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IMPORTANT SAFETY INSTRUCTIONS

WARNING — When using electrical products, basic precautions should be followed, including the following:

1. Read all the instructions before using the
product.

2. Do not use this product near water — for
example, near a bathtub, washbowi, kitchen sink,
in a wet basement, or near a swimming pool, or
the like.

3. This product should be used only with the cart or
stand that is recommended by the manufacturer.

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

5. The product should be located so that its location
or position does not interfere with its proper
ventilation.

6. The product should be located away from heat
sources such as radiators, heat registers, or
other products that produce heat.

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

SAVE THESE INSTRUCTIONS

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

GROUNDING INSTRUCTIONS

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

9. Care should be taken so that objects do not fall
and liquids are not spilled into the enclosure
through openings.

10.The product should be serviced by qualified
personnel when:

A. The power-supply cord or the plug has been
damaged,; or

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

C. The product has been exposed to rain; or

D. The product does not appear to operate
normally or exhibits a marked change in
performance; or

E. The product has been dropped, or the
enclosure damaged.

11.Do not attempt to service the product beyond
that described in the user-maintenance
instructions. All other servicing should be
referred to qualified service personnel.

The lightning flash with the arrowhead symbol

within an equilateral triangle, is intended to alert

RISK OF ELECTRIC SHOCK ' the user to the presence of uninsulated
DO NOT OPEN . “dangerous voltage” within the products

enclosure that may be of sufficient magnitude to
constitute a risk of electric shock to persons.

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

This product must be grounded (earthed). If it should malfunction or breakdown,
grounding provides a path of least resistance for electric current to reduce the
risk of electric shock. This product is equipped with a cord having an
equipment-grounding conductor and a grounding plug. The piug must be
plugged into an appropriate outlet that is properly installed and grounded in
accordance with the local codes and ordinances.

DANGER — Improper connection of the equipment-grounding conductor can
result in a risk of electric shock. Check with a qualified electrician or serviceman
if you are in doubt as to whether the product is properly grounded. Do not modify
the plug provided with the product — if it will not fit the outlet, have a proper outlet
installed by a qualified electrician.



THE FCC REGULATION WARNING

This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant to
Part 15 of the FCC Rules. These limits are designed to provide reasonable protection against harmful
interference in a residential installation. This equipment generates, uses, and can radiate radio frequency
energy and, if not installed and used in accordance with the instructions, may cause harmful interference to
radio communications. However, there is no guarantee that interference will not occur in a particular
instalfation. If this equipment does cause harmful interference to radio or television reception, which can be
determined by turning the equipment off and on, the user is encouraged to try to correct the interference by
one or more of the following measures:

* Reorient or relocate the receiving antenna.

* Increase the separation between the equipment and receiver.

¢ Connect the equipment into an outlet on a circuit different from that to which the receiver is connected.
¢ Consult the dealer or an experienced radio/TV technician for help.

CANADA

THIS APPARATUS DOES NOT EXCEED THE “CLASS B” LIMITS FOR RADIO NOISE EMISSIONS FROM
DIGITAL APPARATUS SET OUT IN THE RADIO INTERFERENCE REGULATION OF THE CANADIAN
DEPARTMENT OF COMMUNICATIONS.

LE PRESENT APPAREIL NUMERIQUE N'EMET PAS DE BRUITS RADIOELECTRIQUES DEPASSANT LES
LIMITES APPLICABLES AUX APPAREILS NUMERIQUES DE LA “CLASSE B” PRESCRITES DANS LE
REGLEMENT SUR LE BROUILLAGE RADIOELECTRIQUE EDICTE PAR LE MINISTERE ~DES
COMMUNICATIONS DU CANADA.

CE mark for European Harmonized Standards

CE mark which is attached to our company’s products of AC mains operated apparatus until December 31,
1996 means it conforms to EMC Directive (89/336/EEC) and CE mark Directive (93/68/EEC).

And, CE mark which is attached after January 1, 1997 means it conforms to EMC Directive (89/336/EEC), CE
mark Directive (93/68/EEC) and Low Voltage Directive (73/23/EEC).

Also, CE mark which is attached to our company’s products of Battery operated apparatus means it conforms
to EMC Directive (89/336/EEC) and CE mark Directive (93/68/EEC).

IMPORTANT NOTICE FOR THE UNITED KINGDOM
Warning-THIS APPARATUS MUST BE EARTHED

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

identifying the terminals in your plug,proceed as follows:

 the wire which is coloured green and yellow must be connected to the terminal in the plug which is marked
with the letter E or by the earth symbol @,or coloured green or green and yellow.

¢ the wire which is coloured blue must be connected to the terminal which is marked with the letter N or
coloured black.

* the wire which is coloured brown must be connected to the terminal which is marked with the letter L or
coloured red.

Back-up Battery

The N264/N364 uses a back-up battery to prevent memory loss when the power is turned off. If
the display shows “Battery Low”, the battery should be replaced. Consult the nearest Korg Service
Center or dealer. ’

Data Handling

Data in memory may sometimes be lost due to incorrect user action. Be sure to save important
data to floppy disk.

Korg will not be responsible for damages caused by data loss.

LCD Display

Some pages of the manuals show LCD screens along with an explanation of functions and
operations. All sound names, parameter names, and values are merely examples and may not
always match the actual display you are working on.

Trademarks
MS-DOS is a registered trademark of Microsoft Corporation.
All trademarks or registered trademarks are the property of their respective holders.
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Introduction 1

Introduction

Welcome to the N264/N364

Thank you for purchasing a Korg N264/N364 Music Workstation, and welcome to the exciting
world of AT% Synthesis.

Unpacking Your N264/N364

The following items should be enclosed with your N264/N364. Make sure that you have them all.
* Basic Guide
* Reference Guide
* N264/N364 data floppy disk
* Power cable
Keep the packaging materials for when you want to transport the N264/N364 in the future.

N264/N364 Manuals

The N264/N364 is supplied with two user manuals: this Basic Guide and a Reference Guide.

This Basic Guide explains how to set up, switch on, and play the N264/N364. Using a tutorial style
format, it also introduces some of the N264/N364 functions. Use this guide first, then when you
want to know the full details, see the Reference Guide.

The Reference Guide contains full details about all the N264/N364’s functions. It also contains an
index that will help you to locate information quickly.



2 Introduction

What is the N264/N364?

The following illustration shows the basic parts that make up the N264/N364 Music Workstation.

Inside the N264/N364 Music Workstation

Data Storage Tone Generator 16-Track Sequencer Digital Multi-Effect Processors
L é Delay Distortion  Chorus
. Reverb EQ Auto Pan
__:_ Floppy Disk Exciter  Tremolo Flanger
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N264/N364 Architecture

AI? Synthesis Technology: This is technology developed by Korg that captures the true essence
of acoustic sound for use in a tone generator.

Multisounds: These are the basic sound elements (PCM waveforms) from which Programs are
created. The N264/N364 contains 430 Multisounds such as piano and organ. Together with the
drum sounds, the internal Multisounds are stored inside the N264/N364 in 8 Mbytes of ROM.

Drum sounds: These are the sounds (PCM waveforms) from which Drum Programs are created.
The N264/N364 contains 215 drum sounds, such as hi-hat and snare drum.

Drum kits: Each drum kit contains 60 “indexes”, with one drum sound assigned to each index.
For each index, you can specify the note that will play it, and the volume etc. The N264/N364
contains 4 user kits (Drum Kit A1, A2, B1, B2) which allow you to create your own original drum
kits, and 12 ROM kits (Drum Kit C1, C2, D1, D2, ROM D Kit 1-8) in which the key assignments
are fixed.

Programs: The N264/N364 has three types of programs; Single mode and Drum mode programs
in which one oscillator is used to produce each note, and Double mode programs which use two
oscillators to produce each note. Single mode and Double mode programs assign a multisound to
their oscillator, and Drum mode programs assign a drum Kit to their oscillator. Double mode
programs have independent VDA (Variable Digital Amplifier), VDF (Variable Digital Filter),
Pitch MG, VDF EG, and VDA EG for each oscillator. (The Pitch EG and VDF MG are shared by
both oscillators.) The audio signals from the program are sent from the four outputs (A, B, C, D)
as specified for each oscillator and sent to multi-effects 1 and 2.

The N264/N364 contains a total of 536 programs (100 each in banks A, B, C, and D, and 136 in
bank GM).

Combinations: Each Combination contains eight Timbres (“instruments”), and each Timbre is
assigned a Program and MIDI channel, etc. Combinations allow you to play two or more programs
“layered,” or to play multi-timbred sequences. By assigning Timbres to different areas of the
keyboard, you can create split-type Combinations. By specifying the range of note velocities
which will play each Timbre, you can create velocity-switched Combinations. The audio signal
from the Combination is sent from four outputs (A, B, C, D) as specified for each Timbre, and sent
to multi-effects 1 and 2.

