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VOICE PLAY MODE

VOICE PLAY MODE

You will normally play the TG77 in voice play mode. In voice play mode you can do the
following things.

Select voices from preset, internal, or card memory.

View a directory of the 16 voices in the currently selected bank of internal, card, or preset
memory.

Copy the currently selected voice to any internal or card memory.

View the controller assignments for the currently selected voice.

Hold down the SHIFT key and press the keys of the numeric keypad to play the notes of
the octave using the selected voice.
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VOICE PLAY MODE

Voice select

JUMP #100

Press VOICE to enter voice play mode. The following
LCD will appear.

UOICE=P1-RB1(A1> 106

3#’ 1ICosmo 1 AFM& 1 AWM

rMO= 1 | Medl:(Ohorus | Reuvi:Rey Hall
Mod2: Quneho Rev2:Delau LR
Ltrl Dir

® 000 00 © 00 T o o

@ VOICE: This indicates that you are in Voice
Play mode.

6 Voice memory (I, C, P1, P2): This indicates the
voice memory; Internal, Card, Preset 1, or Preset
2,

® Bank (A-D): This indicates the voice memory
bank.

® Voice number in individual bank (1-16): This
indicates the number of the voice in the bank.

® Voice number in banks A-D (1-64): This indi-
cates the voice as a number between 1 (voice 1
of bank A) to 64 (voice 16 of bank D).

® Voice name: The voice name is displayed in
large characters.

@ Voice mode: This indicates the type and number
of elements used by this voice. For details refer
to Voice Edit mode, Voice Mode Select.

© Effect settings: This area indicates the effect
mode (off, 1-3) and type of effect selected by
this voice for each of the four DSP units; Modu-
lation 1 and 2, and Reverb 1 and 2. For details
refer to Voice Edit mode, Common Data job
10. Effect set.

® Refer to the following section Voice directory.

@ Refer to the following section Controller view.

To select a voice use the following buttons. The
voice will change immediately when a new memory
or bank is selected.

e To select a voice memory (internal, card, pre-
set 1, or preset 2) press MEMORY.

e To select a bank A-D, press BANK/SELECT.

® To select the next or previous voice in the
selected voice memory, press the -1 or +1
keys.

e To directly select a voice 1-64 from the
selected voice memory, use the numeric key-
pad to enter a one or two digit number and
press ENTER.

Voice directory

Jump #101

Summary: This function allows you select voices
while viewing a directory of the sixteen voices in
the currently selected voice bank.

Procedure:

From: voice play mode (JUMP #100)
Select: F8 (Dir) (JUMP #101)
Specify: one of the displayed voices
To quit: and return to the voice play display

press EXIT.
UDICE DIRECTORY 181
PRESET1 Bank R
P1-AA1¢B1) SP|Cosmo gi
s 5P AB:SPiAria WiSP.Padf 13:BPICPY
sSPiMetr |62 SP:Sawe 10:5PiTwil 14:RP, Brig
CGESP:Dmm W:SPiDark 1158P:ﬂnna 15 HPEHamm

T
L1
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© The first seven characters of each ten-character
voice name will be displayed. When you select a
different voice memory (internal, card, preset 1,
or preset 2) and voice bank (A-D) the sixteen
voices in the newly selected bank will be dis-
played. In addition to the usual methods of
selecting a voice, you can also use the arrow
keys to select a voice. When the voice directory
is displayed, pressing a memory select button or
bank select button will immediately select a
voice,




® Pressing F1-F8 (01)—(08) will select a voice 1-8
from the displayed voice bank. Holding SHIFT and
pressing F1-F8 (09)—(16) will select a voice 9—
16 from the displayed voice bank.

VOICE PLAY MODE

To return to the voice play display with the single
voice name displayed in large characters press EXIT.

Copy voice

Summary: Anytime in voice play mode you can copy
the currently selected voice to another voice

memory.
Procedure:
From: voice play mode (JUMP #100)
Press: Copy
Specify: the destination to which the voice will

be copied.
To execute: the copy operation press F8 (Go).
To quit: without executing press EXIT.

COPY UQICE
sP1-001(B1) SP!Cosmo
INTERNAL Bank C %ﬁ
PE:SL.M B:MEIPik]l ®iWN. Bluh 13z WN ! Moo
©R:ME!Blad 02 ME!Aawa 10:WN! Teno 14t WN! Sa><1
B:ME | Fore WEME:RIPS 11'MNEC1ar‘ 152 bN.F
0

The names of the sixteen voices in the currently
selected bank of Internal or Card memory are dis-
played as explained in Voice Directory. Specify the
copy destination in the same way as when selecting
a voice.

After specifying the copy destination press Fs
(Go). You will be asked “Are you sure?” If you are
sure you want to copy the voice, press YES and the
data will be copied. To quit without copying press
NO.

Controller view

JUMP #102

Summary: This function allows you to view the
controller assignments for the voice as a re-
minder of how the voice can be controlled.

Procedure:

From: voice play (JUMP #100)
Select: F7 (Ctrl) (JUMP #102)
Toquit: and return to voice play mode press

EXIT.
CONTROLLER UIEN 182
_Ei—RBIfal) SP ! Co=ma
Mod THT Pan [FD 1 —-

(ﬂ Mod =4-- Pan Biag:-—-

F Mod 24— EG Bias !-—

utoffehi Uolume $1-—-

Pitch Beénd Kande

Wheel = 2—7-After Touch = + @

!
L1 (2] ©

© Purameter: The left side of each column displays
the parameter which is being controlled. The
actual effect that a controller will have on the
parameter to which it is assigned will depend on

the depth that is specified for each controller
assignment as explained in Voice Common job
12. Controller set.

© Controller: The right side of each column dis-
plays the controller which is assigned to control
each parameter. Controllers which are commonly
supported on most MIDI devices will be dis-
played. ‘-’ will be displayed to indicate all other
controllers, or to indicate that the parameter’s
depth has been set in such a way that the con-
troller has no effect. (Refer to Voice Common,
Controller set.) The range is not displayed.

® Pitch Bend Range: This area shows the range
over which the PITCH wheel can raise or lower
the pitch, and the maximum pitch change that
will result when you press down on the key-
board after playing a note (Aftertouch).

This function allows you to only view the controller
assignments. To edit them, refer to Voice Common
job 12, Controller set.
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VOICE EDIT MODE

This section explains the details of all Voice Edit parameters.

VOICE EDIT MODE

Contents of this section page
Voice Mode SeleCt...uninevesmereerecerrnreenarsesseees reeveseesarentsersrastassetrstesbin 89
Common data... creseessenssrarsraseasentee cenressnensrtees s sssbrssssntensanaanasaneren 90
AFM element data ......eeeeeevereerenrervenne “ teserrrensrenssssratesssttbeerennas . 114
AWM EleMENE dALA .....uucececiririsieriesssesesesensessessesesrassesssssasssnstonsssssesssssesssssnsssssssmsesesessssssssanen 137
DU SEt QALa..ecuereririisiesnississesenessessssessessssssssstssssssessssssssssssseasessssssessesesnssosesessesssessenssnsense 148
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VOICE EDIT MODE

The organization of Voice Edit mode will depend on whether the voice is a Normal voice or a Drum voice.

[ F1] (Mode) [F2] (Com) [F3] 1) [Fa](E2) [F5](E3) [F6](E4)

Specify the Common data edit AFM element edit AWM element edit
Voice Mode job directory job directory OR  jobdirectory
1. 1AFM mono 1. Eiement level 1. Algorithm 1. AWM waveform set
2. 2AFM mono 2. Element detune 2. Oscillator 2. AWM EG
3. 4AFM mono 3. Element note shift 3. AFMEG 3. AWM output
4. 1AFM poly 4. Element note limit 4. AFM operator output 4. AWM sensitivity
5. 2AFM poly 5. Element velocity limit 5. AFM sensitivity 5. AWM LFO
6. 1AWM poly 6. Element dynamic pan 6. AFM LFO 6. AWM pitch EG
7. 2AWM poly 7. Output select 7. AFM pitch EG 7. AWM filter
8. 4AWM poly 8. Randem pitch 8. AFM filter
9. 1AFM&1AWM poly 9. Portamento
10. 2AFM&2AWM poly 10. Effect set
11. Drum set 11. Micro tuning set
12, Controller set
13. Voice name
14. Individual output select
15. Initialize voice 15. Initialize AFM element 15. Initialize AWM elemant
16. Recall voice 16. Recall AFM element 16. Recall AWM element
Note:

At any time in voice edit mode, you can hold down the SHIFT key and press the keys of the numeric keypad to
play the notes of the middle C octave using the voice currently being edited or compared. This may sometimes be
more convenient than reaching for a keyboard to hear the results of your editing.
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Compare

When you are in edit mode but have have not yet
modified the data, a small square B is displayed at
the left of the voice number to indicate that the voice
has not yet been edited. If the data is edited in any
way, this will change to a inverse “E”.

- If you want to see and hear the original data press
~ EDIT (COMPARE) and the inverse “E” will change
to a “C” indicating that you are in compare mode.

To return to edit mode press EDIT (COMPARE)
once again and the “C” will change back to an “E”,

Note:

® The Compare function is not available in the job
directory displays, nor while editing Dynamic
Pan or Micro Tuning.

® [fthe Voice Mode has been changed, the Com-
pare function will not be available.

® While comparing, it is not possible to modify
parameter values. (However there are some
exceptions.)

® [f you compare while editing a card voice, a card
error will cancel compare after displaying an
error message.

® While comparing, EXIT, mode select, page, cur-
sor, JUMP, COPY, and some of the FI-F8 keys
will not function.

Store voice

When you press EXIT or use the JUMP button to exit
Voice Edit mode after editing the data, the top line
of the display will blink “AUTO-STORE VOICE”.

AUTO-STORE VUOQICE
GP1-AB1CO1)> SPiCosmo
INTERMAL Bank A 7@1
. B:SPiAria W:SP.Padf 13:RPICPT
ibPiMetlr BiISPISawke 10:SP:iTwil AP !Briy
B:SP:Diam ﬁ?:SP:DLar“k 11:SPiAnna 15:Slow Pi
» : ] . ) : 1
e ui o
Note 1;

Four-element voices, i.e., voices using voice
mode 3 (4AFM mono), 8 (4AWM poly), or 10
(2AFM&2AWM) occupy extra memory, and can
be stored only in bank D. The AUTO-STORE
display for such voices will automatically show
bank D, and blink “Use bank D" in the bottom
line as a reminder.

Voices which use other voice modes can be stored
in bank D as well.

Note 2:
When storing a voice which uses an AWM wave -
form card, make sure that the correct card is
inserted when you store, since the waveform card
ID number is stored as part of the voice.

The LCD will show the first seven characters of the
voice names in the currently selected bank of voices.
The voice name displayed in inverse indicates the
voice memory into which the edited data will be
stored.

1. Press MEMORY to specify internal or card
memory, and specify a voice memory 1-64 in
which you want to store your newly edited voice.

2. Press F8 (Go), and the bottom line will ask “Are
you sure ? (Yes or No)”.

3. If you are sure you want to store the edited
voice, press +I/YES and the bottom line of the
LCD will show “Store completed”. If you decide
not to store, press -1/NO to return to the store
destination select display.

4. You will then return to voice play mode or the
jump destination,
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Element on/off

When editing a voice which uses two or more ele-
ments, it is often useful to hear only the element be-
ing edited. At any time while editing a normal voice,
you can hold the ELEMENT button and press
numeric keys 1—4 to turn the corresponding element
off or on. The on/off status of each element is shown
in the LCD. Elements which are turned on are dis-
played in inverse. In the following LCD, element 2
has been turned off, and will not be heard.

Element 2 has been turned off.

1THM a ELRIZ 233
A1 CB1) spzmosmo CEL/RFM>

Level BE T o T a 7
In2 Src |F ?6 off FBf'?nQ off FHC%4 off
orm Extn Y *)E]

When editing a drum voice, it is not possible to turn
elements off/on.

When you move to the Voice Mode Select dis-
play, the element on/off settings will automatically
be cancelled.

Element select

At any time while editing the element data of a nor-
mal voice, you can hold the BANK/SELECT button
and repeatedly press ELEMENT to cycle through the
elements of the voice. The LCD shows the number
and type of the currently selected element.

element 1 is selected

AFM_ALGOR I THM 0 L(E 233
U0 TR Ao co1>  SPineeld | ELBE.
Iﬂi gI"‘C

Level BE T a T 5} 7
In2 Sr¢ |F ?6 off FH}FZ off FBJTM off

Form Ex%n ) I ot Alg
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It is possible to move to another element by return-
ing to the top level of voice edit mode, but it is faster
1o use BANK/SELECT + ELEMENT.

While editing Voice Common data or Drum Set
data, it is not possible io select elements.




VOICE EDIT MODE

Voice mode select

Summary: The voice mode setting determines
whether a voice will consist of one two or four
AWM or AFM elements (modes 1-10), or 61
AWM waves (mode 11).

Procedure:

From: the top level of voice edit mode
(Jump #200, #201, #230, #256)
Press: F1 (Mode) to get the following display
(JUMP #200)
Specify: the desired voice mode.

VOICE EDIT ZHif et - =

P1-AAL(O1)> SPiCosmo a9
B131AFM mono @5 28FM kold H HiJl e
B2:2RFM mono 86 1AWM rolY :
03:40FM mono 07:2A8WM rol4y 11:Drum Set
: : M poly
om

L1 (2]

@ This area shows the number (1, 2, or 4) and type
(AWM or AFM) of elements in the selected
voice mode.

@ Move the cursor to the desired voice mode 1-11.
The sclected voice mode will become effective
immediately.

01: 1AFM mono: The voice consists of one
AFM element.

02: 2AFM mono: The voice consists of two
AFM elements.

03: 4AFM mono: The voice consists of four
AFM clements. (See note)

04: 1AFM poly: The voice consists of one AFM
element,

05: ZAFM poly: The voice consists of two AFM
elements.

06: 1AWM poly: The voice consists of one
AWM element.

07: 2ZAWM poly: The voice consists of two
AWM elements.

08: 4AWM poly: The voice consists of four
AWM elements. (See note)

09: IAFM&1AWM: The voice consists of one
AFM and one AWM element.

10: 2ZAFM&2AWM: The voice consists of two
AFM and two AWM clements. (See note)

11: Drum Set: The voice consists of sixty-one
AWM samples.

Mono modes (1-3): Voices which use modes 1-3
are monophonic. Only one note can be produced
at a time. If a note is played while the previous
note is still sounding, the previous note will be
cut off. Mono mode is useful when simulating
instruments that naturally produce only one note
at a time. Mono mode also allows you to use a
special type of portamento; fingered portamento.
For details refer to Voice Common
9. Portamento.

Polyphonic modes (4-10): Voices which use modes
4-10 are polyphonic, and will allow you to play
chords of as many notes as can be produced by
the TG77. The AWM and AFM tone generators
can each produce up to 16 simultaneous notes.
For some voice modes more than one element
may be sounded by a single key, and this will
correspondingly reduce the number of simul-
taneous notes you can play.

Drum Set mode (11): Drum set voices use only the
AWM tone generator, and up to 16 AWM sam-
ples can be sounded simultaneously.

Note: Four-element voices (modes 3, 8, and 10) can
be stored only in bank D.
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Common data

COMMON DATA

Common data job directory

JUMP #201

Summary: This job directory shows the jobs con-
taining data that affects all elements in the
voice.

Procedure:

From: the top level of voice edit mode

When: editing a normal voice
Press: F2 (Com)

Select: the desired job

{JumP #201)

THIQQ:!:BEE EDIT 388 &3: - =

p

o rta 13t Name
Nk

ors

fectf 14: IndOut
rTune 155 Initlz

@ This area shows the number (1, 2, or 4) and type
(AWM or AFM) of elements in the selected
voice mode.

& Move the cursor in this area to select a job.

01: ElemLv]l (Element level): Total voice
volume, and element level

02: ElemDtn (Element detune): Fine tuning for
cach clement

03: NtShift (Element note shift): Transpose
each clement

04: NtLimit (Element note limit): Range of
notes that play each element

05: VILimit (Element velocity limit): Range of
key-on velocities that play each element

06: ElemPan (Element dynamic pan): Dynamic
panning table for each element

07: OutSel (Output group select): Output group
for each element

08: Random (Random pitch): Random pitch
variation for entire voice

09: Porta (Portamento): Portamento mode and
time

10: Effect (Effect set): Effect set job directory

11: McrTune (Micro tuning): Micro tuning select
for entire voice, and element offfon

12: Cntrllr (Controller set): Controller assign-
ments and depth for pitch bend, modulation,
pan, etc.

13; Name (Voice name): Ten-character voice
name

14: IndOut (Individual output select): Select an
individual output 1-8 from which to output
the un-panned, un-processed sound of the
voice

15: Initlz {Initialize voice): Initialize the voice
common data being edited

16: Recall (Recall voice): Recall all data
(common and element) of the previously #
edited voice

COMMON DATA

1. Element level

JUMP #202

Summary: Adjust the overall volume of the entire
voice, and the volume of individual elements 1-4.
Procedure:
From: voice common job directory  (JUMP #201)
Select: job O1:ElemLyvl (JUMP #202)
Specify: the total voice volume and the levels of
each element

90
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@ Total voice volume (0...127): This determines
the overall volume of the entire voice.



6 FLlement level (0...127) E1-E4: These deter-
mine the volume level of each element. Press F2,
F4, F6, F8 to move the cursor to elements 1-4.
The level of each element is displayed as a ver-
tical bar graph.

® Pressing Ft will move the cursor to Total Voice
Volume. Pressing F2, F4, F6, F§8 will move the
cursor to elements 1-4.

VOICE EDIT MODE

Remarks: Since the total voice volume setting is
part of the voice data, it can be used to even out
the volume differences between voices. This is
important when editing a set of voices for live
performance, and ailows you to avoid any sud-
den jumps in volume when a voice is selected.

