in RAM or on disk), there are five organizational
levels to deal with. Each of these organizational tevels is a Function {as described
earlier), and has its own set of Pages. We will examine these Functions starting at the
bottom. The first three are accessed in the Sound mode, and the others in the
Performance mode,
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Samples

The basic element of sound is the Sample. A Sample is a single recording, mono or
stereo, of an actual sound. it can be recorded by the $-750 itself, or recorded by some
other device and transferred electronically into the 5-750. A Sample can be any length
from very short {a few bytes, or so short you can’t hear it) to very long {up to several
minutes).

Samples are recorded on the Sampling page and edited on the Sample Edit pages,
which make up the Edit Sample1 and Edit Sample2 Functions, which are selected from
the Sound menu, or entered (in subsidiary mode) from one of the other Functions. On
the Edit pages, Samples can be looped, smoothed, truncated, normalized, cut, pasted,
compressed, time stretched, digitally filtered, and redrawn. With the exception of
looping, all of these functions are destructive, and will alter the Sample permanently.
However, you can “Recover” any operation you don't like, and go back to the original
version. More in Chapters 6 and 7.

Samples are placed in RAM or on disk in numbered “slots”, like the patches on a
programmable synthesizer. There are a fixed number of slots available for Samples on
any one disk or in RAM: a disk has 8192 available slots for Samples, and RAM has
512. (The actual number of Samples you can get into RAM or onto a disk will often be
lower, however, depending on the size of the Samples and the amount of space on the
disk and in RAM — on a floppy disk, you won't get many at all.)

When a Sample is in a slot it has a name. (Empty slots are referred to by their
numbers.) When you record a new Sample, you must name it first.

The amount of space a Sample takes up in RAM or on a disk is a function of its
length, its Sampling Rate Frequency, and whether it is stereo or mono. Samples use a
lot of memory: even the shortest Samples you will be dealing with take several
thousand bytes, and tonger Samples can be in the Megabyte range.

When the memory capacity of RAM or a disk is referred to in this manual or on the
screen {it's also sometimes called “Wave Memory”), iUs always in terms of the amount
of memory avaitable for storing Samples. Files from other fevels of the 5-750's
organization, as we shall see, take up essentially no room at all.

Memory capacities and Sample lengths are usually referred to in seconds, but
sometimes also in words. Some screens show a “Remaining” parameter, which tells
you how much space is available in RAM or on disk for Samples. (Although this
Parameter is in “seconds”, it may not always reflect the actual amount of time a
Sample lasts. This will be explained fater in this chapter.)
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Partials

Samples are combined into Partials. Each Partial contains from one to four
Samples, which are layered — that is, they can all sound simultaneousty. Each Sample
within a Partial can have its own level, tuning (relative to the pitch it was recorded at),
and pan position in the stereo outputs. Samples within a Partial can also be velocity-
switched, that is, different MIDI key velocities on the same note can sound different
Samples, using the Sample Mix Table ("SMT").

Partials are constructed and edited using the Pages in the Edit Partial and Partial
Map Functions. Partials as a whole can be given a volume envelope (known as a Time
Variant Amplifier, or “TVA”), and an analog-style filter with an envelope (Time Variant
Filter, or “TVF"). In addition, a Low-Frequency Oscillator (“LFO”) can be applied to a
Partial to provide pitch, volume, or filter vibrato.

Like Samples, Partials are stored on disk. The Samples that make up a Partial are
known as its “subsidiary files”, and they are stored separately from the Partial itself.
This means that the space on the disk that the Partial takes up by itself is actually quite
small: it consists merely of a listing of the names of the subsidiary Samples, plus a
couple of dozen parameters.

The same Sample can be shared among a number of different Partials — for
example, a bass drum Sample might be used as part of a drum kit, or as a basis for an
explosion effect. If you change it in one Partial, the change takes effect in every Partial
in which the Sample is used. If you don’t want this to happen, then the changed
Sample should be copied and given a different name (which can be done in one
operation) before it is altered.

When a Partial is loaded into RAM, the amount of memory it takes up is dependent
on the size of the Samples that are associated with that Partial. If the Samples are
already in RAM (because the same Samples have been loaded in previously with a
different Partial}, then loading in the new Partial will take up no additional RAM. You
can also load a Partial without any of its Samples if you want to apply its Parameters to
Samples already in RAM.

Partials, like Samples, occupy numbered slots when they are in RAM or on a disk.
The maximum number of Partials in RAM is 255, and for any one disk, 4096. These
numbers may be lower, however, depending on the size of the Samples associated
with the Partials, and the amount of space on the disk and in RAM.

Unlike Samples, you can create a new Partial without naming it first, and you can
access it within RAM by its slot number. If you want to save it to disk, however, you
must name it first — you cannot save a Partial that just has a reference number.
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Patches

Partials are in turn combined into Patches. Patches are normally dealt with on the
Edit Patch pages {although they can also be edited from the Part Map page, which is
accessed from the Performance Play Function). Within a Patch, different Partials are
assigned to different portions of the MIDI note range. A Partial’s range within a Patch
can be anywhere from 1 to 88 notes wide, and the notes need not be contiguous.
(However, a particular note can have only one Partial assigned to it.) This feature,
known as Split, and set up on the Edit Patch Split page, allows “Multisampling”, a
highly useful sampling technique. Multisampling avoids the “Mickey Mouse” effect
that can occur when you play back a Sample at a pitch far removed from the pitch it
was originally recorded at.

Each Patch has a MIDI Program Change number, which means that when the
5-750 receives a Program Change command on the appropriate MID! channel, this
Patch becomes active.

Each Patch also contains a MIDI control matrix, which takes incoming MIDI data
like Pitchbend, Channel Pressure, and Continuous Controllers and assigns them to var-
ious musical parameters, such as pitch, volume, filter (TVF)} depth, and vibrato (LFO).

In addition, the Edit Patch pages have level, tuning, and output assignment settings
that can be used to augment or override the settings in the Partials.

The Partials and Samples in a Patch are “subsidiary files” of that Patch. Like a
Partial, a Paich is merely a brief list of parameters, and by itself takes up essentially no
room in RAM or on disk.

As with Samples, the same Partial can be shared among a number of different
Patches. To go back to the bass drum example, you might want to use it as a bass
drum in one Patch and tune it higher to use as a tom-tom in another Patch, if you alter
the Partial in one Patch, then it will be altered in every other Patch in which it appears.
Since saving a Partial by itself requires no extra memory, it is a good idea that every
time you alter a Partial which may appear somewhere else, you copy it and save it
with a new name.

The absolute maximum number of Patches that can be stored on any one disk is
1024, and the maximum number of Patches that can be in RAM at any time is 128.
These numbers may be lower, however, depending on the size of the Samples
associated with the Patches, and the amount of space on the disk and in RAM.

Patches can be created without names (just reference numbers), but they must be
named before they can be saved to disk.
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Performances

Performances are groups of Patches. A Performance is what you will have loaded
into RAM miost of the time when you are actually playing a piece of music with the
5-750, whether it’s live from a MID! controller, or from a sequencer. A Performance is
what allows the 5-750 to be a fully multitimbral sound generator, that is, one that can
play different sounds on different MIDI channels.

Performances have their own Mode and Menu. Selecting Performance from the
Mode menu or pressing the PERFORM button on the front panel opens the Perform
Menu. Performances are edited using two different Functions in the Perform menu,
Play and Edit Performance. {Note that you can edit a Patch or other subsidiary file
from within Performance mode — see Chapter 8},

Up to 32 Patches can be combined in a Performance. Each Patch is assigned a
MIDI channel, so that the S-750 can respond to different MIDI channels with different
sounds. Patches can also be layered by assigning two or more to the same MIDI
channel. In addition, each Patch is given a keyboard range, which provides yet
another opportunity for setting up multisampling splits, with the added feature that
crossfades between Patches based on their keyboard position can be set up. Volume,
output assignments, and pan positions can be assigned here as well to augment or
override the settings in the Patches and Partials.

Like Patches and Partials, Performances themselves take up little room in RAM or
on disk, but since they usually have quite a few subsidiary Samples associated with
them, if you are loading a new Performance into RAM, it can take a little while. Also,
changing a Patch in one Performance will change it in any other Performance in which
it is used, so when making an alteration to a Patch that has multiple uses, it is a good
idea to copy it and change its name.

The absolute maximum number of Performances that can be stored on any one
disk is 512, and the maximum number of Performances that can be in RAM at any
time is 64. These numbers may be lower, however, depending on the size of the
Samples associated with the Performances, and the amount of space on the disk and in
RAM.

Performances can be created without names (just reference numbers), and they can
even be called up via MIDI Program Changes (see Chapter 8) that way, but they must
be named before they can be saved to disk.
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Volumes

Performances can be organized into Volumes. Volumes are very convenient:
selecting a Volume to load into memory means a farge number of Performances and
their many subsidiary files can be accessed with a single operation. They also provide
a good way to organize your data, and in fact the sounds provided on floppies with
your 5-750 are organized into Volumes,

Only one Volume can be in RAM at a time, Conversely, the entire contents of RAM
can be considered as a single Volume. When a Volume is loaded in, another volume
can be loaded in after it without clearing out the Internal memory, but now the
contents of the two Volumes are considered as a single Volume. The name of that
Volume will be the name of the most recently loaded Volume,

A Performance or other high-level file can draw its subsidiary files from different
Volumes. Volumes can also share files — the same file can be in more than one
Volume. Like Performances, Volumes can be called up by MIDI Program Changes, but
when you call a Volume that way, rather than switching sounds in RAM, it actually
loads it from disk. This can have serious consequences, which will be discussed in
Chapter 8.

Volumes are a bit of a special case — you won't see the word “Volume” on any
Mode menu or even in the Index. The first three characters of the name of every file on
the disk (from Samples to Volumes) make up the “Volume ID”. The Volume 1D helps
the system software keep track of files, and makes system functions more efficient. It is
an integral part of the name: two files with identical names but different Volume 1Ds
are considered to be different files. When loading, copying, or delting files, you can
choose to have only files with a particular Volume 1D visible on the screen. This can
make finding a particular file much easier.

The absolute maximum number of Volumes that can be stored on any one SCSI
disk is 128. This number may be lower, however, depending on the size of the
Samples associated with the Volumes, and the amount of space on the disk.
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Working With Disks

As we mentioned earlier, sound files in RAM wilt disappear when you turn the
5-750's power off. In addition, when you load in a new Volume {or any new file, if
you tell the unit to clear its Internal Memory), all of the files in RAM will be erased. To
store them permanently, they must go onto a disk. Unlike some computer sysicms, the
software does not automatically save RAM files for you, or give you a second or third
chance to save them — you must take that initiative yourself. The preferred place for
storage is a SCSI disk, so we'll talk about it first.

There are four ways to get to the Disk Function, which is how you move files from
RAM to disk and vice versa. One is through the Command (Com) menu, available from
all of the sound-editing Pages: open that menu and select Disk. This is the method you
will use most of the time. The second is from the System menu: choose System from
the Mode menu or press the front-panel SYSTEM button, and then select the item Disk
Tools. The third is through the Index: under System, select Disk. Finally, you can jump
there.

The Disk Function {no matter how you get to it} has five Pages: Load, Save, Copy,
Delete, and Ul

Loading

Click on Load at the bottom of the screen or press the F1 button to go to the Disk
Load page. (You can also Jump to it using JUMP and F5.] The center of the screen will
show a numbered directory of

the current files on the current mde e K s o
disk, at one particular Function Disk Load Exit
level — Samples, Partials, Target volume ID: All
Current Drive ID1:Formatted
Patches, Performances, or
. = LOAD i 1@tiles -
Volumes — as well as their total 1:75@:Sterec Piano 22.2
S 2:75@:Piano & Harp 37.2 /)
lengths, in seconds. (In some 372 Tutorial 12.5
cases, these lengths might not 4:1@3:Acoustic GTR 38.5
. . , 5 5:L04 :Bagses 71.6
seem quite right — don’t worry, 61185 Volces 22.2
we'll get to that.) 7:L@6:Mallets 19.6
8:L@7 :Drum Kits 46.6
9:1.97 : TR-8@8 kit 13.4
Just above the |ength 10:L@7 :Percussgion 198.9
R . 11:
numbers will be a number in
. . i Internal Free 0.58ec
YﬁHOVVSh(“N’ng how many of o Current Drive Free 19.0sec

this type of file are on the disk: B e ————————————————
for example, “308 files”. ;. #%eed . save . Copy . Delete

o)
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Move the mouse or the cursor buttons o select the file you want to load. There is
room for only 11 file names to appear on the screen at a time, so if there are more files
that you want to look at, use the Scroll Arrows at the right side of the screen. As in the
Select window, the upper arrows scrall by one, and the lower by 10.

Changing the Function Level (Target)

The directory shows one Function level at a time. Changing the level is
accomplished by selecting the “Target” parameter at the top of the page, and using the
mouse buttons, § buttons, or VALUE wheel to choose the Function level you want to see
— use the teft mouse button to go higher (up towards Volume) and the right one to go
lower (down towards Sample). You can go beyond Sample as well to special “PRM”
targets — we'll got to these shortly.

Changing the disk ‘| prive select Exit
. g‘ Current Drive :
The “Current Drive” parameter ID1:Formatted
shows_ you which disk the 5-750 will pevice List

Joad files from. i you want to load : Ibg = ID@:- No Drive
from a different disk, either a floppy ' W IDl = IDl:Formatted

i . ID2 = ID2:- No Drive

or a SCSI device, you will have to D3 = ID3:- No Drive

change this parameter. Although it : ID4 = ID4:- No Drive
. . i IDS = ID5:- No Drive

does not have a Select icon, clicking IDE - IDE:— No Drive

o

anywhere on this parameter opens up ID7 = ID7: $-750 Self
a special Select window, calied '

“Drive Select”.

Floppy Disk Scan

In this window, click on the blue

D number (on the left side of the ="

sign) of the drive you want to load from, or on the words “Floppy Disk” at the bottom
of the window. Don't click on the name in white: if you do, you will be asked to re-
name the drive, which is a nice thing to be able to do, but not right now. The window
will close, and you'll be back an the Disk Load page. If you change your mind and
don't want to switch drives, click on Exit. Using {loppy and multiple disks is covered in
more detail later in the chapter, and also in Chapter 10.
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Changing the Volume 1D Volume ID Select T Exit

Lol BS BTS
The “ID” paramcter in the upper-right

. ) X L@5 FX SFX L@3
corner is set to “AlY”. This means that files

in all Volumes will be displayed on the Lo2 HIT SYN L4
screen. If you want to limit the display to STR VOX HRP LO6
only those files belonging to a particular
Y BING 10 4 pe ) PRC ETH L&7
volume, you can click on this Parameter
and the Volume 1D Select window opens. DR BRS L28
You can then choose a particular Volume Kiz¥ WND L29
; f Volumes) to display, or selec
(or group o olume ) to display, ct TR ML 110
All. More on this in Chapter 8.
| a1 | | make New

Loading into RAM

When you have setected the file you want to load into RAM, click the left mouse
button or press S1. if there are already sounds loaded into the 5-750's memory, a
window will appear asking you if you want to
clear all of them out of RAM before you load
in this new file. If you want to start from
scratch, click on the Yes switch. Remember if [ 197:Drums & Perc |
you do this, any sounds not saved to disk — Clear Internal Memory

newly recorded Samples, edited Partials or Before Loading ?

Yes/ No/ Cancel ?

Patches — will be lost forever. If you want 1o
hold on to what's already in RAM and just
add this new file to it, click No. If you don’t
want to do anything, click Cancel,

|Yes l | No | Iéancel I

As the file loads, the words “Now Working” appear at the bottom of the screen,
and some white arrows will also appear, rolling and tumbling, white the disk is read.
These arrows will become very familiar as you work with the $-750. They don't
actually mean very much, but are provided to show that, in case you were worried by
the apparent pause in activity, yes, the

machine is working. Now working VY4V @

If you are loading in a Volume, Performance, Patch, or Partial, all of the Samples
and other subsidiary files associated with the file will be loaded in as well. The screen
will display the name of every file as it loads. (Here's where the dancing arrows mean
something: how many there are indicates how many levels of files are being dealt
with.) The files are loaded in ascending order: all the Samples first, then the Partials,
Patches, and Performances. Since the Samples are the only ones with any real fength,
they 1ake the longest.
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However, if the Target is Partial PRM, Patch PRM, or Performance PRM, then the
subsidiary Samples are not loaded. This is to allow you to use existing higher-level files
as templates for working with different Samples. For example, if you wanted to use an
existing drum map (a set of keyboard split assignments in a Patch) with a completely
different set of Samples than it was designed for, you could load the Samples first, then
the Patch without the Samples. This way you don‘t have to redesign the Patch from
scratch.

If a file to be loaded has the same Yes/ No/ Cancel ?
name as a file already in RAM, a window
will appear asking you if you wish to
replace the file in RAM. (If you're loading

[ I&7:Drums & Perc ]
Same Name Found !

Volume: 1
a high-level file, there may be several Performance : 3
subsidiary files that need to be replaced.) Patch: 4
Click “Yes” and the RAM files are Partial: 3p
replaced with those from the disk. Click Sample: 3@
“No” and those files will not be replaced, Overwrite?
but any other files that are not already in Yes No Cancel

RAM will load. Click “Cancel” and the
Load operation is cancelled.

You can eliminate this step, and have the Load take place automaticatly without
checking whether any RAM files that will be replaced, by turning on the Overwrite
switch, which is on the SCSI Config page (from the System menu, select SCSI). We'll
talk more about this in Chapter 9.

How Much Room?

At the bottom of the screen is a line of text fabelled “Internal Free”. This shows
how much RAM is available for Samples, in seconds. As one or more Samples get
loaded in, this number will go down. (Although if a Sample has been loaded
previously, this number probably will not change, because the new Sample is
replacing an oid Sample of the same length.) Since the directory shows the size in
seconds of each file on the list, it makes it easy to determine beforehand whether there
is room in RAM to accommodate it.
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A Note About Lengths of Time

When any time length — whether it refers to a file, or to the space remaining in
RAM or on disk — is shown on the screen, the number may not correspond to the
actual length in real time of the file or the memory. This is because time lengths are
generally calculated as if the file or space were being processed at a sampling rate of
44.1 kHz — even though the S-750 is capable of operation at several different
sampling rates. The reason for this is so the display can be consistent: otherwise you
might find yourself in a situation where there are 2.5 seconds free in RAM at one
sample rate, and you have a Sample on disk 2.3 seconds long but it won't fit into RAM
because it was recorded at a faster sample rate. By having all timings referenced o the
same sample rate, this kind of confusion is avoided.

Therefore, if the Samples in a file were recorded at 48 kHz, the number shown for
their total length wilt be greater than their actual length. If they were recorded at 22.05
or 24 kHz, the number shown wili be less than the length. Here’s an example: if a
Sample on disk is 24.2 seconds long and was recorded at 22.05 kHz, its length
according to the 5-750 will be 12.1 seconds. If you intend to foad that Sample and the
“Internal Free” display says “13”, you've got plenty of room o spare.

There are twa exceptions to this: when you are recording a new Sample on the
Smpling page, or when you are Resampling. These are discussed further in Chapters 6
and 7.

Filling RAM Up

When the RAM gets close to full, the loading operation may take longer, because
the unit has to re-shuffle memory to accommodate new files. If you run out of RAM in
the middle of a loading operation, you will get an error message: “Wave Memory
Full”. No more Samples will be loaded, but the other files (if there are any) will be.
You can always load files from a “PRM” target, because those files take up no memory.
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Saving
. . . . . M -
Saving files in RAM to disk is cions s e e SNSRI Aol
done on the second Disk page, i | Disk Save e Exit
i Target Volume ID:THRU

Disk Save. (You can Jump to this

Current Drive IDl:Formatted
page — it's the fifth page in the — T 1files —
1:TU2:Tutorial 12.2

second set.) Select a Target, and all
fites of that type currently in RAM
will appear in the directory
window. If you have more than a
screen’s full, use the Up/Down

boxes to scroll.

Internal Free 18. 3sec
Current Drive Free 19.@8ac

Y

You can change which drive to
save to by clicking on the Current
Drive parameter, and selecting the
new drive in the Drive Select
window.

Next to the file name is the size of the file in seconds, which takes intc account all
of the Samples associated with the file. (As with loading, if you save any high-level file,
all of its subsidiary files are saved along with it.) This number should be compared
with the “Current Drive Free” display at the bottom of the screen, which shows the
Sample memory available on the disk. If the file size is bigger than the amount of {ree
space on the disk, you may have trouble saving it.

Checking Disk Space

We say you may have trouble, because these numbcers do not take into
consideration Samples that you are saving that are already on the disk. Therefore, if
you are saving high-level files that contain nothing but unaltered Samples which were
previously loaded in from the current disk {and not altered in any way at the Sample
level), you will be able to save them even if there is no room at alt available on the
disk, because the Samples will simply replace other Samples on the disk of the same
length.

For example, if you load in a Volume that contains 47.8 seconds worth of Samples,
tweak a few filter and keyboard-split parameters, and then try to save it to a disk that
has only 5.5 seconds of free memory, you will have no problem, because you haven't
added any new Samples to the file.
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if, however, given the same circumstances, you do a destructive edit like a
Truncate on a Sample which is 7.2 seconds long, and you give the new version a
name, then when vou go to save the Volume, you won't be able to do it. The system
will start saving Samples, but when it encounters the new Sample it will give you a red
Error! message, and not save it on the disk. The rest of the Volume, however, will save
correctly. {(We'll deal with all this more in Chapter 9.}

As with loading Samples, if you Save Samples to a disk which already contains
Samples of the same name, you will be asked if you want to replace the disk’s Samples
with those from RAM. If you click No, then the Samples in question will be skipped
over, but any other files not already on disk will be saved. Clicking Cancel cancels the
save completely. If the Overwrite switch is on, this warning will not appear and the
Save will go on regardless.

Remember that even if you are doing a non-destructive edit on a Partial or Patch,
and that Partial or Patch is used in more than one higher-level file, the new version of
the Partial or Patch will show up everywhere the old version did. So if you are making
changes that might affect other files, save the changes with a new name (see the end of
this chapter for information about naming files).

The ID parameter in the upper-right cormner determines if files will be saved with
their original names, or new versions of them will be created with a new Volume ID.
Leaving it on Thru preserves the original names, and also means they won't take up
any extra space. More on using this parameter in Chapter 8.

To leave the Save Page and get back to the Menu or Page you started from, click on
the Exit switch or press the EXIT

button. Mode  Tndex Mark . S-75B/B1

Delet bisk Delete Exit
elete Target Volume ID: All
Current Drive IDl:Formatted
The Disk Delete page lets you Norm lofiles ,
. . 1:75@:5tereo Piano 22.0
erase tiles from the disk, thereby 2:75@:Piano & Harp 17.2
, : 3:TU2:Tutorial 12.2
making room for other files. Delete 41183 . Acoust ic GTR 385
is permanent — once it's gone, it's 5:104:Basses 71.6
6:L@5:Voices 22.2
gone — 50 make sure that you can 7:L86:Malletn 19.6
. : I B:L@7 :Drum Rite 46.6
a -
fforc‘i to lose the files you're o 9107 TR-8028 kit 134
deleting forever, or else make = 10:107:Percussion 108.9 @
. Tin 11:
backups using the Copy page
. ) Internal Free @.5sec
(discussed next). 1 current prive Free 19.08ec

‘Load  Save ;. Copy  Baleks = Dtil



Structure » 63

Any time you delete a high-level file, the system will tell you, in the Delete
window, how many subsidiary files of each type are being deteted with it, and will
give you nne last chance {using Yes and No switches) to change your mind.

You can change which drive you are working on by clicking on the Current Drive
parameter, and selecting the new drive in the Drive Select window.

Deleting shared files ' Yes/Bo ? Norm
: T . . - . [ Le7: Drums & Perc ]
If any subsidiary files in the file you're deleting belete, as Follows
are being used by anather file on the same disk (for volume: 2
Performance: 1
example, you have two brass-ensemble Patches Patch: 2
H - 4 Partial: 17
built out of the same trumpet and horn Partials and Sample: 17
Samples), whether those files’ subsidiary files are Are You Sure?

deleted will depend on the setting of the “Fast

Delete Mode” switch. This setting is shown at the
top of the file-list window: either “Fast” or “Norm”.
It is set on the SCSI Config page.

Normally, you will want this switch Off (Normal mode). In this mode, the system
checks to see if the high-level file you're deleting contains any subsidiary files that are
also being used by another high-level file. If there are, then it leaves those subsidiary
files alone. When the switch is On (Fast mode), this checking is not done, and all
subsidiary files are deleted, whether or not they are needed elsewherc.

The advantage of setting the switch On is that the Delete function can be
accomplished faster — sometimes much faster. The disadvantage is that there's no
protection to keep you from inadvertently losing an important Sample when all you're
trying to do is clean up your disk.

Keep in mind when deleting a high-level! file that it's not the deleting of the file
itself that frees up memory, it’s the deleting of all of its subsidiary Samples. Theretore,
deleting a file whose subsicliary Samples are all in use by other files may make your
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Copy

file list one item shorter, but it won't give you any more disk space.

The Copy feature lets you do file
backups from one SCSI drive to
another in one step -~ you don't
have to load in a file from one disk
and then save it to another. (It does
not work, however, with floppy
disks. We'll explain how to get files
to and from floppies in moment.}

Go to the Disk Copy page, and
click on the Current Drive
parameter 1o open the Drive Select
window, and choose the disk drive
you want to copy the file from. Now
click on the Destin Drive parameter,

and choose the drive you want to copy to. (You can set the two parameters to the same

Mode Index  Mark S-758/81
| pisk copy I Exit
G Target Volume TID: ALl

Current Drive ID1:Formatted
pastin Drive ID4:¥0-7/sidel
1@files -
1:75@:5tereo Pianc 22.e
2:75@:Piano & Harp 37.2 ‘/‘
3:7TU2:Tutorial 12.2
4:1.@3: Acoustic GTR 38.5
5:L@4 :Rasses 71.6
6:1L@5;:Voices 22.2
7:LP6:Mallets 1.6
8:L@7:Drum Kits 46.6
§:L@7:TR-B08 kit 13.4
10:L@7: Percussion 108.9 N
11:
Current Drive Free 19.38ec
Destin Drive Free 265.0sec

Load

U Delete ¥

oril

disk if you're feeling particularly perverse, but you won't accomplish anything.) Then
select the Target and file in the usual way. Make sure there’s sufficient space on the
Destination Drive {check the Destin Drive Free value at the bottom of the screen) to
accept the new file. When you're done, hit the Exit switch.

The Copy function has an additional Target level: “All”. This is used when you
want to copy the entire contents of one SCSI device to another at one time. If there is a
lot of data involved, the operation may take a while, but you don’t have to baby-sit it,
as you would if you were copying all of the volumes or other files individualty,

Select All as the Target — it's before “Volume”. The filenames will disappear from
the window and are replaced with the single line “Copy All Exccute”. Select that fine
and click, and the copying will commence.
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Using floppies

Floppy disks are a convenient way to store files “off-line”. You can Save to them or
Load from them just the way you do with a SCSI disk. Their advantages are that they
are cheap, easy to transport, universally compatible, and readily available. Their
disadvantages are that they are relatively very slow and do not hold a large amount of
data. One 10-second 48-kHz Sample, for example, will require two 800k floppies to
store.

To access a floppy disk in the drive from one of the Disk pages, click on the
Current Drive parameter at the top of the Load or Save page, and when the Drive
Select window opens, select [Floppy Disk] at the bottom.

Disk types and Formatting

The S-750 can use both standard double-sided/double-density {(800k) and high-
density (1.44M) 3-1/2" diskettes, just like those you would buy for many personal
computers. As with all devices that use floppies, new disks must be formatted before
using. However, you can Save a file to a floppy without pre-formatting it — the
formatting operation is handled

automatically. Mode Index mark . §-758/01
On the other hand, if you are o : g
planning to use many floppies in Current Drive { Floppy Disk ]
an operation (to store either one
large file or several small ones), HD/MO Format HD/MO File Sort
you can save time by formatting FD Format HD/MO File Rename
the disks ahead of time. This is
HD/MO ParkHeads HD/MO Volume PG#

handled on the Disk Util page,
the fifth Page of the Disk HD/MO Restart Save System
Function. Go to that page by
clicking on Util at the bottom of
the screen, or pressing F5. (We'll
deal with the other functions on S——— : :
this page in Chapter 9.) Load @ Save o Copy

Now Formatting

Insert the disk you want to format into the drive, making sure it is not write-
protected: the write-protect tab should be snapped towards the center of the disk. Click
on FD Format (you don't need to worry about what the Current Drive is set to).
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Note: Be careful not to click on HD/MO Format, or you will format the Hard Disk!
You do not want to do this!

The $-750 knows what kind of disk is in the drive, and formats it accordingly.
Remember that formatting a disk erases everything on it. If the disk was previously
formatted for the 5-750 and contains either any Sample files or an operating system,
the software will tell you so (“Sound Data Disk!” or “This is a System Disk!”), and ask
you again whether you want to format it .

If you have a disk in the drive you don’t want to format, you can push the eject
button on the right side of the drive Lo get it out of there, and replace it with another
disk. If you get confused or for some reason want to forget the whole thing, click on
Exit.

One File per Disk...

You can only save ene file on a floppy disk. If you try to save another file, the first
one will be erased (the software will warn you before this happens). However, the file
that you save can be at any level, so you can, for example, store a Performance
containing many Patches, Partials, and Samples on a floppy. You can then load in any
of the subsidiary files to RAM just as you would from a SCSI disk. You just can’t save
any of the subsidiary files individually to the floppy, without wiping out everything
else.

A floppy disk can be either a System disk or a sound data disk, but not both. If you
have previousty used a disk to Save System (see Chapter 9), and you Save a sound file
on it, the System will be erased. Similarly, if you Save System on a disk that has sound
data on it, the sound files will be erased.

...But Several Disks per File

Very often, as we mentioned above, a file will need more than one floppy to hold
it. An 800k disk will hold about 6.6 seconds of Samples at the 44.1 kiHz Sampling
Frequency, while a 1.44M disk wilt hold just about 14.6 seconds. If the file you're
saving is bigger than that, the S-750 automatically splits it up among as many disks as
it needs. When the first disk is full, it asks you to insert another one. It automatically
formats this disk {and warns you if there’s already something on it), and then continues
to save the file. It will keep asking for more disks until its hunger is satiated.

As you use a disk, put a label on it and number it! Don't put the disks away just yet
— when the procedure is done, the 5-750 will ask for all of them again, for just a
moment, so that it can do its own numbering.
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Keep track of alt of these disks; if you lose or damage just one, you will not be able
to load the file back in. Remember that none of the disks you've just saved can have
anything else written to it, or the contents will be lost, which will likely make the other
disks containing the rest of the file useless.

If vou need to cancel a multiple-disk operation in the middle, you can do so. On a
Save, if you run out of blank disks halfway through the operation, when the screen tells
you to insert another disk and asks if you want to continue, click on Ne and the whole
thing will be cancelled. If you click Yes and only then discover you have no more
blanks, click the right mouse button and you will be given another chance to exit
gracefully. If you cancel a multiple-disk save, some of the files may get saved to disk
anyway,

On a Load, if you can't find a disk in a set, or just change your mind, click either
mouse button when the screen asks for the next disk, and the operation will be
cancelled. Files that have already loaded in when you cancel will be in RAM.

Restrictions and Warnings

You cannot use the Copy featurc with floppy disks. if you want to move a file from
a SCSI disk to a floppy or vice versa, you must first Load it into RAM and then Save it
to the appropriate disk. You also cannot use the Delete feature with fioppies. Since
you can only store one file at a time on a disk anyway, there’s no reason to delete
anything — just format it or write over it.

Note: Once you have a SCSI disk set up as the startup drive, do not boot the
S-750 with a floppy disk in the drive. This will cause the unit to ignore the operating
system software on the SCSI disk, and it may not run properly, or at all. There is one
exception to this rule, and that is when you are updating the system software. This is
discussed in Chapter 11,

Never remove a floppy disk while the drive is running (the yellow LED on the drive
is lit steadily). This could damage both the disk and the drive. However, don't be afraid
to insert a disk when the yellow LED is flashing, which will happen fairly often,

Using multiple SCSI disks

The S-750 will work with multiple disks that use the Smalf Computer System
Interface (“SCSI”) protocol, including fixed hard disks, SyQuest removable hard disks,
CD-ROM players, and Magneto-Optical Read/Write disks like the Roland MO-7. Up to
seven external SCSI devices can be supported on line at a time -— the limit for a SCSI
line is eight devices, but the 5-750 itself counts as one of those.
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If you have changed {or with a magneto-optical drive, flipped over) a disk in a SCS!
drive any time after booting up, the 5-750 will not recognize the new disk, and when
you open the Drive Select window, its name will not appear on the list of available
crives. If this happens, click on the “Scan” box in the lower-right corner of the
window. The software will scan everything on the SCS! “network”, and will update its
list to show any changes.

The S-750 will load sounds from floppy disks or CD-ROM disk libraries created for
the Roland S-550, 5-330, and W-30. This is a special operation called “Convert Load”,
which is described in Chapter 9.

WARNING! Setting up mulftiple SCSI devices to work with the 5-750 is a
procedure that must be followed carefully. It is discussed in detail in Chapter 10.
Please read that chapter before attempting to use more than one SCSI devices.

Naming Files

Every file at every level in the 5-750 has a name. Names are given to files only

when they are in RAM, and those names stick with the files when they go to and from
disk.

Every name has two parts: the Volume D, mentioned earlier in this chapter, and
the filename. The Volume tD is the first three characters preceding the colon, while the
filename is everything after the colon, and can be up to 12 characters. The last two or
three characters are sometimes used for special suffixes: “~L” and “~R” for the two
halves of a stereo sample; “=N” for a Sample that's just been copied; and "AA”, “AB”,
etc. for a higher-level file that's been copied.

Filenames must be unique within a given Volume ID and a given level. For
example, you cannot have two Samples named “DRM:LoTom1”. You can, however,
use the same name at different levels, so you could, for example, have a Sample
named “DRM:LoTom1” and a Partial named “DRM:LoTom1”, and a Patch and even a
Performance, hoth named “DRM:LoTom1”. In fact, the S-750 sometimes creates this
kind of situation automatically (see Chapters 4 and 5).

You could also have one Sample named "DRM:LoTom1” and another named
"PRC:LoTom1” — since the Volume 1Ds are different, there is no conflict.
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The ASCH Keyboard Window

| ASCIY Keyboard Exit

Names are given to files from within | re1:rianc 1_ [0.W! [DEL] _
their respective Edit Pages. Click on the 11234567890 -~\ [esi |
: : . ] awertyuioptel(
Name switch, and a window labelied | asdfohikils:] FCR]
ASCIl Keyboard opens. Here is whereyou | zxevbam, ./ _

[Space] ¢ 9
construct the name, S S ——

The top line of the ASCH} Keyboard window shows the name, with Volume ID,
colon, and filename. If you are renaming a file that already has a name, that name will
be displayed. i you are constructing a new file, the line wilt contain the last name that
happened to be displayed in this window — this makes it easy to name, for example, a
new Partial with the same name you just used for a new Patch (and since the files are
at different Function levels, there is no contlict). If this is the first time you have entered
the window since powering up, it will be blank, except for the colon.

A red "underline” cursor appears on the name line. The position of this cursor
shows where you are about to insert a character. Move the cursor back and forth by
clicking (with the left mouse button) on the left and right arrows in the lower-right
corner of the window. For now, let's stay to the right of the colon.

When the underline cursor is in position, move the mouse {(or front-panel cursor
keys) into the “gwerty” typewriter-keyboard area below it. Put the mouse on the letter,
number, or punctuation mark (or [Space]) you want to insert at the underlined
position, and click the left button (or press §1). The character will be inserted and the
cursor will move one space to the right.

The first time you use this window in a session, it will be in “Overwrite” mode —
“FO.W]” will appear to the right of the name. This means that any character you insert
on the name line will replace the character previously in that space. If you click on
[O.W], it changes to “[INS]”, for “Insert” mode. Now any character you insert will
move all characters after it one space to the right. Characters that get pushed off the
right edge are lost.

You can also enter or change a character directly on the name line by moving the
mouse cursor {not the underline cursor) to the position where you want the character
to go so that it turns yellow. Use the left and right mouse buttons or VALUE wheel to
scroll through the available character set until you reach the character you want, and
then simpty move the mouse cursor away.
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And there’s one more way to get a character into a position, if you are using an
RC-100. Select the position with the mouse, as in the last paragraph, and then press
one of the numeric keys on the RC-100. You will notice on the RC-100 control panel
there are small letters in red next to each numeric key. These are the letters the key will
produce. The first time you press, say, the “2” key, the character produced will be *2".
Press it again, however, and the character changes to “D”. Press it again and it
becomes “E”, and another press makes it “F” (only upper-case letters are produced this
way). One more press and it goes back to “27, and the cycle starts over again. The

ENTER key doubles as a Space bar.

To remove a character, click on “[DEL]” (Delete) or “[BS]” (Backspace} with the
mouse. Delete eliminates the character above the cursor, while Backspace takes out
the character one position to the left of the cursor. All characters to the right of the
cursor are moved one position to the left.

The Character Set

The character set available to you includes a full set of upper-case letters (as we
just saw with the RC-100) and alternative punctuation. You can get to these by first
pressing and holding the right mouse button, before selecting a character with the left
button. When you press the right button, the "qwerty” area changes to show the upper-
case characters. Keep holding the right button while you select the character you want
and click the left button. (Here the 52 front-panel button does not duplicate the right
mouse button. §1 can be used for inserting characters, but $2 will not work as a Shiit
key.)

Name Suffixes and Velume 1Ds

The Suffixes at the end of the filenames are important, and should be left alone for
now. For two Samples to be recognized as a single Stereo Sample, for example, they
must have identical names except for the “~L” and “~R” suffixes. Changing or
eliminating either of the suffixes will make it impossible for the software 1o work
properly with the Samples. The “-=N" suffix appears after a Sample is copied, to
differentiate it from the original version. When other files are copied, they get a two-
fetter suffix: “AA”, "AB”, etc. Any of these copies can be saved to disk, with or without
re-naming.

The Volume 1D portion of the name should be left alone. You will only want to
change the Volume 1D of an individual file in very rare cases — normally, you will set
the Volume 1D for a large group of files at once. More on this in Chapter 8.
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Executing the Name

When you are done naming the file, click on [CR) (Carriage Return). If you have
given the file a name which is already in use by a file at the same level in RAM, you
will get a “Please Rename” window, asking you to try o g
another name. If all is well, the ASCH Keyboard
window will close, and the new name will be applied
to the file currently on the screen. (If it had an “-N"
suffix, that suffix will be dropped.} You can now save it

to disk under that name if you like.

H you do not want to keep the name you've

O.K. ?

Same Name Foundl

Please Rename.

created, click on Exit {or press the EXIT button) and the
ASCII Keyboard window will close without changing anything.

Naming Disks and Files on Disks

Although names are applied to new files in RAM, you can also change the name of
an existing file after it has been saved to disk. This is done with the HD/MO File
Rename Function, which is on the Disk Utility page. The procedure is essentially the
same as naming a file in RAM, and is described in Chapter 9.

You can also name the disk itself. From any Disk page, open the Drive Select
window by clicking on the Current Drive parameter. You can now select and change
any of the names of the devices on the SCSI list, even inactive ones. Click on the name
of the disk, and the ASCIl window opens up. You can name it whatever you like.

You cannot change the first part of the name, before the colon, because it is the
SCSID number. (Disk SCSI 1D numbers are changed on the disk itself, while the
5-750's SCSHID is changed on a special page — see Chapter 10.) You also cannot
name a floppy disk — anything you put in the floppy drive will always be known as
“Floppy Disk”. And as much as you might like to, you cannot change the name of
"5-750 Self”. {It's colored purple to show you it’s unchangeable.) This would create a
very serious identity crisis.
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Chapter 4: el

!P ﬁ @ !h g Pert | Performance | Pert
a @ Loerormance |

, o .--.& Patch | [Patch | 'Patch
As you've already learned, the organization of e el

the S-750 is complex, and the more you get into it, : .
the more complex (and more interesting) it gets. To I )
guide you through this in as smooth a fashion as
possible, we're going to start working with the unit’s
system software in the middle of the organizational
table, and work our way downwards, then we'll go
back up to the top. As you go through the manual,
you will see how this approach makes sense.

P

‘Partial . |Partial | Partial
Partial ; {Partial

; .
. .
. .

o

Sample |Sample | Sample

At the top of the Sound menu is Edit Patch. Patches incorporate Partials, which in
turn incorporate Samples. Patches are complete, performable instruments. They have
envelopes, they cover the entire keyboard range (if you want them to), they have
output assignments, and they can have several MID! controtlers assigned to various
parameters for real-time performance conteol.

When editing a Patch, it can be played from a MID! keyboard. In most cases the
5-750 will be in Omni modc, so the MIDI keyboard can be set to transmit on any
channel.

There are several ways to get to one of the Edit Patch Function’s three Pages:

 apen the Sound menu and select Edit Patch,

» select Patch from the Index, and Patch Common from the subtopic window,

» select any of the other possible opics in the Index that apply to the Patch pages,
which are numerous, and then selecting the appropriate subtopic (for example,
Panning tn...Patch Commaon) from the menu that appears,

* use a jumyp page that has been previously programmed (Page 2 in jump Set 1 is Edit
Patch Split as the unit comes from the factory)

« go through any of the Performance pages. You move from a Performance page by
opening the Com menu, and then selecting Edit Patch. When you call up a Patch
page from a Performance page, the Patch page behaves a little difierentty, which we
will explain at the end of this chapter and also in Chapter 8.

Inall cases, when you Exit a Patch page, you will go back to the page or window
you came from: vither the Sound menu or the Performance page.
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Looking at a Patch — Basic Parameters

Let’s start by loading in a new set of Patches to play with. Select Edit Patch from
the Sound menu. Make sure you're looking at the Edit Patch Common page. If you're
not, click on Common at the bottom of the screen or press F1 on the front panel.

Now Open the Com menu Mode ~Index Mark ... 57se/el
and select Disk. Make surethe | | Edit Patch common Com Exit
Disk Load page is showing, and 7’| Draten TU2:Tut Voices Name
set the Target parameter to ©.| Select/MIDI in  CGmni On{**)

. Program Number 5

Volume, and the Current Drive Output Assign OfF

to your SCSH disk. Click on zit"h L;‘I’;lL . 12;

. . i ereo eve

TU2:Tutorial {you did save it to Panning R1Z

; - ? Patch Priority Off

your SCSI dI.Sk, right?). If the Cutoff OFfant p

screen asks if you want to delete Vel-Sens Offset 8

) oct Shift @

all Internal Sound Data, click on Coaxse Tuning i

Yes. When the Volume is done Fim; Tuning o

. . . Analog Feel @

loading, click on Exit, and you

will be back on the Edit Patch Used  1.6/Remaining 3.5

Common page.

. Geowmem o Split cerl i

Selecting the Patch

At the top of the Page, you can select the Patch you want to work on — the
“Current Patch” — from any Patch in RAM. Highlight the name of the Patch on the first
line of the screen with the mouse or cursor keys, and then move through the list of
available Patches with the left and right mouse buttons, 51 and $2 front-panel buttons,
or the VALUE wheel. There are 6 Patches available in the Volume you've just loaded.

Besides a name, every Patch also has a number, denoting its “slot”, or position on
the list of Patches in RAM. Generally, you don't see the number {(because it doesn'’t
normally appear in the name) unless the slot is empty. If you know that number,
however, and you have an RC-100, you can enter the number on the numeric keypad
of the RC-100, and then press ENTER. The Patch you've designated will appear. For
example, press 5, and ENTER. The Patch changes to TU2:Tut Voices. Press 1 and 5 and
ENTER, and the display will show an empty slot, with the number 15.

There’s another way to select a Patch. The word “Patch” has a Select Icon next to
it, s0 you can click on it and open a Select window. Here you can view all the Patches
currently in RAM and choose one as the current Patch — just click on the Patch’s
name. You can also sort them alphabetically, or set up a blank Patch from which you
can construct a new Patch from scratch.
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Back on the Common page, below the name of the Patch is the “Select/MIDI in”
setting. This determines which MIDI channel the 5-750 will respond to while you are
editing the Patch. For now, it should be set to “Omni On” — if it isn't, select it and
hold down the right mouse button until it is. More about this Parameter at the end of
this chapter.

Next to the Patch name is a “Name” box. Clicking on this opens the ASCHI
Keyboard window in which you can rename the current patch, as discussed in the
previous chapter. Remember a new name is not permanent until the Patch is saved to

disk.
MIDI Program Number

If it's not currently showing, go to Patch 5, TU2:Tut Voices. The first parameter
below the name is Program Number. This determines which incoming MIDI Program
Change command number, 1 through 128, will call up this Patch when you use it in a
Performance. The Program Change numbers for this and the other Patches in the
Perfaormance are the same as the Patch’s own slot number, and in fact the slot number
is the default Program Change number when you create a new Patch. However, you
can change this Parameter to anything you like, and the new number becomes part of
the Patch when you save it.

Although obviously it is to be avoided, it is possible to assign the same Program
Number to more than one Patch. What happens when this is the case we'll also deal
with in Chapter 8. Be aware as well that Program Changes are used to call up entirely
new Performances and even Volumes, as well as Patches, and if there is a conflict — if
both a Performance and a Patch are assigned to the same Program Change on the
same MIDI channel — the Performance will take precedence, and the Patch will not
change. The 5-750 has a special “Control Channel” to handie Performance and
Volume changing, and it is usually best to avoid changing Patches on that channel.
More on this in {you guessed it) Chapter 8.

Outputs and Levels

Output Assign sends the sound of the Patch to one of the six (or eight if you are in
that mode) individual outputs on the $-750's back panel. If this parameter is Off, then
the Patch appears only at the stereo outputs. If it is P (the default setting for new
Patches), then the individual output assignment is determined by the Partials that make

up the Patch (see the next chapter). The current Patch has the individual outputs turned
Off.
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Patch Level sets an overall output level, from 0 to 127, for the Patch at all outputs,
stereo and individual.

Stereo MIX Level sets an output level (0-127) for the Patch only at the stereo
outputs without affecting the individual outputs. To set up this Patch so it appears only
at a numbered output, you would set Output Assign to the number of the output,
Patch Level to 127, and Stereo MIX Level to 0.

Patch
’ Level I

INDIVIDUAL CGUT s

Stereo
MIX Level

STEREO OUT s

Panning

Panning moves the sound of the Patch in the stereo field (it does not affect the
numbered outputs). The range is L32 (hard left), to 0 {center), to R32 (hard right). This
parameter influences, but does not replace, similar parameters in the Partials, which
we'll discuss in the next chapter, If a Partial has Pan characteristics of its own, then
setting this Parameter to L32, for example, will not cause all of the sound to emanate
from the left channel only; but it will “bias” the image so that the sound will never
emerge any further right in the stereo image than dead center.

Partial with

/ Stereo Tanning \

>ooa [y

L R L R

L
Panning 3 # P ing
= E SAAA SR SAAA S AA A,

|
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Here's an example. Select Patch 2, TU2:Tut Harp. Its Panning parameter is set to
R32. Play notes on the keyboard and listen carefully to how they place themselves in
the stereo field. Each note occurs at a different place between extreme right and center
(the placement is not pitch-related, it is random — we’ll see how this is done in the
next chapter). Change the Panning parameter to @. Notice how the sound now spreads
out so that different notes appear across the entire stereo field. Now change Panning to
L32, and hear that the sounds now occur between center and extreme lefl.

While you're playing with this Parameter, there are two things worth paying
attention to:

* First, changing the Parameter does not affect any notes currently sounding — it
affects the next note to sound after the change. This is true of most 5-750 Parameters,
although some will change the sound in “real time”.

* Second, the mouse and screen action of the display tends to slow down when one or
more notes are sounding. This is because the 5-750's central processor, which is
controlling both the sound and the visual display, is giving first priority to responding,
to incoming MIDI data and maintaining the sound quality.

Patch Priority

This Parameter, if turned On, will override the normal “voice-stealing” algorithm of
the 5-750. The 5-750 normally works on a last-note priority basis. It is not impossible,
especially when it is being used multitimbrally, to use up alt of the $-750's 24 voices,
especially if one or more of the voices are layered from multiple Samples. I at any
time all 24 voices are in use, and a new note is struck, the note that has been sounding
the longest will lose one or more voices to accommodate the new onels). However, if
that oldest-living note belongs to a Patch with Priority turned On, it will not give up
any voices, but will continue to sustain. The next-otdest-living note will be asked 1o
give up voices for the newcomer,

In normal practice, Paich Priority should be rurned on for sustained lead lines and
held bass notes (if it is needed), and off for background tracks and drums. Note that if
all Patches in a performance have Patch Priority turned on, the $-750 will operate on a
first-note priority basis, and any new notes that exceed the 24-voice limit will be
ignored.



Patches » 77
Offsets

Cutoff Offset is a bias control that acts on the TVF (Time Variant Filter) in all of the
Partials that make up the Patch (see next chapter). The range is -63 to +63. Positive
values will make the sound brighter by raising the filter's cutoff frequency, and
negative values will make it duller, by lowering the cutoff frequency. Play with this
Parameter in the current patch and see how the tone is affected.

Vel-Sens Offset is a bias control that acts on any parameters that are programmed
to respond to MIDI velocity, such as the TVF {for brightness) or the TVA (Time Variant
Amplifier, for volume), or an envelope’s speed. The range is 63 to +63. Positive -
values increase the effect of velocity, while negative values dampen it

Patch number 5, TU2:Tut Voices, can demonstrate how this Parameter is used. Vel-
Sens Offset is set to 0. Change it to -32. Tirst, play a note softly, and listen to the speed
of the sweep filter. Then play the note harder, and listen to the sweep speed up. Now
set the Parameter to 32: at low velocities the filter envelope is slow, but at high
velocities it becomes v-e-r-y §-1-/-0-0-0-w-w-w.

Tuning

Oct Shift changes the position of the Patch on the MIDI keyboard up or down one
or two octaves. Another way of looking at it is that it transposes the MID1 data going to
this particular Patch by an actave or two. It not only alters the pitch of ail of the
Partials (relative to MIDI note numbers), but it also moves the Splits up and down
(well get lo Splits in a moment). For example, if a particular Partial is assigned to the
octave C_3 to C_4, setting Oct Shift to 1 will move that Partial to the octave C_2 10
C_3.

Oct Shift is useful for adjusting the ranges of Patches within a Performance, and
makes it easy 10 set up two Patches to double at the octave, or conversely, to make a
unison out of two simultanecus-sounding Patches that are sounding an octave apart.
Different Patches in this Volume use different Oct Shift settings, and you can hear that
they play in different ranges.

Coarse Tuning adjusts the pitch of the entire Patch in semitone steps, up or down
over a range of 48 semitones (4 octaves). If a note is sounding when you change this
Parameter, the note’s pitch will change. Note that Samples have an upper imit beyond
which they cannot be transposed higher (normally two or three octaves above their
original pitch, depending on the sampling rate), so after a certain point, this Parameter
will not do anything,
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Unlike the Oct Shift
parameler, this Parameter does
not move the Splits. Using our
previous example, setting
Coarse Tuning to 1 would leave
the Partial in the original octave
C 31to C 4, but those notes
would sound a semitone
higher.

Fine Tuning adjusts the
pitch of the Patch in cents, or
hundredths of a semitone. The
range is £50 cents, or 1/4-tone
up or down. You can adjust this
Parameter and hear its effect
while a note is sounding {which
makes it a whole lot easier to
usel),

The Tuning Parameters have
many uses, including bringing
different musical sounds into
tune with cach other, and
creating harmony, doubiing, or
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chorusing effects. Sounds can be tuned at the Partial and Sample {evels as well.

Analog Feel is a pitch randomizer, which causes each occurrence of a note in the
Patch to play at a slightly different tuning. Used subtly, this can be very helpful in

making a performance sound more “live”. The range is 0 to 127, with the highest value
causing the pitch to vary up to a semitone above or below the nominal pitch. If a Patch
contains more than one Partial, the randomization operates independently on each
Partial, detuning them, so that flanging and chorussing effects can be created. Pitched
instruments, especially woodwinds and vacals, work best with small values.

Unpitched instruments, like drums, work well with larger values.

The Used number tells you how much memory (in seconds at 44.1 kHz} the
Samples in the current Patch occupy. The Remaining number tells you how much
memory is available after alf of the Samples in RAM are taken into account.
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Splits
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range of the S-750). A Patch can “Sample 1 TU2:032

contain just one Partial, or as many as
88. Splits cannot overlap (if you want
to overlap sounds on a keyboard, you
can do it with Patches at the
Performance level — see Chapter 8).
However, the same Partial can be
assigned to different, non-contiguous
regions of the keyboard. Not every
note on the keyboard must be part of a Split, and any notes that are not assigned to a
Split will make no sound.

Multisampling

Splits are used for several purposes. When you are trying to reproduce the sound of
a natural instrument that covers a wide range, one Sample of the instrument rarely will
be sufficient. A Sample that is transposed too far up or down from its source pitch often
will suffer from the “chipmunk” effect — the formal technical name for this is
“munchkinization” — in which it sounds like a tape recording of itself being played at
the wrong speed {which is essentially what is going on, although there’s no tape
involved).

The transposing distance you can get away with from a single Sample will vary
widely depending on the nature of the Sample: a grand piano, with its rich, out-of-tune
harmonics, will start to sound unnatural if you transpose it more than about a minor
third (three semitones); while a vocal “oooh” Sample can sometimes be transposed an
octave or even more before it sounds strange. Samples generally transpose downwards
better than they do upwards, and in some cases, with low-pitched Samples, you can
safely do very large downward transpositions. The S-750 will not let you transpose a
Sample up more than two (or three if it was sampled at a low rate) octaves. (H you
really need to do so, however, you can transpose as much as you want with the Rate
Convert or Resampling functions -— see Chapter 7.)
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Therefore, a technigue known as “Multisampling” is used with many sounds, in
which a different Sample is taken at regular intervals up and down the scale. In the
$-750, each of those Samples is put into a Partial, and then the Partials are mapped
across the keyboard using the Edit Patch Split page.

Because you can usually transpose a Sample down further than up, the original
pitch of a Sample wil typically be mapped at or near the top of a Split range — for
example, a Sample of a piano playing E5 may be assigned to the nates from C#5 to F5,
and another Sample of the piano playing A5 will then be assigned to the notes F#5 to
A#5, and so on.

When a Sample is recorded, it has an “Original Key” parameter, which usually
corresponds to the pitch of the Sample -— for example, if a sound at 440 Hz is
sampled, its Original Key would normally be set to “A_4" (A above Middle C). If the
Original Key does not match the pitch, then when you place the Sample (actually, the
Partial containing the Sample} into a Split, it will be way out of tune, and will suffer
from munchkinization. You cannot adjust the relative pitch of a Sample within a Parch
— you can only adjust the tuning of the Patch as a whole — but you can do it at the
Partial level (next chapter).

To see a Multisample in action, look at Patch 1, TU2:Tut Piano. On the Split page,
move the cursor to the Partial name, which is to the right of the word Partial. Scroll
through the Partials that make up this Patch. As you do so, the keyboard region where
each Partial is assigned will show as a red area in the larger of the two horizontal
“bars” just above the picture of the keyboard. Other Partials that are assigned to keys
in this Patch will show as yeliow areas in the horizontal bar. If there were areas that
were not assigned to any Partial, they would be in white,
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Drum and effects mapping

Anather reason for using Splits is to be able to play totally different sounds from
different notes within a Patch. A common example of this is a drum set, in which each
note plays a different drum. Another example is a set of sound effects residing in RAM,
which are called up using a MIDI sequencer locked to SMPTE timecode on a
videotape. Each sound effect can be assigned its own note, so getting one to fire at the
proper time is merely a matter of telling the sequencer to play its note at the prescribed
SMPTE time. (In both of these instances, you don’t want the actual note number to
change the sound’s pitch, so the K.F [Key Follow] parameter on the Partial Common
page for that Sampie should be set to Off. But that's the next chapter.)

An example of a individual sound-mapped Patch is number 6, TU2:Tut Drums.
Seven Partials are used in this Patch, and arranged in both contiguous and non-
contiguous Splits, some of which are a single note wide and some are larger.

closed open
sidestick rim hihat hihat

kick snare cymbal

Examining the Split

The Split page gives other important information about each Partial in a Patch,
which appears in blue. This includes the Samples (up to four) that are in each Partial,
and the overall Key Range for that Partial. If the Partial is mapped to two or more non-
contiguous regions in the Split, only one key range wilt be displayed: from the lowest
note of the lowest region to the highest note of the highest region. The (Info) line says
“Partial for SET", meaning that the information being given is for the Partial named in
the Partial parameter, close to the Set switch.

There are various ways to look at how the Partials are laid out in a Split. As
described above, you can scroll the Partial parameter to see where the Splits are, Note
that there is a Select Icon next to the word Partial. Click on it, and you will open a
Select window from which you can choose any Partial in RAM, and see if and where il
belongs in the current Patch — areas of the keyboard assigned to that Partial will show
a red area in the horizontal bar above the keyboard graphic.
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You can also use the mouse to move the cursor over the keyboard graphic. As the

cursor passes over each key, the name of the Partial assigned to that key and other
information appears in the box around the keyboard. The (info) line changes to read
“Partial in Patch”, telling you the Key Range and Sample list now refer to the Partial
you're pointing to on the keyboard. Click the left mouse button on a key, and you can
hear the Partial assigned to that key. (Notice that in order to access a white key, you
must put the mouse cursor on the lower part of the key.)

[ TU2:R8+TV2 Kick Polyl
! LTI T i
( Info ) Cc_2

Additionally, you can use your MIDI keyboard. Playing a note that is assigned to a
Partial will display the note on the keyboard graphic on the screen, and will also
change the Info in the graphic and above it to correspond to the Partial being played
{regardless of where the cursor is). If you play an unassigned MIDI key, the screen will
not respond.

Designing the Split

There are several ways to design a Split, any of which can be used in conjunction
with any other. The first step in all of them is to use the Partial parameter and the
mouse buttons to select the Partial you want to assign to a region of the keyboard.
We'll look at the Patch we've just loaded as an example.