The N264/N364 has a total of 400 Combinations (100 each in banks A, B, C, D).
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Sequencer

The N264/N364 contains a 16-track sequencer that has a maximum event capacity of 32,000. Up
to 10 songs and 100 patterns can be held in memory simultaneously. Up to 999 measures can be
contained. Each track is assigned a Program, MIDI Channel, etc. A tempo track is provided for
entering tempo changes. Tracks and patterns can be recorded in real time and step time. Patterns
can also be created by copying a specified section of a track. Patterns can be copied or put into
tracks. EXT mode tracks can be used to control other MIDI instruments.

Songs are output on four buses (A, B, C, D) that feed multi-effects 1 and 2.

Digital Multi-Effects Processors

The N264/N364 contains two digital multi-effects processors that can produce 47 effects such as
reverb, delay, chorus, flanger, distortion, EQ, auto pan, exciter, etc. Effects 1 to 37 are single
effects, 38 and 39 are serial effects, and 40 to 47 are parallel effects. The parallel type effects allow
up to four independent effects simultaneously.

Each Program, Combination, and song can have its own effect settings. When a Program is used
as part of a Combination or song, its own effects settings are ignored, and effects settings for that
particular Combination or song are used.

Arpeggio Mode

This mode lets you produce automatic arpeggios simply by holding down keys. Five types of
arpeggio are provided: UP, DOWN, ALT1, ALT2, and RANDOM. The OCTAVE parameter lets
you select the pitch range in which the arpeggio will sound: 1, 2, 3 or 4 octaves. Additional
parameters such as SORT, GATE, and SYNC allow you to create a variety of different styles of
arpeggio performance.

Realtime Pattern Play/Recording (RPPR) Mode

This mode allows you to assign a sequencer pattern to a specified key of the keyboard, and then
play or record pattern data by pressing that key. Patterns can be assigned to the 60 keys from C#2
to C7, and ten different sets of these 60 patterns can be stored. You can play a different phrase from
each key, or play several keys simultaneously so that different phrases are played back
simultaneously.

Floppy Disk Drive

An internal 3.5 inch 2DD, 2HD floppy disk drive provides a convenient way to store your
Programs, Combinations, sequencer songs, and patterns. In addition, MIDI Exclusive data from
other MIDI devices can be stored and loaded via the disk drive, just like a MIDI data filer. The
N264/N364 floppy disk format is compatible with the MS-DOS 720KB and 1.44MB disk format,
making it easy to exchange SMF (Standard MIDI File) data with other users.

General MIDI

GM (General MIDI) is a MIDI Standard implemented by a number of manufacturers. Among
other things, it states that a GM compatible tone generator must have 128 specific programs, be
able to produce at least 24 notes simultaneously, and use MIDI Channel 10 for drums and
percussion. The main reason for GM is to improve song data compatibility between different
music systems.

Since Sequencer mode allows you to record/playback GM-compatible songs, musical data created
on the N264/N364 can be easily played back on other GM-compatible instruments.

The GM standard does not specify effect types, tone generator architecture, or sound generation
processes, so song files produced using other tone generators will not sound exactly the same on
the N264/N364. If you are depending on GM compatibility, create a few sample song files to
check compatibility with the system that you hope to exchange data.

See “Playing GM Songs” on page 43 for more details.
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SMF (Standard MIDI Files)

SMF allows you to transfer song data between sequencing systems. It is a standard format for
sequence data. Most recent software and hardware sequencers support SMF.

SMF files come in three formats: Format 0, Format 1, and Format 2. The N264/N364 supports
formats 0 and 1. In format 0, data of all tracks is merged onto one track and saved to floppy disk.
In format 1, data is saved on individual tracks. Format 1 is more common.

SMF data does not necessarily conform to the GM standard, however, SMF is a useful way of
transferring song data between GM compatible music systems.

Note: GS and XG are standards which are similar to GM and have similar operation, but please
be aware that musical data created for GS or XG may not playback correctly on a
GM-compatible tone generator.

N264/N364 Memory Banks

The following table shows how the N264/N364 memory banks are organized.

Bank A Bank B Bank C (ROM) Bank D (ROM) Bank GM (ROM)
100 Programs 100 Programs 100 Programs 100 Programs 136 Programs
100 Combinations 100 Combinations 100 Combinations 100 Combinations —

Drum kits A1 and A2

Drum kits B1 and B2

Drum kits C1 and C2

Drum kits D1 and D2

ROM Drum kits 1-8

Global setup data

In addition to these memories, internal RAM contains sequence data (a maximum of 32,000
events in 10 songs and 100 patterns). ROM banks are read-only. It is not possible to store (write)
edited program data into a ROM bank. (ROM: Read Only Memory.)

Output Routing

The following illustration shows how Programs, Combinations, and songs are output. Pan, Send
C, and Send D parameters can be set individually for each Program oscillator, Combination
Timbre, and song track. The four output buses A, B, C, and D are fed to the two multi-effects
processors, and mixed down and output from 1/L/MONO, 2/R, 3 and 4. The N264/N364 allows
the two effects processors to be connected in six ways, called Effect Placements. (See “7E Effect
Placement” on page 59 of the Reference Guide.)

Effect Placement

i z! A
t Panpot
n|
N P B Effect OUTPUT
. Processor 1
Program —>» 1/L/MONO
Combination
Song l————>» 2/R
Send level C Effect
—>» 3
- Processor 2
————» 4

l Sendlevel D
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N264/N364 Modes

The following table lists the N264/N364 operating modes and gives a brief explanation of what
you can do in each mode.

Mode

What You Can Do

Program Play mode

Play and select Programs, edit some parameters.

Program Edit mode

Edit all Program parameters, set up Program effects, write Programs to memory.

Combination Play mode

Play and select Combinations, edit some parameters.

Combination Edit mode

Edit all Combination parameters, set up Combination effects, write Combinations to
memory.

Sequencer mode

Play back songs and record in real time.

Sequencer Edit mode

Record in step time, record patterns in real time and step time, set up song effects, edit
tracks, patterns, etc.

Set parameters that change the overall performance of the N264/N364 such as the Global

Global mode MIDt Channel, master tune, transpose, MIDI filters, memory protection, set up the drum kits,
assignable pedal, etc.

Disk mode Save and load N264/N364 data to floppy disk, save and load MIDI Exclusive data, save and
load SMF (Standard MIDi Files), delete disk files, rename disk files, etc.

Arpeggio mode Play and set parameters for the arpeggios that will be available in Program Play,

Combination Play, and Sequencer mode.

Realtime Pattern
Play/Recording mode
(RPPR mode)

Set record, play, and pattern set parameters for Realtime Pattern Play/Recording.
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1)

2)

3)

4)

5)

6)

VOLUME slider
This slider adjusts the output volume of the N264/N364. It also controls the headphone volume.

[RESET] button

This button works in Sequencer mode and Sequencer Edit mode. When the sequencer is stopped,
pressing this button will return the song to the beginning. If, for some reason, the sound being
produced cannot be stopped, press this button,

[REC/WRITE] button
The operation of this button depends on the selected mode:
Sequencer and Sequencer Edit Modes: pressing this button will engage Record Ready mode, and

REC will appear on the LCD screen. To cancel Record Ready mode, press again. To start
recording, press the [START/STOP] button.

Program Play, Program Edit, Combination Play, Combination Edit modes: pressing this button
allows you to write the current Program or Combination to memory.

[START/STOP] button

This button works in Sequencer mode and Sequencer Edit mode. It is used to start and stop song
playback and recording.

[1-8] function buttons

The operation of these buttons depends on the current mode, as explained in the following table.
The names of the functions that these buttons perform are printed on the N264/N364 in different
colors. The table also lists how colors correspond to modes.

Current Mode Operation

Select the various paramsters that can be edited in Program Play mode. See “Editing in
Program Play Mode Program Play Mode (Performance Editing)” on page 5 of the Reference Guide. White text
on front panel.

Select LCD screen groups for parameters and functions in Program Edit mode. See

Program Edit Mode “Program Edit Mode” on page 7 of the Reference Guide.

Select a Timbre from 1 to 8 for editing in Combination Play mode. See “Editing in
Combination Play Mode (Performance Editing)” on page 37 of the Reference Guide. Blue
Combination Play Mode | text on front panel.

Individual Timbres can be soloed by double clicking on the corresponding button. See
“Soloing Individual Timbres” on page 38 of the Reference Guide.

Select LCD screen groups for parameters and functions in Combination Edit mode. See

Combination Edit Mode “Combination Edit Mode” on page 39 of the Reference Guide.

Select the various parameters for playing and recording songs. See “Sequencer Mode”

on page 93 of the Reference Guide. Green text on front panel.
Sequencer Mode

Function button 2 can be used to solo the currently selected track. See “Soloing Individual
Tracks” on page 97 of the Reference Guide. Green text on front panel.

Select LCD screen groups for parameters and functions in Sequencer Edit mode. See

. “Sequencer Edit Mode” on page 113 of the Reference Guide.
Sequencer Edit Mode

For step-time recording and event edit, function buttons 5, 6, 7, 8 are used to enter rests,
ties, notes, and delete notes, respectively. Green text on front panel.