COMMON DATA

2. Element detune

JUMP #203

Summary: Adjust the fine tuning of individual ele-
| ments 1-4,

& Procedure:

From: voice common job directory  (JUMP #201)

Specify: the tuning of cach element

ELEMENT DETUME ELEE 263

Select: job 02:ElemDtn (JUMP #203)
UOICE=P1-AB1<A@A1> SPiCosmo

: Elementl RAFM = - 1 * !
;’ Element2 AWM = + H W 1
Bl E! ER

| > T

© Detune (~7...+7) E1-E4: When this is set to 0,
the element will play the correct pitch for the key
that was pressed. Negative settings will lower

the pitch, and positive settings will raise the
pitch. The tuning of each element is displayed as
a horizontal bar graph.

@ Pressing FI-F4 will move the cursor to elements
-4,

Remarks: If you are creating a voice that plays two
or more elements for a single note, slightly de-
tuning the elements will create a natural chorus
effect, giving a richer guality to the sound.

Element detune is intended to change the
relative pitch of two or more elements. Seiting
all elements to the same detune value will not
be useful, nor will this setting be useful if the
voice contains only one element.

COMMON DATA

JUMP #204

N 3. Element note shift
Summary: Transpose the pitch of individual ele-
ments 1-4.
Procedure:

From: voice common job directory  (JUMP #201)
Select: job 03:NtShift (JuMP #204)
Specify: the transposition of each element

ELEMENT WNOTE SHIFT ELj¥ 284
UDICEs=sP1-RRic¢A1) SPiCosmo

Elementl AFM = -} * H
Element2 AWM = ‘55 1 T % H
L E1 =V

o °

@ Note Shift (-64...+63) E1-E4: When this is set
to 0, the element will play the correct pitch for
the key that was pressed. This setting adjusts
the pitch in units of a half step. For example if
set to —12 the pitch will be one octave iower
than normal, and if set to +24 the pitch will be
two octaves higher than normal.

& Pressing F1—F4 will move the cursor to elements
1-4.

Remarks: For voices which play two or more ele-
ments for each key, note shift can be used to
create automatic parallel harmony.
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COMMON DATA

4. Element note limit

JUMP #205

Summary: Specify the range of notes that will play
cuach clement.
Procedure:
From: voice common job directory  (JUMP #201)
Select: job 04:NtLimit (JuMmP #205)
Specify: the note range for cach clement

ELEMENT NOTE LIMIT EL§WE 265
UOICE-P4-AB1<B1> SPiCosmo
Elementl AFN 7 7
Element2 AWM - G S8
| MITT
@i) (1} (2]

©® Low Note Limit (C-2...G8) E1-E4: This
spectfies the lowest note that will be played by
the element.

® High Note Limit (C-2...G8) E1-E4: This
specifies the highest note that will be played by
the element.

® Pressing FI—-F4 will move the cursor to elements
1-4.

Remarks: After moving the cursor to the parameter
you want to set, you can modify the data in the
usual way or press F§ (MIDI) and then press a
key of your MIDI keyboard to enter a note.

If you want to play an element over the
entire range of the keyboard, leave this
parameter set at Low=C-2 and High=G8.

This parameter can be used to create key-
board split effects where different elements are

played by different keyboard areas. For example
in a two-element voice where element 1 is a
bass sound and element 2 is a piano sound, set
element 1 to Low=C1 and High=B2 and set ele-
ment 2 to Low=C3 and High=C5. With these
settings, notes below middle C will play bass
(element 1) and notes above middle C will play
piano (element 2).

Element 1 Element 2
Bass Piano

¥ C1 B2 vy¥ C3 Cs5v

It is possible to set the low limit above the high
limit. In this case, the element will be played by
notes above the low limit and below the high
limit. The following diagram shows the keyboard
range that would play an element set to Low=C4
and High=C2.

High = C2 Low = C4
< _ —>
A o ____ .
v C1 v(C2 Cdvw C5v

Note: This note limit setting will be ignored if the

voice mode is mono (voice mode 1:1AFM mono, .

2.2AFM mono, and 3:4AFM mono).

COMMON DATA

5. Element velocity limit

JUMP #206

Summary: Specify the range of key-on velocities
that will play each element.
Procedure:
From: voice common job directory  (JUMP #201)
Select: job 05:VILimit (JUMP #206)
Specify: the range of velocities for which the ele-
ment will sound
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ELEMENT UELOCITY LIMI
UOICE=Pi~ABL (B1) P
|

ElemenlI AFH T igi_
Element2 AWM “P 127

[El Em
1

ELEWE 286

3] 0 2]

Q@ Low Velocity Limit (1...127): This is the lowest
key-on velocity for which the element will sound.



A

® High Velocity Limit (1...127): This is the
highest key-on velocity for which the element
will sound.

® Press F1—F4 to move the cursor to elements 1—4.

Remarks: If you want to play an clement over the
full range of key velocities, leave this parameter
set at Low=1 and High=127. This parameler can
be used to make strongly played notes play
different elements than softly played notes. For
example in a two-element voice where element 1
is a piano sound and element 2 is a brass sound,
set element 1 to Low=1 and High=100 and set
element 2 to Low=101 and High=127. With
these settings, soft notes will play the piano
(element 1) and strong notes will play brass
(element 2). If desired, you could overlap the
velocity limits of the elements, or use more than
two elements.

VOICE EDIT MODE

Key velocity 127 Element 2
101 Brass
100
Element 1
Piano
pPpp 1

It is possible to set the low limit above the high
limit. In this case, the element will be sounded
by key-on velocities outside the limits. The fol-
lowing diagram shows the velocity range that
would play an element set to Low=100 and
High=40.

Key velocity fit 127
100

N

ppp 1 1

COMMON DATA

6. Element dynamic pan

JUMP #207

Summary: Select the Dynamic Pan data used by
each clement. The selected dynamic pan data
will determine how the stereo position of the
element will change over time.

Procedure:

From: Voice Common job
directory
Select: job 06:ElemPan (JUMP #207)
Specify; the Dynamic Pan data used by each

(JUMP #201)

element
ELEMENT DYNAMI 287
UOICE=P1-AD1<0O
Elementl AFHM
Element2 AWM
| E1 ¥ |
o o ©

© Dynamic Pan Select (I1...32, C1...32, P1...64):
This specifies the dynamic pan data that will
move the stereo position of this element over
time. The number and name of the selected pan
data will be displayed. For an internal voice,
select a pan data memory from Internal or Pre-
set. For a card voice, select a pan data memory
from Card or Preset.

# Pressing F1—-F4 will move the cursor to elements
1-4.

® Press F8 to edit the currently selected pan data.
(Only Internal pan data can be edited.)

Remarks: Each Dynamic Pan memory contains the
following data.
® a Pan Source which allows the panning
movement to be controlled by velocity, note
number, or LFO
e EG settings which determine panning move-
ment over time
® a Pan Name

64 preset dynamic pan memories are provided, as
explained in the following table. In addition, 32
internal memories are provided for you to store your
own pan data, and a RAM card can accommodate 32
more pan data memories. The following section 6.0
Dynamic Pan Edit explains how to edit the Dynamic
Pan data.
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Preset Dynamic Pan data

# Name Description
1 Center fixed at center
2 | Righté fixed full right
3 | Rights
4 | Right4
5 | Right3
6 | Right2
7 | Right1 fixed slightly right
8 Left6 fixed fuil left
9 Left5
10 | Left4
11 Left3
12 | Left2
13 | Leftd fixed slightly left
14 | L>R slow slowly move L—R
15 L>R move L—=R
16 | L>R fast quickly move L—R
17§ R>L slow slowly move R—1.
18 R>L move R—L
19 | RsL fast quickly move R—L

20 C>R slow

21 C=R
22 C>R fast

23 C—R slow

slowly move C—R

move C—R

quickly move C—R

pause at center then slowly move C—R

24 | C»R pause at center then move C—R

25 | C—Rfast pause at center then quickly move C—R
26 | CsL slow slowly move C—L

27 | C=L move C-L

28 | C»>L fast quickly move C—L

29 C—L slow

30 | C-L

31 C-»L fast
32 L<>R slow

33 L<>R

pause at center then slowly move C—L
pause at center then move C—L
pause at center then quickly move C—L
start at L then slowly move between LR
start at L then move between LR

34 | b<>Rnarrow | start at L then move (narrowly) between
LR
start at L then move quickly between LR

start at R then slowly move between RL

35 L<>R fast
36 R<>L slow

# Name Description

37 R<>L start at R then move between RL

38 | R<eL narrow | start at R then move narrowly betweenRL

39 | R<>lfast start at R then move quickly between RL

40 | C>R<sl slw start at C then move slowly between RL.

41 C>R<>L s&n | start at C then move slowly and narrowly
between RL

42 | CsResl start at C then move between RL

43 | C>Re>L fst start at C then move quickly between RL

44 | C—R<>L sl pause at C then move slowly between RL

45 | CoRe«sL pause at C then move between RL

46 | CoR<>Lfs pause at G then move quickly between
RL

47 | C>L<>Rslw | start at C then move slowly between LR

48 | C>L<>R s&n | siart at C then move slowly and narrowly
between LR

49 | CsL<>R start at C then move between LR

50 | CsL<>Rfst start at C then move quickly between LR

51 C—l<=R sl pause at C then move slowly between LR

52 | C-l<>R pause at C then move between LR

53 | Col<>Rfs pause at C then move quickly between
LR

54 LFO MWheel | controller regulates the width (initially 0)
of LFO panning

55 | LFO wide broad panning by LFO

56 | Note wide broad panning by note number

57 | Note narrw narrow panning by note number

58 Notew+EG n | broad panning by note number + narrow
LR movement

59 | Noten+EG w | narrow panning by note number + broad
LR movement

60 | Vel wide broad panning by key velocity

61 | Vel narrow narrow panning by key velocity

62 | Velw+EGn broad panning by key velocity + narrow
LR movement

63 | R&L1 variation of repeated LR movement

64 | R&L2 variation of repeated LR movement

COMMON DATA / ELEMENT DYNAMIC PAN

6.0 Dynamic pan edit

Summary: This function allows you to edit the cur-
rently selected Dynamic Pan data.
Procedure:
From: Voice Common job 06.ElemPan
(JUMP #207)
When: an Internal dynamic pan memory is
selected
Press: F8 (Edit)
Select: the Dynamic Pan parameter you wish to
edit

Editing is possible only when an Internal pan
memory is selected. If you want to edit one of the
preset pan memories, press COPY to copy it to an
Internal pan memory as explained in the following
secticn 6.0.1 Copy Pan Data.
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sFan
B83:Pan Name

1 Center

(5]

T o2 a3

3] 60

The name and number of the currently selected

Dynamic Pan data are displayed.

Move the cursor in this area to select a job.

01: Pan Source: Select a control

source

(velocity, note number, or LFO) to affect
dynamic panning. (See 6.1 Pan Source)
02: Pan EG: Set the panning EG. (See 6.2 Pan

EG)

03: Pan Name: Assign a ten-character name to

the pan data. (See 6.3 Pan Name)

Pressing F1-F3 will select the corresponding job.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.0.1 Copy pan data

Summary: This function copies dynamic pan data
from another memory into an Internal pan data
memory.

Procedure:

When: editing dynamic pan data

Press: COPY to get the following display.
Specify: the source and destination pan.
To copy: the pan data press Fs.
To quit: without copying press EXIT.

COPY PRMN DATA
Source Pan lr-/2 Lol tast &

Destination Pan = I- 1 Center-

o

0
2]

3]

Source Pan: Select the dynamic pan data to copy.
Destination Pan: Select the dynamic pan data
(internal 1-32) into which to copy the Source
Pan data.

Afier selecting Source Pan and Destination Pan,
press F8 (Go) to copy the data. You will be
asked “Are you sure?”. Press YES and the data
will be copied.

Remarks: Only Internal Pan Data memories can be

edited. If you want to edit one of the preset pan
tables, use this function to copy it into an Inter-
nal pan memory.

COMMON DATA / ELEMENT DYNAMIC PAN

6.1 Pan source

Summary: This determines how the dynamic pan-
ning will be affected; either by Velocity, or Note
Number, or LFO.

Procedure:

From: Dynamic Pan Edit job directory
Select: 01:Pan Source
Specify: the pan source and depth

n Source
urce Deklth

mamm:-

N Deth

(2] (1]

©® Pan Source {Velocity, Key Note Number, LFO):
Select the control source which will affect
dynamic panning. When velocity is selected, the
playing strength of each note will affect panning.
When note number is selected, notes above
middle C will be panned more to the right, and
notes below middle C will be panned more to the
left. When LFO is selected, the LFO of the ele-
ment will continuously pan the sound.

® Source Depth (0...127): This determines how
much the selected Pan Source will affect pan-

ning. When this is set to 0, the selected pan
source will have no effect. When this is set to
127, the selected pan source will pan the ele-
ment over the range of full left to full right.

Pan source = Velocity
Left Center Right

s
Sy

pPp

*y

Pan source = Key note number

Left Center Right

C1 C5

Pan source = LFO

Back and forth over time

R—

Left Center Right

>

Pan source = LFQ
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® Pressing F1-F2 will move the cursor to the
corresponding parameter.

Remarks: Dynamic panning is controlled by two
factors working together; the Pan Source and the
Pan EG. Refer to the diagram in 6.2 Pan EG for
an example of this.

COMMON DATA / ELEMENT DYNAMIC PAN

6.2 Pan EG

Summary: Specify how the element will be panned
over time, starting when each note is played.
Procedure:
From: Dynamic Pan Edit job directory
Select: 02:Pan EG.
Press: F1 (Rate) to set pan EG rates.
Press: F2 (Lvl) to set pan EG levels.

FPAN EG
PAN:I~28 TestPan
[x 11[Se9ad] —E'{fég ER1
R{ ,Aw OffA R2=4B——RR2:§§
‘\\// L\ rR3=3¢&
Ry=42
| KY))
C?) 12} [3) (1] 153 6]

PAN EG
FAN:TI-28 TestPan
[x 11[Se98]

/‘\,_\_/ Off2 \

ka e}é ]\ SLPT51

(4

+ 1+ |+

.
LB AR — D
W
bJ

UJ—\IU\JMCD
o)
rr
[

Ill

7] (2]

@ The number and name of the currently selected

Dynamic Pan data are displayed.

This indicates the displayed segment and range

of the EG graphic¢ display. To change the range,

hold SHIFT and press F1-F6 (x1, x2, x5, x10, x20,

x50). To shift the EG graphic display to a dif-

ferent segment, hold SHIFT and press F7 or F§ to

select Seg0-Seg4, Rell.

The pan EG is graphically displayed.

Press F1 (Rate) to set EG rates. Press F2 (Lvl)

to set EG levels.

© HT (Keyon Delay Time 63...0): When this is set
to 0, the pan EG will begin immediately after a
key 1s pressed. For higher settings, there will be
an increasingly longer delay before the pan EG
begins.

® RI1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates 1-4 and Release Rates 1-
2 determine the speed of the pan EG. Higher
settings result in faster change. Refer to the fol-
lowing diagram.

e
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@ LO-L4, RL1-2 (Keyon Levels, Release Levels
—-32...+32): Keyon Levels 0-4 and Release
Levels 1-2 determine the panning direction and
distance of the pan EG. Negative settings move
left, and positive settings move right. Refer to
the following diagram.

® SLP (Loop Point S1-S4): This specifies the
segment from which the EG will continue looping p
if a key remains depressed after the EG has
come to the end. Refer to the following diagram.

Left A Loop Point = S4

L3 L3 L3

|
/\
Center '[ > Time
|
!
0 l L2 iL4
!
1

1
Right LHTLFH*RZ-LHS R4l !

|
HR1RR2

Key on Key off

Left A Loop Point = S3

ﬂ\ /\ AN
J\/ v

| |

| I
| |

Right lHT Ri1-R2R3. R4 R3—R4--R3- HFH'RRQ

|— Leop -I

Key on Key off

When vou press a key, the sound will be output at
the pan position of LO. When the specified hold time
(HT) has elapsed, the pan position will change at
the rate of R1 to level L1. When the pan position
reaches L1, it will change at the rate of R2 to the
position of L2. When the pan position reaches L2, it
will change at the rate of R3 to the position of L3.
When the pan position reaches L3, it will change at
the rate of R4 to the position of L4. When the pan
position reaches L4, the EG will begin looping from
the specified segment (in the above diagram,
SLP=§83).
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When you release the key, the pan position will
change at the rate of RR1 to the position of RLI.
When the pan position reaches RL1, it will change
at the rate of RR2 to the position of RL2.

VOICE EDIT MODE

Remarks: Hold Time (HT) is a t/me setting, but

the various Rates are speed. Higher settings for
Hold Time will result in a longer delay before the
pan EG begins, but higher settings for Rates will
result in faster change. The final result of the
Pan EG will depend on the Pan Source settings.

COMMON DATA / ELEMENT DYNAMIC PAN

6.3 Pan name

Summary: Specify a ten-character name for the
internal Pan data memory being edited.

Procedure:

From: Dynamic Pan Edit job directory
| Select: 03:Pan Name
A Specify: a name for the pan memory

PAN NAME
¥
[TestPan ]
CIr  UrpFr (MR
o ®© o 0

e @ ©e

Enter a ten-character name for the Pan data.

To clear the currently entered name press Fl
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characters press F3
{Lowr).

Methods of entering character data are ex-
plained in Introducing the TG77, How to use the
numeric key pad, on page 30.

COMMON DATA

7. Output group select

JUMP #208

Summary: Specify the output group for each

element.
Procedure:

From: voice common job directory
Select: job 07:0utSel

(JUMP #201)
(JUMP #208)

Specify: the output group for each element

ement 1
emnent.2

AFHM
A4k

OUTPUT GROUP SELEC
UOICE=P1-AO1<(B1>
El
El

EL§lE 208

T
SPiCosmo

Eot

NIW E?

o

® Element 1-4 (off, grpl, grp2, both): Each of the
elements in a voice is independently panned by a
dynamic pan memory, and the stereo signal for

cach element is sent to the DSP effect units via
Output Group 1 and/or 2. The selected Qutput
Group(s) will determine how each element is
processed through the effects units, (Refer to
Voice Common data job 10.1 Effect Mode for
details.) If output group is turned off, that ele-
ment will not be heard.

