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OWNER'S MANUAL




Congratulations and thank you for purchasing the Korg Music Work Station MIR. Please read this manual
carefully to obtain optimum performance and help assure long term reliability.

PRECAUTIONS
e ——————————————— e

ENVIRONMENT

Avoid using this unit in environments where it will be exposed to the following conditions:

* Direct sunlight
* High temperature or humidity
* Dust or sand

* Excessive vibration

POWER SUPPLY

Use this unit only with the rated AC voltage. If you intend to use this unit in areas where the voltage is different
from the rated AC voltage, consult your KORG dealer about a suitable voltage transformer unit.

INTERFERENCE WITH OTHER APPLIANCES

This unit uses microprocessor circuitry that may cause interference with nearby radio or TV receivers. If
problems occur, use at a greater distance from the radio or TV.

HANDLE GENTLY

Although this unit is designed and constructed to KORG’s high standards, the use of excessive force may cause
damage to its keys and knobs.

CLEANING

Use only a soft, dry cloth to clean the exterior of this unit. Never use benzene, volatile cleaners or solvents,
polish or cleaning compounds.

WARRANTY PROCEDURE

The product warranty ensures that all repairs conducted within one year from the day of purchase are free of
charge, but if the necessary steps were not taken in filling out the warranty card at the time of purchase, portions
or all of the warranty may be invalid. Make certain to fill out the warranty card completely at the store where
the instrument was purchased and keep the card in a safe place.

OWNER’S MANUAL

The MIR is a sophisticated digital music device with many functions. Therefore, we suggest that you keep this
manual handy at all times, for reference.
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FRONT/REAR PANELS

FRONT PANEL

(See the KEYS AND CONTROLS section, p.9 for explanations on each key and control.)
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(1) PROG/SEQ DATA slot
Only cards that are stored or will be stored with Program (sound
color) and sequencer data should be inserted here. Kemember that
the PCM (Multisound) data card should be inserted in the PCM
data slot on the front panel.

(2) PCM DATA slot
Only cards that are stored with PCM (Multisound) data should be
inserted here. Do not insert the Program/sequence data cards here.

(3) MASTER VOLUME
(4) PHONES jack

For connection of a stereo headphone set. The outputs of
OUTPUT 1/L and 2/R can be monitored.

(5) Display

REAR PANEL

(6) MIDI indicator
This lights up when MIDI signals are being received.

(7) CONTRAST dial
This controls the brightness of the display on the front panel.
Turning the dial clockwise darkens the characters on the display
and turning it counterclockwise lightens them.

(8) Cursor keys (A-H)

(9) PAGE +/ - keys

(10) UP (A)/DOWN (W) keys
(11) VALUE Dial

(12) INT key/CARD key

© @ ©®

(13) Mode Select keys
COMBI = COMBINATION Mode
EDIT COMBI = EDIT COMBINATION Mode
PROG = PROGRAM Mode
EDIT PROG = EDIT PROGRAM Mode
SEQ = SEQUENCER Mode
GLOBAL = GLOBAL Mode

(14) START/STOP keys
(15) RECkey
(16) Numeric keypad (0-9)

®

~ ACV

SERIAL NO. L MIDI

AC 100 V 50/60 Hz 13 W ]

<
WO GUARANTEE IS APPLIED WHEN USED OUTSIOE JAPAN

MODEL  MIR THRU ouT IN

1 I 1
2R mn

00 OO0 OO

ASS. PEDAL/SW t——— OUTPUT ——

(1) MIDI THRU jack
(2) MIDI OUT jack
(3) MIDI IN jack

(4) ASS. PEDAL/SW jacks (1,2)
For connection of pedal and footswitches. Assigning parameters
i? be gontll;oéleld by the switches is done in the &OEXL Mode,
unction F 2-1.

(5) OUTPUT jacks (1/L, 2/R, 3, 4)
These are the MIR's voice output jacks. The assignment of
voices to the desired jacks is done in_each of the Effect
Parameters sections of the EDIT PROGRAM, EDIT
COMBINATION and SEQUENCER Modes.

(17) COMPARE key
(18) BANK HOLD key



BASIC OPERATION

STRUCTURE OF THE MIR

4-Channel Digital Audio Signal (internal routing)  4-Channel Audio Output

SYNTHESIZER A —| EFFECT SECTION b —
SECTION B | Dual system stereo effects 2R — —
Maximumof § Programs  C [ % 3 —
(sound colors), 16 voices D | — |~

!

[ 8-Channel Sequencer Play Data

SEQUENCER SECTION
8 tracks

Al SYNTHESIS SYSTEM

The AI (Advanced Integrated) synthesis system of the MIR makes it possible to combine all various sound types
-- from conventional synthesizer sounds to sampled sounds and drum sounds.

For sampled sounds, the large-capacity PCM data memory of 16 bit x 2 mega-words, far greater than that of
conventional samplers, has been utilized, and a carefully selected group of Multisounds (a sound whose original
wave shape has been multi-sampledl) has been installed.

For its synthesizer sounds, not only the D.W.G.S. waveformsz, which are produced by a process much the same
as that of an analog synthesizer, but also aperiodic or irregular waveforms created by extraction of harmonically
unrelated frequency components” are part of the M1R’s structure. As a result, creation of new and unique sounds
beyond the existing limitations of the conventional synthesizer is possible.

Processing any of the programs or individual sounds with the use of VDFs (Variable Digital Filter) and VDAs
(Variable Digital Amplifier) is, of course, possible. Moreover, different effects can be assigned to specific
programs in a configuration of 2 systems and 2 channels through the:M1R’s MDE (Multi Digital Effect) feature
when playing Multisounds. With the use of these functions, total control over all aspects of sound creation,
including effects, is possible.

! Multi Sampling

The harmonic structure and overtones present in high pitched sounds usually differs from that of low pitched
sounds, even in the same musical instrument. Multi Sampling is a method to recreate those characteristics by
sampling an instrument repeatedly over a range of many octaves.

2 D.W.G.S. (Digital Waveform Generator System) Waveform Data

The instrument sound is reproduced by the following process: Computer analysis determines the frequency
components of the sampled instrument sound and reproduces them by creating a harmonic table for them as is
done in additive synthesis.

3 Extraction of Harmonically Unrelated Frequency Components

Separates the aperiodic and harmonically unrelated components characteristic of such sounds as objects being
hit or scraped from the sampled wave shapes.



- MULTISOUND FPROGRAM MODE

» The work "Program” as referred to in this manual is synonymous with "sound
color" or "preset voice” in other synthesizers.
Program numbers available for selection are from 00 to 99. (Selection from

(Original Sound Waveforms)

The oscillator (OSC) is selected from *

the Multisound (00 to 99). only 00 to 49 is possible when large sequence allocation is selected.)

i ) The EDIT PROGRAM Mode

*  Multisounds can be selected from Single can be used for making
the PCM card. settings up to this point.

* See EDIT PROGRAM mode, F0-2
for more details. OSC VDF VDA OUTPUT

An original program can be created | | 4.

by performing various processes to the Y

Multisound. e

- The VDF (Variable Digital Filter) | | Rouble
controls the sound color.

+  The VDA (Variable Digital OSCl  VOF VDA S .
Amplifier) controls the sound Sl ) Choose from 4 fhfferent
volume. 0SC2 VOF VDA ;o instrument settings.

*  These processes are done in the : * Thepan setting Of. the
EDIT PROGRAM Mode. | ; Drum Kit, which is set

K in the GLOBAL Mode,
Drum Kit has priority.
—INSTRUMENT SETTINGS —— '
DRUM KIT DRMS ;
VOF VDA |/ B COMBINATION MODE
Assigns drum sounds to the keys. H
» The word "Combination" as referred to
Example: in this manual means two or more
programs that have been grouped
@ @ @ @ together for simultaneous play.
@ @ @ @ » Combination numbers available for selection are from 00 to 99. (Selection
from only 00 to 49 is possible when large sequence allocation is selected.)

* Program changes received via MIDI in the COMBINATION Mode change the

Combination.
7 W P A Y I R e _ When Layer or Split are used:
/] ‘@\\‘ \‘@ \@ Layer Split OUTPUT
@ @ ' Timbre
@ @ @ @ Combination IE]H
1 BASSDRUM1 IE
2  SNARE1 I_IE
3  HITOM @ IE]
4 CLOSED HIHAT l@' | I | I
5 OPENHIHAT
6 CRASH CYMBAL 1 ! I W W
7  RIDECYMBAL 1 e
8 HANDCLAPS {?? ] !“ K\ /?’ ; !“ :E ‘When Multi is used:
9  HICONGA (MUTED) OUTPUT
10 LOBONGO . . . .
11 BASS DRUM 2 Settings for Layer or Split can bé made in IEI
12 SNARE?2 the EDIT COMBINATION Mode. - l_}'
:2 LNgDT(T)&M Separate MIDI channgls can be assigneq L@_
15 CLOSED HIHAT to each Program (or timbre) when Multi
1‘73 ﬁ{gggtg SNARE 1 is chosen. In this way, one MIR Music |Er‘
18 CRASH cxﬁi Work station can, with the aid of an I[E"'
19 RIDECYMBAL2 external sequencer, output eight different
20 HICONGA (OPEN) sound colors at the same time. @—
21 LOCONGA (MUTED)
22 HIBONGO L@r—
Instrument settings, including pan, When using the MIR’s built-in sequencer, LE]_F
are edited in the GLOBAL Mode. Programs can be assigned to each track of
the sequencer without having to create a |IE|

Combination.




—SEQUENCER MODE (Song 0 to 9) EFFECT El, E2

When using external sound sources:

( MiDIch )—‘

(M) A ™= EFFECT EFFECT [ 1L

[ —
E___
—E—__‘ ( MiIDIch )} 1 2

o) pE—[|(MDeh )+ oy ouT B ™ 2R
El—
[Pl
E_
(e

When set to parallel operation:

(MiDich }

(MiDI<ch ) ® PAN 3

{ MIDich ) C »“I— _I B 3
MIDI-ch OUTPUT PAN 4

(min) —

-

éé%

When set to serial operation:

A B - 1/L
«  Programs are assigned to each song. EFFECT

» The pan setting can be made for each track. 1 oR
» The effect setting can be made for each song. B

* 1 song can be made up of 8 tracks

» Tracks can be created by combining patterns(00 to 99). _l_ PAN 3
C ™1 EFFECT J7

5 _l- PAN 4
D e ——— 4

—PAN
Effectl and Effect2 are set in the effects pages of
{_® each mode.
/" AB Y B )

<: +
© ®)
%5<>T®<

®

3

GOl 6

\ N _J
e

® The volume difference between the two outputs can be
changed over a range of ratios from 1:9 ~ 9:1.
'@ Sends signals to C and D at the same volume.

v . A
00006 | 0000

-
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KEYS AND CONTROLS

Numeric Keypad

COMPARE BANK HOLD

/D
BANK HOLD Key

e
o
e e
o
o

COMPARE BANK HQOLD

1
COMPARE Key

C:]l:
(:H:'D
G:)
C:][:
(:I:)

COMPARE BANK HOLD

%/ )

MODE SELECT Keys

INT CARD

STARTISTOP

(— [:
INT Key and CARD Key

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

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

COmBL EDIT COMBL

PROG EDIT PROG

G B

SEQ GLOBAL

D

SEQ
—
STARTISTOP REC

G

These are used to:

*  Select the Combination in the COMBINATION Mode.

*

Select functions in other modes.

The tens digit of the program or combination number can be "held"
while changing program or combination numbers by using the BANK
HOLD key. For example, pressing the BANK HOLD key once after
number 21 has been selected will allow you to select other numbers in
the 20-29 range simply by pressing the number that corresponds to the
ones digit of the desired number; in our example, pressing 3 will change
the number to 23, pressing to 7 will change it to 27, and so on. The
BANK HOLD key will be lit when the Bank Hold function is on. To
turn the function off, press the BANK HOLD key once more.

This key temporarily returns the Program or Combination which is
being edited in the EDIT COMBINATION or EDIT PROGRAM Mode
to the setting that existed before editing. Pressing the COMPARE key
again restores the edited parameter values. However, data edited
before pressing the COMPARE key will be lost if editing of other
parameters or switching to other modes is done. The COMPARE key
also functions as a MIDI panic button; in other words, when a stuck
note occurs in sequencer play or control through MIDI IN, one press of
the COMPARE key will turn the note off. (This can be used in any of
the modes.) When the COMPARE key is lit, the original sound can be
heard and its parameters are displayed; unlit, the COMPARE key
indicates that the edited sound is displayed.

The selected mode will be lit.

Press the INT key when using the Combination/Program/Song data of
the internal memory of the MIR. Press the CARD key to access the
external (card) data.