Select LCD screen groups for parameters and functions in Global mode. See “Global

Gioba! Mode Mode” on page 165 of the Reference Guide.

Disk Mode ' Select LCD screen groups for parameters and functions in Disk mode. See “Disk Mode”
on page 181 of the Reference Guide.

Arpeggio Mode Select patterns. See “Arpeggio mode” on page 155 of the Reference Guide. White text on

front panel.

Powering on the N264/N364 while pressing the [SEQ] button and function button [8] will erase
all sequencer data and initialize all parameters. Make sure that you save your important data to
floppy disk beforehand. See “Erase All Sequencer Data” on page 98 of the Reference Guide.
[COMBI] button

Press this button to select Combination Play mode.
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7)

8)

9)

10)

11)

12)

13)

14)

15)

16)

[PROG] button
Press this button to select Program Play mode.

[SEQ] button

Press this button to select Sequencer mode.

Powering on the N264/N364 while pressing the [SEQ] button and function button [8] will erase
all sequencer data and initialize all parameters. Make sure that you save your important data to
either floppy disk or card beforehand. See “Erase All Sequencer Data” on page 98 of the Reference
Guide.

{BANK] button
In Program Play mode, press this button to select banks A, B, C, D or GM. In Combination Play
mode, press this button to select banks A, B, C or D.

[EDIT] button

Press this button to enter the corresponding edit mode for the current mode. For example, to select
Program Edit mode, first select Program Play mode by pressing the [PROG] button, then press the
[EDIT] button; EDIT will appear on the LCD screen. To cancel an edit mode, press another mode

button.

[GLOBAL] button
Press this button to select Global mode.

[DISK] button
Press this button to select Disk mode.

[COMPARE] button

Pressing this button while editing a Program, Combination or Song allows you to compare the
Program, Combination or Song that you are currently editing with the original. (The display will
indicate [COMPARE].) The data being edited is kept in memory. Press this button once again to
return to the edited data. (The [COMPARE] indication will disappear.) Be aware that if you edit a
parameter while the display indicates [COMPARE], the previously edited data will be lost.

VALUE slider
This slider is used to set parameter values and select parameter options. It can also be used to
control effect parameters when set as the dynamic modulation control source.

[A/YES] and [V/NO] buttons

In Program Play mode and Combination Play mode, these buttons allow you to select Programs
and Combinations, respectively.

These buttons can be used to set parameter values and select parameter options. Press the

[ A/YES] button to increase values, and the [ W/NO] button to decrease them. Pressing and holding
either button will change the selected parameter value rapidly.

By pressing both buttons simultaneously, you can reset the parameter to its original value, that is,
the value before you edited it.

These buttons are also used when the N264/N364 requires a yes or no answer from you. For
example, when the message “Are You Sure?” appears, press the [ A/YES] button to continue, or
the [W/NO] button to cancel.

LCD
This large, clear, and easy to read visual interface displays the current mode and any parameters
related to that mode.
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17)

18)

19)

20)

21)

[CURSOR] buttons
These buttons are used to move the cursor around the LCD and select parameters.

To select an LCD screen, press and hold down the [«] or [] cursor button. To select the next
LCD screen to the left, press the [«] cursor button. To select the next LCD screen to the right,

press the [—] button. To select the next or previous parameter group, use the [ 1] and [{] cursor
buttons.

When another LCD screen is available to the left, “<” is shown. When another LCD screen is
available to the right, “>” is shown. When LCD screens are available to both the left and right,
“<>" is shown.

These buttons are also used to insert and delete characters when naming Programs, Combinations,
and songs.

In Program Play, Combination Play, and Sequencer modes, you can use the [T] [»L] buttons to move
to other modes.

Program Play mode: Press the [T] button to move to Performance Edit.

Combination Play mode: Press the [ T] button to edit the major parameters of each Timbre.
Sequencer mode: Press the [T] button to move to RPPR mode.

To return from these conditions to the original mode, press the [{] button.

Also, when in Program Play, Combination Play, or Sequencer modes, you can press the [{] button
to move to Arpeggio mode.

[10’s HOLD/-] button

In Program Play mode and Combination Play mode, this button allows you to select Programs and
Combinations with just one button press. Pressing the [10’s HOLD/-] button will display a dot
between the right-two digits on the LCD. At this time, pressing the number keypad changes the
unit’s digit of the Program or Combination number. Pressing the [ A/YES] and [ W/NO] buttons
changes the ten’s digit. For example, if you have selected Program 21 and you want to select
Program 29, first press the [10’s HOLD/-] button, then press number button [9]. Program 29 will
be selected. Alternatively, to select Program 31, just press the [ A/YES] button. Program 31 will
be selected. To cancel the 10’s HOLD function, press the [10°’s HOLD/-] button.

This button is also used to enter negative parameter values. To make a negative value positive or
vice versa, press the [10’s HOLD/~] button. See “Setting Parameters” on page 21.

In Combination Edit mode, you can use this button to select Program banks when setting up
Timbres.

When naming Programs, Combinations, and songs, this button can be used to select lowercase and
uppercase characters. See “8B Program Rename” on page 33, “8B Combination Rename” on
page 55, and “8A Rename Song” on page 150 of the Reference Guide. ‘

Number keypad

This keypad allows you to select Programs and Combinations by entering the corresponding
number. For example, to select Program 67 (presuming you are in Program Play mode), press
number button [6], then [7].

The keypad can also be used to specify parameter values. See “Setting Parameters” on page 21.
And to insert and delete characters when naming Programs, Combinations, and songs.

[ENTER] button
When you specify a parameter value using the number keypad, press this button to enter that
value. If you do not press this button, the specified value will not be entered.

This button is also used when specifying parameter values using the keyboard.

Floppy Disk Drive

This is where you insert 3.5 inch 2DD or 2HD type floppy disks. You can store Programs,
Combinations, sequencer data, MIDI exclusive data, and SMF (Standard MIDI Files) on floppy
disks. See “Disk Mode™ on page 181 of the Reference Guide.
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22) Joystick
The joystick allows real-time control of the following Program parameters: Pitch Bend, VDF
Cutoff Frequency, VDF Modulation Intensity, Modulation Frequency and Intensity. See “SA
Pitch1 Modulation” on page 27 and “6A After Touch & Joystick Control” on page 30 of the
Reference Guide.

X< =
+X Pitch bend, VDF cutoff sweep

{} +Y Pitch modulation depth (vibrato), speed
=Y —-Y VDF modulation depth (wow wow)
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Rear Panel

7) DAMPER PEDAL
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10) PHONES
PHONES ‘

(1LUMONO, 2/R, 3, 4)

8) ASSIGNABLE PEDAL/SW
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9) OUTPUT
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3) CONTRAST knob

1) ACV Power socket 2) POWER switch
o

1

2)

_____

3)

4)

5)

6)

7)

8)

ACV Power socket

Connect the supplied power cord to this
connection. Connect the other end of the
power cord to a suitable AC receptacle.

POWER switch

This switch is used to power on and power off
the N264/N364. Press once to power on;
press again to power off.

CONTRAST knob

This knob is used to adjust the LCD contrast.
The LCD contrast varies depending on the
angle that you look at it. Turning the knob
clockwise makes the contrast darker, while
turning it counterclockwise makes it lighter.

MIDI IN

The N264/N364 receives MIDI data via this
connection. This could be connected to the
MIDI OUT of a master keyboard, external
sequencer, guitar controller, etc.

MIDI OUT

The N264/N364 outputs MIDI data via this
connection. This could be connected to the
MIDIIN of a synthesizer, external sequencer,
drum machine, etc.

MIDI THRU

This connection outputs MIDI data received
at the MIDI IN connection. This allows you to
connect a number of MIDI devices in a daisy
chain. Each device receives all the MIDI data,
but only responds to data on the specified
MIDI Channel.

If you want to connect more than three MIDI
devices, we recommended that you use an
optional MIDI THRU box. See your Korg
dealer for more details.

DAMPER PEDAL

An optional Korg Damper pedal can be
connected here. See “7B Damper Pedal
Polarity” on page 179 of the Reference
Guide.

ASSIGNABLE PEDAL/SW

An optional Korg PS-1 or PS-2 foot switch or
EXP-2 or XVP-10 foot controller can be
connected here. A pedal connected here can
be set to perform one of many functions, such
as selecting Programs and Combinations,
starting and stopping the sequencer, or
controlling the volume. See “7A Assignable
Pedal/SW Setup” on page 179 of the
Reference Guide.
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9) OUTPUT 1/L/MONO, 2/R, 3, 4
These 1/4 inch phone jack connections should be connected to the inputs of a stereo amplifier,
mixer, or cassette multitracker. If your amplifier is mono, use the 1/L/MONO connection.

10) PHONES
A pair of stereo headphones can be connected here for private playing. The headphone signal is
the same as that appearing at the 1/L/MONO and 2/R outputs. On the N264/N364, depending on
the chosen effect placement, you may not be able to hear sounds that are routed through buses

C and D.
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Chapter 2: Setting Up the N264/N364

Connecting Audio Equipment

Before making any connections, make sure that each piece of equipment is powered off, and that
all volume controls are set to minimum.