Dynamic pan Output
memory select group select
\ OUTPUT 1
L Element 1 |-——>14L > R slow 1 Graup 1
— L—> - L
e » -—>R
{ Element2 |—>|13R L fast 2 R Four
—- ! DSP
T ” Group 2 effect | OUTPUT 2
Element 3 ‘*” > |62 Velw + EGn 1 units
[ 4 > L
. R > . >R
l Elemen( 4 :—|43C >R List both
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COMMON DATA

8. Random pitch

JUMP #209

Summary: Specify the amount of random pitch varia-
tion for the voice.
Procedure:
From: voice common job directory  (JUMP #201)
Select: job 08:Random (JuMp #209)
Specify: the amount of random pitch variation

RANDOM PITC

H E 209
UOICE=P1-AB1¢B1> SPiCosmo HE

Random Pitch Dekrth = [§

© Random Pitch Depth (0...7): For a setting of 0, a
key will produce the same pitch each time it is
pressed. For settings of 1...7, a key will produce
a random deviation in pitch. Higher settings
result in greater deviation from the standard key
pitch.

Remarks: This parameter is helpful when simulat-
ing instruments which have a naturally unsteady
pitch.

The random pitch deviation is applied sepa-
rately to each element in the voice, meaning that

pitch differences may appear between elements. p

COMMON DATA

9. Portamento

JUMP #210

Summary: Specify the Portamento mode and time.
Portamento creates a smooth glide in pitch be-
tween one note and the next.

Procedure:

From: voice common job directory  (JUMP #201)
Select: job 09:Porta (JUMP #210)
Specify: the portamento mode and time

PORTAMENTO ELEE 210
UOICEeP1-AB1(A1> SPiCo=mo

Portamento Mode = follow
Portamento Time £

ﬂ%ﬂ%nto affects onid AFM element s, *
ode

e 0

@ Portamento Mode: If the currently selected voice
mode is polyphonic (voice modes 4--10)), the
portamento mode is fixed at Follow mode. If the
currently selected voice mode is monophonic
{voice modes 1-3), the portamento mode can be
sct either to Fingered or Full time.

Fingered portamento: Portamento is applied
only if you press a note before releasing the
previous one; i.e., when you play legato.

Full Time portamento: Portamento is applied
between all notes.

® Portamento Time (0...127): This determines the
time of the pitch glide between notes. Higher
settings result in a longer (slower) glide.

Remarks: If you do not want portamento, set
Portamento Time to O so that the pitch change
between notes is instantaneous.

As noted in the display, portamento applies
only to AFM elements. It will have no effect on
voices which use only AWM elements (voice
modes 6-8). If a voice uses both AFM and
AWM elements (voice modes 9 and 10), porta-
mento will apply only to the AFM elements in
the voice.

COMMCN DATA

10. Effect set

JUMP #211

Summary: Specify how the effects units are con-
nected, select an effect type for each unit, and
make settings for each effect.

98

Procedure:
From: voice common job directory  (JUMP #201)
Select: job 10:Effect (JuMP #211)
Select: the effect parameter you wish to edit

o



EFFECT SET ELiEE 211
UOICE=P1-[B1(B1> SPiCosmo a1

Set.
93 Nodulatlon EHect 2 Set.
B4.Reuer"b Effect 1 Set

o (2]

@ Move the cursor in this area to select a job.

01: Effect Mode Select: Specify how the four
effect units will be connected. See 10.1
Effect Mode Select.

02: Modulation Effect 1 Set: Select an effect
type and set parameters for modulation
effect 1. See 10.2 Modulation Effect 1 Set.

VOICE EDIT MODE

03: Modulation Effect 2 Set: Select an effect
type and set parameters for modulation
effect 2. This is set in exactly the same way
as explained for Moedulation Effect 1. See
10.2 Modulation Effect 1 Set.

04: Reverb Effect 1 Set: Select an effect type
and set parameters for reverb effect 1. See
10.4 (F1) Reverb effect 1 set.

05: Reverb Effect 2 Set: Select an effect type
and set parameters for reverb effect 2. This
is set in exactly the same way as Reverb
Effect 1. See 10.4 (F1) Reverb effect 2 set.

® Pressing Fi—F5 will select the corresponding job.

a | COMMON DATA / EFFECT SET

10.1 Effect mode select

JUMP #212

Summary: This determines how the four effects will
be arranged to process the sound from the two
stereo groups 1 and 2.

Procedure:

From: Effect Set job directory

Select: 01:Effect Mode Select

Specify: the effect mode

(JUuMP #201)
(JUMP #212)

® Stereo Mix 2 (off, on): When this is turned on,

the unprocessed sound from group 2 will be
added to the processed sound sent from output
group 2. If effect mode 3 is selected, the Stereo

EFFECT MODE SELECT ELip 212
UDICE=P1-RA1<B1> SPiCo=mo
Effect Mode =

IBEE”! Fear—{Eea] 1%

Stereo Mix | = on Stereo Mix 2 = off

)

f
00 ©

LA
@ Effect Mode (off, 1, 2, 3): This determines how

the four effects will be arranged to process the
sound from the two stereo groups 1 and 2. The
effect mode will be graphically shown in the dis-
play.

When the Effect Mode is Off, the stereo
groups 1 and 2 will be sent directly to output
groups 1 and 2 without passing through the
effect units.

When an Effect Mode of 1, 2, or 3 is
selected, the stereo groups | and 2 will be pro-
cessed through the effect units as shown in the
following diagram.
® Stereo Mix 1 (off, on): When this is turned on,
the unprocessed sound from group 1 will be
added to the processed sound sent from output
group 1.

Mix 2 cannot be set,

Effect mode: off

Grp 1 Out 1

Grp 2 Qut 2
Effect mode: 1

Grp 1 Mod 1 Rev 1 Qut 1

Grp 2 Mod 2 Rev 2 Qut 2

Effect mode: 2

Grp 1

F— Mod 1 —{ Rev 1 Rev 2 }— Cut 1

Grp 2

— Mod 2 Out 2

Effect mode: 3

Grp 1 —l: Mod 1 j-{ Rev 1 Rev 2 }— Qut 1
Grp 2 —I Mod 2 I,_ Out 2
Remarks:

¢ The settings in Voice Common data 7. Output
group select (JUMP #208) will determine
whether each element of the voice is sent to
Group 1 or Group 2.
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® All modulation effects are stereo-in stereo-out.
Reverb effects 35-40 are also stereo-in stereo-
out. Reverb effects 1-34 are mono-in stereo-
out, and the incoming stereo signal to cach
effect unit is combined into a mono signal be-
fore it is processed.
Effect Mode 3 is an exception. Only the Lch
output of modulation effect 1 and the Rch out -
put of modulation effect 2 will be used for the

Reverb effect 1 input.

e If you want the Dynamic Pan to be heard when

using reverb effects 1-34, you must turn the
Stereo Mix on to allow the direct stereo signal
from the element pan to be combined with the
output from the effect units.
The following sections 10.2 and 10.4 explain
how to make settings for the four effect units.

COMMON DATA / EFFECT SET

10.1.1 Copy voice effect

Summary: This function copies Effect data from
another voice into the effect data of the currently

edited voice.

Procedure:
When: editing Effect data (jobs 10.1-10.5)
Press: COPY to get the following display.
Specify: the voice from which to copy the effect
data
To copy: the data press F8
To quit: without copying press EXIT

|

COPY UQICE EFFECT
Source Yoice Selecgt
P1-R18(18) SPiTwilite %Q
Gz SPiCosm B:iSPiAria W29P,Padf 15:iAPICP
R:SP:Metr :SPiSawr 142 AP i Bri9
B:SP:Diam W:SP:DLar*k 1Hhna 158 QPLEamm
M:SP.Sare 8:SPiMust : Ean
0
0 o
© Seclect a source voice from which to copy the

2]

Effect data.

Press F8 (Go) and you will be asked “Are you
sure?”, If you are sure you want to copy the
effect data, press YES and the effect data will be
copied from the selected voice to the voice being
edited.

COMMON DATA / EFFECT SET .
10.2 (F1) Modulation effect 1 set (Data) e #213
Summary: Select an effect type for modulation effect @ Effect Type: Four types of effect can be selected
1, and set the effect balance and output level. for the modulation effect unit. Refer to the list of
This explanation also applies to modulation modulation-type effects in the following section
effect 2. 10.2 {(F2).
Procedure: ® CLffect Balance (0...100%): This determines the
From: Effect Set job directory (JUMP #211) balance of processed and unprocessed sound. At
Select: 02:Modulation Effect 1 Set a setting of 0% the output of the effect unit will
Press: F1 (Data) (JUMP #213) be only unprocessed sound, and at a setting of
Specify: the effect type, effect balance, and output 100% the output of the effect unit will be only
level processed sound.
® OQuiput Level (0...100%): This determines the
[}8%8%9;}928§§g§§7 éF?Egsmo ELi® 213 volume level of t.he c?:ffect output. At a setting of
Effect Modet 1 Mixlion Mix2toff 0% the effect unit will output no sound, and at a
E?fggt };g’f;nce - ?é:@Sk“Chorus— setting of 100% the output of the effect unit will
OutpPut Level = LIRS be at full volume.
IEY®E Parm
o © o 0
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@ To set the parameters of the selected Effect
Type, press F2 (Parm). (See the following sec-
tion 10.2 (F2).)

Modulation Effect

DSP j

» ! ch

R

(Digital Signal

I_, Processor)

& » Rch

Effect Balance - --Output Level

VOICE EDIT MODE

Remarks: All modulation effects are stereo-in
stereo-out,

Note: Changing the Effect Type will initialize the
Parameter settings of 2 (Parm).

COMMON DATA / EFFECT SET

10.2 (F2) Modulation effect 1 set (Parameters)

JUMP #214

A Summary: Set effect parameters of the effect type
selected for modulation effect L. This explanation
also applies to modulation effect 2.

Procedure:
From: Effect Set job directory (JUMP #211)
Select: 02:Modulation Effect 1 Set
Press; F2 (Parm) (JUMP #214)

Specify: parameter settings for the selected effect

MODULATION EFFECT 1 SET ELiE 214
UOICE=P1i-AB1<B1> SP!Cosmo .
Effect Modea: 1 Mixl:ion Mix2io0ff
Mod., Freduency = 1.2 Hz

Pitch Mod. Deprth = 1080 «
AmPlitude Mod. Derih = EXEAE
Data lETEN

Py o

© The number and type of effect parameters will

£ depend on the selected Effect Type. Refer to the

’ following parameter lists for each effect type.
Through has no parameters.

® To select an Effect Type and set Effect Balance
and Output level, press Fi (Data). (See the
previous section 10.2 (F1).)

Note: Changing the Effect type in FiI (Data) will
initialize these Parameter settings.

Through: The input sound will be output without any
processing.
1:8t.Chorus (stereo chorus)
Moedulation Frequency (0.2...20.0 Hz)
Pitch Mod. Depth (0...100%)
Amplitude Modulation Depth (0...100%})

2:St.Flange (stereo flanger)
Modulation Frequency (0.2...20 Hz)
Modulation Depth (0...100%)
Modulation Delay Time (0.2...15 ms)
Feed Back Gain (0...99%)
3:Symphonic
Modulation Frequency (0.2...20 Hz)
Modulation Depth (0...100%)
4:Tremolo
Modulation Frequency (0.2...20 Hz)
Modulation Depth (0...100%)
Phase (-8...+8)

Modulation effect parameters: The parameters of
the modulation effects are explained below in
alphabetical order.

Amplitude Modulation Depth: The amount of
tremolo; i.e., cyclical change in volume.

Feedback Gain: For effects with very short
delays such as 2.St.Flange, this will adjust
the character of the effect.

Modulation Depth: The depth of the cyclical
change.

Modulation Delay Time: For effects with very
short delays such as 2.St.Flange, this will
adjust the character of the effect.

Modulation Frequency: The speed of the cyclical
change; i.e., the speed of chorusing, flanging,
etc.

Pitch Modulation Depth: The amount of vibrato;
i.e., cyclical change in pitch.

Phase: The phase of the pitch shifted signal.
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COMMON DATA / EFFECT SET

10.4 (F1) Reverb effect 1 set (Data)

JUMP #217

Summary: Select an effect type for Reverb effect 1,
and set the effect balance and output level. This
explanation also applies to reverb effect 2.

Procedure:

From: Effect Set job directory
Select: 04:Reverb Effect 1 Set
Press: F1 (Data) (JUMP #217)
Specify: the effect type, effect balance, and output

(JUMP #211)

® To set the parameters of the selected Effect
Type, press F2 (Parm). (See the following sec-
tion 104 (F2).)

Reverb Effects 1-34
Qe LCH

-
DSP —T :
(Digital Signal Processor) :
1—9—-- Rch
Effect Balance --' i~ Output Level

Reverb Effects 35-40

. ?—e-—»Lch
Leosr P

(Digital Signal Processor)
. Liédle ren

level
REUERB CT 1 SET EL i 217
UDICEsP1-RAB1<(A1> SPiCosno
Effect Mode: 1 Mixlion MixZioff
Effect Tyre = Bl:iRev. Hall,
Effect Balance =
Outrut Leuel = 4
PaFm
o o o o

@ Effect Type: Forty types of effects can be
sclected for the reverb effect unit. Refer to the
list of reverb-type effects in the following section
10.4 (F2).

® Effect Balance (0...100%): This determines the
balance of processed and unprocessed sound. At
a setting of 0% the output of the effect unit will
be only unprocessed sound, and at a setting of
100% the output of the effect unit will be only
processed sound.

® Output Level (0...100%): This determines the
volume level of the effect output. At a setting of
0% the effect unit will output no sound, and at a
setting of 100% the output of the effect unit will
be at full volume.

Effect Balance - - Output Level

Remarks: Reverb effects 1:Rev.Hall to
34:Distortion are mono-in stereo-out. In other
words, the incoming stereo signal from the ele-
ment Dynamic Pan is combined into a mono sig-
nal and processed to create a stereo effect.
Reverb effects 35:Ind.Delay to
40:Ind.Rev&Delay are stereo-in stereo-out, with
independently settable parameters for left and
right.

Note: Changing the Effect Type will initialize the
Parameter settings of F2 (Parm).

COMMON DATA / EFFECT SET

0.4 (F2) Reverb effect 1 set (Parameters)

JUMP #218
Summary: Set effect parameters of the effect type REVERB EFFECT 1 SET | ELIs 218
selected for reverb effect 1. This explanation E?iggt";‘qgﬂg“?“ ﬁfg?"ﬁﬂ‘j Mix2:off
also applies to reverb effect 2. Eeuerb Time - §‘; o
Procedure: Initial Delay = -"*ilnaféE
From: Effect Set job directory (JuMP #211) WELERF o
Select: 04:Reverb Effect 1 Set é o

Press: F2 (Parm) (JUMP #218)
Specify: parameter settings for the selected effect
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© The type of effect parameters will depend on the
selected Effect Type. Refer to the following
parameter lists for each effect type.
00:Off(Through) has no parameters.

® To select an Effect Type and set Effect Balance
and Output level, press F1 (Data). (See the
previous section 10.4 (F1).)

Note: Charnging the Effect Type in I (Data) will
initialize these Parameter seitings.

1:Reverb Hall, 2:Reverb Room, 3:Reverb Plate,
4:Reverb Church, 5:Reverb Club, 6:Reverb
Stage, 7:Reverb Bath Room, $:Reverb Metal
Reverb Time (0.3...10.0 sec)
L.P.F. (1.25...12 KHz, Through)
Initial Delay (0.1...50 ms)

9:Single Delay
Delay Time (0.1...300 ms)
FB Delay Time (0.1...300 ms)
Feedback Gain (0...99%)

10:Delay L,R,
Lch Delay Time (0.1...300 ms)
Rch Delay Time (0.1...300 ms)
Feedback Gain (0...99%)

11:Stereo Echo
Lch Delay Time (0.1...152 ms)
Rch Delay Time (0.1...152 ms)
Feedback Gain (0...99%)

12:Doubler 1
Delay Time (0.1...50 ms)
H.P.F. (Thru, 160...1000 Hz)
L.P.F. (1.25...12 KHz, Thru)

13:Doubler 2
Lch Delay Time (0.1...50 ms)
Rch Delay Time (0.1...50 ms)
L.P.F. (1.25...12 XHz, Thru)

14:Ping-Pong Echo
Delay Time (0.1...152 ms)
Pre-Delay Time (0.1...80 ms)
Feedback Gain (0...99%)

15:Pan Reflection
Room Size (0.5...3.2)
Feedback Gain (0...99%)
Direction (L—R, L«R)

VOICE EDIT MODE
16:Early Reflection, 17:Gate
18:Reverse Gate
Room Size (0.5...3.2)

L.P.F. (1.25...12 KHz, Thru)
Initial Delay (0.1...50 ms)

Reverb,

19:Feedback Early Reflection, 20:Feedback
Gate, 21:Feedback Reverse
Room Size (0.5...3.2)
L.P.F. {1.25...12 KHz, Thru)
Feedback Gain (0...99%)

22:Single Delay & Reverb
Reverb Time (0.3...10.0 sec)
Delay Time (0.1...152 ms)
Feedback Gain (0...99%)

23: Delay L/R & Reverb
Reverb Time (0.3...10.0 sec)
Lch Delay Time (0.1...152 ms)
Rch Delay Time (0.1...152 ms)

24:Tunnel Reverb
Reverb Time (0.3...10.0 sec)
Delay Time (0.1...152 ms)
Feedback Gain (0..99%)

25:Tone Control 1
Low Gain (-12...+12 dB at 800 Hz)
Mid Gain (—12...+12 dB at 1260 Hz)
High Gain (-12...+12 dB at 4 KHz)

26:Single Delay + Tone Control 1,
27:Delay L/R + Tone Control 1
Brilliance (0...12)
Delay Time (0.1...300 ms)
Feedback Gain (0...99%)

28:Tone Control 2
H.P.F (Thru, 160...1000 Hz)
Mid Gain (—12...+12 dB at 1260 Hz)
L.P.F. (1.25...12 KHz, Thru)

29:Single Delay + Tone Control 2,
30:Delay L/R + Tone Control 2
Brilliance (0...12)
Delay Time (0.1...300 ms)
Feedback Gain (0...99%)

31:Distortion + Reverb
Reverb Time (0.3...10.0 sec)
Distortion Level (0...100%)
Dist & Rev Balance (0...100%)
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32:Distortion + Single Delay,

33:Distortion + Delay L/R
Delay Time {0.1...300 ms)
Feedback Gain (0...99%)
Distortion Level (0...1009%)

34:Distortion
Distortion Level (0...100%)
H.P.F. (Thru, 160...1000 Hz)
L.P.F. (1.25...12 KHz, Thru)

35:1Ind. Delay
Lch Delay Time (0.1...152 ms)
Rch Delay Time (0.1...152 ms)
Feedback Gain (0...99%)

36:Ind. Tone Control
Lch Brilliance (0...12)
Rch Brilliance (0...12)
Mid Gain (-12...+12 dB at 1260 Hz)

37:Ind. Distortion
Lch Dist. Level (0...100%)
Rch Dist. Level (0...100%)
L.P.F. (1.25...12 KHz, Thru)

38:Ind. Reverb
Lch Reverb Time (0.3...10.0 sec)
Rch Reverb Time (0.3...10.0 sec)
High Control (0.1...1.0)

39:Ind. Delay & Reverb
Lch Delay Time (0.1...152 ms)
Lch Feedback Gain (0...99%)
Rch Reverb Time (0.3...10.0 sec)

40:Ind. Reverb & Delay
Lch Reverb Tune (0.3...10.0 sec)
Rch Delay Time (0.1...152 ms)
Rch Feedback Gain (0...99%)

Reverb effect parameters: The parameters of the
reverb effects are explained below in alpha-

betical order.