- NOTE: The waveforms of the PCM (Multisound) card are selected in the Oscillator Assign function of the EDIT
PROGRAM Mode and the Drum Kit functions of the GLOBAL Mode. In these exceptions, the INT Key and
CARD Key are not used. '

NOTE: Make certain to insert the card straight and firmly into the correct slot.

Cursor Keys and VALUE Dial
Parameter values can be changed by pressing the cursor key
below the parameter to be edited on the display, then by

A B C D E F G H adjusting the VALUE dial. Cursor keys used to access
IO O d 3 g different function and parameters will be indicated in
T T T T T ! squares ([ ] )throughout the rest of this manual.
UP/DOWN Keys

These are used when finely adjusting the values of parameters that are difficult to set

pown 4 WP only by using the VALUE dial or when making fine and detailed alterations in the

] sound. Pressing UP increases the value by 1 and pressing DOWN decreases the value
by 1.

* Concerning the UP/DOWN Kkeys:

The cursor will appear under the Combination/Program number at the bottom left of the screen when pressing
the COMBI key or PROG key of the MODE SELECT keys (immediately after selecting the COMBI or PROG
Mode). Pressing the UP key in this condition will advance the Combination or Program number by one and
pressing the DOWN key will decrease it by one.

* The VALUE dial cannot be used here to change the Combination or Program.

Pressing any of the cursor keys ( through ) will move the cursor to the performance edit
parameters, and editing can be done by using the UP/DOWN keys and the VALUE dial.

To return the UP/DOWN keys to function as Program up and down after selecting the performance edit mode:
in PROGRAM Mode, press the PROG button; in COMBINATION Mode, press the COMBI button.

In each case, the cursor will return to its position under the Combination or Program number and the UP/DOWN
keys can be used again to increment and decrement the Combination or Program number.

PAGE +/- Keys

PAGE - +  PAGE Each function of the M1R is organized in display pages. These keys allow you to
1D access succeeding and preceding display pages by using the PAGE + and PAGE -
keys, respectively.

START/STOP Key

INT CARD

COrD This key is used to start or to stop the sequencer. If you press this key in any
comB eI comar mode other than the SEQUENCER Mode, the M1R will automatically move to

(G | — the SEQUENCER Mode and play will start. When the sequencer is playing, the
e e first beat of the measure is indicated on the key by a flashing red light; other beats

(G
sea GlosaL are indicated by a flashing green light.

T33O

______________________

s oar> This key is used to begin recording when in the SEQ mode. The lamp remains lit
1D while the sequencer is running.

COMmBI EDIT COMBI

PROG EDIT PROG

G )

SEQ GLOBAL

G I B

SEQ
START/STOP REC

Gz vz 10

______________________



SETTING UP

1.

First, check that the power switch on the front panel of the MIR is OFF. Check that the power switches of all
connected equipment (amplifiers, mixers, etc.) are also OFF. For protection of all audio equipment (and your ears!)
turn the volume of all equipment completely down.

. Insert the power cord (which is included as standard equipment) into the power plug on the rear panel, then insert the

other end of the cord into the proper power outlet.

3. Turn the MIR’s power switch ON.

Turn the power switches of all connected equipment ON.

Then turn the M1R’s volume and that of the other equipment up gradually to the desired volume. The M1R
will not sound, however, if the MIDI channels of the M1R and the connected external MIDI devices are not
matched. Please see the section "How to Match MIDI Channels" below.

Headphones |Amplifier, mixer, etc,

MIDI IN

. 1/L2/R 3 4 MR

O

MIDI OUT

* All note data from C-1 to G9 (note numbers 0-127) are received through MIDI IN. (Some of the
Programs may not sound when played in higher ranges.)

How to Match MIDI Channels

(1) Press GLOBAL of the Mode Select keys.

(2) Press "5" on the numeric keypad.

(3) Make sure that the cursor is at the "CH = " display. If it is not, press cursor key .
(4) Adjust the VALUE dial until the desired MIDI channel is displayed.

*

For situations in which MIDI data is being received over different channels, settings are made using
Multi functions the COMBINATION Mode or SEQUENCER Mode.

HOW TO PLAY COMBINATIONS (SOUND COLOR GROUPS)W

——— Numeric Keypad (1) Press the COMBI key of the mode select keys; this puts the
INT CARD ir ":5"13 MIR in the COMBINATION Mode.

_1C o C LD o .
{“Cow " it com | i 6 (2) Select the number of the Combination (00 to 99) which you
77277/ — sz} D7 want to play by using the numeric keypad.
( ( ) ics ] Ds (3) Play the keyboard to hear the sound of the combination
| st r GLonAL)I i( ] [-—-_._); selected in step #2.
T oo saecticor ‘4:] :5 These are typical displays from the COMBINATION mode:

£ H
— SEQ — Lrmeemeee et 1
STARTISTOP COMPARE  BANK HOLD
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Example #1

1 Combination number

2 Combination name
(? ® 3 Parameter of currently selected cursor position
COMBI 181 Piano+Tre Laver 1 Programn 4 Number, name and volume level of the program being

#1806 H.Piano L7e 162 Trumret L8z (@ used

D e G G ) G G —() 5 Cursor keys

Example #2
6 Program name of cursor position
7 Number of the Program being used
COMBT -184 MultiCombi Ti=E.Bazs
181 1082 I3 IPS 1g6 IBS 118 112 L—@

A 8 C 0 € F G H
(——— y——J1 Y — Y — § __J-——~J )

Example | shows a display when a Layer Combination is selected. The Program number, Program name and
volume level are indicated when the Combination is a Layer or Split.

When replacing the Program of Layer 1 (Program number 100, directly above cursor key ) with another
Program, press cursor key then adjust the VALUE dial.

The display pages are often laid out such that one parameter description will occupy the space over several
cursor keys. The cursor keys just under that parameter (and up to the cursor key of the next parameter) can be
used to access the parameter.

The sound volume of Layer 1 can be changed by pressing cursor key @] then adjusting the VALUE dial
(maximum = 99, minimum = 00).

Press cursor key @ when you want to replace the Program of layer 2. Press cursor key when changing
the volume of layer 2.

Example 2 shows a display when a multi Combination is selected. As in the first example, the Program number
shown directly above cursor key @ (Program number 106) can be changed by pressing cursor key @ then
by adjusting the VALUE dial.

HOW TO PLAY PROGRAMS (ONE SOUND COLOR)

(1) Press the PROG key of the mode select keys; this puts the M1 in the PROGRAM Mode.

(2) Select the number of the Program (00 to 99) which you want to play by using the numeric keypad or UP/DOWN

keys.

(3) Play the keyboard to hear the sound of the Program selected in step #2.

Here is a typical display from the PROGRAM mode:
- EXAMPLE

NT CARD i’_éu_“"““"“g-] 1 Program

e i o] i1 6! 2 Internal
1 1
i PROG EDIT PROG | 12 7 program

7 2 : : : — —— - ———
l?m (;:] :%) PEOGE  I88 Universze 058 Balarce number
C I o ) 0+3% F+E3 L-02 E+16 U-82 A+G61 F-81 E+83
" T smaric Keypad 4 9! N e ¢ o € F G H 3Program
sea D A GRS G G G G G G name
START/STCP REC - _C_O;A-P/;P;E BANK HOLD
G D) —/ 4 Parameter

The display shown when selecting the PROGRAM Mode is like the one above. While this display is shown,
the pressing of any single cursor key and adjusting of the VALUE dial will change the value of the parameter,
which is indicated above the selected cursor key. In this way Programs may be easily edited without having
to enter the EDIT PROGRAM Mode. This is particularly convenient for making on-the-spot sound changes
during live performance.
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*

The functions of the parameters are as follows (see pp.18:-19in the PROGRAM Mode for more details):
O = OSC Balance (Oscillator balance)

This parameter controls the relative sound volume of the two oscillators of programs having two
oscillators. The larger the value, the greater the volume of OSC 1 becomes.

(Range: -10 to +10.)
F = VDF Cutoff (VDF cutoff frequency)

This parameter controls the frequency point from which all lower frequencies are passed and all higher
ones are cut off by the VDF. The higher this number is the clearer or brighter the timbre of the sound
becomes, and the smaller the number the more muted or soft the timbre becomes.

(Range: -10 to +10.)

L' = VDA Level
This parameter adjusts the level of the entire Program by VDA.
(Range: -10 to +10.)

K = KBD Track (Keyboard tracking)

Used in conjunction with VDF Cutoff, this parameter sets the degree to which keyboard pitch affects the
amplitude and the cutoff frequency. The larger the number set with this parameter, the wider the variation
in timbre becomes, corresponding to the note played.

(Range: -10 to +10.)
V = Vel. Sens. (Velocity Sensitivity)

This parameter sets the degree to which key velocity affects the amplitude and the cutoff frequency. The
larger the valuelis, the greater the change in timbre becomes, corresponding to how hard the keys are struck.

(Range: -10 to +10.)
A = VDF/A EG Attack Time (VDF and VDA EG attack time)

This parameter controls the attack time of the program. The larger the value is, the longer the attack
time becomes.

(Range: -10 to +10.)
R = VDF/A EG Release Time (VDF and VDA EG release time)

This parameter controls the release time of the program. The larger the number is, the longer the release
time becomes.

(Range: -10 to +10.)
E = Effect Balance

This parameter controls the volume balance of the effect and direct sounds. The larger the number is,
the greater the ratio of effect sound to direct sound becomes.

(Range: -10 to +10.)

NOTE: The values of the parameters here will return to their original settings when you select other programs.
When moving to other modes, the parameter value (and, hence, the sound) remains at its stored or edited
setting. When moving back to the PROGRAM Mode, the display value will be reset to zero, but the actual
value remains unchanged.
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HOW TO OPERATE THE SEQUENCER

Specially prepared sequencer demonstration data has been loaded into the internal memory of the MIR at the
factory. Before recording your own data, let’s listen to the demonstration data.

1. Press the SEQ key of the mode select keys; this puts the M1 in the SEQUENCER Mode.
2. Press cursor key.

SOHGA M1 OEMO Il%Fres 3. The value above the
R/P SOnga TPI f‘1@@1 J=12":1 ‘*I@g U9 4] cursor can be Changed by
F

A 3 c o € ¢ H adjusting the VALUE dial.

Select song number O by
turning the VALUE dial

INT CARD INT CARD

C T 3 C R counterclockwise as far as
5__56Js|_____€51?€6;4\§|"; comal EDIT COMBI it will £o0.
iC I O ¢ . ) 4. The sequence can be played by pressing the
: PROG EDIT PROG : PROG EDIT PROG
i I C 11 D START/STOP key.
om D o 5. Play can be stopped by pressing the START/STOP key

L Mode Select Key again.

SEQ—]

STARTISTOP REC

GRS I D

b |__—Oi)) Now that you’ve heard the demo sequence, follow these steps
| Comm "ot cons | to record some sequenced music of your own.
O )
| moc - eonemoc | 1. Press the SEQ key of the mode select keys; this puts the
f[:JSEQ I;_—)GLOM | MIR in the SEQUENCER Mode.
L Mode Selact Koy
STARYISTOPSEQ —RE‘C
1>
SONG2 Mew Song I1%Free 2. Press cursor key .
" ) [y T’ Y -y Y [l
R/P Sond3 Trl ME@1 J=12¢ +1a@ U35 [H] 3. Select the song to be recorded by adjusting the VALUE
) e i C— C— — — — dial. Select number 9 here.
G i ) 4 Select the track to be recorded by pressing the cursor key
& i% , then adjusting the VALUE dial. Select [1] for now.
P0G foimeRoo 5 Make certain that the MIDI transmit channel of the
F %) external keyboard matches the MIDI channel of the track.
G E— 6 Press the cursor key @ , then select the program to be
o used by adjusting the VALUE dial. Select any Program you
[ STARISIOP . _REC wish.

______________________

7 Press the REC key.

8 Press the START/STOP key. Begin playing after a lead-in
of 2 measures. Recording starts at this point.

9 After finishing recording, press the START/STOP key
once more to stop recording.

10 Playback can be executed by pressing the START/STOP
key.
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SOUND MAKING PROCESS

Here is a summary of the MIR’s sound making process.