1) Using the N264/N364 as the Only Sound Source

N254
=5

I

LINE IN, AUX, TAPE IN
@ o1 | 77 @
L wnm— || n
@ 11 11 @

Hi-fi System

.

Monitor Speaker
(internal amp)

2) Using the N264/N364 in Combination with Other Sound Sources

When you use multiple tone generators, we recommend that you use a mixing console for easier
operation. Some keyboard amplifiers have a few inputs for connecting a number of devices.

Lzes
358
| ] Other tone generator
&
QUTPUT
OUTPUT OUTPUT 2/R OUTPUT 3,4
1/UMONO
INPUT 1 INPUT 2 INPUT 5 %1 INPUT 6
O...............‘Olfohve h mi hannel
e o o o Keyboardmixer» » o o o you have enough mixer channels
Ol o ¢ o o o eoy coao olxce LY : . : . 0| Yyou can connect OUTPUTS 3 and 4.

OUTPUT
INPUT

Monitor Speaker
(internal amp)

LINE IN, AUX, TAPE iN
o— | 3

or O o[l m O

@ 1 1 @

Hi-fi System

Note: Professional audio equipment such as the N264/N364 usually has a broad dynamic range.

If you connect the N264/N364 to a domestic hi-fi system, be careful not to raise the volume level
too high because you may damage the speakers.
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Power On Procedure
When you have made all the necessary connections, press the [POWER] switch to power on the
N264/N364. Then power on your mixing console (if applicable), and then the amplifier. At this
point do not turn the power to the N264/N364 off and on, you may damage the speakers. After
you turn on the power to the N264/N364, the LCD screen will display “N264 (or N364) MUSIC
WORKSTATION? for a few seconds. Then Combination Play mode* will be selected.
Pressing the power switch when the N264/N364 is on will turn off the power to the N264/N364.
At this time, all internal Programs, Combinations, drum kits, global parameters, and sequencer
data are stored. Edits that have not been written, however, will be lost.
Do not power off the N264/N364 while the disk drive LED is lit, or when a “Loading” or “Saving”
message is shown on the LCD. Otherwise, the disk, data, or both may be damaged.
*“Mode” refers to the operating status of the N264/N364. The N264/N364 has ten modes. See
“N264/N364 Modes” on page 5 of this manual.

LCD Contrast

The LCD screen of the N264/N364 is brighter than on previous models, but its readability is
affected by the viewing angle. Depending on the location of the unit, you may need to adjust the
factory-set contrast setting. If necessary, rotate the rear panel CONTRAST knob to maintain good
readability.

Listening to the Demo Songs

After completing the audio connections, you can listen to the demo songs that have been loaded
into the N264/N364 sequencer. Raise the volume level to about half way, and raise the volume
level of the mixing console and amplifier slightly. Press the [START/STOP] button to start the
demo song. Press the [START/STOP] button again to stop the demo song. Adjust the volume level
of the mixing console and amplifier while listening to the song. Enjoy the wonderful sound of the

Korg N264/N364.

If you hear no sound, check all the connections. Try connecting a pair of headphones to the
PHONES output. If you can hear the demo song in the headphones, the problem must be a
connection or device further down the line.

Listening to the Realtime Pattern Play demo
The N264/N364 contains demo song data, and data that lets you try out its Realtime Pattern Play
capabilities.
Songs 0-2 contain data that lets you hear the N264/N364 perform. See the procedure of
“Listening to the Demo Song” given above, and listen to the playback.

Songs 3-6 contain sounds for use with the Realtime Pattern Play function. You can play them in
conjunction with Realtime Pattern Play pattern sets.

1) After listening to the demo songs, press the (T button. You will enter Realtime Pattern
Play/Recording (RPPR) mode, and the PS parameter (which chooses the Pattern Set) will be
selected.

2) Use the VALUE slider or the [A/YES]['V/NO] buttons to set PS to a value of 3.
3) Press the [«<] button. The S parameter (which chooses the song) will be selected.
4) Use the VALUE slider or the [A/YES][V/NO] buttons to set S to a value of 3.

5) Play any key on the keyboard. The pattern assigned to that key will playback.

Some patterns will continue to playback after you release the key, but such patterns can be stopped
by pressing the same key again, or by pressing the C2 key (the key at the far left of the keyboard).

If you wish to use RPPR with other settings, try changing the PS and S settings. When doing so,
set PS and S to the same values. This will select the most appropriate combination of data.

6) Press the (4] button to exit RPPR mode.
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Using Arpeggio mode
1) Press the [PROG] button to move to Program Play mode.

2) Use the VALUE slider or the [A/YES][V/NO] buttons to select a Program. (Select a sound with
a rapid attack, such as a piano.)

3) Press the [{] button to move to Arpeggio mode.
4) Press keys on the keyboard and an arpeggio will sound.

You can use the function buttons to select arpeggio parameters and change their settings. The main
parameters are as follows.

Function button [1]: arpeggio type (UP, DOWN, etc.)
Function button [3]: arpeggio range (in octave units)
Function button [8]: arpeggio speed

5) Press the [T] cursor button to exit Arpeggio mode.

MIDI Connections

After listening to the demo song to check the audio connections, you’re ready to make the MIDI
connections. The N264/N364 is an integrated music workstation, allowing you to create
high-quality music. Furthermore, it has a wide-range keyboard, a sequencer comparable with a
stand-alone sequencer, and it also works as an excellent master keyboard in a large-scale MIDI
system.

1) Connecting to a Tone Generator (Synthesizer)

N264
em——
e §

| —E—
|———=—
|

. MIDI OUT

i MIDI IN

T T
neag
QQ%DD XSDR Tone generator

- Synthesizer,
oHooOo Sy )

MIDI Cable
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2) Connecting to a MIDI Sequencer

N264
axzar—

= TR

MIDIIN ] lMIDIOUT

MID! OUT MIDI IN

Sequencer
or
Computer

3) Connecting to a Tone Generator (Synthesizer) and MIDI Sequencer

- L]
N264

e = |

!

MIDI OUT

v MIDI IN

Sequencer
or
Computer

l MID! OUT (Echo Back See to the owner's manual for your equipment.)

MIDI IN

Tone generator
(Synthesizer)

I MID! THRU

Do not connect more than three MIDI devices via MIDI THRU, because MIDI signals may be
delayed. We recommend you use a MIDI patch bay to configure a reliable and efficient system.
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4) Using a MIDI Patchbay

N264
——
—=8

@ ] i Sequencer
| | [1] Computer
AMIDI IN (See “Local off” onthe  MIDI OUT |
MIDIouT page 171 of the Reference Guide) MIDIIN
MIDI IN MIDI THRU MIDIIN MIDI THRU

MIDI Patchbay

l,MlDl THRU l MIDI THRU 1 MIDI THRU

MIDI IN MID! IN MIDI IN

Other tone generator Other tone generator

Note: If a tone generator produces no sound, it may be due to a faulty MIDI cable. Use only
high-quality MIDI cables, and make sure all connections are complete.
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Chapter 3: Getting Around the N264/N364
The LCD

1

2)

3)

4)

5)

6)

7)

This section explains the various characters and symbols that appear on the N264/N364 LCD.

T

g _E0T R
-
‘troe [58 =0 ) EE L
r‘
sea oM [ &) LIL) gEapbe) srep

GLOBAL _
I DISK < >

LTL

Modes
These indicate the current mode.

EDIT
This indicates that the current mode is an Edit mode.

SOLO
In Combination Play mode, this indicates that a Timbre is soloed. In Sequencer modes, it indicates
that a track is soloed.

TIMBRE, TRACK

In Program Play mode, the numbers 1 to 16 are displayed. A flashing number indicates the Global
MIDI Channel setting. When MIDI Note On/Off messages are received, a box below the
corresponding MIDI Channel number flashes.

In Combination Play mode, the numbers 1 to 8 correspond to Timbres 1 to 8. When MIDI
messages are received, a box below the corresponding Timbre number flashes. No number
indicates that a Timbre is turned off.

In Sequencer mode, numbers 1 to 16 correspond to tracks 1 to 16. A flashing number indicates the
currently selected track. When MIDI messages are received, a box below the corresponding track
number flashes.

COMPARE
This indicates that the Compare function is active.

EVENT, PATTERN, STEP

In Sequencer Edit mode, EVENT appears when using event related LCD screens, PATTERN
appears when using pattern related LCD screens, and STEP appears when using step related LCD
screens.

<>
These indicate that other LCD screens are available within the current group.
When another LCD screen is available to the left, “<” is shown. When another LCD screen is

available to the right, “>” is shown. When LCD screens are available to both the left and right,
“<>" 1s shown.
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8)

9)

10)

11)

12)

13)

In Arpeggio mode, “<” and “>” will blink alternately in time with the speed.
In RPPR mode, both “<” and “>” will be displayed.