Brilliance: the overall brightness of the sound

Delay Time: the delay before the echoed sound
Direction: the direction in which the echoes will

be panned
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Dist & Rev Balance: the balance between dis-
tortion and reverb

Distortion Level: the amount of the distorted
sound

FB Delay Time: the delay between repeated
echoes of the sound

Feedback Gain: the volume ratio of each echo to
the previous one

H.P.F.: frequencies higher than this will be
allowed to pass

High Control: the proportion at which high fre-
quency reverb will decay

High Gain: the amount of boost or cut at 4 KHz

Initia]l Delay: the delay before the effect pro-
cessed sound will be heard

L.P.F.: frequencies lower than this will be
allowed to pass

Lch Brilliance: the overall brightness of the left
channel

Lch Delay Time: the delay between repeated
echoes in the left channel

Lch Dist. Level: the amount of distortion for the
left channel

Lch Feedback Gain: the volume ratio of each
successive left channel echo

Lch Reverb Time: the time for the left channel
reverb to decrease 60 dB

Low Gain: the amount of boost or cut at 800 Hz

Mid Gain: the amount of boost or cut at 1260 Hz

Pre-Delay Time: the time delay before delay will
begin

Rch Brilliance: the overall brightness of the right
channel

Rch Delay Time: the delay between repeated
echoes in the right channel

Rch Dist, Level: the amount of distortion for the
right channel

Rch Feedback Gain: the volume ratio of each
successive right channel echo

Rch Reverb Time: the time for the right channel
reverb to decrease 60 dB

Reverb Time: the time for the reverb to decrease
60 dB

Room Size: the size (in arbitrary units) of the
reverberant room
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COMMON DATA

11. Micro tuning

JUMP #221

Summary: Select a micro tuning for the entire voice,
and specify whether or not each element will use
this micro tuning.

Procedure:

From: Voice Common job (JUMP #201)
directory

Select; job 11:McrTune (JUMP #221)

Specify: the micro tuning, and element micro tun-
ing on/off

MICRO TUNING SE ELNEE 221
UOICEsP1-AA1 (A1

icro Tuning S
%ementl AFM

enent2 AWM

T
)  SPiCosnn
elect ;

na

off

W ET EZ

3] (2] 1]

©® Micro Tuning Select (I-1, I-2, C-1, C-2, P-1...
P-64): Select a micro tuning to be used by the
voice. 64 micro tuning memories are preset
inside the TG77 (see the following remarks).
Two of your own micro tunings can be stored in
Internal memory, and a card can accommodate
another two micro tunings. Internal voices can-
not use card micro tunings, nor can card voices
use internal micro tunings.

® Element 1-4 (off, on): When this is turned on,
the element will use the micro tuning selected by
Micro Tuning Select. When this is turned off, the
element will use equal temperament scale
instead of the selected micro tuning.

® Pressing F1 (Sel) will move the cursor to Micro
Tuning Select. Pressing F2—F5 will move the cur-
sor to Element 1-4.

Remarks: As with Pan data, Micro Tuning data is
not pait of the voice. This Micro Tuning Select
setting merely specifies which micro tuning will
be used.

The sixty four micro tunings preset inside
the TG77 are as follows.

01 Equal temperament: The “compromise”
tuning used for most of the last 200 years of
Western music, and found on most electronic
keyboards. Each half step is exactly 1/12th of an
octave, and music can be played in any key with

equal ease. However, none of the intervals are
perfectly in tune.

02-13 Pure major (C...B): This tuning is
designed so that most of the intervals
(especially the major third and perfect fifth) in
the major scale are pure. This means that other
intervals will be correspondingly out of tune.
You need to specify the key (C...B) you will be
playing in.

14-25 Pure minor (A...G#): The same as Pure
Major, but designed for the minor scale.

26-37 Mean tone (C...B): This is an adjust-
ment of the Pure and Pythagorean tunings. The
interval between the root and fifth is tuned
slightly flat, so that the interval between the
root and second degree is exactly halfway be-
tween a major and minor pure second; i.e., an
average or “‘mean”.

38-49 Pythagorean (C...B): This scale 1is
derived by tuning pure perfect fifths upward from
the root. This causes the octave to be flat, so
one of the fourths is mistuned to compensate.
(In the key of C, the Ab — Eb interval.)

50 Werckmeister: Andreas Werckmeister, a
contemporary of Bach, designed this tuning so
that keyboard instruments could be played in
any key. Each key has a unique character.

51 Kirnberger: Johan Philipp Kimberger was
also concerned with tempering the scale to allow
performances in any key.

52 Vallotti & Young: Francescantonio Vallotti
and Thomas Young (both mid-1700s) devised
this adjustment to the Pythagorean tuning in
which the first six fifths are lower by the same
amount.

53 1/4 shifted equal: This is the normal equal
tempered scale shifted up 50 cents.

54 1/4 tone: Twenty-four equally spaced notes
per octave. (Play twenty-four notes to move one
octave.)

55 1/8 tone: Forty-eight equally spaced notes
per octave. (Play forty-eight notes to move one
octave.)

56 JustAdjust: This is a special tuning used to
make fine adjustments in the pitch of an AWM
waveforn.
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57 Big Chord: The pitch is adjusted down one
octave for every 8 half notes, allowing chords to
be played anywhere without becoming overly
heavy.

58 Log Equal: A variation of conventional equal
temperament.

59 1/4 Tonelo: The same as micro tuning 54,
but lower in pitch,

60 Harmonic A: The white keys will play the
harmonic series beginning on A, and the black
keys will play the harmonic series beginning on
E.

61 Reverse: The conventional equal tempered
scale is inveried.

62 Far East: The black keys and white keys
will each play a different eastern scale.

63 Blue: The white keys will play the blues
scale. The black keys add a blue flavor

64 EP AWM2: This is a special tuning used in
preset voice P1-B15 EP:Dynomeod.

Editing: To edit the currently selected Internal micro

tuning, press F8 (Edit). Preset or Card micro
tunings cannot be edited. If you want to edit a
preset or card micro tuning, you must first copy it
to an internal micro tuning memory.

COMMON DATA / MICRO TUNING SET

11.0 Micro tuning edit

JUMP #222

Summary: This function allows you to edit the cur-
rently selected Micro Tuning data.

Procedure:
From: Voice Common job 11. Micro Tuning Set

(JUMP #221)

When: an Internal micro tuning is selected
Press: F8 (Edit) (JUMP #222)
Select: the micro tuning data you wish to edit

Editing is possible only when an Internal micro tun-
ing memory is selected. If you want to edit a Preset
or Card micro tuning memory, press COPY to copy it
to an Internal micro tuning memory as explained in
the following section 11.0.1 Copy Micro Tuning.

MICRO TUWIMG EDIT 222
I- 1 Far East—
B1
tMicro uning ame
BT B2
© o o
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The number and name of the currently selected

Micro Tuning data are displayed.

Move the cursor in this area to select a job, and

press ENTER.

01: Micro Tuning Data: Edit the tuning for each
note of the scale. See 11.1 Micro Tuning
Data.

02: Micro Tuning Name: Assign a ten-character
name to the micro tuning data. See 11.2
Micro Tuning Name.

Pressing F1 or F2 will select the corresponding

job.
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COMMON DATA / MICRO TUNING SET

11.0.1 Copy micro tuning

Summary: This function copies micro tuning data
from another memory into an Internal micro tun-
ing memory.

Procedure:

When: editing micro tuning data
(JUMP #223, #224)

©® Source Tuning (I-1, 1-2, C-1, C-2, P-1...P-64):
Select the micro tuning data to copy. C-1 and C-2
{card) can be selected only if a VOICE card is
inserted.

@ Destination Tuning (I-1, [-2): Select the micro
tuning (internal | or 2) into which to copy the
Source Tuning data.

® After selecting Source Tuning and Destination
Tuning, press F8 (Go) to copy the data. You will
be asked “Are you sure?”. Press YES and the
data will be copied.

Remarks: Only Internal micro tuning data can be

Press: COPY to get the following display.
Select: the micro tuning copy source and
destination
To copy: the data press F8
To quit: without copying press EXIT
COPY MICRO TUNING
Source Tuning SlP—€l Harnonic H
Destination Tuningd = I- 2 Blue
Go
) o ©

edited. If you want to edit one of the preset or
card micro tunings, use this function to copy it
into an Internal micro tuning memaory.

COMMON DATA / MICRO TUNING SET

11.1 Micro tuning data

JUMP #223

Summary: Edit the tuning for each note of the

selected micro tuning data.

Procedure:

Select: 01:Micro Tuning Data

From: Micro Tuning Edit job (JUMP #222)
directory

{(JUMP #223)

Specify: the tuning for each note

MICRO TUNIMNG DATA 223
TuningsI- 1 Far East ———
| C -g — | _Cg-2
Coarse = i = |
Fine = + ] 127D a
K=Dn K3Up
e o e 0o o )
O The number and name of the micro tuning data
being edited are displayed.
® The previous note and its absolute tuning value.
® The note whose tuning you are editing.
® Coarse Tuning (C#-2...G8): With the cursor

@

located at Coarse, adjust the tuning of the cur-
rently edited note in half steps.

Fine Tuning (-43 or —42..,+42): With the cursor
located at Fine, adjust the tuning of the currently

edited note in fine steps of 1.171875 cents. The
absolute tuning value displayed in parentheses
indicates the number of these steps starting
from O steps at C#-2. The lowest setting of this
parameter will be either —43 or —42 depending on
the Coarse Tuning value.

® The next note name and its absolute tuning

value.

@ Pressing Fi (K-Dn) or F2 (K-Up) will move to

the previous or next note. You can also play a
note on your MIDI keyboard to select a note at
any time.

Remarks: First use F1 (K-Dn) and F2 (K-Up) to

select the note whose tuning you want to edit.
You can also use your MIDI keyboard to select
the note. The currently edited note will appear in
the center of the display, with the previcus note
shown at left and the next note shown at right.

Next set the Coarse and Fine tuning for the
selected note. If you adjust Fine Tuning beyond
the range of 42, the Coarse Tuning will be
moved up or down as appropriate.
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COMMON DATA / MICRC TUNING SET . .
11.2 Micro tuning name

JUMP #224
Summary: Specify a ten-character name for the © Enter a ten-character name for the Micro Tuning
internal Micro Tuning memory being edited. data.
Procedure: ® To clear the currently entered name press Fl
From: Micro Tuning Edit job (JUMP #222) (Clr).
directory ® To switch to upper-case characters press F2
Select: 02:Micro Tuning Name (JUMP #224) (Uppr).
Specify: a name for the micro tuning data ® To switch to lower-case characters press F3
{Lowr).
MICRO TUNING NRME 224
Remarks: Methods of entering character data are
[Ear East 1 explained in Introducing the TG77, How to use
: the numeric key pad, on page 30.
CTr R Couwr A
e o o o

COMMON DATA

12. (F1) Controller set (Pitch bend)

JUMP #225
Summary: Specify the range over which the pitch © Pitch Bend Wheel (0...12): This determines the
bend wheel and channel aftertouch of your MIDI range (0...12 half steps) over which the pitch
keyboard will affect the pitch. bend wheel will affect the pitch. When this is set
Procedure: to 12, the pitch bend wheel will move the pitch
From: Common Data job directory (JUMP #201) one octave up or down. When this is set to 0,
Select: job 12:Cntrlir the pitch bend wheel will have no effect.
Press: F1 (PB) (JUMP #225) & After Touch Piich Bend (-12...+12): This deter-
Specify: the pitch bend effect of the pitch bend mines how aftertouch will affect the pitch.
wheel and aftertouch Pressing strongly down on the keyboard after
playing a note will move the pitch down one
SB?EE%%EEB?E%D SP!Cosmo ELiw 225 octave (with a maximum setting of —12) and up 4
Pitch Bend Rande one octave (with a maximum setting of +12).
Pitch Bend MWheel = %~ Make sure that your keyboard is transmitting
After Touch Fitch Bend = + Channel Aftertouch. The TG77 does not respond
H3:N Fod ™ Pan  OthF to Polyphonic Aftertouch.
L2 1]

COMMON DATA

12. (F2) Controller set (Modulation)

JUMP #226
Summary: Specify the controller device that will add Procedure:
vibrato (pitch modulation), tremolo (amplitude From: Common Data job directory (JUMP #201)
modulation), and wah-wah (filter modulation). Select: job 12:Cntrllr
Press: F2 (Mod) (JUMP #226)
Specify: the controller and depth for each
parameter
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O Pitch Modulation Depth (0...127): This setting
determines the range over which the specified
device will add vibrato (pitch modulation). For a
setting of 127, the selected controller will be
able to add the maximum amount of vibrato. For
a setting of 0, the selected controller will not be
able to add vibrato.

Amplitude Modulation Depth (0...127): This
setting determines the range over which the
specified device will add tremolo (amplitude
modulation). Details are the same as in @.
Filter Modulation Depth (0...127): This setting
determines the range over which the specified
device will add wah-wah (filter modulation).
Details are the same as in €.

MIDI Ctrl No. & Device (0...120, After Touch):
These settings determine the controller devices
that will add Pitch modulation, Amplitude modu-
lation, and Filter modulation. The selected MIDI
control number (0...120) is displayed at the left,
and the function which is defined for that number
is displayed at the right.

To make controller settings for Pitch Bend, Pan,
or Other, press F1, F3, or F4. Refer to sections
12.(F1), 12.(F3), or 12.(F4).

| A Remarks: As shown by the following diagram, the

controllers selected here will be able to add
pitch, amplitude, and filter modulation in addition
fo the pitch, amplitude, and filter modulation
specified by the PModDepth, AModDepth, and
FModDepth settings of each element LFO. The

VOICE EDIT MODE

effect of the resulting modulation will depend on
the sensirivity settings of each element.

(undelayed LFO;

7 selected 1 { selected P i selected
cenlroller ! | controller canfroligr
t.n osutats { i [» \r‘(}‘u':,«nm,\_;’_
gl O oy 5 . v "
LFO - - S
s 1 T
Speen | ! AWM e
rut phase | d 6kt MM [y M
" Dalay J.JMF Elc-2)
Y iaelayen FO |
i TP Amp- Tudy l T Fller 7
Modulation Modulation Modulato:
_Depth @ 127 Depth g__*_??__J _Depna 1o/
. ¥
AFM Operat
AFM Operator 1 Ampmf;f o ‘ AFM Fiter
Such Mogulaton || goq a6 n uo(,umﬂ ;
e ot Sensiiviy ¢ ¢ oo C‘“ o 8. Cutst frequeny
ach operato each gperate: | fetim -t LOMP #243;
OoR OR = 0OR
AWM ["awm Fitter AWM glernert st
Pr n Madulatio Ampliluidy Pilch Modulation 4 AWM sensitiv
Y Senatmnty Modwarm" Sensitivity =7 7 CUME #2600
i nedwity T -0 [ serCn 1FD J T+ Culatt frequency
I ) JUMP #2651

MIDI control number and device: MIDI imple-

mentation chart in the back of the owners
manual for your MIDI keyboard will list the
Control Change messages it is able to transmit,
The official MIDI standard does not define the
purpose of all of the MIDI Control Change mes-
sages 0-120. If the purpose of the selected
control number is not defined by the standard,
the LCD will show “Non-assigned no.”. If your
MIDI keyboard is able to transmit control
change messages of these numbers, you can use
them just like any other control number. “Non-
assigned no.” simply means that there is yet no
official agreement as to the use of that control
number.

Since the MIDI standard defines Aftertouch
not as a control change but as a different type of
message, it has no control number.

COMMON DATA

12. (F3) Controlier set (Pan)

JUMP #227
Summary: Specify the controller device that will Procedure:
regulate the depth of the cyclical panning move- From: Voice Common job (JUMP #201)
ment (Pan L.FO), and the controller that will directory
directly adjust the pan position (Pan Bias). Select: job 12:Cntrllr
Press: F3 (Pan) (JUMP #227)
Specify: the controller and depth for each
parameter
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CONTROLLER SET ELjIE 227
VOICE=P1-RHB1<A1> 3JPiCosmo
Pan Control )

it

an LF on-ass19ned no.
Pan Bias B 018 Panrot

FE Hod  [ETSN Othr

o 00 o

© Pan LFO Depth (0...127): This determines the
range over which the specified controller will
regulate the depth of the Pan LFO. When this is
set to 127, the selected controller will regulate
LFO panning over the full range from no LFO
panning to maximum LFO panning. When this is
set to 0, the selected controller will have no
effect on LFO panning.