1. Select the sound
to be edited in the
PROGRAM
Mode.

INT CARD

;‘ COMBH EDIT COMBI |
1 O
E PROG E£DIT PROG ',
7727/
! seo Glomt |
L— Mode Select Key
SEQ
STARTISTOP REC

(G ) )
| See the MODES AND |
+ FUNCTIONS chapter,
; section #1 PROGRAM

1

' MODE (p. 18)

2. Create the sound color in
the EDIT PROGRAM mode
and write it to memory.

i COMBI EDIT COMBI |
1 D
'} PROG DI PROG 1
(e 8777777

SEQ GLOBAL |

SEQ

| G I S
| See the MODES AND
i FUNCTIONS chapter,

, section #2 EDIT i
. PROGRAM MODE(p.20):

| J

3. Create the Combination
by combining the Programs
created in step #2 in the
EDIT COMBINATION
Mode.

E COM8I EDIT COMBI |

)

! PROG €DIT PROG |
! |
G )

H
) SEQ GLOBAL
.

| See the MODES AND !
. FUNCTIONS chapter, :
. section #5 EDIT COMBI- |

15

3. Record a song using the
Programs created in step #2
in the SEQUENCER Mode.

i COMBI EOIT COMBI |
! h
o
| PROG €DIT PROG |
| I
) —"
| SEQ GLOBAL |

A

" Sec the MODES AND
. FUNCTIONS chapter,
| section #6 SEQUENCER

| MODE (p.79)




INTERNAL MEMORY ALLOCATION

. There are two different kinds of internal memory
Large lslombma_ugg ig(?;ntlisms allocation (the way available memory is used) in the
Sequence emory = atte MIR

Allocation Program Memory = 50 |(a total of less
(memory numbers 150 |than 7700 steps) * Changing the memory allocation setting is done
- 199 cannot be Se]ec[ed) in the GLOBAL Mode, F6 - 4 (p 1 17)

Large Program | Combination Memory |10 Banks
Allocation (set| = 100 100 Patterns
at the factory | Program Memory = 100|(a total of
prior to to less than
shipment) 4400 steps)

NOTE: Be careful when switching the memory allocation setting, since much of your precious data could be
irretrievably lost.

MEMORY CARD FORMAT

The M1 has three kinds of memory formats.

Program Card 100 Combinations
100 Programs *  PCM cards are not included in this classification.
1 Global Parameter *  Use KORG MCR-03 RAM cards.
Sequencer Card 10 Banks * qu RAM cards are neccesary in order to save all
100 Patterns the internal memory data.
(a total of * Cards for the MIR and the M1 can be used
less than interchangably.
7700 steps)
Program/Sequence | S0 Combinations 10 Banks
Card 100 Patterns
(a total of
less than
4200 steps)

Writing in and reading out of data from cards can be done by using the following functions:

Read Out Write In
All Programs, Combinations,
.sequence data
All Programs, Combinations Global Mode F8 - 1 Global Mode F9 -1
All sequence data
1 Combination COMBI Mode EDIT COMBI Mode F9 - 1
1 Program PROG Mode - EDIT PROG Mode F9 - 1
1 song SEQMode F9-2 | ----- o
1 pattern SEQMode F9-3 | -----

16



MODES AND FUNCTIONS

e

HOW TO READ THE DISPLAY PAGE CHART

FO-2 0SC1 (Oscillator 1) @
Multisound Multisound OSC 1 Multisound
Select Name (original waveform)

Selection (when the
OSC mode is set to

SINGLE or DOUBLE)
Drum Kit Drum Kit 1 ~ Drum Kit Selection
Drum Kit 4 (when the OSC mode
is set to DRUMS)
@ L | Oscillator 0~99 Volume of
T Level Oscillator 1
@ Octave Octave setting of
T Oscillator 1
16' 1 octave down
8 standard pitch
4 1 octave up

4,
2066 ® ®

@ F 0-2 OSC1 (Oscillator 1): Indicates that this is the
second page of function 0 and that the function is called
Oscillator 1.

The cursor key to be used to access the parameter.

The abbreviation of the parameter that is shown on the
display.

Name of the parameter.

The range of values and settings of the parameter.

Brief explanation of the parameter's function.

e 6
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1 -- PROGRAM MODE

In this mode Programs (sound colors or preset voices) can be selected and played. Programs are selected by
the numeric keypad (0-9), UP/DOWN keys, footswitch (PROG/COMBI, UP/DOWN) or MIDI program change.

* A Program within the internal memory is selected when INT is selected and a Program within the card
is selected when CARD is selected.

*  Before selecting a Program by footswitch or MIDI, the appropriate function has to be set for operation
in the GLOBAL Mode.

NOTE: Panpot settings are given a default value of A:B = 5:5 in all Programs except the Drum Kit. (Signals are
not output to Outputs 3 and 4.)

PROGRAM MODE

- 058 Ealance
AT k418 U-82 A+01 BE-81 E+R3

A 8 C 0 F G H
=y —J¥——X X X X ____J

O | OSCBalance |-10~+10 | Controls the volume balance of OSC 1 and OSC 2 of the Programs when

set to DOUBLE.

F | VDF Cutoff —10 ~ +10 | Controls the cutoff frequency of VDF 1 and VDF 2 (changes the tonal
quality of the sound).

L | VDA Level —-10 ~ +10 | Controls the level (volume) of OSC 1 and OSC 2.

@ K | Keyboard Track | -10 ~ +10 | Controls the sensitivity at which changes in sound color and volume are
affected by the part of the keyboard played.

@ V | Velocity —10 ~ +10 | Controls the sensitivity at which changes in sound color and volume are
Sensitivity affected by how hard the keyboard is played.

[F] A | Attack Time | -10~+10 | Controls the attack time of VDFs 1,2 and VDAs 1, 2.

R | Release Time |-10~+10 | Controls the release time of VDFs 1,2 and VDAs 1, 2.

E | Effect Balance | —10 ~ +10 | Controls the balance of the direct sound and the sound of Effects 1 and 2.

When editing parameters in the PROGRAM Mode, corresponding Program parameters in the same Programs
of the EDIT PROGRAM Mode are assigned the same values.

*  Edited Programs should be written to memory in the EDIT PROGRAM Mode.

18



Program parameters change as shown in the chart below when selecting positive parameter values ("+" settings).
The reverse changes occur when negative values ("-" settings) are used.

PROGRAM Mode Parameters Effect of a positive value setting on each parameter

OSC Balance OSC 1 Level The level of OSC 1 increases, while that of OSC 2 decreases.*1
OSC 2 Level

‘VDF Cutoff. VDF 1, 2 Cutoff Increases (or assumes a positive value).*1

VDA Level OSC 1, 2 Level

Keyboard Track | VDF 1,2 KBD TRK Cutoff  |Increases in proportion to note number of key played.*2

EG Time
VDA 1,2 KBD TRK Amplitude
EG Time
Even when set to a negative value, only the absolute value
Velocity OSC 1,2 EG Level Vel Sens becomes smaller, but the sign ("+" or "-") does not change
Sensitivity EG Time Vel Sens
VDF 1, 2 VEL SENS EG Int
EG Time
VDA 1,2 VEL SENS Amplitude|Parameters with values set to "0" remain as "0" and do not
EG Time change.
Attack Time VDF 1, 2 Attack Time Increases (or assumes a positive value). *3

VDA 1, 2 Attack Time

Release Time VDF 1, 2 Release Time Increases. *1

Effect Balance EFFECT 1, 2 Balance

*1 Assuming that the original value = V, then the changed value is increased or decreased by 5V.
*2 Assuming that the original value = V, then the changed value increases by a power of 1 + (V/10).

*3 Assuming that the original value = V, then the increase or decrease of the VDF value is by 3V, while that of the
VDA value is by 5V.
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2 -

- EDIT PROGRAM MODE

In this mode the Program parameters (such as original waveform settings and filter EG values, etc.) are set.

*

*

*

Only the Programs which have been already selected in the PROGRAM Mode can be edited.
Editing in real time (for changing parameters in live performance) can be done in the PROGRAM Mode.

Use the F 9 - 1 Write Program function after finishing any edits and the Program will be completed.
(Programs which are not written to memory are irretrievably lost when selecting other programs in the
PROGRAM Mode.)

Pressing the COMPARE key during editing can recall the original un-edited program for comparison.
Pressing the COMPARE key again and leaving the Program without editing it returns you to the
Program which was being edited before the COMPARE key was pressed.

STRUCTURE OF THE M1’S PROGRAM PARAMETERS

0SC 1 PITCH EG VDF 1 EG VDA 1EG
Changes the pitch of the Changes the tonal qualities Changes the volume
sound over time. of the sound over time. of the sound over time.
0sc1 VDF 1 — | VDA
Sets the waveform type — | sets the tonal Sets the volume
and the basic pitch. qualities of the sound.
PITCH MG VDF MG
Regularly varies Regularly varies
the pitch of the sound the tonal qualities
{vibrato) of the sound
EFFECT
_______________________________________ . Effect settings used
r I i For double mode only 1 * in the PROGRAM mode
0SC 2 VDF 2 VDA 2
Sets the waveform type, —fp| Sets the tonal 3| Sets the volume
basic pitch and amount qualities of the sound.

: | |

]
1
I
t
]
]
' | of detuning relative to OSC 1.
1
1
1
|
[
]
|

0OSC 2 PITCH EG VDF 2EG VDA 2 EG
Changes the pitch Changes the tonal qualities Changes the volume
of the sound over time. of the sound over time. of the sound over time.

e e e e e e e T em s T e M - s e T T T e G m e e T — e e e T et Em W e e w = . - -

f Basic Sound Generation —

Velocity Sensitivity KBD Tracking After Touch Controller

Effect of key velocity Effect of key position || Effect of atter touch |[Effect of controliers
(the strength at which the keys || on the sound on the sound on the sound.

are struck) on the sound

Real Time —
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FUNCTIONS IN THE EDIT PROGRAM MODE

The first page of each function is selected by pressing the numeric keypad (0 to 9). Select the page at
which the parameter you want to edit shows using the PAGE + key and PAGE - key.

The maximum pitch change of the various pitch controls, such as pitch bend, pitch EG, pitch modulation
and after touch, is limited to one octave. (Some Multisounds have an even smaller range, depending
on the actual pitch range of the sound.)

VDF and VDF EG parameters as well as the change in timbre by VDF MG are limited to the total
controllable range of the VDF.

Oscillator level and VDA parameters, as well as volume change by VDA EG are limited to the total
controllable range of the VDA.

Page Parameter to be edited
0-1 | OSC-BASIC Oscillator mode
2 | 0OSC1 Waveform, level of Oscillator 1
3 | 0SC2 Waveform, level, pitch of Oscillator 2 (Double mode)
1-1 | OSC1PITCHEG Pitch variation over time of Oscillator 1
2 | OSCPITCHEG Pitch variation over time of Oscillator 2 (Double mode)
2-1 | VDF1 Cutoff frequency, EG intensity of VDF 1
2 | VDF1 EG Variation of the VDF 1's cutoff frequency over time
VDF1 VEL SENS Degree to which VDF 1 responds to key velocity
4 | VDF1 KBD TRK Degree to which VDF 1 tracks the keyboard
3-1 | VDR2 Cutoff frequency, EG intensity of VDF 2 (Double mode)
2 | VDF2 EG Variation of the VDF 2's cutoff frequency over time (Double mode)
3 | VDF2 VEL SENS Degree to which VDF 2 responds to key velocity (Double mode)
4 | VDF2 KBD TRK Degree to which VDF 2 tracks the keyboard (Double mode)
4-1 | VDA1EG Volume variation of VDA 1 over time
2 | VDAl VEL SENS Degree to which VDA 1 responds to key velocity
3 | VDA1KBD TRK Degree to which VDA tracks the keyboard
5-1 | VDA2 EG Volume variation of VDA 2 over time (Double mode)
2 | VDA2 VEL SENS Degree to which VDA2 responds to key velocity (Double mode)
3 | VDA2KBD TRK Degree to which VDA?2 tracks the keyboard (Double mode)
6-1 | PITCH MG | Pitch modulation (vibrato effect)
2 | VDFMG VDF modulation (wah-wah effect)
7-1 | AFTER TOUCH Degree to which after touch affects tonal quality
2 | CONTROLLER Degree to which controller affects tonal quality
8-1 | EFFECT 1 Selection of Effect 1
2 | EFFECT 1 PARAMETER Parameters of Effect 1
3 | EFFECT 2 Selection of Effect 2
4 | EFFECT 2 PARAMETER Parameters of Effect 2
5 | EFFECT PLACEMENT Assignment of Effects 1 and 2
6 | EFFECT COPY Copying of Effect parameter values
9-1 | WRITE/RENAME Writing and renaming of Programs
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EDITING IN THE EDIT PROGRAM MODE

F 0 -1 OSC BASIC (Oscillator)

FROG I&a 0OsSC
(DOUBLEY POLY

BR=IC
Holds:

0SC Hods
OFF

A B8 [ [ € F G H
e CRE) G GREnY GeaD GEnn G G

OSC MODE Sound origin mode
SINGLE One-oscillator mode
DOUBLE Two-oscillator mode
DRUMS Drum Kit mode

Assign Number of voices sounded
POLY Maximum polyphonic play
MONO Monophonic play

Hold ON/OFF Sound continues even after key

release

In the OSC MODE (oscillator mode), the structure of the Program to be made is selected. The oscillator number
and the type of sound origin will change according to the setting made here.