Using Parameters

One method for designing a Split is to select a Partial and set its range using the
Lower and Upper parameters. They can be adjusted with the mouse buttons, panel
buttons, VALUE wheel, or numeric keypad (by entering the MIDI note number). The
lowest note you can use is A_@ (21} and the highest is C_8 (108). Note that these
parameters are inclusive, which means that the low- and high-limit keys are included
in the Split. If you set
both limits to the same 7
note, the Split will consist Lower Upper
of only that note. When c3 Aid
you click on the Set
switch, the Partial
assignment goes into
effect.
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Let’s try one. In the Partial parameter, select the Partial Weoody stik. (We can
dispense with Volume 1Ds by now, okay?) If you ook carefully at the larger horizontal
bar above the keyboard graphic, you'll notice a small area directly above C#2 has
turned red. Move the mouse down to that note to confirm this visually (watch the text
inside the box) and audibly (click the left button).

Now let’s design a new Split for this sound. Set Lower to G_5 and Upper to B_5.
Click on the Set switch. You'll see a new red area appear in the bar far up the
keyboard. If you click on any of the notes in that area (or play any of them on the MID!
keyboard), you'll hear the sidestick sound. (The pitch doesn’t change because this
Partial has its Key Follow parameter turned off.) Notice the original Split is still in
effect.

Try this with other Partials in the Patch, assigning them to different regions. Set the
fimits and the Partial, and click Set. if you assign a Partial to a note that has already
been assigned, the latest assignment will take precedence. For example, if you set
Closed HH to D#5 and F#5, and then set GB open HH to F5 and G#5, the result will
be that the closed hihat sound will be heard on D#5 and E5 only, and the open hihat
sound will start at F5.

To remove one or more nates from a Split, set their lower and upper points and
assign them to a different Partial or, if you want nothing to sound on those notes at all,
set the Partial parameter to “—Off—" and assign them to that. {You could also assign
them to an unused Partial, but that would be dangerous if you used that Partial slot
later on.) You can de-assign notes using the mouse and the graphic display, which
we'll get to in a moment.

Using the MIDI keyboard

You can also ! 2N |
design a Split using
pmevsons S LI LU LY
After you've &
setected the Partial, ( Set by MIDI )

move the mouse so

it is away from any parameter or Page switch, and also outside the box surrounding the
keyboard graphic at the bottom of the screen. Press and hold the right mouse button,
(If you have a foot-switch plugged into the 5-750, you can instead press and hold the
foot-switch.) The message “(Set by MID1)” will appear in red below the keyboard
graphic.
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Now play all the notes within the range that you want this Split to cover. You can
play a chromatic scale, or skip some notes if you like, or even play individual notes
anywhere on the keyboard. As you play each note, the larger horizontal bar above the
note's image in the keyboard graphic will tum red. When you've played all the notes
you want to include, let go of the mouse button {(or footswitch).

For example, select Ride/cup as the current Partial. Move the mouse to the middle
of the screen, but away from any of the Parameters, and press and hold the right
button. When you sec “(Set by MID1}”, play some notes that you'd like to assign the
Cymbal. As you play, if there are any Partials assigned to a note previously, you will
hear that old assignment, which is about to be discarded. If a note has not had a
previous assignment, you will hear nothing.

When you're done, let go of the right mouse button. Now when you play notes in
the new Split you've just defined, you will hear the cymbal (which, again, plays ata
constant pitch).

Using the graphic display

A third way to set up a Split is to use the graphic display directly. Set Partial to the
Partial you want to place. Move the mouse cursor onto the graphic keyboard, and
press and hold the right button. The name of the current Partial will appear just above
the keyboard, and the text in the lower-left corner of the box will change to “(Set)”.

Put the mouse onto one of the keys on 1he keyboard that you want to include in
this Split. Stilf holding
the right button, press
and hold the feft
button. All the text

A 1
e | § '
{ Bat D c_3

[ mudsRide/cup Beiy]

both buttons, drag the
mouse to the left or

right. A little line
: y o press right bution, select high note,
gra phIC appears ju st press el button, drag to low nole,

above the keyboard release left button, release right button

and follows your

motion. In addition, the text at the lower-right corner of the box tells you what note the
mouse cursor is on. Any old assignments made 1o the keys you're going over will
sotind, just to say goodbye,
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Still holding both buttons, continue to drag to the end of the note range you want
included in this Split. Let go of the feft button. The horizontal bar will then fill in red
over the range you've
just defined. Notice [ w02 sRide/cup Poly]
that all notes in the =
range, black and
oI LU UL UL
Now let go of the right | ¢ m8se ) Bl c 3
button.

If you grab the end of a range at the wrong place, or you just decide you don't
want to assign these notes to the Partial, let go of the right button first, and nothing will
be set.

To check your work, drag the mouse (without holding any buttons) up and down
the keyboard. The lower-left text in the graphic box will say “(Info)”, the lower-right
text will show the note position of the cursor, and the upper line of text in the box will
show the name of the Partial assigned to the note where the cursor is currently located.
Press the left mouse button and you can hear the note. (The MIDI keyboard is also
always active for monitoring.)

You can also expand or reduce an existing Split in the graphic window. To expand
a Split, press and hold the right mouse button, and move the mouse vertically above
the keyboard, into the larger
of the two horizomtal bars,
until the lower-left text E

changes to “"(Edit)”. Then WW" ! W !
move the mouse

horizontally until it’s inside fOoEE ) «— + c_3
the range of the existing
Sphil, and — still holding the
right button — press and hold the feft mouse button. Now drag to the left or right out
of the Split range. The linear graphic you saw earlier appears, and the lower-right text
tracks your motion. (f there are any old assignments, you will hear them say goodbye.)

P~ Boly]

When you've dragged the mouse to the key where you want the range to extend to,
tet go of the left button. The colored region of the horizontal bar will expand to show
the new notes in the Split. Note that the region will only be red if the Partial parameter
is the same as the Partial in the Split you just expanded — otherwise it will be yellow.
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If you're watching closely, you may notice that all of these procedures assign both
a Partial and a Type to the selected region. Don't get confused — we'll deal with
Types next.

You can de-assign notes from a Split graphically. When you first grab the right
mouse button, move the mouse down helow the keyboard until the lower-left text says
“(Off)”. Set the mouse inside or near the Split you want to take notes away from, hold
the left button, drag, and release. The notes you've outlined will now be removed.
Unlike the “expansion” technigue you just saw, this “removal” technique is not Split-
specific — you can drag the mouse across any part of the keyboard, and wherever it
goes, the notes will be removed from Splits — so if you want to erasc an entire
keyboard of Splits in a hurry, drag the mouse across the whole thing. You can also de-
assign a single note by moving the mouse below that note, holding the right button
and clicking and letting go of the left button without dragging.

Try these techniques with some of the Tut Drums Partials. If you really screw things
up, remember that nothing is permanent on the 5-750 until it gets saved to disk, so feel
free to re-load the original version of the Patch whenever you want, and you can wipe
out all your experiments. If you want to save them, feel free to do that as well (using
the Disk Save page), only be sure to change the name of the Patch first. Since you are
not changing any Samples, alternate versions of the Patch will not take up any
additional room on the disk where you save them.

Assignment Types

The Assign Type parameter determines how a Split will respond to multiple MIDI
notes. There are three main types.

Poly is the normal, polyphonic mode. It is the default mode.

Mono is a special mode which normally behaves like Poly, except when you play
the same note twice. if the note has a long envelope (TVA) release, or if you are
holding the Sustain pedal, you will hear the note cut off and be re-triggered. It can be
used for that well-known st-st-st-stuttering effect. On the other hand, if a sound has a
fast release, playing it in this mode will not sound much different than Poly mode.

Exc (it stands for “exclusive”) is an expanded version of what you might normally
think of as Mono mode: notes within a Split of this type can only sound one at a time.
However, there is not just one Exc mode — there are 16 of them, and each one is
independent of the others. So you will be able to play only one note within a Split
whose Type is Exc1, and only one within a Split whose Type is Exc2, but you can play
those two notes simultaneously.



Our Tut Drums patch contains an
example of an Exc assignment. Play
the note A#2 (with the mouse or a
MIDI keyboard). It's an open hihat,
with a long envelope. Now play G#2.
It's a closed hihat. If you play A#2 first,
and then quickly play G#2, the second
note will cut off the first, just as a real
hihat stops ringing when you close it.
If you put the mouse on those keys,
you will see they both have an Assign
Type of Exc 1, in other words, they
belong to the same exclusive group. A
little investigation will show that F#2
(which is also closed hihat) belongs to
Exc 1 as well. Therefore, playing any
of these notes will cut off any others in
the group that are sounding.

Let’s make a change. C3 is a ride
cymbal. Why not make it part of the
same group? Set Lower and Upper
both to C3, set Assign Type to Exc 1,
and set Partial to Ride/cup. Click on
Set. Now, any of the other sounds in
the group will choke the ride cymbal.

Normally speaking, Partials and
Types are assigned to a Split at the
same time, but if you like you can

Assign Mode
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change the Type of a Split without changing its Partial. Let’s try something: set the
current Patch to Tut Bass. This Patch consists of only a single Partial, Poly mode. But if
we wanted to simulate a real bass fiddle, we would break the Patch up into four
exclusive regions, cach one representing one string. You can't play two notes on one
string, right? But you can play all four strings at the same time. Instead of using real
bass string ranges, however, let’s expand them a bit.
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Do the following, clicking Set between each operation:

Partial Lower Upper Assign Type
mini Ac. Bass A O Cc3 Exc 1
" C#3 G 3 Exc 2
” G#3 G 4 Exc 3
" G#4 E S5 Exc 4
Off F5 Cs8

So now we have a bass that has four “strings”.

Another way to set up a Split might be to simulate a saxophone, using a number of
Samples {ranging all the way from Bass Sax to Soprano Sax), but all assigned to a single
Exc group, so that only one note can sound at a time.

Setting the Type Graphically

The bottom (smaller) horizontal bar above the keyboard graphic shows the Type.
The color-coding will be determined by the setting of the Assign Type parameter: if it
says Mono, areas in Mono will be red, while notes belong to one or another Exc group
will be in yellow. If it is displaying an Exc number, areas in that particular Exc group
will be in red, while notes in other groups or in Mono will be in yellow. Areas in white
are either unassigned, or in Paly.

We saw earlier that when you make a Split assignment graphically, both a Partial
and a Type get assigned. However, using the lower horizontal bar, you can change the
region of a Type without changing the Partial assignment, so that you can, for
example, move other sounds into an Exc group.

Move the mouse into the lower bar, and press the right button. The text in the
lower-left corner of the graphic box changes to “(Type)”. Now move into a region that

has been assigned a Type whose range you would like to expand. The upper-right
corner will tell

you the Type.

[ TU2:mini Ac.Bass Exc 1]

( Type ) —> B4




Patches » 89

Still holding the right mouse bution, press the left button and hold it. Those two
bits of text turn red. Holding both buttons, drag the mouse left or right to the point at
which you want the expanded region to end {any assigned notes will speak as you do
this). Let go of the left button, and then the right. The new region is set.

There is no “Off" mode in Type Assignment. If you wish to remove a region from
an Exc group, make it Poly. Do this by selecting an adjacent Poly region and expand it
into the Exc group as far as you need. If there is no adjacent Poly region adjacent to a
group you wish to shrink, you’ll have to do it the oid-fashioned way, setting the Upper,
Lower, and Assign Type parameters by hand.

Renaming Partials

Once you've finished designing a Split, you can change all the names of the
Partials in it to the same name as the Patch itsel, with various suffixes. This can help
quite a bit 1o keep things organized when you're working with lots of Partials. More on
this at the end of this chapter.

MIDI Control

The 5-750 allows much in the way of real-time MIDI control over various sound
functions. This control is set up on the third Patch-editing Page, Edit Patch Ctri. These
MID1 assignments work globally on all of the Partials in the Patch.

Controllers and controllers

Before we go any further, let’s distinguish between a MIDI Controller (upper-case
“C") and a MID! controller (lower-case “c”). The distinction is subtle, but important. In
this manual, upper-casc Controller refers specifically to one of the 121 Continuous
Controllers defined in the MIDI Specification. These include Modulation Wheel (#1),
Breath Control (#2}, Volume (#7), Sustain pedal (#64), Registered and Non-registered
Parameters, unassigned Controllers, etc. etc. Lower-case controller refers to any MIDI
message that contains data which can change over time, which includes all the
Controllers, plus Pitch Wheel, Channel Pressure {also known as monophonic
aftertouch), and Key Pressure (polyphonic aftertouch). So “Controllers” is a subset of
“controllers”.

And just to make things more comptlicated, “MIDI controllers” (lower-case again)
can also refer to a MIDI performing device, like a keyboard, drum pad, guitar, wind
controller, etc. Fortunately, this usage will be obvious in context.
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Sample Shifting

SMT Ctrl Sel stands for “Sample Mix Table Control Selection”, and SMT Ctrl Sens
stands for “Sample Mix Tabfe Control Sensitivity”. The Sample Mix Table is a feature of
each Partial (that's right — next chapter}, which allows velocity-based switching and
crossfading between two or more Samples in a Patch — so that hitting the note harder
not only changes the volume, it can also change which Sample is playing. These
parameters allow this Sample-changing feature to be controlled not only by velocity,
but also by a MIDt controller (that's the tower-case “¢”). That way the MIDI controlter
can act as a real-time “fader” between the sounds, changing the sounds after the key is
struck which is, of course, impossible to do with velocity, since any single note only
gets one velocity value.

There are four choices (hesicdes Off) available for SMT Ctrl Sel: Bend (Pitchbend),
AT (Aftertouch?, Mod (Modulation Wheel, Controller #1), and Ctrl (a Controtler
number to be named later). The Sens parameter determines how much influence this
control will have over the SMT. The range is ~63 to 63. At 0, it will not affect the SMT
at all. At positive values it will adld to the velocity, and at negative values it will
subtract from the velocity.
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The controller docsn't replace the velocity control over the SMT, but it does “bias”
it, by adding {or subtracting, if the Sens parameter is negative} its own current value to
the velocity. For example, if SMT Ctrl Sel is set to Mod and Sens is set to 63, and you
move the modulation wheel to its full-on position, the effect on the SMT will be as if
there are no velocities being produced below 63, and only the Samples mapped to the
upper portion of the SMT (above 63) will sound. If Sens is set to —63, then the effect
will be as if no velocities are being produced by the keyboard higher than 64 — that
is, 127 {maximum MIDI velocity) minus 63.

Let's try one. In the Tut Drums Patch, the Ride/cup Partial (note C_3) has a velocity
switch on it. When you play the note with a low velocity, it sounds like a ride cymbal.
When you play with a high velocity, however, it becomes a cymbal “bell” sound.
That's because this sound is actually two Samples, one without the ring and one with,
and they are arranged on the Partial’s Sample Mix Table so that the ring sounds when
the note is played above a certain velocity.

The SMT Ctrl parameters can change where that velocity break point is. Set SMT
Ctrl Sel to Mod, and SMT Ctrl Sens to 63. Now play the note with a steady, medium
velocity, and slowly advance the modulation wheel on your keyboard. At a certain
point you will hear the plain cymbal sound switch over to the bell sound, even if the
velocity is rock steady. The harder you play, the sooner that point will come, and
conversely, the higher the wheel setting, the softer you need to play to make the
change.

Note that when Bend is selected for SMT Ctrl Sel, it will either add to or subtract
from the velocities, depending on whether you move the Pitchbend up or down.
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Stalking the Wild Controller

The next Parameter on the page is Ctri Select, and this is the previously-mentioned
“Controller to be named later”. The 5-750 responds to Pitchbend, Aftertouch, and
Modulation Wheel in fairly normal ways, plus one other “wild” controller per Patch.
This parameter determines the nature of the “wild” controller. It can be any MID!
Controtler number 0 to 95 (higher Controllers are reserved for System Mode messages).
This controller can then be assigned to any of a number of parameters, including SMT
Ctrl Sel.

Note that this Parameter only affects this Patch, and other Patches — even if they're
used at the same time in a Performance — can have different wild controllers, which
can give you a lot of flexibility.

Pitchbend

Bend-Up and —-Down are the range, in semitones, of the Pitchbend control for this
Patch. They can be set anywhere from 0 to 48 (four octaves). Remember that Samples
in the 5-750 cannot be transposed more than two or three octaves up from their
original pitch, so extreme settings for Bend-Up may not give you quite the results you
expect. If you want to use the Pitchbend control for something other than pitch bend
{such as SMT control), here’s where you can turn it off.

The controller Matrix

At the bottom of the page is a matrix of MIDI controllers and the possible effects
they can have on the sound. Across the top of the matrix are the controllers, which are
the same as the ones available for SMT Control: Pitchbend, Modulation Wheel, and
the Wild Controller. Aftertouch in this case can be either monaphonic (Channe!
Pressure} or polyphonic {Key Pressure), depending on the settings of the MIDI Filters,
which are discussed in Chapter 8. At the left side are the “Control Destinations”.

The Control Destinations are discussed in detail in the next chapter (except Pitch
Ctrl, which is easy).

Pitch Ctrl — what the Pitch Wheel normally does, you can also do with Aftertouch
and the wild controller. Letting Aftertouch do small amounts of pitch changing gives
you real-time “finger vibrato” (and using polyphonic Aftertouch, so you can do it on a
note-by-note basis, is particularly cool).

TVF Ctrl — this increases or decreases the effect of the Time Variant Filter, which
we met earlier when dealing with the Cutoff Offset parameter on the Common page. It
essentially controls the Patch’s brightness.
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TVA Ctrl — increases or decreases the effect of the Time Variant Amplifier, or
volume envelope, which we also met on the Common page. This essentially deals with
overall volume. (Note, however, that MIDI Controller #7 — Volume — is always
responded to by the 5-750.}

LFO Rate Ctrl — influences the vibrato rate(s) of the various Partials. Each Partial
has its own vibrato rate, and this will increase or decrease all of them at the same time
{but it will not make them all the same). The vibrato LFO can be set to change pitch,
volume, or timbre on the Edit Partial LFO page.

LFO-Pitch Depth — increases or decreases the effect the LFO has on pitch. This
has two default settings: under A.T it is 35, and under Mod it is 30. This means that in
a new Patch, aftertouch and modulation wheel both control the pitch change of the
LFO.

~TVF Depth — increases or decreases the effect the LFO has on timbre {"wah-
wah” effect).

-TVA Depth — increases or decreases the effect the LFO has on volume (what
guitar amplifier manufacturers used to call tremolo).

When a “~" appears in the matrix, it means that that controller cannot be used to
influence that Control Destination. For instance, Bend cannot be assigned to Pitch
Ctrl, because it already is (using the Bend-Up and -Down parameters). A “@" in the
matrix means the controller can be assigned to that Controt Destination, but isn't at the
moment. All of the matrix entries have a range of -63 1o 63. Negative values affect the
Controt Destination upside-down.

Some examples
Play around with this Page by loading various Patches into RAM (drum sounds
won't do much — try vocal and string sounds), and creating MIDI controller mappings

for them. Here are some examples you might find useful.

This mapping lets Modulation Wheel control vibrato depth while Aftertouch
controls vibrato speed.

Controller Target Setting
AT LFO Rate Conirol 63

Mod LFO-Pitch Depth 63
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This mapping lets Foot Pedal control the brightness while Aftertouch imparts a bit
of vibrato onto the timbre. (Set Ctrl Select to 4.)

Controller Target Setting
Cirl TVF Ctrl G3
AT LFO-TVF Depth 25

This mapping brightens the timbre of a sound when you apply Aftertouch — sort of
a finger-pressure wah-wah effect — and at the same time reduces any pitch vibrato
already on the sound.

Controlier Target Setting
AT TVF Ctri 63
AT LFO-Pitch Depth =20

Combining controliers

if more than one controller is mapped to a Control Destination, they will both be
operable. However, if you send data from two controllers that are mapped to the same
Control Destination at the same time, what happens is not what you might expect.
Instead of the last controller event being the operative one (which is how MID1 deais
with the world), the two controllers work together, and their values are added together
to determine the effect on the Control Destination.

Here’s an example: Assign A.T to LFO-Pitch Depth with a setting of 63, and do the
same thing with Mod. Play a MIDI note and hold the key down lightly. Now move the
Modulation Wheel 1o its full-on position (value 127), and you will hear a certain
amount of pitch vibrato. Now press down hard on the key, and the vibrato depth will
increase. When you back off the pressure on the key {still holding it down), even
though the Aftertouch goes to 0, you will still hear vibrato, because the Modulation
Wheel is still full on, and the two controllers are being added together.

MIDI Settings at Lower Function Levels

Before we finish with Patches, it must be mentioned that any settings macde on the
Edit Patch Ctrl page will be in effect when you move lower down through the
5-750s organizational structure. If you are editing a Partial or Sample and want to
play it from a MIDI keyboard, the way that the Partial or Sample will respond to
incoming MIDT data will be dictated by the settings on the Edit Patch Ctrl page that
belong to the fast Patch selected on any Patch Edit page.
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Therefore, if you select a Paich whose Bend-Up is 13, and which maps Aftertouch
to TVA rate and Breath Control to TVF, and then go to edit a Partial, all those MID!
controllers will be active — even if the Partial you're editing has nothing at all to do
with the last Patch you looked at.

If you haven't been on any Patch Edit page since you booted up, then default
settings will be in effect: LFO-Pitch Depth under A.T is 35 and under Mod is 30; all
other sensitivities are set to 0; SMT Ctrl is Off; and Bend-Up and -Down are both set
to 2. As always, Controiler #7 — Volume - is responded to.

It should also be mentioned that, because Performances are made up of Patches
(see Chapter 8), and it is quite possible for a panticular Patch to appear in more than
one Performance, if you change a Patch in any way, that change will be effective in
every Performance in which the Patch is used. If you are unsure of whether a Patch has
multiple uses, to be safe you can make a copy of it {we’ll get to how to do this in a
moment) and work with the copy. You can even save the copy to disk — unless you
have altered any of the Samples within it, it will not take up any extra disk space.

The “Part” Parameter

The Part parameter on the Patch Common page is used primarily when working on
Patches within a Performance, and it wili be discussed in that context in Chapter 8. It
serves as a kind of MIDI channel filter. Normally speaking, it will be set to Omni. This
means that the Patch on display will respond to all MIDI data coming into the 5-750,
on all channels.

When you're playing the Patch from a keyboard, this is fine. But what if you are
working with a sequence, which has data on several MIDI channels at once, and you
want to edit the Patch? If you just go to this page as it is, the Patch will respond to
every incoming MIDI note, which would be awfully confusing. You can filter out the
unwanted tracks by changing the Part parameter.

When you set Select/MIDI in 1o Part 1, the S-750 no longer responds on all
channels, but instead only responds to data on the MIDT channel which is assigned to
Part 1 in the cursent Performance. The current Performance is the Performance that
was displayed the last time you accessed one of the Performance pages. If you haven't
accessed a Performance page since boot-up, the current Performance is the default
Performance.
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Other Patch Functions [P E————

Disk

Copy

A Performance contains up to 32 Parts. In the default Performance, the first 16 Parts
are set to the 16 MIDI channels, respectively. Parts 17 through 32 are assigned to no
MID} channel. So when you set the Parameter to Part 1, the 5-750 will respond only to
data on MIDI Channel 1 (unless you've changed the MIDI assignment of Part 1 at the
Performance level — but of course you haven't, because that’s in Chapter 8 and you
are reading this manual in order, aren’t you?}. If you change the Select/MIDI in
parameter to some other value, the MiD} channel the 5-750 will respond to will appear
in parentheses: e.g., “Part 6( 6)". If you set it to a Part which has no MID! Channel
assignment, you will hear no response at all.

) isk
Several other functions that affect Patches Dis

are available through the Com menu on any of

. Copy
the Patch Edit pages. Delete
Initialize
The Disk function (Load, Save, Copy, Rename Partials
Delete, Util) is the same as in other modes and
is described in Chapters 3 and 9. When you Partial Map

Load a Patch, it loads in all subsidiary Partials Edit Partial

and Samples, unless you set the Target to .
Patch PRM, in which case it Joads in only the Sampling

Patch parameters, but not the Partials or the e
Samples. This way an existing Patch can easily
be used as a template to organize a different set of Samples.

When you Save a Patch, any new Samples or Partials you have created get saved
with it. in addition, any old Samples or Partials that are subsidiary to the Patch will be
saved as new files if you have changed the name or the Volume ID since you loaded
in those files from disk (see Chapter 8). If you delete a Patch from disk, all subsidiary
Samples and Partials are deleted as well, unless they are being used in another Patch
and the Fast Delete Mode switch is Off,

Copy lets you make a duplicate of the Current Patch into another slot in RAM. This
allows you to make multiple clones of a Patch easily which can then be edited
individually, or to allow you to keep the original version of a patch safe while you edit
it. (The same function can be performed by changing the name of a Patch and then re-
loading the original version from disk into a different slot, but this is much quicker.)
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To make a copy of the Current Patch, choose a slot to copy into from the Copy
window.

The duplicate has two letters added to its name: the first copy will have “AA”
tacked onto the end; the second will have “AB”, etc. You can freely copy copies, and
the alphabetic progression will continue regardless of whether you are copying an
original or a copy.

If the slot you are copying into is occupied by another Patch, that Patch will be
deleted. If the slot is occupied by anather copy of the Patch you are copying, the name
will not change — that is, a new suffix will not be assigned. Any of these copies can be
saved to disk, modified or unmodified.

Delete

The Delete function on the Com menu lets you select a Patch to remove from
RAM. It is useful when you want to clean up RAM prior to saving a Volume (Chapter
8). The Delete function only works on RAM — the files on disk are not changed unless
you go through the Disk function. If one or more Partials or Samples in the Patch are
shared by other Patches in RAM, they are not deleted when this operation is executed
{regardless of the setting of the Fast Delete Mode switch.)

As you pass the cursor over the names of the Patches in the Delete window
(without clicking the mouse), you can hear each one if you play the MIDI1 keyboard.
This can help you determine which Patch you want to lose.

Initialize

Initialize sets the current Patch to an initialized state: all Parameters are set to their
default values, and all Splits are cancelled. It does not remove any subsidiary files from
RAM, it simply erases their assignments as far as the current Patch is concerned. You
are given a warning window before the Initialization takes place.
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Rename Partials

This function renames all of the Partials in the Current Patch to the same name as
the Patch, and adds a suffix. The lowest-placed Partial gets the suffix "AA”, the next
lowest “AB”, and so on. {If any suffixes are in use becausc of a previous Copy
operation on a Partial with the same name, the software will start assigning them with
the first one available.)

The main use for this function is when you need to create a new version of an
existing Patch in which the Partials are modified. Remember if a Partial belongs to
more than one Patch, editing it changes it for every Patch. So, for example, if you have
a fast-attack string Patch, and you want to create a slower-attack version without losing
the original, you can Copy the Patch, change its name, and then select Rename
Partials. Now you have a whole new set of Partials whose envelopes you can edit,
without affecting the envelopes of the Partials in the original Patch. This doesn't use up
any additional RAM or disk space, because the Samples are unchanged.

Partial Map and Edit Partial — Moving on Down

These two commands let you move down to the Partial Edit level and work with
one or more Partials that are associated with the current Patch. Getting to the Partial
level this way (“Subsidiary mode”) is not exactly the same as getting to it from the
Sound menu, and there are certain extra features and restrictions that come into play.
They are discussed in detail in the next chapter. When you Exit the Partial lavel, you
will come back up to the Patch Edit level.

Sampling — All the Way Down

This command takes you down to the Sampling page, where you can record a new
Sample. There is one important difference between going to that page through the
Patch page and going there direct from the Sound menu: when you go through a Patch
page, as soon as you record a Sample, the software automatically creates a new Partial
and Patch with the same name as the Sample. Maore about this in Chapter 6.

The Part Map

The Part Map provides another way of viewing and adjusting many of the Patch
parameters — from another dimension, you might say — from within a Performance.
Rather than laoking at a group of parameters for a single Patch, you get to look at the
settings for a single parameter on all Patches within a Performance, simuftaneousty.
The Part Map page is accessed at the Performance Play level. We will discuss this
maore in Chapter 8.
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Chapter B:
Partials e

Patch  [Patch | Patch
The next layer below Patches in the 5-750's L
operating system are Partials. A Partial consists of g
between one and four Samples, along with Partial [Pa
information about how they are to be played. R
This includes level, tuning, pan position and '
output assignment, velocity switching, LFO . "
{vibrato} action, and envelopes, both volume Sample [Sample | Sample
{(*TVA") and filter (“TVF”). One or more Partials
are arranged across the MIDI note range to form a Patch, as we saw in the previous
chapter.

rtial | Partial

Partials are constructed and edited on the Edit Partial pages, of which there are
five. There are several ways to reach these Pages:

+ select Edit Partial from the Sound menu,

« select Partial from the Index, and Partial Common from the subtopic window,

= select any of the possible topics in the Index that apply to the Partials pages (Amp,
Filter, LFO, Output, Panning, Pitch, Velocity) and then sclecting the appropriate
subtopic {for example, Partial TVA} from the menu that appears,

* use a Jump page that has been
previously programmed (Jump
Page 3 in each set of the factory-

.. Index ~Mark  §-75@/@1

programmed Jumps is a Partial Edit Partial Common O .
pagE) Qpartial TG2:Vox F#d4 low
’ h } ¢ h } Edit Mode Single
* or go through any of the Patch sample KE  C.m BT
pages. You move from a Patch {*10l TU2:Vox Fid Norm 5 -5@
. R e Of f ———memmme Norm 6 0
page by opening the Com menu, S I Ll u R OF £ e e 2 Horm 2 0
and then selecting Edit Partial. M ~=-==-Off--mmm-- Norm 0 @
b o Qutput Assign 1
When you call up a Partial page - Partinl Lowel 127
from a Patch page, it's in Sterec MIX Level 127
‘g . Panning a
Subsidiary mode, and the Partial Coarse Tuning o
page behaves a little differently, [ g;gevzlllg;?gy cer1 og
which we will explain later in
1.6/Remaining 0.3

Ised

this chapter. (The Jumps in fact i =
go through the Patch pages.) U @ommes . SMT ¢ VP .0 TVA o LFQ
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In addition, there is another set of pages for editing Partials called the Partial Map,
which we will also deal with later in the chapter,

When you Exit a Partials page, you will go back to the Page or window you came
from: cither the Sound menu or the last selected Patch page.

Playing Partials from MIDI

The Partial pages normally respond to MIDI in Omni mode, so no matter what
channel your MIDI keyboard is transmitting on, the 5-750 will respond (although this
is not necessarily true in Subsidiary mode, which we'll get to at the end of the chapter).
The MIDI controller functions (LFO response, pitchbend range, etc.} are determined by
the settings made on the Edit Patch Ctrl page of the last Patch to be loaded or edited
or, if there has been no Patch loaded or edited since you booted up, the default
settings will be used (LFO-Pitch Depth under A.T set to 35 and under Mod set to 30;
all other parameter sensitivities set to ¢; SMT Control Off; and Bend-Up and —Down
both set to 2).

Let's prepare for this chapter by loading one more Partial into RAM. Co to the Disk
Load page {through the Com menu), and set Target to Partial (not Partial PRM). Then
load L@7:Hard Sn1 St. When you are asked to clear Internal memory click on No.

Click on Exit to get back to the Partial pages.
Basic Parameters

The first page, Edit Partial Common, is where the basic parameters for constructing
the Partial are set up. At the top of the page is the name of the current Partial — if you
are creating a Partial from scratch, this line will be blank. Next to it is a “Name” box:
click in this and the ASCH keyboard window appears and you can rename the Partial.
The second finc, Edit Mode, will normally be set to “Single”. At the bottom of the
screen, as on the Patch Common page, the Used parameter refers to the amount of
sample memory in the current Partial, while the Remaining parameter refers to
available memory in RAM.

Remember that if you alter a Partial that is being used in more than one Patch, the
alterations will affect the Partial wherever it’s used. If you don’t want this to happen,
copy the altered Partial before you edit it (use the Copy function described at the end
of the chapter).
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Putting Samples into the Partial

The lines labelled “1” through “4” are the four “slots” for Samples that can be
combined to form this Partial. Move the mouse or cursor keys so that the first line is
highlighted, and then use the mouse buttons or value wheel to scroll through the
available Samples, or click on the Select icon to the left of the Sample number to open
the Select window. Any of the Samples currently in RAM {that is, any Samples that
have been ioaded in by themselves, or as part of another Partial, a Patch, a
Performance, or a Volume) will be available. The same Sample can appear in more
than one slot. To get an idea of how Partials use combinations of Samples, scrolf
through the ones you’ve just foaded in.

Stereo Samples require two slots. You can enter the two halves of a stereo Sample
individually, but there is also a shortcut. Next to the Select icons for slots 1 and 3 is a
blue “[*}”. Putting the cursor on this and clicking the right mouse button scrolis the
Samples in RAM but ignores all the mono ones. Instead, it finds the next stereo
Sample, and enters its two halves into the chosen slot and the slot directly beneath it.
(It also does more than that, which we’ll get to in a moment.) We have a stereo Sample
in memory at the moment, so you can see this work: Hard Sn1. Select Vox F#4 low as
the Current Partial and click on the [*] next to slot 1. Hard Sn 1 —L gets entered in slot
1, and Hard Sn 1 —R goes into slot 2.

As with normal scrolling, clicking the left mouse selects the next lowest stereo
Sample in memory. Since at the moment there are no others to choose from, clicking
the left button will do nothing. (Since we will want to use this Partial again later in this
chapter, set Sample 1 back to Vox F#4 and Sample 2 to Off before going on.)

The number of Samples in a Partial determines the number of 5-750 “voices” that
will be used when the Partial — or a Patch containing the Partial — is played. The
5-750 has a limit of 24 simultaneous voices, and Partials with muitiple Samples will
use those voices up more quickly than single-Sample Partials. However, as we shall
see, multiple-Sample Partials don’t always use all their voices all the time. {See also the
discussion of voice-stealing in the previous chapter under “Patch Priority”.)
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Tuning Individual Samples

Each Sample can then be tuned individually, relative to the overall Partial tuning.
C.T is coarse tuning, and has a range of 4 octaves in semitone increments, whiie F.T
is fine tuning, and has a range of * half a semitone (a quarter-tone), in increments of 1
cent {1/100th of a semitone). The entire Partiat can also be tuned, using the Tuning
Parameters at the bottom of the screen, which we'll discuss in a moment.

This is the best place to tune a Sample that was recorded with an Original Key
parameter that does not reflect the Sample’s true pitch {we discussed this in the section
on Multisampling in the previous chapter). If the Parameter and the pitch don't match,
then when you place the Sample (actuaily the Partial containing it) into a particular
keyboard range as part of a Patch Split, the pitches that sound will be different from the
notes you play. This can be corrected with these Parameters,

Toggle back and forth between the Partials Vox F#4 and String Pad m, and look at
the differences in their tuning parameters. The Samples that make up both of these
Partials were recorded out of tune, and quite differently so, but by correcting them at
this level, they can be made to sound in tune. While in String Pad m, select Sample
slot 2 and click on the mouse buttons until the vocal Sample Vox F#4 appears. Now
adjust the C.T and F.T parameters until the two Samples sound in tune.

Another use of these Parameters is to create tuned layers within a Partial. For
example, you could load Vox F#4 into two slots, and then detune one slightly (change
F.T up or down by 4) for a flanging or chorusing effect, or detune one by an octave
{change C.T by 12} for a dramatic doubling effect. (Remember that the Analog Feel
parameter on the Patch Common page randomly detunes each Sample in the Partial
independently.)

Transposition Limits

Samples in the 5-750 can only be transposed a total of two octaves above their
original pitch (three if they were recorded at a low rate), whether that transposition is
done by incoming MIDI data, or by a re-tuning of the sound at the Partial or Patch
level. If you try to transpose a note higher than that — for instance, if you try to play a
four-octave scale up from the original pitch — when you reach the two- or three-
octave limit, the note will continue to play, but the pitch will not go any higher.
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Therefore, if you layer two Samples in a Partial and one of them has been
transposed up by a large amount, when you play the Partial up the scale, at one point
the pitches will stop being an octave apart, and one of them will “freeze” while the
other continues to go up. This can be avoided by making sure the Split range (at the
Patch level) for that Partial doesn’t go so high that one of the Samples is being
transposed up more than the two- or three-octave limit.

You play:Fx\ o O ©
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Sample Orig Key = G_3
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Changing the Scale

K.F, or Key Follow, lets you change the scale of the Sample relative to incoming
MIDI notes, by “streiching” or “shrinking” it. When K.F is set to Norm, the Sample
plays normally, i.e., moving a semitone up on the M keyboard raises the Sample’s
pitch by a semitone. When it is set to one of the ratios, which range from 1/8 to 16/8,
the scale is changed by that ratio.

For example, if the ratio is 16/8, playing two keys a semitone apart will result in
two notes sounding a whole tone apart; playing two notes a minor third (three
semitones) apart will sound a diminished fifth (six semitones); and playing two notes
an octave apart will result in two noles two octaves apart. Going the ather way, if the
ratio is 1/8, a semitone on the keyboard will result in a pitch change of only 1/16th-
tone, while a minor sixth {eight semitones) on the keyboard will sound a semitone. A
two-octave spread will sound a minor third. (You will notice that Norm is equivalent
to a ratio of “8/8".)
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{Orig Key = B_4)
Negative ratios are

allowed, which make the
pitch go down as you move
up the keyboard and vice
versa. The “zero point” — the
key which the ratios are
calculated from — is the Orig
Key sef in the Sample itself
(see the next chapter). If the
Orig Key is G#5, playing G#5
will always result in the same
pitch, regardless of the K.F

setting {although it may not 1] .r
actually be a G#, because of &

the setting of the Tune

paramelers). There is also an

Off position for this K.F =

parameter, which makes the
Sample always play back at
the Orig Key pitch regardless
of which key is being played.
This is useful for mapping
drums and other sounds that
you may want {0 use on more S
than one key without having ¢ ué gy
their pitch change.

The “spread scales” that result from various settings of the K.F ratio are good for
simulating non-Western ethnic music, or creating or modifying non-musical sound
effects. Try setting up 1/8 or 2/8 ratios on some of the drum sounds in RAM, or on the
vocal sounds for a Ligeti-like effect, When constructing a soundtrack, playing an
ambient sound on several keys pitched a fraction of a semitone apart can create a
thicker ambience, with varied loop times, without imparting any unwanted *pitchness”
to the sound.

Small K.F ratios are also useful when working with sounds which have an
“unpitched” and a “pitched” portion, like a breathy flute, a guitar with string-sliding
noises before the note, or a spoken word. By putting the different portions in different
layers in the Partial, and giving the “unpitched” portion (the breath, the slide, or the
consonant) a small K.F ratio, so it stays relatively constant in pitch as the rest of the
sound moves up the scale, you can make the sound much more natural.
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For a crude but effective example of this, go to an empty Partial, and put the
Sample Bass Str C51 {from the String Pad m Partial) into sfot 1, and the Sample
GB Snare 1 (from the snare Partial) inta Slot 2. Set K.F on the snare Sample to 1/8, and
C.T to -14. Now play up and down the scale. The snare acts as a “chiff” to the string
sound, and changes in pitch with it, but the change is relatively quite small, and so it
still sounds like a drum.

Outputs and Levels

Output Assign lets you designate one of the six (or eight) numbered individual
audio outputs for this Partial. The Partial will appear at the stereo outputs as well, and
if this is set to Off, it will appear only at the sterco outputs. Individual outputs are very
useful for Patches that contain many different types of sounds, like drum sets, They
allow individual instruments to be processed and mixed by themselves. Notice that
FAT tom A and K snr center already have output assignments of 4 and 2, respectively,
so that when they are used in a patch, those sounds can be isolated.

A Partial which uses stereo Samples can only play those Samples in stereo using
the stereo outputs — when the Partial is played from a numbered output, it is in mono.
(However, you can force two numbered outputs to act as a stereo pair at the
Performance level - see Chapter 8.)

This parameter will be overridden by the Output Assign parameter on the Patch
Common page (in the previous chapter} and Performance Edit page (Chapter 8), unless
that Parameter is set to “P”.

Partial Level lets you set a general level for the Partial {from 0 to 127) as it appears
at all of the outputs {numbered and stereo} to which it is assigned.

Stereo Mix Level controls how much of the Partial will appear at the stereo outputs,
without affecting the numbered outputs. if you want the Partial to appear at one of the
numbered outputs and not at the stereo outputs, you would set Output Assign 1o the
numbered output, Partial Level to a high number, and Stereo MIX Level to @.

Panning also refers to the stereo outputs only, and sets the pan position of the
Partial as a whole, from L 32 (hard left), to @ {center}, to R 32 (hard right). The
individual Samples get Pan positions too, on the next page, SMT, and if the Samples
are set up with pan positions (for example, if they are halves of a stereo pair), this
controt acts as a “bias”, moving the overall stereo image left or right, but not collapsing
it into mono,
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Other Parameters

Coarse Tuning and Fine Tuning {the ones in the lower half of the screen) adjust the
tuning of aff of the Samples in the Partial simultaneously. They do not override the C.T
and F.T paramelers for the individual Samples, but instead add 1o (or subtract from)

those settings.

SMT Velocity Ctrl enables the Sample Mix Table, which is on the next Page (and
coming right up) to be controlled by velocity. When it is Off, all four Samples will
maintain the same relative balance to each other, regardless of the velocity. However,
they can still be controlled by the SMT Ctrl set at the Patch level, described in the

previous chapter.

SMT

The Sample Mix Table (SMT) page atlows you to balance the Samples that make up

the Partial in several different ways.

Panning and Level

As on the Common page, the
top line of the Edit Partial SMT
page shows the name of the
current Partial, and the first four
lines below that show the names
of the Samples. You can select
which Samples will be included
in the Partial on this page as well
as on the Common page; any
changes made here will appear
on the Common page and vice
versa.

The Pan parameter allows
each Sample to be located
spatially in the stereo outputs.

Mode  Index = MATK i
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The range is from hard left (L32) to center () to hard right (R32). If you are using a
stereo Sample, you would normally select the two halves of the Sample (which bear
the suffixes “~L” and "-R” in their names), and pan one to L32 and the other to R32.

Hard Snt is an example of this,
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This parameter can be influenced, and the stereo field for the Sample shifted one
way or the other, by the Panning parameters on the Partial Common and Patch
Common pages.

When you enter a stereo Sample into a Partial using the [*] function on either the
Common or SMT page, the Pan parameters of the two halves of the Sample are
automatically set to L32 and R32, respectively. After the Sample is entered, the Pan
seftings can be changed, if you like.

Samples recorded in stereo are not the only Samples that can have stereo
characteristics. It's quite possible to take two unrelated sounds and set them up an
opposite sides of the stereo field, or to take two identical sounds and, by changing one
slightly and panning them to opposite sides, “synthesize” a sterco sound. We'll get to
an example of this in a moment.

You can also create a stereo image from a single Sample using the three other
options for this Parameter. Rnd randomly places each individual note in the stereo
field as it sounds (Ride/cup uses this — each time you play the cymbal, it appears
somewhere else). Ky+ places the sound according to the MIDI note number, with
lower notes on the left and higher notes on the right. Ky- reverses the process, and
places the higher notes on the left and the lower notes on the right. Try either of these
last two on the Bass Str C5l Sample in String Pad m — it instantly turns it into a stereo
orchestra, with basses on one side and high violins on the other.

If you want to try something interesting, go back to the Partial Common page, and
put that same Bass Str C51 Sample into the first two slots. Set the C.T Parameter of both
Samples to -1, and set F.T of one to -50 and the other to —48. Return to the SMT page,
and set Pan for one to Ky+ and the other to Ky-. You'll end up with a marvelous
flanged string sound, most definitely in stereo, but without specific notes emanating
from particular locations.

The Level parameter (adjustable from 0 to 127) allows you to adjust the volume of
each Sample individually, so you can balance them.

Velocity Switching

The bottom half of the SMT page is used to set up velocity-based switches and
crossfades for the various Samples within the Patch. Velocity switching allows different
Samples to sound depending on how hard a MIDI key is hit. L@7:Hard Sn1 St {on
Sound Disk 1, the Drums & Pere disk) is an example of a velocity switch: notes with
velocities of 109 and below play a normal snarc sound, while notes with velocities of
110 and above produce a snare with a hard “thock” at the beginning.
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Another use for a velocity switch would be a sax Sample: at lower velocities, you
use a mellow tone, while higher velocities call for a more strident sound. You can also
set up velocity switches so that more Sample layers are added as the velocity
increases, providing not only a louder sound, bat also a brighter, thicker, or more
complex sound at higher velocities.

Each of the four Samples can be assigned a velocity range within which it will
respond. If a velocity level is received that is below the Vel Low level or above the Vel
Hi level for a particular Sample, that Sample will not sound. Note that this range does
not change the velocity response, it simply limits it. This means that regardless of
whether the Vel Low level for a Sample is T or 74, a MIDI note-on with a velocity of
75 wilt always play that Sample at the same volume. But if the Vel Low sefting is 76, a
MIDI note-on with velocity 75 will make no sound at all,

The window at the bottom of the screen shows the velocity ranges of the four
Samples as horizontat lines, each three pixels high.

{if a Sample slor is “OFf”, its line will be only one rr—————

pixel high.) When you select any parameter relating —
to one of the four Samples (with the mouse or

cursor keys), the horizontal line corresponding to
that Sampte will be highlighted in red. When you

[ S1 — Vel Low ]

move the mouse over one of the horizontal fines
themselves, it wilf be highlighted in yellow.
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The window also dispiays an arrow showing the velocity of the last MIDIE note-on
received. As you play the keyhoard and tisten to the sounds, the arrow will jump
around. This can be a big help in determining how to set up your velocity range
values,

You can adjust the Vel Low and Vel Hi levels for each Sample by sefecting the
indivictual parameter and incrementing or decrementing it with the mouse buttons or
the VALUE wheel. Or, you can do it graphically: move the mouse to one of the ends of
the horizontal lines, and click and hold the left mouse button, The line will turn red,
and the slot number of the Sample and the name of the parameter being adjusted (Vel
Low or Vel Hi) will appear at the bottom of the window (this is called the “Title” area).
Without fetting go of the mouse bution, drag the mouse left or right to decrease or
increase the value. The end of the line will move with you, and the numeric value of
the parameter you are adjusting will change as you drag the mouse.

Velocity fading

A transition between two velocity-switched Samples can be made smooth by
overlapping their velocity ranges. But for even more smoothness you can “fade” the
Samples into each other, An example of this is Ride/cup.

The Fade Liow) parameter for each Sample in the Sample Mix Table sets a range of
velocities, above the Vel Low value, over which the sound will fade in as the velocity
increases. For example, look at
the settings for Sample 2, the
“cup” sound. The Vel Low
parameter is 71 and the Fade ¢
parameter is 19. This means that
an incoming note with a velocity
of 71 will sound that Sample at
minimum volume, and as the
velocity rises from 71 to 90
(71 + 19}, the volume will

REI= S

Volume

increase relatively sharply. At 91

min l
Velocity

is linear all the way up to 127, 1t 1 e

could be said that the Fade L 4 .

parameter scales the bottom of

and above, Lhe velocily response

) Vel Low Vel Hi Fade L Fade H
the velocity response curve for a 71 127 19 2

particutar Sample.
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max—
The Fade Hl(igh) parameter does a
similar thing with the Vel Hi parameter —
it sets a range of velocities over which the
volume of the Sample will decrease as the
velocity increases, with the Vel Hi
parameter as its upper limit, at which point
the volume will be at minimum. Sample 1
{the “ride” sound) illustrates this: Vel Hi is
89 and Fade H is 19. Therefore, velocity min |
response will be linear up to 70 (89 - 19), ] Velocity 127
and then notes will get progressively softer
as the velocity increases to 89. When the
velocity is above 89, the Sample won't vel Low Vel H  Fade I TFaic ®
sound at all. 89 2 19

The combination of limits and fades can give you very complex switching
algorithms. Also keep in mind that the SMT Ctri that you selected at the Patch level
will also act on these functions, not by
increasing or decreasing the actual
velocities (or the volumes), but by shifting max— t
the break points of the switches up and &
down. (More on this in a moment.) Sampie 2

You can adjust the Fade L and Fade H i
parameters by selecting them and then ’
pressing the mouse buttons or turning the \,;I"'l ""‘_i'..,.

VALUE wheel. Notice that when you set a o H H""t.l,l
Fade parameter, the middle portion of the min _T.' ' N
horizontal line representing the Sample you

are working on (i.e., the second vertical
pixel) moves away from the end of the line, ———
creating an "open” line, showing the extent

1 127

of the Fade. vel Low Vel Hi Fade L Fade H
1 0 100 0 55
2 B5 127 20 0
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You can also adjust the Fade parameters graphically: use the mouse to locate one
of the ends of the fade line (that is, where the middle portion of the line ends), and
then click and hold the right mouse button, and, without letting go, click and hold the
left button. If you do this correctly, the number of the Sample and “Fade L” or “Fade
H” will appear in the Title at the bottom of the window, and you can then drag the
mouse to extend or shorten the fade line. Note that you cannot extend the fade line
past either end of the overall velocity line, nor can you shrink the ine so it is smaller
than onc pixel.

When you enter a stereo Sample into a Partial using the [*] function on either the
Common or SMT page, the Vel and Fade parameters of the right half of the Sample will
automatically be set ta the same values as the left half. If you like, you can change any
of these values afterwards.

Other SMT controls

As we saw in the previous chapter, The Sample Mix Table can also be operated in
real time (before or after a note has been played) by a MIDI controller, such as
Pitchbend, Modulation Wheel, or Aftertouch. Therefore, a certain velocity value may
cause one Sample to sound, and then by applying aftertouch to the key, a different
Sample fades in. The SMT controller doesn’t repface the velocity data operating the
SMT, but adds to or subtracts from that data, to the degree determined by the SMT Ctrl
Sens parameter on the Edit Patch Ctrl page.
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TVF

TVF stands for Time Variant
Filter. It determines how the
timbre of the Partial will change
over time, by boasting or
attenuating certain frequencies.
The filter has two main parts: the
Parameters defining the filter
itself, and the envelope to control
how the filter changes over time.,
The Parameters on this page can
also influence the pitch of the
Partial as it plays.

The Parameters
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Filter Mode can be set to Low-Pass {LPF) which cuis off high frequencies, and is the
most common mode; Band-Pass (BPF) which accentuates a narrow band of
frequencies; or High-Pass (HPF), which cuts off low frequencies. It can also be turned
Off, which renders everything else on the page meaningless.

/
Level jf
N /
- e
™, ra
N P
- = J/ N\
Frequency —4m-
Low-Pass High-Pass Band-Pass

Note: If you are not using the filters on a Partial then it is best to leave this Parameter
Off (rather than disable them in some other way), because the 5-750 responds slightly

faster when you do this.

Cutoff Freq controls the frequency that the filter's action will take place at — the
“knee” of the filter, or when the mode is Band-pass, the center point of the filter’s
action. Higher numbers are higher frequencies.
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Key Follow determines
whether the Cutoff Frequency is

going to be conslant over the

KF Point f
entire keyboard range, or \ T
whether it will change with
changing incoming MIDI notes

(this is sometimes called a Mode = LPF

“tracking filter”). At 0, the Cutoff Cutoff Freq Key Follow = 63
Frequency will be constant

across the keyboard range. At

positive values, the Cutoff

Frequency will rise as the MID} '

note goes up, and the higher the Cutoff Freq Key Follow = -63

parameter, the steeper the rise,

At negative values, the Cutoff Frequency will go down as the MIDI note goes up, so
that higher notes contain fewer high frequencies. The range is -63 to +63. The
“median” point for the filter — that is, the note at which this Parameter has no effect —
is determined by the KF Point at the bottom of the column.

Key Follow can help to make a sampled sound more “natural” — on a real
instrument, high notes usually have more high-frequency partials than low notes.
Proper use of this filter can extend the good-sounding range of a Sample.

Another important use is to eliminate any high-frequency noise that might have
been recorded with the original Sample when transposing it down by a large interval.
Any noise that is present in the original Sampie will be transposed down as well, and
can sound very ugly. (Although because the 5-750 uses constant sample-rate playback
and differential interpolation, aliasing noise will not be a problem.) By using a Low-
Pass Filter whose Cutoff Frequency goes down with the pitch, the noise can be
eliminated easily.
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Resonance refers to the depth, or
“QQ", of the filter action. Low Filter Hode = LEF
. . Reaonance = 90
numbers mean the filter will be Filter Mode = LPF

Respnance = 30

relatively subtle and broad, while '

higher numbers mean the filter witl e / \
be sharper. As with an analog \ — _
synthesizer, when the Resonance . | \

value reaches a certain point, the Frequency —i-

filter goes into self-oscillation,

producing a tone whaose pitch will Filter Mode = BEF Pilter Mode = BEF
. Reponance = 30 Hesonance. = B

vary with the Cutoff frequency and

the filter envelope.

T

Vel-Curve and C.Sens will be
discussed in a moment.

Envelope has three parameters, all of which have a range of -63 to +63:

TVF Depth determines how much the cutoff frequency of the filter will respond to
the envelope described at the bottom of the screen. At 0, the filter will remain at a
constant frequency and the envelope will have no effect. As you increase the value of
the parameter, the cutoff frequency of

the filter will change more with the TVF Depth =
rising and falling of the envelope. At 63
negative values, the cutoff frequency Cutoff

will respond 1o the envelope “upside- Freq

down”: as the envelope rises, the 2%
cutoff frequency will fall, and vice 40
versa. If you use negative values in a 63
Low-Pass or Band-Pass fitter, you Time >

should use a high Cutoff Freq, or you
might find everything filtered out.

Vel Sens determines how the filter envelope responds (if at all) to MIDE velocity. At
high values of the parameter, high incoming MIDI velocities will make the cutoff
frequency more sensitive to the envelope — which means if you hit the note harder,
the filter envelope action becomes stronger. At negative values, the effect of Envelope
will be inverted and low velocities will flatten out the envelope, so that as you hit the
note softer, the filter action becomes less strong, and hard notes will produce the most
change in the filter. A value of 0 means that velocity will have no effect on the filter.
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Vel Sens is influenced by Vel-Curve and C.Sens, on the left side of the screen:

Vel-Curve selects from one of four velocity curves which are illustrated below.
Curve 1 is a constant value, so that changes in velocity don't affect the filter at all {like
setting Vel Sens to @). Curve 2 is linear, meaning that velocity changes cause filter
changes proportionately throughout the velocity range. Cueve 3 curves downward, 50
that velocity changes at low velocities affect the filter less than those at high velocities.
Curve 4 curves upward, so that low-range velocity changes will affect the filter more
than high-range ones.

C.Sens, which stands for Curve Sensitivity, is set up the same way as Vel Sens, and
determines how much, and in which direction, the cutoff frequency will respond to
velocity changes. It is not redundant, however, because it is a common parameter for
both the Envelope Vel Sens and the Time Vel Sens, described next.

o
Sens = 63
Cutoff
frequency
T 3 + +
MID! input velocity
Seng = @
1
m Sens = -63

The separate Vel Sens parameters for Envelope and Time mean they can operate
independently: setting C.Sens to a positive value and Envelope Vel Sens to a positive
value will cause the cutoff frequency to increase with velocity, while at the same time
if you set Time Vel Sens to a negative value, it will cause the envelope to slow down
as the velocity increases. Admittedly, this can all get very complicated, bul some day
you'll thank us for allowing this degree of flexibility.
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Time has two parameters, both of which range irom 63 10 + 63:

Vel Sens expands or contracts the filter envelope in time, according to incoming
MIDI velocities. With a positive setting, higher note velocities will cause the filter
envelope to act faster, opening or ciosing in a shorter period of time, while lower note
velocities will stretch the envelope out, causing it to open or close more slowly.
Negative settings will produce the oppasite effect. This parameter is affected hy the
Vel-Curve and C.Sens parameters.

Key Follow expands or contracts the filter envelope in time according to incoming
MIDI note numbers {don’t confuse it with the frequency-affecting Key Follow
described earlier). With a positive setting, higher notes will cause the filter envelope to
act faster, while lower notes will stretch the envelope out, and negative settings will
produce the opposite effect. The “median” point, that is, the note which atways plays
the envelope at its normal rate, is cletermined by the KF Point parameter,

KP Poinkt \
Cutotl
Freg

Time ——r—Jo

Time Eey Follow =

MANASAN I/v“"\

Time Key Follow = -63

Pitch Depth has almost nothing to do with the filter, but uses the TVF envelope to
effect a pitch change in the Partial as it plays. At 0 there will be no pitch change. At
positive values, the pilch change will follow the envelope. As the value increases, the
pitch change becomes more pronounced. At negative values, the pitch will follow the
envelope upside-down, rising as it falls and vice versa. The pitch change is affected by
velocity, but it does follow any changes in the speed of the envelope dictated by the
Time Vel Sens and Key Follow parameters. Ii the Filter Mode is Off, there is no pitch
change.

The maximum pitch change upwards (when this parameter is 63 and the envelope
level is 127) is two octaves, while the maximum pitch change downwards (when this
parameter is -63) is four octaves. Note to users of the 5-770 with Version 1.0 software:
This Parameter acts quite differently from the older software version, in which the maximum
shift both up and down was one-half octave. If you are using Partials that were created on
an S-770 with version 1.0 software that use this parameter, you will have to reset it.
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The Envelope

The envelope changes the Cutoff Frey over time, giving the sound timbral
“motion”. mini Ac.Bass has a relatively simple TVF envelope, while the Vox F#4
Partials have complex ones. {The percussive sounds have envelopes that simply open
and close with the note-on and -off.)

High
Level2 _
""""""""""""""""""""""""""" '\‘
Y
Cutoff beveld
Frequency e
¢+ Level3 | K
I ; ) I
Low : : | (Sustain) |
- I i
Timel Time2 Time3 /’\ Pimed
Note-On Note-OH
Time >

The envelope itself is a standard five-segment Artack/Decay 1.2/Sustain/Release
envelope, and a graphic representation of it appears in the window at the bottom of
the screen. (The TVF envelope is in white — the dark blue lines behind it are the TVA,
coming up soon.) Time for each segment ranges from 0 {essentially instantaneous} to
127 (up to about 2 minutes). Level for each segment ranges from 0 to 127.