Metronome
This indicates that the metronome is on.

Beat Indicators

These indicate the beat.

» This indicates the first beat of a measure.
> This indicates the other beats.

REC
This indicates that recording is in progress.

Character Display

Program names, Combination names, song names, parameters, etc., are displayed on these two
lines. The top line can display 14 characters, and the bottom line, 16 characters.

Most of the LCD screens in the N264/N364 manuals show just these two lines.

Three Large Digits

In Program Play mode and Combination Play mode, these indicate the number of the currently
selected Program or Combination, respectively. In Sequencer modes, they indicate the current
song measure.

The dot between the right-two digits indicates that the [10’s HOLD/-] button is active.

Bank/Measure

In Program Play mode, this indicates the selected Program bank. If a RAM bank is selected, this
will indicate ‘A’ or ‘B’. If a ROM bank is selected, this will indicate ‘C’, ‘'D’, or ‘GM”’.

In Combination Play mode, this indicates the selected Combination bank. If a RAM bank is
selected, this will indicate ‘A’ or ‘B’. If a ROM bank is selected, this will indicate ‘C’ or ‘D’.

In Sequencer mode, an ‘M’ will be displayed to show that the middle three numeric digits indicate
the measure number.
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Selecting LCD Screens

N264/N364 functions are organized into modes: Program Edit mode, Combination Edit mode,
Sequencer Edit mode, Disk mode, and Global mode. In these modes, LCD screens are identified
alphanumerically. For example, in Program Edit mode the INIT PROG function is located on LCD
screen SE, as shown below. To select LCD screen 8E, press function button [8], then press the M
cursor button four times.

BE IHIT PROG
- 1

For some functions, there may be one, two, three, or more LCD screens available. These are called
LCD screen groups. If more LCD screens are available, left or right angle brackets “< >” are
shown on the right-hand side of the LCD. In this case, use the [«] and [—] cursor buttons to select
the other screens.

On the N264/N364, 1.CD screens in a group all display the same number (e.g. 1A or 3E). In the
N264/N364 manuals, however, LCD screens in a group are numbered as 1A-1, 1A-2, etc. To select
the first LCD screen in a group, press the corresponding function button. For example, to select

LCD screen 4A-1, press function button [4]. To select the other LCD screens in the group, use the
[«] and [—] cursor buttons. For example, to select LCD screen 4A-3, first press function button
[4], then press the [—] cursor button twice.

To select other LCD screen groups, press the corresponding function button, or use the [T1and [{]
cursor buttons. Basically, LCD screens are organized in a grid, as shown below.

]
I 2k ZE |
| 1
H (B) Group 1
: 2B-1 2B-2 :
b 2n el 2A !
| 5 1
: i (A) Group :
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| 1o K il :, |
@ Then, use the [T] and ' "
[4] cursor buttons. 1 S I — (C) Group 1
I 1C-1 1C-2 X
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1 B — i (B)Group |
: 1B-1 1B-2 18-3 I
.......................... 1
| o - 1
" iR 1A "
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(1) Page

3
\

(3Use the [«] and [—] cursor buttons to select other LCD screens in a group

Selecting Parameters

On most of the LCD screens, a number of parameter values are displayed simultaneously. The
currently selected parameter is the one that is flashing. To select other parameters, use the [«]and
[—=] cursor buttons.
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Setting Parameters
There are four ways in which you can set parameters:
* Using the VALUE slider
* Using the [A/YES] and [ W/NO] buttons
* Using the number keypad
* Using a MIDI keyboard (works for a few functions only)

VALUE slider: select the parameter that you want to adjust, then adjust the slider. Slide it upward
to increase a value, and downward to decrease it.

[A/YES] and [W/NO] buttons: Pressing [ A/YES] will increase the value, and pressing [ W/NO]
will decrease it. :

While editing, pressing both of these buttons simultaneously will reset the selected parameter to
the value that it originally had when you selected it (the Undo function).

Number keypad: Use these buttons when you already know the value that you wish to input, such
as when selecting the Program for one of the Timbres in a Combination, or when selecting a
Multisound. Use the number keys [0]—[9] to specify the number, and then press the [ENTER]
button to input the number. For example if you wish to input a value of 58, you would press the
number buttons [5] and then [8], and then press the [ENTER] key.

To enter a negative value, to change a value from positive to negative or vice versa, or to change
the Program bank in Combination Edit mode 1A or in Sequencer mode, press the [10’s HOLD/~]
button

Note: If you specify a value that is outside the selected parameter's range, the highest or lowest
available value for that parameter will be selected.

A MIDI Keyboard: connected to the N264/N364’s MIDI IN can be used to specify note values
for parameters such as Key Window, which accept note value input.

When editing drum kits in Global mode, holding down the [ENTER] button and pressing a key
selects the drum index assigned to the that key. Note that when the transpose function is active,
these key positions are different.

Comparing While Editing
[COMPARE] button: while editing Programs and Combinations, press the [COMPARE) button

to listen to the original version. The word “COMPARE” will appear on the LCD. Press the
[COMPARE] button again to return to the edited version.

[A/YES] & [W/NO] buttons: to reset a parameter value to the value that it was when you first
selected it, press the [A/YES] & [W/NO) buttons simultaneously.

Useful Notes

Front Panel Colors: On the N264/N364 front panel, function key functions for Sequencer mode
are printed in green, and functions for Program Play mode or Arpeggio mode are printed in white.

Effects: in Program Edit mode, Combination Edit mode, and Sequencer Edit mode, you can set
up the effects by pressing function button [7].

Quick Write: in Program Play mode, Program Edit mode, Combination Play mode, and
Combination Edit mode, you can write to memory at anytime by pressing the [REC/WRITE]
button, then the [A/YES] button.

Page memory: If the Global mode 4D Page Memory setting is ON, the location of the previously
selected parameter will be remembered when you move from one mode to another mode, and the
same parameter will again be selected when you return to the previous mode.
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MIDI Notes

The N264/N364 responds to incoming MIDI notes from C-1 to G9 (MIDI Note numbers 0 to
127). However, some Programs may not produce any sound at the top end of the range.

The following table shows how MIDI Note numbers correspond to keyboard notes.

Note

C1

co

C1

c2

C3

C4

C5

Cé

c7

cs

C9

G9

MIDI Note Number

0

12

24

36

48

60

72

84

96

108

120

127
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Chapter 4: Program Play Tutorial

1)

2)

The N264/N364 has two types of sounds: Programs and Combinations. Programs are the basic
sounds that you can play. Combinations consist of a number of Programs, and are used to create
more complex tone colors, useful for live performance and sequencer work.

First we’ll listen to some Programs.

Press the [PROG] button to enter Program Play mode. The following illustration shows the
location of the [PROG] button.

H . @0@00C HO .- ==
: o o v = E O Harer Waus 7, %l) @ [;)
I OO o — OO

Play your MIDI keyboard or send MIDI Note data from your sequencer. The N264/N364
will produce sound.

Note: [f there is no sound, move to Global mode and check the Local ON/OFF setting (See
page 171 of the Reference Guide), and if you are using MIDI connections, check that the MIDI
channels of the transmitting and receiving devices match (See page 170 of the Reference Guide).

Changing the N264/N364 Global MIDI Channel

In Program Play mode, the N264/N364 recognizes MIDI Note data on the Global MIDI Channel.
Initially, this is set to MIDI Channel 1. If necessary, change the MIDI Channel on the MIDI
keyboard or sequencer. To change the N264/N364 Global MIDI Channel, Fress the (GLOBAL]
button to enter Global mode, then press function button [3] (or press the [ 1] cursor button four
times) to select LCD screen 3A. Now that the MIDI Channel parameter (CH) has been selected,
use the VALUE slider or the [A/YES] and [W/NO] buttons to set it. The following illustration
shows the locations of the [GLOBAL] button and function button [3].

HE=ssssss s O O™ > "g" DO
H . 20000000 00 | O ( (S e
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Selecting Banks & Programs

Selecting Banks
Programs are stored in banks A, B, C, D and GM. By pressing the [BANK] key you can switch
banks. Of these banks, GM contains GM-compatible preset programs. Since banks C, D and GM
are ROM, you cannot write data into these banks. (However, you can edit Programs from banks
C, D or GM, and then write the edited Program into bank A or B.)
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* Programs can be selected using the N264/N364 number keypad, the [A/YES] and [V/NO]
buttons, or by sending a MIDI Program Change message from a MIDI keyboard or sequencer.

You can select Programs directly by entering the Program number via the number keypad. With
the [10’s HOLD/-] button, Programs can also be selected with just one button press.

Pressing the [10’s HOLD/~] button will display a dot between the right-two digits on the LCD. At
this time, pressing the number keypad changes the unit’s digit of the Program number. Pressing
the [A/YES] and [ W/NO] buttons changes the ten’s digit. This allows you to select Programs
easily. The following illustration shows the location of the [10’s HOLD/-] button.
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Pressing the [A/YES] and [ W/NOJ] buttons selects Programs sequentially. The following
illustration shows the location of the [A/YES] and { W/NO] buttons.