® Pan Bias Depth (0...127): This determines the
range over which the specified controller will
affect pan position.

® MIDI Ctrl No. & Device (0...120, After Touch):
These settings determine which controllers will
regulate the depth of LFO panning and Pan Bias.

@ To make controller settings for Pitch Bend,
Modulation, or Other, press F1, F2, or F4. Refer
to sections 12. (F1), 12. (F2), or 12. (F4).

MIDI Ctrl No. & Device: For details refer to 72.
(F2) Controller set (Modulation).

Note: When a voice is used in Multi Play mode,
these Pan Control settings will be effective only
if the Static Pan is set to Voice. Refer to Multi
Edit 5. Voice static pan (JuMP #408, #409).

COMMON DATA

12. (F4) Controller set (Other)

JUMP #228

Summary: Specify controller devices that will regu-
late the volume, the EG bias and the Cutoff
Frequency of the filters in each element of the
voice.

Procedure:

From: Voice Common job
directory
Select: job 12:Cntrllr
Press: F4 (Othr) {(JUMP #228)
Specify: the controller and depth for each

(JUMP #201)

parameter

CONTROLLER SET ELjSE 228
UOTICE=P1-AB1 (A1 SPiCosmo

Uolume., EG B: y & Fllter“ Cutoff Fr*eq
Uoll owlimit ss19e
GbiasDertih 151 4 BreathController
Cutofflertl 677

B HMod Pan

® 00 o 0

© VolLowLimit (Volume Low Limit 0...127): This
determines the lowest volume that can be set by
the specified controller. For example when this
is set to 80, the controller will reduce the volume
no lower than 80. When this is set to 0, the con-
troller can reduce the volume to silence. When
this is set to 127, the controller will have no
effect on the volume. The MIDI standard defines
Control Change number 7 as MIDI volume, If
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you select control change 7 for VolLowLimit, the
controller will regulate volume over the full range
regardless of the “Value” setting. The LCD will
display “Limit ignored!” to remind you of this.

® EGbiasDepth (EG Bias Depth 0...127): This
determines the range over which the specified
controller will control the EG bias. The result of
controlling EG Bias for an AFM element will
depend on the AModSens setting for each oper-
ator. If AModSens is set for carrier operators,
the controller assigned to EG Bias will affect the
volume of an AFM element. If AModSens is set
for modulator operators, the controller assigned
to EG Bias will affect the tone of an AFM ele-
ment. For details refer to Voice AFM Element
job 5. Sensitivity. For an AWM element, this
setting will affect the Volume.

® CutoffDepth (Filter Cutoff Depth 0...127); This
determines the range over which the specified
controller will increase the cutoff frequency
specified for the filters of each element. Higher
settings will allow the controller to brighten the
tone. If the filter cutoff frequencies are already at
maximum, this will have no effect. See the
remarks below for details.

® MIDI Ctri No. & Device (0...120, Aftertouch):
These settings determine which controllers will
regulate each parameter.




® To make controller settings for Pitch Bend,
Modulation, or Pan, press F1, F2, or F3. Refer to
sections 12. (F1), 12. (F2), or 12. (F3).

MIDI Ctrl No. & Device: For details refer to
12.(F2) Controllers set (Modulation).

Filter Cutoff Depth: The controller assigned to
CutoffDepth can be used in two ways to affect
the filter, depending on the Control Source set-
ting of each filter. Refer to Voice AFM Element
8.3 Cutoff EG or Voice AWM Element 7.3 Cutoff
EG.

VOICE EDIT MODE

e Continuously control the filter cutoff: If the
Control Source of a filter is set to LFO then
the controller assigned to CutoffDepth can be
used to continuously control the cutoff
frequency even while a note is sounding.

& Control the filter cutoff at key-on: If the Con-
trol Source of a filter is set to EG or EG-VA
then the controller assigned to CutoffDepth
will be used only at the instant the note is
played; i.e., after playing a note you can move
the controller without affecting the sound.
This can be used to give different filter cutoffs
to individual notes as you play them.

COMMON DATA

13. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode, this voice
name will be displayed in large characters.

Procedure:

From: Voice Common job
directory
Select: job 13:Name
Specify: the voice name

(JUMP #201)

(JUMP #229)

UDICE NAME 229
UCICEeP1-HB1(B1>
¥
{SPICosmo 1]
Clr IR Tour
o © o °

Enter a ten-character name for the voice.

To clear the currently entered name press Fl
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characters press F3
{Lowr).

e & o¢

Remarks: Methods of entering character data are
explained in Introducing the TG77, How to use
the numeric key pad, on page 30.

COMMON DATA

14. Individual output select

JUMP #276

Summary: Specify an individual output port 1-8 from
which the un-panned un-processed sound of the
voice will be output.

Procedure:

From: Voice Common job
directory
Select: job 14:IndOut
Specify: the individual output port

(JUMP #201)

(JUMP #276)

cT ELIW¥ 278
OSMo

-
om

Individual Qutrut Port = K

(=
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@ Individual Output Port (off, 1...8): Select the
individual output port from which the voice will
be output. The output is taken from before the
element pan, and therefore 1s not affected by Pan
nor Effect settings. When a voice is used in a
multi, this voice parameter setting will be
ignored, and the individual output port settings
for each voice of the multi will be used instead.
Refer to Multi edit, 9. Voice individual output
select on page 165.

Note:

It is not possible for a voice to be output both

from a stereo output group and from an individual

output.

® [f the Individual Qutput Port is set to 1-8,
(i.e., other than “off” ), no sound will be output
from the stereo output group selected in
Common data, 7. Output group select (see
page 97).

® [f Common data, 7. Quiput group select is
“off”, no sound will be output from an Indi-
vidual Output Port.

COMMON DATA

15. Initialize voice

Summary: Initialize the Voice Common data being
edited to a set of standard values. The Voice
Mode will not change.

Procedure:

From: Voice Common job
directory
Select:  job 15:Init

To execute: initialization press YES

To quit: without initializing press NO

(JUMP #201)

INITIALIZE UOICE

ARE YOU SURE 7

(?es or Nol

This function sets all voice common data values to
the minimum or simplest possible setting. When
creating your own new voices, it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can often be helpful.

If you are sure you want to initialize the voice
data, press YES and the voice common data of the
voice being edited will be sct to the values shown
below. If you decide not to initialize, press NO.

This function initializes only Voice Common data.
Other initialize functions are provided for initializing
AFM Element or AWM Element data. Refer to
Voice AFM Element 15. Initialize or Voice AWM
Elemenr 15. Initialize.

112

Initialized settings for Yoice Common Data

01 Element Levels
Voice Volume
Element level

127
127 (all elements)

02 Element Detune
Element detune = =0 (all elements)

03 Element Note Shift
Shift = 10 (all elements)

04 Element Note Limit
Low Limit = (-2 (all elements)
High Eimit = G8 (all elements)

05 Element Velocity Limit
Low Limit =1
High Limit = 127

06 Element Dynamic Pan
Element Preset 1-01 “Center” (all elements)
(Pan Source = velocity, Source Depth = 0,
Pan EG; HT=0, RI1-RR2=63, L0-RL2=0,
SLP=S1)

07 Output Select
Output Group = Both (all elements)

08 Random Pitch
Random Pitch Depth = 0




8

09 Portamento

Mode = Follow (poly)/ Fingered
{mono)
Speed =0
10 Effect Set
Effect Mode = off
Stereo Mix = 1 and 2 both on
Effect Type = (Q0:through (all effects)

Effect Balance
Output Level

]

100% (all effects)
100% (all effects)

il

11 Micro Tuning Set
Preset—01 Equal Temperament
Element = off (all elements)

% 12 Controller Set

Pitch Bend Wheel Depth =
Aftertouch Pitch Bend Depth
Pitch Modulation Depth

Pitch Modulation Device =

il

Ii
v—-%ON

VOICE EDIT MODE

Amplitude Modulation Depth = 64
Amplitude Modulation Device = 12
Filter Modulation Depth = 0

Filter Modulation Device = 1

Pan LFO Depth = 64
Pan LFO Device = 13
Pan Bias Depth = 0
Pan Bias Device = 10
Volume Low Limit = 0
Volume Low Device = 14
EG Bias Depth = 0
EG Bias Device = 2
Filter Cutoff Frequency Depth = 0

Filter Cutoff Frequency Device = 12

13 Name Voice
Name = INIT VOICE

14 Individual Qutput Select = off

COMMON DATA

16. Recall voice

Summary: Recall the previously edited voice data.
Procedure:
From: Voice Common job
directory
Select: job 16:Recall
Torecall: the data press YES

To quit: without recalling press NO

(JUMP #201)

RECALL UDICE

ARE YOU SURE 7

(¥Yes or No»

If after editing a voice you exit voice edit mode
without storing, the edited voice data will be lost. In
such cases, you can use this function to recall the
previously edited voice data into the editing buffer.

If you are sure you want to recall, press YES and
the previously edited voice data will be recalled into
the editing buffer. If you decide not to recall, press
NO.

This function recalls all voice data; element data
as well as common data. The same function is also
available when editing AFM Element or AWM
Element data.
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AFM element data

AFM ELEMENT DATA

AFM element job directory

JUMP #230

Summary: This job directory shows the editing jobs
for an AFM element.
Procedure:
From: voice edit mode (JuMmP #200 or #201)
When: editing a normal voice that contains AFM

eclements
Select: an AFM element F3-F6 (JUMP #230)
(E1-E4).
UOICE EDIT 3Hif i - =
E4: -
nPl—nBl(Bl[}é SSP Cgsm@ i 81
=y kI HY 2 el R J—
Il]3=E(3 0is PltChEG 11- ————— - 15:iInitlz
1t , H - ]g ngall _
ode
o [ 1]

©@ This area shows the number (1-4) and type
(AFM or AWM) of elements in the selected
voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

01:Algrthm (Algorithm):

F1; The algorithm determines how the six oper-
ators are connected. Three feedback sources can
be selected and sent to other operators.

F2; Each operator can be modulated from an
external source such as an AWM waveform or
the noise generator.

F3; Each operator has two inputs Inl and In2
with input levels settings for each input.

02:Osclltr {AFM oscillator): The frequency pro-
duced by each operator can either be fixed or
made to change according to the note played.

03:EG (AFM operator EG):
Fl; Make operator EG settings for an individual
operator while viewing a graphic display.
F2; Make operator EG settings for all operators.
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04:Output (AFM operator output):
Fi; The output level of each operator can be
made to vary across the keyboard.
F2; The output level of each operator can be set.

05:Sensitv (AFM sensitivity): The output level and
frequency of each operator can be affected by
key-on velocity or the LFO, and the EG rates of
each operator can also be affected by key-on
velocity.

06:LFO (AFM LFO):
F1; The Main LFO is used 1o create tremolo
(amplitude modulation), vibrato (pitch modula-
tion), or wah-wah (filter modulation).
F2; The Sub LFO is used to create vibrato (pitch
modulation).

07:PitchEG (AFM pitch EG): The pitch EG creates
a fixed shape of pitch change over time, and can
be switched on/off for each operator.

08:Filter (AFM filter): The two filters of each ele-
ment can be used to control the tone in various
ways. The filter EG creates a fixed pattern of
tonal change over time, and a cyclically repeating p
signal from the LFO can be applied to the filter
to create wah-wah.

15:Initlz (Initialize AFM element): The AFM ele-
ment data being edited can be set to the mini-
mum or simplest possible setting as a conve-
nience when creating an element from scratch.

16:Recall (Recall voice): All data of the previously
edited voice.
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AFM ELEMENT DATA

Operator select

Summary: Any time while editing an AFM
parameter which is set independently for each
operator, you can select the operator 1-6 to view
and edit. However this is not possible if the
LCD shows all six operators at once.

Procedure:
From: AFM element jobs
(JUMP #2335, 236, 237, 241)
Press: the OPERATOR key while holding the
BANK/SELECT key to cycle through
operators 1-6.

AF M ObCILLﬂ OR UF‘!mEﬁ E 235
UBE,CE'Pi 81> SPiCosmo CE1-7HFMD

Fredq Mode = fixed HWaveform =13
Earse LMGNIMIE  Phase Su &
ine = H ace nc = oh

_Detupe = — Init Pha=e = -

The selected operator is displayed in the LCD.

Remarks: It is not possible to select an operator
which has been turned off.

AFM ELEMENT DATA

Operator on/off

Summary: Any time while editing an AFM element,
you can turn the output of each operator offfon.
This is useful when you want to hear how each
operator affects the others, or when you want to
hear only certain operators.

Procedure:

From: any job in the AFM job directory

Press: the numeric keys 1-6 while holding the
OPERATOR key to turn operators 1-6
off/on.

The on/off condition of each operator is shown in the
upper right of the LCD when editing an AFM ele-
ment. Operators that are on are displayed in
inverse.

Remarks: If you turn off all the carrier operators
there will be no sound.

This function is provided for convenience of
editing. Operator on/off settings are not stored
as part of voice data.

When you select a different AFM or AWM
element or exit element editing, all operators
you turned off will be turned back on.

AFM ELEMENT DATA

AFM

algorithm

JUMP #234

Summary: You can view a graphic display of the
current algorithm at any time while editing an
AFM element and select a different algorithm if
you wish. Since the algorithm determines how
each operator functions, you should always be
aware of the algorithm when editing AFM
operator data.

Procedure:

From: any job in the AFM
job directory
Press: F8 (Alg) (JUMP #234)
To exit: to the previous editing job press EXIT

(JUMP #231-#255)

AFM ALGORITHM 234

bbb

Algorithm = ¥

To return to the previous display, press EXIT.

Note: When you select an algorithm, all settings
which modify the routings in the algorithm
(feedback, input, etc.) will be cleared to their
initial settings.
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AFM ELEMENT DATA

Copy element

Summary: While editing AFM element parameters
other than EG, Qutput, Filter, or Effect, you can
copy data from an clement of another voice to
the element you are now editing.

Procedure:
From: AFM element job 1,2, 6, or 7
Press: CoOpPY

Press: Fi (Src) and select the source voice
Press: F2 (Elem) and select the source
element
To execute: the copy operation press F§ (Go)

COPY ELEMENT
Source Uoice Select
Pi- 916(16) AF i Grand
f:SP i Cosm m:SPuﬂrla I
©:SP! Metr B:SP:Sawe 10
B:SPiDiam 7: SP: Dark ﬁ
: : ! MU

Padf 13:AP| CP?b
'Twil M:AP I Brig
Anna 158 ee'Hamm

em

2] 1]

@ Use the MEMORY button, BANK/SELECT button,
DATA ENTRY slider, -1 +1 keys, or the numeric
keypad to select a voice from which to copy an
element. If you select a voice which contains no
elements of the same type (AFM or AWM) as
the voice you are editing, the bottom line of the
LCD will show “Element type mismatch!”.

# When you have selected a voice from which to
copy an element, press F2 (Elem).

COPY ELEMENT
Element No. Select

5 Uoice: PA-R16¢16
Rl U B

Element No. = H

Src 3T Go

) APiGrand
: |- E4: -

)i
o (3] (5]

® Source Voice: The selected source voice and the
number and type of elements are displayed.

® Element No.: Select the element from which to
copy. You will only be able to select elements of .
the same type (AFM or AWM) as the element
you were editing when you entered this Copy
Element function.

® After specifying the source voice and element,
press F§ (Go). The display will ask “Are you
sure?”. If you are sure you want to copy the
element data then press YES, and the data will
be copied.

AFM ELEMENT DATA

Copy operator

Summary: While editing the parameters for oper-
ator EG or Qutput, you can copy EG and Output
data from cone operator to another.

Procedure:

From: AFM element job 3 or 4
(JUMP #236-242)
Press: COPY
Select: the data type, source operator, and
destination operator
To execute: the copy operation press F8 (Go)
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COPY OPERATOR
Data Tyre = [cITEITRD

Source
bestination =

LN
o0
g
==k

|

Go

e & ©

©Q Data Type: Select one of the following types of
data to be copied.
EG&OUTPUT: Envelope generator, output level
and scaling
EG: Envelope generator
OUTPUT: Output level and scaling



® Source: The specified data will be copied from
this operator.

® Destination: The specified data will be copied to
this operator.

VOICE EDIT MODE

Remarks: It is often the case that many or all oper-
ators in a voice have similar settings, especially
for EG parameters. In such cases you can save
time by setting the average EG for the voice on
one operator, and then copying it to the others.

AFM ELEMENT DATA

1. (F1) AFM algorithm (Form)

JUMP #231

Summary: Select the Algorithm and specify feed-
back routings between operators.

Procedure:
From: AFM Element job directory (JUMP #230)
Select: job O1:Algrthm., and press  (JUMP #231)

EY F1 (Form)

~ Specify: the algorithm number, and feedback

sources and destinations

RAFEM ALGORITHM F"F{ilﬁﬂ
VOICEsP1-ROLCATD  SPi no (ELlEFN)

H nrlthm Numbetr 42
F Cre D=t DPI DREZ 10PT OP4 OPS DFE
Fol DF’6 nZ otfjuse off use 1nl
~§2 —use off|use inl inZ off
us
ﬁ Extn [Inrt 9
o o o 0

@ Algorithm Number (1...45): Select the algorithm
to determine the “arrangement” of the six
operators in an AFM e¢lement. Refer to the
following chart of the 45 algorithms. When you
change the Algorithm, the Src @ and Dst @
settings explained below and the external input
settings explained in the following section will

A be initialized.

® FB1-FB3: Feedback can be drawn from three of
the operators in the algorithm and applied to any
operator that has an unused input.