The envelope starts at the level specified under Level 4 when vou press the MIDI
key (Level 4 and Level “zera” are always the same). During the period specified by
Time 1 {the Attack), it rises or falls to the level specified by Level 1. it then immediately
goes to Level 2, in the period specified by Time 2 {the Decay 1), and then to Level 3 in
the period specified by Time 3 (the Decay 2). It holds at this level until the key {or
Sustain pedal, if it's in use) is released — a short green line will appear at the right of
the square and a vertical green line will appear below it and to the right, reminding
you that this is the Sustain tevel (unless Level 3 is 0). When the key is released, it goes
to Level 4 in Time 4 (the Release}. Like most ADSR envelopes, if the key is released
before the envelope has time to play all the way through, it proceeds to the Release
segment {4) immediately.
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The envelope parameters can be changed by moving the cursor to the desired
parameter and clicking the left and right mouse buttons or moving the VALUE wheel.
They can also be adjusted graphically: use the mouse to grab one of the little blue
squares in the graphic representation of the envelope, press the left button and hold it,
and then drag it up or down, left or right. The segments affected by the move will turn
red, and the parameters being adjusted (Time and Level for the appropriate segment)
will change as the mouse moves.

Note that the square at the far left, the initial level, can only be moved vertically,
and it controls only Level 4. The square at the far right can be moved in any direction
and controls both Time 4 and Level 4. These two sguares must always be at the same
vertical position, and so moving one of them moves the other.

The default TVF envelope has the Time 1, 4 parameter set
to 0, the Time 2, 3 set to 10 and the Level parameters set to
127 (except Level 4), which means that when you start with a
new TVF you will have three blue squarcs right on top of each
other. If you want to adjust the envelope graphically, click on
the square and drag it to the left of right, up or down. If you
adjust the parameters numerically, the squares will sort
themselves out.

You've probably noticed another envelope lurking in dark blue behind the TVF
envelope. This is the TVA envelope, which will be discussed next. The two envelopes
are always shown together. This can help prevent a situation in which you are
gleefully designing a complex filter envelope but somehow it doesn’t seem to affect the
sound at all, because you've inadvertently made all the filter action take place long
after the TVA envelope has shut off the sound. For example, if you were to extend the
decay, sustain, and/or release segments of the TVF envelope on one of the percussion
Partials, it wouldn't do much.

Note, however, that the diagrams only approximate the real envelope values ~-
because the envelopes can be changed so significantly by velocity and note number,
two envelopes that appear similar in length on the screen may end up being very
different lengths when you actuaity play them.
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TVA

TVA stands for Time Variant Amplifier, and is the volume envelope for the Partial,
determining how the loudness of the sound will respond to MIDI vetocities and notes,
and how that loudness will change

over time. The parameters all orode | mdex Mk e SRR
behave similarly to their  [zait partial Tva Com Exit
counterparts on the TVF page. . |OPartial  LOS:4vox F#4 Name
Z | Edit Mode single
The Parameters ) Vel-Curve 2 Key Follow °
ot -C.Sens @ Time
| KF Point c_4 -Vel Bens ]

~-K Foll a
Vel-Curve uses one of the four oy rotiow

velocity curves to determine how
the envelope {and therefore the
overafl volume of the Partial} will
respond to changes in incoming
MIDI velocity. Curve 1 is a constant
value, so that changes in velocity
don't affect the volume at all, and
the Partial always sounds at the
same level, Curve 2 is linear, meaning that velocity changes cause proportional
volume changes throughout the velocity range. Curve 3 curves downward, so that
differences in velocity at low velocities affect the volume less than those at high
velocities, and curve 4 curves upward, so that low-range velocity changes do more to
change the volume than high-range ones.

1 2 3 4
Time 38 6@ 127 79
Level 127 72 120 ]

#+ COmmon

C.Sens determines directly how the volume will respond to velocity. At -63, there
will be no change in volume with changes in velocity. At higher values, volume will
be dependent on velocity. At 0, the volume will respond to velocity as described at
Vel-Curve.

Key Follow determines whether the volume of the Partial will be consistent over
the entire keyboard range, or whether it will change with changing MiDI notes. AL O,
the level will be constant. At positive values, higher incoming MIDI nates will play the
Partial louder. At negative values, higher incoming MIDI notes will play the Partial
softer. The note at which the volume doesn’t change regardless of this setting is
determined by the KF Point parameter (which, by the way, is independent of the KF
Point in the filter envelope).
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Time has two parameters:

Key Follow expands or contracts the envelope in time according to incoming MIDI
note numbers. With a positive setting, higher notes will cause the envelope to act
faster, while lower notes will stretch the envelope out, and negative settings will
produce the opposite effect. The “origin® point, that is, the note which plays the
envelope at its normal rate, is determined by the KF Point parameter.

Vel Sens expands or contracts the volume envelope in time according to incoming
MIDI velocities, With a positive setting, higher note velocities wilt cause the envelope
to act faster, opening or closing in a shorter period of time, while lower note velocities
will stretch the envelope out, causing it to open or close more slowly. Negative
settings will produce the opposite effect.

N N\

Time Key Follow

bl/\/\

Time Key Follow

fl

-63

The Envelope

The envelope parameters for the TVA are adjusted the same way as the parameters
for the TVF, either numerically or graphically. One major difierence, however, is that
Level 4 (Release level) must always be @ — if it were some other value, the envelope
would never shut down and the note would go on forever! This parameter is colored
yellow to remind you it's
unchangeable. Therefore, Lovers
the last blue sguare can T\ Level
only be moved Level

’ ; . Volume :
horizontally (Time 4), and :

the first blue sguare cannot

t
b
1
1
4
1
1
{
i
1
I

be moved at all. Similar to (Sustain) Leveli=o
the TVF page, the TVF Timel Time2  fTimed l[ Timed

envelope appears in dark

blue behind the TVA Note-On Note-Oft

Time —————pp
envelope.
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Here’s a hint for when you're playing with TVAs and the 5-750 seems to get stuck:
If you set Time 4 on a TVA to a high value and play some notes, the notes may go on
for a very long time, even if you change the Time 4 value afterwards {changes in
envelope parameters only apply to notes played affer you make the change). The
screen action, including the movement of the cursor, may slow down considerably, to
the point of seeming to stop, as the S-750 gives priority to the sound. Don’t panic. Just
press the EXIT button on the 5-750 front panel or the RC-100. When everything settles
down and shuts up, select where you want to go and resume your work.

Using the Templates

Programming filter and volume envelopes from scratch can be complicated, so the
$-750 software includes several factory Templates to help get you started. These
Templates give you complete TVF and TVA setups, which you can then tweak to suit
your needs. You also have the ability to create your own Templates, from Partials
whose TVF and TVA parameters you might find yourself using often.

The Templates are accessed Template i

from the Com menu on any of the :
Edit Partial pages. Select Template, Spreset> <Dser Sew> toe
) N gan empty ———

and the Template window opens. 4 Piemo — empty —— -
: ) 2 Braes / Wind weem EEPLY ——— -«

To choose a factory Template (the | compress — empty —— -

ones under the word "“<Preset>"), i fercussion Long ggg — :

click on its name. The window will /| velocity string  —— empty ——

. Velocity Perc. — empty ——— -

close, and you will be back on the ‘| TVF Sweep Up/Dwn =~ empty —— 4

Edit Partial page you came from, TVE Sweep Down empty -

with the Template’s TVA and TVF

settings imposed on the current
Partial. (Although you can select a
Template from any of the pages, the only pages it will affect are TVF and TVA))

You create a Template for the “<User Set>" by taking the TVF and TVA envelopes
from the Current Partial and telling the S-750 to memorize them. After you open the
Template window, click on the blue arrow under the word “<Get>" which
corresponds to the user slot you would like this Template to be in. You can use any of
the 10 slots you like, but obviously if there is a Template already in that slot, it will be
replaced. The name of the Template will be the same as the Current Partial.

To use one of the Templates in the User Set, simply click on its name. if you click
on an “empty” siot, the Current Partial will become “Organ”. If you change your mind
and don‘t want to use any template, click on Exit.
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You can’t edit a User Set Template, but you can replace it by the same procedure:
load and/or select the Partial whose envelopes you want to use, and enter it using the
<Get> arrow. Changing the parameters of the Current Partial after you've created a
Template , or deleting it from memory or even from disk, will not affect the Template.

The Templates stored in the User Set are made permanent with the “Save System”
operation, like the Jump pages. If you don’t do this before the end of your session, the
Templates will be lost (or revert to their former state} when you turn off the power.
Save System is availabic from the Index.

The factory Templates, and what they do, are as follows. Except for the last two, the
TVF is disabled (Filter Mode set to Off), but the TVF page is given an envelope
identical 1o the TVA page.

» Organ. Immediate Attack, maximum Sustain level, and immediate Release.

* Piano. Immediate Attack, moderately fast Decay, moderately sfow Sustain to 0, but
fast Release for “damping” on Note-Off .

* Brass/Wind. A smooth envelope. Slow Attack and Decay, with Decay Level higher
than Attack Level. Moderately fast Sustain to fairly high ltevel, followed by
moderately fast Release.

» Compress. Simulates the action of a fast limiter, and adds “punch” to a sound.
Immediate Attack and Decay at highest level, then very fast Sustain to a moderately
low level. Fast release.

* Percussion Long. Immediate Attack and Decay at highest level, then slow Sustain to
0. Release same as Sustain,

s Percussion Short. Same as above, but Sustain and Release faster,

« Velocity String. Relatively slow Attack and Release, immediate Decay and Sustain at
highest level. Near-maximum velocity sensing enabled, using Curve 2.

» Velocity Perc. Faster Attack and slower Release than above, Sustain level 0, Sustain
time egual to Release time. Maximum velocity sensing enabled, using Curve 2.

* TVF Sweep Up/Dwn. For those spacey “analog” sounds. TVF has moderately slow
Attack from O to full level, foltowed immediately by moderately slow Sustain back
down to 0. Release is stightly faster than Sustain. Filter is Low-Pass, with medium
Cutoff Frequency and Resonance. TVA has immediate Attack to fulf level, fult Sustain
level. Release the same as TVF,

* TVF Sweep Down. For “analog” sounds, and also useful for damping a bright loop
over time, TVF has immediate Attack from 0 to full level, followed immediately by
moderately slow Sustain down to 0. Release is slightly faster than Sustain. Filter is the
same as above, and TVA is the same as above,
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Remember there is no “Recover” or “Undo” function available, so if you have
created a Partial you really like, save it on disk before sticking a Template on it. Once
you've done that, try the factory Templates on all sorts of sounds, and see what you
come up with. Even short Samples with no Sustain loops (discussed in the next
chapter) can have interesting things done to them with the Templates {try, for example,
TVF Sweep Up/Dwn on Ride/cup).

LFO

Jndex — Mark o . BoTsesel

Fdit Partial LFO Com Exit

L@5:4Vvox F#d Name

Single

One more thing you cando to a
Partial is apply vibrato of various
kinds using a Low-Frequency
Oscillator. This is done on the Edit
Partial LFO page. Vibrato can be
applied to a Partial’s pitch, to its TVF,
and/or to its TVA,

—Rey Follow ]
Key Sync off

Pitch Mod Depth 1

TVF  Mod Depth i5

Parameters TVA  Mod Depth o
The LFO parameters arcsetatthe . comon . ser . v ° TvA& @ w0 ©

top of the screen:
Wave Form lets you select among several waves for the LFO: Sin(e), Trilangle),
Saw(tooth} Up, Saw(tooth) D(o}wn, Square, Random, B(e)nd Up {a non-repeating bend

which starts below the note and slides up to it), and Blelnd D{o)wn (which starts above
the note and slides down to it).

q/\j 8in N\ Saw Dun / Bnd Up
/\/\/ Tri ’—LH_J Square \ Bnd Dwn

A e J{W@‘M

Rate controls the basic speed of the LFO. It can be set from 0 (which is not OFf, but
is very slow) to 127,
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Detune is a randomizer for the Rate parameter. It will change the LFO rate
somewhat with each new Note-On, so that each note as it plays has a slightly different
vibrato speed. (Allow the author a personal observation here: this is an incredibly neat
feature for doing realistic orchestral simulations.) The value of the parameter (irom 0 to
127) determines the overall spread of the randomization: at low values, the vibrato
speed differences between subsequent notes will be very subile, almost like a phasing
effect. At the highest values, the difference in vibrato specd from one note to another
will vary as much as 100%, that is, one note may have vibrato twice as fast as another.

To hear this in effect, select Vox F#4 low and crank the Detune parameter up to
127. Bring Rate up to 65, and then move down to TVF Mod Depth and set it to about
39 {yes, we know we're getting ahead of ourselves here). Play a chord and hold it.
You'Hl hear a wah-wah vibrato effect that goes at a different speed for each note.

Delay sets a period of time after a note ,
starts before the LFO begins to affect it, At 0 | ey NI f‘\ i i
’ o |1 |
| SREARA!

f
AV Prgdg b
there is no delay, and the vibrato starts RRTAY l)’ YRVRY {j.f ]
. . . Yo ) oA W
immediately. At the maximum value, 127, the

delay is about 22 seconds. Note-On

Key Follow determines whether the MIDI Note-On number will have an effect on
the Delay. At 0, all MIDI notes will have the same delay. As the value is increased (the
maximum is 63), higher MID1 notes will have progressively shorter delays.

Key Sync determines whether the vibrato waveform will start in the same place for
every Note-On. If it is On, then the vibrato for every note will begin at the same point
in the LFO waveform. If it is Off, the starting point of the vibrato waveform for each
note will be different.

A chord gives us a good iHustration of how this works. Set Rate to 48, Detune to 0,
and Pitch Mod Depth (there we o again!) to 45. If this parameter is On, then all the
notes in the chord will move in parallel. If it is Off, the vibrato for each note in the
chord will start in a different place, and will move against each other in various phase
combinations,
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The LFO Assignments

What the LFO actually does to the sound is determined at the bottom of the screen.
The LFO can be applied, in any combination, to:
s the Partial’s pitch {Pitch Mod Depth);
* the TVF, periodically raising or lowering the filter Cutoff Frequency as the TVF
envelope progresses (TVF Mod Depth); or
= the TVA, periodically raising and lowering the volume as the TVA envelope
progresses (TVA Mod Depth).

If the LFO waveform is Bend Up or Bend Down, then the effect of the LFO on the
pitch, TVA, or TVF is not periodic, but is a single occurrence.,

Original TVA

Wave Form
= Saw Up

TVA Mod Depth
= 30

Wave Form
= Sgquare

TVA Mod Depth
= 63

:

The Depth parameters have a range of -63 to +63. Negative values apply the
waveform with its phase reversed.
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Editing Partials through the Patch page

As mentioned in Chapter 3, the Edit Partial pages behave slightly differently when
you enter them through a Patch page’s Com menu {in Subsidiary mode), instead of the
Sound menu or the Index. There are four main points to be aware of.

To illustrate, let’s load in a complex Patch. From the Disk Load page, select Patch
as the Target, and load L@7:Misc.Perc. When the file is loaded, go to a Patch page,
not a Partial page, open the Com menu and select Edit Partial. When the Edit Partial
page opens (whichever one it is), its name will appear with “stars” around it, indicating
that you are in this special mode. . .
*Edit Partial LFO*

1) Restricted access to Partials

First of all, the Partials you will be able to select for editing will be limited to only
those Partials that are subsidiary files of the Patch that you came from, even if there are
other Partials already in RAM. If you scroll the Current Partial line at the top of the
page, you will only be able to scroll to those Partials that are in the current Patch. If
you click on the Select box, the names of the Partials you can access will appear in the
Select window in white, while those you can’t access will be colored purple. You wil
not be able to select “Blank” to be the Current Partial either.

You can load a new Sample from disk and put it into one of the Patch’s Partials,
and you can even load a new Partial from disk, and put the Samples it contains into
one of the Patch’s Partials. But you cannot access the newly loaded Partial itself,
because that Partial is not a subsidiary of the Patch.

This restriction, however, does not apply if you are working with a brand-new
Patch, to which no Partials have been assigned. In that case, all Partials are accessible.

2) Automatic Partial Switching

The second difference is that if the Patch contains a Split, the Split will remain
active while you are on the Partial page. As you play notes on your MIDI keyboard,
you will hear the different Partials, and the display will also change to show which
Partial is sounding. (The Partial will actually change only if it is assigned to a MIDI
note at the Split level — this Patch uses only notes between F#3 and D#5, and not all
of them.)
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This makes it easy to keep track of which Partials are assigned to which notes, and
how they sound in the proper cantext. However, it also means you have to be carcful
not to hit a wrong MIDI key while editing, or you may end up editing the wrong
Partial.

3) Not Omni Mode

The 5-750 will no longer necessarily respond to incoming MID! data on alt
channels. Instead, it will respond only to MIDI signals on the channel selected in the
Patch page that you came from. if the Select/MIDI in parameter is set to Omni On,
that will be all channels. If it is set to an individual Part, then the unit will only respond
on the MIDI channel corresponding to that Part.

In addition, if you are editing a Partial from a Performance, any range restrictions or
fades imposed on the Part by that Performance will be in effect (see Chapter 8).

4) Global Editing

Finally, when editing a Partial from within a Patch, you may choose to have the
changes that you make affect all of the Partials in the Patch simultaneously. This is
done by selecting the word “Single” on the Edit Mode line and clicking the right
mouse button once. It will change to “Global”. Now any changes that you make in
any Parameter on any of the Partial pages will change that particular Parameter for all
of the Partials in the patch at the same time. This includes Samples — if you change
the Sample in any one of the four slots in a Partial, all of the Partials in the Patch will
now have that Sample occupying that slot. This switch is inactive if the current Patch
has only one Partial assigned to it.

While this feature is not of great value in mapped Patches like this one, it can be a
convenience when dealing with multisampled Patches. Global editing of envelopes,
for example, makes it much faster to get consistent response over the entire keyboard
range for a Patch that uses several Samples.

If you want a parameter change 1o affect only one Partial, click the feft mouse
button to change Global back to Single, and now any changes will only affect the
Current Partial.

The Partial Map
Another way to edit Partials from within a Patch is to use a special set of pages

called the Partial Map, which are accessible only through one of the Patch pages.
We'll discuss the Partial Map momentarily.
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Other Partial Functions (the Com menu)

Disk

Copy

Delete

Several other functions that affect Partials are available through the Com menu on
any of the Partial Edit pages.

The Disk function (Load, Save, Copy, Delete, Util) is the same as in other modes
and is described in Chapters 3 and 9. When you Load a Partial, it loads in all
subsidiary Samples, unless you set the Target to Partial PRM, in which case only the
Partial’s Parameters are loaded. This way an existing Partial can easily be used as a
template to organize a different set of Samples.

When you Save a Partial, any new Samples you have created get saved with it. In
addition, any old Samples that are subsidiary to the Partial will be saved as new files if
you have changed the Volume ID since you loaded in those Samples from disk (see
Chapter 8). If you Delete a Partial from disk, all subsidiary Samples are deleted as well,
unless they are being used in another Partial and the Fast Delete Mode switch is Off,

Copy, as in the Patch mode, lets you make a duplicate of a Partial into another slot
in RAM so that you can keep the original version safe while you edit. To make a copy
of the Current Partial, choose a slot to copy into from the Copy window.

The duplicate has two letters added to its name: the first copy will have "AA”
tacked onto the end; the second will have "AB”, etc. You can freely copy copies, and
the alphabetic progression will continue regardless of whether you are copying an
original or a copy.

If the slot you are copying into is occupied by another Partial, that Partial will be
deleted. If the slot is occupied by another copy of the Partial you are copying, the
name will not change — that is, a new suffix will not be assigned. Any of these copies
can be saved to disk, modified or unmodified.

As with Patches, the Delete function on the Com menu lets you select a Partial to
remove from RAM. The Delete function only works on RAM — the files on disk are
not changed unless you go through the Disk function.
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As you pass the cursor over the names of the Partials in the Delete window
{without clicking the mouse), you can hear each one if you play the MID! keyboard.
This can help you determine which Partial you want to lose. If you are editing Partials
through a Patch, the Partials belonging to the current Patch will be displayed in white,
while all others will be in purple. You can delete any of them, however.

and Down: Moving to the Sample Level

The last three commands tet you move down to the Sample Edit fevel and work
with one or more Samples, similar to the way you can move to the Partials function
directly from a Patch page. One major difference, however, is that your access to
Samples in RAM is not restricted 1o those Samples that are subsidiary to the Partial
you're coming from -— the Sample pages always behave the same way no matter how
you get to them. More on this in the next chapter, When you Exit the Sample level,
you will come back up to the Partial Edit level.

Edit Sample1 moves you to the first set of sample pages, and Edit Sample2 moves
you to the second, advanced set. Sampling moves you directly to the Sampling page
(the first page of the Edit Sample1 level). When you go to the Sampling page from a
Partial page, what happens is similar to what happens when you go from a Patch page:
the page is labelled Sampling from partial, and when you record a Sample, the
software automatically creates a new Partial with the same name that you've given the
Sample. This happens whether you select Sampling from the Com menu, or you select
Edit Sample1 from the Com menu and then move to the Sampling page.

When you exit any Sampling page, you will go back to the Partial page you came
from.
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The Partial Map

The Partial Map provides you with an alternative view -— from another dimension,
some might say — of the parameters for the Partials in a Patch. Instead of showing you
groups of parameters on an individual Partial basis, Partial Map lets you ook at only
one parameter at a time, but you can see how that parameter is set in many Partials
simultaneously.

The Partial Map can be accessed only from a Patch page, by opening the Com
menu and selecting Partial Map.

Index Mark S-158/a1
There are three Partial Map e o
i | . h Partial Map Page 2 Exit
Pages, and they differ on ym the [0 patch 1Q7:Ethnic Perc 1 Namel
pitch range that they show you. Select/MIDI in Omtd On(**)
. Parameter TVF Cutoff Fregq
The first page, A @~, shows the cha CHli——  C#d: 45 ——

:——Wp 3: 127 D 4: 74 D 5: 127
D3 127 Di#4: ——— D#5:
E_3: 127 E 4: 2B g 5:
F3: 127 ¥:4: 35 F_s5:

notes from AG@ {MID} note
number 21 decimali to C4, a

total of three octaves plus four F#3: 127 FH#d:—— FRS:
i B3 127 G 4: 42 G 5:
semitones. The other two pages LA a2 g
A-3: 127 B_4: 127 A_s:

show you a four-octave range
starting from either C#2 or C#4.

Aff3: 127 A4 ARS:
B:3: 127 B_d: 127 pg_g:
C.4: 127 Gi5: 127 C_6:

[HHTEH

Partial

Select the patch you want to
look at just as if you were in a
Patch page, and select the
appropriate Part number and
MIDI channel to receive on. (Notice that, unlike the Edit Partial pages, you can change
the name of the Patch on these pages, but not the name of a Partial.) On the line
labelled Parameter, use the left and right mouse buttons to scrolt among all of the
parameters found on the Partial Common, TVF, TVA, and LFO page (except the
parameters on the Common and SMT pages that deal with individual Samples): they
start with Output Assign from the Common page, include all of the envelopes and
other TVF and TVA settings, and end with LFO TVA Mod Depth from the LFO page.
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not assigned to . : R
any Split regicm_> c;*jB 127 gf: 74
D#3: 127 D4

E_3: 127 E_4:

F_3: 127 F _4:

F#3: 127 Fi#4:

separate region G:3: 127 @G 4:
GH#3: 127 G#4:

A:3: 127 2 4:

Ad#3: 127 A#d:

B.3: 127 B_4:

C_4: 127 cC_5:

separate regions

not assigned to any Split region

1T ensnes
b Co GO Q0 W W

When you select a parameter, the display shows the current setting of that
parameter for each note on the screen, Names of notes that are not assigned in the
current Patch are displayed in black. Names of notes that are assigned are in yellow.
However, different split regions adjacent to each other (which will be the case most of
the time), the notes in one of the two regions will be displayed in reverse video (blue
on yellow). All contiguous notes in a split region will be in the same color, either
normal or reverse — for example, if a region ends at C4 and a new region begins at
C#4 and extends to D#4, C4 will be displayed normally, and alf of the notes C#4 1o
D#4 will be in reverse video.

Move the mouse over the parameter value next to the note, and use the mouse
buttons (or VALUE wheel) to raise or lower the parameter. The values for all other
notes that are assigned to the same Partial will change at the same time. Also, the
name of the Partial whose values you are adjusting will appear at the bottom of the
screen under the word Partial.

if you're not sure which note names correspond to which MIDI keys, at any time
you can play one or mare notes on your MIDI keyboard, and a red arrow will appear
next to each note you play.

When you are done with a Partial Map, you must go back to the Patch page you
came from by clicking Exit. (The Partial Map pages have no Com menu.} You can then
go to the other Partial Edit pages if you like. Any changes made on the Partial Map
page will of course be visible on the other Partial Edit pages as well.
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Chapter &:
Sampling 1
— Recording
and Looping
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Up to now, we've been working with _=> sample. [:'__Samp@:] Sample
Samples already recorded on the disks

supplied with the 5-750. Of course, besides the sample-manipulation features we've
been explaring, the S-750 has extensive sample recording and editing facilities. In this
chapter we will discuss how to record samples and also how to loop them. Looping is
usually a non-destructive technique that preserves all of the original sample data. in
the next chapter we will discuss more sophisticated editing functions, which change
the sample data.

Samples are recorded and edited using the two Edit Sample functions. The Sample1
functions fit onto five Pages. They can he reached by a wide variety of ways, and each
route has its own specific destination:

¢ Select Edit Sample1 from the Sound menu, and you will go to the Samplel page you
were on the last time you were at this level. If this is the first time you are entering
this function, you will go to the Loop1 page.

* From a Patch page, open the Com menu and sclect Sampling, and you will go to the
Sampling page.

* From any of the Partial pages, open the Com menu and select Sampling, and you
will go to the Sampling page. Select Edit Sample1, and you will go 1o the Loop1

page.
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Note: Going to a Sample page through a Patch or Partial page places no
restrictions on the Samples that can be worked with, but when you record a Sample
after coming through a Partial or Patch page, it automatically creates a Partial and (if
you came through a Patch page) a Patch with the same name as the Sample. We'll
discuss the ramifications of this later in this chapter.

* Use a jJump page. The fourth Pages in the two jump sets are factory programmed for
Edit Samplet Pages. Or program one yourself,

* From the Index, under the Sound category, a
number of Topics and Subtopics will lead you
to Samplel pages. Look at the “Index of the
Index” (Appendix) of this manual for a Patchwork
complete list.

Edit Sample2 Menu Exit

Loop2

Digital Filter

When you Exit a Sample1 page, you will go Comp/Expand
back to either the Sound menu, if you came
from there or the Index, or else the Patch or

Partial page you came from. Rate Converter

Time Stretch

The Sample2 functions have their own
menu, which contains seven items. Each of
these items, in turn, has one, two, or three pages. To get to the Edit Sample2 menu,
there are again several paths:

Wave Draw

¢ Select Edit Sample2 from the Sound menu.
* From any of the Partial pages, open the Com menu and select Edit Sample2.
* Use a Jump page to go to a Sample2 page that you have programmed.

* From the Index, under the Sound category, a number of Topics and Subtopics will
lead you to Sample2 pages. See Appendix for a complete list.

When you leave a Sample2 page, you will always go to the Sample2 Menu.
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Mode Index MaTK s, S012908L
Recording a Sample | P -
Sampling Com Exit
The first page of the Hsample - 12 Name
Sample1 function, Smpling, Mode Stereo Inmput Analog
is used for recording Orig Key C4 Type Auto
Freg{kHz) 44.1 Trigger Level
Samples. Before you record Time (sec) 1 Threshold ?
a Sample, you must select a Pre-Trig .8@ Monitor Off
. Normalize Ooff Digital ATT --
slot for the Sample, name it, Remaining g5
and set the Parameters on "
. . Pleage set Name
this page according to how I Ready
you want to record. After
that is done, start the LEVEL é""'""""""
sample recording process

by clicking the Ready
switch.

To keep this simple, let's look at recording a Sample all by itself, not in the context
of a Partial or Patch. To take the most direct path to the Sampling page, open the
Sound menu, select Edit Sample1, and go to the Smpling page by clicking on its name
at the lower-left corner of the screen.

Setting the Parameters
Selecting the Slot and Naming

The first thing to do is decide where you want to put the Sample. Select a slot by
scrolling in the Current Sample line at the top of the screen, or using the Select icon. If
you already have sounds in RAM, one or more Sample slots will already be occupied.
If you select one of those slots to record in, the Sample already in it will be erased. If
you don’t want this to happen, select a blank slot, either by scrolling with the right
mouse button until a slot appears that has no name, only a slot number, or by opening
the Select window and clicking on Blank.

Now click on the Name box and open the ASCII Keyboard window to name your
new Sample. The 5-750 will not let you record a Sample without a name. If the name
happens to be identical to a Sample already in RAM, the software will warn you of
this. If you insist on going ahead, the Current Sample slot will jump to the slot con-
taining the Sample that already has that name, and you will be forced to record over it.
This is to avoid a situation in which two Samples with the same name exist in RAM.
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Mode: Mono or Stereo

The next decision you must make is whether you want to sample a mono source or
a stereo one. Stereo Samples, obviously, take up twice as much memory as mono
ones. Stereo Samples are actually two mono Samples that are manipulated together.
They can be easily split into individual mono Samples, and in some cases recombined
~— see "Working with Stereo Samples” later in this chapter.

Stereo Samples, by the way, have special suffixes on their names, but don’t worry
about that quite yet.

Original Key

Freq

This will determine the “base” note for your sample. It defaults to C_4, which is
normally Middle C (MIDI note 60 decimal). If you are sampling a sound whose actual
pitch is F#5, you would normally assign its original key to F#5 so that when you play it
back, it is in tune with other samples and other instruments.

This is especially important when you are Multisampling, that is, using several
Samples of an instrument taken at different pitches to cover a wide range of notes
without “munchkinization” {see the section on Splits in Chapter 4). By setting the Orig
Key of each Sample to the pitch of the actual sound, it will be much easier to keep
track of the Samples, and you will need to make fewer adjustments when you
assemble them in a Patch.

If you are recording a sound that you want to map later to a specific MIDI key, like
an individual drum or a sound effect, you can assign that key here. This setting can be
overridden at the Partial level (and if you turn off Key Follow on the Partial, this
Parameter is essentially irrelevant), but you can avoid some possible confusion by
setting it up correctly here. It can also be reset on some of the sample editing pages, if
you need to adjust it after it's been recorded.

This selects the sampling frequency, which when you first turn on the 5-750 will be
settable to either 44.1 kHz or 22.05 kHz. The higher frequency gives the best quality.
The lower frequency will still give good quality on sounds without too much treble
content, and will allow you to store twice as much sound in RAM or on disk.
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Time

You can also sample at a rate of 48 kHz, as well as its double-length partner, 24
kHz. Enable the 48 kHz rate with the Master Freq parameter on Page 2 of the System
Parameters (see Chapter 9). Within a Partial or Patch, samples recorded at different
rates can be mixed freely. A Sample's rate can also be changed after the fact with the
Rate Convert feature — see Chapter 7.

Samples that are loaded from an $-550/5-330/W-30 disk will have a sampling rate
of 30 kHz. Even though you can’t get the 5-750 to sample at 30 kHz, these Samples
can be treated like any others. We mention this so you don’t get confused when you
encounter one of these.

This reserves a specified amount of RAM for your sample. it can be set anywhere
from 0.1 second {0.2 second at the slower sampling rates), up to the maximum time
currently available in RAM, Set it so you have a comfortable margin of error — if you
know a sound is 2 seconds long, give it 2.5 seconds of RAM. You will not waste any
memory by setting this too high, because you can always truncate the sample
afterwards (see the next chapter), and whatever memory you cut is then put back into
the available RAM.

In Chapter 3, we mentioned that time-length Parameters in the 5-750 are usually
displayed referenced to a 44.1 kHz sampling rate, so that accurate and consistent
comparisons can be made between sizes of files. The Time Parameter and the
Remaining parameter at the bottom of the column, however, don't follow this rule.

On this Page only, the times are shown referenced to the current (that is, full-speed
or half-speed) sampling rate. This is to allow you to set up a specific amount of
memory for the Sample you are recording without going through a lot of mental
calculations in case you're using a sampling rate other than 44.1 kHz. Once you leave
the Smgling page after the Sample is recorded, any Remaining Parameter you see will
be referenced to 44.1 kHz. (The Resampling function, discussed in the next chapter,
also has this Parameter referenced to the current sampling rate, but let’s not get ahead
of ourselves.}

If the Remaining parameter is @.0, you will not be able to record a Sampie. You
will also see a message in red in the middle of the screen that says “Wave Memory
full”_ if this is the case, you will have to remove one or more Samples from RAM. Use
the Delete function from the Com menu — see later in this chapter for details.
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One more thing about the Remaining parameter: if the line at the top of the screen
is showing a Sample (as opposed to an empty slot}, the software assumes that you want
to record over this Sample, and so adds its length to the available memory. Therefore,
the parameter will change as you change the current Sample.

Triggering

You have several choices of how to get the sample recording process started. These
choices are selected by the Type, Trigger, and Threshold parameters. Remember that
the sample recording process won't actually start until you click the “Ready” switch, so
feel free to experiment with the different Parameters.

Automatic Triggering

When Auto is selected for Type, the S-750 will start recording when it receives a
particular signal. The type of signal it's looking for is determined by the Trigger parameter.

If Level is selected for Trigger, then the S-750 will start recording when an audio
signal exceeding the Threshold level is received. The Threshold is adjustable in units
from O (recording will start immediately even if no signal is present) to 127 {a very high
fevel is necessary). As the Threshold is adjusted, an arrow appears in the “Level”
window on the screen, showing the position of the Threshold setting, relative to the
level of the incoming signal. Any input signal that shows up to the right of the arrow
will start the recording, while if the signal stays to the left of the arrow, the recording
will not start. Once recording starts, it keeps going until the time allotted in the Time
parameter is used up, even if the signal drops below the Threshold level. '

Input signal resulting sample

i, i,

ILEVEL [elessssssssessssses

Selecting MIDI means recording will start when a MiDI note-on (but not a
controiler or program change) command is received by the 5-750. The 5-750 is in
MIDI Omni mode when the Sample pages are showing, so any MIDI channel will
work for a trigger.

Threshold

....mll!lllm

Time
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Selecting Pedal means recording will start when a footswitch which is plugged into
the “FOOT SWITCH" jack on the front panel is pressed. The footswitch should be a
normally-closed, single-pole type, like the Roland DP-2.

Manual Triggering

Setting Type to Manual means that the 5-750 will start recording only when the
Start switch on the Sampling Execute page appears. This page will appear after you've
clicked Ready.

Setting Type to Previious) means that the sampler is always “listening” to the
incoming audio signal and storing it in a circular buffer, which is constantly being

i

The size of the Input signal
circular buffer is
determined by the
Time parameter. The | ]
moment you click
on Start on the ..un.dm Im
Sampling Execute

1 15

|....A[Nlhm””ll”NNUIMM;...

Hlf th

page, the buffer is 2 25 3 35 4 45 5 55 68 65
frozen and stored in Time in seconds  ——— | 4
RAM. This means \ Fecorded Start
. . Time = 2.5 ecorae
that, if Time is set to Sample

2.5 seconds, then
when you click on Start, the 2.5 seconds !
of audio previous to your clicking Start is
[ m“!lm!”
Previous Sampling provides an 0 05 1 1
excellent way for grabbing sounds off of a
recording, either an individual sound or an entire phrase, because you don't have to
anticipate when the sound you want will occur — you can tell the sampler to capture
it right after it happens. '

1-Way is a special quick sampling mode that processes the sample faster than other
modes, so that you don’t have to wait after recording to hear it. It can be triggered from
level, MIDI, or foot pedal. You can use it when you are recording a series of similar
samples, one right after another. However, you cannot sct up a Pre-trigger buffer
(coming up} with this mode.
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Other Parameters

Pre-trig sets up a buffer that will hold a small amount of sound prior to the actual
recording. It is used with level-threshold triggering to make sure that the transient at
the very beginning of a sound does not get cut off when the level threshold opens. it is
calibrated in 1/100ths of a second. You can be generous with this Parameter — if you
end up with extra space at the beginning of the Sample after it is recorded, cutting it off
is easy (see Truncate in the next chapter).

Input signal Sample without Pre-trig Sampie with Pre-trig

Jil“” I Ay

-

Pre-trig

Normalize automatically normalizes the sample — that is, brings its overall volume
up to the highest leve! possible without distortion — right after it is recorded. You can
also normalize a sample after the fact, using the Normalize page (see next chapter).

Monitor, when switched On, means that the input signal to the 5-750 appears at
the Stereo audio outputs and the front-panel PHONES output. Turn this on when
sampling electronic sources, and turn it off when sampling with microphones, to
prevent feedback. Normally, the individual outputs never carry any input signal, but
when the 5-750 is in Bouts mode (see Chapter 9}, the monitor signal does appear at the
Stereo and PHONES outputs.
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Doing the deed

Enough preparation already! When the Parameters are all set the way you want,
and you have assigned a name to the new Sample, click on Ready. There will be a
brief pause while the S-750 allocates the amount of RAM you specified for the sample
(if you reserved a lot of RAM, this pause may be a few seconds long).

Now the Sampling execute window appears. The Type, Trigger, Threshold,
Monitor, and Length settings are
displayed at the top of the screen,
and you can change them (except
Length) if you like. The “level

Mode Index  Mark .. ..B-7sejel

Sampling execute

Tvpe Auto

meter” box is at the bottom. There Trigger Level
will also be some indication of Threshold !
Monitor Qff
Length{sec) 2.1

what kind of triggering you're &
using in the box: a threshold I Start I | Cancel i
arrow, the word "MIDI”, or the B
word “pedal”.

To “arm” the sampler — that
is, have it start listening for its
trigger, or if the Type is Manual,
have it start to record — click on
Start. If you chicken out, click on
Cancel, and you will go back to the Smpling page.

b4
HLEVEL [Bleassssansssesnsnne

As you are recording, the red vertical “thermometer” next to the Level window will
fill up, as the memory you have reserved (in the Time parameter) fills up.

When the thermometer reaches the top, there is a pause. (This pause can be fairly
long if the Sample is fong; using the 1-Way mode will eliminate the pause.) Then the
Sampling Over window appears, containing six switches and a graphic picture of the
sample. The numbers above the graphic show the sampling rate, the length in seconds,
and the length in samples. You can play the Sample from your MIDI keyboard (the
5-750 will be in Omni mode) to see how it sounds, and decide what you want to do
with it. (The “(ALL)” at the bottom doesn’t mean anything.)
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If something goes wrong during the recording, or if the sound ends before memory
is filled up, you can cut off the recording any time after you click on Start by clicking
either mouse button or pressing the EXIT button. This takes you right to the Sampling
over window.

Listening to the Results

Mode Index Mark = o ool 0@/@1

Play the MIDI key named in
the Orig Key parameter to hear
the Sample just as it was
recorded. Play up and down the
keyboard to hear how it sounds
transposed. You can go up two
octaves (three if you're sampling
at half speed), or down any
distance. You can play notes
above the top of that range, but
the sound won't go any higher.

Sampling over

Sample ttest
Remaining .5

[vewe | [reew | [ mm ]

| moop |

If you are sampling an
instrument that you want to use
over a wide keyboard range, this
is a good time to determine how far you can transpose it in either direction before it
starts to sound strange, so you can get an idea of how many more Samples you will
need to take to create a good Multisample, and at what intervals.

The switches in the Sampling Over window work as follows:

Next stores the Sample and takes you back to the Sampling page, so that you can
record another sample, after choosing a slot, and setting the name and Parameters.

Retry takes you back to the Sampling page without storing the sample, and leaves
the Parameters and name undisturbed. Click on Ready to do it again.

End stores the sample and takes you back to the Sound menu, where you can put
the Sample into a Partial.

The other three switches take you directly to the various sample-editing pages at
this level. Loop is discussed shortly; Trun and Norm are discussed in the next chapter.
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Recording Samples from a Partial or Patch

When you record a Sample from within a Partial or Patch, not only do you create a
new Sample, you also create a new Partial or Patch. This feature is designed to help
make Patch and Partial construction much faster,

From a Partial page, you can get to the Smpling page by opening the Com menu
and either selecting Sampling, or selecting Edit Sample1 and then going to the
Sampling page from the Loop1 page. When the Sampling page is open, its name
appears with *'s around it, indicating it's operating in Subsidiary mode. Now when
you create a new Sample on this page, you also automatically create a new Partial
with the same name.

Recall that if you try to name a new Sample with a name that’s already in use, or
record over an existing Sampie, the software warns you that the old Sample will be
erased. Here, the same thing happens: if a Partial with the name you are about to give
the Sample already exists, you will be warned when you click on Ready that the old
Partial will be replaced with the new. If the Sample you are erasing is used in an
existing Partial (with or without the same name), the screen will say in red “Same
Name Found in Partial”, and will warn you a second time when you click on Ready.

When you finish recording the Sample, and click End in the Sampling Over
window, instead of going to the Sound menu, you will go directly to the Edit Partial
page you came from. The new Sample will be loaded into slot 1 of the Partial {or slots
1 and 2 if the Sample is stereo). All of the parameters for the new Partial will be set to
default values.

Simifarly, you can create a new Sample from within a Patch by opening the Com
menu on a Patch page and selecting Sampling. When you create the Sample, it also
creates a new Partial and a new Patch, all with the same name. If either a Partial or
Patch already exists with that name, it will be overwritten, after the appropriate
warnings.

When you finish recording the Sample, you will go back to the Edit Patch page you
came from. The new Sample will be loaded into slot 1 {or 1 and 2} of the Partial, and
the new Partial will be assigned to cover the entire keyboard range of the Patch. All of
the parameters for the new Partial and Patch will be default values. (If you get to the
Sampling page from a Patch page through one of the Edit Partial pages, instead of
directly from the Patch page’s Com menu, a new Patch is not created — only a new
Partial.)
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Recording Samples from a Performance

You can also record a Sample  Mode Index Mark ~  5-758/@81
from a Performance Play Page. e ————— -
Opening the Com menu and
selecting Resample2 opens a
special version of the Sampling
Page, called Performance
Resampling. This Page works the
same way as Sampling, but is
simpler: recording can only be _
triggered by a MI%)! note-on {on Please sor tame |
any channel}, and monitoring is
not available. Automatic
normalization, however, is
available.

Performance Resampling Com Exit

Jsample - 1z Name

Mode Stereoc Input Analog
Orig Key C_4 Digital ATT 2
Freg{kHz) 44.1 HNormalize DEf
Time{sec) W1

Remaining 5.5

LEVEL é....‘..'.........

The input Parameter, which is normally set to Analog, has two new choices:
Internal L and Int R. These are used for resampling complex multi-channel sounds,
and will be discussed in the section on resampling in the next chapter.

After the Sample is recorded, the Performance Resampling over page allows you to
Retry the recording, go on to the Next Sample you want to record, or End the
procedure and go back to the Performance Play page you came from. There is also a
graphic window for adjusting loop points, which is identical to the window on the Edit
Loop1 Page (coming up). You can't hear any loops on this page, so you're much better
off going lo the Loop page to make those adjustments. You can, however, change the
beginning and end of the Sample and those adjustments are audible.

When you record a Sample on this Page, a Partial and Patch with the same name
are created as well. Back on the Peformance Play page, you can immediately put this
new Patch into a slot in the current Performance.

Other Sampling Functions

Before we go on to editing, we need to look at several other functions that affect
Samples, which are available through the Com menu on any of the Sample Edit1 or 2

pages.

The Disk functions are the same as in other modes and are described in Chapters 3
and 9.
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As with Partials and Patches, the Delete function removes the currently selected
Sample from RAM. It is useful when you need to free up RAM for recording, editing, or
toading more Samples. The Delete function only works on RAM — the files on disk are
not changed unless you go through the Disk menu. You can hear each Sample in the
Delete window by passing the cursor over it (but not clicking the mouse).

Copy, as in the other modes, lets you make a duplicate of the Current Sample and
place it elsewhere in RAM. Select the Current Sample in any Edit page, then open up
the Com menu and click Copy. In the window that opens, choose an empty slot to
place the copy. The new version has an “—N" suffix attached to its name. If the
Sample is stereo, both halves will be automatically copied into two slots (even if the
Edit Mode on the page is set to Mono), and one half will appear with “~NL” and the
other with “~NR" .

Copying a Sample uses up RAM, unlike copying a Partial or a Patch. If Internal
Memory is close to full and you try to copy a Sample that won't fit the remaining RAM,
you will get a “Can’t Execute” error message.

You can save a copied Sample to disk {complete with suffix) without changing its
name. You might usually be better off, however, giving it a more informative name to
differentiate it from its older version. You cannot, however, copy a Sample with an -N
suffix; if you want to make a copy of a copy, you must rename the first copy. You also
cannot record a Sample with a name that is aready is use with the —N suffix, even if the
original Sample that was used to create the -N copy is gone. Here’s an example: you
have a Sample called L@1:PianoC#, and you Copy it so that a new Sample
L&1:PianoC# -N is created. Then you Delete L@1:PianoC#. You cannot now record a
new Sample called LO1:PianoC# until you rename L@1:PianoC# -N.

Working with Stereo Samples

A stereo Sample actually consists of two mono Samples, which have the same
names, except that one ends in the suffix “~L” and the other in “~R”. Once they are set
up as a stereo Sample, they can be linked throughout the Sample-editing process. Each
editing page has an Edit Mode parameler, and as long as it is set to Stereo, then
anything you do on one side of the Sample — setting a loop, changing the name,
truncating, or smoothing — will automatically apply to the other side as well. When
you play a MIDI key to hear a stereo Sample when one side of it is showing on the
screen, you will hear the other side as well. The sound comes out of the stereo outputs,
with each Sample playing on the audio channel it was recorded on.
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Note that this link only is in effect on the Sample editing pages, and when you use
the “[*]” switches on the Partial pages to load the Sample into a Partial. Otherwise,
when stereo Samples are put into a Partial, or more importantly, loaded from or saved
to disk, they must be handied individually as two separate Samples.

Once you switch the Edit Mode on any Sample editing page to Mono, the links
between the two Samples are temporarily broken, and they are treated as two mono
Samples. However, you can re-establish the link any time by setting Edit Mode back to
Stereo, as long as you haven't done any destructive editing or changed the name of
either of the Samples. (If you have, you won't be able to change the Edit Mode
parameter.}

Converting Mono Samples to Stereo

If you have edited one or both halves of a stereo sample, you can still re-combine
the two mono Samples {(or for that matter, any two mono Samples that are the same
fength) into a stereo Sample, using the “Set Stereo” function from the Com menu.

Open the Com menu and select Set Stereo. A window will open asking you which
two Samples you wish to combine, Seurce 1 and Source 2. After you select them, you
can assign a new name to the resulting stereo sample by clicking in the Name box.
The two halves will have this new name, plus the ~L and -R suffixes. If you don’t
assign a new name, the new stereo pair will have the same name as the Source 1
sample, plus the suffixes. Click on the Execute switch, and the two Samples will be re-
named and linked.

When combining two Samples in this way, both Samples must be in RAM, and be
of identical lengths. (But they don’t have to have the same sampling rate or original
key.) Therefore, if you have truncated one of the halves of the original stereo Sample,
you must truncate the other half by exactly the same amount before you can re-
combine them. Loop settings, however, can be maintained separately, so you could
end up with two halves of a stereo Sample that have very different loops. We'll discuss
the implications of this later in the chapter.

Converting Stereo Samples to Mono

You can also convert one side of a stereo Sample into a mono one. Open the Com
menu, and select Set Mono. In the Source parameter line, select the Sample you want
to convert. Again you will be asked for a name for the new Sample you're creating,
and the default will be the name of the Source sample, without any channel suffix. if
you have already converted one side of the Sample without changing the name, then if
you try to convert the other side without changing the name, you will get an error
message.
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Click Execute and the operation is done. The old version is gone, and the new
version has no channel suffix and no link to another Sample. Incidentally, you can
perform essentially the same task by changing the Edit Mode on the Sample to Mono,
and then saving it under a new name.

You can mix the two sides of a stereo Sample into a single mono one using the
Resampling function, described in the next chapter.

Editing Samples

Remember that when editing Samples, one Sample may be used in two or more
different Partials, Patches, or Performances, and if you alter it, you alter it for alf of its
uses. If you are working on a Sample that you are using in a particular context and
don’t want to change it in its other contexts, give it a new name and save it to disk.

Playing Samples while editing

The Edit Sample pages always respond to MIDI in Omni mode, so no matter what
channel your MID1 keyboard is transmitting on, the 5-750 will respond. The MIDI
controller functions (LFO response, pitchbend range, etc.) are determined by the
seltings made on the Edit Patch Ctrl page of the last Patch to be loaded or edited, or if
there has been no Patch loaded or edited since boot-up, the default settings will be
used.

You can also listen to a Sample {or any other file) by pressing the SOUND PLAY
button on the front panel. This is the equivalent of striking a particular MIDi key at a
particular velocity. Holding the button is the same as holding the key. The identity of
the key and the velocity value are set on System Parameter Pagel — see Chapter 9.

Looping

Often when a sampled sound is being used, all that’s needed is for it to play
through directly from the beginning to the end — which is known as “one-shot”
playback. But there are many musical circumstances in which it is desirable to sustain
a sampled sound for a longer period of time than simple one-shot playback will allow.

For example, if you wanted to play a horn note and hold it for ten seconds, you
would need a ten-second horn Sample. You would therefore need to have available
Samples that are long enough to accommodate the longest possible duration anyone
would ever want, and this would create impossible demands on memory and storage.



To avoid this, a section
of the Sample, where the
sound is relatively stable
and unchanging, can be
“looped”. Now when a key
is struck and held, the
Sample plays from the
beginning and through the
looped area, and then
when it reaches the end of
the loop, it starts again at
the beginning of the loop.
The loop repeats as long as
the key is held down. The
sound can change while

Simn
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the loop is playing, if the Partial containing the Sample has a TVA, TVF, or LFO that
makes it change, but the loop itself (known as the Sustain loop) repeats unaltered until

the key is released.

At or after that point, often a second loop, known as the Release loop, may start,
and it plays or repeats untii the volume envelope (TVA) fades it out.

Loop editing in the
5-750 is a non-destructive
process — the entire Sample
being looped is always
maintained intact in RAM and
on disk, regardless of the loop
settings. However, since the
loop points are saved on disk
as part of the Sample, if you
make major changes in a loop
and also want to keep your
original version, you should
copy the Sample to a new slot
before working on it.

The Sustain and Release
loops are set up on the Edit

oHode  Index !
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Edit Sample

Loopl _ Com Exit

flsample

Locp Mode
Edit Mode
KeyOn Mode
Length Lock
Digp Type
Edit Step
X-Zoom
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Remaining
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Forward Start @
Mono Loop 4078
Start Fine e
Off End 4558
Loop Tuning @

1 R-Loop 4600

Fine @

Sample Loopt and Edit Sample Loop2 pages. Let’s look at Loop1 first.

The top line of the page lets you select which Sample to work on, either by scrol-
ling the parameter or clicking on the Select icon. You can also rename the Sample.
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Loop Mode

Loop Mode is a very important Parameter. It determines how the Sample and its
loopls) are going to be played, both while you are on this page and when the Sample
pets “kicked upstairs” into a Partial.

e Forward means the Sample will piay from the beginning, go through the Sustain loop
and repeat while the key is held down. At the Partial level, when the key is released, it
will fade out, still repeating, according to the Partial TVA’s release time. The TVA is
not in effect, however, when you are working on this and the other Edit Sample pages,
50 you won't hear this fade unless you go up to the Partial level. Here, the sound will
simply stop when you release the key.

» Fwd+R is the same, except that when the key is released, it finishes the current
iteration of the Sustain loop, and then plays the next part of the Sample after the
Sustain loop. When the Release loop is reached, it starts to play, and it repeats for as
long as the Partial TVA’s release time lets it. Again, since the TVA is not in effect, you
won't be able to hear this. You will be able to hear the Release loop, however, if you
change the KeyOn Mode, which we'll discuss in a moment,

* Oneshot plays through the sample once, from the very beginning to the end of the
Sustain loop, without repeating.

e Fwd+One plays from the beginning, repeats the Sustain loop until the key is
released, finishes the loop, and then plays the rest of the sample and the Release loop
one time only (if the TVA release time allows).

* Alt plays from the beginning and repeats the Sustain loop, with each alternate
iteration of the loop being backwards — so that the loop plays alternatively forward,
backward, forward, backward, etc. — until the key is released. This gives the effect of
a loop that's twice as long.

* Rev One plays the sample once, backwards, from the end of the Sustain loop to the
very beginning,.

* Rev sets up a new loop, which extends backwards from the beginning of the Sustain
loop point to the beginning of the sample. It then plays the sample backwards, starting
from the end of the original Sustain loop, and when it reaches the beginning of the
loop, it repeats the new loop, also backwards, until the key is released.

The Loop Modes are shown graphically on the next page.
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KeyOn Mode

KeyOn Mode determines what happens when you strike a MIDI key while you are
working on the Sample. (Remember that the 5-750 is in MIDI Omni mode when
editing Samples.} It is only applicable to the Edit Sample pages, and has no effect on
what happens to the Sample when it is used in a Partial.

» Start means that the Sample will start playing from the beginning, and play through
the end of the Sustain loop. The Release loop will not sound.

» Loop means it will start playing from the beginning of the Sustain loop and play
through the loop’s end. The Release loop will not sound.

» R-Loop means it will start playing from the beginning of the Release loop and play
through the end of the Release loop. This is the only way to hear the Release loop

while you are on any of the Edit Sample pages.

+ R-End lets you hear what remains of the sample after the end of the Release loop —
in other words, what is being left out at the end.

KeyOn Mode:
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Other Parameters

Edit Mode, as explained earlier, determines whether you will edit both sides of a
stereo Sample simultaneously (Stereo) or one channel at a time (Mono). If the Sample
is mono, this Parameter will always be Mono. We'll talk more about looping stereo
samples at the end of this section.

Length Lock we'll get to in a minute. Leave it Off for now.

Display Type is discussed below under “Using the Waveform display”. Most of the
time you will want this to be set to “Loop”.

Edit Step lets you set how much the Start, Loop, R-Loop, and End Parameters in the
right-hand column will change when you select them and click the mouse buttons or
move the VALUE wheel. It is adjustable in powers of 10, from 1 to 10000. High values
are used for coarse adjustments, and low values for fine adjustments. Note that the
RC-100’s numeric keypad is not affected by this setting, and is therefore particularly
useful for entering exact values for the various Parameters in this column.

X-Zoom and Y-Zoom
control the magnification of the
graphic Waveform display at
the bottom of the screen. X-
Zoom controls the horizontal
magnification, and Y-Zoom the
vertical. Set to their lowest
value (x1), these controls let
you see an entire Sample. Loop / Loop
Increasing the value of X-Zoom
makes it easier to edit loop points, which we'll discuss in detail in the section on the
Waveform display. Increasing the value of Y-Zoom can help in the editing process
when the signal level at a loop point is low. (If you set the Y value too high, the sample
will appear to “clip” at the top and bottom of the display, but actually the sound is not
affected.)

X-Zoom x4
Y-Zoom x64

Both Parameters can be set to x1, x4, x16, x64, and Max. (If the sample is short,
X-Zoom settings of x64 and Max will give the same display.) When X-Zeom is x1 the
Y-Zoom setting has no effect.
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The Loap Point Parameters

Start

Start, at the top of the right-hand column of Parameters, sets the beginning point
for the Sample playback, both on this page and when the Sample is placed in a Partial.
While normally we deal with Samples in terms of their length in seconds, here we
have to get more precise, and deal in words. The number of words in a Sample is
equal to its length in seconds multiplied by its sampling rate. The Start parameter tetls
you on which word the Sample will start playing at, which can be anywhere from @,
the very first word, to very nearly the last word in the Sample.

The Start parameter can be critical if you arc transposing a Sample downwards any
great distance. If there is any delay at the beginning of the Sample, as you transpose it
down the delay will be multiplied, and can seriously affect the sound’s keyboard
response. Butting the Start point right up against the beginning of the actual sound can
minimize this. The Start point can also be in the middfe of a loop, so you can play a
Sample from the middle, and then have it jump back and start looping at an earlier
point. However, the Start point cannot be located past the end of the Sustain loop.

Remember that looping is non-destructive, so that words before the Start point are
still there as part of the Sample, you're just not hearing them. If you want to
permanently eliminate words at the beginning of a Sample, use the Truncate function,
described in the next chapter.

Sustain Loop

Loop determines the starting point of the Sustain loop. It can be set to be equal to
Start, so that the loop starts immediately, and it can be set to a fower number, so the
Sampte starts playing in the middle of the loop.

Fine adjusts the location of the Loop point by interpolating between the individual
bytes. Its effect is quite subtle, and will mostly be noticed on loops of very short
duration.

End determines the ending point of the Sustain loop. It must be higher than Loop or
Start (whichever is higher) by at least 4 words.

Tuning changes the pitch of the Sustain {oop relative to the rest of the Sample. It is
useful when a Sample makes a slight rise or dip in pitch as it progresses, and you don't
want that pitch change to be sustained, so you nudge it up or down. [t is also useful
with a very short loop which may not be in tune with the rest of the Sample.
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Being able to adjust the tuning can be useful even when you're not looping at all
(in OneShot or RevOne mode), but just want one section of the Sample to be at a
different pitch than the rest of it. The range is £50 cents, equal to 1/4-tone up or down.
{Remember on the numeric keypad of the RC-100, the way to enter a negative value is
to hit the “0” key twice, followed by the one or two digits desired.)

Release Loop

R-Loop determines the starting point of the Release loop. It must be at least 10
words after the End of the Sustain loop,

Fine subtly adjusts the R-Loop point.

End determines the ending point of the Release loop, which must be at least 4
words after R-Loop.

Tuning adjusts the pitch of the Release loop relative to the rest of the sample.
Restrictions and Relationships of the Loop Points

If you find yourself in a situation in which you cannot adjust a Parameter to the
value you want, it may be because another Parameter is preventing it from changing.
For example, if the Sustain loop End is at 27890, and the R-Loop starts at 27900, you
won't be able to set Sustain loop End to a higher value unless you first increase the
value of R-Loop higher to get it out of the way.

can be in

voUeerTl o4 >0 >4

Start Loop End R-Loop R-End

VlaYe.. Y. Y

If you have set up a loop which is the perfect length, and you want to move it to a
different point in the sample without losing its length {or being forced 10 recalculate it),
you can turn on the Length Lock parameter (I promised we'd get 10 it!) on the left side
of the screen. When this is on, if you change the Loop or R-Loop parameter, the
corresponding End parameter will automaticatly change by the same value, and vice
versa.
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Timed Loops

The Loop Parameters allow you to design loops that are a specific length of time
with a great degree of accuracy. If you have, for example, a Sample recorded at 44.1
kHz, then a loop that is 44,100 bytes long will be exactly one second long. If you
know the tempo of a song, and you want to create a Loop that fits a precise number of
beats, here is a formula you can use to calculate the loop tength:

Length of Loop (in words) = number of beats
x 60,000
x sampling rate {in kHz)

+ tempo (in beats per minute)

If you design a Loop of a particular length and want to adjust it for smoothness,
turn on the Length Lock parameter, to be sure the timing of the Loop doesn’t change.