Note: The 10’s HOLD function is canceled when the N264/N364 receives a MIDI Program
Change message. MIDI Program Change numbers 100-127 are interpreted as 00-27 for all
banks except GM.
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Editing in Program Play Mode

Comprehensive editing of Programs can be done in Program Edit mode. However, some
parameters are also available for editing in Program Play mode as well. The following eight
parameters can be edited from Program Play mode: Octave (the octave switch, function button
[1]), Cutoff (brightness, function button [2]), VDF EG (time-varying change in tone, function
button [3]), Attack (attack time, function button [4]), Release (time from the release of the note
until the sound disappears, function button [5]), Level (volume, function button [6]), Velocity
(sensitivity of tone or volume to playing dynamics, function button [7]), and Effect (the depth of
the effect, function button [8]). Since each of these parameters play an important role in the sound,
you can make both subtle and drastic changes to a Program while remaining in Program Play
mode.

When you press a function button, the parameter name printed in white above the PROG line will
appear in the LCD. Use the VALUE slider, the [ A/YES] and [W/NO] buttons, or the number
keypad to modify the value. Modifications here can be made in a range of +10, but the actual
parameter value that results from your editing will be shown in the bottom line of the LCD.

Haesriblave  +28

These changes are temporary, and if you move to a different Program your edits will be lost (the
original settings will reappear). If you wish to keep the edited values, you must write the Program
into memory. To do this, press the [REC/WRITE] button. An “Are You Sure?” message will
appear. If it is OK to overwrite the data currently occupying that Program number, press the
[A/YES] button to write the Program. (Programs from bank C or GM will be written to bank A,
and Programs from bank D will be written to bank B.) Be aware that when you write a Program,
the previous data existing at that Program number will be overwritten and lost. If you wish to
modify the Program name or to write the data into a different Program number, you will have to
move to Edit mode. For details See pages 32-33 of the Reference Guide.

7
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Chapter 5: Combination Play Tutorial
Combinations consist of a number of Programs, and create tone colors more complex than those
possible using Programs alone. They are ideal for live performance and sequencer work.

1) To enter Combination Play mode, press the [COMBI] button. The following illustration
shows the location of the [COMBI] button.
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Before you start playing, let’s take a look at Combination structure and Timbre MIDI Channels.

Combination Structure

Combinations can consist of up to eight Programs. In a Combination, Programs are handled as
Timbres. In Combination Play mode, the word TIMBRE and several numbers are displayed at the
top of the LCD. The numbers indicate which of the available eight Timbres are actually being used
in the selected Combination. On the LCD shown below, Combination A00 “FirstLight” is
selected, and numbers 1 and 2 are displayed. This means that the “FirstLight” Combination uses
two Timbres (i.e., two Programs).

TIMBRE1 2

cCoMBI A NN
Vv
FirztlLight

In Combination Play mode, function buttons [1] to [8] correspond to Timbres 1 to 8. Pressing a
function button will display the name of the Program assigned to the corresponding Timbre.
Double-pressing a function button quickly activates the Solo function. This allows you to listen to
Timbres individually. Double-press the respective function button again to cancel Solo. The
following illustration shows the location of the function buttons.
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Playing Combinations

Now let’s play a Combination. Either play the keyboard, or transmit MIDI note data from an
external sequencer connected to the MIDI IN connector. The N264/N364 will produce sound.

If playing the keyboard does not produce sound, check that the MIDI channels of each Timbre and
the Global MIDI channel match. If you are using a MIDI device to play the N264/N364, also
check that the MIDI channels of the transmitting device match the MIDI channels of each Timbre.
With the factory preset data, all Timbres are set to MIDI channel 1.

Timbre MIDI Channels

In Combination Play mode, Timbres can be assigned to different MIDI Channels, so each Timbre
will respond only to MIDI Note data on its assigned MIDI Channel. Initially, all Timbres are
assigned to MIDI Channel 1. If necessary, change the MIDI Channel on the MIDI keyboard or
sequencer. To set a Timbre’s MIDI Channel, press a function button to select the Timbre, then
press the [—] cursor button three times. “MIDI CHANNEL” will flash on the LCD. Use the
VALUE slider, the [A/YES] and [ W/NO] buttons, or the number keypad to select a MIDI
Channel. The following illustration shows the location of the function buttons and the [—] cursor
button.

A ‘G’ will be displayed at the right of channels which match the Global MIDI channel (i.e., the
channel which will sound when you play the keyboard of the N264/N364).
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When incoming MIDI data causes a Combination to sound, a ‘[]” will blink in the upper part of
the LCD screen. This indicates the Timbre that actually sounded at this time. Even if each Timbre
is set to a different MIDI channel, this indicator will tell you which Timbre is sounding.
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Selecting Banks & Combinations

Selecting Banks

Combinations are stored in banks A, B, C and D. You can select a Bank by pressing the [BANK]
button. The following illustration shows the location of the [BANK] button.
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Selecting Combinations

Combinations can be selected using the N264/N364 number keypad, the [ A/YES] and [V/NO]
buttons, or by sending a MIDI Program Change message from a MIDI keyboard or sequencer.

You can select Combinations directly by entering the Combination number via the number
keypad. With the [10’s HOLD/-] button, Combinations can also be selected with just one button
press.

Pressing the [10’s HOLD/-] button will display a dot between the right-two digits on the LCD. At
this time, pressing the number keypad changes the unit’s digit of the Combination number.
Pressing the [A/YES] and [W/NO] buttons changes the ten’s digit. This allows you to select
Combinations easily. The following illustration shows the location of the [10’s HOLD/-] button.
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When a period is displayed, pressing the number keypad will change only the one’s digit, while
the ten’s digit remains fixed. Also in this case, pressing the [ A/YES] or [W/NO] buttons will
change only the ten’s digit, while the one’s digit remains fixed.
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Note: Combinations can be selected by a Program Change message received from an external
MIDI device. In this case, the 10’s HOLD function will be canceled. MIDI Program Change
numbers 100-127 are interpreted as 00--27.
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Editing in Combination Play Mode

Comprehensive Combination editing is normally carried out in Combination Edit mode. However,
you can edit some Combination parameters in Combination Play mode. These parameters include:
1) Program to Timbre assignment, 2) Level, 3) Pan, and 4) MIDI Channel.

These parameters appear on the bottom line of the LCD when a function button is pressed.
Remember that function buttons [1] to [8] correspond to Timbres [1] to [8]. Use the [«] and [>]
cursor buttons to select a parameter. The name of the selected parameter flashes on the LCD. Once
selected, use the VALUE slider, the [ A/YES] and [ W/NO] buttons, or the number keypad to adjust
it. The following illustration shows the location of the function buttons and the [«] and [-3]

cursor buttons.
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These changes are temporary, and if you move to a different Combination your edits will be lost
(the original settings will reappear). If you wish to keep the edited values, you must write the
Combination into memory. To do this, press the [REC/WRITE] button. An “Are You Sure?”
message will appear. If it is OK to overwrite the Combination currently occupying that number,
press the [A/YES] button to write the Combination. (Combinations from bank C will be written
to bank A, and Combinations from bank D will be written to bank B.) Be aware that when you
write a Combination, the previous data existing at that Combination number will be overwritten
and lost. If you wish to modify the Combination name or to write the data into a different
Combination number, you will have to move to Edit mode. For details See pages 54-55 of the
Reference Guide.
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Chapter 6: Combination Edit Tutorial

In Combination Edit mode you can edit existing Combinations and create your own originals. To
enter Combination Edit mode, press the [COMBI] button, then the [EDIT] button. For details
about setting parameters, see “Setting Parameters” on page 21. Before we start editing, let’s take
a look at the various types of Combinations that are available. Understanding the different types
and their differences will help you when making Combinations for specific purposes.

Combination Types

Layered
When Timbres are layered together, they produce a thick and complex sounding Combination.
Layered sound qualities cannot be achieved by individual Programs alone.

Split
Timbres can be set to respond to a specific range of MIDI Notes. This range is called a Key
Window, and it allows you to split a keyboard into several sections, with each section used to play
a different Timbre. This allows you, for example, to play a different Program with each hand.

Velocity Switch
Timbres can be set to respond to a specific range of MIDI Note velocities. In this way, only notes
within a certain velocity range will cause a Timbre to sound. This range is called a Velocity
Window, and allows velocity controlled switching from one Timbre to another as the note velocity
increases or decreases.

Velocity Layer
This is similar to a Velocity Switch Combination, although, rather than switch between Timbres,
they are gradually layered together as the note velocity increases or decreases. This is achieved by
overlapping the Timbre Velocity Windows.
By using the Key Window and Velocity Window parameters together, Combinations with split and
switch Timbres can be created.
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Editing Combinations

In this tutorial we’ll edit Combination CO0 Star*Burst. This Combination has a keyboard split
point set at note C4. So different sounds are produced by notes above and below the C4 split point.
In addition, a Timbre with Velocity Window settings and a Key Window range below C4 is used.
This creates a sound with a rising pitch as notes below C4 are played stronger.