® Src 1-3 (OP1...0P6): Select the source of feed-
back for the three feedback routings. Any oper-
ator can be selected as the source of feedback.
(In some algorithms, one or more feedback
sources may be fixed by the choice of algorithm,
and cannot be changed. In such cases, an “F”
will be displayed after the Source (e.g., OP3F)
and the Destination operator explained in @& will
be displayed in uppercase characters (e.g., IN1)

@ Dst OP1...0P6 (inl, in2): Select the destination
of each feedback source. Each feedback source
can be sent to as many destinations as you like.
Each operator has two inputs, and an operator
can be selected as a feedback destination only if
at least one of its inputs is free. It makes no
difference whether inl or in2 is used, but
remember that the input levels of each operator
are set independently for inl and in2. Refer to
the following section 1. (F3) AFM algorithm
(Input level).

If both inputs of an operator are already used
by the algorithm connection, or if both inputs are
already used because of a feedback assignment,
“use” will be displayed. If the algorithm has a
fixed feedback loop, the feedback destination
operator will be displayed in uppercase
characters (e.g., IN1). The cursor cannot be
moved to the Dst setting for such operators.

Having three selectable feedback sources which can
be sent to any or all other operators allows you to
connect the operators in very complex ways. The
following diagrams show how the operators would
be connected for algorithin 40 when feedback
sources and destinations are set as shown in the
following table. Thin lines indicate the connections
defined by the algorithm, and heavy lines indicate
the feedback connections. Whether a connection be-
tween two operators is the result of the algorithm or
the result of feedback routing has no influence on the
sound.
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Algorithm 40 L

: ‘

Feedback settings
FB | Sr¢ | Dst OP1 QP2 OP3 OP4 OP5 OP6

FB1 OP3F off use IN2  off off use
FB2 | OP6 off use off off off in1
FB3 | OP5 off in2 off off off in2
) . FB2  FB3
Resulting connections
FB1

L

:

- FB3

il

Note: If a carrier operator is used as a feedback
source, the amount of feedback will vary depend-
ing on the number of carriers, since carrier output
levels are automatically adjusted according to
the number of carriers.

Remarks: In previous Yamaha 6-operator FM
synthesizers, you had a choice of 32 algorithms
each of which included one feedback loop. The
TG77 provides broader possibilities with 45
algorithms, and three feedback loops that can be
sent to more than one operator. In addition,
operators can be modulated by external
waveforms.

AFM ELEMENT DATA

1. (F2) AFM algorithm (External input)

JUMP #232

Summary: Modulate an operator from an external
source such as AWM waveform or the noise

generator.
Procedure:
From: AFM Element job (JUMP #230)
directory
Select: job Ol:Algrthm., and press  (JUMP #232)
F2 (Extn)
Specify: noise and/or AWM input for each
operator
OoTcE P Aoiar> opiPomes (Eifen, 232
Noise | use o use use o
AliM use off use o use off
Form [24%F IneL )]
o o
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@ Noise (off, inl, in2): The TG77 contains a noise p
generator which produces a type of white noise.
This can be sent to any free operator input to
modulate the operator.

A AWM (off, inl, in2): If the voice contains both
AFM and AWM elements (ie., if the voice mode
is either 9:1AFM&1AWM or
10:2AFM&2AWM), an AWM waveform can be
received at any free operator input to modulate
the operator. Since the AWM signal is taken
from the point after Common data 1. Element
Level (JUMP #202), the AWM element level
must be above 0. If you wish to use the AWM
waveform only to mo-dulate an AFM operator,
and do not wish to hear the straight AWM
sound, turn off the AWM element in Voice com-
mon 7. Qutput group select (JUMP #208).




For voice mode 9:1AFM&I1AWM, the

waveform of AWM element 2 will be used to
modulate AFM element 1. For voice mode
10:2AFM&2AWM, the waveform of AWM
element 3 will be used to modulate AFM ele-
ment 1, and the waveform of AWM element 4
will be used to modulate AFM element 2.
O and &: If both inputs of an operator are
already used by the algorithm connection, or if
both inputs are already used because of a feed-
back assignment, “use” will be displayed. The
cursor cannot be moved to the Dst setting for
such operators.

Element 1 (AFM)

®  FM  — Fiter —> Amp — Pan

v

v

Element 2 (AWM)

v

v

Wave [—3 Filter —2 Amp T Pan

VOICE EDIT MODE

Remarks: Noise modulation makes it possible to

create sounds that were difficult for previous FM
synthesizers.

By using an AWM waveform to modulate
one or more AFM operators, new harmonics can
be added to the AWM sample. A simple
example of this is given in Using RCM Hybrid
Synthesis in the appendix.

AFM ELEMENT DATA

1. (F3) AFM algorithm (Input level)

JUMP #233

\

Summary: Set input levels Inl and In2 for each
operator.
Procedure:
From: AFM Element job (JUMP #230)
directory
Select: job 01:Algrthm. and press  (JUMP #233)
F3 (Inpt)
Specify: the input level for each operator input

AFM ALGORT THM OF{?Lﬂiﬂ EL 233
UOICEHPI*QB}](BD SPiCosmo _(EI%FM)

Inl Src
Leveln %} 7 7} q v} T
Hn2 Src ||FBY& off FEX2 off Fbyd off
Leva]ld T = T - T —
orm Extr JGELIT AT

2]

@ Inl Src, In2 Src: This displays the input sources
for input Inl and In2 of each operator, as deter-
mined by Algorithm and Feedback settings (F1)
and External input settings (F2). The input
sources cannot be changed from this job.

® Inl Level, In2 Level (0...7): Adjust the input

level of Inl and In2 for each operator.

If an operator input is not used, the Src will dis-
play “off” and the “Level will display “-”. The
cursor cannot be moved to the Level setting for
such operators.

Remarks: Previous FM synthesizers allowed you

to set only the output level of each operator.
However on the TG77, the input levels inl and
in 2 of each operator can also be set. If the input
source is the feedback from another operator, the
input level setting functions as the feedback
level.

Correct adjustment of input levels is espe-
cially important when bringing in AWM to AFM
as a modulator.
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AFM ELEMENT DATA

2. AFM oscillator

JUMP #235

Summary: Sct frequency-related parameters for
each operator.
Procedure:
From: AFM Element job
directory
Select: job 02:Osclitr

(JUMP #230)

(JUMP #235)

RFIM_GSCILLATOR UF?FEEEE E 235
VOICE=P1-RA1<B1> SPiCosmo (E%g%FN)

P 1
Fred Mode = fixed- Wavefarm 13—

fi
Coarse = 0.B800 Hz
Fine Phase S4nc q
Detune = — 4 Init Phase C
] 2)E]

It

i

o o0 o @ 00

© Operator (1-6): This displays the operator being

edited. To move to another operator, hold the

BANK/SELECT kecy and repeatedly press

OPERATOR to cycle through operators 1-6.

® Freq Mode (fixed, ratio): When “fixed” is
sclected the operator will produce the same
pitch regardless of what note is played. When
“ratio” is sclected the operator pitch will
depend on the note that is played.

® Coarse/Fine (0 Hz...9762 Hz in Fixed Fre-
quency mode, (.5...61.69 in Ratio Frequency
mode): This setting specifies the pitch produced
by the operator. By moving the cursor 1o coarse
or fine you can adjust the pitch in large steps or
in small steps. When the Freq Mode is set to
“fixed” the range is 0 Hz...9762 Hz. When the
Freq Mode is set to “ratio” the range is
0.5...61.69. {In “ratio” mode with a Coarse/Fine
setting of 1.0 the A3 key will produce the stan-
dard pitch of 440 Hz.)
Detune (-15...+15): The pitch of each operator
can be adjusted in fine steps of 1.171875 cents.
Waveform (1...16}): Each operator can produce
sixteen different waveforms; a sine wave with
no harmonics, and fiftcen other more complex
waveforms containing additional harmonics. This
allows you to creatc complex waveforms using
fewer operators. A graphic display of the
selected waveform is shown below the wave-
form number. The table below shows the har-
monic content of cach waveform.

® Phase Sync (on, off): When phasc sync is on,
the selected waveform will be re-started each
time a key is pressed.
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@ Init Phase (0...127): This determines the initial

phase position from which the selected wave-
form will be re-started when phase sync is on.
The init phase range of 0...127 corresponds to a
range of 0...360 degree starting phase. This set-
ting is effective only when Phase Sync is on.

Phase 0° 90° 180° 270° 360°
Setting | L I L J
4] 32 64 96 127

Waveform: The sixteen waveforms that can be

produced by each operator are not modeled after
any “real” instrument but arec mathematical
transformations of sinewaves. The following
chart shows the harmonic content of each
waveform. The amplitude of each harmonic
partial is given as a percentage of the funda-
mental.

+1 \
o]

+1

1/

TN )

The —100dB tevel is exceeded by odd harmonics up
to the 65th harmonic.




+1

l“lh

The —100dB level is axceaded by even harmenics up
to the 3%2nd harmonic.

+1

“““H““nu._

Tha —100dB level is exceeded by add harmonics up
to the 113th harmonic.

+1
0
-1 s
I.“ln
Tha —100dB level is exceeded by the 2nd harmonic,
and all odd harmonics.
+1
\
0=
1 — S -

\***kl&ﬂd‘.ll; 1

The ~100dB level is axcaeded by harmenics up
to the 130th harmonic. [4th terms do not exist]

+1/

The ~100dB level is exceeded by ali harmonics except
(4n-2) terms which do not exist.

10
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+1 m—j

-1 —

[T

The —100dB level is exceeded by the 4th harmonic,
and odd harmcnics up to the 99th harmonic.

+1

The —100dB level is excaeded by even harmonics up to the
112th harmonic, and odd harmonics up to the 73rd harmonic.

The —100dB level is exceeded by all harmonics up
to the 270th harmonic.

The —100dB level is exceeded by harmenics up
te the 66th harmonic.

The —100dB lavel is exceaded by even harmanics up te the
310th harmgnic, and odd harmonics up to the 48th harmonic.
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13
1“
li
T
The —100dB level is exceeded by the 21st harmenic,
and odd numbered harmenics up to the 63rd harmanic.
14 +1 Tﬁ*'
g /
A /
0 | /
. \ |
‘ /
A /

MM“MMM TP

The —100dB level is exceeded by harmonics up to the
105th harmonic. [4th terms do not exist]

15

16

M Ly
N o (Y B Y Yy e g

The —100dB level is exceeded by all harmonics up
to the 300th harmonic.

The ~100dB level is exceeded by harmecnics up
to the 91st harmonic.

AFM ELEMENT DATA

3. (F1) AFM operator EG (Each operator)

JUMP #236

Summary: Make EG settings for a single operator
while viewing a graphic display of the operator

envelope.
Procedure:
From: AFM Element job (JUMP #230)
directory
Select: job 03:EG and press F1 (Each)
EG rates press F3 (Rate) (JUMP#236)
EG levels press F4 (Lvl) (JUMP#237)

Specify: envelope parameters for the selected
operator

AFM_OP EG OPEﬂﬁEﬁ EL!E 23¢
UDICE=P4-RAB1¢A1> SPiCosmo _(E1-HFMD
OF 1 X Sea8 ] rHT

__RR1=27

=63 [RR2=63

R1
] T Re=ts
ol RA=£3 | RS=+H

EacHZ) SRt 1K Al B
o o o © o 6 o

AFM _OP EG
VQICEaP1—-RB1CE1>
OF 1 [x

OFRZHE‘E‘ E 237
Ej%P: osmo CE1-HF
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The number of the currently selected operator i1s
displayed. To move to another operator, hold the
BANK/SELECT key and repeatedly press
OPERATOR to cycle through operators 1-6.

This indicates the time range of the EG graphic
display. A range of “x1” shows the shortest
time and gives the greatest detail. To change the
range, hold SHIFT and press F1-F6 (x1, x2, x5,
x10, x20, x50).

This indicates the segment from which the EG
graphic display begins. To shitt the display to a *
different segment, hold SHIFT and press F7 or F8
to select SegO-Segd or Rell.

Press F3 (Rate) to set EG rates. Press F4 (Lvl)
to set EG levels.

HT (Keyon Delay Time 63...0): When this is set
to 0, the operator EG will begin immediately
after a key is pressed. For higher settings, there
will be an increasingly longer delay before the
operator EG begins.

R1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates 1-4 and Release Rates 1-
2 determine the speed of the operator EG.
Higher settings result in faster change.




©@ RS (Rate Scaling -7...+7): Rate Scaling allows

the operator EG rates to be increased or de-
creased depending on the key that is played. For
positive settings the EG rates will increase as
you play higher notes, resulting in shorter
envelopes. For negative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.

LO-L4, RL1-2 (Keyon Levels, Release Levels
0...63): Keyon Levels 0-4 and Release Levels
1-2 determine the levels of the operator EG.
SLP (Segment Loop Point S1...84): This
specifies the segment from which the EG will
continue looping if a key remains depressed after
the EG has arrived at level L4.

-3 Rates and Levels: When you press a key, the

operator output will be at the level of LO. When
the specified hold time (HT) has elapsed, the
level will change at the rate of R1 to level LI1.
When the level reaches L1, it will change at the
rate of R2 to the level of L2. When the level
reaches L2, it will change at the rate of R3 to the
level of L3. When the level reaches L3, it will
change at the rate of R4 to the Jevel of L4. When
the level reaches L4, the EG will begin looping
from the specified segment.

When you release the key, the level will
change at the rate of RR1 to the level of RLI.
When the level reaches RL1, it will change at
the rate of RR2 to the level of RL2.

Remember that Hold Time (HT) is a time
setting, but the various Rates are speed set-
tings. Higher settings for Hold Time will result
in a longer delay before the operator EG begins,
but higher settings for Rates will result in faster
change.

Cor ; IRLTN RL2
;HT|—R1—LH2-'-R3—H4I—“-—1RR1‘RR2’_> Time
Key on Key off
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Segment Loop Point: The SLP setting determines
the Level from which the EG will loop. If you
continue holding a note after Level 4 is reached,
when SLP is set to ...

SLP=S1 the level will change L4 - L1 — L2 —
L3 14 ->L1 —...

SLP=S2 the level will change [.4 -» L2 — L3 —
4 -512—>..

SLP=S3 the level will change L4 — 1.3 — L4 —
L3 —...

SLP=S4 the level will remain at L4

The following diagram shows how EG levels would
change when SLP=53.

Output

N L3 L3 L3

L4 L4

|
|
|
|
|
|
|
|
Lo
Lo Lo IRL1N\ RL2
LHT—R1+R2+-R3—R4/! RRH#RR2—> Time

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

Low High
notes notes

[N [
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3. (F2) AFM operator EG (All operators)

JUMP #238

Summary: Make operator EG settings for all oper-
ators while viewing the data for all operator EGs
in a single screen.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F2 (All)
Specify: EG key-on rates (R1-R4)  (JUMP #238)
EG key-on levels (L1-1L.4)  (JUMP #239)
EG key-off rates and (JUMP #240)
levels (RR1-2, RL1-2)

EL{’%FN 3 233
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© HT (Keyon Delay Time 63...0): This specifies
the time by which the beginning of the EG will
be delayed after a key is pressed.

A R1-R4 (Keyon Rates 0...63): Keyon Rates 14
determine the speed of the operator EG while a
key is being pressed.

® RS (Rate Scaling —7...+7): Rate Scaling deter-
mines how the key position will affect the oper-
ator EG rates.

® L0-L4 (Keyon Levels 0...63): These determine
the levels to which the operator EG will move
while a key is being pressed.

© LP (Segment Loop Point S1...84): This specifies ,
the segment from which the EG will continue
looping if a key remains depressed after the EG
has arrived at level L4.

® RRI1, RR2 (KeyOff Rates 0...63): These deter-
mine the speed with which the operator EG will
change levels after a key is released.

@ RLI1, RL2 (KeyOff Levels 0...63): These deter-
mine the levels to which the operator EG will
change after a key is released.

The meaning of these EG parameters is explained in
the previous section 3. (F1) AFM operator EG
(Each operator).

AFM ELEMENT DATA

4. (F1) AFM operator output (Each)

JUMP #241

Summary: Set output level and scaling for a single
operator while viewing a graphic display of the
scaling.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:0utput and press (JUMP #241)
Fi (Each)
Specify: the output level and scaling for the
selected operator
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@ Output Level (0...127): The output level of the
operator.



® BP1-4 (Break Point 1-4): Note (C-2...G-8) and
Offset (—127...4#127) of each Break Point deter-
mine how the output level of each operator will
vary across the keyboard. When the cursor is
located at note, you can press F7 (MIDI) and
press a key on your MIDI keyboard to enter the
new note setting.

Output Level: This sets the output level of each
operator. The output level of a carrier operator
will affect the volume, and the output level of a
modulator operator will affect the tone. Remem-
ber that the input levels of each operator input
Inl and In2 can also be adjusted as explained in
1.(F3) AFM algorithm (Input level) (JUMP

_a  #233). Even if the output level of an operator is

raised, it will have no effect on another operator

to which it is connected if the corresponding

mput level of the operator is set at Q.

Break Point: The operator output level can be
made to vary depending on the note that is
played. On most acoustic instruments, notes
differ in volume and tone depending on the range
in which they are played. For example the low
notes of a piano are more tonally complex and
louder than the high notes.

Use the four break points to specify how the
operator output level will be adjusted across the
keyboard.

VOICE EDIT MODE

e Offset (-127...+127) determines the output
level adjustment for each of the four points
specified by Note.

e The four note settings must be in ascending
order. It is not possible to set a break point
to a note lower or higher than the note set-
tings of the neighboring break points.

The following diagram shows how the operator
output level would be adjusted across the key-
board for the following break point settings,

127 BPZ = +10 BP3 = +17 Bp4 - 44
P 7o) P ‘ ......
i BP1=—4 ' ’

E1 B2 B4 A5

Each offset is added to the overall operator out-
put level of 80. For example the offset at break
point I (E1) is —4, so the resulting operator out-
put level at El is 76. The resulting operator out-
put level is limited to the range of 0...127.

AFM ELEMENT DATA

4. (F2) AFM operator output (All)

JUMP #242

Summary: Set operator output level while viewing
output levels for all operators. (Output scaling
cannot be set in this job.)