The Graphic Window

The graphic window at the bottom of the Edit Sample Loop page allows the Sample
to be edited graphically. It contains four elements;

Sample + loops length

Loop field

Release loop

* A line of text, known as the “Legend”, shows the current Sample’s sampling rate and
total length, in seconds and words. (Samples that are loaded from 5-550 disks have a
sampling rate of 30 kHz, so don't get confused if you see “30” in this line. They can be
treated just like any other Samples.)

* A dark blue field, known as the “Loop field”, which contains three horizontal tight
blue lines or rectangles, and which changes as you change the Loop Mode. These lines
show the placement of the Start point and the length and placement of the Sustain and
Release loops, relative to the entire Sample in memory. Adjustments can be made to
the various Parameters right in the Loop field using the mouse — we'll get 1o these in a
moment.
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* A drawing of the actual Sample waveform, known as the “Waveform display”.

* Another line of text, the “Title”, which describes what the Waveform display is
showing.

The Waveform display

The Waveform display is the most important part of the graphic window when it
comes to editing Samples. It can give you a graphic overview of the entire sample and
can also provide precise visual feedback when editing and designing loops and other
Parameters,

As mentioned earlier, the X-Zoom and Y-Zoom parameters determine the
horizontal and vertical magnifications of the Waveform display. When X-Zoom is set
to x1, the entire sample appears, and the Title at the bottom of the display says “ALL".
{The Y¥-Zoom setting has no effect when X-Zoom is x1.)

Setting the X-Zoom value to anything
else changes the display significantly. The
display will show a vertical blue line in the
center (the “loop point”), with the
beginning of the loop to the right of the
line, and the end of the loop to the feft.

end beginning
(“md H) (“Loop !!)

Making it Sound Good

For a loop to repeat in a useful way, without clicks, buzzes, or sudden volume
changes, the beginning and end of the loop must be matched carefully as to level,
wave shape, and slope. You can adjust the loop point with the Loop and End
parameters, and look at the Waveform display for the smoothest possible transition.
Increasing the value of Loop slides the waveform on the right-hand half of the display
to the left (since it starts later), while decreasing the value slides the waveform to the
right. Increasing the value of End slides the waveform on the left-hand half of the
display to the left, and decreasing it slides it to the right.

It's considered good practice to have the loop point occur where the instantaneous
level of the waves on both sides is zero (that is, on the horizontal line in the center of
the Waveform display}, which is known as a “zero-crossing” point. Sometimes,
however, this is impractical, in which case as long as the slopes of the two waveforms
match and form a continuous wave which looks the same on both sides of the loop
point, the loop can often work.
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end beginning
(‘S End !!) (‘6 Loop !!)

Poor loop point

Zero-crossing
loop point

Non-zero-crossing
loop point

In the Alt mode, because the waveform “turns around” on itself at the loop points,
the best loop points are not at zero-crossings but at zero-slope points, such as peaks or
troughs, where a mirror image of the waveform resembles as closely as possible the
waveform itself.

Make sure Loop Mode is set to one of the modes in which the loop repeats, and
hold down a MIDI key {or the SOUND PLAY button). Listen to the loop adjust itself as
you move the loop point. As you get closer, lower the Edit Step value. To find the
perfect loop point, it probably be necessary to go all the way to 1. Increase X-Zoom to
the next level if you need to see what’s going on more precisely. If at the higher
magnifications the waveforms secm to flatten out (because their level might be low),
raise the value of Y-Zoom to increase the vertical scale.

You can adjust the Release loop in the same way. Set the Loop Mode to Fwd+R to
enable the Release loop, and KeyOn Mode to R-Loop so that you can hear what you
are doing.

As you change the X-Zoom valuc and adjust the various loop Parameters, the Title
below the Waveform display will change to reflect what you are doing, For example,
as you adjust the Loop parameter, the Title will read “Loop/Loop”. As you adjust the
R-Loop parameter, the Title will read “Loop/R-loop”.
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Point Mode

There is a second mode for displaying the waveforms in a Sample. This mode is
enabled by setting the Disp Type parameter to Point. It is used when trimming the
beginning and/or end of a Sample.

The Waveform display will
no longer show the loop
beginning and end side by
side, but instead will show just
one section of the sample.
Which section it shows is
determined by the cursor
position, If you put the cursor
on Start, the display will show the beginning of the sample, in whatever magnification
you've chosen, with the position of the vertical blue line corresponding to the Start
value — if it is @, the waveform will appear entirely to the right of the line. The Title
will change to “Point/Start”.

{ Point / Start

If you put the cursor on Loop, the display will show the part of the sample
surrounding the Sustain loop’s starting point, and the Title will change accordingly. If
you put the cursor on End, it wiil show the part of the sample surrounding the end of
the Sustain loop; and so on for the Release loop Parameters.

This display mode allows you to set the Start point precisely at the beginning of the
actual sound, the importance of which we mentioned earlier. it can also help you put
the Start on a zero-crossing point, to avoid clicks when the sound starts, which can be
an issue when using the Sample with a fast TVA attack. in addition, Point mocde can
help you set the end of the sample right where the sound ends, so the 5-750 doesn't
use up voices playing silence.

Editing in the Loop field

While the Waveform display is useful for zeroing in on small sections of the
Sample, the Loop field at the top of the window shows what is happening with the
Sample in a larger sense.

The dark blue Loop field itself shows how much of the Sample will actually be
played when a MID1 key is struck. It extends from the Start value {or Loop, whichever
is lower) to the end of the Sustain loop, or if the Release loop is engaged (that is, if the
Loop Mode is Fwd+R or Fwd+One), it will extend to the end of the Release loop.
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Sample + loops length

Sustain loop Release loop

The first line in the field, which is light biue and three pixels high, shows the length
of the Sample including the active loops. This will be the same as the overall length
{the dark blue field itself}, except in the Fwd+One mode, in which case the line cuts
off at the beginning of the Release loop.

The second line represents the Sustain loop. i the Loop Mode is set so that this
loop repeats, it will appear as a tong rectangutar box. i the mode is set so that this
toop only plays once {OneShot or RevOne), it will appear as a single-pixel line with
short vertical lines at the beginning and end.

The third line represents the Release loop. If the Loop Mode is set so that this loop
repeats (Fwd+R), it will appear as a long rectangular box, If it is set so that it plays only
once (Fwd+One), it will appear as a three-pixel line. In all of the other modes the
Release loop doesn’t play at all, but it still shows up, as a single-pixel line with short
vertical lines at the beginning and end.

You can edit any of the Parameters represented in the Loop field with the mouse.
To adjust the Start point, for example, move the mouse to the beginning of the first line
and click and hold the left button. The line will change to red, and the Legend will
change to read “Get=Start”. Drag it to the left or right, and while the line stretches or
shrinks, the value of the Start parameter changes as well. When you have set the line
where you want it, let go of the mouse button. The line changes back to blue, and the
Legend changes back to whatever it said before. You can do the same with the
beginning or end point of either of the loops.
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Editing a Parameter with the mouse is a Jow-resolution operation: the smallest
amount you can change a Parameter with the mouse is one screen pixel’s worth, and
the value of a screen pixel does not change with the Edit Step setting. The value of one
pixel happens to be the length of the Sample divided by 192. For example, if a Sample
is 184,320 words long, a movement with the mouse of one screen pixel will change
the value of the corresponding Parameter by 960. For this reason, graphic editing of a
loop will often be only the first step in the process, and further editing using the
numerical Parameters with finer values of Edit Step will be necessary.

When you grab the end of a line with the mouse, any other line that is directly
linked to that Parameter will also turn red, and will move accordingly. For example, if
you are in Forward mode, the play length {the top line) and the end of the Sustain loop
{the second line) arc locked together, and if you click on the right end of one of the
lines the other will turn red as well, and both lines will move together to the left or
right. In the Fwd+R mode, in which the play length ends at the end of the Release
loop, grabbing the right end of the top line will cause the end of the Release loop (the
third line) to be highlighted as well, and it will move accordingly.

I Length Lock is turned on, moving one end of either loop with the mouse will
drag the other end of that loop along with it, so that a constant length is maintained.

As with the numerical Parameter fields, you cannot move a foop line to an illegal
place - if another object is in the way, you must move it out of the way first.
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Advanced Loop Editing

A different and more elaborate approach to loop editing is found on the Edit
Sample Loop2 pages. To get to these, go to the Sound menu, select Edit Sample2, and
then from the menu that opens select Loop2.

Loop2 has three pages, putting all the parameters on one, and using the other two
for expanded graphics. Most of the items on the Loop2 Param page should look
familiar. One important addition is that the various loop-editing parameters now have
“P aumbers”, which serve as shorthand names for those parameters when you're in the
graphics pages. The Start point, for example, is referred to as P1 on the graphics pages,
while the Sustain Loop and End points are known as P2 and P3 respectively, and the
Release Loop and End points
are P4 and P5. (We'il deal Mode Index Mark . 8-T58/01
with the Smoothing B o e e Do 13008

: BEdit Sample Loop2 Param Com Exit
. " . FERTEORS T S A T L SO N A A A S A AT A
parameters a little later.) | Osample Le1:pf G#4
. S Loop Forward Pl:Start @
You can set afl of your ol Bdit Mono P2:Loop 4871
parameters on this page, just KeyOn Start Fine @
L LoopLock 0ff P3: End 16385
as on f,oopl. An additional Puning 12
set of functions on this page | Bdit Step 1 P4:R-Loop 19344
i " Fine @
are the_ Auto Loop -1 | a.Loop p2#P3 | P5: End 23489
operations, which are in the A.Loop b24P3 Tuning 25
| . . el . A .R-LOOpPAES
blue box at the Iow‘er fefl. : A R-LoopB44Ds Loop-Smoothing
Auto Loop automatically E P6: Length 450
finds a point in the foop of smoothing R-Loop-Smoothing
- ) . P7: Length 120
your choice, which can make | Recover
it much easier to find good -
Remaining 2.5

loop points. Clicking on
A.Loop P2=P3 increases the
Loop parameter {P2) until the
Sustain loop’s start point is at a good foop point. Clicking on A.Loap P2¢=P3 decreases
the End parameter (P3) until the loop’s end point is at a good loop point. A.R-
LoopP4=P5 and A.R-LoopP4:=P5 do the same thing for the Release loap.

" Graph-1 ' Graph-2
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The graphics pages in the Sample Loop2 function provide more information and a
higher degree of precision than the Loop1 page. Graph-1 displays a larger version of

the Loop field at the top, in
which the various loop
points can be adjusted
with the mouse, just as on
Loop1. A movement of
one pixel is equal to |
270th of the length of the
entire Sample. Directly
below that field is a second
field for adjusting
Smoothing ranges {which
we will get to soon, |
promise). Whenever the
cursor is located inside an
active area, such as the
Loop field, on this or the
Graph-2 page, the
rectangle defining that area
turns purpie.

_ Mode Index _ Mark ‘

 8-750/81

Edn.t Sample Loopz Gra.phl

Com Exit _

L@l :pf G#4

Pl P2 P3 P4 P5 P6 P7

Below that is a full-width picture of the sample. It appears either as a detailed
volume envelope (the Normal mode), or as a quick-drawing set of line segments (the
Fast mode). Toggle between these modes by clicking on the N or F at the bottom of the
screen. {Note that none of the graphics on this or any other Edit Sample2 page are dis-
played on the front-panel LCD screen — they are only visible on the external monitor.)

Directly above the waveform display is a black rectangle known as the “scrub
area”. Put the cursor in this area, press the mouse button(s) and move the mouse. This

tets you “scrub”
the sample, or

Edit Sample Loop2 Graphl

) Com Exs.t )

hear it play

t 30% 4— Scrub speed

hackwards or

I sample

forwards,
depending on
how you move

R R S ISR AT I SR S

AN W (AR ye—

Scrub area

the mouse.

Scrub pointer
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Here's how it works: if you place the mouse in the exact center of this area and
press the left mouse button, there will be no sound, but the scrub area will turn red
and the text “@ %" accompanied by a left or right arrow will appear at the upper-right
corner of the screen.

You probably won't hit the exact center the first time you try this, so let’s assume
you've placed the cursor slightly to the right of center, The sample will start to play
slowly, just like a tape recorder starting up. A red vertical line will move across the
graphic to the right, showing exactly where in the Sample it is currently playing, and
the red fill in the scrub area follows as well. The text, which tells you how fast the
sample is playing relative to its normal speed, changes to “14%"” or something like it,
with a right arrow.

The sample will continue to play at the slow speed as long as you hold the mouse
in that position. Move the mouse further to the right, and it speeds up, while the text
tells you how much it speeds up. The maximum speed you can scrub, with the mouse
all the way against the right edge of the screen, is 200%.

Continue to hold the mouse button down, and bring the mouse back past the
center of the screen, and then move it further to the left. The sample slows down and
stops, and when you pass the center, it starts up again, only this time it is playing
backwards. The vertical line changes direction as well, and the speed number in the
upper-right now has a left arrow next to it. The maximum speed you can scrub
backwards is, again, 200%.

Scrubbing is used to find points for setting up loops in the Sample quickly and
audibly. (It is also used for other editing functions, which will be discussed in the next
chapter.) When the red vertical line is at a point where you want to set the beginning
or end of the sample playback or one of the loops, let go of the mouse button, move
the cursor to the bottom of the screen and click on the appropriate “P* number. If you
click on P2, for example, wherever the red line is will become the beginning of the
Sustain loop. The Loop field at the top of the screen will change when you clickona P
number, to reflect the new settings of the Loop parameters.

The scrub function is fairly fast — a little change in the position of the mouse
makes for a big change in speed. If it is too fast for you, you can slow it down by
holding both mouse buttons as you scrub. This reduces the action of the mouse
position by one-half, so that the maximum scrub speed forwards or backwards is
limited to 100% — the Sample’s normal speed.
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Scrub speed with left mouse button down;
4200% 4 100% 450% 0% 50% ¥ 100% B 200%

Scrub speed with both mouse butions down:
¢ 100% #50% #25% 0% % 25% $ 50% B 100%

NN
AR AT —

You don't need to use the scrub function to set up Loop points on this page. If itis
obvious from the waveform display where a toop point should be, you can merely
click at that spot in the display. The red vertical line appears, and you can then assign
itto a P number.,

Numbers assigned to loop points on this page can be changed on the Param page,
and any changes made on the Param page will be reflected on this page when you
return to it. Final adjustments will usually be made on the Param page, because of its
higher Parameter resolution.

Loop matching

The Graph-2 page is an expanded version of the Waveform display on the Loop1
page. It shows the beginning and end of the loops in great detail, and is extremely
useful for matching waveforms, either at zero-crossings or at zero-slope points {for
Samples playing in Alt mode).

The expanded Loop Mode  Index Mark ... SoTse/eL
Field is again at the top of Rdit Sample Loop2 Graph? | Com Exit
the pager ai,}ci IOOPS C(_l |,_. 1)e il SRR RN e e N L M 2 T

I sample - L01p£ a#d

sz

adjusted with the mouse in
the Field. The numbers
below it are for selecting
which field to work on.
Clicking on either P2 or P3
puts the Sustain loop in the
large display. Clicking on P4
or P5 displays the Release
loop. When you click on a

number, it turns {and stays}
red, so you can refer to it if
yau forget which loop
you're looking at.
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The main body of the screen shows the end (at the left, in white) and the beginning
(at the right, in red) of the selected loop. At the bottom of the screen, clicking on X or ¥
changes the horizontal or vertical magnification, respectively. Clicking the left button
zooms out (lower magnification} and clicking the right button zooms in (higher
magnification). The X parameter has nine levels of magnification, while the ¥
parameter has four.

To change a loop point, click in the areas at the far left or right of the screen in
which two blue triangles appear. The area at the left controls the end point, while the
area at the right controls the begining. Clicking the left mouse button moves the loop
point earlier in the Sample, so the waveform will appear to be moving to the right.
Clicking the right button moves the loop point later, so the waveform appears to move
to the left. As with a numerical Parameter, if you hold the button down, the waveform
keeps moving until you let go.

Put cursor in here to Put cursor in here to
change End point change Start or R-Loop
point

Click Left mouse
button {0 make
display maove this
way

End g
H fam
ID \_;J‘\\H_\J xf“\kLFFHfE fﬂjﬂ%—\\&\w;“\ . ID

% Start or
R~Loocp

-
Click Right mouse
e button to make -
dispiay move this

g way

The amount of movement for each mouse click is one screen pixel, and how many
samples that translates into will depend on the screen resolution: obviously, the higher
the resolution, the smaller the movement of the loop point (fewer samples) for each
pixel.
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This screen allows you to view the waveforms either as line segments or as discrete
dots. Line segments are easier to see, but dots can sometimes provide more accuracy.
The letter at the hottom of the screen next to the X and Y tells you what mode you are
in. If it shows L, you're looking at lines, and if it shows D, it's dots. Click on the letter
to toggle it to the other mode.

As in all other Edit Sample pages, you can listen to the Sample by playing a note on
a MID! keyboard. If you would like to hear the Sample as you adjust it and keep your
hands free, you can move the cursor to the area at the top of the graphic window and
click the left mouse button. The Sample will sound as if you were playing a middle C
(MIDI note 60 decimal) on a keyboard and holding it. You can adjust your toops while
the note plays, so you can hear instantly what you are doing. To turn off the note, click
again in the same area with the left mouse button, or change pages.

Looping in Stereo

An interesting feature of the loop-editing function is that you can set up different
loops for the two halves of a stereo Sample. This can be very useful for producing
chorusing effects, or when working with long “phrase” Samples, for doing Steve Reich-
style composition.

Normally, when you are working with Edit Mode set to Stereo, any loop editing
you do on one half of the Sampie will affect the other half in exactly the same way.
However, if you set Edit Mode to Mono on one half, you can set a loop for that half
which will not affect the other half. Any of the Parameters on the page, including Loop
Mode and Length Lock, can be modified.

Once you've done one Mono change, you can then, if you like, go to the other half
of the Sample, and set Edit Mede to Mono and do the same thing. When the loops are
set, you can reset the Edit Mode to Stereo, and the two halves of the Sample are once
again treated as a stereo Sample — when you play one, both will sound.

Beware, however, that as soon as you leave one Sample (to select the other half, or
any other Sample), the Edit Made will automatically be reset to Stereo, no matter how
you left it, and when you come back to that Sample, you will find it set to Stereo. You
must be careful: if either of the halves of a stereo Sample is in stereo Edit Mode, then
should you change any loop Parameter, it will cancel all of the differences between
the two halves, and make all of the Parameters of the other half conform to the
Parameters of the current halt.
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Looping tricks

Making good Sample loops is as much of an art as anything in music production,
and there have been many thousands of words written about the subject in many
books and magazines. If you would like to improve your looping skills, search them
out, and practice, practice, practice!

In the meantime, here are a few ideas that might help.

Long loops are better than short loops, because short loops often impart a
“periodicity” to the sound. But long loops can be trickier, because waveforms do

change over time. The Smoothing function {discussed next) can help.

If you plan to loop a Sample, it should be recorded as dry as possible, without
reverh, chorusing, etc. A dry sound is a simple sound, and a simple sound is much
easier to find good loop points in.

Finding a truly stable group of waveforms in a sample to make a loop out of might
not always be possible. If that's the case, loop a short section (just a few cycles} of a
compiex part of the Sample, and use the Partial’s TVF to filter out the higher harmonics
over time, making the sound “settle down” as it progresses.
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SmOOthlng i | Edit Sample Smoothing ~ Com Exit
. . {]Sample L@l:pf C#1
Sometimes finding the °
; : Edit Mode Mono Loop-Smoothing
i
be‘st poss bile loop point Kevon Mode Start Length 12288
using the visual Waveform R-Locp-Smoothing
display still does not orig Key F#1 Length 2881
Edit Step 1

produce a usable loop.
This could be because the
waveforms at the
beginning and end of the 1.5/ 69120
loop are so different that — —
the sudden change causes
a glitch, which then
occurs regularty as the
loop repeats.

To overcome this
problem the S-750 includes a “Smoothing” function, which irons out waveform
differences at loop points. It does this by taking a number of words at the very
beginning and very end of the loop and mathematically interpolating them so they are
as identical as possible at the loop point. It also interpolates the words at the beginning
of the toop point with the words before the loop point, to make sure there is no
glitching when the loop starts.

Smoothing is available in both Edit Sample1 and Edit Sample2 functions. We'll
deal with Edit Sample1 first. From any of the Sample1 pages, use the mouse or F4
button to get to the Edit Sample Smoothing page.

Select the Current Sample at the top of the page. The Edit Mode and KeyOn Mode
parameters are the same as on the Loop page. The Orig Key parameter can be used to
change the placement of the sample’s original pitch on the keyboard. This is useful if
you want to change the keyboard range of the sample.

The Edit Step parameter determines the resolution of any parameter changes you
make. The Remaining parameter shows how much RAM is available. Since you are
over-writing the same Sample, this parameter is not very important, except if you need
to undo the Smoothing operation, which is discussed below.
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Setting the Smoothing Length(s)

The degree of smoothing is determined by the Loop-Smoothing Length and
R-Loop-Smoothing Length parameters on the right side of the screen. These
Parameters show the number of words at the beginning and end of the loop that will
be interpolated. A small number means the actual waveforms in the toop will be
altered relatively little, and the sound in the loop will maintain most of its vriginat
character. However, if the number is too small, you may still hear a “bump” in the
sound as the loop repeats. A farge number means the loop will be more
“homogenized”, and have more of a steady sound as it repeats.

If Loop-Smoothing Length is set to 1, the Smoothing operation will not execute —
you can’t smooth out just one word. However, if you want to Smooth the Sustain loop
and not the Release loop, set R-Loop-Smoothing Length to 1.

For obvious reasons, there must be a loop set up on the Loop page for Smoothing
to take place — if there isn’t, you will not be able to adjust any of the Parameters on
this page. You can move freely between this page and the Loop page, and if you
change a loop's length on the Loop page, that change will show up immediately on
this page. Note that a Sample can only be Smoothed if its Loop Mode is Forward or
Forward+R. If the mode is set to something else, then performing the Smoothing
operation will automatically change the mode to one of those two.

Also for obvious reasons, you cannot set a Smoothing Length longer than the loop
itself. In addition, if the Sustain loop starts early in the sample, you cannot set a
Smoothing Length that would cause the Smoothing operation to start before the
beginning of the Sample. So a loop that starts at 7560 cannot have a Smoothing Length
greater that 7560.

Similarty, you cannot set
a R-Loop-Smoothing Length

. L ] L tvermaversrnd
which would cause the k = =
. — [ —
Release loop-smoothing A \ ';{
Loop - Start 2 Loop Smeothing R-Loop ~ End 2 R-Loop Smoothing

operation to cross into the
Sustain foop. If, for example,
the Release loop begins 128 words after the Sustain loop ends, the maximum value for
R-Loop-Smoothing Length will be 128. 1f the Release loop starts immediately (10
words) after the Sustain loop, you cannot smooth it at all.
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Setting the Lengths Graphically

You can also adjust the Sustain Loop Smoothing Release Loop Smoothing
Smoothing Lengths graphically. The
Loop field at the top of the graphic
window (which is black on this
page) shows which loops are
currently active. With the mouse
you can grab either end of either
loop, hold down the left button, and drag to the left. A rectangle will appear at both
ends of the loop, showing the smoothing length (the loops themselves are not
changed), and the appropriate Parameter will change accordingly.

Sustain Loop Release L.oop

As on the Loop page, the resolution available when editing graphically is much
lower than when editing numerically (each pixel is equal to the Sample length/192),
but on this page precise setting of the Parameters is not as crucial, so often this
resolution will be sufficient.

Executing the Smooth

Move the cursor to the Execute switch. The legend in the graphic window says
“New”, tells you the length of the new Sample {which should be the same as the
current Sample), and whether it is stereo or mono. Click, and the Smooth is
accomplished. Play a MIDI key and hold it down long enough for the loop to repeat a
few times to hear how effective the Smoothing has been.

Recovering From a Bad Smooth

The Smoothing operation is destructive, which means that, unlike the looping
operation, it changes the Sample in RAM by actually altering the values of individual
words within the Sample.

Fortunately, for those of us who occasionally make mistakes, it is easy to “undo” a
smooth that turns out badly. Merely click on “Recover”, and the current sample is
returned to its previous, un-smoothed state. If you want to smooth it again, either with
the same parameter settings or different ones, click on Execute again. You can do this
as many times as you like. The Recover function will, however, only undo the last
execution, so if you smooth a Sample twice, you can only Recover from the second
aperation.
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{f the Remaining parameter is less than the length of the Sample, you wilt not be
able t Recover from a Smooth, because the 5-750 has nowhere 1o store the
recoverable Sample. 1f this is the case, a warning
box will open after you ctick Execute, telling you Fesime T
that you won't be able to Recover, and asking if
you want to go ahead anyway. If you need to be
able to Recover and don’t have enough room
Remaining, go to the Com menu and Delete one or
more spare Samples from RAM. Yes EX

Can‘t Create File
For Recover

Continue °?

Smoothing on the Loop2 Pages

On the Edit Sample Loop2 pages, you have the same options for Smoothing —
they’re just laid out a little differently. On the Param page, the Smoothing Length
parameters are at the lower right, number P6 for the Sustain loop and P7 for the
Release Joop. On the
Graph-1 and Graph-2
pages, you can set up a
smoothing range in the field
that appears right under the
Loop field at the top of each screen.

& loop field
smoaothing field

Or, on the Graph-1 page, you can use the Graphic Waveform display: scrub or
point to where you want the Sustain loop smoothing to begin, and when you have the
vertical red line where you want it, click on P6 at the bottom of the screen. Set the
smoothing for the Release loop the same way, but instead click on P7. You arc bound
by the same restrictions as if you were on the Smoothing page: the software will not let
you set up an illegal smoothing range.

Wherever you set up the Smoothing ranges, you must go back to the Param page to
execute the actual operation, by clicking on Smoothing. As on the Smoothing page,
you can cancel the operation by clicking on Recover.
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Chapter 73 T

Sampling 2 i (]
— [Editing and e o .
Resampling

In the last chapter, we dealt with o .
recording Samples and editing them in > ‘Sample [Sample | Sample |
primarily non-destructive ways. In this chapter we will look at the more radical ways
you can work with 5-750 Samples.

Normalizing is done from its page in the Edit Sample1 function. Truncating can be
accessed either on its page in the Edit Sample1 function, or from the Patchwork page
on the Edit Sample2 submenu, where the operation is quite a bit more versatile. The
other features are only accessible from the Edit Sample2 submenu.

Normalizing

Normalizing increases the signal level of a Sample. It is useful when a Sample has a
limited dynamic range, perhaps because it
was recorded poorly, or the loudest parts of
the sample were Truncated out, leaving only
softer parts. As with all audio recording Before
systems, it's a good idea to have the Samples
in RAM and on disk at the highest possible
level, to maximize the signal-to-noise ratio.
Also, having all the Samples at roughly the
same levels makes it easier to mix them in a
Partial. Normalizing is available when you
record a Sample initially (see the previous chapter), as well as with some other
operations {described later in this chapter), but it is also available as a separate feature
for working on Samples after they are already in RAM.

After
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Mode Index Mark . $-750/01

Normalizing ensures that a

. . Edit Sample Normalize Com Exit
Sample is at maximum level by s e R S
. + . Name
first searching through the .- |0sample Lo1:pf C#1 [
Sample and determining its | Bdit Mode Mono  Orig Key c.?

foudest point, then raising the
level of that word to the
maximum fevel possible, and
multiplying the level of every
other word in the sample by the
same factor. This increases the
overall level of the Sample
without changing it in any other
way.

Remaining
lExecute I IRecover | 3.5

To get to the Normalize
page, go to the Edit Sample1
function, and then press F5 or click on Norm, The page is very simple to use. Besides
choosing the Sample, the only Parameters to adjust are Orig Key, Edit Mode, and
Name, all of which function the same as on the other Sample Edit pages.

As with Smoothing, which is also a destructive operation, you can Recover if you
change your mind after Normalizing. if there is not enough memory Remaining to
duplicate the current Sample, however, you will not be able to Recover.

Truncating

We saw in the last chapter that you can prevent sounds at the beginning or end of a
Sample from playing by adjusting the Start and End points in the Loop pages. This
makes it easy to eliminate extraneous sounds like microphones being switched on,
producers knocking over equipment, etc. Because Looping is non-destructive,
however, those heads and tails are still part of the Sample, and are taking up room in
RAM and on disk.

To use memory most efficiently, particularly on long Samples that you are only
using a part of, it can be very helpful to be able to permanently trash those unneeded
words. While the $S-750 has plenty of RAM to work with it is not unlimited, and
efficient use of it is important. In addition, shorter Samples are easier and faster to deal
with, Samples can be permanently shortened with the Truncate feature,
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There are two ways to Truncate a Sample: the quick way, and the fancy way. The
quick way is on the Edit Sample Truncate Page in the Edit Sample1 function. We'll
look at that first.

The Truncate Page

At the top of the page, you Mode Index  Mark ... S7serel
select the Sample you want to " S e e |
truncate. You can rename it, with
the usual restrictions against using
a name already in use.

Edit Sample Truncate Com Exit

Osample 121 :pf CcH1 Rame ]

From @ Edit Mode Mono
T 47520 KeyOn Mode FromTo
Fade Len 23760 COrig Rey PH#1
Edit Step 1 orig Length 2.8
X-Zoom x64 #$New Length 2.4
Y-Zoom x16

Orig Key lets you retune the
base note of the Sample as you
truncate. Edit Step sets the
resolution for adjusting the
numerical Parameters, X-Zoom
and Y-Zoom set the horizontal and
vertical magnification of the
Waveform display. Orig Length
shows the length of the Sample in
its current state, while New Length
shows how long it will be after you Truncate. The Remaining Parameter shows how
much space is left in RAM; if this Parameter is lower than New Length, you won't be
able to Recover the operation.

Remaining
Execute 1 I Recover 2.5

If the Sample is stereo, you can truncate both sides simultaneously if Edit Mode is
set to Stereo. However, if it is set to Mono, hecause the Truncate operation is
destructive, it will permanently break the link between the two halves of the Sample.
The halves can be rejoined only if you then truncate the other half of the Sample (also
in Mono mode) so it is exactly the same length, and then re-tink the two halves using
the Set Steree command.

Setting the Truncate Points

The Parameters that you want to deal with are From, which sets the truncation
point at the beginning of the Sample, and To, which sets the truncation point at the
end. If you don’t want to truncate the beginning, set From to @; if you don't want to
truncate the end, set To 1o the highest number you can.
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The minimum number of words in a Sample is 4608, which is just about 0.1
second, or 0.2 second at the lower sampling rate. If you set To so that it is less than
4608 words after Fram, it will he ignored, and the Sample will end up 4608 words
long, starting at From.

To help you set the From and To parameters and let you audition the operation
before committing Lo it, two additional KeyOn Modes are available on this page:
FromTo, which plays the Sample from the From to the To words, and To, which plays
starting at the To word, so you can hear what it is you're losing at the end.

Fading the End

You can impose a smooth linear fade on the end of the Sample while you are
truncating it. The length of that fade, in words, is determined by the Fade Len
parameter. The fade will start at the word whose value is equal to the To parameter
minus the Fade Len parameter. For example, if To is 1000 and Fade Len is 250, the
fade will start at word number 750.

A fade cannot start any earlier than halfway through the truncated Sample, so the
maximum value for the Fade Len parameter is the overall truncated length (the To
value minus the From value), divided by 2. So for example, if From is 200 and To is
1200, the maximum allowable value for Fade Len will be 500. If you change the From
or To point to shorten the Sample such that the truncated length would end up being
less than twice the Fade Len, the Fade Len will automatically shorten.

The Graphic Window

Adjustment of From Fade Len To

the Truncate points
and Fade Length
can also be done

with the mouse in Sustain Loop Release Loop
the graphic window.

The tap line in the black field at the top of the window shows the From and To

points: move the left end of the line to adjust From and the right end to adjust To. The
second line, which becomes a rectangle when you stretch it, is the Fade Len. Move the
left side of the rectangle to lengthen or shorten the fade. The right side of the rectangle
cannot be moved — it is locked to the right end of the line above it. Below the Fade
Length fine is a line showing the overall Sample length, and below that two lines
showing the locations of the Sustain and Release loops, for reference.
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The Legend immediately above the waveform display describes the position of the
From and To points relative to the other points in the Sample. if one of the points falls
exactly on another, it will be displayed with an “=" sign — for example, if the From
point is the same as the Sample Start point, the Legend will say “F=S§". If there is no
exact correspondence, the Legend will show which points the From and To points fall
between — for example, “S<F<L” means the From point is between the Start and the
beginning of the Sustain Loop; "RL<T<RE” means the To point is between the
beginning (R-Loop) and End of the Release loop; and so on.

The Waveform display itself is always in Point mode, and shows (except when
X-Zoom is set to x1) the From or To point, depending on which one was selected most
recently, at the current magnification. The Title will show which point is being
displayed. If X-Zoom is at x1, it will say “All”, and during graphic editing the Title will
say “Get =" and the Parameter being adjusted.

Recovering

Like Smoothing and Normalizing, Truncating is a destructive edit, and so a Recover
switch is available to undo a Truncate operation. The Recover switches on all of the
different Edit Sample pages (on both levels 1 and 2) are linked. This means that if you
do an operation on the Truncate page and then go to the Smoothing page and only
then realize you made a mistake, no worries: click the Recover switch on the
Smoothing page, and the Sample will return to its previous state. Obviously you
cannot Recover a Truncate once you've done a Smooth, or done any operation on a
different Sample. Nor can you Recover any operation after you've gone to any Disk
page. But you can Recover a Sample if you've left the Edit Sample Jevel, to go to a
Patch or Performance, for example, and come back to it.
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Truncating and Reversing in the Edit Sample2 function

Doing a Truncate in the
Edit Sample2 function (the Mode  Index  Mark 5-750/01

fancy WaY) Bives you a lol udit sSample Patchwork Param Com Exit
more options. You can (IDest Sample Lo1:pf Gitd W"*"
move the Sample around
in memory, you can fade it KeyOnMode Start Edit Step 1
. Remalning @.5
both in and out, and you (Source Samplel [Source Sample2
can even reverse it. From ; LOl:pf Gi#4 L@1:c2
. ‘ Pl:From 1248 P3:From @
the Edit Sample2 submenu, Ll:i-Fade 1344 1L3:-Fade Py
select Patchwork. P2:To 8456 P4d:To 27672
L2:-Fade 1920 L4:-Fade @
Level 127 Level 127
On the Truncate page, Delay @
runcated Samples “in
YOU t:l cat p Truncate Inpert
place” — the Sample cut & Splice Mixing
stayed in the same slot it Area Erase Combine
came from. This page is Recover
different: you can elect to

move the Sample as you
truncate it. Source
Sample1, at the left side of
the screen, is the Sample you are truncating. The slot you are going to put it in is the
Dest Sample at the top of the screen. The two slots can be the same: just choose the
same Sample for both.

. Graph-2

Do be careful: if there is already a Sample, either the same one or a different one,
in the Dest Sample slot, it will be erased, and you will not be given any warning. If
you choose an empty slot, you must name it before you can execute the operation.

Edit Step is the same as on other pages, as is the Remaining parameter. KeyOn
Mode has some small differences, which are not relevant yet, so we'll deal with them
shortly.

The P1:From and P2:To parameters at the left side of the screen are the beginning
and end points of the truncation. Instead of one fade paramelter, this page gives you
two: L1:Fade lets you set a length to fade the beginning of the sample in, while
L2:Fade lets you set a length to fade the end of the Sample out (as on the Truncate
page). Neither of these can be set to a value more than half of the Sample length. (The
Level Parameter docsn’t do anything as far as truncating is concerned.)



Sampling 2: Editing and Resampling « 177

When truncating in the Edit
Samplet function, the To
parameter must be higher than
the From parameter. Here this is
not the case. You can set From
higher than To, in which case not
only will the Sample be
truncated, but what remains will P2 Pl
play backwards. L1 becomes the
fade-in time of the new version of
the Sample, and L2 becomes the
fade-out time.

You can preview what the
Truncated Sample will sound like,
after you set the P1 and P2 Parameters. Put the cursor on any of the parameters under
Source Sample1 (including the name of the Sample itself), and play a MIDI key (the
Sample’s original key is best). You will hear the portion of the Sample between P1 and
P2. If P2 is larger than P1, you will hear it backwards. You will not, however, hear any
of the fading effects of LT or L2,

To do the truncate, click on Truncate in the blue box at the bottom of the screen.
To undo it, click on Recover. if you want to Truncate it a second time, and if you have
moved the truncated Sample to a different slot, you must change Source Sample1 slot
to the new slot.

If you have moved the Sample to an empty slot, the Recover switch will have no
effect. That's because you haven't overwritten any existing data, you've simply created
new data, so there’s nothing to recover. However, if you then Truncate again to the
same slot, which now has data in it, Recover will work normally.
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Graphic Editing Mode  Index Mark .. .....S7750001
_ [ Edit sample Patchwork Graphl Com Exit
The Graph-1 page will show 0 Sourcel LO1:pE Gi#d
you the Sample in detail. (The == S — |

A P I T 5 s

IR TR

Graph-2 page looks the same,
but it is showing you the
Source2 Sample, which is not
relevant right now, so stay off it.}
The Waveform display in the
middle can show the Sample in
Fast (line segment) or Normal
{volume envelope) mode —
toggle it at the lower right
corner of the screen.

P1 P2 LI L2 F * X X

& Graph-2

._ -?353 -
The black field at the top of

the screen shows the segment of the Sample defined by the From and To points as a
solid blue bar. You can move either end of it by grabbing it with the mouse, holding
the left button, and dragging it. The blue rectangle immediately below the bar is the
fade-in (L1). You can stretch its right edge with the mouse. If the blue bar is not flush
against the left edge of the screen (i.e., if P1 is not @), as you stretch the fade-in
rectangle to the right, it also grows to the left. This is helpful when combining two

Samples, which we’ll get to in a bit.

Note that you can stretch the rectangle all the way to the right edge of the screen, if
you like. However, if its length is greater than half of the blue bar's, you won't be able
to Truncate.

The other blue rectangle is the fade-out (L2). Adjust its left edge with the mouse.
This too, can be stretched further than halfway through the Sample, but don't do it. It
also grows a mirror image of itself when you stretch it.

Again, none of the graphics on this or any other Edit Sample2 page are dis-played
on the front-panel LCD screen — they are only visible on the external monitor.
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Scrubbing

As on the Loop2 Graph-1 page, you can scrub the Sample on this page to find
truncation points. Put the mouse into the small rectangle immediately above the
Waveform display and hold the left button. The rectangle turns purple. Move the
mouse left or right to hear to Sample backwards or forwards, respectively. A red
vertical line follows the playback. The further you move the mouse, the faster the
Sample plays. The speed and direction of the playback are displayed in the upper right
corner. To limit the scrub speed to 100%, hold down the right mouse button as well as
the left.

When you find a good truncation point, and the red line comes to rest, click on the
appropriate Parameter at the bottom of the screen. The Field display changes to show
the new setting. You can set the From (P1}, To (P2}, fade-in length (L1}, or fade-out
length (L2) this way.

If it is obvious from the Waveform display where a Parameter should be, you can
simply click in the display and the red vertical fine appears. Then click on the
appropriate Parameter, and it's set.

You cannot execute a truncate from the Graph-1 page — go back to the Param
page and click on Truncate. You can then come back here and see what you've done.
(If the Source1 and Dest samples were different, be sure that the truncated Sample is
now in the Sourcet slot.)

‘,exisling foop

Truncating Looped and Stereo Samples

Truncating can drastically change
the characteristics of a loop, so it is
advisable to do it in a Sample without
loops, or else be prepared to redo
your loops afterwards. If you truncate
a Sample so that the new end of the
Sample (the To parameter) falls inside

P2 Pl
[
a Release loop, the Release loop will
be shortened so that it ends when the m-
truncated Sample ends. This will
throw all the careful loop-point M-
editing you've done on the Release

toop out the window. If the To

parameter falls within a Sustain loop, the Sustain loop editing will be rendered
essentially worthless, while any Release loop will be totally eliminated.
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tf you Truncate and Reverse a Sample with loops, the loops stay at their original
focations, so what was previously the beginning of the sound will now be a looped
tail.

If you set up a Fade so that the fade point falls within a loop, the loop points will be
maintained, but because the level at the end of the loop will now be lower than the
level at the beginning, there will be an audible glitch every time the foop repeats, and
you will probably not want to use it.

Truncating a stereo Sample requires special care. Although there is no stereo/mono
switch on this page, the software knows when Source Sample1 is part of a stereo pair.
If the Dest Sample is also part of a stereo pair (it can be the same pair or a different
one), then the Truncate operation will work on both halves of the pair. if Dest Sample
is mono (which will also be the case if it is Blank), then only the half of the sterco
Sample showing as Source Sample1 will be truncated. The other half will be
unaffected, and the link between the two halves will be broken.

Source Sample1 is If Dest Sample is stereo
half of a stereo pair

' i -L WWW"W
o UM — R At
R Al

If Dest Sample is mono

R

If you want to Truncate a stereo Sample into a new Sample, you must first create a
“dummy” stereo Sample on the Sampling page. Although it needs to contain no actual
audio, and you can make it as short as you like, you must name and record this
dummy Sample in the normal way.

If you were brave (or perverse) enough to set up a stereo Sample with different-
length loops as outlined in the previous chapter, you should know that such an
arrangement will not survive a Truncate operation. When you Truncate, the loops re-
align themselves, and the loops on the half of the Sample that is Source Sample1 will
be applied to the other half of the Sample.
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The Patchwork Operations

Besides Truncate, there are five other operations on the Edit Sample2 Patchwork
pages that let you do fancy things with Samples. All are destructive, and are
Recoverable unless the Dest Sample is in a previously unused slot, or unless there is
insufficient RAM Remaining.

Cut & Splice and Area Erase deal with only one Sample, and so work done on the
Graph-1 page only is relevant. Insert, Mixing, and Combine are ways of putting two
Samples together. In these operations the Graph-1 page can be used to work on
Source Sample1, and Graph-2 to work on Source Sample2.

As with Truncate, you must be careful performing these operations on stereo
Samples. if Source Samplet is part of a stereo pair but Dest Sample is mono or Blank,
only the half of the Source Sample currently displayed will be affected by the
operation, and the link between the two halves will be broken. (Source Sample2,
however, does not need to be stereo.)

Cut & Splice

Cut & Splice is the opposite of Truncate. The

area of the Sample between P1 and P2 is L1=0
eliminated, and the two remaining ends are
joined together. If LT is @, the two ends are Before »——-*
“butt-spliced.” f 4
Pl P2

If L1 is greater than €3, the two ends are
faded together over a length of time equal to L1. After F__
This time is “borrowed” from the portions of the
Sample just before P1 and P2, so the overall length of the new Sample is the same
regardless of the L1 setting. (see diagram next page)
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The maximum setting for L1>0 Before

L1 is P1 — you can't fade

up from a point before the ”?% \ : W
beginning of the Sample. ///;’;:%/% S N
Other than that, you can s ///// \
make the fade as long as Level //// \\\
you like, “ Time >
Pl P2
Cut & Splice will not =

reverse a Sample: if P1 is
greater than P2, the
operation will not execute.

Note that when you are ”////é//?/,
adjusting the Parameters, %/%,
you are listening to the part %/’:’?5’

of the Source Sample that =

N

will be cut out, not the part P1,P2
that witl remain. —
L1
Area Erase
Before
%’ﬁh’?
This works like Cut & Splice, 7
except without the Splice action. The
area between P1 and P2 is removed, Lavel
but the section after P2 stays where it by
is, and there is a gap of silence left. L1

Both L1 and L2 arc active: L1 is the
length of the fade-down before PT,

while 12 is the length of the fade-up  After |
after P2. The maximum values of the igf‘% /W
fades are the lengths of the segments %ﬁ,’:gp % /;#,//C?%
themselves. 7 ﬁﬁ?y/w%
G W %___
——
Insert - .

This splices a piece of one Sample inte the middle of another Sample. Source
Sample1 plays from the beginning, up to the P1:From point, Then Source Sample2
interrupts it, and starts playing from its P3:From point, When Sample2 reaches its
P4:To point, it stops, and Samplel resumes playing at its P2:To point, and plays to the
end. The result is placed in the Dest Sample. The fength of the resulting Sample is
{Samplel’s lengthl — [P2 — P1{ + [P4 — P3}.
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Sample1 Sample2

JLL

1 T i

L1 L2 L2

Sample2 Level »

Samplel Level -—P» ”|

TPI. P3 TPZ. P4

e I vy |

Ll L2

If you want Source Sample2 to start from its beginning, set P3 to @. The part of
Samplel that lies between P1 and P2 will be eliminated, so if you want all of Sample1
to remain, set P1 and P2 to the same value. (You cannot set P1 higher than P2.) If you
set P3 higher than P4, Sample2 will play backwards.

To hear what the portions of the Samples you are using sound like, put the cursor
on a parameter under the Sample of your choice, and play a MIDI key (again, the
Sample's original key is best), If you are under Source Sample1, you will hear the
portion of the Sample between P1 and P2, that is, the portion being eliminated. If you
are under Source Sample2, you will hear the portion of that Sample between P3 and
P4, which is the portion being inserted. To hear what's in the Dest Sample slot (if there
is anything), move the cursor up to its name, or down into the blue operations box,
and play a key.

Alternatively, you can use the special settings provided on this page for the KeyOn
Mode. Setting it to FromTo1 will let you hear the portion between P1 and P2, and
FromTo2, will let you hear from P3 to P4, When KeyOn Mode is set to either of these
modes, the position of the cursor is ignored.



184 » Sampling 2: Editing and Resampling

You can balance the relative levels of the two Samples using the Level parameters.
127 is unity gain (no change). The Delay parameter doesn't do anything.

L1:—Fade sets the length of the crossfade going into the insert. The fade starts L1
words before P1 and P3, so the length of the resulting Sample doesn’t change with
different settings of L1, The maximum value for L1 is either P1 or P3, whichever is
lower — that's because you can't start a fade before the beginning of a Sample.

L2:—Fade sets the length of the crossfade going out of the insert. The fade starts L2
words before P2 and P4. The maximum value for L2 is the difference between P3 and
P4 — you can't have a fade longer than the Sample you are inserting,

Since you are working with two Samples, you can use both graphics pages to set
your various editing points. Graph-1 shows you Source Sample1, and lets you set P1,
P2, L1, and L2. Graph-2 shows you Source Sample2, and lets you set P3 and P4 (L3
and L4 have no effect in this operation.) You can scrub each Sample on its own page.
Notice that the direction of the fades (L1 - 14) depends on which operation follows
their setting. This is why when you set them graphically they grow in two directions.

Stereo and Mono Samples

As with Truncate, care must be taken when using this operation (and the following
two) with stereo Samples. If either Source Sample is part of a stereo pair, and you want
to use both parts, the Dest Sample must be stereo as well. If you want to create a new
Dest Sample (as opposed to using a slot currently occupied by a stereo Sample), you
must create a “dummy” stereo Sample on the Sampling page.

If a Source Sample is mono and the Dest Sample is stereo, the mono sample will be
inserted into both halves of the stereo Dest Sample.This is true even if both Source
Samples are mono, in which case you will end up with a stereo Sample whose two
halves are identical {interesting, but not very useful).

Dealing with Different Sample Rates

Special care has to be taken if you are working with Samples recorded at different
sampling rates in this and the following two operations. A message box will appear
after you click on Insert if the two Samples are at different rates, and you can opt to go
ahead or cancel. If you proceed, the Dest Sample will be created with the same
sampling rate as Source Sample1. The part of Source Sample2 you are using will be
converted to the Sample1 rate as it is processed into the Dest Sample. This process,
however, changes the pitch of the material from Sample2. {it doesn’t alter the original
Sample2 itself, however.) ‘
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For example, if Samplel was recorded at 44.1 kHz, and Sample2 at 48 kHz, then
when Sample2 is Inserted into Sample1, the portion of the resulting Sample that came
from Sample2 will be about 10% flat.

If you want to avoid this situation (and that’s probably a wise idea), use the Rate
Convert feature, described later in this chapter, to make sure both Samples are at the
same rate prior to merging them.

The same feature, by the way, can be used with two Samples that are at the same
rate, but are not in tune with each other. Check it out.

Mixing

This operation lays the two Samples on top of each other, mixing them together in
the same period of time. The sections of the Samples that are mixed are determined by
the respective From and To points. Putting one or both of the Sources backwards in the
mix is allowed: set P1:From higher than P2:To to reverse Source Samplel when it is
put into the Dest Sample, and/or set P3:From higher than P4:To, to do the same for
Sample2.

All four —Fade Parameters are active. The fade-in of Samplei slarts on P1 and lasts
for LT words. The fade-out starts £2 words before P2, and ends on P2. L3 and L4 do

the same for Sample2. If s Sample is set up to play backwards, its fades will be
reversed, e.g., LT will determine the {ade-in of Samplel, etc.

Samplet Sample2

i =

Pl P2 P3 P4
Ho i
L1 L2 L3 L4

Samplel Level
SampleZ Level

Dest
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The relative levels of the two Samples are determined by their respective Level
parameters, Normally, both Samples start to play immediately at their respective From
points, but Sample2 can be delayed, using the Delay Parameter. This can be set to any
value up to the total length of Source Samplel.

Since you are arithmetically combining two Samples, it is possible to create a
situation in which the instantaneous combined level of the samples goes above the
maximum allowable digital level. If this happens, a message window will appear that
says “LEVEL OVERFLOW". Click OK to get rid of it, but before you panic, listen to
your new Sample. Chances are good you won't hear any problems. However, if you
do notice some digital clipping (and it will sound awful}, click on Recover. Then lower
the Level settings for both Samples, and try, try again.

Combine
This operation splices the two Samples together. It takes Sample1 from the

beginning to the P2:To point (P1 is ignored}, and joins it with Sample2 from its
P3:From point to its end (P4 is ignored). There is no gap.

Samplet Sample2

P2 B3

L2

Samplel Level
Sample2 Level —Pm

Dest
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The Samples can be butt-spliced or crossfaded. The crossfade time is determined
by L2. Samplel will start to fade out L2 bytes before P2, and Sample2 will start to fade
in L2 bytes before P3. The maximum value of L2 is P3 — again, you can’t start to fade
a Sample in before its beginning. The relative levels of the two Samples are determined
by their respective Level parameters.

Digital Filter

The Digital Filter allows a Sample to be permanently altered in terms of its
frequency content. It is useful for eliminating hums or whistles, for making a Sample
brighter so it cuts through a mix better, or making it less bright so that it blends better.
Unlike the Partial function’s TVF, the Digital Filter is not dynamic, so that it cannot be
changed over time or by MIDI action, and it is destructive, permanently altering the
Sample. If you want to keep a copy of the unaltered Sample, use the Copy function
from the Com menu before filtering.

Digital Filter has only one Page, which you get to from the Edit Sample2 submenu.
The Filter Mode can be set to LPF {Low-Pass) or HPF (High-Pass). The CutOff
Frequency is in arbitrary units from 0.1 to 10.0. The high value is equal to half the
sampling rate of the current Sample. Resenance is similar to the same Parameter on the
Edit Partial TVF page, and adjusts the filter's  for an analog-style effect

In High-Pass mode, the CutOff Freq can also be set to “D.C". This is for removing
any DC offset that might have crept into the Sample, if it was recorded by a device
other than the S-750 and transferred in.

Level is normally set to 127, However, if high values of Resonance are used, the
resulting waveform may have one or Mode Index Mark 7 §-750/21
allowable fevel is exceeded. As with

Edit Sample D. Filter

the Mixing operation, you will get a O sample L1&1:pf GH4
window warning you of this, and if it

creates audible distortion, lower the Cotoct Poee oo
Level parameter and try again. jesonance s

Remaining

|Br.et:ute l iﬂecwer |
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Two additional settings for Filter Mode are +Emphasis and -Emphasis, which are
used to add or remove (respectively) high-frequency pre-emphasis from a Sample. The
5-750 normally uses emphasis with its Samples to ensure the best fidelity, but many
other Samplers don't. If a Sample is transferred to the $-750 from another sampler via
MIDI Sample Dump (see Chapter 10}, it may not have emphasis, but you can use this
function to add it. Conversely, if you are sending an $-750 Sample to another sampler,
you can use this to remove the emphasis beforehand.

Emphasis might afso be added after a Rate Convert operation {(coming up soon) to
restore some high end that might be lost. When Filter Mode is in either of these
positions, the Resonance and Cutoff Freq Parameters are ignored.

Since the action of the filter is destructive, and the new Sample is written to the
same slot as the original version, a Recover switch is provided. If, however, there is not
enough memory Remaining to hold a copy of the current Sample, you will not be able
to use Recover.

Compressor/Expander dote msex e  eTsem
| Edit sample Comp/Expand com Exit | §
The Compressor/Expander | Osampie Lol:pf G#4
‘ f : 3
atlows the dynamic contour of a :: Threshold 65%
Sample to be permanently altered.  * Ratio a0%
K S Level 120%
The feature acts like a standard o Attack 1
o Release 62

audio compressor/limiter/fexpander, -
with highly adjustable parameters. . .

It can be used to flatten out a SE [ xecute | Wmn;’?g
signal’s dynamic peaks, to raise the & i
overall levei of a Sample without
generating distortion, to expand the
dynamic range of a Sample, or to
eliminate low-level noise from a
Sample.

Normalize Off

The operation is done on one page: Edit Sample Comp/Expand. Select it from the
Edit Sample2 submenu. The top tine is for choosing the Sample to work on. The
operation works on a Sample in place, so if you want to keep a copy of the unaltered
Sample, use the Copy function from the Cam menu before executing.

Threshold sets the point, relative to the overall dynamic range of the $-750, that the
compression/expansion will begin to take place. Any signal below that point will be
passed linearly, that is, without any dynamic change. A setting of 0% means all of the
signal will be affected. A setting of 100% means the signal will not be affected at all.
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Ratio determines the dynamic change to the signal that is above the Threshold
point. A setting of 100% means no change at all. Settings below 100% mean the signal
is compressed, so that large dynamic changes are made smaller, and a setting of 0%
means the signal is hard-limited, so no volume c¢hange can occur. Settings above
100% expand the signal, su that dynamic changes are exaggerated. The maximum
setting is 1000%, at which the Sample is futly expanded, with low-level signals
essentially silenced and high-level signals made higher.

At high expansion settings, it is possible that the Sample level will end up
instantaneously higher than the permissible maximum, in which case a “Level
Overflow” window will appear. Don't panic if this happens: chances are pretty good
you won't hear any distortion after the expansion is done. If you do, Recover, set Ratio
lower, and try again.

The Threshold and Ratio settings can also be adjusted in the graphic at the lower-
right corner of the screen. The little blue square in the middle of the box sets the
Threshold: move it down and to the left to lower it, up and to the right to raise it. The
blue square on the right of the window scts the Ratio: move it up and to the left for
expansion, and down and to the right for compression and limiting.

Note thal the left-hand part of the graphic shows the Sample differently than other
pages: here we are looking at the Sample’s dynamic level plotted against time, which
of course is what is of most concern to us on this page.

Level sets the level of the processed Sample relative to the original Sample. In
many cases, leaving this at 100% should be satisfactory, but if heavy compression is
used, a higher setting might help to maintain the signal-to-noise ratio of the Sample.
Setting Level to 0% creates a silent Sample. You probably dont want o do this.

Attack and Release set the attack and release times for the compression or
expansion. The range is 0 to 127, with smaller numbers faster.

Ratio»>loo% A
o Attack Release Level
A 127 127 9
w
, ey
Ratio<1o@%

Action of Comp/Expand on signals above Threshold level



190 » Sampling 2: Editing and Resampling

Normalize ensures that the resuitant Sample s at its highest possible dynamic
range after executing. Setting this parameter to After will normalize the Sample after
compression/limiting. Setting it to Only means that the Sample will be normalized
without compression/limiting — just as on the Normalize page.

Again, the action of this operation is destructive. The new Sample is written to the
same slot as the original version, so a Recover switch is provided. If there is not
enough memory Remaining to hold a copy of the current Sample, you will not be able
to use Recover, and the Secretary will disavow all knowledge of your existence.

Time Stretch

 Mode ~ Index Mark

BEdit Sample Time Stretch P Com Exit

The S-750 can alter the
length of a Sampie without fsample Lo1:pE GH2T
changing its pitch, or vice
versa. A Sample can be sped i;:gg"m 93@85 f;‘;gzh g??ggs
up or slowed down by up to
a factor of four. This 1;:;20 ol Coarse w2
operation is useful in a Length 46542
variety of contexts. it can be Mode  Manual -Time 1.551s
used to fit dialog, sound E.Step 1 Total Leng;gzzs
effects, or a musical phrase KeyOn  Start —Pime 1.6748
into specific periods of time,
especially in film or video i Search | ] Execute | i Recover
production. It can change remaining

the rhythm or length of a —
musical phrase to conform .. Pesem
with a sequenced or -
recorded rhythm track. And it can be used 1o great creative effect, to transform familiar
sounds into unfamitiar ones, or to create totally new sounds.

Time Stretching is handled on the Time Stretch Plarameter) Page, selected from the
Edit Sample2 submenu. (It is also one of the factory jJump pages: Set 2, Page2.} The top
line is for choosing the Sample to work on. The operation works on a Sample in place,
so if you want to keep a copy of the unaltered Sample, use the Copy function from the
Com menu before executing.