Combinations can consist of up to eight Timbres. The Timbre Mode parameter on LCD screen 1B
is where Timbres are turned on and off. Press the [ T] cursor button once to select LCD screen 1B.
For the Star*Burst Combination, Timbres 1 to 7 are set to INT, and Timbre 8 is set to OFF.

Key Window

To set up layer and split type Combinations, the Timbre parameter Key Window is used to specify
a range of MIDI Notes. Press function button [4] or use the [T] and [4] cursor buttons to select
LCD screen 4A. Use the Key Window Top (KW TOP) parameter to set the highest note in the
range. Use the [«—] and [—] cursor buttons to select the other Timbres. Then, press the [T] cursor
button to select LCD screen 4B. Use the Key Window Bottom (KW BTM) parameter to set the
lowest note in the range. For Star*Burst, the highest note for Timbres 1 and 4 is C4. The highest
note for Timbres 6 and 7 is B3. And the lowest note for Timbres 2 and 5 is C#4. The following
illustration shows the location of function button [4] and LCD screen 4A.
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Velocity Window

Just like the Key Window parameters, the Velocity Window parameters also need to be set to use
layer and split type Combinations. The Velocity Window parameter is used to specify the range of
MIDI note velocities that a Timbre responds to. Select LCD screen 4C. Use the Velocity Window
Top (VW TOP) parameter to set the highest note velocity in the range. Use the [«] and [—>] cursor
buttons to select the other Timbres. Then, press the [T cursor button to select LCD screen 4D.
Use the Velocity Window Bottom (VW BTM) parameter to set the lowest note velocity in the
range. For Star*Burst, the lowest note velocity for Timbre 1 is set to 68.
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Using the N264/N364 as a MultiTimbral Tone Generator

In Combination mode, the N264/N364 can be used as an 8-part multi-timbral tone generator with
an external MIDI sequencer. Timbres can be assigned to individual MIDI Channels that
correspond with the MIDI Channel-to-track assignments on the external sequencer. To set the
MIDI Channel for a Timbre, press function button [3] or use the [T] and [{] cursor buttons to
select LCD screen 3A. The following illustration shows the location of function button [3] and
LCD screen 3A. You must first set the 1B Timbre Mode setting to INSTRUMENT.
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Timbre Programs can be selected by sending MIDI Program Change messages from the
sequencer. Most sequencers allow you to record MIDI Program Change messages into tracks.
This ensures that the correct Programs are selected for each Timbre. It also allows you to select
other Programs during song playback. The MIDI Program Change Filters on LCD screen 6A must
be set to “E” for this to work. If set to “D”, a Timbre will ignore MIDI Program Change messages.
The following illustration shows LCD screen 6A and the location of function button [6] that is
used to access it.
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By assigning the same MIDI Channel to Timbres with different Key Window and Velocity
Window settings, layer and split techniques can be applied easily to sequencer data.

Although you can use the N264/N364 in Sequencer mode to provide 16-part multitimbrality, if
8-part multitimbrality is sufficient, we recommend that you use Combination Play mode, in which
you can select Combinations using MIDI Program Change messages. However, if you want to use
Sequencer mode for multitimbral work, see page 93 of the Reference Guide.

Saving Combinations

If you select another Combination without saving first, your edits will be lost. If you want to save
them, you must write the Combination to memory. To do this, press the [REC/WRITE] button. An
“Are You Sure?” message will appear. Press the [ A/YES] button to write the Combination, or the
[W/NO] button to cancel. Note that if you write, you will overwrite the Combination that already
exists with that number. To write the Combination to a different Combination number or change
its name, you need to enter Combination Edit mode. See “8A Combination Write” on page 54 of
the Reference Guide.

In the editing example on the previous page, data cannot be saved to bank C since it is a ROM
bank. Save the edited Combination to either bank A or B.
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Chapter 7: Effects Tutorial

Two of the N264/N364’s main features are its built-in digital multi-effects processors. This
tutorial describes the different effect types and how to use them. Effects can be selected on LCD
screens 7A and 7C in Program Edit mode, Combination Edit mode, and Sequencer Edit mode.

What is a Multi-Effects Processor?

An effects processor is used to add effects to sound that has been converted into an electronic
signal, such as the sound from a synthesizer, guitar, or microphone. For example, reverb and delay
type effects can be used to add acoustic ambience and echoes to electronic instruments in the
recording studio. Equalizers can be used to produce subtle or drastic tonal changes to a sound.
These various effects are usually produced by a number of dedicated devices. However,
multi-effects processors, like those in the N264/N364, can produce all these effects. The
N264/N364 reverb effects allow you to simulate the acoustic ambience from a small hall to that
of the grand canyon. Most of the other effects can be used as part of the sound creation process
itself, further increasing the possibilities for original sound creation.

Effect Types

The N264/N364’s 47 effects are based on 12 primary effects. In this section we look at each of
these primary effects in detail.

Effects that Add Acoustic Ambience to a Sound

Effects that add a sense of Acoustic Ambience to a Sound are typically called reverb.

1) Reverb

Sounds exhibit a wide variety of reverberations, depending on the size of the surrounding acoustic
environment and the materials used in nearby walls, ceiling, etc. Reverb is used to simulate these
naturally occurring reverberations for dry sounds. Dry sound refers to the original sound without
effects. Sounds with effects are sometimes said to be wet. The N264/N364 features nine types of
reverb effects—from 1:Hall through to 9:Spring. Each reverb effect simulates the acoustic
ambience of a different environment space.

Let’s look at the nature of reverberations. Imagine making a noise in a hall. After hearing the dry
sound directly from the source, you will hear a number of sounds reflected from the walls, ceiling,
floor, and any other objects with hard surfaces. These are called the early reflections. The time
between the dry sound and these early reflections is called the pre-delay time, and it will vary
depending on the size of the hall. Eventually, these reflections become less intense and they start
to merge together to form a dense reverb that gradually fades away. The time that it takes for the
reverb to fade away is known as the reverb time. This is also dependent on the size of the hall.

The tonal quality of these reflections depends on the material used in the walls, ceiling, and other
objects in the room. If a room contains many soft materials, for example, they will tend to absorb
the high frequencies. So the reverb will appear to contain few high-frequency reflections. This can
be simulated using a reverb effect’s High Damp parameter.

Level — Dr.y. sound .
— Initial reflection
/————Early reflections
/————Reverb sound
—y Time
g
Pre-delay
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Spatial Effects for the Sound Creation Process

As well as providing spatial simulation, the following effects can also be used as part of the sound
creation process itself. These include early reflection, delay, chorus, and flanger.

2) Early reflection

This effect produces just the early reflections of a reverb effect. Using just these early reflections,
you can add weight to a sound or create gated reverb type effects. The N264/N364 contains three
early reflection effects: 10:EarlyRef1, 11:EarlyRef2, and 12:EarlyRef3. In the EarlyRef3 effect,
the volume level of the reflections increases over time, producing a sort of backward effect.

3) Delay

Although both reverb and delay use sound delay techniques, they are in fact totally different
effects. Reverb is what you hear in a hall, and delay is what you hear in the mountains. While
reverb consists of a gradually fading wash of reflections, delay consists of a series of distinct
repeats at regular intervals. The time between the dry sound and the first delay sound is called the
delay time. Subsequent repeats are caused by feeding the signal back into the effect. The number
of repeats is usually determined by a Feedback parameter. The N264/N364 contains six types of
delay: from 13:StereoDly to 18:M. TapDly. Basic delay effects are used to add spatial character
to a sound. The N264/N364’s more complex delays, such as cross and multi-tap, are best used as
part of the sound making process to create new and exciting sounds.

Level — Dry sound
Delay sound
(feedback determines number
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I » Time
4-—-{—5
Delay Time

4) Chorus
The chorus effect simulates the ensembie sound of several musicians, and it is ideally suited for
use with electric pianos, strings, guitars, and so on.

In an ensemble, pitch variations between instruments create a rich, slightly warbling sound.

Essentially, this gives the impression that a number of musicians are playing together. The chorus
effect simulates this by delaying the signal and modulating the delay time using a low frequency
oscillator (LFO). Modulating the delay time produces a continuously changing pitch. The delayed
signal is then mixed with the dry signal to produce the slight warbling sound of a real ensemble.

The speed of the LLFO, and in turn the pitch variations, is determined by the modulation speed.
The amount by which the LFO modulates the delay time, and hence the pitch, is determined by
the modulation depth.

The N264/N364 contains six chorus effects: from 19:Chorus1 to 24:Symp. Ens.

5) Flanger

Although similar to chorus, a flanger uses a shorter delay time and feeds some of the output signal
back into the effect. This results in an effect that is significantly different to chorus. Technically
speaking, a flanger utilizes a comb filter to alter the pitch characteristics of a sound. Flangers work
very well on sounds that contain a lot of harmonics.