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:Output and press (JUMP #242)
F2 (AlD)
Specify: the output level of each operator

RFM_0OP OUTPUT DP%mgﬂ EL i% 242
UOICE=Pi-AB1(B1> SPilosmo (E17RFM)
OQutrut Level

ach W ATS

(1]

@ Output Level OP1-OP6 (0...127): Set the out-
put level of each operator. This is the same set-
ting as explained in @ of the previous section
4. (F1) AFM operator output (Each). The differ-
ence is that here you can view and set the out-
put level for all six operators at once. However
break point Levels and Offsets cannot be set
here.

Remarks: Refer to 4. (F1) AFM operator output
(Each) for details.

Note: In algorithms with two or more carriers, some

Velocity Sensitivity settings may cause distor-
tion. In this case, reduce carrier levels.
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5. AFM sensitivity

JUMP #243

Summary: These settings determine how each
operator will be affected by key-on velocity and
by the LFO.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 05:Sensitv {(JUMP #243)
Specify: the sensitivity of each operator

HFM SENSITI
UOICE=P1-f0

UeTocity %
Rate Uel| o
AModSens ?

dSens
Rate AMS M
1

»—a@-—l

DF‘EmEE E 243
? SPiCosmo_ <E1-AFM>
21 DP3] OP4| OPS] QP&
+27 +4 +2 +8
f| off| off| off] off
%] %) %]

4
f
9] (5] 3 3
5

-
-

Alg

(5] (1] 2] 13) o

© Velocity (~7...+7): This determines how the
output level of each operator will be affected by
key-on velocity. For positive settings (+1...+7)
the output level will increase as you play more
strongly. For negative settings (~1...-7) the
output level will decrease as you play more
strongly.

® Rate Velocity (on/off): When the Rate Velocity
switch is “on”, key-on velocity will affect the
operator EG R1. The result will depend on the
Velocity setting.
Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the operator
EG R1 to increase, resulting in a faster attack.
For notes played with maximum velocity, R1 will
be at the value specified by the EG settings.
Velocity = —1...-7: If Rate Velocity is on,
strongly played notes will cause the operator
EG R1 to decrease, resulting in a slower attack.
To hear the effect of negative settings you will
need to lower the operator output level.
When the Rate Velocity switch is “off”, the
operator EG R1 will not be affected by key-on
velocity.
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Wave
Speed
Init phase

® AModSens (0...7): Amplitude Modulation
Sensitivity determines how greatly the output
level of each operator will be affected by Ampli-
tude Modulation from the LFO.

® PModSens (0...7): Pitch Modulation Sensitivity
determines how greatly the pitch of each oper-
ator will be affected by Pitch Modulation from
the LFO.

® Pressing F1 (KVS), F2 (Rate), F3 (AMS), or F4
(PMS)} will move the cursor to Velocity, Rate
Vel, AModSens, or PModSens.

AModSens and PModSens: These settings deter- g4

mine the sensitivity of each operator to the Ampli-
tude Modulation Depth (AMD) and/or Pitch Modu-
lation Depth (PMD) produced by the LFQO. Refer to
6.(F1) AFM LFO (Main) (JUMP #244). If the LFO
settings for AMD and/or PMD are set to 0, these
AModSens and PModSens settings will have no
effect.

PModSens determines the sensitivity of each
operator to PMD from the Main LFO. Indepen-
dently of this, the pitch of an AFM element can also
be affected by the Sub LFO. Refer to 6. (F2) AFM
LFO (Sub) (JUMP #245).

fundelayed LFO\

- ]
se\ecled elecln.d 5 selecled
conlraHer comroHer ‘ contmller Voice Common dala

12. (F2) Controller set
P\:ch Modu\alm
Cepth 0 <27

; iU: Filler Modu\dlo JUMP #226)
epin G 0/ Depth 0. 127
J(de\ayed LFO\

Frich T Rmpit.oe Titer
Modu-anon Mod.laton Modulauon
Oepth 0. 127 Depth o 127 _J Nepth o 127

AWM element data
5 AWM LFO
(wJMP #2613

IA\NM AWM AWM Filter AWM element data
Pitch Madulation Amplijude LFOr Cutoti 4 AWM sensitivily
o o ¢ Modu.aton Sensivity -7 .+7 (JUMP #2607
Sonsy O Sersitmty ¢ +7 | | 158l GIA = LFO) 71 Cuto!t trequency

[JUMP #265)
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6. (F1) AFM LFO (Main)

JUMP #244

Summary: The Main LFO creates a cyclically
changing control signal that can be used to
create tremolo (amplitude modulation), vibrato
(pitch modulation), and wah-wah (filter

modulation),
Procedure:
From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JUMP #244)
F1 (Main)
Specify: parameters for the main LFO
I
wgbe ETOCEE A od Derth = g
A P Mod Derth = 26~
Speed = %6' E’ Mgdpaepth = _g
2436 L ERAse TS
e o0 o o 06

©® Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
(shape of modulation) produced by the Main
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting

mn w\ own

A NN

Saw Up

W > Time %XYA-/ > Time
v

b

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.

® Delay (0...99): The time delay before the LFO
modulation begins.

® Init Phase (0...99); Initial Phase determines the

point of the waveform from which the LFO will
begin when a key is pressed. The LFQO wave-
form always starts over again from this initial
phase point when each note is played. An initial
phase setting of (0...99 corresponds to a phase of
0...360 degrees.

A Mod Depth (0...127):; Amplitude Modulation
Depth determines how much the LFO will affect
the output level (amplitude) of the operators.
For this setting to have an effect, the
AModSens (amplitude modulation sensitivity)
of an operator must be set above 0. Refer to 5.
AFM sensitivity.

P Mod Depth (0...127): Pitch Modulation Depth
determines how much the LFO will affect the
pitch of the operators. For this setting to have
an effect, the PModSens (pitch modulation
sensitivity) of an operator must be set above 0,
Refer to 5. AFM sensitivity.

F Mod Depth (0...127): Filter Modulation
Depth determines how much the LFO will affect
the cutoff frequency of the filter. For this setting
to have an effect, the Ctrl setting of a filter must
be set to “LFFO”, and the LFO Cutoff Sens set-
ting must not be 0. Refer to 8.1 AFM filter
(Cutoff frequency).

(undeiayed LFQ)

- ¥ L

selected selected salected
controller cantroller controlier Vaice Common data
3
nan

12. {F2} Controlier set

Pitch Modulation P I Filer Modulation WUMP #226)
Depth 9 127 Bepth 0...127

(delayed ILFOJ AWM element data
5 AWM LFO
Pich “Amphiude
WMadulation Modu.ahion
Depth Q.. 127 Depth 0...127

J (WJUMP #261;

t

LD
AFM Operator AFM Filler AFM element data
Amplitude LFO Cutoff 5. AFM sensitivity
Modulation Sensitivity —7...+7 (JUMP #243)

Sensitivity 0...7 (st Cirl = LFO) 8.1 Cutoft traquency
ieach operator) (JUMP #249)

Fiiter
M dulation
epth 0 ..127

AFM Operator
Piteh Modulation
Sensitivity 0...7
(each opsrator)

AFM ELEMENT DATA

6. (F2) AFM LFO (Sub)

Summary: The Sub LFO is completely independent
of the Main LFO, but can be used only to create
vibrato (pitch modulation). This will apply
equally to all operators, and is not affected by
pitch modulation sensitivity.

JUMP #245
Procedure: ‘
From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JUMP #245)
F2 (Sub)

Specify: parameters for the sub LFQ
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UP{!&‘EW E 245
UUICEnPi 981(81) SPiCoamo  CEL1-HFM)
ﬁ B LFQ_far Pitch speed = &0
Ngvg = %rwangle ~Ti§;g = 5]
PN rP Mod Dekth = %]
Main RIS
2] 06006

O Mode (delay, decay): When this is set to
“delay”, the Sub LFO will begin after the time
delay specified by @ Time. When this is set to
“decay”, the Sub LFO will begin fading out after
the time specified by @ Time.

B Wave (triangle, saw down, square, sample&
hold): The wave produced by the Sub LFO.

& Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
The speed of the sample&hold wave will be
faster than the other waves.

@ Time (0...99): The time length used for Sub LFO
delay or decay.

® P Mod Depth (0...127): The depth of pitch
modulation produced by the Sub LFO.

Wave: The following four waveforms can be
selected for the Sub LFO.

A L NN
e NN

Square Sample/Hold

/[l;lr—luq > Time —jﬂ&t’—) Time

A

Time

A

Mode and Time: The mode and time settings work
together to determine how the Sub LFO will
begin or end. When Mode=delay the Sub LFO
will begin after the time delay specified by @
Time. When Mode=decay the Sub LFO will
affect the sound beginning immediately from
when the key is pressed, but will gradually die
out after the time delay specified by @ Time.

Mode = Delay

Pitch H { ;( ; ; ; ;
> Time
e
Time

Key on
Mode = Decay

j , ‘ ,- : zlt' Time
B e ———

Time

Pitch

t

Key on
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7. (F1) AFM pitch EG (Switch)

JUMP #246

Summary: The pitch change over time created by
the pitch EG can be switched on/off for each
operator. To set the shape of the pitch EG, see
7. (F2) AFM pitch EG (EG settings).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PitchEG and press (JUMP #246)
F1 {(Sw)
Specify: pitch EG switches, scaling, and range

AFM PITCH EG DF?MEE E 246
VOICE=P1-RO1¢81> SPiCosmo (EII%FH)

on on on on

W
Rate Scalin® = B
Uelocity Swu = off—
Bange = g8 oc t
EG j Alg
099 (1]

@ PEG Sw (off, on): When the Pitch EG Switch is
“off” for an operator, it will not be affected by
the pitch EG.

128

® Rate Scaling (-7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this is set to
+1...47, the pitch EG will be faster for higher
notes. When this is set to —1...=7, the pitch EG
will be slower for higher notes. When this is set
to 0, the pitch EG will be the same rate for all
notes.

& Velocity Sw (off, on): When this is on, strongly
played notes will cause the pitch EG to change
over a greater range.

@ Range (1/2 oct, 1 oct, 2 oct, 8§ oct): This deter-
mines the maximum range of the AFM pitch EG,
from 1/2 octave to 8 octaves.




PEG Sw: When using the Pitch EG to make the

pitch of a sound change over time, you will
normally turn the PEG switch on for a/l oper-
ators. If the pitch of a modulator operator
changes while the pitch of another operator it is
modulating remains constant (or vice versa), the
carrier:modulator ratio will shift during the
duration of the sound, changing the overtone
structure, This can be an interesting effect in its
own right. ‘

Rate Scaling: This setting determines how Pitch

EG Rates (the speed of pitch change) will be
affected by the key number of each note. The
following diagram shows the result when Pitch
EG Ratc Scaling is set to +7. Notice that high
notes have a shorter pitch EG (faster EG rates)
than lower notes.

VOICE EDIT MODE

Low High
notes notes

Velocity Sw (velocity switch): When this is “on”,

strongly played notes will cause the pitch EG to

change over a greater range.

AFM ELEMENT DATA

7. (F2) AFM pitch EG (EG settings)

JUMP #247

Select: job 07:PitchEG and press

Summary: The pitch EG creates a fixed shape of

pitch change over time for each note. To switch
the pitch EG on/off for each operaior, see 7. (F1)
AFM pitch EG (Switch).

Procedure:

From: AFM Element job directory (JUMP #230)
(JUMP #247)
F2 (EG)

Specify: pitch EG parameters

AFM PITCH EG DF‘!?&fEﬁ ELI!& 247
UOICE=P1-AB1<(B1> SPiCosmo <(E1-/AFI)

[x 11{Seal] La= + @

+ Rl% Li= + 8

Off R2= rL2=+ @

Rl

= = 4+
S EG | Als H

2] o (3] 4] (5]

O This indicates the EG segment (“segl—3” or

“rell”) from which the pitch EG graphic display
begins. If the EG is too long to be fully shown in
the LCD, hold SHIFT and press F7 or F8 to move
the pitch EG graphic display to a different
segment,

This indicates the time length shown by the
graphic display. To change this, hold SHIFT and
press FI-Fo6 (x1, x2, x5, x10, x20, x50). The
exact length of time will depend on the range.
When the pitch EG range is 1 octave, the

[~

graphic display will cover approximately 0.5
seconds at “x1” and approximately 25 seconds
at “x507,

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1--3 and the
Release Rate determine the speed of the pitch
EG. Higher settings result in faster change. A
rate of 63 will make the pitch jump instantly to
the next level.

LO-L3, RL (—64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

Rates and Levels: When you press a key, the

pitch will begin at the level of LO, and will
change at the rate of R1 to level L1. When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches L2, it will change at the rate of R3 to the
level of L3 and will stay at L3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.
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High 63 A
igh (+) L1
|
1
! L3 )
Normal pitch ; >Time
] I
' \/: :\
Lo : ,oL2o 1 RL
I I
Low (-) 64 - ! | i '
(R —Ro——pa— +—RR—
A A
Key on Key off

Note: Even if the AFM pitch EG and the AWM pitch

EG have identical Rate settings, there will be
slight differences in the timing of the piich
change.
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8. AFM filter

JUMP #248

Summary: The two filters of each element can be
used to control the tone in various ways.
Procedure:
From: AFM Element job directory (JUMP #230)
Select: job 08:Filter (JUMP #248)
Specify: the desired job and press ENTER

AFM FILTER Oﬁmm E 248
UDICEeP1-RB1¢OA1)> SPiCosmo (E%FN) a1

Eg E E EE gcaimg

tCuto
B3:Cutoff EG
o1 2} B3 =) ]

T

2] (1]

@ Move the cursor in this area to select a job and
press ENTER to move to the selected job.
01: Cutoff Frequency: Make overall settings for
the filters.
02: Cutoff Scaling: Specify how each filter will be
adjusted across the keyboard.
03: Cutoff EG: Specify how each filter will
change over time.
® Pressing FI-F3 will select the corresponding job.

AFM ELEMENT DATA / AFM FILTER

8.0 Copy filter

Summary: Any time while editing a filter, you can
copy the data from one filter to the other filter,
Procedure:

From: 8.1 Cutoff Frequency (JUMP #249)

8.2 Cutoff Scaling (JuMmP #250)
8.3 Cutoff EG (JUMP #252-#255)
Press: COPY

Select: the copy direction (1--2 or 2—1)
To execute: the copy operation press F8 (Go)
To quit: without copying press EXIT
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COPY FILTER

Coky Direction = HEERE

Go

Specify whether to copy the data from filter 1 to filter
2 (1—-2) or from filter 2 to filter 1 (2—1). Press F8
(Go) and the data will be copied. If you decide not to
copy the data, press EXIT to exit without copying.

The filter type (HPF/LPF/THRU) will not be
copied.
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AFM ELEMENT DATA / AFM FILTER

8.1 Cutoff frequency

JUMP #249

Summary: Each filter can be set to a different type,
cutoff frequency, and control source. Overall
resonance, velocity sensitivity, and LFO Cutoff
Sensitivity can also be specified.

Procedure:
From: AFM Element job (JUMP #248)
directory 8. AFM filter
Select: 01:Cutoff Frequency (JUMP #249)

Specify: parameters for filters 1 and 2

LEQ Cutoff Sens = +3

CUTOFF FREQUEHNCY UF‘!&fm ELE% 249
UDICEBP!-?BISBDF SPiCoamo (E1-RAFHM) L
Filter] 1 @ElciT ‘ '
Filter2 ru—|| ——m—————————
Resonance = 0 Uelocity Sens = +ﬂ

© Filter 1 Type (Thru, LPF, HPF): Filter 1 can be
used either as a Low Pass Filter (LPF) or as a
High Pass Filter (HPF). When “Thru” is
selected the filter will have no effect.

® Filter 2 Type (Thru, LPF): Filter 2 can be used
only as a LPF,

® Cutoff Freq (HPF = OHz ... 11.66 kHz
(0...114); LPF = O Hz ... 22.43 kHz (0...127)):
The cutoff frequency of each filter can be
adjusted independently. The number 0...127
displayed in parentheses indicates the data
value 1nput when using the numeric keypad.
Note that the highest HPF setting is 11.66 kHz.

A @ Cul (EG, LFO, EG-VA): Each of the two filters

can be controlled in a different way. For details,
see the explanations below for Cirl = EG, Cirl =
LFO, Cirl = EG-VA.

® Resonance (0...99): Higher settings of
resonance will result in a more pronounced peak
of emphasis at the cutoff frequency. This setting
will apply to both filters 1 and 2.

® Velocity Sens (=7...+7): This determines how
the cutoff frequency of both filters will be affected
by key-on velocity. For positive settings
{(+1...+7) the cutoff frequency will increase as
you play more strongly, resulting in a brighter
sound. For negative settings (-1...=7} the cutoff
frequency will decrease as you play more
strongly, resulting in a darker sound.

000 ® © 00

@ LFO Cutoff Sens (~7...+7): This determines

how Filter Modulation from the Main LFO will
affect the filters. This setting also determines
how sensitive the filters will be to the controller
assigned to Filter Bias in Voice common data
12.(F4) Controller set (JUMP #228). Negative
settings will reverse the effect of the assigned
controller.

Type and Cutoff Freq: Filter 1 can be used either

as a Low Pass Filter (LPF) or as a High Pass
Filter (HPF), and filter 2 can be used only as a
LPF.

When set to LPF, filters 1 and 2 will allow
sound lower than the cutoff frequency to pass
unchanged, and will diminish the sound above
the cutoff frequency. When set to HPF, filter 1
will allow sound higher than the cutoff frequency
to pass, and will diminish the sound below the
cutoff frequency.

Low Pass Filter (LPF) High Pass Filter (HPF)

Level Level
A

N, L

Frequency Frequency

By setting filter 1 to HPF and filter 2 to LPF,
you can create a Band Pass Filter that passes
only a central band of frequencies.