Let's skip the first few Parameters for now — they are used if you don't want to
Stretch the whole Sample, Do, however, look at the blue “—Time” Parameter. This
teils you the length, to the nearest millisecond, of the current Sample.
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Fade
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Original ST WU S
. ) Sample R
Ratio sets the stretching
factor, which can be from
25% to 400%. Ratios less
than 100% speed up the Ratio
Sample and make it = 150% r'E @
shorter, while ratios greater
than 100% stow it down
and make it longer. A L
R e S
. . =50% : i
As you adjust Ratio, o e

you'll see the numbers in

the blue box on the right half of the screen change. They are showing you what
will happen to the pitch, the length in words, and the duration in seconds of the
Sample at the selected Ratio. If the ratio, for example is 150%, then the length and
duration will be 1.5 times that of the original.

Click on Execute to do the change. As usual, you can Recover the original Sample
if you don't like what you've done, provided there is sufficient memory Remaining.

i there are any Sustain or Release loops in the Sample, they will be stretched or
shrunk accordingly, so they should sound the same in the new Sample as they did in
the original. Changing the KeyOn parameter lets you listen to the diffcrent parts of the
Sample so you can check this.

When a Sample (meaning a sound) is Time-Stretched, the software takes “chunks"
of the original Sample and interpolates, crossfades, and creates many new samples
(meaning individua! bytes) to put into those chunks. The size of the chunks is
determined by the software {invisibly to the user}, and the Fade parameter determines
how much the chunks will be overlapped when the new sample words are calculated.
Generally speaking, the larger the fade, the smoother the resulting sound. However,
the operation also takes longer with longer fades. Simple sounds, like sine waves, will
stretch fine with low settings of the Fade parameter, while complex, reverberant
sounds will need higher settings if they are not to come out sounding weird.

When Mode is set to Manual, you can adjust Fade as you like. E.Step, as usual,
changes the resolution of the adjustment.
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Life, however, is not guite that simple — it’s not enough just to set a high value for
Fade, it also has to be just the right value for the particular sound. For you to find that
value could require hours of trial and error. Fortunately, the 5-750 can help. When you
click on Search, the S5-750 calculates a new set of chunk sizes that might be
appropriate for the current Sample, and resets the Fade parameter to accomodate the
new chunks, When it's done, you can click Execute and listen to the result. If you
don't like it, click Recover, then Search again, and try the next set. {If you find a Fade
value that “sort of” works, you might want to save the stretched Sample under a new
name, just in case nothing better comes along.)

For the ultimate in assistance, change Mode to Auto. Now you can't adjust Fade at
afl, and Search is disabled. When you click Execute, the 5-750 looks through al/
possible chunk sizes, and decides which one it likes best. it then executes the Time
Stretch using that nusber. While this process consistently yields the best results, the
software algorithm it uses is extremely complex, and so there’s a trade-off: it can take a
while. With complex sounds, the operation might take as long as 100 times the length
of the Sample.

Pitch Change with Constant Length

This operation works just as well if you want to do the opposite to a Sample: alter
its pitch without changing its length. This can be useful for creating unusual vocal or
sound effects (Darth Vader comes to mind), or fattening a Sample by doubling it at a
different pitch. While the same operation is used, the information you need to know is
different.

The pitch numbers in the blue box will tell you how far the pitch of the original
Sample will deviate for a given Ratio. If you then want to play the new Sample so that
it fits into the same time as the original, you will have to change its pitch by the
numbers displayed: in half-steps (Coarse) and 1/100ths of a half-step {Fine]. Use Ratios
above 100% for creating higher-pitched versions of the Sample, and Raties helow
100% for lower-pitched versions.

Here's an example: you have sampled a piece of dialogue matched to picture. The
actor’s voice is wimpy and you want to lower it by a major third. Select the Ratio
parameter, and hold down the left mouse button to lower it. Watch the pitch
parameters change. Set the Ratio so that the Coarse parameter says -4 (four half-steps
is a major third) and the Fine parameter is as close to zero as possible. We'll save you
some suspense: the Ratio will be 79%, and Fine will be -8, which is pretty pood. Now
Execute.
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Original note

Original dialog: What’s a nice sample like you doing in a place like this?
Sampile )
e)
Ratio
= 790/0:_ diclog: What's a nice sample like you doing in a place like this?
Sample is D]
squeezed e |

Play this note to
restore original
timing at new pitch

@L dialog: What's a nice sample like you doing in a place like this?
e)

If you now play back the new Sample from the MIDI keyboard a major third lower
than the original key, the pitch will be indeed lowered a major third, but the length
(and rhythm) will be very nearly unchanged.

To get a closer match, load the Sample into a Partial, where it can be more finely
tuned: set the C.T in the Partial to -4 and the F.T to -8, and play it back on the original
key. The new Sample will match the timing of the old perfectly.

The same technique can be used to “harmonize” a Sample: create three different
versions of a vocal or instrumental Sample at three different pitches, and you've got an
ensemble.

Stretching Part of a Sample

If you only need to stretch or shrink a part of a Sample, you can set the limits of the
operation using P1:From and P2:To. Only the portion of the Sample between those
two points will be affected. You can set them either from the Param page or from the
graphic (Sample Time Stretch G) page, using the usual scrubbing and pointing
technigues. Setting KeyOn to FromTo lets you hear the region you've set up. As usual
you can moave more guickly through the numbers by setting E.Step to a higher value.

If you happen to know exactly how many words {(or seconds) the stretch region
should be, you can use the Length parameter to set it up. When you change it the
P2:To point changes along with it - P1:From won't move.
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Rate Converting Mode Index  Mark . 8-750/@

Edit Sample Rate Convert Com Exit

The situation often '
. . C L. 0 sample Lol:pf GH#2T Name
arises in which it is .
necessary to give a Sampling Rate 48kHz
Original Key c 4

Sample a different
sampling rate. For

Wave Length 2.6
example, as we discussed

eartier in this chapter, if [Ne:] Lo ma I
. . iy ampling & . z
you Mix, Combine, or Piteh Shift

Insert two Samples that -Coarse 3
if —Fine %}

are recorded at different
at Wave Length 2.3

rates, one or both of them
will change pitch. If you
change them so the rates
are the same, there is no
pitch change.

Execute | ’Recover

Remaining 2.5

Another situation that might call for sample-rate conversion is if you have a lot of
long, high-sampling-rate Samples in RAM which don't really need to be at that high
rate, and therefore are taking up more space than necessary. By down-converting these
Samples, you can free up more memory, hopefully without sacrificing sound quality.

Or, you may have a Sample that needs to be transferred to another sampler or a
computer via MIDI Sample Dump, but the receiving device can only deal with
samples at certain rates, and your Sample is at the wrong rate. Converting it internally
assures a perfect transfer.

There are six sample rates available: 48, 44.1, 30, 24, 22.05, and also 15, which
should only be used for truly low-fi sounds.

The operation is straightforward, and is done on the Edit Sample Rate Convert
Page, of which there is only one, selected from the Edit Sample2 submenu. Select the
Sample to convert at the top of the page. Its Original Key and Wave Length (that is, the
number of seconds of RAM it occupies relative to 44.1 kHz) are displayed. Go down
under the word [New], and set Sampling Rate to the rate you want. The Wave Length
(again, relative to 44.1 kHz) for the new version is shown.

Click Execute and it's done. Click Recover (assuming there’s enough RAM
available), and the Sample goes back to its original rate.
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Retuning

Range

If you like, you can change the Original Key of the Sample for conversion, thereby
shifting the Sample up or down. You can do this while you're converting to a different
Sampling Rate, but you may also find it helpful to change the Original Key while
converting to the same Sampling Rate, just to bring the Sample into tune with other
Samples. This can be especially useful when working on the Patchwork page. If you
want to Insert, Mix, or Combine two Samples that are not in tune with each other,
here's where you can fix them.

Resetting the Original Key can be done on many of the Sample Edit pages as we
have seen, but this one has a twist: when you are working on a Sample, the Correct
switch can analyze its absolute pitch, and guide you in assigning it a key. Clicking on
the switch doesn’t change the Sample, it just analyzes it. After a short wait, the Pitch
parameter will display the true musical pitch of the Sample, and any tuning offset in
1/100ths of a semitone.

For example, if you have sampled a musical sound at a pitch of 440 Hz (A above
middle C}, regardless of where you assigned the Sample’s Orig Key, when you click on
Correct, it will tell you the Sample should be at A_4. i you set the Orig Key to A_4,
you'll have a Sample that's in tune with the rest of the world. (Of course, you don't
have to re-assign the note.) Note that this feature only makes sense with musical
sounds — if you try to Correct an unpitched sound, you may get an Error message, or
you may get a real note, but it will not be much help.

Extension »

I S =
Another interesting feature of this 5;:—%';;2 % -

page is that it can extend the range of a range \:)’ _‘_/

Sample. Normally Samples can be

transposed up a maximum of two /?

octaves (three if they are recorded at a ) ) - hH 7

slower rate). With the Pitch Shift option PltCh_%hlft # 17

on this page, however, Samples can - A;j}“b“—"“‘_

have their range extended. Setting both

Sampling Rates the same, and then /}%

setting Pitch Shift to 3 will raise the 4 7

pitch of the Sample a minor third, and Original Key #\iy Ill

at the same time raise its upper = D o o

transposition fHimit by a minor third.
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If you want to extend the upper limit of the Sample without shifting its position on
the keyboard, set the Original Key parameter to the same interval as Pitch Shift: if you
want to extend the range a minor third, sct Pitch Shift to 3, and the Original Key
{assuming it is C_4) to D#4. Now the Sample will play back at the same pitch, but
you'H have an extra three half steps available at the top.

This operation is not without a trade-off. Pitch shifting a Sample upwards actually
shortens it (the Wave Length parameter shows you this), and that means that the
quality of the Sample isn't guite as good. If you go a long distance with Pitch Shiit, you
may be able to hear audible deterioration of the Sample at the original pitch.

Pitch Shift can be set as high as 48 (four octaves) for truly radical changes. The Fine
parameter adjusts it in 1/100ths of a halt-step.

Wave Draw

The S-750 gives you the ability to physically alter individual words within a
Sample. This is useful when a Sample has a pop, ghitch, or some other kind of anomaly
in the middle, where it can’t be easily trimmed. If such a beast can be somehow
smoothed out, a dirty Sample can be turned into a clean one.

That's the purpose of the Wave Draw Page, chosen from the Edit Sample2
submenu. Sefect the Sample to work on at the top of the Page. Immediately below its
name is a graphic of the entire Sample. There are several active areas on this Page, and
as you move the cursor around among them, each one turns purple as you enter it.

Mode  Index  Mark i BmT30/8L
Edit Sample Wave Draw Com Exit
[ sample 1@1:pf G#4
Sample Scrub Area -

A A e —

Window Scrub Area

Remaining 8.5
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As on the other graphics pages, you can put the cursor in the horizontal rectangle
above the Sample graphic and scrub it. When you find the glitch, click the mouse on
the corresponding spot on the Sample graphic.

The area you have clicked on will turn blue, and a 270-words segment of the
Sample right where you clicked will appear in the window below. As on the Loop2
Graph2 Page in the previous chapter, you can scroll this window by putting the cursor
in one of the areas containing the small triangles at the extreme left and right of the
window. On this page, however, both areas do the same thing: click the loft mouse
button in either area to view the 135 words of the Sample immediately preceding the
current segment, or click the right mouse button to move to the next segment of the
Sample.

Click on the letter Y in the lower-right corner to change the vertical (Y-axis)
resolution of the window. There are four levels available: click the right mouse button
to zoom in and the left to zoom out.

You can also scrub this window: put the cursor in the middle of the horizontal
rectangle at the top of the large window, and press and hold the left mouse button.
Instead of scrubbing the entire Sample, you are only scrubbing the 270 words in the
window. Therefore, you will hear a continuous waveform whose pitch varies with the
scrubbing speed. As usual, the position of the mouse will determine the speed and
direction of the scrub, and a speed and direction indicator will appear at the top right
corner of the screen when you scrub. The limit is 200% in either direction, and you
can cut the speed in half by pressing the right mouse button.

When the mouse is in any area of the screen except the large window, the graphic
in the large window consists of line segments. When the mouse enters that window,
however, it changes to dots, for highest accuracy. You can now redraw any dot in the
window, by placing the cursor and pressing the left mouse button. You can draw one
dot, or you can drag the mouse and draw a line or curve. The dots you draw while you
hold the mouse button are red, and as soon as you let go of the button, they turn
white. Move the mouse out of the window to restore the line-segment view, which will
make it easier to see what effect you are having.

The best way to get rid of glitches is simply to draw a smooth line or curve through
them, connecting the waveform before the glitch as fluidly as possible with the
waveform after it. Use the large-window scrub function to check your work: if the
glitch remains, the sound will be harsh and raspy. If the glitch has been effectively
removed, the sound will be much smoother,

Wave Draw can also be a lot of fun for experimenting with what different-looking
waveforms sound like. However, you have to have a real Sample selected before you
5can start playing with the words — you can’t draw into a Blank Sample.
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Resampling

Samples can be combined, with various modifications applied, entirely in the
digital domain within the $-750, using the Resampling function. Resampling is not one
of the Sample Edit pages; it has its own set of pages, and is accessed directly from the
Sound menu. It can also be accessed from the Index {select Resampling twice) or
through a Jump page. Performance Resampling, the other item on the Resampling
subtopic of the Index, is a special case that is discussed at the end of this chapter.

The resampling function takes two mono Samples — the Source Samples — and
mixes them into one mono Sample. One or both of the Samples can be delayed or
tuned relative to each other. Filter and volume (TVF and TVA) envelopes can be
applied to one or both Samples. If a stereo Sample is selected as a Source Sample, only
the half of the pair named will be included.

Resampling has many uses. Two identical Samples, slightly detuned, can be
combined to create a “chorus” effect that only uses up one voice. Or they can be
grossly detuned for harmonizing effects. Volume and Filter envelopes that sweep
across the two source Sampies, either fogether or in opposition to each other, can
create very dynamic sounds. Because Resampling is done entirely on the digital level,
with no conversion to analog, there is no generational degradation of the sound, and
Resampled sounds can themselves be Resampled without problems,

Resampling Complex Events

Resampling involves “playing” the source samples from the MIDI keyboard (the
SOUND PLAY button is inactive). If a Sample contains Sustain and/or Release loops, they
will play as long as the key is held down and the TVAs allow, just as if you were
playing a Partial. The newly-created Sample will not have any loops of its own, but
will treat those repetitions as part of the one-shot Sample itself. Sustain Pedal
{Controller #64), Pitchbend, and other MIDI controllers are responded to as well, in
accordance with the settings made the last time you were on the Edit Patch Ctrl page
{or if you haven't been to that page since power-up, the default settings). As on the Edit
Sample pages, the S-750 is in Omni mode on the Resampling pages.

In addition, multiple MIDI notes (up to the 5-750's polyphony limit) can be played
during the Resampling. Each incoming MIDI note triggers the Source Samples at the
pitch corresponding to the note's pitch, and at a volume proportional to the note's
velocity. All of the sounds thus generated become part of the new Sample. Therefore, a
Resampfe can easily be made up of multiple copies of the Source Samples at different
pitches, loudnesses, and/or times, which can be in the form of a chord, a “stutter”, an
arpeggio, or an entire musical phrase.



Timing, Tuning, and Naming

The first Resampling page is
Resampling Common. Mere is
where the Source Samples are
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selected from any Samples
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of the Source Samples to Off.

Each Sample can be tuned,
using C.T (in semitones, %4
actaves) and F.T (in cents, £1/4-
tone). Small values of F.T give a
flanging or chorusing cffect. The triggering of either Sample can also be delayed
refative to the other, using the Dly parameter. The range available is from a couple of
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milliseconds to several minutes.

The name of the resulting Sample appears at the top of the screen. You can
overwrite an existing slot, or use a blank slot and give it a new name.

The Resampling Algorithms

The other item on the Common page is “Algorithm”. As on a digital synthesizer,
the Algorithm determines how the various source and processing modules that make
up the Resampling function will be arranged, and whether the Source Samples will be
added or multiplied.

Adding Samples does just what it sounds like: the two sounds are combined into
one. This can be a very useful feature for layering sounds, in that fewer 5-750 voices
are then needed to praduce the same complexity of timbre.

Multiplying Samples produces non-harmonic partials similar to a ring modulator.
The result is a metallic sound, which, in moderation, can be useful for bell-like timbres
or, in cxcess, for totally weird, sci-fi sounds. Keep in mind when two sounds are added
together and one is at zero level, the other will come through, but when two sounds
are multiplied together and one is at zero level, there will be no sound produced.
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Source 1 Source 2
Volume Volume /\
Time —p I Time i
T /\/\
Samples added ARILIED
52
- /\
Samples multiplied  ---x-
s2

Besides the Source Samples, the algorithms give you two TVFs and two TVAs to
work with.

* In Algorithm 1, each Sample has its own TVF and TVA, and the outputs of the TVAs
are added.

* In Algorithm 2, the Samples are added first, then put through the two TVFs in series,
and then through a TVA,

* In Algorithm 3 the Samples are multiplied, but before that happens, one of them
goes through a TVA. The combined signal then feeds the two TVFs in series and the
remaining TVA.

* Algorithm 4 is similar to Algorithm 3, except that the signal from Sample 2 (the one
without a TVA), besides being multiplied with Sample 1, is also added to the product
signal before it all goes to the TVFs. Unlike Algorithm 3, this algorithm can be used
with just one Sample (Sample 2), giving it two TVFs to play with.

* Algorithm 5 takes the output of Sample 1 and puts it through a TVF and TVA, and
then multiplies it with Sample 2, which has also been put through a TVF. The
product then goes through the remaining TVA.

¢ Algorithm 6 is similar to Algorithm 5, except that the Sample 2 signal, after it passes
through its TVF, is added to the product signal before it goes to the final TVA.
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Filter and Volume Envelopes

The two TVFs are set up on the Resampling TVF page. These are simplified versions
of the TVFs found on the Partial Edit page. (Remember, we're dealing directly with
Samples here, so any envelopes set up at the Partial level will have no effect.)

For each of the two Source Samples you can set Filter Mode (Low-pass, Band-pass,
or High-pass), Cut Off frequency, and Resonance, and design an envelope graphically
or numerically. The filter has no “Off” position, 5o if you want to have no filter action,
use the default settings: Mode = LPF; Cut Off = 127; Reso. = 3.

The G-Edit parameter (“Graphic
edit”) determines which Sample’s

S-7150/01

Resampling TVF

envelope will be frontmost in the 102
. . Mode LPF LPF
graphic window at the bottom of Cut Off 127 127
Reso. 2 9

the screen. If G-Edit is set to Sample
1, then Sample 1's TVF envelope
will be white and green, and can be
altered with the mouse, while
Sample 2's TVF envelope will be
dark blue, and can’t be changed
with the mouse (but it can be
changed with the numeric
Parameters).  G-Edit says Sample
2, then Sample 2 will be brighter

and will be adjustable with the
mouse. ode Indul{ar}:

G-Edit Sample 1

1 2 3 4

1 Time & 5@ 64
Level 127 127 ]
2 Time 98 6@ 1@2
Level 12¢#¢ 52 ]

B8 a

o awm

e S T30/BL

Repampling TVA Cem Fxit

The two TVAs are set up on the
Resampling TVA page. The Depth
parameter for each Sample sets an
overall loudness leve! for the
envelope, so that you can balance
the two. The envelope itself can be
designed graphically or
numerically. If you want no
envelope action at all, set all of the
Time parameters to 0 and the three
Level parameters to 127 (Level 4
must always be 0). The G-Edit
parameter again determines which
Sample’s envelope will be frontmost and adjustable with the mouse.

102
Depth 127 127

G-Edit Sampie 1

12 3 4

1 Time 2 1 77 115
Level 42 127 44 [}
2 Time 1 18 18 [}
Level 127 127 127 a
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Final Preparations

Do It

The last set of Parameters to deal with before doing a Resampling are on the
Resampling Execute page. Here are a number of items that will be familiar from the
Sampling page: sampling rate Frequency, Name, Time (don't be skimpy, but remember
you can't set this higher than the Remaining time), and the Original Key the Sample
will be based on when you play it back. As on the Sampling page, Time and
Remaining are based on the
current sampling frequency, not

(necessarily) 441 kHz Mode Index Mark g, DT OOIBL

Resampling Execute

Osarple l - l PR

Turning on the Emphasis
parameter boosts the high

L. 121:C7
frequencies in the new Sample, Algorithm 1
which can come in handy in Freq(kuz) 24

¢ C . me a,dy , Time(sec) .2
many situations, especially if you orig Key c 4
Emphasis Off

are using TVFs in Low-Pass Remaining  @.5

mode. If there’s not enough high

end in a Sample, it's hardto add .+
it later without introducing noise
and general grunginess, but if
there’s too much high end, it’s

easy to get rid of it at the Partial T Y R
level with a Low-pass TVF. Common [ TVF L. TVA  BmsemEe o

HLE’VEL [Blesosnssnvscsnsnsae

There aren’t really any adjustments you can make to the level when Resampling —
the REC LEVEL, SENS, and VOLUME controls have no effect here. Play one or more notes
on the MIDI keyboard (if you are recording a phrase, here’s your chance to practice)
and watch the Level box in the window respond. As you play the keyboard harder
{more velocity), or add more notes, the level goes up. It is possible, although difficult,
to make the level too high if you are playing a lot of notes. If this happens, you will
hear the sound clip in the monitor. Try to play a little softer.

When you're happy with the way things sound, click the Ready switch to start
resampling. A box saying “"Wait Trigger” appears. As soon as you play the first MIDI
note, the 5-750 starts recording (pedal or controller movements, aithough they may
affect the sound, will not trigger the recording). The “thermometer” to the left of the
Level box will fill up as the Time gets used.
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When the Resampling is finished, a “Now Working” box appears briefly, and then
the Resampling Over window comes up. It shows the new Sample in a Waveform
display window, and you can play the keyboard and hear what it sounds like. Three
switches on the screen let you reject what you've just done and try again (Retry); keep
what you've done and do another (Next); or keep what you've got and go do
something else, like edit it (End).

If you keep the new Sample, it now resides in RAM under the name you've
assigned it, and it can be used, edited, stored, and resampled just like any other
Sample.

Tricks and Warnings

Resampling provides a nice way to link two Samples together sequentially: set up
the first Sample with a Dly of 0, and the second Sample with a Dly equivalent to the
length of the first Sample. Since the Dly parameter is not calibrated in real-time units,
this may require a little experimentation.

While we're on the + M = no sound
subject of delays, the

. —
timings of the TVA and Dly 2
TVF envelopes are tied '
to the DIy parameters e s TR

on the Common page. [

if the Delay for Sample  Algorithm 2

1 is set to five seconds, then TVA 1 will not start until five seconds after the MiD{ key
has been pressed. This is all well and good when the envelopes are operating directly
on their respective Samples. However, in Algorithms 2, 3, and 4 the envelopes are not
directly attached to their respective Samples. Therefore, you may possibly find yourself
in a situation where a Sample has a short delay time, but the TVA controlling it has a
very long delay time, and you end up hearing nothing, because the Sample is over
before the envelope begins. Be careful.

Resampling can also be used to stretch the top end of a Sample’s range. For
example, set C.T on the Common page to 2, and play a Sample on its original key. It
will now be transposed up a whale step, and the pitch range will be extended at the
top by a whole step. You can re-position the new Sample to the correct pitch in one of
the Edit Sample1 pages, or within a Partial. This method isn’t quite as clean as
stretching the range on the Rate Convert page, because it doesn't preserve loops, and
it takes into account your key velocity, but it will work in many circumstances,
especially when you want to extend the range of a Sample and combine it with
another at the same time.
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Performance Resampling

We looked at Performance Resampling in the previous chapter, in terms of
sampling from within a Performance. Now we'll talk about Resampling from a
Performance.

The Performance Resampling page is accessed from a Performance Play Page by
opening the Com menu and selecting Resample2, or from the Index.

As we've seen, if the Input parameter is set to Analog, this acts just like the
Sampling page, recording signals coming in through the inputs, although there are
fewer choices (triggering must be from a MIDI note, and monitoring is not available),
but you do have the option to automatically Normalize the new Sample.

However, if you set Input to Int{ernal), the page will resample sounds from within
the $-750. The stereo outputs of the S-750 are effectively wired back into the inputs,
without the signals ever leaving the box. If the Mode is Stereo, both outputs are routed
back. If it is Mone, you can recoed either the left output (Int L) or the right (Int R). The
physical output and input level controls do not affect the signal, but the Mix and Lev
parameters on the Play Page do, as do all level and panning controls at subsidiary
levels. Signals coming out of the individual outputs are ignored.

In ordinary Resampling, you are making a recording of simple playback of one or
two Samples, with some rudimentary performance aspects applied. In Performance
Resampling, you are making a recording of the 5-750 in full operation, using multiple
MIDI channels, and as many keys and controllers as you want to throw at it.

Although it is not visible, the entire Play Page you came from is completely active
when you are on the Performance Resampling page. (If you came from the Index, the
operating system actually brought you through a Play Page.) You can play the S-750
multimbrally using multiple MIDI channels just as if you were on the Play Page itself,
cither from a single-channel MIDI source like a keyboard, or from a sequencer. It will
respond to notes, controllers, program changes, pitchbend, or any other valid data.

Click Ready, and after a few seconds {and appropriate warnings if you are
overwriting existing data) the screen tells you it's waiting for a trigger. As soon as it
receives the first MIDI note on any channel (it doesn’t have to be a channel that's
active in the Current Performance), it will start recording. Now any sound that the
5-750 produces will be captured as part of the new Sample.
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When the time limit is reached (the thermometer fills up red), the resampling stops.
(You can also cut off the resampling early by clicking the mouse or pressing exiT.) Then
you are taken to the Resampling over page, where you can play and accept or reject
the result.

When you accept the new Sample by clicking on End, a new Partial and a new
Patch, both with the same name as the Sample, are created. You are taken back to the
Play Page, where you can load the new Patch right into a slot in the Current
Performance.

Creating and editing Performances is the subject of the next chapter.
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Chapter 8:

-

P@Tﬁ@[‘?mﬁ]@m@@gp -m}Perf Perforngm Perf

Yolumes,
and MIDI

Program Changes

A Performance contains all the information for
making the 5-750 a fully multitimbral, multi-
channel, multi-output sound generator, capable of
playing a single musical selection or an entirc

album’s or film's worth of material. While a Patch is a single “instrument”,

. .

Patch _ [Patch |

~
~
~

Paich
Partil  [Partal | Partal

N

5

'§§n;|')"ié' Sample | Sample

responding

on one MIDI channel to produce one kind of sound at a time, a Performance is a
group of Patches all responding to MID! at the same time, on the same or different
channels, While several Performances can be loaded into RAM at a time, only one can be active.

A Performance is made up of from 1 to 32 “Parts”, each of which contains a Patch

and a MIDI channel assignment for playing that Patch on, as well as a few other
Parameters, Patches assigned to a Part can be changed in real time over MID!, using
Program Change commands that are received on the Part’s MIDI channel.

Creating a Performance

While there are several
Performances provided on the
sound and tutorial disks that
came with your 5-750, to best
illustrate their potential, let's
create a new one. Open the
Performance menu (either from
the Mode menu, or by pressing
the PERFORMANCE button), and
then select Play. (Or, use Pagel
of the first Jump set.)

Ch Patch Name

Mode Index Mark  S-750/@1
Play Pagel Com Exit
OPerformance - H 1 Name
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Now open the Com menu, and select Disk. Go to the Load page, and set Target to
Patch. Select TU2:Tut Piano, and click the teft mouse button to foad it into RAM. If the
screen asks if you want to clear all Internal Memory, select Yes.

When it's done, load the following Patches, in any order, making sure you do not
clear Internal Memory with each load:

TU2:Tut Harp

TU2:Tut Bass

TU2:Tut Drums

Now Exit the Disk Load page, and you will be back on Performance Play Page1. (If
you're on a different Performance page, click on Page1 at the bottom of the screen or
press the F1 button.)

This Page shows the first eight Parts that make up the Performance. Each Part has a
MIDI channel, an overall Level, Mix level and Pan setting for the stereo outputs, and
an assignment for the individual outputs.

Entering the Patches

Put a Patch into Part

number 1 by selecting ~ Mode  Index Mark S5-758/@l
the first Pateh field on R T A L T T e
the Page (it currently Play Pagel . Com Exit ; :
says “-~Off---"). Click Operformance - : 1 |Name | |B
the r:ght mouse button, Ch Patch Name Lev Mix Pan O

and the names of the #001 1 TU2:Tut Piano 127 127 L32 -

Patches you just loaded 002 2 TU2:Tut Harp 127 45 R32 -

into RAM will appear, 003 3 TU2:Tut Bass 127 3@ -

one at a time. Set Part 1 004 4 TU2:Tut Drums 127 127 @ P

to Tut Piano. Move the 005 5 --—-=~ Off~wmmmmm- 127 =r= === -

maouse down to the ggg g """""" gﬁi """""" ig; Tttt T

Patch field for Part

number 2, and click HO8 8 ~-=m-- Off--=---- 127 ==

until Tut Harp appears.

Go to Part number 3,

and set it to Tut Bass,

and set Part number 4

to Tut Drums,
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Setting the MIDY Channels

The column just to the left of of the Patch name shows the MIDI channel (Ch) for
that Part. The first 16 Parts default to the 16 MIDI channels, but you can change any of
them you like, including setting more than one Part to a particular channel, thereby
layering the Patches. You can also set the channel to “--", in which case the Part will
not respond to MIDI. Use this when you want to keep a Patch in a Performance for use
at a later time.

Setting the Outputs

The other Parameters except Lev are the same as on the Patch edit pages, and
reflect the settings made there for each Patch. Notice that Tut Piano has a Pan setling
of 1.32, and Tut Harp has a setting of R32. This puts the piano and harp on opposite
sides of the stereo spectrum.

Remember that the Pan controt serves as a “bias”, not an absolute position setting,
when using Samples panned in stereo. The piano uses note-number-based Pans at the
Partial level (Key+), and the harp uses random (Rnd) pans on its Partials. These settings
will not place them hard left and hard right, but will arrange them so that the piano
plays left-to-center and the harp plays center-to-right. Make sure the bass and drums
have their Pans set at ©@.

The Lev parameter is affected by incoming MiD1 Controller #7 (Volume) data, so
when you send Controller #7 on a particular MIDI channel, you will see the Lev
parameter change on any Part set to that channel. If you have two different Parts set to
the same MIDI channel, they can have two different initial Lev settings, but as soon as
you send Controller #7 on that channel, the two Lev settings will respond to the MIDI
data and become identical. Remember the Lev parameter is an overall level for the
Patch, while the Mix parameter only determines how much signal goes to the stereo
outputs.

Tut Drums has an Out assignment here: “P”. This Patch has various drums assigned
to the different individual outputs at the Partial level, and these assignments are
preserved at both the Patch and Performance level by setting this Parameter to “P".

The 5-750 is now a four-part multitimbral sound generator. Set your MIDI
controller keyboard to MIDI channel 1, then 2, then 3, then 4, and hear the different
sounds. As you send data on a particular MID! channel to the S-750, an arrow appears
to the left of all Part numbers with Patches in them that are assigned to that channel.
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The keyboard display at the bottom of the screen shows which notes you are
playing in red. It defaults to "OmniOn*, so that it shows incoming MIDI notes on all
channels, but you can change it to respond to a particular channel if you like, or just to
a specific Part. When displaying a Part, it will also show the name of the Patch
assigned to that Part, as well as all Splits in the Patch. When displaying a MIDI
channel, it will show the name of the Patch and the Part number assigned to that
channel {if there is more than one, it will show the lowest Part), plus the Splits.

The keyboard graphic will not respond, however, to a note on a channel which has
no Part assigned to it, or if you play a note which is unassigned within the Patch on
that channel — for example, if you are playing the drum Patch on channel 4 and you
play G_6, which is not assigned as part of a Split in that Patch, not only won’t you hear
anything, you won't see anything either.

One other interesting thing about the keyboard display is that if a Patch contains an
Octave Shift, then when you play a note on the channel! of that Patch, it will appear on
the graphic transposed up or down by the Octave Shift value. (Before you ask, Coarse
Tuning a Patch doesn’t have the same effect.}

If you use a sequencer to record a piece that uses the four instruments, when you
play it back, you'll see the arrows appear as each channel is played. If you have more
than the standard 2 Megabytes of memory in your S-750, you can load in additional
Patches into other Parts, until RAM is full (“Iinternal Free” is zero).

More Parts, More Performances

Page2, Page3, and Page4 are continuations of the Parts list. A Performance can
have up to 32 different Parts, each with its own Patch. Parts 17-32 (on Pages 3 and 4)
default to no MIDI channel, so if you want to hear any of these Parts, it must first be
assigned a MIDI channel. Although in our example, we have loaded the Parts in strict
numerical order, there is no requirement that you do so, so feel free to load any of the
32 Parts in any order you like.

If you want to create different Performances using the same set of Patches already
in RAM (for example, you want to try a different set of channel assignments or Pan
positions), you can select a new blank Performance (scroll to an empty slot, or click on
the Select icon and then on "Blank”). If you want to save a Performance, make sure
you Name it first.

The fifth page in this function, Part Map, we’ll come back to a little later.



210 = Performances & Volumes

Performance Editing

On the Play pages, you can put Patches into Parts and set basic Parameters,
Another set of Pages, Edit Performance, is for setting up keyboard fimits and crossfades
for the various Patches in the Performance. Go back to the Performance menu (click
on Exit} and select Edit Performance. (Or use Pagel of the second Jump set.)

The first page to appear is
called Performance Common.

(if you see something else,  Mode = Index = MATK s S5100/0L
select Common at the bottom Performance Common o Com Exit
of the screen or press F1.) This -

page is mostly for reference. It |  Yolume TUZ:Tutorial
gives you information about | Dperformance TU2:Tutorial
the current status of the S-750: Used 3.0

how much RAM is used by the Remaining 9.5

Current Performance, how Existing Files Master Fregq

) i Performance 1 48kHz
much RAM is available (after Patch 1
all the data in RAM is Partial 20 Master Tune
Sample 18 Pcent

accounted for), the current
settings of Master Freq, Master
Tune, and Analog Outs Mode
parameters (see next chapter),
and how many files at what
fevels are in RAM at the
moment. Also, you can select

Analog Outs Mode
Stereo+bouts

Page3

Pagel : Pagez . Paged }

Mode Index Mark sS-75a/21
and name the Current i e B e s e
Performance. | Edit Performance Pagel e O ExiL
e Performance - 1 Name
The next page, Edit ¢h Patch Name L.P U.P L.W U.W
Perf Pasel i< where #1001 1 TU2:Tut Piano A @ C8 & @
erlformance Fagel, iswhere | 0oz 2 Tu2:Tut Harp A @ C 8 @
the action is. {Note that you | 003 3 TU2:Tut Bass A @ C8 © 0
an s F2 to pet 10 it #1004 4 TU2:Tut Drume A @D C8 @ @
Can press F2 10 get 1o it — Bl (L Off---- A G C8 @ O
don’t be confused: in this | 006 6 ~—-~—m Off-——~ A B CE8 © O
. ;] 007 7 -———--0ff---- A QC8 © B
Function F2 opens Page1, F3 U 008 8 —mmmee Off--—- A B C8 & @
opens Page2, etc.) '
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As on the Play Page, there are eight Parts visible, and you can assign each one a
Patch and a MIDI channel. (The space available for the Patch Name is slightly shorter
than on the Play page, so some names may get truncated.) Any changes you make on
this Page will be reflected on the Play page, and vice versa. Parts 9 through 32 appear
on Pages 2, 3, and 4.

Also as on the Play Page, an arrow will appear to the left of a Part number when
MIDI data is received on its channel, and notes on active MIDI channels are displayed
on the graphic keyboard. The display is in Omni mode.

Keyboard Splits and Fades

A Part does not necessarily have to play over the entire MIDI range — even if the
Patch it contains is set up to do so. The Parameters on this Page are for assigning
different Parts to different areas of the MIDI keyboard. As on the Patch Split page,
different sounds can be set to respond to specific MIDI note ranges, but the setup here
is a little different, and so is the way the splits are used.

Performance-level splits are most often used with different Parts and Patches
assigned to a single MIDI channel. However, there may be times when you might want
to use a split simply to limit a sound’s range without putting another Patch on the same
channel. The 5-750 places no restrictions on how these splits are set up.

L.P stands for “Lower Point”, which is the lowest MIDI note a Part will respond to.
U.P, not surprisingly, is “Upper Point”, or the highest note. They are both adjustable
over the 5-750's normal note range, A_@ to C_8.

Unlike Patch Splits, on this Page you can set the various keyboard regions to blend
into each other. LW is “Lower Width”, which describes a “fade width” region. The
value of the Parameter is the size of the region, in semitones above the Lower Point.
Notes within the Lower Width region will sound progressively softer as you go down
the scale, and when you go past the Lower Point, they do not sound at all. For
example, if L.P is set to C_3 and LW to 12, then notes above C4 {12 semitones above
C3) will play normally, notes from C4 to C3 will play progressively softer, and notes
below C3 will not play.

Similarly, UW is “Upper Width”, and describes a fade width in semitones below
the Upper Point. If U.P is A_6 and U.W is 7, notes below D6 (which is 7 semitones
below A6) will play normally; notes from D6 to A6 will get softer as you play higher;
and notes above A6 will make no sound.



212 » Performances & Volumes
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You cannot specify a fade width that is larger than the entire active keyboard
region of a Part, so for example, if the Upper Point of a Part is G#6 and the Lower
Point is G#4, the maximum you will be able to set either LLW or UW will be 23.
Similarly, the sum of the fade widths cannot be larger than the Part’s active region, so
using the same example, if LLW were set to 14, the maximum you could set UW to
would be 9.

You can set the Point and Width parameters by selecting them with the mouse or
cursor keys, and entering the value with the mouse buttons, S buttons, VALUE wheel, or
numeric keypad, with which you can enter the MIDI note number (A_@ = 21;
C_8=108).

Setting Splits Graphically

You can also set these Parameters graphically. in the window at the bottom of the
Page, directly above the keyboard graphic, are eight horizontal lines, each of which
corresponds to a Part on the upper half of the Page. If a Part has a Patch assigned to it,
the line will be three pixels high. If the Part is “Off”, it will be one pixel high.

As you pass the mouse over each ling, it turns yellow. Grab the right or left end of
one of the lines with the mouse, and press and hold the left button, The line will turn
red. Drag inwards to where you want to set a Lower (left end) or Upper {right end)
Point, and let go of the button.

To set a fade width, when you grab the end of the line, first press and hold the right
mouse button, then the left button, and keeping both buttons down, drag to the left or
right as far as you want (you wiil have to stop if you bump up against the other end of
the range, or the other fade region). When a fade width region is set, you can shrink or
expand it the same way by grabbing the end of the fade region with both mouse
buttons and moving it.
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The text at the bottom of the keyboard graphic tells you what note the mouse
cursor is currently positioned at, and what Parameter you arc adjusting: e.g., Part 2 Lo,
Part 3 Up, Part 1 L.W, Part 6 U.W, and so forth.
Using the Splits

This feature can be used to set

- _ ch Patch L.P U.P L.W U.W
up “positional crossfades”, in 1 1 TU2:Tut Piano A @ C B @ 86
2 1 TU2:Tut Haxp A.@ CB 86 @

which you spread Patches across

the keyboard without the “brick- | ==t =
wall” splitting that is done within
a Patch. To make it work, set
complementary Points and Widths
in two different Parts that are
assigned to the same MIDI channel. For example, set up the Performance as described
earlier, but set the MIDI Channel for both Parts 1 (piano) and 2 (harp) to 1. Set the U.W
for Part 1 to 86 (the maximum) and the L.W for Part 2 to 86. Now you have a new
instrument that is a piano at the bottom, a harp at the top, and a combination of the
two in the middle.

You can also use this feature to make a stereo pair out of two of the numbered
outputs (we mentioned this in Chapter 5): set one Part to a high L.W and send it {on the
Play page) to Output 1, and set the other Part to a high U.W and send it to Quitput 2.

A note on using Program Changes

We'll have a full discussion of MIDI Program Changes later in this chapter, but at
this point it's worth noting that when the 5-750 is in Performance mode, it receives
and acts on Program Change commands on a channel-by-channel basis. Therefore, if
two Parts are set to the same MIDI channel, and a Program Change command is
received on that channel, both Parts will change Patches to reflect that Program
Change, {The correspondence between Program Changes and $-750 Patches, you will
recall, is handled on the Edit Patch Common Page. It's also dealt with on the Patch
MIDI Map page, coming up.}

This is all reasonable, unless you have set up two Parts with a positional crossfade
between two different patches on the same MIDI channel. If you then send a Program
Change command on that channel, the two Parts will change to the same Patch, with
the same Pan and Output settings, which will render the crossfade (although it will not
change) meaningless. So be careful.
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Saving a performance

Performances are saved the same way as Patches, Partials, and Samples: from the
Com menu select Disk, and then go to the Save page and sclect Performance as the
Target. All Performances currently in RAM will appear in the window, atong with their
size (in sample-seconds, referenced to 44.1 kHz).

If you have been working on a new Performance and have neglected o give it a
name, you will not be able to save it with just the temporary reference number
assigned it by the software (if you try, you'll get a “File Not Found” error messagel.
Don't be lazy: name it.

When you save a Performance, alt of its subsidiary files are saved with it. However,
if you are saving to the same hard or optical disk that the Samptes which make up the
Performance were loaded in from, and you have not recorded any new Samples,
altered any existing ones, or changed any Sample’s name or Volume 1D, then the new
Performance will take up no additional room on the disk. Any new, altered, or re-
named Samples, however, will be saved as new files, and will take up space on the

disk.

Note that only the Patches that are currently in Parts are saved when a Performance
is saved. If you change the contents of a Part using a MIDI Program Change command,
say from piano to guitar, and you then save that Performance, the piano Patch will not
be saved, unless it happens to also be in another Part in the same Performance, It's
important, therefore, if you plan to use a lot of Program Changes to switch Patches, to
make sure that every Patch you plan to use has a Part to call its own. Use all the extra
Parts on Pages 2, 3, and 4 if you need room. If you don’t want those Parts to sound
when you first load the Performance, simply set their MIDI channel to “--".

Just before you save a Performance, by the way, is a good time 10 ¢io a Sort, Open
any Select window (click on a Select Icon}, and click on Sort. Every fite in RAM at
every level will be arranged alphabetically. When you save the Performance, any files
that are not already on the disk will be saved in alphabetical order as well, which
makes them much easier to find later on.
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Editing Patches Through a Performance

Just as you can edit Samples through a Partial and Partials through a Patch, you can
edit Patches through a Performance. From any Performance Page, open the Com
menu, and select Edit Patch. You will go to a Patch-level page, and the name of the
Page will be framed by *’s, indicating you are editing in Subsidiary mode.

In most ways, this page behaves just as if you went to it from the Sound menu. You
are not restricted to using Patches that are part of the current Performance — you can
access any Patch currently in RAM. You can edit and even save the Patches as you
listen, and you can move down to the Partial and Sample edit levels as well.

All keyboard ranges and fades that you have created in the current Performance

wiil be in effect as you play each Part.

Part Numbers

The 5-750 will respond in Omni
mode if the Select/MIDI in
parameter is set 1o Omni On(**).
When you change that Parameter
to a Part number, however, the
Patch wilf change too, in
accordance with the assignments in
the Performance. That makes the
Select/MIDI in parameter act like a
“Solo” switch on a mixing console:
when you are playing a
multichannel sequence, it allows
you to choose which part you are
hearing, with the correct Patch. It
goes one better than simply soloing
the MIDI channel: it will also
isolate Parts that share the same
MIDI channel.

Sequence —H—
track 1

- \Play Page

1 01 ?U2:Tut Piano

Sequence %ﬂzﬁ-&z 02 TO2:Tut Harp

track 2 i IR Gaunany
3 03 TU2:Tut Bass

Sequence
track 3

*Edit Patch Common*

Patch TU2:Tut Harp
Select/MIDI in Omni On{**)

Select/MIDI in Part 2( 2}
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For example, if Piano L and Piano R are two Patches in a Performance both set to
MIDI channel 1, you cannot isten to them individually at the Performance level
without changing one of their MIDI channels. On this page, however, you can, by
changing the Select/MIDI in parameter.

In you change the Patch, on the other hand, the Part number will not follow. This
lets you quickly audition different sounds in a given Part. However, any change you
make in the Patch parameter will not be reflected in the Performance when you Exit
the Patch page. If you want to make the change permanent, you will have to enter it
again on the Performance page.

The Part Map

There’s another way to edit Patches from within a Performance. Go back to the
Performance Menu, and click Play. Look at the fifth Page, P.Map.

This is the Part Map.

Like the Partial Map at . Mode  Imdex. R b B S120e

the Patch level, the Part Part Map Com Exit
Map provides a way to OPerformance L@7:TR-808 kit Name
edit Patch parameters

from another dimension. Parameter Cutput Assign

The Parameter line lets

you select which SRR SR+ A
Parameter of the various 3: 3 1li---= 19:-mwe 2T1-—-=
Patches in the current 4: 5 12:---- 20:---- 28:----
Performance you want 2 0f§ 12::: 3;:: §;I::

to look at, and it TR 15:--mm s mmnn 3lro——m
displays the settings for B: OLf 16:---- 24;---- 32:----

that Parameter in the

Patches assigned to all Patch

32 Parts simultaneously. [L22:VinsAtk mono]

For example, if you set it
to Panning, it will show
you the Pan position for
all of the 32 Patches in the Performance. There are 37 Parameters avaitable, which
cover the Patch Common and Patch Ctrl pages (you can't edit the Splits from here).

Pagel .| Pagel Page3 . Paged  P.MEpm

When the cursor is on an individual Part number, the name of the Patch assigned
to that Part appears at the bottom of the screen. At the same time, the Parameter next
to the Part number highlights, and you can change it using the mouse buttons or VALUE
wheel. You cannot change a Parameter for a Part with no assigned Paich.
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This page is useful for comparing Patches in a global context, for balancing levels,
and for spotting anomalies or conflicts between Patches. If, for example, you
inadvertently set two different Patches to the same MIDI Program Number, it will
show up clearly here. So will a Bender setting radically different from all of the others,
or an Output Assignment that is sending a signal some place you don't want it.

Any changes you make on this page will be reflected when you go to a Patch page
and look at the corresponding parameter.

Other Performance Functions

Initializing a Performance

If you want to start working on a Performance from scratch, you can either select
an empty Performance (with 64 to choose from in RAM at any time, it's usually not
hard to find one); you can choose Blank from the Select window; or you can use the
Initialize function on the current Performance.

This is chosen from the Com menu on any of the Edit Performance pages (but not
the Play pages). Select Initialize and a window will open asking “Are You Sure?”. If
you're sure, click on Execute; if not, click Exit. When you initialize a Performance, all
of the Parts are turned Off, and all other Parameters return to their default settings.

Copy and Delete

The Copy and Delete functions on Delete .

the Performance Com menu work the Target Pform Z 3N

. % 1|L@5:Voxa Stereo E f

same way as their counterparts on the 2| L@5: Voxs Mono —‘
Patch and Partial Pages. Copy lets you 3| L@5:Voxs Sweep

4| L@5:Voxa Swp oct

create a copy of the currently selected 5| L@5:Voxa Octavs
Performance in another Performance slot, 6| 145:Voxs Organic
ha n edit it without disturbin 71 LR5:Voxa Perk
sot FYOU can edit it tais 5 81 L@5:Voxs Prk oct
the original. The new Performance gets 91 1,05 : Spacy Voxs
an "AA"” suffix, and subsequent copies of ot - i?
#” Hoon " 11§ - : g
the same Performance get “AB”, "AC”, 121 - 12
etc. 131- 13
41- 14
. 151- 15 &
Delete removes a Performance and its 16— : 16 :

subsidiary files from RAM (but not from

disk), to give you more room to move e}
around in. You can hear each
Performance in the window if you pass the cursor over its name without clicking.
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This window has an exira feature at the Performance level, which clears RAM out
completely. Click on the Volume switch at the bottom of the window, and the 5-750
will revert to an unloaded state. You get a warning box before the operation actuaily
executes. You can always clear RAM by foading something into it and selecting the
Internal Memory-clearing feature, but with this function you can have a completely
empty memory in one operation. (We uscd this feature back in Chapter 1.}

MIDI Program Changes

The Patch MIDI Map

The 5-750 is capable of dealing with MiD1 Program Changes in a number of ways.
As we've seen, each Patch is assigned a Program Change number. You can view the
numbers for all of the Patches in a Performance using the Part Map (P.Map), or you
can go further than that and view the numbers for all of the Patches in RAM. This is the
Patch MIDI Map: from the Perform menu, select MIDI, and then Page 3, PtchMap.

This is another good way to check for Program Change conflicts. You can change
the Program Change {“Prog#”) assignment for any Patch on the list by moving the
cursor to the Patch’s name, and then pressing the left or right mouse buiton or turning
the VALUE wheel to lower or raise the Program Change number. You can set Prog#
anywhere from 1 to 128. Any changes made here to a Palch’s Program Change
assignment will show up on the Edit Patch Common page when you go back to it and
will be saved when you save the Patch.

The Patch MiDI Map isa ~ Mode Index Mark . 8§ 750/01

dynamic construct — which [ patch MIDI Map Com Exit
is a fancy way of saying that = No. Name " progt
it isn’t saved anywhere as a
: A 4 : L@7:Latin set i
single “thing”, but rather is L@7: Shaker&stuff 2
constructed by the operating L27:Bthnic Perc 3
L@l:Piano L 1

system on the fly, from the
Patches that are currently in
RAM. You can't save a Patch

;Piano R 2
L27:0rch. Toys iz
L7 :Timpani X 10

Lo~ iné W
H

@7 : Timpani Hard 11

MIDI Map by itself — it is L@2:Violins Left 12
" » . 10 L@2:Slow vins R i3
saved” when the Patches - 11 Lot :How! Bass 1€
are saved. 12 104:Spike Bass 1 17
13 1@4:5pike Bass 2 18

14 1L@4:M.M. Bass 1 11

15 Le4:M.M. Bass 2 12
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Patch Conflicts and Sustained Notes

If you happen to give two Patches the same Prog#, then when that Program Change
is received the Patch with the lower number on the Patch MIDI Map will be the one
called.

It a note is being sustained and the channel it's on receives a Program Change, the
note will continue as if nothing had happened, until the key (or if the Sustain Pedal is
being held, the pedal} is released. The next note to be played on the channel —
whether the previous note has actually stopped or not — will sound the new Patch.

When playing a Performance, all slots in the Patch MIDI Map are active at all
times. This means that if the $-750 receives a Program Change that is mapped to an
empty slot on the Map (that is, a slot with a Prog# but no Patch), it will call up an
empty Patch for the Part assigned to that MIDI channel, and that channel will now
make no sound. {Empty slots in the Patch MIDi Map are assigned a Prog# that is the
same as the slot number.) If, however, the $-750 receives a Program Change that is not
mapped to any slot, the Patch will not change. This situation could arise if, for
example, Patch No. T was set to Prog# 13, and no other Patch had been set to Prog#
.

The Performance MIDI Map and Control Channel

MIDI Program Changes can also be used to change Performances, so you can
instantaneously change the entire character of the 5-750. This is set up on the
Performance MIDI Map page, but before we look at that, we need to discuss the
Control Channel parameter.

While Patches can be changed from MIDI on any channel that is active in the
current Performance, to change a Performance over MIDI, the command must be sent
on the $-750's Control Channel. Setting this up requires going to a totally different
section of the 5-750's software. Open the Mode Menu and select System, or press the
SYSTEM button. From this Menu select MIDL. Then go to Page1, Config, which is short
for “Configure”.

Set the Control Channel to the channel you want to use to change Performances.
(This channel also may be the channel that the 5-750 accepts System Exclusive data
on, but we'll deal with that in Chapter 9.) It is very strongly recommended that this be
set to a MIDI channel that you will not be using within any Performance to change
Patches. in fact, many users will not want to bother with changing Performances over
MID! at all, and they can set the Control Channel to Off.
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Mode Index Mark  5-758/81

Assigning a Program
Change number to a
Performance is handied on

MIDI Config Exit

System Exclusilve On
the Performance MIDI Map,
which is Page 4 of the - Unit Numbexr 1
Performance MIDI function Control Channel 1

(PfrmMap). Unlike Patches,
which can be assigned
Program Change numbers on
several pages, this is the only
place you can assign Program
Changes to Performances.
The procedure is the same as
on the Patch Map: put the
cursor on the Performance
you want to set the Program
Change number for, and raise ~ Mode 1Index Mark 5-750/@1

Control Mode Perform Only

or :ower the Prog#. YOL; can Performance MIDI Map
En y use }:rog(rja;!\lum ers Mo Nomo Progh
etween 1 an .
1 L@7:TR-808 kit 1
2 LPl:Stereo Piano 2
If YOU dO set the COntrol 3 L@Z2:Low Strings 3
Channel to a channe! being 4 Lo2:Mellow Pad 4
. 5 L@2:Mono violins 5
used in the current 6 L®2:2voice Pad P
Performance, either because T 7
8 - B
you have run out of channels 9 - . 9
or you just like to ignore good 18 - - 1o
advice, you will not be able oo b
Y 12 - 12
to change Patches over MIDI 13 - 13
. 14 - 14
on that channel. And if you is - . 1s

should send a Program
Change to that channel which
is not assigned to a
Performance, you will call up an empty Performance - the 5-750 will be totally
silent. Bad bummer,

Filz

The Peformance MIDI Map is also a dynamic construct. Each Performance’s
Program Change assignment is stored when you save the Performance itself. If you
have two Performances assigned the same Program Change number, the lower-
numbered one on the list will take priority.
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Calling up Volumes

You can also use MIDI Program Changes to load in new Volumes from a SCSI disk
(we'll talk about Volumes more a little later in this chapter). The Control Mode
Parameter on the MIDI Config page lets you set this up. If it is set to “Perform Only”,
then incoming Program Changes on the Control Channel will select Performances, and
any numbers above 64 will be ignored. If it is set it to “Perform/Volume”, then
Program Changes 65 and up will cause Volumes to be loaded in from whatever the
Current Drive was last set to {Floppy Disk is, however, not available).

Volumes are assigned Program Change numbers in yet another place: the Disk
Utility page. Open the Com menu and select Disk, or go through the System mode
Menu, and select Disk. Now go to the Util page. Make sure the Current Drive is set to
the correct drive, and click on HD/MO Volume PG#.

The Volume PG# page opens, and you are shown a list of all Volumes on the
current drive, along with their Program Change assignments, if any. Highlight the
Volume you want to assign a number to, and use the mouse to set the number. Exit the
page and go back to Play.

Now when you send that Program Change, the 5-750 will stop what it's doing and
load in the new Volume from the disk. If you have two Volumes assigned the same

Program Change
number, the Volume Mode ~Index ~—Mark S-750/81

which is firstly found by
the system software will
take priority. If you send
an unassigned Program
Change number above
65, the unit will stop
playing briefly and
attempt to load
something in, and when
it realizes it can’t, it will
go back to the Play page
without major damage.

Digk Utility - Volume PG#

Target Volume ID: All
Current Drive ID1:80 Meg HD

1ofiles -

:8Stereoc Piano 65
:Pianc & Harp - '/*
:Strings ————
:Acoustic GTR 66
:Bagses —-————
:Voices ————
:Mallets ———
: :Drum Kits 71
9:1@7: TR-888 kit -

10:L&7 : Percusgion _———

Internal Free 9.58ecC
Current Drive Free 19.@8eC
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We recommend that, unless you have a crying, specific need to be able to load
Volumes in on the fly {perhaps you might need to do it between selections on a live
gig), leave Control Mode set to Perform Only. There are two reasons for this:

1) loading a Volume from a disk, unlike switching Performances in RAM, takes
time, and the S-750 cannot be played while the loading is going on. If you make a
mistake, and send a Volume-load command (e.g., Program Change 65) when what you
really wanted was a Performance-switch (e.g., 64}, you will have to wait untit the
S-750 stops loading before you can play a note.

2) While you may load a Volume in the conventional way from a Disk Page
{coming tater in this chapter) without clearing Internal Memory, when you load a
Volume from a MIDI Program Change command, Internal Memory s automatically
cleared, with no warning. If you have any files in RAM that have not been saved to
disk, they wit be lost.

MIDI1 Filters

Within a Performance, selected MIDI messages can be enabled or disabled on
individual channels (not Parts). This is handied on the first two pages of the
Performance MID! Function: Fil 1 and Fil 2.

Disabling the reception of unwanted MIDI data at this level can help to avoid
possible processing delays within the 5-750 when it is sent large amounts of data. For
example, some MIDI keyboards generate Channel Pressure (aftertouch) at all times,
and if the S-750 has to
interpret that data constantly,
even if there are no Patches in
use that respond to it, its

Mode  Index Mark 5-750/01

e |;~;IDI Filter Pagel  Com Exit

overall response to MIDI may | DPerformance  L@7:Latin set
be affected. Turning off ch. i 2 3 4 5 6 7 8 Al
Channel Pressure on one or :
"l Prog 0 0 0 0 O ©O O O *

more channels can prevent ] Bend 0 O O O O O G O *
this from becoming a i} Mod O 0O 0 0 0 00O

. ' sl Hld 0 0 0 0 0O 0 O O *
problem. This Page also N
determines whether a channel =) Vol ©c o oo oc o000 ¥
will respond to polyphonic o -
aftertouch {Key Pressure}, Sy vel R R
whose use is becoming
increasingly common in high-

end MID] studios.
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MIDI channels 1-8 are set on the Fil 1 page, and channels 9-16 are set on the Fil 2
page. To enable or disable MIDI reception of a specific type on a specific channel,
move the cursor (with the mouse or cursor keys) to a position directly underneath the
channel number you have in mind and in a line with the Parameter you want to deal
with. An "O” means the data type is enabled for that channel, while a “—" means it is
disabled. Click the right mouse button to enable, and the left button to disable.

You can also enable or disable a data type on all MID! channels simultaneously:
put the cursor on the asterisk under the word All, across from the Parameter you want
to adjust. Click the mouse button, and the Parameter will be set for all 16 MIDI
channels (not just the eight on the current Page) at once.

The Parameters are as follows:

Prog determines whether Patches on the channel will change with incoming
Program Change messages. If you are layering multiple Patches on a channel in a
Performance, you may want to disable this Parameter so that you don’t accidentally
make all the Patches on that channel the same. If you are using the Control Channel as
a Part Channel (despite what we told you), disabling it from responding to Program
Changes can help prevent confusion. This parameter does not disable the Control
Channel as far as Performances and/or Volumes are concerned — that channel! is
always active unless you set it Off on the MIDI Config page.