*  When switching the OSC MODE, reset the multisound (Drum Kit) of OSC 1 in the following page.

*

*

In SINGLE, a one-system OSC/VDF/VDA is used. The maximum simultaneous voices available is 16.
In DOUBLE, two OSC/VDF/VDA systems are used.Sounds of greater complexity can be created here,

but the maximum simultaneous voices available is decreased to 8.

drum Kkit.

DRUM KIT is a mode that uses drum sounds as the sound origin to make up a keyboard-controllable

Assign determines whether the program is to be played polyphonically or monophonically.

When the Hold parameter is set to ON, notes played will continue to sound even after releasing the key. This
is used mainly for playing the Drum Kit.

*

set to ON.

F 0 - 2 OSC1 (Oscillator 1)

The sound will not stop but will continue for the full duration of the sustain parameter when Hold is

@6t A, Fiano

FROG 188 05C1

Ly &

Mltizsound

A 8 C [ E F G H
D G G GEEED Gl GEnny GEnie Gk

Multisound

Selection of Oscillator. 1 Multisound waveform (when oscillator mode is
set to Single or Double)

Drum Kit Drum Kit1 | Selection of Drum Kit (when oscillator mode is set to Drums)
5
Drum Kit 4
[D] L | OSC Level 0-99 Volume of Oscillator 1
[E] [Octave Octave setting of Oscillator 1
16' One octave below standard pitch
8' Standard pitch
4 One octave above standard pitch
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When SINGLE or DOUBLE is selected in function F0 - 1, OSC MODE, the waveform of Oscillator 1 is selected
by Multisound (Multisound Select). (A list of the Multisounds is on the back cover.)

*  Since each Multisound (sound origin waveform) has a limited pitch range, it may not sound when

playing in a high octave.

Multisounds can be chosen from CARD if the PCM card (optional) is inserted in the rear panel.
Multisounds within the CARD are indicated by a "C" in front of the number on the display and can be
seen in succession by moving the VALUE slider up and down.

NOTE: Make sure to insert or take out the PCM card only when the power is OFF or when no sound comes
from the M1R.

Selects one of the Drum Kits (1 to 4), when DRUM KIT is selected in the OSC MODE.
Assignment of drum sounds to the Drum Kit is done in GLOBAL Mode.
OSC Level (oscillator level) sets the sound volume of Oscillator 1. The maximum is 99 and minimum is 0.

Octave sets the basic pitch of Oscillator 1 in octave units.

F 0 - 3 OSC 2 (Oscillator 2) --- Only DOUBLE MODE

FROG I&g 05C2 Multisound
BAIA.Fiano L9947 I-12 0-34 DL99

A 8 c 0 € F G [
L 1 —J—— J— Y ——J¥———¥——

Multisound | Multisound name | Selection of Multisound for Oscillator 2

[DJL |OSCLevel |0~99 Volume of Oscillator 2

(E] Octave 16, 8, 4' Octave of Oscillator 2

[E]I Interval -12 ~ +12 Pitch of Oscillator 2 relative to Oscillator 1 (adjustable in semitones)
D | Detune -50 ~ +50 Detuning of Oscillator 2 relative to Oscillator 1 (adjustable in cents)
[H] DL | Delay Start | 0 ~ 99 Delay time before Oscillator 2's sound begins

Multisound (Multisound select) selects the Multisound of Oscillator 2. The types of Multisound that can be
selected are the same as in F 0 - 2, OSC1 Multisound.

OSC Level (oscillator level) sets the sound volume of Oscillator 2.
Octave sets the octave of Oscillator 2.

Interval sets the pitch difference between Oscillator 1 and the Oscillator 2 in semitones (over a range of -12 to
+12). Creating chords with Oscillators 1 and 2 is possible by adjusting the pitch here.

Detune allows finer adjustment in cents of the pitch difference between Oscillators 1 and 2 (over a range of
-50 to +50). A thick sound can be obtained by detuning Oscillator 2 slightly.

Delay Start determines the time it takes between the onset of the sound of Oscillator 1 and the start of Oscillator
2’s sound. (Set to "0" when not using this effect.)
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F1-10SC1PITCHEG (Oscillator 1 Pitch EG)

PROG 168 0SC1 PITCH EG Start Level
5-99 AT93 A+39 OT99 RT3 R-99 L+39 T-93

A 8 [ 0 € £ G H
2 1 _J ——J ———J ——J___ [

S | Start Level -99 ~+99 | Determines how the pitch of Oscillator 1 varies over time.

+99 = approx, 1 —>»
AT | Attack Time | 0~ 99 octave above

Attack level Key off
A | Attack Level -99 ~ +99 0 = pitch of oscillator { Releasa time
when key Is held down = o Time
[D] DT| Decay Time | 0 ~99 i
. Release level

[E]RT | Release Time | 0~ 99 99 = spprox eloase love

1 octave below

[FJR |Release Level | -99 ~ +99

L |EGLevel Vel.| -99 ~+99 | Determines to what degree pitch will vary in response to key velocity.
Sens.

T |EG Time Vel. | -99 ~ 499 Determines to what degree the total time of the pitch variation will change in
Sens. response to key velocity.

Sets the rate at which the pitch of Oscillator 1 changes.

These parameters set the rate at which the pitch of Oscillator 1 changes.

Setting opposite positive and negative values for each EG level will result in an EG shape reverse of the above.

The stronger the key is struck the greater the change of pitch when setting EG Level Vel. Sens. (EG level
velocity sensitivity) to "+". (The opposite occurs when set to "-".) The change of pitch by EG is limited to
within +/- 1 octave.

*

When set to "+":

Pitch /\ /\
change |/ N / — / \_

Played softly Normal EG setting Played strongly

The stronger the key is struck the shorter the time becomes when setting the EG Time Vel. Sens. (EG time
velocity sensitivity) to "+". (The opposite occurs when set to "-".)

* " "

When set to "+":

Played softly Normal EG setting Played strongly

F 1 -2 OSC 2 Pitch EG (Oscillator 2 Pitch EG)---only DOUBLE Mode

Determines how the pitch of Oscillator 2 varies over time.

*  The functions and parameters are the same as F 1 - 1 OSC 1 Pitch EG, as applied to Oscillator 2. Please
refer to the section on OSC 1 Pitch EG.
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F2-1VDF1
FROG I86 UDF1

Cutoff= 39 EG Intenzita= 25

A 8 C 0 € F G H
2 — J— —J— —J — Y —¥——§———

[D] Cutoff 0~99 Determines the initial cutoff frequency of VDF 1. (Controls how bright the
sound will be.)

[H] EG Intensity | 0 ~99 Determines the degree to which the EG will affect the cutoff frequency.

Level : * The VDF (Variable Digital Filter) controls the

tonal quality of the sound by damping (cutting
off) the high frequency components of the
Multisound.

Cutoff sets the cutoff frequency of VDF. The smaller
the value is set, the more mellow the tone becomes.

- > g9 Frequency EG Intensity sets the sensitivity of the cutoff
° frequency to the VDF EG in the succeeding page. The
Cutoff frequency depth of the cutoff change is greatest when set to 99.
F2-2VDF1EG
FROG Ied UDF1 EG Attack Time

AT7@ A-27 OTS3 E-52 ST12 5-93 RT39 R-G2

A 8 c 0 € £ G "
—— 17— 1 ——J—J —J —J— "} —)

AT | Attack Time 0~99 Determines how the VDF 1's cutoff frequency will vary over time.
The time parateters (Attack Time, Decay Time, Slope Time, Release

@ A | Auack Level -99 ~ +99 Time) are used to set the time it takes to reach the next level.

The level parameters (Attack Level, Break Point, Sustain level,

Release Level) are used to set the cutoff frequency of the VDF for that

DB |BreakPoint | -99~+99 segment of the EG.

DT | Decay Time 0~99

Altack
lovel

ST | Slope Time 0~99

Sustain

[F]S Sustain Level -99 ~ +99

]

'

1

1

1

1

1

[}

1

!

[l

[l
le-

RT | Release Time | 0~99 Gutoff

: Attack Decay \|
} time time Break Slope time
Key on point

[HJR | ReleaseLevel | -99 ~+99

*

Each level can be individually set to a positive or negative value in relation to initial cutoff.

*

The amount by which each level affects the cutoff frequency is globally controlled by VDF 1 EG
Intensity.
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F 2 -3 VDF 1 VEL SENS (VDF 1 Velocity Sensitivity)

PROG I8G UOF1 UEL SEHS Releaze Tiwme
EGInt=-99 EGTine=99 AT:A OT:+ 5T+ RT:M

A 8 C 0 € F G H
C— X — _J —J— — ¥y ——JF———§F————§——}

EG Int (EG Intensity | -99 ~ +99 The degree to which the VDF 1 EG's level is affected by
Velocity Sensitivity) key velocity

(D] EG Time (EG Time | 0~ 99 The degree to which the VDF 1 EG's time is affected by
Velocity Sensitivity) key velocity

[E]AT | Attack Time -0+ These are the parameters that EG time velocity sensitivity

- can be programmed to affect; negative and positive values

DT | Decay Time -0, + can be individually selected with O having no effect.

ST | Slope Time -0, +

[H]RT | Release Time -0, +

EG Int (EG Intensity Velocity Sensitivity) is an effect that changes the tone color by how hard you strike the
keys.

*

When a negative setting is chosen, the more softly the keys are played the greater the cutoff frequency
change becomes. (The set value by EG intensity is the norm.)

*  When set to "+":

Cutoff I/ v &\_ V\/_—L

level \_ ‘

\

It is true of most acoustic musical instruments that the softer the sound made, the fewer high frequency
components that are present in the sound. When imitating this effect, set the cutoff frequency to low
in the VDF, set all levels like the sustain level of VDF EG to "+", and set the parameter values of VDF

EG intensity and VDF EG intensity velocity Sensitivity to "+".

Played softly ‘ Normal EG setting Played strongly

EG Time (EG Time Velocity Sensitivity) is an effect that changes the speed of VDF EG by how hard you strike
the keys. When set to positive ("+"), the stronger the key is hit the shorter the time of the EG (Attack / Decay
/ Slope / Release) becomes. (The time becomes longer when set to "-".) Thus, by setting Attack to positive
("+") and release to negative ("-"), the harder the key is struck the shorter the attack but the longer the release.
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F2 -4 VDF 1 KBD TRK (VDF 1 Keyboard Tracking)

PROG 180 UDFL KED TRK  Center Kew
C4  F-93 EGTime=93 AT:@ OTi+ STi+ RT:i-

A

8 C [ € F G H
D GRS G GE G GRS Ghan) G

Center Key C-1~G9 The central key for effect of VDF 1 keyboard tracking (key of +0)
F |Cutoff (Cutoff Frequency| .99 ~ +99 | Change of VDF 1 cutoff frequency
Keyboard Tracking) (the brightness of tone color)
by key position
(D] EG Time (EG Time 0~99 Change of VDF 1 EG speed by key position
‘Keyboard Tracking)
@ AT | Attack Time -, 0, + These are the parameters that EG time keyboard tracking can be
programmed to affect; negative and positive values are available,
DT | Decay Time -0, + with O having no effect.
ST | Slope Time -0, +
[H] RT|Release Time -0, +

*  VDF Keyboard Tracking is an effect that changes, in proportion to the note number played, the values
of the VDF cutoff frequency and of time it takes the EG to cycle.

Center Key sets the central key (the key for which cutoff/EG time does not change) of VDF keyboard tracking.
When Cutoff is set to "+," the higher the pitch played the brighter the tone color becomes. (The opposite occurs
when setting to "-".) The greater the change is, the closer the value gets to + 99 or - 99. The change of Cutoff

and the change of pitch are equal when set to 0.

Cutoff
Level

/AN W

L~

(.

When lower notes
are played

F 3 -1 VDF 2 --- Only DOUBLE Mode

.

Normal VDF EG setting When higher notes
are played

FROG Iga  VDF2
Cutoff= 99 EG Intensito= 99

A 8 C 0 € F G H
——y—7— XX XX _ Q1 ]

F 3-2 VDF 2 EG --- Only DOUBLE MODE

1 UOF2 EG Attack Time

FEOG IG5
-9% OTE2 B-£2 ST46 5-93 RTIS RE-11

RT3S A

5
)

A [ c 0 € £ 4 H
X X —J 311 1 X — "}

When Cutoff Freq.

Keyboard Tracking >0

Cut off
When Cutoff Freq.