The N264/N364 contains three flanger effects: from 25:Flanger 1 to 27:XovrFlngr.
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Effects that Change a Sound’s Tonal Quality

The following effects change a sound’s tonal quality.

6) Exciter

The exciter effect (28:Exciter) adds new harmonics to a sound, thus producing a subjective
increase of clarity and definition, which helps to make a sound’s individual character stand out.

7) Enhancer

The enhancer effect is similar to the exciter, but with a delay for creating a more spatial sound with
a wider stereo width.

8) Distortion

Originally developed for use with guitars, the distortion effect simulates the distortion produced
when amplifier circuits are overdriven with excessive signal and gain levels. It tends to thicken
single sounds, making it very effective for solo instruments. When used with chords it tends to
muddy the overall sound. The N264/N364 contains two kinds of distortion effects: 30:Dist and
31:Over Drv.

9) Phaser

As its full name implies—phase shifter—the phaser effect shifts a sound’s phase. Without going
into details about phase, a phaser utilizes both phase shifting and time delay to produce a more
pronounced swirling and swishing sound. While chorus and flanger modulate the delay time, a
phaser modulates phase. It is effective with electric piano, guitars, synthesizer sounds, and bass
sounds with a reasonable sustain. The N264/N364 contains two phaser effects: 32:Phaser 1 and
33:Phaser 2.

10) Rotary speaker

This effect (34:Rot. Spk) simulates the rotating speaker effect used in organs. In a real rotary
speaker cabinet, the horn speaker is actually rotated. This continuous rotation causes a Doppler
effect, like the sound you hear when an ambulance drives past with its siren on. At a slow rotation
speed the effect is almost like chorus. While at a higher speed it’s similar to tremolo. However, the
rotary speaker effect does have its own unique character, and it is ideal for use with organ sounds.
In fact, the two are synonymous.

11) Tremolo .

The tremolo effect produces regular changes in volume level. The Auto Pan effect (35:Auto Pan)
creates a stereo type tremolo effect by modulating the left and right channels inversely. This is
popular with suitcase style electric pianos. Tremolo effect 36: Tremolo modulates both channels
in sync. Tremolo is very effective on long notes and big chords.

12) Parametric equalizer

Effect 37:Para. EQ is a three-band parametric equalizer. The cutoff frequency for the low and high
band filters can be set independently. For the mid-band filter, center frequency and bandwidth can
be set.

Low Gain Mid Gain High Gain
+12dB
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Using the Effects

Connections

There are four buses that feed the two multi-effects processors: A, B, C, and D. Combinations are
fed to the effects using their Pan, Send C, and Send D parameters. For Programs, the Pan, Send
C, and Send D parameters appear on LCD screens 1B and 1C. For Combinations, the Pan
parameters appear on LCD screen 2B, and the Send C and Send D parameters appear on LCD
screen 2C. For songs in Sequencer mode, Pan, Send C, and Send D parameters are accessed by
pressing function button [2] (TRACK). In Sequencer Edit mode, use LCD screen 1A.

Effects Placements

The two digital multi-effects processors can be used in any one of six placements. Placements
affect the way in which the input buses (A, B, C, D) are routed through the processors. To select
a placement, select LCD screen 7E. Effect settings and their placements are set independently for
Programs, Combinations, and songs. See “7E Effect Placement” on page 59 of the Reference
Guide.
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Chapter 8: Program Edit Tutorial

Although you can make your own Combinations using the preset Programs, you shouldn’t limit
your creativity by relying on the presets alone. Sound making really starts to get interesting when
you create a sound using the various building blocks that go into makin g a Program. In this tutorial
we take a look at the main building blocks that make up a Program and how they work.

As mentioned earlier, some Program parameters can be edited in Program Play mode. However,
you need to enter Program Edit mode to access all the parameters. To do this, press the [PROG]
button to select Program Play mode, then press the [EDIT] button to select Program Edit mode.
For details about setting parameters, see “Setting Parameters” on page 21.

Three Sound Building Blocks

Sounds consist of three main components: pitch, tone, and volume. In a tone generator, each of
these components has its own corresponding building block. In the N264/N 364, pitch is handled
by the OSC (oscillator) block, tone by the VDF (Variable Digital Filter) block, and volume by the
VDA (Variable Digital Amplifier) block. The following illustration shows the three blocks.

0S8C VDF VDA
(Base pitch) (tone) (volume)

Volume Editing

The volume level of a musical instrument changes over time. The way it changes gives a sound its
distinctive character. The following illustrations show how the volume levels of piano and strings
change over time.

Volume A Volume

Piano Strings

—» Time \ Time

The volume changes shown in the above illustrations are called envelopes. In an N264/N364
Program, an Envelope Generator (EG) is used to create these volume-over-time changes. The
VDA (Variable Digital Amplifier) uses the EG parameters to control its volume.

To hear this in action, let’s edit a Program. In Program Play mode, select and play Program CO1
Piano 16’. This is a typical piano sound. Press the [EDIT] button to enter Program Edit mode, then
press function button [4] (or the [T] cursor button five times) to select LCD screen 4A. The bottom
line of the LCD shows the VDA1 EG parameters. Currently, the cursor is located on the AT
(Attack Time) parameter, and its value is set to 00. Use the VALUE slider to adjust this value.
When it reaches about 60, the piano Program starts to sound more like strings than piano.
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The “>” symbol at the right-hand side of the LCD indicates that more parameters are available.
Press the [«] and [—] cursor buttons to select these other parameters, and try editing their values.
The VDA EG has seven parameters. The following illustration shows how they affect the
envelope.

Note off
Attack Level Sustain Level ¢

Note on

<—> 1€ >l-—<—H———>I
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Time Time Time Time

Volume

Time
>

The VDA EG is a very important element for sound creation. Understanding the relationship
between each parameter and the EG envelope will allow you to edit with ease.

Tone Editing

The basic tonal quality of an N264/N364 sound is determined by the waveform that you assign to
an oscillator. Further tonal editing can be performed using the VDF.

1) OSC Multisounds

Musical instruments typically have only one waveform. The N264/N364, on the other hand,
contains 430 different waveforms. These include acoustic instruments, electric instruments, and
unique synthesizer waveforms. On the N264/N364, these waveforms are called Multisounds.
N264/N364 Multisounds allow you to simulate real instruments and create original and exciting
sounds of exceptional quality.

Let’s listen to some Multisounds. Select Program C52 FlugelHorn, then press the [Edit] button to
enter Program Edit mode. Press the [T] cursor button once to select LCD screen 1B. The

OSC1 SOUND parameter indicates that the FlugelHorn Program is currently using Multisound
151:FlugelHorn. Use the VALUE slider to select some other Multisounds. The following
illustration shows LCD screen 1B, with the OSC1 SOUND parameter, and the locations of the
[EDIT] button and the [T} cursor button.

1B 05C1 S0UNG
151:F ludelHorn

2) Using the VDF

Ultimately, the tone of a sound is determined by the chosen Multisound. However, the VDF
(Variable Digital Filter) can be used to filter high frequency components from a Multisound. Let’s
look at this in a Program. Select Program C93 DWGS EP. This is an electric piano sound. Press
the [EDIT] button to enter Program Edit mode, then press function button [3] (or the [T] cursor
button three times) to select LCD screen 3A. Currently, the cursor is located on the Fc (Cutoff
Frequency) parameter and its value is set to 16. Adjust the value. As the value is raised, the sound
becomes brighter. This is because the high frequency components now pass through the filter.
Typically, low filter values make a sound darker, while high values make them brighter.
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The following illustration shows the response curve of the filter. It is a Low Pass Filter (LPF),

which means that frequencies below the cutoff frequency pass unaffected, while frequencies
above, are filtered.

Level

—» Frequency
0 - —> 99

Cutoff frequency

With the cutoff frequency set to 99, no high-frequency components are filtered. The filter allows
you to create sounds far removed from the original Multisound.

The “>” symbol at the right-hand side of the LCD indicates that more parameters are available.
Pressing the [—] cursor button twice will access the VDF1 EG parameters. The EG allows you to
specify how the Cutoff Frequency will change over time. Press the [—] cursor button three times
to select the Break Point parameter, and set it to —99. Then press the [—] cursor button once more
and edit the other parameters. The sound will now get dark, and then become brighter.

The following illustration shows which parts of the envelope these parameters affect.
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Just like a real musical instrument, the tonal quality of a Multisound changes over time. The
VDF EG allows you to shape a Multisound even more, making the VDF EG an important sound
building block. Unlike the VDA EG, the VDF EG has a Release Level and Time parameters, and
all level parameters can be set to negative values.

A Few Words about Pitch

As well as a VDA EG and a VDF EG, the N264/N364 also has a Pitch EG. Although the pitch of
an acoustic instrument will change as different notes are played, it is rare for the pitch of sounding
notes to change over time. Therefore, the VDA EG and VDF EG are probably more important
when creating sounds. However, the Pitch EG can be used to create unusual and special effect type
sounds. It can also be used to create subtle pitch changes during the initial attack time. See “2A
Pitch EG” on page 14 of the Reference Guide.