Bend is Pitchbend, whether it will be recognized or ignored.

Mod is Modulation wheef, or Controller #1, whether it will be recognized or
ignored.

Hold is Sustain Pedal, or Controller #64, whether it will be recognized or ignored.

A.T is aftertouch. This has three settings: Set to “C”, the channel will respond to
Channel Pressure (mono aftertouch), in which all notes are affected equally. Set to “P”,
the channel will respond to Key Pressure {(polyphonic aftertouch), in which each note
can be controlled individually. You should only use this setting if you have a MIDI
controller or sequencer that generates Key Pressure — not many of them do. Or you
can shut it off ("—"}, and the channel will respond to neither.
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Vol is MIDI Volume, or Controller #7. When this is shut off, the Lev parameter on
the Performance Play page will not change when you send MIDI Volume to that
particular channel.

P.L stands for “Phase Lock”. When the $-750 is playing multitimbrally, its response
to incoming MIDI data under some circumstances is not instantaneous. When it
receives, for example, five simultaneous note-ons on a same channel, it will play the
notes in sequence, starting with the one assigned to the lowest Part number, then the
next highest Part number,
and so on. The time
interval involved is
minuscule, but if there are
two fast-attacking sounds in input ——
two different Parts which
are supposed to start

Channel 1
—~——  Channel 1

—_— Channel 1
~ ™ Channel 1

simultaneously, some Part 4
o, . P

“blurring” or phasing may ,c-?,.ﬁs /e

be audible.

normal resuit
(greatly exaggerated)

To prevent this,
simultaneous notes on a
same channel that have this
Parameter enabled will
sound exactly at the same
time. So if, for example,

you had two Pianos on result with Channel 1
Parts assigned to channel 1, Phase Lock on: F— gn:ggg: ]
you would turn P.L on for 1 2 3 4 ™ Channel 1

that channel, and they P.L O - - -

would sound precisely
together.

There's a slight trade-off for this feature, which is that notes on Phase-Locked
channels might be slightly delayed to achieve the lock. Therefore, you might find that
sequenced tracks using this feature might have to be advanced slightly. It also means
that in general, if you don’t need this feature, you should leave it off.
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Vel determines the velocity response curve of the channel, to compensate for the
way different keyboards generate MID! velocity data, or just to give the instrument a
different “feel”. Set to “~”, the response is linear: what goes in, comes out. The seven
available curves are illustrated below. Note that they are quite different, and
completely independent, from the velocity curves in the Partial TVA and TVF.

127 T 127

velocity
response

velocity
response

MID! input velocity MID1 Input velocity

The MIDI Filter settings are applied only to the current Performance, and are saved
with the Performance. When you change Performances, the filters will change.

MIDI] Monitor

The MIDI Monitor (the fast item on the Perform Menu), is a special function that
allows you to view MIDI data coming into the S-750 in real time, and also to see how
many of the S-750's 24 voices are being used at any one time. It will be described in
detail in Chapter 9.
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Volumes

We've been referring to Volumes in this and previous chapters, so now it's time to
fook at them in detail.

A Volume is a set of files, grouped together for convenience of storage and
manipulation. ft can be as small as a single Sample, or as large as several dozen
Performances, each with its own Patches, Partials, and Samples. In actual practice,
Volumes are usually guite farge, so that a single Load or Save operation can handle a
complete S-750 setup, containing perhaps hundreds of individual files, in one shot.

The entire contents of RAM comprise a single Volume. Even though you can load a
Volume and then additional Volumes without clearing the first Volume from memory,
the result is still considered to be a single Volume. We'll see how this works in a bit.

Loading Volumes

Like any other file, you load a Volume from floppy or SCSI disk on the Disk Load
page, setting Target to Volume. The Page provides you with the total length of the
Volume, so you can determine whether it will fit into RAM. As usual, you are given a
choice as to whether you wish to clear Internal memory and just have this Volume in
RAM, or to add it to whatever’s already in there.

After a Volume is loaded, any other file, from Sample to Volume, can be loaded
subsequently, and as long as you don’t clear Internal memory, the newly-loaded file
will be combined with the current contents of RAM into the current Volume. If you are
combining Volumes in this way, it's a good idea to watch extra carefully for Program
Change conflicts among the various Patches and Performances you are loading in.

Naming Volumes

The name of the current Volume is shown on the Performance Common page from
the Performance Edit function. Note that if you have loaded in more than one Volume,
the name of the current Volume will be that of the most recent Volume loaded. You
can change the name of the Volume using the Name box.
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Volume D

As we have seen earlier, the Volume 1D is the first three characters of the Volume
name, and it is atso used for subsidiary files in the Volume. The Volume 1D helps to
kecp things organized: it’s casy to tell that a file belongs to a particular Volume if it has
the appropriate 1. Similar files with similar names that are used in different Volumes
can be distinpuished by their 1Ds,

The Volume 11 also helps with disk operations. When loading, copying, or deleting
a file, you can set the 1D parameter in the upper right corner of the disk page to filter
out alt files that don't have the selected D). Those files are still on the disk, but they are
temporarily hidden, which makes the list shorter and easier to deal with. For example,
all of your string sounds might be in Volumes with the D “STR”, Setting 1D to STR
means that only string sounds will be displayed in the list, and you won't have to scroll
through your collection of 250 gated snare Samples to see them.

In addition, when deleting a Volume from a SCSIdisk, if all of the subsidiary files
have the same Volume 1D, the operation will go considerably faster than if they don’t.

To give all of the files in RAM the same Volume ID, you don't have to individually
re-name each file. The $-750 provides two ways of doing it automatically. One is to go
to any Edit Performance page, open the Com menu, and choose Set Volume iD. This
opens a window called, you guessed it, Set Volume 1D.

The name of the current Volume is shown at the top. The second line lets you
select the current Volume 11, or a
different one. Clicking on the I£} in : e L
that line opens another window, | set volume ID S Exlt B
Volume 1D Select, where you can " T Y
select one of the displayed IDs, go

Igi:Piano & Harp

back to the current 1D, or click on | set volume ID 1@l for:

“Make New” to open an ASCH §

Keyboard window where you can : Ddvolume Xpatch

design your own. | Mrerformance [partial
Bsample

Click on the appropriate box
for that level

aAll Select Execute
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“Volume ID Select T Exit
Once you've decided on an ID, 181 BS BTS
you have to decide which levels of
files within the Volume you want to
have this new 1D. Click in the box Lg2 HIT SYN Lo4
next to the name of each level to STR VOX HRP L6
want to take on the ID, so that an “X”
is showing. Generally speaking, you
will want to select either all levels DRM ERS 128
(click on All Select to do this quickly)
or all levels except Sample. When
this is done, click Execute and all of GTR MLT Llg
the files of the types you've selected
witl have their 105 reset.

L5 FX SFX Lo3

PRC ETH L&7

KEY WHND L9

| 121 | | Make New J

New IDs and Samples

The reason you might want to not change the Volume 1Ds of the Samples in RAM
has to do with storage space. Say you've created a humongous Volume to use in an
upcoming session, and it
includes Samples from a number
of different Volumes, which have Mixed Volume IDs

different IDs. Now you want to

save it, so that you can call it up Volume [c71:Guitar Ens | |mxi:Rock sand |
in one operation when the \ /

M » ?
session starts, but you don’t want Sample [F2z:supertuzsirar |

to lose the original Volumes the
Samples came from. If you set atl Memory required: 2.5 sec
of the files to a new 1D, the
Samples will get saved on disk .
withptheir nev% ID, and are Consistent Volume IDs
therefore considered to be new  yolyme [or1:cuitsr mns | | r&1:Rock Bana |
Samples. As new Samples, they
need space of their own on the
disk, and they end up taking
twice as much disk space as they Memory required: 5.0 sec
would have if you had not

changed their 1D,

Sanuﬂe |GT1:Superfqutrat ]|RK1:Superfqutrat |

If you don’t assign a new 1D, the Samples remain the same, and require no more
room than they did previously.
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Therefore, if space is an issue, it is sometimes better to forego the convenience of
consistent 1Ds throughout a Volume, and leave the IDs of the Samples alone. The files
at other levels can be duplicated without taking up any extra disk space, so there’s no
reason not to include them when you set the new ID.

The second way to assign 10s to an entire Volume is when you save it to disk.
We'll deal with that shortly.

Volumes with Common 1Ds

As we've just seen, it is possible to have a Volume containing files with different
IDs. The reverse is also true: two or more Volumes can have the same ID. This makes
the most sense if the Volumes draw from a common pool of Samples, because it
avoids duplication of those Samples. Imagine two Volumes ORC:Piano & Harp and
ORC:Strings&Harp, in which both Volumes sharc a set of harp Samples, but also have
unique sets of piano and string Samples. The organization of the files might look like
this:

Volume [DRC :Piano & Harp ’ORC Stringa&Harp l

Performance ORC: Stereo P:l.a.nos |onc :Nigce Harp

Patch RC Grand l |OR€,‘ Rhodes IORC Nice Harp ] lDRC:St:ingEn HEEC: Sclo8tre

Partial i% é - E Li“ E ! E
Sample

onc
Mom ons 07

Cleaning Files from Volumes

Like any other file, a Volume is not permanently stored until it is saved to disk.
Unlike other files, however, which only save themselves and their direct subsidiaries
when they go to disk, when you save a Volume, everything in RAM gets saved,
whether or not it is actually used anywhere. Samples that never made it into Partials,
or Partials not assigned to any Patch, get saved along with everything elsc. Therefore
it's important before saving a Volume 1o find any extraneous files that will take up disk
space, and Delete them from RAM.
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Be sure, however, not to delete any files that you'll need, even if they are on disk
already. If a file is not part of the Volume in RAM when you save i, then the next time
you load the Volume, the file will not be loaded.

Saving Volumes

Volumes arc saved to disk, not surprisingly, on the Disk Save page. Select Target to
be Volume, and select the Current Drive desired. If you intend to save a Volume on
floppies, be prepared to have a lot of the little suckers on hand, as well as some good
reading material. The screen tells you the length of the current Volume and the amount
of space available on the current Drive. Before you save a Volume is a good time to
Sort the files in RAM, so that you can find them more easily on the disk afterwards.

When you save a Volume, every file in RAM gets saved with it. While you are
saving, you also have the option of setting the Volume IDs of all the files. If the 1D
parameter in the upper-right corner of the screen reads “THRU”, then all of the files are
saved with the 1Ds they currently have in RAM,

If you click on this parameter, however, the Volume ID Select window opens, and
you can select or create (“Make New”) a different Volume 1D, which will be applied to
every file as it is saved to disk. So that’s the other quick way to give all the files in a
Volume the same I1D.

Program Changes

As we discussed earlier in this chapter, you can call up Volumes from a SCSI disk
using MIDI Program Changes. We know how much you hate turning pages, especially
backwards, s0 here are the main points you need to know:

The Control Channel Parameter on the MIDI Config page must not be set to “Off”
and the Control Mode Parameter must be set to “Perform/Volume”. Volumes are
assigned Program Change numbers using the HD/MO Velume PG# function on the
Disk Utility page. Only Program Change numbers 65 and up can be assigned 1o a
Volume. When that Program Change is received on the Control Channel, the 5-750
will stop what it's doing and load in the new Volume from disk. Unlike when loading
a Volume the normal way, Internal Memory is always cleared when the new Volume
is loaded, whether you like it or not.
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Initial Volume

You can program the 5-750 to load a Volume into RAM when it first boots up, if
you are using a SCSI disk as your startup. First you must assign the Volume you want to
load a Program Change number, from 65 to 128, on the Disk Utility page (we did this
earlier). Now go to the System mode Menu and select System PRM. On Page 1 (PRM1)
of this Function, set the Initial Volume parameter to the Program Change .number you
just assigned. Now the next time the 5-750 boots (assuming it’s booting from the same
disk) that Volume will automatically load.

Deleting Volumes

Deleting a Volume from RAM is the same as emptying RAM. You can do this by
turning off the 5-750 and turning it back on
again (not recommended), by loading in a
new file at any level and telling the $-750to [ pelete

Exit |-

clear Internal memory, or by opening the Target Pform n :

emory, yop 5 . ®  11L85:Voxs Sterso -

Com menu from any Performance page (Edit 2| L@S:Voxs Mono -
or Play), selecting Delete, and then clicking 31La5:Voxs Sweep

. 4} LA5:Voxs Swp oct
on the Volume switch at the bottom of the 5}LP5:Voxs Octavs
. ) S Le5:voxe Organic
window that opens. 71105 Voxs Perk
BIL@5:Vvoxe Prk oct

Deleting Volumes from a disk is another II1@5: spacy Voxs

laf- = ie

matter. Deleting a Volume deletes all of its 11f- 11
subsidiary files, regardless of their Volume g:: ig .
IDs. If the Fast Delete Mode switch is On, 140- 14 ;
. . - 1 15 ’
then it deletes files regardiess of whether i::_ . 18 -

they're used by other Volumes. If that switch

is Off, however, the system will check to see -
if any files are needed elsewhere, and if so, it Eeaves them alone. Howeveu thss makES
the operation much slower.

As mentioned earlier, Volumes delete faster if all of their fites share a common 1D.
This becomes even more important on a Magneto-Optical disk drive like the Roland
MO-7, because the delete time on such a huge medium can be guite long if different
[Ds are used in a Volume. However, there is so much room available on each disk that
file redundancy is much less of a problem. Therefore, it makes sense with these
devices to use a unique 1D for each Volume, and the same 1D for all the files within a
Volume.
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Chapter 93
System Functions

The Systern Functions, most of which are
accessed from the System menu, contain controls
and parameters of the $-750 that are not directly
sound-related. The tasks they cover include setting System PRM
up input and output devices, working with storage
media, and configuring the basic operating
parameters of the software. Many of these SCST
functions have been touched on in earlier
chapters. Some of the disk functions have been
covered in Chapter 3, and the SCSI functions will option
be covered in Chapter 10. B L

Disk Tools

MIDI

The System menu is opened by opening the Mode menu and then selecting
System, or by pressing the SYSTEM button on the front panel. System Pages can also be
accessed through a number of topics and subtopics in the Index, or through a jump
page. (The Disk Load and Save pages are factory-programmed Jump Page 5 in Set
and Set 2, respectively.)

System Parameters

The System PRM Function from the System Menu has two Pages. Page 1's
Parameters go into effect as soon as you set them. Page 2's have a special “Execute”
switch that must be clicked before they take effect.
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System PRM Page 1

Mode  Index =~ Mark e e ST TO@/BL

Master Tune allows the entire System PRM Page 1 e Exit
5-750 to be tuned up or downta
match other instruments in an
ensemble or on a recording. The
range is £50 cents, or a quarter-

Magter Tune @ cent

Initial volume 65

Sound Play PRM

tone in each direction, - Note c4
b ~ Velocity 127
Enitial Volume determines Fan Control Off

which Volume of sounds, if any,
will be automatically loaded into
the S-750 from the stastup SCS|
disk (if you have onel when you
first turn the power on. (It has
nothing to do with the output
level!) We saw in the last chapter
than Volumes can be assigned MIDI Program Change numbers from 65 through 128, if
you assign a Volume a Program Change number, and enter that number here, that
Volume will load when you boot up the S-750.

If you don't want a Volume to load, set this Parameter Off. You can also set it to a
number which is not assigned to any Volume, and nothing will be loaded, but it will
take a little longer to boot. If you boot from a floppy, this Parameter has no effect and
no Volume is loaded.

The Sound Play PRMs determine what happens when you press the SOUND PLAY
button on the front panel or on the RC-100. When you are in any of the Sound
functions except for Resampling, pressing SOUND PLAY “sends” a MIDI note to the
current sound being edited, and continues to send it until the button is released. The
button is there for convenience when a MIDI keyboard is not connected, or perhaps is
on the other side of the room. The pitch and velocity of that note are determined with
these Parameters. The pitch range is the entire 5-750 range, A_@ to C_8, with C_4 (the
factory setting) equal to Middle C. The velocity range is 1 to 127 (velocity 0,
remember, is the equivalent of a MIDI note-off).

Fan Control is not active.
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System PRM Page 2

The Parameters on this Page do not take effect until you click on the Execute
switch below them. If you set a Parameter and leave the Page without clicking on
Execute, then when you return to the Page, the Parameter will be at its old setting,

Master Freq

Mode  Index  Mark R Lk I
- - g"j System PRM Page 2 Exit
This sets the sampling rate for b - . —
sounds coming into the S-750. It has
" Master Freq 48 kHz

two settings: 48 kHz and 44.1 kHz.
The 5-750 sounds equally good at

either frequency, and the difference
in the amount of sound memory that | Analog Outs Mode  Stereosfouts
is available at one frequency or the :

other — in RAM or on disk — is

about 10%.

Controller RC-108

LCD Display on

When you are sampling, this
Parameter will determine your
choices of sampling rate, as set on
the Smpling page (the “Freq(kHz)"
parameter): if it is set to 48, you wil! be able to sample at 48 or 24 kHz; if it is set to
44.1, you will be able to sample at 44.1 or 22.05 kHz. It also applies to the same
Parameter on the Resampling pages.

Samples recorded at different rates can be mixed in a Partial, Patch, or Performance
without degradation or changing of pitch. The S-750 will take care of them completely
transparently as far as you're concerned, (except on the Patchwork page, as described
in Chapter 7).
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Controller

This tefls the 5-750 which devices, if any, are connected to the EXT CTRL jack on
the front panel. The factory-set position is Mouse, which means the mouse will be
recognized. The other positions are RC~100, which recognizes the RC-100 Remote
Controller which you have (along with the mouse, which plugs into the RC-100), and
Off, which only lets you control the 5-750 from the front panel. This last might be a
nice option if you find yourself in a situation where there are too many hands grabbing
for the mouse all the time.

The setting of this Parameter (among others) is shown in the System Initialize
window that appears as soon as you turn on the power to the $~750 — look at
“EXT CTRL" in the lower-left corner. You can also alter it when you first turn on the
power. if you press the F3 button on the front panel {not on the RC-100), and hold it
while you push in the POWER switch, the Parameter will automatically set itself to
RC-100, enabling the Remote Controller and the mouse. Press £2 while powering up,
and the Parameter sets itself to Mouse. Press F1 and it sets itself to Off. However you
set the Parameter, it will appear with its new setting the next time you power-up.

Roland 8-750 Digital Sampler

SYS-772 HardDisk Sys Ver 2.0
Copyright Roland

System Leoading from SCSI

EXT CTRLIRC-1@0] LCD{On ] SCSI ID{7]
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LCD display

This controls whether or not the front-panel LCD screen is on. If you turn it off, you
will experience a modest improvement in the response of the mouse on the external

video monitor.

Analog Outs Mode

The audio outputs on the back of the $-750 are configurable in two ways. The six
individual outputs are always available. However, the main STEREO outputs can either
be fed the Stereo mix (as set up by the Stereo Mix Level parameters on the various
sound-editing pages), or they can be treated as two additional independent outpus,
numbered 7 and 8. This parameter determines the configuration: it is set to either
Stereo+6outs or Bouts.

Since the headphone jack on the front panel is hard-wired to the stereo output jack,
it is affected by this setting as well.

The Output Assign parameter in a Performance, Patch, or Partial is affected by this
setting as well. You can only set an Output Assign parameter to 7 or 8 if you are in
8outs mode. If you set an Qutput Assign to 7 or 8 and then change the Analog Outs
mode, the Output Assign will reset itself to Off.

Disk Tools

Most of the Disk Pages we have already examined in Chapter 3. Opening Disk
Tools from the System Menu is just another way of getting to them. You can also get to
them through the Index (“Disk”). We'll provide brief summaries of them here. There
are, however, a few topics that have not yet been covered, and these are discussed
here in detail.

Selecting the Current Drive
On all of the disk pages, clicking on the parameter Current Drive opens the Drive

Select window (even though there’s no Select icon next to it). This is the only way to
change the Current Drive — you cannot scroll the parameter.
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To change the Current Drive, you
must click on one of the blue __
numbers at the left sicle of the

window. These are SCS1 1D numbers, Current Drive :
: ID1:80 Meg HD

Select Exit [}

B

Drive

and each drive on the SCSI chain
connected to the i Device List

; . ; ID@ = ID®:- No Drive
§-750 will have a unique 1D. If you w ID1 - ID1:80 Meg HD
click on a number that has no ID2 = ID2:- No Drive
. . ; ; ID3 = ID3:- No Drive
rr !
corresponding drive, you will get an IDd = ID4:MO-7 sidel
error message. You can also clickon IDS = ID5:~ No Drive
Floppy Disk to select the floppy disk IDé = ID&:— No Drive
. . , ID7 = ID7: S-750 Sekf
drive for saving, loading, or other :
operations, Floppy Disk Scan

tf something on the SCSI chain has
changed since the last time you
opened this window — for example,
a new CD-ROM has been inserted in the player, or a different SyQuest cartridge has
been inserted, or the disk in a magneto-optical drive has been turned over — that
change will not automatically be recognized by the 5-750. Clicking on the Scan switch
causes the 5-750 to “poll” all of the connected SCSI devices to find out their current
status and name.

(Warning. although you can insert and remove cartridges and disks with no fear, do
not connect or disconnect any cable to a SCSI device when there is power on it, or on
any other device connected to it. Serious damage may result.)

You can change the name of any SCSI disk (except a CD-ROM) by clicking on its
name on the right side of the window. This will bring up an ASCIl Keyboard window.
Do not change the 1D number at the beginning of the name — the system won't like
that.

(S-758/@1

The Volume ID parameter at the upper-
right lets you limit the number of files that
will show on the Disk page when you are
loading, copying, or deleting files. When
you click on it, it opens the Volume 1D . 1@F1 ) @8
Select window.

Volume  ID: All
80 Meg HD

e
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Load

Volume ID Select Exit

Here you can select a Volume | L@l BS BTS
ID from the display. When you
have done so, the Disk page
returns, and the only files visible L®2 HIT SYN Lo4
will be those whose names begin
with that particular Volume 1D ’
(which is now displayed in red). PRC ETH 127
Note that the invisible files are

L@#5 FX SFX 123

STR VOX HRFP L@6

stitl there, and will still be DRM BRS Lo8

considered in the total number of KEY WND LBS

files displayed just above the list,

as well as the Free parameters. GTR MLT L1@

All this parameter does is make o1 Make New

the lists more manageable.

If the Volume ID you want is
not on the list, or you want to create a new Volume 1D, click on Make New, and an
ASCIH Keyboard window opens where you can write the new Volume 1D. Any
characters you put on the right side of the colon will be ignored.

If you want to go back to looking at all of the fites, click on AlL

This Parameter works slightly differently on the Disk Save page, as we saw in the
previous chapter. Its default setting is “Thru”, not All. When it is set to Thru, all files in
RAM will be visible on the page, regardless of their Volume 1Ds, and their names will
not change when they are saved to disk. However, if this parameter is set to a
particular Volume 1D, then when any files are saved, their Volume 1Ds will become
the selected Volume (D.

The Load page lets you select a file, at any level, from a disk, and move it into RAM
for editing and playing. Use the Current Drive parameter to select which disk to load
from. Then setect the Target (the file level) and the specific file, using the mouse or
cursor keys. Scroll the screen using the Up/Down switches — the top switch scrolls the
screen by one entry, and the bottom switch by 10. The screen shows the size of every
fite (in seconds, referenced to 44.1 kHz sampling rate), which will help you determine
whether you need to clear Internal Memory before you load it (compare it with the
“Internal Free” parameter at the botom of the screenl. If you attempt to load in a file
which is too big for the available RAM, you will get an error message.
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You can also load in files from a Roland S-550, 5330, or W-30, either on floppy
disk(s) or CD-ROM. This is a special function, Convert Load, which is described at the
end of this section. {if you try to load a file in one of these formats on this page you
will get a communication error.)

In addition, you can load just the Parameters of a Partial, Patch, or Performance,
without its attendant Samples (set Target to one of the “PRM” levels), so you can easily
use those as templates for Samples already in memory, or for other Samples on disk
not assaciated with the higher-level files.

- Save

The Save page lets you select any file currently in RAM and write it to the disk of
your choice. Select the drive, target level, and file using the mouse or cursor keys, and
scroll the screen using the Up/Down switches. If you attempt to save a file to a disk
which does not have enough room (assuming the file contains new and/or altered
Samples which are not already on the disk), you will get an crror message. Use the file
sizes on the screen to help you determine this. You can only save one file (of any type)
to a floppy disk.If the file is too big to fit on a single floppy, you will be told how many
floppies you will require, and then as each one s filled, you will be prompted to insert
the next one.

As mentioned earlier, setting the 1D parameter on this page will cause any files
saved to have their Volume D changed to that 1D.

Copy

The Copy page lets you move a file from one SCSI disk to another without going
through the process of loading it into RAM and saving it. 1t does not work with floppy
disks. Select the Current and Destination drives at the top of the Page. The Target
parameter has one additional level on this Page, All, which when selected copies the
entire contents of the Current drive. If you haven't selected All, choose the file you
want to copy, scrolling the screen with the Up/Down switches. If you attempt to copy
a file to a disk which does not have enough room, you will get an error message.
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Delete
Delete lets you crase a file from a SCSI disk to free up more space. (It is different
from the Delete function on the Com menu, which only removes the file from RAM.)
Select the current drive, target, and file, scrolling the page if necessary.
If you select a file to delete at any Target level above Sample, the software will also
erase every file that is subsidiary to that file {e.g., all the Samples that make up a

Partial, all the Samples and Partials that make up a Patch, etc.) unless:

1) a subsidiary file is being used by a different higher-leve! file (e.g., the same Partial is
being used in another Patch than the one you are deleting)

—and —

2) the Fast Delete Mode switch is O#f

. . Yes No 7 Norm
If the Fast Delete Mode switch is On, the
subsidiary file will be erased whether or not [ 1L@7:Drums & Perc ]
it is in use elsewhere. Delete, as Follows
Volume: 1
] Performance: 1
The status of the Fast Delete mode is Patch: 2
shown at the top of the list window: “Norm” Partial: 17
means the switch is off, and “Fast” means it Sample: 17
. . . \ ?
is on. The switch itself is set on the SCSI Are You Sure
Config page — coming up soon. YES NO

Before a Delete operation is completed,
the Software displays a “Delete As Follows:
Are You Sure?” box to let you know how many files are actually being erased, and at
what levels, and to give you a final chance to change your mind.

Be forewarned that Deleting an entire Volume can be a fairly long operation,
especially if the different files that make up the Volume do not all have the same
Volume 1D,

Floppies don’t need this function, because all existing files on a floppy are
automatically deleted whenever anything is saved on it.
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 Mode Index  Mark = ... 5B-7%@/el
. o1 ; -
[Jtﬂ isk Utility Exit
) s . Current Drive ID1: 8@ Meg HD
The Disk Utility (Util) page
contaur?s esght operz?tsons for . o T
managing files on disks.
Fi} Format HD/MO File Rename
}1[)/h4() Format HD/MO Park Heads HD/MO Volume PG#
HD/MO Restart Save System

Selecting this item erases
everything from the SCSI disk
selected in the Current Drive

parameter. If the disk has any $-750
data on it (either sound files or
system software), a “CAUTION!”

window will appear telling you so, and asking you Yoo o 2

to confirm your decision. Formatting a disk is an
operation that can take a little while, but if there
are multiple volumes on a SCSI disk that you plan
to erase completely, formatting can still take much
less time than Deleting them individually and it

does it with just one command, so you don’t have IEI E

CAUTTON!

Current Drive is
formacted.

Are You Sure?

to monitor the operation. If you want to start a

session with a clean SCSI disk, this can be the best

way to do it — just make sure all your sounds are backed up somewhere else.

If you do choose to start a session by formatting a SCSI disk, you must realize that
the operation not only erases the sound data on the disk, but it also erases the system
software. The system software must then be re-installed before you turn the power off.

This is a simple and quick procedure (described later in this

chapter), but it is essential

failure to do it means the disk will no longer work as a startup. Therefore, if you're not
sure what you're doing, don’t format the disk, but use Delete instead.

Warning! Do not turn off the power to the 5-750 when you are formatting a
SCSt disk. You may damage the disk, quite possibly permanently. If you start to

format a disk by accident, you cannot stop it. Let the operation finish, then do the

“Save System” procedure described later in this chapter.
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FD Format

This formats the floppy disk in the drive. When you save a file to an unformatted
floppy, the $-750 automatically formats the disk first, so this operation is not essential.
It is helptut, however, if you know you are going to be doing a lot of floppy-saving
during a session, because you can save some time by pre-formatting a supply of
floppies before you start.

HD/MO Park Heads and HD/MO Restart

With some SCSI hard disks, the heads must be parked before the drive is moved or
subjected to any shocks. In a hard disk system, the disk spins at a high rate of speed,
and the head that reads and writes the data floats above it on a microscopic cushion of
air. If the head makes physical contact with the disk, a “head crash” results, which at
the very least will cause data to be lost, and in the worst case will destroy the disk.
Parking the heads puts them in a special area where they cannot possibly damage the
disk.

When you select HD Park Heads, the heads of alf hard and magneto-optical disks
connected to the 5-750 — regardless of the Current Drive setting — will be parked.
The S-750 can operate perfectly well with the SCSI disk(s) stopped, but you won't be
able to load or save any sounds, except to floppies.

Restart all of the disks by selecting HD/MO Restart. Wait untif the word
“Complete” appears (it only takes a couple of seconds) before trying to do anything
else.

HD/MO File Sort

In carlicr chapters, we’ve used the Sort button at the bottom of the Select window
to alphabetize files in RAM prior to saving them to disk. That operation takes only a
couple of seconds, but it can help save lots of time later when you're searching for
files. Just click on this Parameter and it’s done.
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You can also Sort files after they're saved on a hard or magneto-optical disk. If
you've done a lot of editing and saving files to disk, you may find files belonging to a
particular volume spread out discontiguously all over the disk. Since the Volume 1D is
part of the name and the sorting process is alphabetical, it will bring them back
together. The process takes a couple of minutes for a hard disk; somewhat longer for a
full magneto-optical disk.

This operation should also be done on any SCSI disks that contain Volumes created
by an 5-770 using Version 1.0 software, and that you would like to be able to access
with MIDI Program Changes. It madifies the data slightly so that Volumes can accept
Program Change assignments. (You can load Volumes without sorting them first, but
you won’t be able to give them Program Changes.)

HD/MO File Rename

This allows you to rename any file at any level on a SCS1 disk. Clicking on this
parameter opens up a page similar to a Disk Load page. Select the current drive, target
level, and file. An ASCII Keyboard window opens, and you can use it to rename the
file, or click Exit and cancel the operation. For obvious reasons, you can't give a file a
name that is already in use by another file.

HD/MO Volume PG#

This function lets you set MIDI Program Change numbers for any or all of the
Volumes on a SCSI disk. We discussed its use in Chapter 8, Program Change numbers
can be used to allow a Volume to be loaded from a MIDI command, provided the
Control Mode parameter on the MIDI Config page is set to Perform/Volume. If a
Volume is going to be designated as the initial Volume on a startup disk when the
S-750 is booted up, it must have a Program Change number. That number is assigned
to the Initial Volume parameter on System Parameters Pagel.

Clicking on this opens a page similar to a Disk Load page. The Target is fixed on
Volume, but the Current Drive can be changed. Move the cursor to the Volume you
wish to assign a number, and click the left and right mouse buttons until the number
you want appears. Only Program Changes 65 through 128 are assignable to Volumes.
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Save System Exit |
v
Sa € SyStem Current Drive : ID1:80 Meg HD
This function records the operating §YS-772 System Disk Ver. 2.0

Copyright Roland

system software and several system

parameters onto the current drive. It SaveSys l

has a number of uses;

* Restoring the operating system to the startup SCS!t disk after a Format operation, as
mentioned earlier. (Make sure you do this procedure before you turn the power off to
the 5-750. If you turn the power off without saving the operating system, then the next
time you boot up, you will have to use a different or floppy disk.)

* Installing a new or upgraded version of the operating system onto a SCSI disk, which
will be discussed in Chapter 11,

* Storing a copy of the operating system onto a floppy disk for safekeeping or transfer
to another 5-750. Note that saving the system on a floppy will erase any sound files on
it.

» Putting the operating system onto a different drive, in order to allow it to be the
system’s startup device.

The following parameters are stored with the operating system when you click on
SaveSys, and will therefore be recalled the next time you booth the 5-750:

* the two sets of Jump pages

* the 10 User Set templates from the Partials function

¢ the contents of the Volume ID Select window (including all the custom 1Ds you
created with Make New)

* the Type and Trigger parameters on the Smpling page, as well as whether

sampling is done at full- or half-speed.

In addition, whichever Pages were fast opened at the Performance, Patch, Partial,
and Sample levels are memorized when you execute SaveSys. Here's an example of
what this means:

Let's say that the last time you were in the Edit Sample function before you
executed this SaveSys, you happened 1o be on the Truncate page. Also, the last time
you were in the Edit Partial function, you were on the TVF page.
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Okay, execute the SaveSys. Now turn off the $-750 and turn it back on again.
When you select Edit Sample from the Sound menu, it will automatically open to the
Truncate page, and when you select Edit Partial from the Sound menu, it will open to
the TVF page. If you didn't access a particular Function during the current session with
the 5-750, these “Page defaults” will remain unchanged from the previous session.

This is mostly a matter of convenience, and you should try to set the Function
pages up so that the ones you will be using first in a typical session are the ones that
open first,

Using Disks from Other Samplers (Option/Convert Load)

If you have any disks —

either floppy or SCSI (including . Mo9¢,  Index  Mark .. ... ... 57750/@L
CD-ROM) — containing sounds [ Convert Load . .-
created with a Roland 5~-550 or |  Target [ng{e Lo ga.‘rii‘?l
- Current Drive oppy Dis
5-330 Digital Sampler or W=30 | 2.5 & 1
ic Workstation, you can I S BB
Mus o. station, you (:,1 RN R ==
load them into the $-750's il | Ti2: A2 31 0.2 W%
. : ot | T13: c#4 2 sH 8.2
l_nternal Memory. Their data T14: B3 2 s
formats, however, are quite T15: C#4 1 2.2
o _ ) T16: F#3 2 .2
different from the 5-750's, and IIETIET P
so a speciat operation is needed ! | T1B: E4 POP 8.2
s L ch | T21: @21 @.2
to load them. This operation is 1| rz2: P#3 1 3.2
calted Convert Load. If you try wf | T23: B3 1 .3

L]

10 load such files from the Disk
Load page, you will get a
communications error. (For
purposes of this discussion, let’s
assume the files have come
from an $-550.)

From the System Menu, setect Option. This Function has only one Page:
Convert Load.

The Target parameter determines which files on the disk will be loaded. Al means
everything on the disk twhich you probably don’t want to use with a CD-ROM), Patch
to Patch means S-550 “Patches” will become S-750 Patches. Tone to Partial means
5-550 “Tones” will become $-750 Partials.
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Current Drive should be set to the drive where the $-550 files are currently
located, either Floppy Disk, or if you are using an external SCSI device, its 1D number,
If you are loading from a SCSI device, you must also specify the Area number where
the files you want to load are located. When you select an Area, its name appears right
below the number. Click on the name, and a Select window opens showing the names
of all Areas on the disk. {This doesn’t apply when convert-loading from a floppy.)

If you select a drive or insert a floppy that is not in the $-550 format, you will get a
message telling you so. When you insert a valid floppy disk, the system takes a few
seconds to verify and catalogue the disk, and asks you, in polite yellow letters, to
“Please Wait”.

The names of all files at the Target level you have chosen will then appear in the
window. If there are more file names than the window can display, you can scroll the
list with the Up/Down arrow box. The numbering may look a little strange, because
these samplers use an octai system: the first item is “11”, the ninth is “21", etc. If the
Target level is Alf, then “Convert All Execute” will be the only text showing.

Select the file you want to load and click. As with any other disk Load operation,
you will first be asked if you want to clear the Internal Memory (if there is anything
currently in it). If the Overwrite switch is Off, and any of the files have been previously
loaded, the Same Name Found! box will appear, and you can tell it to skip any files
already in RAM,

You will then see the words “Now Working”, and the name of each file and
subsidiary file in the window as it loads. At the same time, the Internal Free parameter
will decrease as the sounds go into RAM. If there is not enough space in RAM for a
particular file, an error message “Wave Memory Full” will appear, but the operation
will continue. When the operation is finished, the screen goes back to its previous
state. Click on Exit to get back to the System menu.

You can now work with these sounds just like any other sound created in the
5-750, editing them, playing them, and saving them to disk. (if you have loaded in a
Patch, all of the subsidiary Samples and Partials have been loaded as well.) The names
will be slightly modified versions of the names as they appeare on the Convert Load
screen. The slot numbers on the screen (P11, P21, T11, T21, etc.) will become the
files” Volume IDs. In addition, Patch names will end with a “/”. If an §-550 Patch is
made up of two Tones, then it will be converted into two S-750 paiches. The name of
the first 5-750 Patch will end with “/”, and the name of the second Patch wilt end with
“N", (You can recombine them in a Performance.)
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Since the analog sections of the $-550, 5-330, and W-30 are somewhat different
trom the 5-750's, you may find that the files do not sound exactly the same, but will
require a bit of tweaking to get them just right. On the Edit Sample Loop page, the
sampling rate for these Samples is displayed as 30 kHz. Although the 5-750 cannot
record a Sample at 30 kHz, it has no trouble playing back one recorded at that rate.

Note that these sounds have been loaded into RAM, and are not stored on disk
until you execute a Save,

Convert Load is a very specific operation — it only loads. You cannot Save 5-750
sounds in 5-550/5-330/W-30 format, nor can you load sounds from an 5-50 disk.
However, if you have $-50 disks, you can use an 5-550, $~330, or W-30 to convert
those sounds to its format, and then Convert Load them into the S-750.

SCSI

Working with SCSI devices in a network will be discussed in detail in the next
chapter, but there are two Parameters on the SCSI Config page {the only Page in the
Function) that actually have little to do with SCS, and should be explained here.

Although the SCSI settings (inside the box) da not go into effect until you re-boot
the 5-750, the Parameters we're talking about here go into effect immediately.

The Fast Delete Mode ode . IRdex ATk e OOL

SCSI Config Com Exit

switch has been discussed

earlier. To reiterate, when this
switch is Off, and you delete a
high-level file (Partial, Patch, _
Performance, or Volume) from S-75@¢ gelf SCSI ID 7 1M
a disk, the software checks ail
of the file’s subsidiary files, to
see if they are being used by ¢ CAUTION !

, - - iy These parameters’ valunes
any other high-level files. If a are available
file is found to be in use by only with mext boot_up.
another, it will not be deleted.
If the switch is On, the
checking is not done, and all
subsidiary files are erased,

=2 1 2 3 4 5 6 7
-~ HD ~- -- ~= == == ME

Fast Delete Mode Dff
Overwrite Sw DEf

regardless of whether they are
needed in other files.
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The advantage of having the switch Off is protection: in case you forget, for
example, that a Sample you're using in a “French Horn” Patch in an “Orchestral”
Volume is also being used in an “Elephant Stampede” Patch in a Volume called
“Jungle Sounds”. The advantage to turning the switch On is that the Delete operation
becomes significantly faster.

The Overwrite Switch determines whether or

not the software will warmn you when you are Yes/ No/ Cancel ?
about to replace or overwrite an existing file in
. . . . Same Name Found !

RAM or on a disk with a new version. If it is On, Volume: 1
overwriting will occur automatically, and you Performance: 3

. . o . Patch: 4
will get no warning. If it is Off, you will be Partind: 20
warned and given a chance to back out before Sample: 3@
anything gets overwritten, Overwrite?

tYes H No Cancel

Here are a couple of examples. You're saving
a Performance that you've loaded some new
Patches into, and you want to save the whole
thing, but not the Patches that were already there when you started working. The
Overwrite switch is Off. When you save the Performance from the Disk Save page,
after a few seconds you get a warning box that tells you how many files, and at which
levels, you will write over. If you click Yes, the files will be replaced. If you click No,
all other files in the Performance will be saved, and when the screen displays a file that
already exists, it will say “-Skip-" as it skips it.

Or, you have a Sample in RAM you've been editing, and you've screwed it up so
badly you want to re-load it and start over. If Overwrite is On, you can re-load it
without a second thought. If it is Off, the software will warn you that the Sample is
about to be replaced, and give you the choice of poing ahead or not.
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MIDI

Most of the MIDI functions of the S-750, as we have seen, are set on the
Performance, Patch, and Partial editing pages. A few others arc accessible through the
System menu, by selecting MIDE MIDI Sample Dumps are discussed in detail in the
next chapter.

Jode Index Mark i B-750/01 .
Conflg - [wip1 config - Exit | §
The Config page, which was System Exclusive on
discussed brmfly in the previous Unit Number 1
chapter, contains four parameters.
’ Control Channel Off

System Exclusive determines whether
the $-750 will respond to System
Exclusive messages from a MIDI
device, such as a computer editor or
another S-750. The 5-750 responds
to two types of System Exclusive
messages: Roland System Exclusive
and Universal System Exclusive.

Control Mode Perform Only

Roland System Exclusive messages can be used to control almost every Parameter
in the 5-750, and a complete chart appears in the Appendix of this manual. The
Universal System Exclusive messages that the 5-750 responds to are MIDI Sample
Dump Standard commands. See Chapter 10 and the Appendix for more details.

The Unit Number and the Control Channel work together to allow an individual
5-750 to have a specific “address” when it receives System Exclusive messages, so that
different 5-750s in a system can be controlled individually from a common source,
such as a computer. The Unit Number appears on the monitor screen in the far upper-
right corner, after “$-75@/". If you have more than one S-750 connected 10 the same
video monitor with a switch, you can keep track of which unit you're looking at with
this number.

The Control Channel also determines {(as we discussed in the previous chapter)
whether the 5-750 will call up Performances from RAM and/or load Volumes from
disk when it reccives Program Change commands. if Control Channel is Off, incoming
Program Change commands will select S-750 Patches in RAM from within a
Performance, but will not select Performances or Volumes. In addition, Universal
System Exclusive messages will be ignored and MIDI Sample Dumps wilf not be
possible with Control Channel (hut possible with Unit Number).
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If Control Channel is set to a number from 1-.16, Program Change commands on
‘that channel number will call up Performances and/or Volumes, depending on the
setting of the Control Mode parameter (below), and MIDI Sample Dumps can take
place on that channel except when Unit Number is set 17 to 32. (Some editing
programs and samplers refer to the channel number as the “Device 1D, for purposes of
exchanging Sample Dump information.)

Roland System Exclusive messages are responded to regardless of the Control
Channel setting. If it is Off, then the “Device I1D” for the unit will be the Unit Number.
If Cantrot Channel is set to 1-16, and Unit Number is also set to 1--16, then the Unit
Number will be ignored, and the Device 1D will be the same as the Control Channel.
if, on the other hand, the Unit Number is set to 17-32, the Device 1D will be the Unit
Number.

This chart shows how the Parameters on this Page interact.

Parameter MID| commands
settings responded to
Universal
System
Exclusive Reland
Fystem dontrol Unit Program (MIDI Sample System
Exclusive Channel Humber Changes Durmp) Exclusive
Palches avice 1D Dewce 1D
oLt 1-32 only Unil Number Uit Number
on [ 33
Device I + yvict 1D =
1-16 1-16 Perf:;rg!?ces Conirol Ghanned j Control Chiannet
17-32 Vo Device 1D = Daovice ID =
oumes il Humber Lnil Numbes
Off 1-32 Pif:;es lgnored Ignored
Off
Performances
1a1§ 1-32 andier Ignored lgnored
Volumes

The Control Mode parameter, as we saw in Chapter 8, determines how the 5-750
responds to Program Change commands above 64 when the Control Channel is
enabled. When it is set to Perform Only, Program Changes above 64 are ighored.
When it is set to Perform/Volume, a Program Change of 65 or above will cause a
Volume to be loaded from the current disk, provided the particular Program Change
has been assigned to a Volume on the HD/MO Volume PG# page. i no Volume has
been assigned, the S-750 will pause briefly, and then return to its previous mode of
operation, For various reasons (read Chapter 8 again if you don’t vemember them), it is
suggested that this Parameter be set to Off unless you have a crying need to be able to
load in Volumes on the fly.
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Dump

This page is where you initiate a MIDI Sample Dump, if it needs to be done from
the 5-750. It will be explained in detail in the next chapter.

Briefly, the Unit Number and
Control Channel parameters are mMode Index Mark 5-758/01
The Source parameter chooses a
Sample from RAM to transmit
out the MID1 OUT jack on the
rear pane} in MIDI Sample
Dump Standard format. The OSource L1:C2
Execute switch initiates the
transmission. This function is not
necessary in most cases when
using a computer sample editor,
but it can be used to send a
Sample from one 5-750 to
another over MIDI.

MIDI Sample Dump Exit

Unit Number 1

Control Channel Qff

MIDI Monitor

The MIDI Menitor is not part of System Mode
~-- instead, it appears on the Performance Menu.
it's more appropriately discussed here, however.
As on the other Performance pages, the 5-750 is Play
fully operational on all channels while this
Function is active.

Perform Menu Exit

Edit Performance

MIDI

The first Page of the function, MIDI, is a “real- ! — l

time” monitor of incoming MiDI data. The lower

portion of the screen shows the “raw” MIDI data, in hexadecimal. When the screen
fills up with data, it starts writing again from the top. Status (command) bytes are in
red, while data bytes are in white.

MIDI

The line immediately above the raw data shows the last received event, with an
English interpretation of the Status byte, and then the one or two Data bytes that
follow. Note that the settings on the MIDI Filter pages do not affect the data being
displayed.
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Mode Index Mark 8-758/01

The MIDI Ch parameter

determines which MID1 MIDI Monitor - com Exit
channel’s data the display will h Mn;lch ' S,

show. it can be set to any Trigger Note Off

channel 1 through 16, plus “All", real Time MSG oft

in which case it responds to all
incoming data. You can change | 90 3m 3c 90 38 00 90 45 38 90 45 G 90 IC &4 YO 47 33 9D
this Parameter at any time, even | 7000w

while data is being displayed.

Status Note Off Data 3C @O

The Trigger parameter tells
the 5-750 to wait for a specific
type of MIDI event on the
selected channel before it starts
to display the incoming data. The
choices available, in order, are
Note Off, Note On, Key Pressure (Poly After), any numbered Controller (Ctrl),
Program Change, Channel Pressure {Ch After), Pitchbend (Bender), and System
Exclusive.

This does not filter data out of the display, it merely disables the display until the
Trigger event type is received. Setting the
Parameter to Ctrl, for example, means that notes
played on a keyboard will not be displayed, but
as soon as the Sustain pedal (Controller #64) is

pressed, all the data will start being displayed. Wait Trigger
Clear Display

After the Trigger parameter is set, it then has
to be enabled. This is done from the Com menu.
Open Com, and select “"Wait Trigger”. The menu will close, and the display will tell
you it is waiting for the trigger. You can change the MIDt Ch or Trigger parameter
while it is waiting,.

The other item on the Com menu is “Clear Display”. This, as you might well guess,
clears the screen of the accumulated MID! data.

Real Time MSG determines whether Timing Clock (F8 hex), Active Sensing (FE),
Start (FA), Stop (FC), Continue {FB}, and Reset (FF) messages will be displayed. Setting
this Parameter to Off means they will not be displayed.



Module

The Module display is a way to
let you see what is going on inside
the S-750 while it is being played.

The 5750 has 24 available voices.

When MIDI notes are received on
active channels, blue squares
appear on the line labelled
“Voice”, and also on the lines
corresponding to the notes’
channel numbers. The Voice line
shows the total voices received,
while the other lines show the
distribution by MIDI channel.

If the incoming note triggers

ex Mark o

S-1se/el |
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Module Monitor

Exit

Voice

Ch.

(=S = R U N ]

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

two voices (in, for example, a Partial that contains two Samples), two squares will
appear. If an entire multi-channel sequence is being received, many squares will
appear. When the number of voices received approaches the 5-750's limit of 24, the
last few squares on the right will be in red.

As long as the key triggering the voice is held down (or a Sustain pedal holding it i
on), the square for that voice will remain visible. When the key or pedal is released,
and when the voice’s amplitude envelope (TVA) lets it go, the square disappears.
Notes that come in on MIDI channels not active in the current Performance will not
show up on the display.

The $-750 uses dynamic voice allocation to ensure that it makes the most out of
the available voices, but it is certainly possible to run out of voices if you use a lot of
multi-Sample Partials in a complex multitimbral Performance. Looking at this display
while a sequence is running can help you diagnose such a situation and decide the
best way to overcome it. Perhaps one of the Partials doesn’t really need all four
Samples to sound at once, or perhaps the TVA on a sound is longer than it has to be.
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Chapter 10
Data Transfer
and Storage

SCSI

The 5-750 allows data to be transferred in digital form using two differem
protocols: SCSI and MIDI Sample Dump.

SCSI {pronounced “scuzzy”) stands for Small Computer System Interface, and is a
popular high-speed protocol for transferring large amounts of data among digital
devices. One SCSI network or “chain” can contain up to eight devices.

The $-750 itself is a SCSI device, and so only a total of seven SCSI devices can be
hooked up to an 5-750.

The 5-750 uses SCSI for “off-line” storage of files. Files at any level can be saved to
or loaded from any device in a SCSI chain. The particular device is selected with the
“Current Drive” parameter on any of the Disk pages. SCSI devices that the 5-750 can
be hooked up to include CD-ROM players, Magneto-Optical read/write drives such as
the Roland MO-7, fixed hard disks, and removable hard disks using SyQuest
mechanisms. Special "driver” software must be designed for the 5-750 to work with a
particutar model of SCSI device. A table of devices known 1o work with the §-750 is
packaged with the sampler. If you are interested in using a device not on this list,
consult your dealer or Roland to see if it is compatible.

Connecting a single device

The SCS! port on the rear panel of the S-750 allows connection to SCSI devices. If
you are attaching a single device to the $-750, simply connect its SCS! port with the
5-750's port. The S-750’s SCSI port uses a 25-pin connector, and most SCSI drives use
a 50-pin connector, so you will need an appropriate cable. A cable designed to
connect a SCSI device to an Apple Macintosh will work just fine.
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Whenever you connect ar disconnect any SCSt devices, make sure the power on
the entire chain is off. SCSI cables contain some fairly high voltages, and crossed or
sparking terminals can cause serious damage to the connected devices.

When the cables are secure, turn on the power to the external device, and then to
the 5—750. The 5-750, as part of its initialization procedure, scans everything on the
SCSI chain {during the “SCSI Device Scanning” routine) and identifies it. The next time
you go to a Disk page, as you scrolf through the various values for the Current Drive
parameter, the name of the external SCSI device should appear.

Hard Disk, MO-7,

S-750 CD-ROM, or other
(terminated) terminated device
ST @ (EamETEE > | (Power must bo on when

ot
*

y

/_"\

Turning on and off devices

Although it is necessary to have the external SCS} device powered on when you
turn on the $-750, il is not necessary to keep it on. For example, at one point in a
session you may have all the sounds you need in RAM, and you no longer need to
access an external drive like the MO-7 (and would prefer not to deal with the noise it
makes). After you boot up, you can turn off the MO-7, and when you want to load
something in from it fater, you can turn it on again.

Note that when it is off, however, you won't be able to access anything on the SCSI
chain, for reasons we'll get into in a moment. In addition, after you have turned it back
on, the network won't recognize it until you perform a “5can”.
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Here's how to do a Scan: from any disk Solect

page, click on the Current Drive parameter

. . t Dri :
to open the Drive Select window. At the : 1180 Meg HD

r

B ; e = P& Sed i
lower-right corner of this menu is the “Scan Device Tist

box. Click in the box and the operating . ID® = IDB:- No Drive
. . - . ) " ID]1 = ID1:80 Meg HD

system will scan the entire SCSI chain, and ID2 = 1D2:- No Drive
a5 i the ne : ID3 = ID3:- No Drive

make note of any changes in the network oh - Iba MO siqen
since the last time it did this. These changes, - ID5 = IDS5:- No Drive
- - . 4 ID6 = ID6:— No Drive

as we explained in the previous chapter, not ID7 = ID7: S-750 Self

only include new devices on the network, : )
o ) Floppy Disk Scan ]
but also any changes within the devices .

themselves, such as a new Magncto-Optical
ar CD-ROM disk in the drive.

Reminder: While CD-ROM disks for the 5-750 (or 5-770) will be accessible from
the normal Disk pages, CO-ROM disks for the 5-550 (and family) are not. You can
only load sounds from them using the Convert Load page from the Options function
on the System menu, as discussed in the previous chapter.

Terminators

A SCSI chain must be “terminated” at each end. This means a special resistive
circuit must be placed on one of the SCSI connectors at each end, to prevent signals
from reflecting back through the cable and causing errors, The 5-750 is terminated
internally, so that's no problem, by any external SCSI device must also have proper
termination. We'll discuss these shortly. (The Roland MO-7 has a switchable internal
terminator, which is in the “on” position when the unit feaves the factory. Therefore,
hooking an MO-7 to an 5-750 requires no special preparation.}

ID numbers
Every device in a SCSI chain musl have a unigue [D number, from 0 to 7. The

initial 1D number for the S-750 is 7. Any device you connect 1o the SCSI port must
have a number different from these, or the 5-750 will not boot.
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Mode Index Mark 5-752/01
You can change the 1D et c:onflg CEERE e i s
number for the 5-750 from the ————
SCS1 Config page, which is
accessed by selecting SCSI from
the System menu. Across the top §-758 self SCSI ID 7 7]
of the Page are the eight available .
1D numbers, and the identity of
any devices currently on the
network that have those 1Ds. “ME”
stands for the S-750 itself. Other
abbreviations you might see are
“HD"” t{hard disk), "CD” (CD-
ROM), “MO” (Magneto-Optical),
and “SQ" (SyQuest).

Com Exit

ID=8 1 2 3 4 5 & 7
~= HD == ~= == == -~ ME

P CAUTION !
These parameters’' values
are available
only with next boot_up.

Fapt Delete Mode Off
QOverwrite Sw Off

In the box in the middle of the screen, put the cursor on $-750 self. Click the left or
right mouse button to decrement or increment the number. Note that the D number
change (in brackets) does not take effect until you turn off the 5-750 and turn it back
on again.

Changing the SCS1 1D of an external device is a whole ‘nother story — it has to be
done at the device itself. Some devices make it relatively simple, using external DIP,
push-button, or rotary switches; some devices make it more difficult, using internal
jumpers or switches; and some devices do not let you change their 1Ds, period.
Consult the manual for each device to find out how to change its ID number. Keep in
mind that every device must have a unique 1D, or the network will not operate.

Priority

SCSHID numbers should not be assigned randomly: the order of the numbers in a
SCSi chain has significance. When the 5-750 boots up, it needs to find its System
software right away, or else it can’t run, The first place it looks is the floppy disk drive
twhich is why, if you are using a SCS! drive as a startup, you shouldn't have a floppy in
the drive at boot-up except under special circumstances). The second place it looks is
a device on the SCS! network whose number is 0. If there is no such device, or if it

* doesn't find the System software there, it looks to the device whose number is 1, and
so on up the line until it finds a valid device that contains the System.

Therefore, the startup SCSI disk not only needs to have the System on it (using the
Save System function), it should have its SCSI 1D set to 0, or as low a number as
possible.
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Connecting multiple devices

When you have more than one SCSi device connected to the 5750, special
precautions must be taken. First of all, it is essential that all devices have unique 1D
numbers. If there are any duplicate 1Ds on the network, it will not run correctly, and
quite possibly not at all.

Secondly, the chain must be properly terminated at both ends. SCSI devices
normally have two connectors, which allows them to be connected in a chain-like
manner (hence the name “chain”) with the “output” of one device going to the “input”
of the next, and the “output” of that device going to the “input” of the next, etc.
(Actually, the connectors are identical, and it doesn’t matter which is the input and
which is the output on a particular device.) The last device al each end of the chain
will have only one cable connected to it, and these last devices must be terminated.

The 5-750 will normally be at one end of the chain (it has only one 5CSI
connector), and it is always terminated, so that solves half the problem. But whichever
device is at the other end must be terminated, and none of the devices in between
should be terminated. Like setling its ID number, terminating a SCSI device can be
relatively simple or very difficult. Consult your manuals for instructions. Often,
terminating a device simply involves buying a special terminator plug and attaching it
to one of the device’s SCSI connectors. If you have one device on the chain that is
significantly easier to terminate than all of the others, you should consider putting that
one at the end.

Note that the ID numbers in a chain have nothing to do with the devices’ physical
or electrical locations, so there's no need to arrange the devices in any special order,
as long as they are terminated properly.

SCSt devices in a chain can be turned on and off freely at any time, with one
exception: any device that contains a terminator generally must have its power on at
all times whencver you want to use any device on the network. If the power to that
device is off when you boot up, the 5-750 may not boot, and if you turn it off any time
afterwards, the network will stop responding (although sounds in RAM will work fine,
and you can still use the floppy disk drive).
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S'750 4 ~
(terminated)

SEETHHTH e : >
@SN @ Unterminated device R
\ ] {Power can be Terminated device

f 3" enor off) (Power must be on when

5-750 is turned on}

SCS! termination is, unfortunately, something of a “black art” — you can’t make
any hard and fast rules about it, because inevitably you will find yourself in a situation
where they don't apply, and you have to do something “illegal” to make everything
work. So if you have done everything correctly and your network still is not running
right, try disconnecting a terminator, or putting a terminator in between two devices,
or replacing an internal terminator with an external one. Just make sure the power is
off to every device in the network before disconnecting any of them.