Keyboard Tracking +0

: When Cutoff Freq.
i Keyboard Tracking <0
1

Center Key

This is a VDF for Ocillator 2.

*  The functions and parameters are the same as
F 2 -1 VDF 1, as applied to Oscillator 2.

Sets the rate at which the cutoff frequency of VDF
2 changes.

* The functions and parameters are the same as
F2 -2 VDF 1 EG, as applied to Oscillator 2.

F 3 -3 VDF 2 VEL SENS (VDF 2 Velocity Sensitivity) --- Only DOUBLE MODE

FEOG I
EGInt=~

Oecas Time

18 VOF2 Vel Sens
P EGTime=93 AT=A DT=+ S5T=+ RT=4

i
2

A 8 [ ] € £ G H
XX X ¥ —¥— ¥ ——§—
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Determines the degree to which key velocity
affects the change of VDF 2.

*  The functions and parameters are the same as
F 2 - 3 VDF 1| VEL. SENS., as applied to
Oscillator 2.




F 3-4 VDF 2 KBD TRK (VDF 2 Keyboard Tracking) --- Only DOUBLE MODE

PROG I8B UDF2 KBD Trk  Center Kew i .
Cd  F-99 EGTime=93 AT=8 DT=+ ST=+ RT=- Determines the degree to which the keyboard
A ¢ ¢ o c . . » tracks VDF 2.
e r—r _r ¥ ¥ Y X} .

The functions and parameters are the
same as F 2 - 4 VDF 1 KBD TRK, as
applied to Oscillator 2.

F4-1VDA1EG

FROG I8 UDAL EG Rttack Time
ATI3 A+44 DT2S B+93 5T14 S+99 RETES

A e c 0 € £ G H
(X — X ¢ X _J — ¥ "¥—)

AT| Attack Time 0~99 Determines how the volume of VDA 1 will vary over time
A | AuackLevel | 0~99 Lol
Attack
Time Sustain
DT|{ Decay Time 0~99 , Level
' ' '
[D]B | Break Point 0~99 ' Broak '
: Point : '
[E]ST | Slope Time | 0~ 99 B 2 N
l<-—>|<->|<——’| Time
@ S Sustain Level 0~99 + Attack Decay Slope ! Release
* Time Time Time 1+ Time
Key Key
RT| Release Time | 0~ 99 on off

* VDA (Variable Digital Amplifier) changes the volume of the sound origin waveform. The VDA EG
determines how the volume will vary over time.

F 4 -2 VDA 1 VEL SENS (VDA 1 Velocity Sensitivity)

g8 UDR1 VEL SEHS  Arrlitude

FROG Io@
-99 ERTime=9% AT:@ OT:+ ST:i+ RT:-
8

A

A [4 0 € F G H
7 X —J— ¥ — Q¢ ——J— ]

A | Amplitude (Amptitude | -99 ~ +99 Change of VDA 1's volume by key velocity
Velocity Sensitivity)

(D] EG Time (EG time 0~99 Change of the VDA's EG time (variation of volume over
Velocity Sensitivity) time) by key velocity

@ AT | Attack Time -,0,+ These are the parameters that EG time velocity sensitivity

can be programmed to affect; negative and positive values

DT |Decay Time -0+ are available, with 0 having no effect.

ST {Slope Time - 0,+

RT |Release Time - 0,+

Amplitude (amplitude velocity sensitivity) is an effect that changes the volume by how hard you strike the keys.

When set to positive ("+"), the stronger the key is hit the louder the sound becomes. The volume becomes
softer when set to "-". The closer the value is set to + 99 or - 99, the greater the difference in volume becomes.

* Tone color can be changed by velocity when setting the VDA velocity sensitivity of Oscillator 1 and
2 to opposite settings in the DOUBLE Mode (velocity cross fade).
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*  When the keys are hit hard, the Program of OSC 1 sounds.

*  When the keys are hit with normal strength, the Programs of OSC 1 and OSC 2 both sound.

*  When the keys are hit softly, the Program of OSC 2 sounds. ,

EG Time (EG Time Velocity Sensitivity) is an effect that changes the speed of VDA EG by how hard you strike

the keys. When set to positive ("+"), the stronger the key is hit the shorter the time of the EG (Attack / Decay
/ Slope / Release) becomes. (The time becomes longer when set to "-".)

Cutoff A -—
level / N\

Played softy Normal EG setting Played strongly

"o,

*  When setting all to "+":

*  When playing Programs such as strings, it is possible to set a sharp attack/long release to result when
hitting the keys hard and a slow attack/short release when playing softly by setting the Attack time to

non "on

+" and the Release time to .

F 4-3 VDA 1 KBD TRK (VDA 1 Keyboard Tracking)

FROG I8 UDAL KBO TRK  Certer Ked
C#-1 A~-92 EGTinme=99 AT:O DT:+ STi+ RT:-

A 8 c 0 € F [ H
(— —J——J X —J ___J —J—J}—

Center Key C-1~G9 The central key for the effect of VDA 1 keyboard tracking (key of +0)

A | Amplitude -99 ~ 499 Change of the volume of VDA 1 by key position
(Amplitude
Keyboard
Tracking)

@ EG Time 0~99 Change of VDA 1 EG speed by key position
(EG time
Keyboard
Tracking)

[E]AT| Attack Time | -,0, + These are the parameters that EG time keyboard tracking can be programmed
to affect; negative and positive values can be individually selected, with 0
DT | Decay Time | -,0,+ having no effect.

ST | Slope Time | -, 0, +

[H] RT| Release Time| -, 0, +

* VDA Keyboard Tracking is an effect that varies the volume of the VDA and all EG times by the key
position played.

Center Key sets the central key (the key that is not changed by cutoff/EG time) of VDA keyboard tracking.
When Amplitude is set to "+," the higher the pitch played, the louder the volume becomes . (The opposite
occurs when setting to "-".) It is possible to switch between Programs depending on the key played by setting
the center key of Oscillators 1 and 2 to the same value and by setting a positive value for one and a negative
value for the other (positional cross fade).

* The total volume, whatever the keyboard track setting, cannot extend beyond the minimum and
maximum values of 0 and 99. When keys above the center key are played, the VDA EG time (Attack /
Decay / Slope / Release) becomes progressively shorter, if set to "+" in the EG Time (EG Time

"o

Keyboard Tracking) function. The opposite occurs when setting to "-".

29




F5-1VDA 2 EG ---Only DOUBLE MODE

FROG I®®  UDAZ ES Attack Time The VDA 2 EG determines how the volume of Oscillator
ATES A+22 DT49 B+92 STV? S+23 RT49 2 will vary over time.

A 8 < -0 E F G H .
D G G G G Gl G G * The functions and parameters are the same as F4-1

VDA 1 EG, as applied to Oscillator 2.

F 5-2 VDA 2 VEL SENS (VDA 2 Velocity Sensitivity)--- Only DOUBLE Mode

FROG 1@ UDAZ UEL SEHE  Amelitude Determi‘nes the degree to whigh the volume change of
n_gg EGTime=99 AT:@ DOT:+ ST:+ RT:- VDA 2 is affected by key velocny.

* The functions and parameters are the same as F4-2

A 8 C 2] € F 4 H
G GG G G G Gona (e G
VDA 2 VEL. SENS., as applied to Oscillator 2.

F 5 -3 VDA 2 KBD TRK (VDA 2 Keyboard Tracking) --- Only DOUBLE MODE

D . .
SR 199 UDAZ KED TRK  Coenter Kew thzglize;ga\;v:wh VDA 2 (volume of Oscillator 2) tracks
CH-1 A-99 EGTime=9% AT:H OTi+ STi+ RT:I- y :

* The functions and parameters are the same as F4-3

A 8 C 0 € F G H
e =S G = VDA 1 KBD. TRK., as applied to Oscillator 2.

F 6 - 1 Pitch MG (Pitch Modulation)

FROG I88 FITCH MG Waveform
TRIANGLE F31 041 I%2 OFF SunciOFF

A 8 C 0 € F G H
— —Fy ——Y — J — ¥y — ¥ —— %

Wave form | TRIANGLE /\/ Selects the modulation waveform
SAW UpP /U Triangle wave
SAW DOWN N\ Saw Down (reverse polarity)
SQUARE M, Square
F | Frequency | 0~99 Speed of modulation
[D] D | Delay 0~99 Time between the striking of the key and the onset of the modulation
effect
[E]T | Intensity 0~99 Depth of modulation
[F] |OSC Select | OFF No modulation effect
0SC1 Affects only OSC 1
0SC2 Affects only OSC 2
BOTH Affects both OSC 1 and OSC 2
Key Sync | OFF
ON

*  Pitch MG (pitch modulation) is an effect that varies the pitch periodically.
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Waveform selects the modulation waveform, which determines how the pitch will be varied.

*

Triangle /Ay (most commonly used)

* SawUp /M

* Saw Down NI\ (reverse polarity)

*  Square M,

Frequency sets the modulation frequency (the speed of the pitch variation)

*  When Triangle wave is selected:

AN

Frequency

Delay determines the time between the striking of the key and the onset of the modulation effect.

Intensity sets the depth of the modulation.

A/\/MM

0 - Intensity

*  This effect does not work when Oscillator Select is OFF.
OSC Select selects the Oscillator to be modulated. BOTH affects both Oscillator 1 and Oscillator 2.

* In all modes with the exception of DOUBLE Mode, the net effect of setting this parameter to OSC 2 is
equal to that of OFF and the net effect of a BOTH setting is equal to that of OSC 1.

The modulation waveform starts upon the pressing of each key when the Key Sync is set to ON.
*  When Key Sync is ON: *  When Key Sync is OFF:

Key on Key on

MG of Voice 1 l/\v/\\//\\ > MG of Voice 1 l/\\//\\//\\

The MG of each voice

Key on functions independently Key on
V\ /\from the other A
7\
MG of Voice 2 AV > MG of Voice 2 /-‘—‘;bAvAr’

The same MG affects all
voices of the same Program.
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F 6 - 2 VDF MG (VDF Modulation)

PROG Té@ UDF MG ‘_hJaue‘i'_‘c:r_‘rj' . VDF MG (VDF Modulation) varies the cutoff frequency
SHW UP F2¢ 053 198 OFF SwnciOF periodically for filter sweep and wah-wah effects.

A 8 c ] E F G H
D G ) C— G G Giw— @===3  +  The functions and parameters are the same as F6 -1
Pitch MG, as applied to modulation of the filter.

F7-1AFTER TOUCH

PROG IO AFTER TOLUCH Fitch
P+12 PM29 F+99 FM29 A+99

A 8 C 0 € F G H
(X — X X I % ¥ _—¥— )

P | PITCH -12 ~ 412 Variation of pitch by after touch (within +1 octave)
PM | Pitch MG 0~99 Effect of after touch on Pitch MG (F6-1)

[D] F | VDF Cutoff -99 ~ +99 Cutoff frequency (tone color) variation by after touch
[E]FM | VDF MG 0~99 Effect of after touch on VDF MG (F6-2)

A | VDA Amplitude| -99 ~ +99 Effect of after touch on volume

*  After Touch is an effect that can be used to change various parameters (such as pitch, volume, or tone
color) when pressing down hard on the keys.

Pitch sets the width and direction of pitch change by after touch within the range of - 12 to + 12 (+/- 1 octave).

The larger the value to which Pitch MG (pitch modulation) is set, the greater the effect of Pitch MG becomes
when pressing down hard on the keys. No change is made at O.

* The modulation waveform, oscillator select and key sync of the VDF MG in F 6-2 are operative here.

When Cutoff is set to "+," the harder the keys are pressed, the greater the cutoff frequency (and the brighter
the tone color) becomes. (The opposite occurs when setting to "-".)

The effect of the VDF MG becomes greater when pressing the keys down hard, when the VDF MG (VDF
modulation) is set to higher values. No change is made at 0.

* The modulation waveform, oscillator select and key sync of the Pitch MG in F 6-1 are operative here.

When the VDA Amplitude is set to positive ("+"), the volume becomes louder upon pressing the keys down

hard. The opposite occurs when setting it to "-".
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F 7-2 CONTROLLER

PROG 188 COMTROLLER Pitch Bend
F+aa F+ag FHBE MFE FHoa MFo
B

A C 0 E F G H
) G aany G GEED G GG G

P Pitch Bend | -12 ~+12 The maximum amount of pitch change by controller
|B|F VDF Sweep Int. -99 ~ 499 VDF cutoff frequency change by controller

(D] PM | Pitch MG 0~99 Pitch MG effect by controller

@ MF | Pitch MG Frequency 0~3 Pitch MG speed change by controller

FM | VDF MG Int. 0~99 VDF MG effect by controller

[H] MF | VDF MG Int. 0~3 VDF MG speed change by controller

This function determines the degree to which various aspects of the sound can be changed in real time by
controllers such as joy sticks and modulation wheels from external MIDI keyboards.