Changing the startup drive

If you want to use a different SCSI device from the one you've been using as the
startup disk, you must do three things. First, format the new disk using HD/MO Format
on the Disk Utility Page {(make sure Current Drive is set to the new disk, or you'll
erase your present startup disk!} Second, without changing the Current Drive
parameter, do a Save System to the new disk. Third, shut everything off and change the
SCSI 1Ds of the old and new startup drives so that the 1D of the new one is lower than
the 1D of the old one (and neither of them is 7). Now when you reboot, the new startup
drive should take over.
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Connecting non-storage SCSI devices

It is quite possible that you may want to use the 5-750 on a SCSI network with
devices that have nothing to do with the 5-750. An example of this would be a system
in which a Magneto-Optical, CD-ROM, and/or removable hard disk drive are being
shared by the 5-750 and a personal computer with a SCSI port. (Disks and cartridges
formatted for the 5-750 will most likely not work with the computer, so you will need
separate disks for each type of usage.) While the 5-750 and the computer will not be
able to talk directly to each other, you still don’t want to have to re-wire the network
each time you want to switch from using your computer to using the 5-750.

in this case, you need to be aware of some more 5CS| terminology: Initiators and
Terminals. Put somewhat simplistically, an “Initiator” is a device that controls the other
devices on the 5CSI network, while a “Terminal” (den’t confuse this with a
“terminator”, or even Arnold Schwarzenegger for that matter) is a device that is
controlled by an Initiator. The 5-750 is an Initiator, as are most computers. Storage
devices are Terminals. You can have two Initiators on a SCSI chain at the same time,
but they cannot both talk to the same Terminal at the same time, nor can they talk to
each other. Also, obviously, they must have different SCSI 1D numbers,

Therefore, you might be able to hook your $-750 up to your Mac or PC through
various drives, but don’t be surprised if when you do an S-750 “Scan”, the computer
doesn’t show up on the device list. Be very careful about 1D numbers and terminators,
and don't try to save Samples and spreadsheets to the same disk.
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MIDI Sample Dump

The 5-750 supports the MIDI Sample Dump Standard, and can transfer sample data
over MID! to another device which also supports the standard. This can be another
sampler, another S-750, or a computer equipped with sample-editing software.
Samples are transferred to and from Internal Memory, not disk.

Only a single Sample can be transferred at a time. Stereo Samples must be
transferred as two separate mono Samples. The Sample Dump Standard contains
information about sample rate, length, and number of bits per individual sample.
When setting up a program or sampler to send data to the S-750, be sure the Master
Freq parameter matches the sampling rate of the original source. When receiving data
from the 5-750, make sure its sampling rate is the same as the S-750 Sample being
sent. The S-750 is a 16-bit machine, and all transfers should be done in that format.

The Sample Dump Standard also contains information about loop start and stop
points, although not the “loop mode”. Originally, the Standard only supported a single
loop in each sample, but a recent extension to it allows for multiple loops. Some
programs and samplers don’t yet recognize this extension, however, and if an 5-750
sample with a Release loop is sent to one of these, the Release loop data will be
ignored.

The Sample Dump Standard uses MIDI channel informalion, so make sure that the
receiving device and the transmitting device are set to the same channel {or “Device
ID"). When you are transferring a Sample from one S-750 to another, make sure both
the Unit Numbers and the Control Channels for the two units are the same.

Closed-loop Transfers

MIDI Sample Dumps work best in a “closed-loop” setup, that is, one in which
MIDI cables run in both directions, from the MIDI Out of the S-750 to the MIDI In of
the computer or other sampler, and from the MIDI Qut of the other device to the MIDI
In of the S-750. When wired this way, the Standard can automate the transfer process
to a great degree, using commands for dump requests, acknowledgements, cancelling,
and other operational aspects.

For example, to download a sample into a typical sample editor, all you have to do
is telt the editor the number of the sample you want to work on {which the 5-750
interprets as its “slot” number in RAM), and then tell it to get it. The software requests
the S-750 to send its sample data, and the rest of the operation is automatic.
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Sample Dumps can be requested while the 5-750 is on almost any Page. The
exceptions are the Disk pages {regardless of whether they are accessed through the
Com or System menus), and the Smpling page. If you reguest a Sample number for
which there is no Sample in RAM, you will get an error message.

Similarly, Samples can be sent to the $-750 on most pages. When a Sample is sent,
it has a number attached to it, which the 5-750 will interpret as a RAM slot number. If
there is another Sample already in that slot, it will be erased and replaced with the
new one. Make sure when sending a Sample to the S-750 that there is enough free
RAM (check the Remaining parameter) to accept it all.

Open-loop Transfers

Under some circumstances, the Sample Dump procedure isn't quite so well
automated. This is true when an “open-loop” configuration is being used (only one
MIDI cable is connected, from the MIDI Qut of the dump-er to the MIDI In of the
dump-ee), or when the device receiving the dump does not have a “Request” function
(such as when transferring from one 5-750 to another). In these cases, the receiving
device must be told that a Sample is coming its way.

To send a Sample from the $-750, you must initiate the Sample Dump by going to
the Dump page (choose MIDI from the System menu). Select the Sample you wish to
send with the Source parameter, and then click on Execute. The software will pause
briefly to wait for an
acknowledgement from the

 ¥ode Index Mark . S-750/01
receiving device, and will s e e S B

MIDI Sample Dunp Bxit

then proceed with the

durmp regardless of whether

it gets one. Unit Number 1
Control Channel Qff
[18ource 1.91:C2

. Config - Dump
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Chapter 11:
Upgrades
and Service

System Software

Because the operating system of the 5-750 is entirely software based, it can be
easily changed and upgraded. Roland will periodically release new versions of the
system software to fix problems or add new features. These upgrades will be
distributed on floppy disks, and you can then transfer the new software to a SCSi disk
connected to your unit. Installing new system software on a SCSt disk does not affect
the sound files on the disk in any way.

When you receive a new system-software disk, insert it into the floppy-disk drive
before turning on the power to the S-750. This is the exception to the rule, stated
previously, that you not boot with a floppy in the drive when you have a SCSI startup
drive instatled.

When you turn on the unit, it will load the system software from the floppy disk.
When the booting is done and the Performance Play screen appears, select Index from
the top of the screen. When the index opens, select Save System (under System, at the
lower right).

Click on the words “Current Drive”, : Drive Select .... Ex1t. 1
and the Drive Select window opens. Move - . '
the cursor to the line directly underneath
the words “Device List”, and click on the

Current Drive :
IDL:80 Meg HD

Device List

blue ID number at the left side of the line ID@ = ID@:- No Drive
i i . ‘ W ID1 = ID1:B0 Meg HD
containing the name of the SCSi drive you :, ID2 = IDZ:. No Prive
want to use as the startup. {It should be the - ID3 = ID3:- No Drive
! li d H i IP4 = ID4:MO-7 midel
topmaost one on the list.) A red arrow wi s ID5 = ID5:- No Drive
appear next to where you clicked, and the - ID§ = ID6:— No Drive
. ) i ID7 = ID7: $-750 Self
name of the drive will appear as the
Current Drive in yellow at the top of the - Floppy Disk

window,
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Save System Exit

Current Drive : 1ID1:80 Meg HD

8YS-772 System Disk Ver. 2.9
Copyright Roland

SaveSys

Now click on SaveSys. After a few seconds the word “Complete” appears, and then
you are placed on the Disk Utility page (see Chapter 9 for details about this). You may
now go wherever you like, or turn off the 5-750.

The operating system on the floppy disk has now been installed on the SCSI disk.
The next time you boot up, do so in the normal manner (withoul the floppy), and the
new operating system will be loaded automatically. You can put the floppy away in a
safe place, quite possibly forever — you will only need it if some disaster befalls your
SCSI disk.

As explained in Chapter 9, when SaveSys is executed, many of the current
operating parameters are saved, including Jump pages, envelope templates, startup
pages, and some Parameter settings. You might want to set all these up before you save
the system from the floppy to the SCSI disk, so that everything is where you expect it
next time you boot up — otherwise the settings you saved previously on the SCSI disk
will be lost, and replaced by those on the floppy.

Remember you can save the operating system on any disk, floppy or SC5, either
for safety purposes or because you want to make the other disk the startup disk.

If you accidentally format the SCSI disk, this erases the system software along with
the files. However, you can perform the SaveSys operation on it without inserting a
floppy as long as you don’t turn the power off. On the other hand, if you turn the
power off without saving the system, you will have to boot from a floppy the next time
you power up.
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Adding Memory

The 5-750 comes equipped with two Megabytes of RAM. Up to 16 additional
Megabytes can be added, for a total of 18 Megabytes. RAM upgrades use standard
4-megabyte Single In-line Memory Modules (SIMMs), available (in pairs) from Roland
as Part Number OMS-750. These are identical to those used in Macintosh® SE and 1
computers, which are available from many sources. However, be sure to use only
SIMMs that are rated with a speed of 100 nanoseconds (ns} or faster (i.e., a lower
number), and purchase them only from a reputable dealer.

First, however, you need to have the RAS-750E memory expansion board installed
in your 5-750. This must be done by an authorized service center. If your 5-750 did
not come already equipped with this board, see your dealer about purchasing it and
having it installed.

Once the board is installed, adding the SIMMs is relatively simple and can be done
by the user. However, if you are not experienced with disassembling and reassembling
electronic gear, it is strongly suggested you ask your dealer or a qualified technician to
do the job. Make sure all connections, especially the AC cord, are removed from the
5-750 before opening the case.

AN
Slide case COVM \
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With a Phillips screwdriver, remove the 14 screws that hold the metal case cover to
the chassis: one on top, five on each side panel, and three on the back (in the lower
corners and at the middle of the top, and no others). Gently slide the case cover back
until you can remove it completely.

You must install the SIMMs two at a time, for a total of either 10 Megabytes (with
two SIMMs) or 18 Megabytes (with four). H you wish to install only two, use the slots at
the back of the memory board, directly in front of the RAS-750E label, labelled 1C1 and

1C2. Ram slots
|

Here’'s how to insert the RAS. 7502 T) ULBAV-0 AIN-A  MADE IN JARAN
SIMMs. As you face the front MR W
of the 5-750, hold the SIMM
circuit board so the chips are
facing you, and the metal
edge connector is pointing
down. Lean the SIMM board
back about 45 degrees, and
gently insert the edpe |
connector into the socket. When it is in as far as Front
it will go, lean the board back further, so that the v
black plastic tabs at either side of the board are
pushed outwards. Keep leaning it back, until the tabs snap back inwards, locking the
board into place. The two tabs behind the SIMM will poke through the holes at each
end of the board.

Mode  Index  Mark

When you have installed the two or
four SIMMs, put the case cover back :
on, replace the screws, and reconnect | wWave Memory Check 204.5 sec
the unit. The next time you boot up, the 18 woyres)
second startup screen will say “Wave
Memory Check” followed by the
number of megabytes of RAM now in
the unit. If the number doesn’t agree with what you've installed {plus the eight
Megabytes in there to start with), disconnect the $-750 and do the instaflation again,
making extra sure the SIMMs are properly seated.

SC8I Device check ]

If you should want to remove a SIMM for any reason, use your fingers to push the
black plastic tabs out to the side, and lean the board forward until it's in front of the
tabs. Then pull the board straight up and out of the socket, letting the tabs snap back.
Make sure that you leave an even number of SIMMs {or none at al) installed on the
board, and don't leave any empty slots in back of any filled anes.
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Cleaning and Maintenance

As far as maintenance is concerned, the 5-750 should require a minimum of
attention. Keep dust away from the unit, especially the ventilation holes and the floppy
disk drive. Use a paint brush or a soft cloth, either dry or very slightly dampened with
water. If serious dirt or grime accumulates, use a mild detergent, and afterwards make
sure to wipe it clean with a dry cloth. Never use benzene, alcohol, turpentine, or any
chemical solvents.

The mouse may accumulate dirt that will interfere with its operation. The
symptoms will be that the cursor responds erratically, or not at all, in one direction or
another when you move the mouse. You can prevent this from happening by making
sure the surface under the mouse is as clean as possible, but if it does happen, you can
clean the mouse as follows:

Turn the mouse over, and with your two thumbs grab the inner plastic ring on the
ridged areas. The ring has a little arrow on it, pointing 1o the letter “C” (as in “Closed”).
Rotate the ring counter-clockwise, until the arrow is at “O” (“Open”}. Turn the mouse
back over and, keeping your hand underneath it to catch them, let the ring and the
rubber ball fall out. Put them aside, where the cat can’t get to them.

With a dry cloth, wipe out the cavity. Look at the plastic rollers inside. if there are
accumulations of dirt on or next to them, remove it with a cotton swap (be careful not
to leave cotton fibers behind),
and if it is really stubborn, use a
wooden toothpick (watch out for
splinters). Now wipe the rubber
ball with the cloth, and flipping
the mouse on its back once
again, drop the ball back in. Put
the ring back on with the arrow
pointing to “O", and when it is
in place, turn it clockwise until
the arrow points to “C",

Press here with thumbs and
turn counterclockwise to remove

Note: do not attempt to
disassemble the mouse in any
way other than this.
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Returning for Service

Except for the mouse and the memory SiIMMs, the 5-750 has no user-serviceable
parts. Attempts by unauthorized personnel to repair or modify the S-750 will void the
warranty and are generally considered not smart. If you have trouble with the unit, you
must bring or send it to an authorized Roland repair facility. Consult your dealer before

sending it anywhere.

Use the original packing material that came with the $--750 to ship the unit. The
diagram below will remind you how the pieces all {it together. If the original packing
material is not available, use a reinforced, sealable, foam-lined case.
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Troubleshooting: Why Won't It...

it doesn’t recognize the mouse — I move it around, but the cursor doesn’t move.

Assuming your connections are okay, this may happen because the $-750 was left
with a “Controller” setting that is different from what you need. If you are using the
mouse without the RC-100 Remote Controller, turn off the 5-750, and hold down the
F2 button on the front panel as you turn the power back on. If you are using the
RC-100 (with or without the mouse), hold down the F3 button as you re-boot. If you
don’t want to use an external controller, but just the front-panel buttons, hold down £1
as you re-boot.

Everything seems to be behaving normally, but I'm getting no signal at the audio
outputs,

If the Analog Out mode on System Parameter Page 2 is set to “8outs”, then the
stereo and headphone outputs are acting as individual outputs, numbers 7 and 8, and
they don't carry the stereo mix. Either set that Parameter to “6out+stereo”, or
reconfigure the sounds at the Performance, Patch, or Partial level to come out of
outputs 7 and 8 {or the other numbered outputs, if you like).

1 am sampling a Mono source, but nothing seems to be coming in.

When the Mode parameter is set to Mono, only the left input is recognized. Make
sure your input cable is connected to the LIMONO} input, and not the R input.

! have deleted a Patch to make more room on my disk, but the “Free” parameter
hasn’t changed.

All of the Samples in the Patch you've deleted are being used by other Patches on
the same disk. Also, the Fast Delete Mode switch is off. Therefore, no Samples are
being erased and no Sample memory {which is what the Free parameter measures! is
being freed up. Samples are only erased if they are used by only onc filc at the given
level, or if the Fast Delete Mode is on.

The same thing is true when deleting files in RAM to make more room, except
there is no Fast Delete Mode switch. If a subsidiary file in RAM is shared by two or
mare high-level files, deleting only one of the high-level files will not delete the
subsidiary file, and therefore the Remaining parameter will not change.
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I call up a Patch to play from disk, but there’s no sound.

This is the reverse of the previous question. If there are Samples or other subsidiary
files shared by two or more higher-level files on a disk, and you delete onc of those
high-level files with the Fast Delete Mode on, the Samples will be erased as weil. Then
when you try to load one of the other higher-level files in, the deleted Samples cannot
be found, and will not be loaded. Therefore, only use Fast Delete Mode if you're sure
you can afford to erase all of the subsidiary files.

I’'m working on adjusting the Release loop of a Sample, but I can’t hear what
V'm doing. Or, I've constructed a Release loop, but when I play the Partial it’s in, |
don’t hear it.

You can only hear the Release loop from the Loop page (or any of the Edit Sample
pages) if the KeyOn Mode parameter is set to “R-Loop”. Any other setting, and the
Release loop will not sound.

When you get up to the Partial level, remember the Release loop will only start to
play after the key is released (hence the name). Therefore, for it to be audible, and not
cut off by the TVA envelope as soon as the key is released, the envelope must have a
relatively long release time (Time 4).

I've created a new Sample and loaded if into a Partial, but now when I move up
to Patch level and load the Partial in, | don’t hear anything.

Just selecting a Partial to go into the Partial parameter on the Edit Patch Split page
does not automatically enter it — it has to be deliberately assigned to a Split first. An
easy way to do this is after selecting the Partial, simply click on Set. This will assign the
Partial to the entire keyboard range {assuming you have not changed the Upper and
Lower parameters) in the Patch.

However, there’s an easier way to do this and that is to record the Sample in
Subsidiary mode coming from the Patch level. This automatically creates a new Partial
and a new Patch, and assigns the Partial to the Patch automatically.
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I have formatted my startup SCSI disk. Now what do 1 do?

First thing is, don't shut off the power. If this was an accident, don’t try to abort the
formatting by turning the power off — you will damage the disk. Wait for the
formatting to stop, then go to the Index and choose Save System. When the Save
System window opens, click on SaveSys. At least now, the next time you baot up, the
SCSi disk will work, although it will have no files on it.

If you have done this deliberately, in order to erase all the files from the disk prior
to loading it with new ones, you should first do the same thing: choose Save System
from the Index and execute the operation, to replace the current system on the SCSI
disk. Now you can use the Disk Copy page to bring in files from other SCSI disks, Disk
Load to bring in files from floppies, and Disk Save to store files in RAM to the disk.

! turn on the 5-750 and it asks for a system disk.

Three possibilities:

1) You booted it with a disk in the floppy drive that is not a system disk. Never boot
with a disk in the floppy drive unless you plan to upgrade the system software (as
discussed earlier in this chapter), or unless you don’t have a SCS! drive set up to be the
startup. Once the 5-750 thinks it should be reading the system software from the
floppy-disk drive, it will not read any other drive until it gets it. Turn off the unit,
remove the disk from the drive, and start again.

2) You formatted the startup SCS! disk and turned off the 5-750 without doing a
Save System. Turn off the S-750. Find your original system-software floppy disk and
insert it into the drive, and turn the unit back on. Now follow the procedure at the
beginning of this chapter for upgrading the system software {use Drive Select to make
the SCSI drive the Current Drive, and save the system to it.)

3) You have a SCSi device hooked up to the S-750 which contains a terminator,
and the device is not turned on. The entire SCSI network must be operational for the
5-750 to recognize anything on the network. If a SCSI device with a terminator is
connected o the §-750, then that device must be turned on before the S-750, or else
the terminator will not be operational, and the 5-750 will not recognize it, or anything
else on the chain. So turn off the 5-750, turn on the SCS device, and turn the 5-750
back on. {Devices without terminators do not need to be powered up before the
5-750.)
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Specifications

Input/Output

Input Level

+4 dBm ~ 50 dBm (variable)
Input impedance

10 k€, unbatanced

Output Levels
Stereo Out: +7 dBm (1 voice)

+19 dBm { 16 voices)
Individual Out: 41 dBm (1 voice)

+13dBm (16 voices)

Output impedance
Unbalanced 1.6 kQ
General

Maximum Polyphony: 24 Voices

Sampling Frequency:

48ki4z, 44.1kHz, 24kHz, 22.05kHz

............................................................. 272

............................................................. 278
............................................................. 288
............................................................. 289
............................................................. 290

Convertors
Analog-to-Digital: 16-bit linear
Digital-to-Analog: 20-bit linear

Frequency Response: 20 Hz - 20 kHz
(+0/-3dB)

Residual noise level (IHF-A type}

Stereo Out: >-80dB (all volumes; Max)
Individual Out >-85dB (all volumes: Max)

Dynamic Range: >87 dB (1 voice at rated
output)

Total Harmonic Distortion: <0.01% (A/D/A)

Sound Memory: 2Mbyte {expandable to 18
Mbyte)

Disk Drive: 3.5" Floppy Disc Drive (2ZHD/
2DD)



Display:
LCD: 64 x 240 dot
RGB CRT Qut: 200 x 320 dot

Internal Memory:
Volume 1
Performance 64
Patch 128
Partial 255
Sample 512

External Hard Disk:
Volume 128
Performance 512
Patch 1024
Partial 4096
Sample 8192

Front Panel:
Volume Knob
Recording Level Knob (stereo)
LCD
Jjump Switch
Function Switch (F1-F5)
Exit Switch
Value Dial
Cursor Switches
51, S2 Switches
SCSi Indicator
Disk Drive Indicator
MIDI Message Indicator
Performance Mode Switch
Sound Moede Switch
System Mode Switch
Index Window Switch
Mark Window Switch
Command Window Switch
Sound Play Switch
Graphic Switch
Auxilary Control Connector
LCD Contrast Knob
Headphone Jack
Foot Switch Jack
Input Jack
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Input Level Adjustment Knob
Peak Indicator
Power Switch

Rear Panel:
AC Inlet
SCSI Connector
Display Out {(monochrome/RGB)
MIDI Jacks (IN/ OUT / THRU)
Individual Out Jacks (1 - 6)
Stereo Out Jacks ( L/R )

Power Consumption: 24 W

Dimensions:
16 15/16"W x5 3/16"H x 16 9/16"D
{430 x 132 x 420mmy}

Weight: 21.2 Ibs (9.6kg)

included ttems:
Owner’s Manual
SCSI Compatible Devices
Mouse {(MU-1)
Rack Mounting Angles (one set)
MIDI Cable x 1
3.5 inch (2DD) System Disk x 1
Sound Disk x 3
Tutorial Disk x 1
Overlay Sheet (for RC-100)

Options:
Foot Switch - DP-2/6, BOSS FS-5U
Memory Board - RAS-750E
Memory Expander - OMS-750
CRT Cable - RGB-251, RGB-25N
Magneto-Optical Disk Drive - MO-7
CD-ROM disks - L-CD series
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Video Display Wiring

The DIGITAL RGB connector (output impedance 100 ohms) is tor 200-line TTL RGB
displays with the following specifications. Use only a display with compatible specifications.

Pin No. Signal Specification
1 +5Y +5V power suppfy output
2 GND | ground
3 open
4 HSYNC | horizonial sync signal output | TTL level
5 VSYNG | vertical sync signal negative polarity
L] R vigeo output (red)
7 G video output {green) I;éit:szeplmlarity
8 8 video output {biue)

@Hoerizontal sync timing @ Vertical sync timing
Video signal Video signal
H ' i ;
Harizonall sync signat |4k Sps Verticat sync signal ' 133ms
4505 | [ I__l 03ms I-..J l__l
; ! o o

6 dus {15 756 kHz) 16 6ms
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These are the pinout diagrams for the Roland RGB interface cables:

RGB CABLE

RGHB-251
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Roland Exclusive Messages

mData Format for Exclusive Messaggs]

Kolund’s MIDE imgdementation uses (he foliowing dala format for afl
exclusive messages  (ype 1V)

Hvte Description

FoH Exclusive status

AH Manufacturer 1D {Foland)
DEV Device 11

RAGL todel 10

CMD Command 1

{BoDY} Main data

F7r End of eaclesive

=MIDI status : FOH FTH
An exclusive sessage must be flanked by a pair of stalus cudes, starting
wih a Manufzecturer ) immediately after FOHE (MIDE versionl.OL

=Manufacturer 1D . 41H
The Manofactuzes 15 identifies the manufastorer of a MIDI insirument
thal trigrers an exclusive message. Valve J1E represens Roland's
Aanufacturer 1.

= DevicelD . DEV
The Devier W containg o unique value Lhad iestilies the individual device
in the multiple implementation of MDD instremenis. It is usually sei to
o0l Ol Iy, & value smaller by one than that of a basic chanmsd, but
vatue BOH IR nay b used Tor 3 device with maitiple basic channels.

=ModelID . MDL
The Mol 11} contains & vatoe (hat wniguely dentifics ene model from
anather, Ialferept madels, bowever, may share an identical Model 1D 6
they handle sinular data,

The Model HY forma may sontan GOH in ene or mone places o provide
an extended data ficdd, The following are examples of valid Model-1Ds,
cach reprosenting o onigue model :

U

[ 1]

asit

UL il
Wik, 02l
GGt G0l ot

=CommandiD : CMD
The Command 1 indicates the fanctian of an estlusive messsyge. The
Connpand 11} lormat may comtain B0H in ome or mure places 0 provige
an exleaded data fickl. The follwing are examplies of vatid Command
Hls, each represen{ing o unigul [unetion ;

tH

a2l

[xiN

], DEH
JUEH ERR )
ausi, ool oill

= Main data; BODY
This ffeld vontaing o messaue o be exchanged across an jnterface.
The exact dalg s and contents will vary with the Modet 11 and
Commarl 11

E?Address mapped Data Transferi

Leldress mapping is a4 1echnigue Toe ransforring messages conlorming
1 the data furmenl pgiven o Sectione L0 a@ssigfis o sefies ol memory
resident records wavelonn and wine data, swilch stalus, and paramelers,
for vaampde o specific fovalions in @ pachine dependent address space.
thurehiy allswing aceess oo dita residing at the address o message
siR s,

Address mappied diute traosler 05 therefor indepeadent of models and
daty catevories, This lethiigue afows use of owo diferent sransier
provedures 3 one way ransfer and handshake  transfer

= Oneway transfer procedure (See Section 3 for details.;
This procedure is suided Tor the transfer of a small amount of dala.
I sends out an exclusive message complelely independent of a receiving
deviee stalus.

Connection Disgram

Device (A] Device (B)
1
MIDE QuT ot MIOH 0
MIOH 18 ol o WD CUY

Conncclivn at point 2 s essenlial fur “Heguest data” procederes. (Sew
Sectien 3.}

= Handshake transfaer procedure
:This device does not cover this procedura;
This procedure indisles a predelermined (rnsler sequence thandshaking )
acriss Lhe inlerface before dota wransfor 1akes plave, Handshaking ensures
1hat refishility and 1ransfer speed are high ensugh (o handle a barge
amount of dala.

Connection Diagram

Device {A) Crevice (8)
'
W1Df LT | O N
MO N [ W 01

Connection at puints § and 2 s essential

Notes on the above two procedures
*  There are separate Command-i0s for different (ransfer grovetlures.
*  Devices A snd H canmt exchange dats univss they use the same
transfer provedure, share ijeatical Device 1D and Model 1D, and are
ready for commuaicativn,

m(}ne way Transfer Procedure

This procedure seads oul data afd the way eall it stops and is wsed
when e messages are so short Lhal answerhae noetl i be checkend.
For ong messages, however, the receiving d > musl acyusre cach
messape in time with e lransfer seawence, which inserts inlervals of
at teast 20 milliseconds in betweoen,

Types of Masssges

Message LCommand 1D

Reguesy gata 1 | RO {116

Data set 1 DTy (1324

=Request data =1 . RQ1 11H;
This nessede 5 sent ot when there isoa need o scgoire dat rom
a device at the other ead ol the inderface. It camtaing dala for the address
and size thal spocify designation asd  length, respeetively, of data reguired,

I seceiving sn RQL message, the remuole device checks s memaory for
the data address amd size that sslisfy the reguest

Hoat fmds themy and s ready Tor commuonication. the device will transmit
a TPt oset 1O ADTH" message, which contains he reqoestod datis.
nenvise, the device will sersd oul fothing,

Ryte Deccrignon

FOH Exciusve sratus

AlH Manufacturer I3 {Aoland)

DEV Drevice 10

MOL Modet 3

TIH Command 3

EEL Address M3B
L38

ssH Size MSE
L&3

SUm Chech sum

FTH Erz o eerigs.




*  The size of the reguesied date does not indicale the number of byies
that will make up & DTS message, but represents the address liclds
where the requesied data resides.

#* Some models are subiect (o limilations in data format used for a
single transaclion. Requesled data, for example, may have a limil
in length or must be divided inie predelermined address fieids belore
il i5 exchanged across {he interface.

* The same pumber of bytes comprises aditress and size dasa, which,
however, vary with the Medel ID.

* The orrer checking process uses a checksum lhal provides o bit
paliers where the least significant 7 bils are zers when values for
an address, size, and (hal checksum are summed.

=Data set 1. DT1 (12H;

This message corresposds (o (e acluat dala ransler process.
Because every byle in the data is assigned a unique address, a DT
message can convey ihe starling address of une or owre dala ay wed
as a series of daly (formatted in an address dependenl order.

The MIDI standerds inhibit nonreal time messages from inlerruphing an
exclusive one. This fact is inconvenient for the devizes Lhat supporl a
“soft through™ mechanism. To maintain compalibility wilh such devices,
Relang has Fmiled the DT1 s¢ 256 byles so thal an excessively long
message is senl oul i separale scgments.

Byte Oescriptian

FOH Exciusmve

4lH Manufacturer 12 (Ralang)
CEV Device IC

MOL Madel iD

124 Command D

Address MSB

LSE
doH Data
: i
sum Check sum
FTH End of exciusive

* A DT message is capabde of providing only lhe valid <data among
those specifivd by an RQP message,

*  Sume models are subject (o limitations in data  furmat wsed for a
single transaciion. Requested data, for example, may have a limit
in Jeagth wr must He divided inte predetermined address figlds belore
it is exchanged across Lhe interface.

*  The number of byles comprising address daia varics from ome Modet
ID to another.

* The error cheeking process uses @ checksum Lhal provides a bit
pattern where the least significant 7 bkits are zero when values for
an address, size, and that checksum are summed.

=z Example of Message Transactions

®Dovice A sending dala 10 Device B
Transfer of a4 DT1 message is all Lthal izkes place.

[Data set !] —————————
* More than 20m sec time internal

[{Dsta set 1}

(Diata set 1]

Appendix = 277
Roland Exclusive Messages

@ Device B oreguesting data fram Device A
Device 8 sends an RQI message to Deviee A, Checking the
message, Device A sentds a DT1 message back 1o Device B,

fData set V] -M——————— Requesl dala)

{Rata set 1] ————
* More than 20m sec tme internak
[Data set 1] D

fBats set 1] — et
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DIGITAL SAMPLER
Modet SYS-772 Ver, 20

[1. RECOGNIZED RECEIVE DATA|

m Channel Voice Messagse

® Note Off
Status Suinnd
Bl kil
Gnit ¥l

] W Chisnne t
Kk Aote Aumber
vy detocity

® Note On
Staius Secone]

and kil

o MERE Chaned
ko Nate husber
v Vehnity

hird
it
A%

HEOFR 13 1]
(EA - BeH (20 - 10B)
Tgnorad

Thied
Wl

UL O U E b
VAH - ATHotuE it
0 TR 1T

» Polyphonic Key Pressure

dtaths Sesrond
Anfl Kkl

] MHY Chanoei
Kk hoto Susber
vy Vi

* hoaeived stien NI aftertogh

@ Channel Pressure

LS Sexcoitt
Ll vl

t MERL Chamw]
vy oo Ve

& Bevebved whies MHE aftertoah

® Control Change
. Maduiation

Sl pestand

Hall ot

i Wbl Chiote i
Yodutation eyt

* beveived whor WD medu Lot fon

Braath

alatbyey
ET)

I WL Cliannee|
v lireatd

¢ teaived when M cstea ] er

Main Volume

Siitlitn Sl

ELH L

i L Thanad

e Maka bolume

volitgul the soidie of pars rorpe
ved when ME madn ko i

Inird
vl

T I (R 1] 4
b 1L 1ot R A I 1L
SR OFFNO{G B2TE

functlan iy OVt POLY mode.

T R 0
ODH O TER (0 11

Fanoton 55 Oy 4n CH sode.

ird

Wik

B S ) IEL Ll
TR @ 1)
funstion fa o

[ridri

vill

T BT B3| ]
gl THE w1
sebect 15 oab breath
third

<l

1T B (R T 4

anr o FRE Ry

aiirbing Lo MIDE

TN

<h |

el i

o

MID!

1

i -

i

ol

e

Implementation

. 16

1€

e

tE

Date : Apr. 10 1981

Version @ 1.01

3 Hold 1
Stasus Secopd I
4nl 408 well
o - MIDt Chankel SOH - FH 0 - 1Y) Pt IS5 ch 16
v - Control Value <ood - TFH O - 127) 1} B3 - OFF
B4 127 - X
+ Hoecived when iD) hole fupcticn is ON.
ZPRN MSH, LSB
status secoud Third
Tl 851 aelt
Tl G4t T
] ¥l Chanae! o - FROLD 15 0 ol 15 - choib

e - Bpper byte of the paraseler Koo shecified by the [PK
How Lowsr byte of the perameler ho.o spooificd by the RPN

" Data Entry

Slalus Secong Thira

Hnfl Lt matl

HaH il TH

B MIDL Channed SCE - FHAD - 18) ¢ - chi R TI 1

an - Epper lwte of the puraseler dula specilicd by the BIX.
1 Lower byte of ihe pardseter data specificd by the K

1E) PN e

Lontrot chznge is providod with BPN {Registered Paropeter husbzrd which 2y o
geasage Tegistered (o the MDD standord for use with WIBE world. Ly using KFL,
parameters inog WERD unio can be chabged. In practice, gpecify the paametler to
conired led, wsing PRY ESB and LSH ond then set the paraseter value using duta
Ly

S¥S 772 Ver 2.0 will recogmize such ¥ENs as Pitch Bond Sensitivity and Master Fine
Tune.
10 Fitch Bend Sensilivity

Can be used e seb the piteh berd sensitivily of coch pateh set in the 32 par
porfareapee. When Lranssiiiing, sor the RIBD chaneel o that of euch pat.

Ris Data entry
LT Lot
L za HIN

= 0 d
Cite e wseG te bobd up 16 3 oetaves i1 ome bl Semdtone sleps,
The vl is cosmon Lo Betder Bange ap and dows

kS el I Vidues [gnored
\ote: oo Rade valid only when 11 5 receiverd,

Excmpie: Set the bonder camge of the parl, whose MIBE Chamed 5o B8 5, Lo 2

LU Y PR XY
B G4 a0
RN
B {2
i 26 40

SHInatan

N LSH ot
. i
NEE o dats
R

CHLTY
SNTY

oF Master Fine Cane

Sedo the master tane of SY5UTY Ver L0, hhen o
M channe e the eonteel chaenel nomber,

it this mes get te

Hn tata bntry

AR SR Wl L4B

ngH g31p nsll TR

me Lpper agster {me dube vies A TR 0 T
Ib o Lawer mester T4 tune vinlee lE FEH (G EET)



Tuke can be raised ar Jowered up to ¢/ §8 cents with respect Lo the standard pitch
{midtle A - 440 Hz} in step of 100/B192 ceats. The actual pitch shift 45 ip step of
I cont, ¥aive less thgn 20K 0OW resulis fn -50 cents and more than GOH B0N :50
rents,

M5 LSB

201 004 -30 cenls
400 vod & cent
s21 DOH <30 cents

Example: Set the masior toe of $Y8-T22 Ver. 2.0 shose control channed %o. is 6, lo
A ¢ 440 Hz.

MBI BATA HHEXG Deseripllon

BF 84 04 :PENLSE - 01
BF 65 B0 PRN MSR - 0D
BF 06 49 MR Or Tata Entry
HF 26 64 A58 of Pata Enlry

4 Other Contend Thanges tes

Bue of centrol numbers 0-83 can be recetved as @ comtroller by using #i0
vortralier & lbect,

Stirtas Sorand e

Ball amd Wil

r - MR Channed R B ) 8- ehod i5 - eh. Ib
me - Contral Aiaher S00H - SFH (B - 85)

w o= Uonlrol Data JBOR - TFE B 1D

® Program Change

Slatus Second

ok Pt

n o wiDl Chamnei Hi I G EH 0 - chl 15 - el 16
o Progran Mmber (0 TFR 40 - 12T)

#RILE perfore petch change, porforan hange or yolude load aconrding to the
MR channel nomber thal the 5Y3-T72 Yer. 2.0 has recelved,

» Pateh Change

Can e reecived when MIDE program change oeltoh {8 on ¥idloact as Patch change
when received or Wl chaninet nmbor of A part. Program nusber of e pelch can be
set to o oumber,

* Perfuoraance Change, Selupo Lo

Will acl as performance change or velune foad when reccived on the contrel chamel
mmber Wit function depends on the vontrol mede delsg selocted.  The pregrom
nentier of performanee and volume can be set to # nuaber. Performan¢e ehange ami
vipluee bud lisee priorbty when e ctianne] numter asd conlre! channal mumbor of a
mart conliict

Wicn control wute js "Perform Oniy":
- ROW - 3FR (8 63} Perforsance Uhange
poo- Aol TFE (R D7 Fertarannee fhiange {seme as pp - 64)

When contrat gode 05 CPerforssVoloee”;
pp ODW - 3FH v En Ferformance Chinge
ppoc 48K TER (B4 - 12T) Yoluse Load

Velnme load is ignored §F current debve iy nol a kard disk drive or W0 disk drive
to which the SYS-TTI Ver 2.0 can load and il the current drive doos ot conlaip o

loadalde voluee Tile.

® Pitch Bend Change

Jtaiug Lot Ihint

Enk 1l L2}

no Wb Channet BH - EH 0 - 18 Ot 1 15 ch 1k
L N R Y DOb, obl  ABH S0k - TR, TRH

t A L} ‘&19L)
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a Channel Mode Message
@ All Note Off

Siatys Second Third
ikt i LbL]
t - MIDI Channe) H LI O L B EY 0 - el 15 = ¢k iR

# Turns off all WP keys on Lhe corresponding KID| chapnel except that the dpeper
on has beert yecedved. In such g case %ibl-on keys are held on entil the damper
ol is recejved,

o OMMO OFF

Status Second Thind

Bt ICH #og

i - WHH Channel 08 - FIL - 15} U= chl 15 - ch 16
¥ Bilt act (he same as all note off,

® OMNI ON

Status Second Third

i Thit vl

n - MID! Channel O - RN AR - 13 [ | 13 = ch. i6
4 Kili act the saee as all nute off.

e MONO

Bnkt b2} [T

fi - MDD Channel FOE I - BT B ) 0 ochi 15« ch 1§
Br - Mono Chanbel Range e roed

t WP act the soae as all note off.

e POLY

SLatus e ird

Bkt TR o0l

n o NIBI Chaened SOH - FE @15} 0= ehl 15 - ch, i

* ¥l act Uw same as all wote off.

m System Exclusive Message

Stilus
Fail SSystem Exelusiie
Fhe SECT End O Exclusive

4 For detaiis refer to “Rotand Exclusive essage” and Seotisn 3.
m Systam Real Time Message
& Active Sensing

Slatus

3

¢ Bhen 8Y5-772 Ver. 2.0 receives Active sensing, it pessures Like (NIeTvals Detseon
inconing messages. 1 the subseguent message has hot come within 300 & after e
previeus one, BYS-772 Ver L 4 judges thal there is sode trouble on S Dipath
froken witing, cic.} and terns off abt MEB- o notes and then pelurns Lo normal
aperation mode (8771 aol check MIBI fcssage intorval),
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2 TRANSMITTED DATA|

m System Exclusive Message

RIEEES
FOH JSystom « Exclusive
ETH EO% 0 End 0f Exclusive }

¥ For detaids refer 1o "holand Fxelusive Message” and Section 3.

f3. Exciusive Communicationii
w Exclusive Messages Mandled by SYS. 772 Ver. 2.0

The $¥5-727 ver. 1@ tranafers the fol [OWIRE messiges a5 eaclu§ive BeSSIges.

@ System Exclusive Message (in special format designed by
Roland) Sound Parameter Information and others

@ Universal System Exclusive Message (in MID| standard
format; Sample Dump Standard (Sampling data body)

u System Exclusive Message

@ General

Kitic the SV3-710 Yer 2.0 the sysiem exchusive acsspge can be used Lo iransiedl
sound puraacier and sowe elther inforsetion. Exciusive sessage can ke used in two
woys: oog way comBunications and bandshake commenications, each ln dlfferent formel
from the oiher

@ Terminology

> Modal D

T modet 10 of the SYS-772 Ver.2.0.0 is 34

Control Channal

This ix the channed used o cortrel €ntipe SV5-772 Ver. 1.0, The chaonel can be set
ol lb,

7t Unit Number

Parameters 1ike WIDE Channel are ol avalbabie tn Exefusive sessage. Therefare,
separate parazelers are provided for contreliiug various paramelers.

Farameter Yalue
Controi Changel 116 oF OFF
Lnit Susber i1-02 or 132

* Whien unit pumer |3 118, its valee is synchronized with thot ofcontral chaanil.
When the anit nember s 7 31 e value can be scl indeperdently.

Davice D

[rvice 10 §s seq to @ value smalier thas the anit nuaber by one.

Aith Qolamd exclusive sessage, the device H Is used which containg 4 uniue value
ol identiftes the indbvidusl devier in the sultipie ieplepeaiation of MIH
fustruments. U is usuakly set to QUN 8, a voiur skabier by one {an that of a
vasic channel (B nove fnforeation shving chizaneld, ¥ith multipls vusic
shannet bt ke the S5 772 Ver, 20, & vabue s set to GOJE AP

& One-way Communications

7+ Reguat Data ARGt 1tH

When the SYS-772 Ver.Zz.0 receives this message . it [iTst checks whether the
spes{{ted address matches the parameter bsse address amd Lhe specificd address
sfzpis all even nuslers beglnning with 2. ¥hen these eheckes wre satislactory, it
sends Lhe correspending parameter by using Lhe Bata Set (11 messupe. The S¥0-
772 Yer.2, 0 does not send this messige.

Hy e beseriprion
ol Exclusive * Status
414 Yanufactorer 13 [aland)
IEY bevies (b
Madel 1B
Comeand 1D (R4E)
Addross NS +3-1
Address
aalf Address
aall Adidress L5H
a5l Size MSH
ashl Sixe
ssll Size
sslt Size LSA
5UR Lhecksum
FiH Eor  {bnd Of Exclusive}
5 Data Sat DTY 12H

<5 Tha SYS-772 Ver. 2.0 arcepts his sessage when the follosing conditions are el
Matchus the WIBE aniy nusber of the MIPL function: and the address specifive
corrosponds Lo the parameter hase address. The SVS-772 Ver L 0 siores the reveived
daly ine location starting with this address.

Or The 5¥5-T72 Yer.2.0 transeits (his eessage in the fuliowing case.

Naving received the request data (RQ1) and 1o send the data specified by the KL

For orlails of parafelers o be (ransferred, refer to the parsketer address map.

Byte Description
Fol Exclusive Staiuy
A4 Manuarwrer 40 (Keiand)
BFY Device If
348 Wodel |D
128 Commard 1D {DT1}
aall Address MG8 31
aalf Address
aali Address
ualfl Address L5H
ddH Data
SuR Checksun
il oL {Eng OF Exclusive)

# Handshake Communications
7y Want to Send Data wSsD 40H

Khien $¥3-77¢ Ver. 2.0 receives ihls pessape. 11 tronsAlts acknowledge LACK) and
waits a Dota Sef (DAT) message

fiyte Beseription
fod Exclusive Stutus
W Manulaciurer D {Rolatwd)
BEV beviee 13
340 Wodet 10
12 Cormand 10 {D71)
uzi Address ¥SH *3-1
anl Adidress
aall Rdgress
anll Address L5k
s4H Size MsH
ssf Sian
554 Size
a3t Size LEB
stm Checksun

£ EOX tEnd O Bxelusives



7 Request Data RGD 41H

Khoa Lhe SYS-7V2 Ver. 2.0 receives this gessage , i first cBecks shelher the
specificd address matehes the parateter bake address and the speelfied address
nigebers begianing &ith 1 shet these chieckes are satisfaclory, §t
semds the correspanding paraseter by using the Data Set (DAT) messape,

The SYS- 772 Ver. 2.0 does not send this sessage.

Byic rintion
Hift Exciustve Slatus
4 Hanulacturar 10 {haland)
BEV Bovice 1h
kA Yedel 0
134 Lomsand 1T (G
aalt Address M3HE 13-
aalt Address
aati Address
aal Address LSR

sslf hite MBB

51
Dl
Siae L3R
SUR Eliceksum
FT8 oY {Fmd OF Exclusive?
.+ Data Set DAT 42H

hhen SYS- T2 Vor 1.0 reooives this mosssge and the address speclfied carresponds
tathe parameter basa adiress, it steres the preceived daly inte locallon starting
with his sddress,

Blien SYE-772 Yer. 2.0 recejves this message, iU seads dala focated within the
specified start addresse and subseduent length of address size, alung with Lhe
paraeeler basc sddress.

fxic Beseription
Fol Exciustyve « Status
LA Manufacturer (D (Rofand)
DEY Leview 1D
i Wegel 1D

Tommzng ib (DATY

Adirens USE LR
Address

Addriss

Address 158

lustas

{hecksan

EOL (b Of Exclusivel

Acnowiedge ACK 43H

Wien the 5T 112 A reeeives this aessage in response to Data Set (BAT), it
seods W nox U odata foliowing e dati sent in the previous bata bel message, also
LB oreecives this aessage In respanse to End

d1 bati (ROPE, B0 tersinates hamlshaie communicatron, The 5YS 192 Ver 2.4 «
this pessapge bpoh receiviog bant to send daty (A5, fndo of data or bate set

(IATH

Byl Tiscriftion
Fogt Exctusive - Status
1LH Mamlaotueer 13 {Rolanrds
LEY bevice
144 Wode] I
LR Lomeand LB (ALK)
FiH EOs st F bae

Appendix = 281

T End Gf Data EOD 45H

Bhep the 5Y5-772 Yer. 2.0 recefves this message. [t tersinates haadshake
varzunicat ion by sending an acknowledge.

The SYS 772 Ver 2.0 sonds this wessage shen the dala is end during bule duspiog.

Eyte Description
FoH Exciusive - Status
4l Watsfanturer 10 ko lamt
DEV Deviee jI
kEl] $odel 1
451 Coweand |0 {EDD}
FH EoY {End 0f Exclusive

7: Communication Error ERR 4EH

The SYS 77¢ Vep, 2.0 sends Lhis sessage upon delecting reeeiving errar {ehocksos
fuils),

Lpon receiving Lhis message, e SY5-T12 Vor. 2.8 sends cefection aid then
terminsies handshake communication.

By Peseription
¥R Exclusive Status
LM Manufacturer 10 (Ko jand)
$IEY Bevice i
J4H Mode] i
4EH Comeand 15 (ERRY
FTH LOX  {fnd OF Exviusive}

> Hejection RJC 4FH

The 3¥5-772 Ver. 2.6 sends this pessage wpon Toce{ving » commmication error.
Bpon receiving this message, the BYS 772 ¥or. 2.0 Llerminates currenl cosme ol ons.

iyt Pescriplion
Folt Exciwsive - Status
410 Manufacturer il Roland)
LEV Bevine N
B 1) Mode !t {f
$FH Topmand 1 {0
7 FOX  {Eng BE Exclusived

® Parameter Address Map

Address is to Hex. and inounil of 7 uitn,

 Midress M5B : : L3%
Bluary Oaaa aaaa  Bbib bbbl Occo cooc Gl drihd

Tl fles A8 133 e £l

Acloal adiress (8 the start address of o bock pios offset address,

31 Address and BiEe mest specity g fouation inosbich dota exgas

® Parameter Base Address
~ Tetnporary Area

Slze shewld put cover more thah ohe fraleter ara,

Siart
address  Slze Iserint foh
o0 L6 0f 0t
uh 0y o 90
Ch 04 00 a0
Tl ot by oo
L BEar o0 bo
M oof I T

I Yuiumo Paraecter
b4 ferformance Parameter
I2E . Pateh Martameter
Sah f Fartial Purameiver ¢
G100 Gaeple Patameior
Fivt wildress

bo net wxecuts Pata 5ot comsand to the 236LL Fartial with cielusie
COMBIR AL I BhS
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.+ Tabla 1: Voluma

H fset
address
G0 40N - UDOD daza
[ G000 bbbl

05 1EH : DOBS amda
oo oIFR i 0BAG Lblb

Paramstar

Deseription !

Yolume Naee |

EERH L] LR b
i (ASCI ) H
P Yolume Name 16 i
ioaaaa Lubb 2o i
! (ASCH 13 i

7:Tabla 2: Parformance Paramater.

I Offset
aditress

o0 080t ¢ 0000 aaan

00 0K . 0000 bbbw
00 1EK i 0000 aaos
00 JFil ¢ 0000 bbhb

G000 ansa

oo =10 6000 bbbt
(:)G EH GR00 anan
00 5FF © 0000 bbbb
‘ iy Géﬁ G008 ;ma
08 1K l 0000 anaa
i
l‘:\{! TEH 00D sanu
a0 TFH 6000 auaa

01 00K : 0000 caaa
41 01K 4600 kbbb

DBescription

Performance Kaee |

aada bbb 37 -7

i Gsen
: Performance Name 16 H
a3s8a bbbt woar

{ASCTH)

- Part 1 Patch Sejesct

a3ga bbb § - TIT.GME(FFY
Part 32 Pateh Select
asga hbhh

o - TR G{(FF)

CPart 2 MRl Ch

aaad I i
+ Farl [ MiDL th i

aaan 8- 13 H
P Park 3T MIDI Ch

aaad [ £}

bart 31 M0 Ch

EERE] LR

P Part 1 Level
caan bbb 3 -1
©{C0: MIDI Ch OTf, C-1: %D Ch On)

0l 3EY 0000 cana i Part 32 Leved !

¢t 3FH 0000 bhht cuaa bhub R ¥.Y
1 (=0 "D Ch Ofrf, ®iDI £n On) !

1 MK G000 paaa © Part | Zone Range Lower i

81 41H B000 bobh 1 ansa bishb UREE 44

Gl TEK G400 apaa | Part 32 Zone Range Lower

€1 7FH : G000 bbb ¢ aasa bbbb g - 17

£Z BON ¢ &000 masa Part ! Zone Range lpper

€2 610 ;008 bbb dai bbb 0127

U GEE ¢ Q000 aszaa fare 37 Zone Range Upper

[ g {008 bbbl ania bobb b

22 agh Q008 aaan
DR OOGG hiibts

02 TEH 0UEL naz
62 FH : QOEG thbb

€3 00h
03 Gk

Coar awad
0000 bbbl
€3 Gtk -

3UFH

Q00e aana
[ il

&3 4GR anae hgle
CIERE] Q0g6 deba
M| E030 pane
EEY] LCLe fkji
[REEL]

63 A0l

coen e
COGO drle

fart 1 Zone Fade Widlh Loser
ERCT ] [

+ Part B2 Tone Fade Widiy Lower
© o Wuag Wtbb ¢ -ozv
Part 1 Zome Fade Widih Toper
ERERRHCl ¢ 127

Part 12 Tote Fude Ridin Upper
© o mled bbb o - 127

- Program Clanige  Swicl
a (h!
D00 i
P th 18

Fivch Bondor & Bend Kanige Switn
" 1

01
a3

)
03
a3
03
! 63
K3

a3

03

3

03

i 03
a3
Lx]

i jiX]

461 ¢

ATH

ahk

491

4Al
4HE

ACH

o1
ra =
=

¥
3bf
58K

37K ¢

384
390

SAK

3BK -

aCH
SDH ¢
§EH ¢
i

11

G

03 JEH

) Table 3:

i Offset

address

o)
By

03
U

an
ot

0l

Al

IEH &
1FE =

20%
21K

[

o0
00
B
i)

0
[ili3

0g
ot

ot
oo

o
00

1]
0g

i

H

2K

i

W[

28

I

pd 2
28 -

20E

28K

0080 ponm (] [HU
et (k3 op Ch b

0060 hefe | Modylalion Swilch

pgoc gcba 1 a4 Cht

00 pona : 8:000 1k

00 ki 6 op Ch b

000t hgle © Bold Pedal Seitch
0000 dcba | @ ch1

000d ponm | ¢ Q:0ff 1:tm
onpgd Myt i Ch I

0008 hglfe ¢ Phese logk Switch
0000 debs ] ol

1000 pona H
0000 1%} P h i6
0000 hefe & KIDI Voluee Switch
4000 9chba i @ Chl

4000 pone !

H 0:00f 10
J000 EKEL P op

Ch 16

e - -

000 hgfe i After Touch Switch
1000 deba | @ Ch

4000 ponm 2:0ff  1:0n

acon fkil | o {h 1B

8000 hgfe | ATter Teuch Mode

000 deba ! hi :
2000 pone : 8:Ch i:¥aly

4000 fkii ¢ p  LhoI6

4008 sann P Vel Curve Type  Ch

(UExH)  (DAxI) :

1006 bbbk ¢ asaa bbbb 04

Q008 assa : Vel turve Type  {h B

4008 tbbb adaa bbbb 0 -4
180 B4 00N

Patch Paramater
Description

4006 asaa © Pateh Nome |

4008 bubb adaa bbb 2 -

(ASCI1)

aond aaaa i Patch Nume 18

o080 Bhih daayn bbbl §2 012
: (LR B}

1000 agosa  Program {hange #

4000 bbbb asda bbbl 8- 127

3000 azsa Siereo Y11 Leve!

3000 bhhis azad bbb 0 -1

1000 aaaa - Tata! Farming

1000 bbb uaaa babb -3 -b o R3E - LY

0 @ Center

[ I ) I K
000 azaa  Fatch jevel
4000 bbbk daas bbb 0 - 177
2006 azda | OuTPUT ASSIEN
7000 Bbbb aaaa bbb 1:0ff
4 8 i-h
& : fartial
3000 azaa . Prierliy
000 Bhbh EERE i 0 oft
1 :0n
3068 mana © Coteff
4098 mybbh T ag0a bbb ‘83 -]
D000 azaa ¢ Yelooily Sensi

03 Lhih 43au bbbh R X



00 204 : RODE saaa ve Shift
0% Bik 008 hbuh ! asan hbbb Y
e m e e e .
DO HEH S aaai Coarse Tune
00 331 000 bbob 1 aaan bbb 48 - -4k
00 3M# . 0080 mtws | Flpe Tupe
00 33 : 0000 bbbb | sada bubb FLCRRIE- 1]
U0 36l ¢ OB aaza ¢ DMT et Seleot
03 3TH - DBID bhbb gans bitm -1 cooif
T Bend
I AT
0 Nod
350t
¢ JRE ¢ 0000 aaza SHT €Uyl Sense
a0 3% 1 00RO bhbbh aasa bbb [:x}
00 3AM 0006 saaa Cul Assign {Bouts Mode)
00 3BR G000 babh agag bbbl -1t
t- 7: 1 -8
b oo Partlal
0 3CK | 0000 zaaz . Analug Foel
i 00 3 ¢ 0093 bbbb azag bbb 4
| 00 3EH 0080 aana ¢ {namy
i G0 IFH 0000 bhbbb 2aan bhbb
40 40 000D aaas | Partial Seleet key £ 71
i 0 414 000D bhibd aaaa bhbsb 0 - 254
| : : i
' a1 SE¥ . 00GD aaaa Partial Ssiect key = |0B
01 6FK ¢+ 0809 thoba asaa bbbb D - 234
H 41 ToK 0 0000 aaan Iunay
i Q1 T1§ : 0B00 bbbh aaaa bbb
i @1 MEE : 0600 mapa ¢ Dummy
Gi TFH 0 G006 bbbk | azea bobb
0z el 0000 aaan ! Assign Type key # 21
D2 OtH : 0000 hbbb ! amza hobb
01 ZEH | 0000 waaz ! ASsiEm Type  Key T 102
03 ZFY 0 00AG Bhbk | paaa bbbh 0 : Poly
i : 1 1 Mono
H 21T i Ext) -
! Ext IB
i 43 300§ 0000 gaza | [umey
03 30 : B0CD phbh | aaaa bbb
3 3E¥ ¢ 0000 azaz | lhmey
03 JFB i COGC bbbh | aaaz bibhb
0% 40K 1 0000 amna ¢ Bender Fitch Ctrl Up
03 41K ; 0000 bbb agaa hbhb b - 4R
03 428 | 0000 aaaa ! DBender Pitch Ctrl fown
03 435 © Q00D bbb ! a@aan bbbb 3o 48
t G 448 ¢ 0000 aasa | Bender TVA Cirl
CF 454 | 0000 bbbt ! azaa bbbb -b3 - +63
02 481 i 0000 waar  : Peswdeor TVF Curl
G3 a7 1 0000 bbbb ¢ azas bbhib -6 - +63
! 03 4810 i 0000 aaaa | After Touch Piteh Otr)
{ 03 490 1 00B0 bbb | aaada bbbb <48 +4B
i 43 4AH 0 ODND aaaa i After Tewch TVA Cir]
03 4BH i 000D bhhy agaa hlblr -63 - 63
i 63 4CH ¢ 0800 anaa ¢ After Touch TWF Lirl
03 4BE ¢ 0000 bbb saas bbbh -63 - 163
i 03 4EK ; ODUD aaas ¢ Alter Touch LFD Rate {tri
i 03 aFR ¢ OO00 hnbk ¢ gada Lhbb 6% - 463
' 03 308 | 0008 amaa  Alter Touch LFO Piuy Depth
03 518 : 0000 bbbb a3sa bbbt <63+ B3
03 5281 . 000G amna ! After Touch 170 TVA Depth
03 53H 0000 tbok ! asas bhbh B3 - 463
03 34 0084 aass i Alter Touch pFO TVF Deptn
03 354 ©  00DY tbbb taaa bhbd -63 - +83
03 S6i ¢ 000D a3aa i Modulatien LFO Hale Ctri
! 83 570 ¢ DOBD bhbb 4330 bbb -£1 - «63
03 38H @ DOBD Aamaa ! Modulation LFO Piteh Depth
03 S0+ DOOD hhhb adua bhity -R3 - +B3
03 5A - 000D anaz | Modulalion L¥D TVA Depth
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03 3Bk 0600 Mhbh | aasa bbb SRl -63

03 C3 ! LODD gasa . Hodulation LED TVE Deopth :

03 SbE © A000 bbbh i aask bbhh 8 - «83

03 5EH ¢ GBOO assa  Dumey

03 EHH 1 OO0 bbbt a3 bt

63 Rb Honh apaa ¢ Centredter Seloct

&3 61 1 000D Bblw aaaa bbb - 9%

B3 620« OO0 aaaa - Controller Pitch Ctrt H

€3 63K - U0 phbb daza bbhb -8 - 48

0% 64l - 0000 aaaa : Controller TVA Ctri H

03 B5E : DBOO bhbh ! msaa Dhbb X I A

03 BEH ¢ 0600 maaza ! Conlreller TVY Cirl

83 B7# ! O0OD bbbb | aans bbbb i3 - <63

81 §8k 000D asaa | Coniroller LFO Rate Ctri !