On the M1R, pitch bend and VDF sweep effects can be controlled by a pitch bender, the pitch modulation effect
can be controlled via control change (assign pedal/switch) 1, and the VDF modulation effect can be controlled
via control change 2.

*  When the M1R is connected to the KORG M1, DS-8, or DSS-1, pitch bend can be controlled by moving
the joy stick from left to right; pitch modulation can be controlled by moving the joy stick up, while
VDF modulation effect can be controlled by moving the joy stick down.

Pitch Bend sets, in semitone units, the range over which pitch can be changed by pitch bend wheels and other
controllers. 12 is the maximum value and is equal to 1 octave above the normal pitch.

VDF Sweep Int. (VDF Sweep Intensity) sets the depth of the VDF cutoff frequency change that occurs when
joy sticks or other controllers are used.

The larger the value of Pitch MG Int. (Pitch MG Intensity), the greater the effect of Pitch MG is when using
joy sticks or other controllers.

Pitch MG Frequency sets the degree to which joy sticks and other controllers affect the modulation applied to
the pitch.

*

The modulation waveform, oscillator select and key sync of the Pitch MG in F 6-1 are operative here.

The larger the value of VDF MG Int. (VDF MG Intensity), the deeper the effect of the VDF MG when using
joy sticks or other controllers.

VDF MG Frequency sets the degree to which joy sticks and other controllers affect the modulation applied to
the VDF.

*

The modulation waveform, oscillator select and key sync of the VDF MG in F 6-2 are operative here.
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EFFECT PARAMETERS

Descriptions of functions F 8 - 2 and F 8 - 4 are given in the Effect Parameter section following the EDIT

PROGRAM Mode chapter.

F8-1 EFFECT1

Selects the effect type for Effect 1.

:EEFI:'ECT : Hall K $H EFFECT TYPE 01~133
_A B [ [} E F G H No Effect
D G G G G G G G
@ SWITCH OFF/ON
[SELECT]
F 8 -3 EFFECT 2
Selects the effect type for Effect 2.
Same as F 8 - 1 EFFECT 1.
F 8 - 5 EFFECT PLACEMENT
EFFECT PLRCEMENT :
SERIAL F3 =S5@:50 P4 = 50:50 Effect placement
A B [ D E F G H PARALLEL
ﬁﬁﬁéﬁﬁaﬁ SERIAL
.« [F] | P3  Out3 Panpot OFF
100:0 ~ 0:100
(1) P4 Out 4 Panpot OFF
100:0 ~ 0:100

This function sets the Effect Placement and Pan setting of Outputs 3 and 4. (See pp. 36-37 for more on Effect

Placement.)

F 8- 6 EFFECT COPY

EFFECT COPY

from (COMBINATION)Y - 108 LCOFY]

A 8 C D 3 F G H
D G G GRS Gl Ghnm G Gamm—

PROGRAM
COMBINATION
SONG

B 100 ~ 199
0-9

[COPY]

See the Effect Parameter section (p.38) for descriptions of F 8 - 2 and F 8 - 4, as well as more about all of the

Effect functions.

*  Assigning effects to Programs can be done by Effect Copy (F 8 - 6).
*  The effects set here are used only when in PROGRAM Mode.

*  The output of Programs, with the exception of Drum Kit, are the same volume as input A and B of the
effects in PROGRAM Mode. (No sound is output to C/D.)
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F9 -1 WRITE/RENAME

FEOS 184 [A,FPIANG WritesRename
L 410%F1 CWRITEI-->16G&

A ] C 0 E F G H
LA 1 J 1 —J ———J — "}y

(«] Cursor Left Moves the rename cursor to the left
@ [»] Cursor Right Moves the rename cursor to the right
[WRITE] Executing the WRITE
[H] 100 ~ 199 Program number to be written

C00 ~ C99

Writes the edited Program to internal memory or to the RAM card.

1. The Program can be named by using [ 4] (cursor key @ }, [» ] (cursor key @ ), the VALUE slider and
UP (a)/DOWN (V) keys.

*  Letters, numbers and symbols, up to a maximum of 10 characters can be stored.
PURELET (pdts —, /0123456789 3 {=07

AABCDEFGHI JKLMHNOPGRSTUMKYZ ¥ 1~
“abodefahidkl MRcEArshuaz { ] F e

* The write function cannot be executed when the Program memory protect is set to ON. (Releasing the
memory protect can be done in the GLOBAL Mode, Function F 6-1.)

2. Program number to which the Program will be stored (cursor key ).

* 150 to I99 cannot be selected when large sequence allocation is selected.

* Card memory programs (C0O0 to C99) can be selected when the formatted COMBI/PROG or
COMBI/PROG/SEQ RAM card is inserted in the PROG/SEQ slot.

3. Press WRITE (cursor key [FI).

4. "Are You Sure ?" will show on the display. When you want to write, press [YES] (cursor key ).
* Note that the Program which previously occupied that number will be lost.

* The WRITE operation can be cancelled by pressing [NO] or cursor key .
The display "Write Completed" is shown when the write operation is finished.

- The original display is returned to when pressing any cursor key ( -- ).
*  Select this page once more when writing another Program.

*  When copying a Program within internal memory to another Program number, select the Program to be
copied in the PROGRAM Mode, then write to memory using this page.
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3 -- EFFECT PARAMETERS

A two-system, two-channel Multi Digital Effect unit is built into the MIR. Each effect has a wide range of effect
types that can be selected, such as reverb, delay, chorus, flanger, phase shifter, distortion and exciter, and fine
adjustment of all effect parameters is possible.

Since all effects can be assigned separately to each Program, Combination and song track, you can use the most
appropriate effect for each and every playing situation.

*  The Effect functions can be considered together as an additional element in the sound making process
since effect settings can be changed for each Program.

* Assigning different effects to specific Programs is possible when using Drum Kit Programs,
Combinations and the sequencer.

Editing of the effect parameters is executed in the Edit Program Mode, Edit Combination Mode or Sequencer
Mode. (Details of editing and parameters are identical.)

The Effect section is comprised of 2 effects and 2 panpots with a 4-input (A, B, C and D) and 4-output (1/L,
2/R, 3 and 4) configuration.

For the placement of the 2 effects, there are 2 operation modes: serial and parallel. (All signal routing is digital;
the signal is changed from digital to audio with the D/A converter only after passing through the Effect section.)

EFFECT PLACEMENT

Serial Routing

A ®— errecT [T EFFECT [ 1L

g o ? |==2R
PAN3[14

C—:—l— - 3
l-PAN4'_

D B— 4

Inputs A and B send signals to both Effect 1 and Effect 2 and are output from 1/L and 2/R.

Signals from C and D are output through 3 and 4 unprocessed. The output signals from 3 and 4 can also be
mixed with the A and B inputs to be routed together through Effect 2.

* Selected Programs can be processed through Effect 1 and other Programs not, while all Programs --
processed or not -~ can be routed through Effect 2; this kind of setting is possible by using the C and
D inputs.
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Parallel Routing

A

B

C

D

= EFFECT 1

B 1 *— 2/R

PAN 4 [

2

PAN3[?
=1 EFFECT 'r -3
Bl

B 4

Different effects are used for each input pair, inputs A and B, and inputs C and D, and each of them are sent

dire

ctly to outputs 1/L, 2/R, 3 and 4. The outputs from 3 and 4 can be mixed with the Effect 1 outputs and sent

through the outputs 1/L and 2/R.

*

There are two types of effects: effects 1 - 25 are stereo effects and 26 - 33 are dual effects in which
each channel has a different effect.

Signal routing for inputs A through D is set by using the panpot functions in the Combination parameter
in the COMBINATION Mode and the Track parameter in the SEQUENCER Mode. Instrument Pan
(Global F 4) is available for Programs of the drum kit. Programs with the exception of drum kit are
input to A and B in a ratio of 5:5 and not input to C and D.

The following various settings are possible by setting the pans of each Program by using Output 3 Pan
and Output 4 Pan.

Different sounds that are output to C and D can be mixed with the stereo output by adjusting the pan
setting of each Program with Output 3 Pan and Output 4 Pan.

When stereo effects have been selected for Effect 1 and 2, and the operation mode has been set to
Parallel, stereo out mixed outputs of Effect 1 and Effect 2 can be used by setting Output 3 Pan to 100
: 0, and Output 4 Pan to 0: 100.

When using an external effect or mixer, outputs 3 and 4 can be used as separate outputs by setting the
Output 3 Pan and Output 4 Pan to OFF.

F8-1 EFFECT 1
EFFECT 1
(At Hall LG

Selects the effect type for Effect 1.

EFFECT TYPE | 01~33 Selecting effect type
No Effect Effect not used

[¥]

SWITCH OFF/ON Effect operation switch

{SELECT] | Executing the selection of effect type

*

*

[SELECT] is indicated on the display when the EFFECT TYPE is changed.

Select the EFFECT TYPE ( ) and press [SELECT] ( ); the effect type selected will now be in
operation. (The selection is cancelled when selecting other effect types instead of pressing [SELECT].)
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When selecting the effect type again, effect parameters will be set to the default value (see pp.56-57).

Note that among the 2-system effects, when #24 Symphonic Ensemble and #25 Rotary Speaker are both
selected for one system, the Effect types which are marked with an asterisk on the following chart
cannot be selected for the second effect. (Likewise, when an asterisk-indicated Effect type is selected
for one system, #24 and #25 cannot be selected for the other. Refer to the Effect Parameter Default
Values Chart, pp.56-57, for more information.)

See explanations about each effect type for details.

When assigning the footswitch to Effect in GLOBAL Mode F 2 - 2, Pedal Assign, the effect is toggled
ON and OFF each time the footswitch is pressed.

Switch ( ) indicates and sets the condition of the switch.

*

When selecting another Program, Combination or song, the ON/OFF setting returns to the condition
set in the effect parameter of each mode.

For all effects except Reverb (01 to 06), Overdrive (21), Distortion (22) and Ensemble (24), the
equalizer settings (Low EQ and High EQ) are effective even when the effect switch is OFF.

Set the effect type to No Effect when you want all effects, including the equalizer, to be off while editing
Programs.

F 8 -2 EFFECT 1 PARAMETER

Sets the parameter of Effect 1.

*

*

See explanations about each parameter type (starting on p. 40) since the details of the parameters differ
depending on the parameter type.

The value set here is lost when selecting another effect type for Effect 1.

F 8 - 3 EFFECT 2 Selects the effect type for Effect 2.
Same as F 8 - 1 EFFECT 1.

F 8 -4 EFFECT 2 PARAMETER

Sets the parameters of Effect 2.

*

*

See explanations about each parameter (starting on p. 40) type since the details of the parameters differ
depending on the parameter type.

The value set here is lost when selecting another -effect type for Effect 2.

F 8 -5 EFFECT PLACEMENT

EFFECT PLACEMENT

SERIAL F3 =S@:58 P4 = S@:50

Effect Placement Selection of effect operation mode
PARALLEL Parallel
SERIAL Serial

[F}P3 | OUT 3 Panpot OFF Output 3 pan not used
100:0~0:100 Setting of output 3 pan (L:R)

[H] P4 | OUT 4 Panpot OFF Output 4 pan not used
100:0~0:100 Setting of output 4 pan (L:R)

This function sets the Effect Placement and Pan setting of Outputs 3 and 4. (See pp.36-37 for more on Effect
Placement.)
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F 8- 6 EFFECT COPY

EFFECT COPY

from (COMBINATION)Y - 166

LCOPY]

A [:] C D € F G H
— X X2 _X— ¢ ~J———J _—}

PROGRAM Copying from Program
COMBINATION Copying from Combination
SONG Copying from song

@ 100~199 Number of Program/Combinationto be copied
09 Number of song to be copied

(6] [COPY] Executing the copy

Copies only effect parameters from the Combination, Program and song in the memory.

* The parameters are copied to Combinations, Programs and songs when editing here.

1. Select the mode which has parameter to be copied (|B] ).

2. Select the number to which the parameter will be copied. (Program number for the Program, Combination number for
the Combination and song number for the song stored in the sequencer.)

3. The parameter is copied from the specified effect parameter by pressing [COPY] (|G| ).
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NAMES OF THE EFFECT TYPES AND AN OUTLINE OF EFFECT PARAMETERS

REVERB Group . f» (ORY)
\ E/R LEVEL

EQ/REV
A
1. HALL
EFFECT 1 Hall Feverb Time [S5]
3.9 DE3S E46 HOD4G L-65 H+86 &h: 40

A e C 2] € [ G H
4 JJ ——J— Y —J — ¥ —)

2. ENSEMBLE HALL

EFFECT 1 Ercemble Hall FPre Delas [mS]
2.2 DE3I8 E46 HD46 L-83 H+86 A48

A 8 c 0 |3 F G H
2 X J ——ZJ Y ¥ — ¥ — ]

3. CONCERT HALL

EFFECT 1 Concert Hsll E-R Lewel
3.2 D126 E4e HOD4A L+0@ H-82 ed:4a3

A 8 C 0 E ¥ G H
——xr— > —%2 X— J —§J X —/

4. ROOM
EFFECT 1 Room Highk Damre [%]
A.5 0022 E76  HOLA L+81 H-08 48:60

A 8 c 0 € F G H

5. LARGE ROOM

EFFECT 1 Larde Room EG Low [dE]
1.5 0630 Eve  HD3AG L+62 H+04 AG:da

A ] C 0 € F G H
(——y——X —— ¥ ——J3 X J—_~J— —/

PREDLY REV TIME

The natural, spacious ambience characteristic of a hall.

Similar to #1 Hall above, but especially suited for string
and brass ensemble sounds.

Similar again to #1 Hall above, but with particular
emphasis on the early reflections characteristic of a large
hall.

The tight, well-defined reverberation patterns of a
relatively small room.

Emphasis here is on the relative density of the sound. An
effect similar to gating can be achieved when the reverb
time is set to 0.5 seconds.

EFFECT 1 Liwve Stade Ei Hish [dE]
2.0 Dw2@ Bed HOZA L+B3 H+Ba 68:48 Reverberation characteristics of a relatively large room.
A
Reverb Time 0.2~9.9 [Sec.] (HALL group) | Time before reverberation decays.
0.2~5.0 [Sec.] (ROOM group
D | Pre Delay 0~200 [mSec] Time between the direct sound and the first early reflections.
E |E/R Level 0~90 Level of early reflections.
@ HD| High Damp 0~99 [%] The larger the value set, the faster the high frequencies are damped.
[E] L |EQLow -12 ~ +12 [dB] Control for cutting or boosting the low frequency components.
H | EQHigh -12 ~ +12 [dB] Control for cutting or boosting the high frequency components.
H] Dry: EFF Balance | DRY. 99:1 ~ 1:99. EFF Output balance of direct sound and effect sound

* The equalizer parameters in the reverb group (Low EQ and High EQ) control the effect sound but not

the direct sound.
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EARLY REFLECTION Group

Early Reflection is an effect that allows you to adjust only the early reflections, which are crucial in determining
the realism of the reverb sound as it would be heard in an actual room, separarte from the reverberant "wash."
Adjustment of the E/R TIME permits a wide range of effects, such as adding density to the sound or achieving
a "live" room sound with more discrete echoes and reflections.

7. EARLY REFLECTION I

EFFECT 1 Earla Ref i E/R Time
178r5 0a3a L+8@ H+aB 66:49

A 8 [4 0 3 F G H
X X X _J —J —¥— ¥—

8. EARLY REFLECTION II

EFFECT 1| Early Fef = Fre Delad [M5] This is an effective program for reinforcing the low
2BBRS G20 L+60 H+80 60:48 | frequency range, as well as a general-purpose gating
= effect for use on drum sounds.

A 8 C 0 E £ G H
(——3——¢ ¢} } — —J— }— "]

9. EARLY REFLECTION III

EFFECT 1 Earlw Ref 3 DRY:EFF Balance | onlike EARLY REFLECTION I and EARLY
196mS 0E10 L+06 H+68 ep:4p | REFLECTION II, this effect uses a reverse envelope on
" . " ) . . . = " the early reflections. A reverse effect (similar to a tape
O G G G G G G @ems recorder being played backwards) can be applied to
sounds which have strong attack characteristics, such as
cymbals.

(DRY)

EQ/E.REF ‘
- /_ -

PREDLY E/R TIME

| E/R Time | 100~800 [mSec] E/R time
D | Pre Delay 0~200 [mSec] Time between direct sound and E/R sound
@ L { EQLow -12 ~+12 [dB] Identical to corresponding parameters in the REVERB group
H | EQ High -12~ +12 [dB] . Gain to cut or boost the high range components
[H] DRY:EFF DRY.99:1 ~ 1:99. EFF | Output balance of direct sound and effect sound
Balance

* The equalizer parameters in the E/R group (Low EQ and High EQ) are applied to the effect sound but
not the direct sound.
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DELAY Group

Delay patterns here make the use of a stereo configuration; the delay time can be set independently for the left
and right channels. The natural damping of high frequencies for more accurate reproduction of the decay of
high frequencies in an actual room can be achieved by using the high damp parameter.

10. STEREO DELAY

A stereo delay effect having two delay systems, each of which has a feedback circuit that sends part of the
sound back to the delay again. All parameters except delay time are set to the same value for the two delays.

EFFECT 1 Stereo Delaw Time L [mS] '
L2580 R268 F+38 HD1® L+83 H+88 78:39 E Z
A 8 ¢ D € F G H
DELAY

11. CROSS DELAY

A stereo delay in which the feedback signal of each delay crosses over and is routed to the other delay.

EFFECT 1 Crozs Delaw Feedback (%]
LigB R360 F+58 HD1B L+68 H+06 70:38

A 8 [ [} € F G H
(—y—— X —X 3 X X ]

L |Delay Time Left 0~500 [mSec] Time between the direct sound and effect sound of the left
channel (Input A or C)

R |Delay Time Right | 0~500 [mSec] Time between the direct sound and effect sound of the right
channel (Input B or D)

F |Feedback -99 ~ +99 [%] Amount of feedback (negative values produce inverted
phase)

@ HD|High Damp 0~99 (%] The larger the value set, the faster the frequencies are
damped.

[FJL |[EQLow -12 ~ +12 [dB] Control for cutting or boosting the low frequency
components.

[G]H |EQHigh -~12 ~ +12 [dB] Control for cutting or boosting the high frequency
components.

[H] DRY:EFF Balance| DRY. 99:1 ~1:99, EFF | Output balance of direct sound and effect sound
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CHORUS Group

This is a stereo effect that combines two chorus circuits and imparts a natural, warm and "fat" sound to any
instrument sound and is particularly effective with piano, strings and brass.

12. STEREO CHORUS1I

A stereo effect that combines two chorus circuits. A swirling, constantly changing sound that moves between
the stereo outputs is created through phase inversion of the two circuits.

EFFECT 1 Chorus 1 Mod Derth
M6 S0.30 D810 TRI L+BB H+60 60140 = EQ]

A 8 c 0 E F c H
Gl GEED Gy G Ghas GEaw G G

CHORUS

—{z5]

13. STEREO CHORUS II
Similar to STEREO CHORUS I except that there is no phase inversion.

EFFECT 1 Chorus 2 Mod Waveform
M20 S2.48 DBES SIN L+60 H+00 60:48| ™ EQ]

A 8 c 0 € F G H
X g X I ———J ——J¥———J¥—]

i)
—{5]

M |Mod Depth 0~99 Intensity of modulation
S |Mod Speed 0.03~30 [Hz] Speed of modulation (frequency)
D | Delay Time 0~200[mSec] Time between direct sound and effect sound
[D]  |Mod Waveform Selection of waveform
SIN Sine wave ~o
TRI Triangle wave A/
[FJL |EQLow -12 ~+12 [dB] Gain to cut or boost the low range components
[6]H |EQHigh -12~ +12 [dB] Gain to cut or boost the high range components
@ DRY:EFF Balance | DRY, 99:1~ 1:99,EFF | Output balance between direct sound and effect sound
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FLANGER Group

This effect is achieved by the addition of feedback to the chorus effect. Since its pronounced swirling adds
color and motion, it is most effective with sounds that have many harmonics, such as cymbals.

14. STEREO FLANGER
A stereo effect that combines two flanger circuits. The swirling and swishing effect that moves expansively
between the stereo outputs is enhanced by phase inversion of the two flanger circuits.

EFFECT 1

Flanger
M7 5@.18 DBe F-75

Mod Derth

SIH L+08 H+o0 48:60 "@

A 8 [ 0 € £ G H
G G G (G G Gase G Ganne

15. CROSS FLANGER

A flanger effect in which the feedback signal of each flanger circuit crosses over and is routed to the other
flanger. See #11 CROSS DELAY for more on feedback.

FLANGER

=)

EFFECT 1

Cross Flanger

Mod Sreed [Hz]
M37 SE.21 D25 F+88 SIN L+00 H+BR 25:75 @

A 8 3 0 € F G H

J

+  FLANGER I
- l FLANGER ‘

M| ModDepth | 0~99 Depth of flanging effect
S | ModSpeed | 0.03-30 [Hz] Speed of modulation
D | Delay Time | 0~50[mSec] Time between direct sound and effect sound
@ F | Feedback -99 ~ +99 [%] Amount of feedback (negative values produce inverted phase)
[E] | Mod Selecting waveform
Waveform SIN Sine wave ~v
TRI Triangle wave A\ ,
@ L | EQLow ~12~+12 [dB] Gain to cut and boost the low range components
H | EQ High -12~+12[dB] .Gain to cut or boost the high range components
DRY:EFF DRY, 99:1 ~ 1:.99, EFF Output balance between direct sound and effect sound
Balance
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PHASE SHIFTER (Phaser) Group

Compared to the chorus and flanger programs, which use time delay to achieve their distinctive effects, the
phase shifter programs use both time delay and phase shifting to create a more pronounced swirling and
swishing sound than either chorus or flanger. It is most effective on electronic piano and guitar sounds.

16. PHASER 1

This is a stereo effect that combines two phaser circuits. The swirling and swishing effect that moves
expansively between the stereo outputs is enhanced by phase inversion of the two phaser circuits.

EFFECT 1 Phazer 1 HMarual
MH29 268,859 MEA F-FS SIH 2575 -
A 8 C . o € F G H
) G G G G G G G + PHASER
MOD
= PHASER

17. PHASERII
Similar to PHASE SHIFTER I except that there is no phase inversion.

EFFECT 1 Phazer 2 Feedback (%]
MM33 5B.57 MeS F+37 TRI ASHE ] -
A ] C 0 € F G H
+ ] PHASER
MOD
+ PHASER
——
MN [Manual 0~99 Center frequency which phase shift affects
[B]S |Mod Speed 0.03~30 [Hz] Speed of modulation
M |Mod Depth 0~99 Depth of phase shift
[D]F |Feedback —99 ~ +99 [%] Amount of feedback (negative values produce inverted phase)
[E]  |Mod Waveform Selection of modulation
waveform
SIN Sine wave ~o
TRI Triangle wave A~/
DRY:EEF Balance| DRY, 99:1 ~ 1:99, EFF | Output balance of direct sound and effect sound
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TREMOLO Group
This effect periodically varies (or modulates) the volume.
18. STEREO TREMOLO1

This is a stereo effect that combines two tremolo circuits. The stereo effect is enhanced by phase inversion of
the two tremolo circuits and automatic panning between the left and right outputs.

EFFECT 1 Tremolo | Hod Derth
MSA S1.59 SIN S+99 L+30 H+BB EFF EQ
0

+ —]1TREMOLO

~ M TREMOLO

g [

EQ

19. STEREO TREMOLO II

Similar to STEREO TREMOLO I except that there is no phase inversion between the LFOs of the two tremolo
circuits.

EFFECT | Tremolo 2 Share
ME3 54.60 TRI 5+00 L+dn HeBR  EFF »{Ea}
A -] [ 0 € F G [
+ S TREMOLO
MOD
+ M TREMOLO
—{E]
Signal Level Waveform Shape
4 SHAPE = -99
SHAPE =0
SHAPE = +99
M | Mod Depth {0 ~99 Depth of tremolo effect
S | Mod Speed 0.03 ~ 30 [Hz] Speed of modulation (tremolo effect)
Mod Wavéform Selection of modulation waveform
SIN Sine wave AV
TRI Triangle wave 7\ /
@ S | Shape -99 ~ +99 Changing the modulation waveform (refer to the diagram above)
[F]JL | EQLow -12 ~ +12 [dB] Gain that cuts or boosts low range components
H | EQ High =12 ~ +12 [dB] Gain that cuts or boosts high range components
DRY:EFF DRY, 99:1 ~ 1:99, EFF | Output balance between direct sound and effect sound
Balance
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EQUALIZER Group

20. EQUALIZER

This is a 2-band (low range and high range) equalizer. It decreases (cuts) or increases (boosts) the components
of each frequency range.