03 691 © O0G00 bbbb 1 aaas bbbb <63 - -63

41 6AN ¢ 08B0 aaaa ! Controlier LFG Piteh Depth

03 68K ¢ 000D hbbb anna hbbb -B3 - -63

03 60N . 0G00 oape i Controlier LFD TV Depth

03 6D Je00 bbb aaaz hbbb ‘63 - B

03 6EN 0000 zaaz | Controlier L¥U 1¥F Deplh

a% BFH a00d bhbls ! 2 bbb -6 - -83

04 Tl ¢ 000D maaa ¢ [mmay

01 THH @ 0080 bbbb ! npas bbbh

03 7EH ! 0000 azaa | Dumay :

G TFH ¢ 00OO thbe | masa bbb i
i

< fable £

i
I
P,
|

i

Total stze

*Olfset

¢ address .

ul
il

a0l

Gl

27
23#
29 ;0800 bbbh

28
IR
anl]
i
2EH
IFH
ik
3l
k]
33
k]
T3k

I6H ¢ 0000 Diua
70 0000 bbb

dall ;. DOOC Aasa
v 29K

3AH

-

10 paaa
00DE bhbh

800C 3aaa
6004 bbhb

J000 cree
0000 dddd
0000 aqan
060 bbby
0000 AnAa
0000 bbbk
0000 aa@a
DB bbbb
0800 aaaa

8000 Aaaa
H000 bbb
8000 suaz
{000 Wbkh
2000 asas
Q008 bbb
0000 aaaz
0600 bbbb
D1iH I EET]
000 bobh
OLUU aana
i e

0000 hbbh

0800 auas
08 bhibe

b e

Partial Paramater

bascription

i Partial Kame !

aaas bbb EAEE kX
Ascin .
i Partial Same 16 :
! anoa bbb 3T

! (ASCID)

| Sample ] Saapie Select
! a3aaa bbhb ccee ddud § - FLLOITC-1)

i Gampie t Plich EF

AdBa bbb b 18
i Lample | Level
aaaa vthhd [ 3
t Sample | fanning
azan bhbd R B A R
0 i Cenler
b - 32 : Rl - ROZ
53 Randowm
9 : Eey-
35 0 Rey
Sawple | Coarse lumw
aaay bhbb -48 - raH
i Sample 1 Fine Tyone
aaas bhbb 5e - M0
b Sample 1 OSMT Sel Lower
4aun bbbh LU Pyl
i Sgmple } SKT lower Fade hidth
ERHERR LT U b
Sadple T OSHT Yel tpper
Auag bobb U bl
osamphe | OSMT Upper Fade ®idih
2aan bhbb U 3
i inmmy

aaza phhb
S titpat Assign (8onts Mede)
nadd bt 1:0Mf
! G-1:1t 8

i Stereo MIK Loved
nzda bbb IR K
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[yt
6]
[y

oe 3

ot

i)
iig

0
&0

ot
2

[0
[

£0H

o I

o

Ri%H
3FR

A0k .

Ak
4z
40%
444
450
46H
47H
384
44l

3]
izf]
634
At
[H
[
BTi
5t
Byl

Balt
eBi
GO
Rk
BER
BFH
700
Tl
i
TiK
1K
TN

Tl

T

TR

i THE

i3]
ooeo

0Bl
neto

uyoe
n0so
oaoe
Lol
[lilcsl
40
G000
Qoo
0039
nehi

#000
&000
9an
6000
oy
hitud
DEC
Hn
Q0
DG
060G
Y

000G

0004

060
a0

BI0¢

8908 b

8400

ooog

Hoen
[Tili]

plil ]
G
ik
G040
J00
fih i
o0
3004
3204
ERH

8000
2090
L)
0oy
ngal
[ililsk)
i ln]
[tz
8p0d
OG0
w000
000

naug
0906

(1
e

a3l
it

338
Lob

eoee
sdddd
agan
bbb
aaE
blot
Haan
Lbtn
adan
tbth

ELHE]
[24] 0¢]
aguy
B
aaas
fitvhib
sty
el
GERE]
b
ad
bt

daan
Bl
EREE]
bhib

aana
ikl
daus
hubh

aais
Dbl

ooy
[hs]
ddi
bilstits
ExNE]
Bibyils
KERET
ELEN
RHER]
ubog

Aty
il
aail
sty
KRR}
bl
B30
bbb
anan
il
i
[BETN]

it
Tihnt

e
tditsh

Fartial teved
aagay bl 4 - 127

P Dol Assign

HRu
[-6

a3da booh H
g -6
Sampie 2 Sample Select

agan bobb coce dddd 2 - A1LOTTC- 1)

Somple 3 Pitch KF

Al bobh 16 - 1%
o Sampde 2 leved
Anay bbbt g - 10
©osample I Panning i
aaa bbb kRIS W ¥ v A W
0 1 Eenier
1 RLo-od32
¢ Randon
2 oReyt
: hey-
Sample 2 Codrse Tuno
3aad bbbl 48
Sampie 2 Flne Tune
sadi BhbY -5 -5
Sumpie * SMT Vel Lower
diita bbbl 0 - 127

Semple 2 SVT Lower Fade Width

ia blbi [ b

Sowple T ST Yel Upper

aaaa Bl L b

Sasplc 2 SMT Upper Fade Midlh

apan blbl 4T
o ueay

T bbb

; lanning

ueai bbbh R AR
0 @ Cemor
T o KL K32

Coarse Tune
adaa Lbbh BT IR ']

Fine Tume
wdaz bbb oE0

GMT Vedeeity Cird
aia bbb

=

© 0y

. Sumple § Sample Select

anda bbb cocc diddd B

Saeple 3 Pitch kF
azaa bl [ 1
Sampie 3 leved

azan kb

Sumpie 3 tanbhing

dnia bbb ki 1

o Randon
: fey:
ookeye

Sumpbe 3 Coarse fune

Hads hubl LIS

Sopple 3} Vine Tupe

i Dhibh -36 - +50

Sampde 3 ST Vel Loser

2aaa bbbt )
: Gample 3T Lower Fade Bigilh

Uik Bt [

Sumplo 3 sME Vel Epper

HERRIRELI G-

Sugple 4 SME Leer Fade Ridlh

FERRR T I )

Insmms

nan bbb

|3may

s hibdib

N o W

- '

il g0CL neer 1 Sasmple 4 Sampie

et

0l Sulect i
LINGOT GOGE dadd anas LUDY coee dddg 0 SILO4I(-1)
81 620 o BO0C waua i
07 DIH : 0OGO wbbb i
1] G4 ;0000 saaz  Saampic £ Plich &F
&1 05@ : 0080 bbbb aa3a bbb B LI B
Bl 08K - 00BN asan  § Smaple 4 Level t
Ut OTH 0080 hbbh | amEa bbbt oo
9l ORN 0080 same ¢ Sample d Fanming :
0t 08K . 0080 bbbb | aaas bibb -3z Poolaz -
H 0 Center
H P32 Bl R3Z
| 33 ¢ Kandgoti
! 34 0 koye
| 5 : ey
IR | 0000 aaaa ¢ Sasple 4 Coarse Tune
of OBH ¢ 0800 Bbbd dada bbbl 48 - 4B
ol BCH . 0000 aaaa | Sumple 4 Fine Tusc
o1 ObE + 00DO0 bbbb anaa bbb ‘50 - ~50
#1 OFK i 00Q0 naaz : Sample 4 SMT Vel Lewer i
01 DFi ¢ 000U bhbb assa bbb ¢ -1z
01 10 ! DOGO aaaa Sampie 4 SNT Lower Fade ¥igth
81 11K 5 0080 bbb anaa bbbb LI . B
D3 12K 0000 agna ¢ Sample 4 SWT Vel Upper i
03 13§ 0000 bbbb | auaa bbbl o121
61 (40 ¢ 000D azaa 1 Saepte 4 SMT Upper Fode ®idih
01 15 . 0090 bbbb aany bbb a- 337
o1 i6dl 0 BOD0 aapa ! TVE Filtter Mode :
of LW - 0000 bbbh ! adas bhbh 1o i
E 0 LPF i
[ i
i 20 HPF i
,,,,,, - s ey
81 18H . 0002 aaza | TVF Culeff |
Bt 10H 000U bbhb | aaaa bbbh ¢ - 127 |
51 1AM | 0009 apaa | TVF Resohance |
A1 1R ¢ 0000 bhub aaay bbb ¢ - 121
g1 ICH | 0000 aoaa | TVF Yel Curve Type H
0L DN : 0000 bhbh 4323 bbbb 8- 3
. R P IR B
B tFW © 0000 zaas © TVF vei Corve Sens H
01 IFE © 0DG0 bbbb 1 aams bbb 81 - +83 i
0F 201k QDGO pasa ! BVF Tle: ¥el Sense
bi 21K . OODO bhbb : zaaa bhbh -6 - +63
0F 22 ¢ 0000 anas | TVF Cuteff Vel Sense
g1 23K : 0060 bhbh ! aaas bhbob -63 - 3
21 24 ¢ 0008 azaa G TVF favel 0.4
Gl 250 i 000G hbbb a3az bbb a- 4
6] IG0 ¢ 00B0 asas | TVF Level i
41 27h 0600 bbbb sz bbb g - 021 i
G1 GBH : DUDD daza TWF level 2 i
#1 2¢H ¢ 000D nbbb | aasn bhbh -t
#) 23 ¢ 000D aaaa 1 TVF Level 3
6F DB 000D wbbb 1 Bada Dhbh D=3
oi CH G060 Apan L TVE Tien
81 b BOCO bhbh it bhilib o T
0} ZER @ GOCO aana ! OIVF Time 2 {
01 2FR ¢ 0000 hbkh a3an bbb
o1 MK ¢ 0000 aaax 1 IVF Time 3
$1 3K - 00OC bbbh | sama bbbb ¢ -1
0% 32K . 0008 ssaz ! IVF Time § i
Ot JUE 0 G0RD bbbb faya bl [ V2 B
o1 348 BO0E assn o EAV TVF Lepth
0f 330 G000 bbb u3aa bbbl 61 - B3
91 36K 000 aaua ENY Pitch Bepth
41 30 G600 bhen Haai book KR Y
1 384 ¢ 008D aama ¢ TVF KF Poim
ot 21

394 0000 bbb anue bbb



[ AEY] J00% aaas - ENV Tiee k¥ i
iy 38N 004 hbbh aaan bbbt R3 - «h3
01 acH 08 asaa uray
D3 3DH : 00B% bbbb ;  adaa bhbh -h3 - 483
01 3ER ¢ 0000 asas ey i
01 3FH ¢ 0000 nbbb alaz bbbb i
o) A0l 0000 aaas | TVA Vel Curve Type |
01 41K i 0OGD bl Lhtih - 3 |
01 4260 i 0000 aaaa | TVA ¥Wel Curve Rolio !
Ol 430§ 0000 bbbh © aama bbhb 63 - 63 |
@1 441 | 0030 asaa | TVA Time Vel Sense !
01 454§ 00DD bhbh | aaaa bbb -68 0 63
...... e e b e e e e e
01 464 | 000D apad | Dukey H
01 47 i 8000 habh aaza bbbl 9 - 127 i
01 48l ¢ GOOD aaea | TVA Level | i
D1 494 i 000D bbbb | aaan bbbb o127
7777777777 e FEN
Gl 4AH i 0OOD 3asa | TVA Level 2 t
&1 4Bl B00% bbbb | aasa bobb 0-
Bl 4CH ! 000D aosa | TVA level 3 H
) 4DH ¢ DDO% mhbd | aasa bbbb 0Tt
U1 4EH i 0009 azaa ! TVA Tiee L [
Gl dFH i 0008 bbb daaa bbbl o127
e sy
Bi 50K i 8008 amaa ! FVA Time 2 |
0) 51K 0006 Bhbo ! aana bbhd [
81 520 1 0000 aana  TVA Time ] !
i 01 336 {0000 bbdb | maaa bbbb [UREE 4 B
e
0] 344 ¢ 0060 aaaz | TVA Time & E
9] 531 i 0000 bbbb aasa bhbb oot
01 364t 0000 aaas ¢ Duey i
01 54 ! 0060 bbth ! aaaa Hbid {
W1 38H | 0000 maae : TYA KF Folnt i
01 50 | ODD bl wank Lt 1 108 |
01 5A4 ! 0000 mmas | YA ENV Time KF !
0] 3R4 | 00DBG bbbk | aaam bbbb |
i 01 3CH | 0000 asaa  Dummy i
| DpaDit i ODGO bbb | aams bbbb |
R et R e RL R |
i 0% 5ER | 0000 agaa | TYA levet KF H
! 01 5FIf | 0000 hbkb Eaae bbbk B3 - B3
D 50K | 0080 apma | LFO Wave Form |
0F GIH i 0000 bbby aaaa bbb 4 : Sin i
i ot |
! | 7 i Sawe !
H ] 30 Saw- |
i ! i L ] [
: ! L 1 i
i £ i Bendr !
i i T ¢ Bend- H
31 GIH ¢ OGO aaza L¥D Rate
) B 0000 Bhhb Aaga bbbl & - 117
0] B4 i D00 azaa : LFO key Swnc :
B1 B34 ;000D nbhh auzd hubb 0 :orf H
1:0m H
B GRH | 0000 masa ¢ LFD Delay
61 678 | 000D bbbl | dsag bbbh [
S,
O} GBE | DODE aaaa LFO lelay KF i
41 68 1 0000 bbbb aada bl g- B3
41 GAH 1 0000 a3zaa - LR Deisme
[ EI 114 i

9000 bhbb

0] 6CH 1 0060 saaa
#1 B ! 000D bbbn

a3aa bbbb U )

LEC IMteh Mod bepth
aadin hbbl &u B3
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01 BEH 0000 3aas ! LFO TVF Mod bupth
H a1 8FN Q000 Kbbb | aaaa bhbb -63 - +83
: OF 701 . 000U agga ! LD TVA Mod Depth :
! a1 7IH - 0000 bbbh | saas bibb [ S
i 01 721l i GOOD azma ¢ Luwsy i
i 01 T3H: GODD bltb  sasa bbb i
01 TER ! GDGD zaas : [umay
¢ Ol 7FK i 0DOD bbib 2333 dtibb !
b e g .t
H Tola} size P00 02 oo :
. e ae s e
D Tabls 5: Sample Parameter
bffset i
address | beseription i
U
06 00d : 0000 aaaz | Sampic Kaew i
66 010 i 0000 bbbb | amas obbb 7 -017
: ! {ASC) 1) ‘
! 00 IEH ¢ D000 gaaz | Sample Ko 36 i
! 00 IFI § 000D bbbb | asas bbbb 7t
‘ : ! (LR '
L T e S Y
00 208 : 0000 gREE | Start Poim !
80 28 ¢ 0000 lhbh |
90 23 ¢ 0000 eece | aaza bhbh coce dddd |
a0 23K - 0DGD FEIT cooe {111, gggg hhhh |
B0 24H : B0O0 cece !
40 Z3R ¢ o0On ddnd TE0DODOCH - FFFFEFFFAI
00 26K | GO0 Amaa ¢
9000 bbbt

o0 27

o0 29K ¢
00 24k ¢
0 281 ¢
00 ICH ¢
00 2DH ¢
0¢ 2EH
oG 2FH ¢

4000 hhkh
4600 eece
&000 TT¢f
8000 ceen
H000 dddd
0000 aaaa
#0600 ubbh

b e

¢ 2o -
08 1iH :
flibd I
LLERKL]

og 34l

08 35H :
o8 16k ¢
00 a7 -

{000 RERE
2000 hhnh
8000 noee
o000 {140
GO0 cooe
G600 dddd
0000 aaaa
0000 bbob

00 34k -
00 39K !
00 JAM ¢
00 6k ¢
0g ath ¢
00 3k
o0 aE

08 3FK

00 Afl
60 ALK ¢
00 42K ¢
00 g3 ¢
80 44k
O 45N
86 4ok !

0400 peRe
1000 hhhh
0000 eeee
0009 111
0000 ceco
0007 dddg
0000 asaa

0000 bbbl <

000l pegg
0000 hthh
000D eece
0008 I
4000 eoee
6009 adda
Q008 A

G0 4TH : 0000 bbb

40 485 ¢ 0000 asaa

0% 480 ¢

A i
L Y]
ot 4kH -

0008 bbbh

B0 aaag
DBt brub

00 280 1 0000 gmge : Sustine Loop Siart Point H

! agaa bbbdh veeo dddd i

ceee (1T ggeg hank !
i i
i 00006004 - FFEFFFFFH |

|
! !

i Sustine Loop End Foint H

i aaga htbh coee Jddad

i (L

Tooeto0Ri

i
TITT. gggr hhhh o

FFFEFFFFR

i Release teop Start Painl

azaa bbb cooe dddd

rogs

00000

1. ghee bbby |

FFEEFFFER

' Release Loop End Point i
oasdE bbb ones dddid

eece [F11. garg Mikh

TO09RY0K - FEFFFEFRI

i Loop ¥Mode
2zan b

Forward
Fud-F

1 fmeshot
: Fadrfe
DAl

o Kev Gie
¢ Rev

W@ - =

an e

Quiry
utda bbbl
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o8
o0

00
g

&0
oo
&
il

=

o0
[
L
&l

& &

&

=

il

=

&
]

&
1]
a4
i ]

address

4CH | 00D0 anaa

o Bustine Loop une

agaa bbbb

s Helease Loop Tune

Fuaa bbbb

Sogment Tug
auas Llibk o

i bexnent Lengih

© @aga bbb

5

480 ¢ 000J bbbb
4EN . 0000 auza
4N 1008 bbb
M Q008 asan
Sil 0400 bbbt
Rl 08408 ccee
ERl| 8608 dddd
Sl SODL ahay
550 9000 bbbh
360 - 0000 cece
3T 0000 dddd
SRH - 0060 aaaa
390 - 6060 azaa
SAH ¢ G000 asaa
5BH . G0D& bhob
SEH G000 aasza
3bH ¢ 0000 hbhh
SEH 0000 anaa
3FH - 0000 bhbbb
Toral size
Block
Op-B0-06-00r-rme=szronss
- Yolume

O-0)-00-G0 ===

DO-BA-08-Of =2 2mszzzi s e

00 -08-0

[T

GO BE-T

Parameter

Performance

Farameler

Fatch

Farameter

0-00+ -

fartial

Paraseter

I TR

Somple

Paraperer

E-TE.

aaaz bbbh ccer ddde

saepting Frequency

daag
dunny
EELES

Troemy

aadn phbh
bumny

3323 bbb

Adress Map -

Sek Biook

i Perforsance

riorkance

Patch 7 |

Paweh 2 2

beee e ot

Paten 2128

Partial =

fartial = 1

Fariial =156
Sumple 7 1

Sampie = 7

Sampic =512

b
1
2
3
4
g

U o-0E

g - 045 !

T 48K 1
DR !
HEEATY H
YN - S
: 30k i

Reference

|
I Jabie |

. g

Table

: Table 3

i Table 4

[ -

-

= Universa! Systam Exclusive Message

o Sample Dump Standard

%ith saeple dump standard, the Tollowing messaxes are used o transler data.
2:Dump Request

This comsand requrres (he shsple specified by e momber 1s Lo be sent, Shen (e
SYS-T72 Ver. L0 peceives this comeand, 1t (irst perforss checksum of Lhe saeaple
number 1o see 1L is within the valid range. 1 legel, 14 sends the required dats to

the voasand sonder. (f itlegal, the 5Y5-772 Ver .0 igneres this compand

The SYS-T12 Ver. 2.0 will not send Lthis sessage.

Byte Deseription
Fi Exclusive Statas
TEH Samplc Dunp Cotasnd
eeh Channe| Himber
k] Comwand 1D (Duap Heg)
55 55 Request Saspie (LSB first]
Fi EGX

channel umber {5 the device 1D of the Syster Exclusive Hessage.

7 Dump Haadar

The 5Y5-772 Ver, 2.0 the Dump header when 1t receives the reguest dump or (U wamts
to start dusp. |L terminales dusping upch receiving a cancel.  The $¥5-712 Ver.I.®
starts dalo transfer ypon recefving an ACK aod will step sending upon recelving a
¥ait unti] i1 receives the next message. !f the SY3-T77 Ver. 2.0 has not received
any messape Iroh the receiving party wlisin 2 seconds afler 1t senl the dusp
header, |t judges Lhe current ceseunicatioh 15 open ieop lone-way communictions)

and starls dala transeisslon again.

¥nen the SYS-T72 Ver. 2.0 receives (his message, L checks whelher the mesery has
Rore spsce 1o pccopeodale (he daly snd whether the start and efd points af sustain
loop are correcl. 1f everylhing is DK to aceeft the dals, it sends ACK and watts
for gata packet. 1T not 0%, seids o cancel message.

Hvie Descriplion

FOK Faxclusive « Slatus

TiH Sample fnep Comsand

el Channel Nusber

O1R Command 0 (bump Head}

55 5% kequest Saepie (LSB [irst}

10K Szaple Farsal (36 Lils)

Trfrrf Sample Period (I/sampling mate abl

EF EB £ Date (word) Lemgth

b kh hb Sustain Leop $tart Point {word puaber}

(IR Sustaln Loep End Point {word fmmbet)

iHi Loop Ty
Gt - Forwards enly (unidirectional}
013 - Hackwards Forwards {bi-directional}
T - oft

F EQK

+ Chamiel hueber is the bevive 1D of the Systed Eaclusive Message



> Data Packet

fata 15 sent inoa form nf 7 Bits, at 3 bytessword {40 words/packet}. felt
Justified, ypper byte Tirst with a “07 placed at Iower Sth 91t of the drd hyle of
o word.

Lpon receiviag the data packel, the SV$-77¢ Ver, 2.0 chocks 1he checksum: when
checksue agress, 10 selds ACK apd #ai(s for the aoxt packet; if not, sends XAK ant
Tequests retraksklssion of the previous packel.

When the SYS- 772 Ver 2 0 recolves Canoel message after sendiRg the data packet. §t
immediztely siops dumping: when receives ACK, 1% sehgs the nexl daty packet; when
recelves Kail, iU will net send until il receives the next message.

HyLe Bescription
FOK Fuclusive « States
TEI Saeple Dump Command
et Channel Sugber
0z Command 1D {Data Packel)

P Packel Kumber
: |
|
| 120 Byte - Data
1
; )
i Cherksur
F Eok

¢ Channel Kumber bs Whe Device (D of the Sysies Exclusive Massage,

TAGK

This handshake Tlag is sent oul when no error was detentcd on reception of ibe last
packe! ang the next data |5 requested to te seni, The Packet Number g the jast
packet recelved correctly

Hyte Description
Fou Exclusive - 5tatus
TEH Sample Dump Copmand
cclt Channel Runder
TFH Commang 1D (ACK)
ppH Fackel Number
ki Eo%
4+ Channed Kumber fs Lhe device 1D of the System Exclusive Message.

ONAK

This hamishake flag is sent out when error was detecied nn receptlon of the last
packet and the same data is requesied to be sent again. The Packet hember is the
last packet failed to be teceived.

fyte Bescriptlon
Fog Exclusive - Stalus
[ Saaple Dump Costand
ecH Channe} Kuaber
THH Loomand 1D (8AL)
pplt Facks? Susbep
Fili E0Y

¢ Channet Supber is the device (R of the Sysiem Exciusive Message.

O Cancel

This s o handshake flag indicaling lhat Lhe curreni dugp ts capcelied.  The Packet
Kumber s the packel number cancelied. The cause of this transsissios may be
averflow at the recelving nemory.

fye Beseription
Fait Eaciosive - Status
Tel Sapple lump Coamanc
ecil Channel Husber
100 Conmant 10 {Cancel)
ol Fache! Kumber
F7H EnL

¢ Channel Bupbwr is ihe device [P of the Sysiem Exclusive Message.
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7 Wit

This is # handsheke [1ag inhibiting packet transmission unlll another message
requring transelssion t$ Issued. The Packet Nueber represents the packel thal was
nol recelved.  This flag Is sent oul when Lthe receiving device requires a tipe 1o
become ready for the next receplion.  An ACK IS hsed to reseme transfer; and Cancel
is used lo concel the current trenseission

The SY5 772 Ver. 2.0 wil] nol send this message.

Byte Bescriplien
Fou Exelusive « Stalys
TEN Sample [uzp Command
cell Channe | Number
i Cosmnand [D {heit)
ppH Packel Number
i EDY

* Channe! Kupber is the device ID of e System Exclusive Message.
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DIGITAL SAMPLER Date Apr. 10 1991
Model SYS-772 Ver2.0 MIDI Iimplementation Chart Varsion : 1.01
. Transmitted Recognized Remarks
Functiorn -+~
Basic Default X 1—-16 OFF x4 * 2
Channel Changed x 1-168, OFF %4
Default X 3
Mode Messages x
Altered % ok ok ok ok ok k%
MNote * 21 - 108 * 3
Number True Voice KKK KR K kX 21 - 108
Note ON X * 1
: v=1-127
Velocity Note OFF x %
After Key's X * ]
Touch Ch's X * 1
Pitch Bend x * 1
T = * 1 Modulation
71X * 1 Volume
g4 | x * 1 Hold 1
0-95| x * * 5
100, 101 | > x RPN LSBE, MSB
6, 38 x Data Entry LSB, NSB
Control %1 RPN = 0
Change Pitch Bend Sensitibity
* 1 RPN =1
Master Tune
Prog X 0-127 %1 %3
Change True # ok %k ok ook ok ok ok ok 0-127
Systern Exclusive O * 1
Song Pos x x
System .
Song Sel x ®
Common
Tune X b
System Clock x x
Aeal Time Commands B x
Local ON7OFF x X %k 2
Aux All Notes OFF X O {123-127
Messages  Active Sense bt 7y
Resel x x
Notes #] Selectable between () and x; resuit can be saved onto disk.

%2 Memorized internally.

#3 Program change rumber for each volume, performance, or patch can be set.
+4 One or more basic channels gan be set.
#5 Can be set and stored onto disk.

Mode 1: OMNI ON, POLY
Mode 3: OMNI OFF, POLY

Mode 2: OMN ON, MONO
Mode 4 : OMNI OFF, MONO

i Yes
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Contents of the Supplied Disks

@ Numbers shown inthe [ ] are the size of the sampling data (seconds) (during 44.1 KHz
sampling).

®Sound disks 2 and 3 are loaded in order, first the number 2 disk and then the number 3
disk. The contents of the disks cannot be read correctly if they are not loaded in the correct
sequence.

Sound Disk 1

Volume ‘ Performance 5 Patch
|
| LO7 : 750 Kick [.3]
| L07 : Hard Sn1 St o |0.8)
107 : Dry Stick 1. 01
107 - Room Hals 11.6]
LO7 : Drums & Perc 14,4 LO7 : Dsums & Perc {14.4] e e e
m 11441 107 - Attack Toms 2 3.3]
107 :Loop Cymbals 13.11
| LO7 : Misc. Perc 1431
107 : Danze Clapz 10.8
Sound Disk 2, 3
Vatume Performance Patch
L03 : Ac. Guitar 2 200/ L03 : Ac. Guitar 2 120.01 L03 : 6-Steing 2 120.01
Tutorial Disk
Volume ; Performance Patch
JTUz:TwPiano o l4sl |
L TU2:VutHarp o DSL
: ¢ TUZ : Tut Bass 10.21
. : K TUZ :T t 1 I 13_0} %,,77, SR S S A O —
TU2: Tutorial 113.0 vna ! TTUZ : Tut Su Pad 2.41
. TU2 : Twt Voices R LE.
i TUZ : Tut Drums [2.8
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Menu Structure

Mode

Performance w—

Function

e Play

= Monitor

- Ed it Performance

Page Com
Pagel Disk
Pagel Copy
Pagel Delete
Paged HResample?
Part Map - i Bdit Patch
Common Disk
Pagel i Copy
Page i Dalats
Pagel i Initialize
Pagead L Sat Voiuma ID

; Edit Patch

Filter Pagel ———{-wmwmm

Piltar Pagel

Patch MIDI Map

Performance MIDI Map
MIDI Monitor
Module Monlitor

|

Walt Trigger_
Clear Display

1‘? Common 2;;;
— Edit Patch _E split Neleta
Paztial Initialize
Ren. Partiale
Partial Map
:... e e s R e VSR A e e e R BRC el By S Gl eer A ewr e dws pbeoop Edit Pﬂ.rtial
H g -~ Sampling
? Common ; Disk
4 I: SMT o] i Copy
—Edit Partial TVF z Dajete
Tl TVA Template
Sound LFO PR i 4 Edit Samplel
s Edit SampleaZ
[P . Sampling
Sampling - 4
Loopl —&- Eé;;
b Edit Samplel Truncate —— Delete
Smoothing ~— get Sterec
Normalize — fet Mono
f Parameter Disk
§ ~ Loop2 Graphicl j Copy
, Graphic2 Delate
: Parameter Sekt Sterec
; |- PBatchwork —E Graphicl ﬂ‘ Set Mono
: Graphlic2
y | Digital Pilter
e EAL L SAMple? - Comp/Expand
Loy SBtretch Parameter
me retc {Graphic—}“
I+ Rata Converter S
L Wave Draw
Common | Disk
TVF i Delete
L~ Resampling TVA [t
Execute —
PRM Pagel
o t
Bywstem PRM PRM Page2
; e Laad- e e e e e e o
k- Save
= Diak Toole Capy
Pelete
System Uriliey e
= gCgT Config | Drive Select |
Config

— Option

[ MIDT cmmmmmpmme”

Sample Dump

Convert Load

e




Index of the Index Sereen
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Filuwer o inoL.
Patch Common il

AmpoinoL. Patch Contruller a7
Piay Pagel 208 Partial TVF ik
Play Page2 208 Partial LFO Hi)
Play Pagal 208 Sample D.Filter 157
Play Paged 208
::Egg guntr:ner :ild) Sound SR in -
Partial Common ag Patch Controller @3
Partial TVA 1h@ Amp / Partial LFO 123
partial LFO 123 o -
* Liput s ..
Koy Range in Fllter flay Pagel 208
Parformance Pagel :i::’r ;;g:g Zgg
Perfomance Pagel <
Performance Page3 Key Range / Flay que'l ‘Gﬁ
Performance Paged :at‘é? lo’émn T4
Patch split LEFO artial Common ks
Loop in .. Part oo,
Sample Loopl Loop Play Pagel
Sele Loowt Play Pages
FanmnE o Output / Play Paged
Play Pagel o8 P 5 :::‘t:o!::\l;nce Pagel
Pl 20H nn
m:; ::g:§ Som a ing Performance Page2
Play Paged Sha Performance Pagel
Patch Commen Te Part Performance Paged
Partial Common 105
Partial SMT AL : Palch inoL
Partlal Par; Map die
vartial in === Patch G 1 I
Partial Map 10 Patch — -
Partial Cammaon Y Forform oo
Play Pagel 2
— Performance Performence Common 2.0
PlLenon . Performance MIDI 277
Patch Common i ¥
Patch Controller 50 Pitch (Tune) PR
Partial Common ind Sanpio noL.
Partial TVF 2 . Leopl i
Partial LFO 3 R&S&Iﬂpllng Loopz ;64U
Serple Loopl 5 | Truncate
Brp P ‘ e
Sample Loop2 [ 1 _____/ Sroothing o
Sample Rate Convert ample Normalize e
Patchwork -
Syatem PRM 1 D.Filter ‘B
Sa-ul 1 11 132 cémplﬂmand BS
gcsgfﬂpﬂ-’-g el P g 7 Time Stretch san
erformance RHesampling JeSEE L Rate Convert T
Remampl ing 198 Spl 1t 79 Wave Draw L84
3 Vaiorin T
veloc:l-ty P‘elrto:]m;nce MIDI

Patch Common
Partial Coempron
Partia: SMT
Partial TVF
Partial TVA
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®iDT ¢k in ..
Play Pagel

Flay Pagel

Play Page3

Play Pagesd
Performance Pagel
Parformance Page
Parformance Pagel
Performance Paged

08
208
208
208
ARy
2140
210
2140

M

EDI After in ., B
s = £ 233
After Touch — Patch Controller 7
Bender Eii?f;;méﬁce”mx 223
Patch Controller 29
Exclusive 249
MIDI Ch —
dlation in .. .-
: _.____._-——-—"—_-'— performance MIDI G4
Modulatlon Patech Controller R
Program Change ~————_ [F crawc = -
Parformance MIDI Map s
Pateh MIDT Map ; .'B
Patch Common a1
Volume PGH &l
System

Convert Load 2e

Current Drive iak oL
Load :?

Disk Copy 6
Dalate “5’

LCD - DLiiiky i

Mouse 235

Sampling Rate
Save System
SCSI cConfig
Sound Play

LR




Index

Appendix » 293

* Bold name refers to an item on the screen display.
* Bold number refers to a primary reference, if a topic

has more than one.
® SMALL CAPS refers to a labelled control or connector

ACIN L e 1. 29
Adding Samples ..., 199-200
ADSR e see TVA and TVF
Aftertouch ... .90, 92, 222.223, 252
Algorithm .. 199, 203
Al o e 64
AB e 148, 156
ALOOP oo e 160
Analog Feel (Patch) ... 78
Analog Outs Mode ..., 31,236
Area (Conven Loadh.....oocoi i, 246
Area Erase ... 182
Arrows, Channel indicator ......oooooviieicivine, 209
AFFOWS, HaNCINg oo 58
ASCIF Keyboard ..., 15,69, 134
ASSIEN TYPE o 86-89
AT see Aftertouch
Attack (Compressor/Expander) ....ovveeevineiinnn, 189
AULID 1ot e 2,3t
Aceto (Time Sretch) oo, 192
Auto (Trigger) ..o 137
AUOO0P .o 160
Backup ... 140, 143
Band Pass Filter oo see BPF
Bend ... 223
Bend-Down ..o 92
BeRd-UP ...oooovvoovoioeeeeeeeeseeeeerer e 10, 92
Blank .o, 48
BOOUINE UP oo 3
BPF (Digital FIHEn .. oooooivooce oo 187
BPF (Partial TVE} v 112
CO player ..o 234
CO-ROM L 254
CD-ROM players .o 67
Chain {SCSH oo 258
Channel Pressure ..., see Aflertouch
CRUNK o, 191
Circular BUfer .o, 138
Cleaning ..o v 267
Clear Display........ccocoovvoerviiniicviceeea 252
Clear Internal Memory ..o, 58, 222
Closed Loop Sample DUMPS oo, 261
Coarse Tuning ...... O SI 77, 106
Com menu..ocveeenieinrn, see Command menu
Combine ..o e 186

Combining Controllers................ccooceioivenn, 94

on the front panel, rear panel, or RC-100

COMMAND (BULON oo 28
Commant {Com) MenU oo vvnins 42, 56
Common (Partial) ..o 11, 100
Common (Patch) i, 9,73, 213, 218
Common (Performancet ..o ioveeneeen ., 210, 226
Common (Resampling) ..., 199
Compressor/Expander ... vivnren e, 188
COMPULET v 260
Cannecting non-storage SCSIdevices ... 260
Consistent Valume 108 ..o 228
CONTRAST L.t 2h
Control Channel .__...............cccocoue 219, 249, 261
Control Destinations ... 92
Control Mode ............................ 221, 230, 249-250
Controller (5-750) ..o 235
Controller Matrix .............o.oooviiee e 91
Controllers ..., see MIDI Controllers
Convert Al Execute ..o 246
Convert Load ....................... 245-247
Converting mono sampes to SIeren ..., 143
Converting stereo samples 10 Mono ..., 145
Copy (Diskd oo, 38,62, 239
Copy (Partial) ..o 128
Copy (Patch) e 96
Copy (Perfarmance) ..ooieveceeieece s, 217
Copy {Samplel ..., 144
C8ens (TVA) e 119
Clens (TVFY e 115
T i e e 102, 199
Ul e e e, a9
CtrESel oo 92
Gl Sens ..o 90
CTune ..., sce Coarse Tuning
Current Drive...........c.coovivinie. 57, 236-237
Current Drive Free ..........cococoooi v, 61
CUrsor BURONS oo 27
Cut & Splice ... 181
Cutoff Freq (Digital Filter) ..o 187
Cutoff Freq (TVF) oo, 112
Cuttoff Offset (Patch} ... 77
Pata .., 2517
D.C(Digital Filtert oo e 187
Declrement) ..o, 35
Delay (Partial LFO) .o, 124
Delete (Disk) .oovve e, 62, 63, 240
Delete (Partiall o 128
Delete (Patehd ... 97



294 » Appendix

Delete (Performance) ..., TETRUTTR 217
Delete (Sample) ... 144
Delete (Volume) ..o 231
Depth oo 2am
Destinn DEIVE ... iriiinis e cmmaeeeeee e
Destructive ediling ................

Detune (Partial LFO)

Digital Filter...

DIGITAL RGB (jack) .o 2,
Disk (fun(uon) ..................................................... 96
Disk space ..o .61
Disk Tools ...... 236
Disk LYPES vevreeomeeec i 65
Dhish Uity oo 241
DISKS oo ee et b et a et 56

Drum mappinb .................................................... 81
Dynamur voice aliocatlon......_....................{......253
Edit Mode ..ooiiiiinie e e 144, 146
Edit SEEP oo s 151
Emphasis (resamphing) e 202
+Emphasis (Digital Filter) ..o 188
End {Loop point} ... 152
End (SWILCH) o oo 141
|3 1 1= ST PPN 43
Envelope (TVA) 120
gnvelope (TVF) o 114,117
Envelope templates....i 121, 244
Exc

Exit

EXIT

EXT CTRL

F{display mode) ... 161
o e

F-buttons

Fade (Time Stretch) .o 191
Fade M. 110
Fade Lo 109
FAde LMoo e e 174
Fan Controd ..o 233
Fast Delete Mode ..................... .63, 240, 247
FD FOrmat .o en e e e ecmianns 2842
Fil oo e see MIDI Filter
Fite 1ength oo 56
FHE LISl et e L A8
Filter envelope e .see TVF
Filter Mode (Daurtal Filler) e 187
Filter Mode ¢ anml TVF) et r i 112
Fine ........... e e e aen 152

Fine Tuning (Partiall ..o 136

Fine Tuning {Patch) ... SRS 78
Floppy disk drive .
Floppy disks oo
Footswitch............o

FOrmatiing .......oooooiiainnnn s ;
Forward (LOOP) oo
Free, fast delele ..o

Freq

FTURE e see Fine Tuning
Funclion through another function ...
FUNCHIONRS oo
Fwd+Omne {Loomn) ...
Fwd4R (LOOP) oo e
G-Edit .o 201
GOlE oo s 175
Global ... 1
GRAPHIC i e 28
Graphic window o 155
HD/MO File Sort ... ..o
HO/MO Format ..o :
HD/MO Park Heads ...

HD/MO Rename ............

HD/MO Restart..............

HD/MO Volume Pg#

HEAD AMP . 26
High Pass Filler ..o see HPF
HOld .o e 223
HPF (Digital Filter] ..o 187
HPF (TVF e 112
10 NMumbiers iISCSI e
TRCIIRMIENT) Lot e s
Index ..o

INDIVIDUAL cutpuls e

O

Initial VoEume ................................................... 233
lmlmhzm;, meorrnnmo .......................... L217
IFAlOr s T U RSO TRVRTPUTPON 7‘36
INPUT {jacks) 2,26
Input {parameter) oo 204
TIPS ot S0
ESErt o 182

internal Free ...

JUMP o

hump pages o SOOI 46-47, 204
Key Follow ... 103105
Key Follow (Partial LFO) . 124
Key Follow tPartial TVA)........ e, 119320
Key Follow (Partial TVEY ... e 113, 116



Key Follow (Volume) oo 119-120
Key Pressure ..o see Polyphonic Aftertouch
KeyRange ..., 81
Key Sync .o 124
Keyboard Fades ..., 21
Keyboard GraphiC o 82-83
KeyOn Mode ... 150
KF o see Key Follow
KF Point (Partial TVA) oo 119
KF Point (Partial TVF) ..o 116

Level (Comp/Expand)
Level (Digital Filter) ..o,
Level (envelope) ...

Level (trigger) ..o,
LFO -
LFO assignments. ... 125
LFO Pitch Depth
EFO Rate Ctrl ..o

Loading o ieesvcnccineen, e e eas f, 56-58
Loading Volumes
Loop editing
Loop Field ...,

LOOp Eraphic
Loop Matching ..o
Loop mode
Loop point parameters ... 152
LOOP LUNINE i e 152
Loop-Smoothing Length ... 168
LOOPING i e 13,17, 146
Looping in stereo ...
LOOping tips .o 155, 166
Low Pass Filter ..., see LPF

LW
L—PEAK—R

Magneto-Optical (MO} drive ... 67, 255
Magnification ...............
Manual {trigger ...
MARK ... e 28, 46-47
Master Freq ... 234
Master Tune ... 233
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MAX i e 24
MEMOTY Capatily .o e, 51
Memary, adding

MENUS 42
MIDI (Function)

MIDI Gacks) o,

MIDE (Trigger] ..o
MIDI Channels

MIDI Config .....................

MIDI Controllers

MIDI Filter ..., 222
MIDEIN e 29, 30
MIDI MESSAGE .......oovvviiiiiniii s 28
MID! Menitor e 225, 251
MIDIENote Namber e 82
MIDIQUT L cienes st ee e e 29, 30
MIDI Program Change .....see Program Change
MIDI RESPORSE ..o e 112
MIDI Sample Dump Standard .................... 251, 261
MIDETHRU ..., 29, 30
MIDIVelogity e 90, 225
MIDEVOlUME e, 208
Mixed Volume D5 ..., 228
Mixing samples

Mod e

Mode (sampled 135
Mode Change ... e,

Mode Menru ...
Modulation wheel ..........
Module
Monitor
MONO L. e
Mono sampling ...,

MONOCHROME (jack)
MONGCATOME ..o ;
MOUSE e,

Mouse, Mickey
Multiplying Samples ... 199-200
Multisampling ... ceeeennee 73-80
MURIMBIal . e 206
MUNCAKIMIZATION i ve i ersrerrerereereeen 79

N (display mode) 163
N o
Naming disks ..o
Naming files oo,

Narning sampies ............
Naming volumes ............
Negative values ...........
New length.........i
NexXt e

Non-destructive editing
NON-WeStEern MUsiC v
Normalize (Com/Expand) oo 190
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Normahze ...
NOrmalZING ...
Now working ..

SNR

Numeric keypad ... 34
Ot Shift ..o 77
Omni MOode ..o 95, 209
ORE-WAY .o 118
OneShot ..o 148
Open Loop Sample Dumps......oei 262
OPtON .o .
Orig Length i
Original key ... 1 ,
Qutput Assign (Partiali ...

Cutput Assign (Patch) ...
Outputs o,

Overwrite switch ... e

P e e 74
PACKINg ..o 268
PABES oo e 42
PAN ., 208
Panning (Partial) ... 15
Panning (Patch) e 75
Paramelers ...ooivieiviriees e e e 43
Park heads

Part .. 95
Part Map ..o 216
Part numbers o 215
Partial Level ... 105
Partial Map......c.ooo 130
Partials ... 10, 52, 99131
Patch Level ... 75
PatchMap ... 98, 218
Patch Priority ... 70
Patch Split ... 9,211
Patch to Patch (Convert Load) ................ 245.247
Patches oo i 8,53, 72-98
Patchwork ... 176,181
PEAK i 26
Pedal (triggering) ..o

PERFORM (button)

Perform Only ...

Perform/Volume ... 221
Parformance ediling ..o oo 210
Performance Map ... 219
Performance MOde .o 41
Performance Resampling 143,304
PerfOnmMances ..o e .54, 200-217
Phase Lok e see P.L
PHONES (jackl..oooiieicicvireceienn 2, 20
Phrase Samphing e oo 14
Pitch change with constant length ... 192-197

Pitch Ctrl e 92

Pitch Depth ... 116
Pitch Mod Depth ... 12,124
Pitchbend ..o 92
P.L (Phase LOCK} ..o 2 2
PIaY oo e e e 2
Playing Partials from MIDI -
Please RENAME ........cooociiiiiiininiinis e
Point (MO} v e
POlY oo
Polyphonic Aftertouch ... 90, 92, 223
Positional crossiades ... see Keyboard Fades
POWER (SWHCAT oo 1,28
POWET (.ot 30
Pre-emphasis o 188
Pre-trig

Previious) e 138
Priority (SCSH e 257
Priority (Voices) .

Prog (MIDI Filter i 223
Program change........ccooonn 213, 218, 223, 230
Program Number ... 74
Punctuation

R

Rackmuounting

Range extension ... 195
Rate ... e 123
Ratio (Comp/Expand) .o 189
Ratio (Time Stretch) o, 191
RE-T00 Lo 3,33, 40, 235
Ready ... 137,138
Real Time MSG .. vt enteeseenne 252
REC LEVEL ..o e ae v 25
RECOMING oovieie i e 134
ReCOVEr ..ot 169,175
Release (Comp/Expand) ... 189
Release LOOP i s 153
REMAINING ..o e 136
Rermole control s 33
R-End 150
Renaming Partials ..., 89, 98
Resampling .................. 198

Resampling algorithims.
Resampling tips ...........
Resampling TVA ... 2
Resampling TVF........coooooiinii e 201
RESET ...oooiiiiiiiins

Resolulion e
Resonance (Digital Filter)
Resonance (TVF) e,
Restricted Q0SS e 126
Retry .o
Retuning ..o
Rev (Loop) o

Rev One (Loop




ReVersing ..o, 176
RGB (JACK] .o 32
Ring madulator ..o 199
R-Loop........ OO See Release Loop
R-Loop (KeyOn Mode) ... oo, 150
R-Loop (Loop point) ..o 153
R-Loop smoothing tength................coccoooee., 168
RL<T<RE

RId.....oii e
5-50/5-330/5-330 i, 245-247
5-750 organization v 450
S-BUUONS .o 26
Sample Dumps ....see MIDI Sample Dump Standard
Sample ediling ........coooveviiiee 19, 146
Sample Mix Table (SMT} .. 106
Sample rate conversion —
Sample shifling ..o 40
Samples oo, 13, 51
Sampling oo, 132-171
Sampling Execute .............o.ooooiiiiin e 14¢}
Sampling Over ... 142
Sampling rate ..., 60
SAmpling Be e 60
Save e, 139
Save System {Save SYS) ... 5. 38, 244, 264
SaVINg .o v 21, 61
Saving Performances ..o, 214
SAVIng Valumes ... v 230
SCAES oo, 103-105
Schwarzenegger, Armold ..o 260
Scrubbing e 20, 1614163, 179
SCSI L, e 22,29, 247, 254
SCSIChatns i, 30, 258
SCSEConfig e, 247
SCS connections ..., 35-36, 254
SCSI Device Scaninig . ..ooecevinnviieiiinnn, 253
SCSEdisks oo ...B7
SCS# (fed lights) Lo a7
SCSTID e e, 16, 256
STSIPHOIUY oo 257
SCS Terminators oo ovenen,. 36, 256, 259
Search ...
Select [Con .o

Select Window

Select/MIDV in................... e, 93, 215
SENS 26
Seguencer ., .
SEIVICE e

Set .

Set Mono

Set SIereo o
Set Volume 1D ... 227

Setting MIDI channels ... 208
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Setling QUIPULS o 208
SEFRL e 5
Shared files ...coocoiiriioe e 5255

Signal-lo-noise ratio
SIMMS Lo

Single e,

SEOLS 1ottt 134
Slots, number of 5
Slow display

Smoothing ...

SmpIng ..o,

SMT e, see Sample Mix Table
SMT Ctrl Sel e 90-91
SMT CtrlSens ..o 90-M
SMT Velocity Cteb oo,
Sort o

SOUND (bUtOR) i,
Sound IMONUY L
Sound (Modo) ...

Sound effects ......

Sound Mode .......

Sound Play ..o ’i}
SOUND PLAY (hutton).....oo e, 28
Source {DUMP) o, 251
Source {(Resamplingd ... .. 198-199
SPHE e 79, 82
Splits (Perlormancel ... 21t
At e 138
Start (KeyOn Model ..., 150
Start {Loop PO e,
Startup Disk .o

Startup Drive, changing
Status

STEREQ OUT (jacks) oo, 2 29
STEREO OUIPUES oo it 31
Stereo Mix Level (Partial) .............

Stereo Mix Level (Palch) ..............

Stereo samples ...

Stereo sampling o 135
Stereo synhesis ..., 107
Stottering effect o e 86
Subsidiary files ... 52,53
SUIXES oo,

SUstain LOOP (e, 150
Sustain pedal e, 223
SWILCRES oo, 44
SyQuest drives oo h7, 254, 257
SYSTEM (ButtON) v 27,4
System (Menud oo 232
System (mode) ... 41
System Exclusive ., e 252

System installation ... 4
System PRM ..............
Syslem soflware ..o
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TArBet .o 57
Templates ..o 121, 244
TIMIAL e e 260
TermMIiNator ..o

Threshold (Comp/Expand)
Threshald triggering) ...
Time (envelope) ...,
Time (Sampling)
Time Stretch..................

Time Vel Sens ..o
Timed Loops oo s 154
Title

Transpose Lmit ..
Trigger (MID e
Trigger (Monitor) ... .
Trigger (Sampling) .o
Troubleshooting ...
Truncate
Truncating looped samples
Truncating sterec samples

TUNINE e

Tuning (Loop)

TVA (Time Variant Amplifier) ... 12,119
TVACHE 93
TVADepth oo 93
TVA Mod Depth 2,125
TVF (Time Variant Fitter) 11,112
TVECH e 2
TVF Depth

TVF Mod Depth ... 12,125
Type (Splith o 86-89
Type {rigRer . 137
Underline cursor ..o, 69
U v s sce Recover
Unit Number

UP e,

Upgrades

utl...........

u.w

VALUE

VR 1ottt e b essib s e 32
Vel (IMEDY Filter) e 225

TOH-110

Vel Sens {Partial TV ...
vel Curve (Partial TVA}
Vel Curve (Partial TVF)
Vel-Sens Offset ..o ieiceeic i et
Velocity Fading ...

Velocity Response ..., 115, 119, 225
Velocily Switching ... 107
VIBFA10 v

Video display e
Video output.....
Voice Limit ...,
Vol (MIPF Filler)
VOLUME tknab)
Volume envelope
volume 1D . 55, 58, 70, 237, 229, 237

Volume, MIDI sec MIDH Volume
WOIUMIES oot tis it e a e eemene 55, 226-231
W30 e e 247
Wait Trigger ..., remierrenenennienn 232
Wave Draw ... 196
Wave FOrM.......oooi e 123
Wave Length ... 194
Wave Memory ..o,

Wave Memory Check...................

Wave Memory Full .
Waveform display .o
wild Controller..............

Windows e

WIS PrOTECHON Lot 65

....164







Information

®When you need repair service, call your igcal Roland Service Station or the authorized Roland distributor in your

country as shown below.

t). 8. A

Rolimd Corp US

7200 Dominion Circle

Los Angeles, CAL 90040 - 3047
LS A

213085 - 5141

CANADA

Redund Canada Music Ll
{Head Olfee)

5180 Parkwood

Ruchmand B VOV 2hg
CANADA

T (004270 - b6 26

Rirkisnd L anuda Music Lid
G025 Transcanadienne
Serve Fd N

8¢ Lawrent, Quebec HAS 1V3
CANADA

T (5111335 - 2009

Rutand Canada Music L

340 Watline Avenuy,
Massissauge, Ontano L4Z 182
CANADA

T Hi0)590 - p4E8

AUSTRALIA

Ruiand Corporatisn
tANsral Py Lid

tHemd Oifice)

28 Camphboel! Avenue

Cree Why West, NSW 2009
ALSTRALLA

T IO R2 - 8260

Rotand Curporation
LAuswabia Py Lid
iMetbouene Otlice;

A0 Garden Street

Somth Yarra, Victoria 3141
AUSTRALIA

T 032491 - 1254

NEW ZEALAND
Rofand Corporanons (NZltd
97 M Eden Road, Mr, Eden,
Auckland 3

NEW ZEALAND
208398 - 713

UNITED KINGDOM
Ruobandt{ K jLad

Rye Cluse

Ancells Business Park
Fleet

Humgednre UL SLIY
UINITED RINGEOM
TWO252 - HInlAl

GERMANY

Ruland Elekiromsche
Musikinstrumente
Handelsgesellschaft mbH
Ostarusse 96,

2000 Nordurstedt
GERMANY

2 G40/52 60 090

BELGIUM.  HOLLAND .-

LUXEMBOURG
Holund Beneluy NV
Huutstraac

B - 2431 Qevel - Westerla
BELGIM

2340032115 - 57581

DENMARK

Rolanmd Scanduun s
Langebrogade &

Hox 1937

Dk - 1023 Copenhagen K
DENMARK
39530 11

SWEDEN

Rulund Scandinayis as
CranvikCenter 28 A, 2 u
5 - 131 30 Nacka,
SWEDEN

T8 - 7DI00 20

NORWAY

Roland Scandinavia
Avil. Norge
Liflesherveren 2
Pastboks 05 Lilleaker
N 0216 Osio 2
NORWAY
BO2-7I00 7

FINLAND
Fazer Musik g
Lansituuicatie
POB 169

SF - 02161 Espoo
FINLAND

B- 4350 ¢

{TALY

Rotand falv 5 p. A
Ve delle Tadusire &
20020 ARESE MILANO
ITALY

D02 93581318

SPAIN

Ruotand Electromes
de Bspafia, S A
Haolivia 239

RO Parcelon.
SPAIN

O3 - 308 - U

SWITZERLAND
Musitronie AG
Gerberstrusse 5, CH - 4410
Liestal

SWITZERLAND
L06t/92L i61s

Rofand Sk (Switzerkand) AG
Hauptstrasse 21/Pastfach

CH - 4436 Tenniken
SWITZERLAND

061798 60 55

Fepuir Service by Musitrome AG

FRANCE

Musikengro

102 Avenue Jean - faures
49007 Lyuty Cedex 07
FRANCE

T(7H858 - 5400

AMusikengro

{Pars Office)

Centre Region Patisienne
1 rae Charles - Fourier,
94400 Viav s/Seine
FRANCE

8 (14680 3o 62

AUSTRIA

L Dematte &C0

New - Rum Siemens - Strasse 4
A - 602 Innshruck Box 581
AUSTRIA

@ (0s12)a3 451

GREECE

Vo Dmmtinadis & Co. Ll
2 Phidiou Sir . GR 106 78
Atbens

GREECE

o1 - 3620130

PORTUGAL

Cusu Caius Instrumentos
Musicais Lo

Rua de Santa Cataring 131
Por

PORTLGAL

T02-38 44 56

HUNGARY
Intermusiva Lud
Wirehouse Ares 'DEPQ”
Budapest. PO, Box 3,
2043 Torakhalin
HUNGARY

T8 (111808905

ISRAEL

O EA International Lid
25 Paskee 51

Tel Asnn

ISRAEL

03 - 283015

BRAZIL

FORESIGHT Corpuration
R Ajvarengas 391

CEP - 03509 Saa Paula
BRAZIL

EAX (C113210 - 028

HONG KONG

Ton Lee Musw Co, Lid
Service Dinvision

22237 Pun Shan Steet,
Tauen Wan

New Terriories,

HORNG hONG

o R EIRREES |

SINGAPORE

Swee Lee Cotpany

Bras Burah Conighey #03 - 13

Singapre 0173
SINGAFORE
3307886

THAILAND
Theera Music Co., Lad

330 Verng Nakorn Kasein, St 7

Bunghok 16100,
PHAILAND
I3 22488201

MALAYSIA
Svaribat Bewlin
N 142, Jaien Buki Bimang
55100 Kuala Lumyur
MALAYSIA

B 2421258

INDONESIA

PT Gidestra lnn
Iompleks Perkanturan
Oute: Meri Bloh €750
JE Gk mando Moo 1= 9
Jakaorta 10130
INDONESTA

4021 354004 3340600

TURKEY

Barkat Sanayvlve Ticiret

Siraselviler Cad 8670 Tubwm

Istanbul
TURKEY
499321

CYPRUS

Radex Sound Equgpment Ll

17 Panitedt lagelan Si
PO Box 2e Nicasia
CYPRUS

T A53420, Joil 23

As of FEB 14. 1991



For Germany ——

Bescheinigung des Herstellers/Importeurs
Hiermit wird bescheinigt, dall derdie das i Ubereinstimmung mit den Bestimmungen der

1Geral. Typ Bezeichnung 1Amishiattverfugung

funk-entstort ist.

Der Beutschen Bundespost wurde das Inverkehrbringen dieses Gerdtes angezeiqt und die Berechtigung zur Uberprifung
der Serie auf Einhaliung der Bestimmungen eingeraumt

Roland Corporation Osaka/Japan

Name des He!slellers Imponeurs J

For the USA——
RADIO AND TELEVISION INTERFERENCE

WARNING —  This equipment has been verfied 12 comply wath the lmits for 3 Crass 8 Tampukeg device purseart to Suopan ) ol Pas 05 of FEC rades Operation wih
nixn-Certihad or non-venfed aqupment i ikely 10 resuit o rathe ang Ty reception

The equipment described 0 {hre manual generales and uses radc requen
i may cause mterference wilh ramo and telewsion recephon Trs equpment ha
with Ihe specibitabons s Subparl J of Pan 15 of FOC Rules These ruies are Jeng > Jrs
Howeve! . thera i no guarastes 1nat the nferdeence will not ool ¢ a PAMCyiAnirerallanas
£an be setermines by lurming the equipenen! on ang oft the wusar s &resura I thy I £OrECT the intal
® Dx5CONNeCt ather dewiCes ang INeir inpul QUIpUT C3bies one A 3 1me I e nterlerance st
These devices usually raquire Aoiand gesigrared smelded § 0 caples Foe Ralang qeu
gevces. coriac! the manufacturer or dealer lar assstance

i your equiprent does Cause inlerersnce 1o ramic of telovisinr TECELNCN w0 TAC IRy L S2tec the mbonenense b, uRinG one otomore of he iy
Furn the TV or rage antenra unii the imensrence sty
Maove the equiprient i one e ar e Sther of the TV or raoo
Move the eqUIDMENt farther away fam the
Piug the equipment iNto an pulle! that 1s oe a afersnl St thar e Th
troles by aiferent circun breakers of tusas

nsizlled and used propedy that s o TOUIANCE wath aul INEfuCigns
ampukng gevice In acootdance
sedennal wstallanon

15150 receplicn which

O name

cable ko yuur 2eater Faionon Aclarg

WG Measures
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radh television lachmciar for adoecral

Trus ookl ¢ avaiatls from the 1S

J

For Canada ———

CLASS B NOTICE ’

This digitat apparatus does not exceed the Class B imits lor radio noise emissions =21 put in the Radio tnterference

Regulations of the Canadian Department of Communications

CLASSE B AVIS

Cet appareil numengue ne depasse pas les liites de |z ciasse B au nveay des emissions de bruds radioelectrigues lixes
dans ie Reglement des signauy parasites par le minstere canarken des Communications
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