EFFECT | Eaualizer Low Gain [dB1
L+BB 560 H+88 2K EFF LOW GAIN HIGH GAIN

A [:] C ] € ¥ G H +1248
(— XX X _J—J ——J——J ] 248
R A LD LT gy figpipr Y +.
- —— e CETTEPR Ko~ -ee -3dB
1 ]
| ea | : :
]

: -12d8
/_-_\)”- LOW Fc HIGH Fe
- 2,
[A] L| Low Gain -12 ~ +12 [dB] Gain which cuts or boosts low range components
Low Fc 250/500/1K [Hz] Low frequency point at which boost or cut will be made
(Low Cutoff)
(E] H | High Gain -12 ~ +12 [dB] Gain that cuts or boosts the high range components
High Fc 1K/2K/4K [Hz} High frequency at which boost or cut will be made
DRY:EFF DRY, 99:1 ~ 1:99, EFF Output balance of direct sound and effect sound
Balance
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OVERDRIVE Group

21. OVERDRIVE
This is an effect that simulates the overdrive used generally for guitars, and is particularly effective when
applied to guitar-like lines and solos.

EFFECT 1  Ower Drive — Drive
oga L3z M+BE 1K L+80 H+6E EFF -
A 8 (4 ] E F G H \
D G G GRS G G GEm—
EQ/OVERDRIVE
—
D | Drive 0~99 Overdrive of input signal
L | Level 0~99 Output level of processed sound
@ L | EQLow -12 ~ +12 [dB] Gain that cuts or boosts low range components
H | EQ High -12 ~+12 [dB] Gain that cuts or boosts high range components
DRY:EFF | DRY,99:1 ~ 1:99, EFF Output balance between direct sound and effect sound
Balance

22. DISTORTION

Compared with OVERDRIVE, this effect has a "dirtier" sound with more of a hard edge and is excellent for
simulating a fuzz distortion sound. As with OVERDRIVE, it is effective when used in solos.

EFFECT 1 Over Drive Drive
D36 L15 L+6@ H+@B EFF -
) C— C— i G G G— — \_
EQ /DISTORTION
—
D | Distortion 0~99 Amount of distortion applied to the input signal
L | Level 0~99 Output level of distorted sound
[_E] L |EQ Low -12 ~ +12 [dB] Gain that cuts or boosts low range components
[H] |DRY:EFF DRY, 99:1 ~ 1:99, EFF Output balance of direct sound and effect sound
Balance

48



EXCITER Group

23. EXCITER

This is an effect that increases the clarity of the sound, gives it greater definition and presence, and helps in
bringing the sound to the forefront.

E+99

EFFECT 1 Exciter

EF&3

Elend
L+86 H+88 EFF

(]

A ] 4 0 € F [ H
X ¢ Y ¥ _J ———¥ — ¥ —)

EXCITER

EXCITER

—{]

B | Blend -99 ~ +99 Setting the balance of the unprocessed and the exciter signals
following the circuit.
EP | Emphatic Point | 1~10 Central frequency emphasized by exciter
[F]JL |EQLow -12~+12 [dB] Gain that cuts or boosts low range components
[G]H | EQHigh -12 ~ +12 [dB] Gain that cuts or boosts high range components
[H] DRY:EFF DRY, 99:1~ 1:99, EFF | Output balance of direct sound and effect sound
Balance
ENSEMBLE Group

24. SYMPHONIC ENSEMBLE

This effect is designed to be most effective for ensemble sounds like strings by applying greater modulation in
a chorus-type program.

EFFECT 1 Sumrhonic Ens  Mod Derth
M2 L+E0 H+BA 5@:53 -
EQ/ENSEMBLE
—
M | Mod Depth | 0 ~99 Depth of ensemble effect
[F]L | EQLow -12 ~ +12 [dB] Gain that cuts or boosts low range components
H | EQHigh ~12 ~ +12 [dB] Gain that cuts or boosts high range components
1] DRY:EFF | DRY,99:1 ~ 1:99, EFF Output balance between direct sound and effect sound
Balance

49




ROTARY EFFECT

25. ROTARY SPEAKER
This effect is designed to duplicate the rotational (Leslie) speaker effect popular for organ sounds.

The speed changes characteristic of the Leslie speaker can also be made in real time with the use of a foot
controller .

*  The foot controller normally assigned to control the dry sound/effect sound balance does not control
that parameter here, but is instead used to control the speed selection of the rotary effect. The pedal
works as a switch and the speed of the rotary effect gradually changes regardless of the speed with
which the pedal is moved.

EFFECT 1 Rotary SP Mod Derth —
MG62 R+05 EFF
ROTARY SP
_/
M| ModDepth | 0~99 : Depth of effect
R | SpeedRatio | -10~+10 Ratio of rotation speed of the high range speaker to the

rotation speed of the low range speaker

[A] | DRY:EFF | DRY,99:1~1:99,EFF | Outputbalance of direct sound and effect sound
Balance

COMBINATION Effects Group

Effect programs 26 to 33 are combination effects in which different effects are assigned to the two channels.
Each effect can even be used in the two-system (Effect 1 and 2) configuration common to the other programs.

The diagram shows a parallel arrangement in which #26 DELAY/HALL is selected for Effect 1 and #31
DELAY/FLANGER for Effect 2.

*  See the explanation of effect programs #1 to #26 for details about each effect.

*  Parameters A to D correspond to one effect and E to H to the other one.

EFFECT 1

EFFECT 2 [.l PAN 3 [}—0
C = DELAY 3
PAN 4
D =1 FLANGER — 4
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26. DELAY/HALL

EFFECT 1 Delad/Hall Reverb Time [5]
D250 F+S8 HO1@ FB:38 3.5 DASS HO48 é0:dp

A 8 [ ] € £ G H
) G— D G G G G

DELAY

D | Delay time 0~500 [mSec] Time from direct sound to effect sound

F | Feedback -99 ~+99 [%] Amount of feedback (negative values produce inverted phase)

HD| High Damp 0~99 [%] The larger the value set, the faster the high frequencies are
damped.

(D] DRY:EFF Balance| DRY, 99:1 ~ 1:99, EFF | Output balance of direct sound and effect sound

HALL
E] Reverb Time 0.2~ 9.9 [Sec] Time before reverberation decays.
[F]D |Pre Delay 0~ 150 [mSec] Time between the direct sound and the first early reflection.
HD| High Damp 0~99 (%] The larger the value set, the faster the high frequencies are
damped.
[H] DRY:EFF Balance| DRY, 99:1 ~ 1:99, EFF | Output balance between direct sound and effect sound.

27.DELAY/ROOM

EFFECT 1 DelausRoaom Pre Delag [kE]
0256 F+58 HD1G 7a:38 1.5 D3O HOZA ogidd

A 8 Cc ] 3 F G H
G G G G G G G C—

DELAY
D |Delay time 0 ~ 500 [mSec] Time from direct sound to effect sound
F | Feedback -99 ~ +99 [%] Amount of feedback (negative values produce inverted phase)
HD| High Damp 0~99 (%] The larger the value set, the faster the high frequencies are
damped.
[D] DRY:EFF Ralance| DRY, 99:1 ~ 1:99, EFF | Output balance of direct sound and effect sound

ROOM

(2] Reverb Time 0.2~50 [Sec] (ROOM) | Output level of processed sound

[F]D | Pre Delay 0~150 [mSec] Time between the direct sound and first early reflections
HD | High Damp 0~99 [%] The larger the value set, the faster the high frequencies are
damped.

(H] DRY:EFF Balance|DRY, 99:1 ~ 1:99, EFF | Output balance between direct sound and effect sound.
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28. DELAY/EARLY REFLECTION

EFFECT 1

Delaw E.Ref
Dz58 F+58 HONG 76:38 200 D930

EF Time [mS]
S HE 5]

A 8 C 0 € F G H
———y——¥——F—— ¥ X % L

DELAY
D | Delay time 0~500 [mSec] Time from direct sound to effect sound
F |Feedback -99 ~+99 [%] Amount of feedback (negative values produce inverted phasc)
HD| High Damp 0~99 (%] The larger the value set, the faster the high frequencics arc
damped.
(D] DRY:EFF Balance| DRY, 99:1 ~ 1:99, EFF | Output balance of direct sound and effect sound
EARLY REFLECTION
[E] |E/RTime | 100~400 [mSec) E/R time
[F]D |PreDelay | 0~150 [mSec] Time between the direct sound and E/R sound
[A] |DRY:EFF |DRY,99:1-1:99, EFF Output balance of direct sound and effect sound
Balance

29. DELAY/DELAY

EFFECT 1

Delag Delas
250 F+50 HDIB 7O:36 260 F+50 HD1G 70:36

Tire L [m5]

A e c 2] € F G H
2 ——J 17— 71— 3 —~J —}

DELAY
Delay Time | 0 ~ 500 [mSec] Same as DELAY of #26 DELAY/HALL
F |Feedback | -99 ~+99 [%)]
HD [High Damp | 0 ~ 99 [%]
[D] DRY:EFF | DRY, 99:1 ~ 1:99, EFF
Balance
DELAY
[E] |Delay Time | 0~ 500 [mSec] Same as above
[FJF |Feedback —99 ~ 499 [%)]
[G] HD|High Damp | 0 ~ 99 [%]
[H] |DRY:EFF | DRY,99:1 ~ 1:99, EFF
Balance
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30. DELAY/CHORUS

EFFECT 1

DelaasChorus
258 F+50 HDIG 7O:3A MEO A.30 TRI 68:48

Mod Depth

A ] [ 0 € F G H
———1— 71 —J Y —J —_J— ¥y ——]

DELAY
Delay time | 0 ~ 500 [mSec] Same as DELAY of #26 DELAY/HALL
F | Feedback | -99 ~+99 [%]
HD| High Damp | 0~ 99 [%]
EQ‘]‘ DRY:EFF DRY, 99:1 ~ 1:99, EFF
Balance
CHORUS

[E]M | Mod Depth 0~ 99 [%] Intensity of modulation effect
Mod Speed 0.03 ~ 30 [Hz] Speed of modulation (frequency)
Mod Waveform Selection of waveform

SIN ~v Sine wave

TRI A/ Triangle wave
[E] DRY:EFF DRY, 99:1 ~ 1:99, EFF Sound volume balance of direct sound and effect sound

Balance

31. DELAY/FLANGER

EFFECT 1

Delaw Flan3er
258 F+50 HD16 70:38 M70 8.18 F-75 49:60

Mod Derth

A B [ ] 3 F [ [l
L2 2 X X — J- ¥ — "} ]

DELAY

D |Delay time | 0~500 [mSec] Same as DELAY of #26 DELAY/HALL
F |Feedback | —99 ~+99 [%]
HD|High Damp| 0~99 [%)
DRY:EFF | DRY,99:1 ~ 1:99, EFF

Balance

FLANGER

[E] M | Mod Depth | 0~ 99 [%] Depth of flanging effect
(F] Mod Speed | 0.03 ~ 30 [Hz] Speed of modulation
F | Feedback | -99 ~ +99 [%] Amount of feedback (negative values produce inverted phase)
DRY:EFF | DRY,99:1 ~ 1:99,EFF | Output balance of direct sound and effect sound

Balance
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32. DELAY/PHASER

EFFECT | Delaw FPhaser HMod Sreed [Hzl
250 F+50 HOD1D 73:328 MeD B.6% F-75 25:75
A 1] F G H

DELAY
[A] Delay time | O ~ 500 [mSec] Same as DELAY of #26 DELAY/HALL
F | Feedback | —99 ~+99 [%)]
HD | High Damp | 0~ 99 [%]
(D DRY:EFF | DRY,99:1 ~ 1:99, EFF
Balance

PHASER
[E]M | Mod Depth | 0~ 100 [%) Depth of phase shift
[F] | ModSpeed | 0.03 ~30 [Hz] Speed of modulation
@ F | Feedback -99 ~ 499 [%] Amount of feedback (negative values produce inverted phase)
DRY:EFF DRY, 99:1 ~ 1:99, EFF | Output balance of direct sound and effect sound

Balance
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33. DELAY/TREMOLO

EFFECT 1 Delay/Tremolo Share
250 F+50 HD1B 70336 MBB 1.59 S+80 EFF

. A 8 C 0 E F G H
o G G GaD i G G G

DELAY

D Delay Time 0~ 500 [mSec] Same as Delay of #26 DELAY/HALL
F Feedback 99 ~ +99
HD | High Damp 0~99
(D] DRY:EFF Balance | DRY, 99:1 ~ 1:99, EFF

TREMOLO
[E]M |Mod Depth |0~ 99 Depth of tremolo effect
(F] Mod Speed |0.03 ~ 30 [Hz] Speed of modulation
[G]S |[Shape -99 ~ +99 Changing the modulation waveform

[H) DRY:EFF [DRY,99:1~ 1:99, EFF | Output balance between direct sound and effect sound -
Balance
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