— ol

HPF LPF BPF
{Filter1) {Filter2) (result)

Each of the TG77’s filters has a slope of
12 dB/octave. This means that if the cutoff
frequency of a LPF 1s 1kHz, frequencies at
2 kHz will be reduced by 12 dB and frequencies
at 4 kHz will be reduced by 24 dB. If you set
both filters 1 and 2 to LPF, set both to the same
cutoff frequency, and set both filter EGs in the
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same way, the result will be the equivalent of a Ctr1 = EG or Ctr1 = EG - VA
Filter Modulation Depth

Smgle' 24 qB/OCtave ﬁl[?r' The ﬂher copy funct1.0n (Common 12. (F2) Controllers set Filter Cutoff Depth
explained in 8.0 Copy filter is a quick way to give (Pitch bend)) {Common data
; . » Al Filter Modulation Depth 12. (F4) Controllers set
both filters the same settings. (AFM elemont 5. LFO Othen)
(Main)) LFO Cutoff
uto
A A [—> Sensitivity ~7...+7
(LFO} (for both filters) (direct offset
¢ bias)
\ > + Y > = \ > S/H at
12 dB/octave 12 dB/octave 24 dB/octave key on
(Filter1) (Filter2) (result) v

Filter
EG - \

24 dB/octave filtering creates a sharp cutoff

which is quite obvious, while 12 dBfoctave filter- Ctrl = EG: When Cul is set to EG, the filter will be
ing is a more subtle effect. Analog synthesizers controlled by its own filter EG as explained in
O_f [h? past have qsed both types. 12 QBloctave the following section 8.3 Cutoff EG. If Velocity 4
filtering was considered especially suitable for Sense is set to a value other than 0, key velocity

strings, and 24 dB/octave filtering was for brass will shift the overall offset of the EG. The posi-
or synth bass sounds. tion of the controllers assigned to Filter Modu-
lation Depth and Filter Cutoff Depth will be
sampled at the beginning of the note (key on),
but will have no effect during the note.

Resonance: Resonance lowers the level of sound
below the cutoff frequency, creating an increased
peak of emphasis. (This may reduce the overall
volume.) High settings of resonance will make Ctrl = EG-VA: When Ctrl is set to EG-VA (EG
changes in cutoff frequency ?1““@ easy to notice. voice attack), the filter will be controlled by its
When the two filters are being used in tandem own filter EG as explained in the following sec-
as a Band Pass Flltgr (i.e., when filter 1 is set to tion 8.3 Cutoff EG. If Velocity Sense is set to a
HPF), resonance will have no effect. value other timn 0, key velocity will modify L1

(level 1) and R1 (rate 1) of the filter EG.

1 Ctrl = EG or Ctrl = EG — VA

Filter Modulaticn Depth
(Commen 12. (F2) Controller set
. (Pitch bend)) Filter Cutoff Depth

> > Filter Modulation Depth 12. (F4) Controllers set /
Resonance = 0 Resonance = 20 {AFM element 5. LFO Oth
(Main)) (Othen))
LFO Cutoff
. : . . itivity ~7...+7

Extremely hlgh settings of filter resonance will (LFO) Se[}iflg&‘{] ﬁ“e,s; (diregg offset
make the filter oscillate so that it produces a as)
pitch of its own. This is a technique often used 3
on analog synthesizers of the past. __/\

Ctrl = LFO: When Ctrl is set to LFO, the filter will
be controlled both by the Main LFO and by the
controller which has been assigned to Filter
Cutoff Depth. (Refer to Voice common data
12.(F4) Controller set.) Key velocity will shift
the cutoff frequency.

Note: When Ctri=EG or Ctrl=EG-VA, the effect of
the controller on the cutoff frequency will be
fixed when the note is played. Moving the con-
troller after playing the note will have no effect.
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8.2 Cutoff scaling

JUMP #250

Summary: The cutoff frequency of each filter can be
adjusted across the keyboard.
Procedure:
From: AFM element job
directory 8. AFM filter
Select: 02:Cutoff Scaling
filter 1 press F1 (Fltl)
filter 2 press F2 (Flt2)
Specify: filter scaling parameters

(JUMP #248)

(JUMP #250)
(Jump #251)

CUTCFF SCALING UP!mEE EL!% 258
UDICE=P1-RA1<H1> SPiCosmo <C(E1-AFM>

LPF COF = ERMEXNAFISLN NotelOffeet

P1[C 1 + o

_BP2|G 2 + 0@

BPIIE 4 + 0

P4iC 6 | + @

Flt2 Hl9

|

1] 2]

© This indicates the type of the filter being edited,
and its cutoff frequency. The cutoff frequency can
be medified from this job, but to modify the type
of filter you must use job 8.1 Cutoff frequency.

©® BP1-4 (Break Point): Note (C-2...G-8) and Off-
set (—127...+127) of each Break Point determine
how the cutoff frequency level of the filter will
vary across the keyboard. When the cursor is
located at note, you can press F7 (MIDI) and
play a note on your MIDI instrument to enter the
new note setting.

Break Point: The filter cutoff frequency can be
made to vary depending on the note that is
played. On most acoustic instruments, notes

differ in tone depending on the range in which
they are played.

Use the four break points to specify how the
filter cutoff frequency will be adjusted across the
keyboard. Offset (—127...+127) determines how
the cutoff frequency will be adjusted at each of
the four points specified by Note (C-2...G-8).

The four note settings must be in ascending
order. It is not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.

The following diagram shows how the filter
cutoff frequency would be adjusted across the
keyboard.

1274

BP2 = +10 BP4 = +4

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

BP3 = +17

o] SO
'BP1 = —4

E1 B2 B4 A5

The offset at each break point is added to the cutoff
frequency of 80. For example the offset at break
point 1 (E1) is —4, so the resulting cutoff frequency
at E1 is 76. The resulting cutoff frequency is limited
to the range of 0...127.

AFM ELEMENT DATA / AFM FILTER

8.3 Cutoff EG

JUMP #252

Summary: The cutoff frequency of each filter can be
moved over time by its own EG to make the
tone change.

Procedure:

From: AFM element job directory (JuMp #248)
8. AFM filter

Select: 03:Cutoff EG
filter 1 rates press
F1 (Flt1), F3 (Rate)
filter 1 levels press
F1 (Fltl), F4 (LvD)
filter 2 rates press

(JUMP #252)
(JUMP #253)

(JUMP #254)

F2 (Flt2), F3 (Rate)

filter 2 levels press

F2 (Fl1t2), 4 (Lvl)
Specify: filter EG parameters

(JUMP #255)

CUTOFF EG OF‘?)&‘.‘EE Elea 252
UDICE=sP1-AB1<(B1>Y SPiCosmo <(E1/RFM)
[x 13[Sed91] R1 RR1= @
‘1 offu R2ﬂ**RR2= 17}
R3= 0
R4= 8 ES=+0
Lul RIo B
o o ® o e
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CUTOFF EG OP!mEﬂ Ell% 253
URICE=P41-AB1<(B1) SPiCosmo <(EIi/AFM)

[x 1]J[Seql] LB
+| Li=+ B_RL1=+ @

offu L2=+ B RL2=+ B
| [

ate AI2
(6]

@ This indicates whether you are editing the EG of

filter 1 or 2.

This indicates the displayed segment and range

of the EG graphic display. To change the display

range, hold SHIFT and press F1-Fé6 (x1, x2, x5,

x10, x20, x50). To shift the display to a different

segment, hold SHIFT and press F7 or F8

(Segl...Segd, Rell).

The filter EG is graphically displayed.

R1-R4, RR1-RR2 {Keyon Rates, Release Rates

0...63): Keyon Rates 14 and Release Rates 1—

2 determine the speed of the filter EG. Higher

settings result in faster change.

® RS (Rate Scaling —7...+7): Rate Scaling allows
the filter EG rates to be increased or decreased
depending on the key that is played. For positive
settings the EG rates will increase as you play
higher notes, resulting in shorter envelopes. For
negative settings the EG rates will decrease as
you play higher notes, resulting in longer
envelopes.

® L0-L4, RL1-2 (Keyon Levels, Release Levels
—64...+63): Keyon Levels 0-4 and Release
Levels 1-2 determine how the filter EG will in-
crease or decrease the cutoff frequency specified
for the filter.

oS

Rates and Levels: The levels of the filter EG do
not directly determine the cutoff frequency of the
filter, but rather adjust the filter cutoff frequency
you set in 8./ Cutoff frequency.

When a note is played, the filter cutoff will
be adjusted by the amount of L0, and will change
at the rate of R1 to level L1. When the level
reaches L1, it will change at the rate of R2 to the
level of L2. When the level reaches 1.2, it will
change at the rate of R3 to the level of L.3. When
the level reaches L3, it will change at the rate of
R4 to the level of L4. The filter cutoff frequency
will remain at the level of L4 as long as you con-
tinue pressing the key.

When you release the key, the filter cutoff
frequency will change at the rate of RR1 to the
level of RL1. When the level reaches RL1, it will
change at the rate of RR2 to the level of RL2.

Cutoff frequency
A

+ L1 L3
:
3

0

|
|
|
|
: RL2
|
1
|
|

> Time

|
|
/o) |
L0 | L4 |
| | [ I 1
] | 1 | 1
| | 1 IRLT 1
-\ 1 | | : | : |
ALH1—J-H2—'—R3J—R4 ‘IRFH-RHZ!
Key on Key off

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

Low High
notes notes

N aw

AFM ELEMENT DATA

15. Initialize AFM element

Summary: Initialize the AFM element data being
edited to a set of basic values.
Procedure:
From: AFM Element job
directory
Select: job 15:Initlz
To execute: the initialize operation press YES
To quit:  without executing press NO or EXIT

(JUMP #230)
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INITIALIZE RFM ELEMENT

ARE YOU SURE 7?

(Yes or No»
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This function sets all AFM element data values to
the minimum or simplest possible setting. When
creating your own new voices it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can be helpful.

If you are sure you want to initialize the AFM
element data, press YES. The AFM element data
being edited will be set to the values shown below.
If you decide not to initialize, press NO or EXIT.

This function initializes only AFM element data.
Other initialize functions are provided for initializing
Voice Common data and AWM element data. Refer
to Voice Common 15, Initialize voice or AWM ele-
ment 15. [nitialize AWM element.

A
" "Initialized settings for AFM element data

01 Algorithm Set

Algorithm number =30

Feedback 1 = none (free)
Feedback 2 = none (free)
Feedback 3 = none (free)

I

Input Level 1
Input Level 1
Input Level 2

7 (operator 1-5)
= 0 (operator 6)
= 0 (all operators)

Noise = Off (all operators)

AWM Wave = Off (all operators)
02 Operator Oscillator (all operators)

Freq.Mode = Ratio

Freq = 1.00

Detune =10

Waveform = 1 (sine)

Phase Sync = On

Init Phase =0

03 Operator EG (all operators)
Keyon Hold Time =0

Keyon Rates 14 = 63
Keyoff Rates 1-2 = 63
Rate Scaling =10
Keyon Level 0 =0

Keyon Levels 14 =63
Keyoff Levels 1-2 =0

Loop Point =54

04 Operator Output
Output Level
Output Level =
Break Point 1 Note =
Break Point 2 Note =

= 127 (operator 1)

O (operators 2-6)
Ci
G2

05

06

07

08

VOICE EDIT MODE

Break Point 3 Note = E4
Break Point 4 Note = (6
Break Point Levels 0 (break points 1-4)

Operator Sensitivity (all operators)
Keyon Velocity Sens =0
Rate Velocity Switch = off

AMS =0
PMS =3
LFO
Main LFO
Wave = triangle
Speed = 35
Delay Time =0
AMD, PMD, FMD = 0
Init Phase =0
Sub LFO
Mode = delay
Wave = triangle
Speed = 80
Time =0
PMD =0
Pitch EG
Operator On/Off = on (all operators)
Rate Scaling =10
Velocity Switch = off
Range = 8 oct
Keyon Rates 1-3 = 63
Keyoff Rate 1 = 63
Keyon Levels 1-3 =10
Keyoff Level 1 =1
Filter
Resonance =0
Cutoff Mod Sens = 10

Keyon Velocity Sens = 0
#¥% following data is same for both filters **¥*

Filter Type = thru
Filter Control = LFO
Cutoff Frequency = 127
Break Point 1 Note = (I
Break Point 2 Note = G2
Break Point 3 Note = E4
Break Point 4 Note =06
Break Point Offset = 0 (BP 14)
Keyon Rates 1-4 = 63
Keyoff Rates 1-2 =63
Rate Scaling =10
Keyon Levels 04 =10
Keyoff Levels 1-2 = H}
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16. Recall voice

Summary: Recall all data of the previously edited

voice.

Procedure:
From:

Select:
To execute:
To quit:

136

AFM Element job (JUMP #230)
directory

job 16:Recall voice

the recall operation press YES

without executing press NO or EXIT.

Note: This operation recalls all voice data, not just

AFM element data, and is also available while
editing Common data, AWM Element data, or
Drum Set data. For details refer to Voice Com-
mon 10. Recall.
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AWM element data

AWM ELEMENT DATA

AWM element job directory

JUMP #256

Summary: This directory shows the jobs which edit

AWM element data.

Procedure:

From: voice edit mode
When: editing a normal voice that contains

Select: an AWM element F3—F6

AWM elements

(E1-E4)

(JuMP #200 or #201)

(JUMP #256)

03 GutPut

Qde Lom

UOICE EDIT BHaf - =

«P41-Ad1c81

1Cosmo a1
I8

c 14
I ter it ———-—+ 15: Initlz
128 ————1 (s Recal l
SO E2 |

)

WL
e P
fiis F

(1]

(2]

2] (1]

This area shows the number (E1-E4) and type
(AFM or AWM) of elements in the selected
voice mode. Elements which are turned on are
displayed in inverse video. Elements can be
turned on/off as explained on page 88.

Move the cursor in this area to select a job and
press ENTER to go to the selected job.

01:WaveSet (AWM waveform set): Select an

AWM sampled waveform from preset memory
or a WAVEFORM card, and specify the pitch at
which it will sound.

02:EG (AWM EG): The AWM Amplitude EG

determines how the volume of each note will
change over time.

03:Output (AWM output): The output level of an

AWM element can be adjusted across the
keyboard.

04:Sensitv (AWM sensitivity): Key-on velocity can

affect the volume or the speed of attack and de-
cay. The control signal from the AWM LFO can
create vibrato, tremolo, or wah-wah.

05:LFO (AWM LFO): The AWM e¢lement LFO

creates a cyclically changing control signal that
can be used for tremolo, vibrato, or wah-wah.

06:PitchEG (AWM pitch EG): The pitch of each

note can be made to change in a fixed way over
time.

07:Filter (AWM filter): The tone of an AWM ele-

ment can be made to change in a fixed way over
time, or can be controlled by a controller or the
LFO.

15:Initlz (Initialize AWM element): When you are

creating a voice from scratch, it is sometimes
convenient 10 set all AWM element data to the
basic or minimum values.

16:Recall (Recall voice): All data of the previously

edited voice can be recalled.

AWM ELEMENT DATA

Copy element

Summary: While editing any AWM parameter

(except for 7. AWM filter), you can copy data
from an AWM element of another voice into the
AWM element you are now editing,

Procedure:
' From: AWM elementjob 1,2,3,4, 5, 0r6
Press: COPY
Press: Fl (Src) and select the source voice
Press: F2 (Elem) and select the source ele-
ment
To execute: the copy operation press F§ {Go).
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e This copy operation is identical to the operation
explained in AFM element data, Copy element
(page 116). Please refer to that section for
details.

® This copy operation is possible only while inside
one of the AWM editing jobs. It is not available
from the AWM job directory.

e Pressing COPY while editing 7. AWM filter will

access the Copy Filter operation. For details,
refer to AFM element data, 8.0 Copy filter, page
130.

AWM ELEMENT DATA

1. AWM waveform set

JUMP #2357

Summary: Select an AWM waveform and specify
the pitch at which it will sound.

Procedure:
From: AWM Element job (JUMP #256)
directory
Select: job 01:WaveSet (JUMP #257)

Specify: the waveform and frequency

AlM WAVEFORM SET E 297
UOICE=P1-AB1CB1) SFiCosmo C(EZ7HWID

norma f"
+ 8-

Wave form
Freduencd Mode
FreduencY Fine

Pre TCard RFM

[T ]

) o © o o
© Waveform (Preset 1...112, Card 1...99, AFM):
Select an AWM waveform from internal presets
1...112. Refer to Preset waveforms below. If a
waveform card is inserted into the WAVEFORM
siot, you will also be able to select Card wave-
forms. The number of card waveforms will
depend on each card. If the voice mode includes
both AWM and AFM elements, you will be able
to select AFM as well. For details see Wave-
form = AFM below.
® Frequency Mode (normal, fixed): When this is
set to “‘normal”, each note of the keyboard will
play the selected waveform at a different pitch.
When this 1s set to “fixed”, the waveform will
be played back at the pitch specified by @ Note
Number regardless of which note was played.
® Frequency Fine (-64...+63): For both normal
and fixed modes, this adjusts the fine pitch of the
waveform.
® Note Number (C-2...G8): The note number set-
ting will appear only if frequency mode is set to
“fixed”. This determines the pitch at which the
selected waveform will be played back. When
the cursor is located at Note Number, you can
press F8 (Kbd) and then press a key to specify
the note number.
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@ Pressing F1 (Pre) will select preset waveforms,

F2 (Card) will select card waveforms, and
pressing F3 (AFM) will select the sound from
the AFM element if the voice includes an AFM
element.

Note when using card waveforms: Remember that

it is not possible to use two waveform cards at
once. If the same Multi uses two or more AWM
voices which use AWM waveforms from dif-
ferent cards, at least one AWM voice will be
using the wrong waveform. In the same way, it
is not possible for two AWM elements in a sin-
gle voice to use AWM waveforms from different
cards.

Waveform = AFM: For voice modes

09:1AFM& AWM and 10:2AFM&2AWM, you
have the option of setting “Waveform = AFM”.
When this is selected, the output from the AFM
element will be used instead of a AWM wave-
form. This means that the AFM sound will be
processed through the two filters of the AFM
element and also through the two filters of the
AWM clement, allowing you to create complex
filtering effects.

Element 1 (AFM)

»
FM (—> Filter —> Amp T Pan
F>
Element 2 (AWM)
L
AWM — Filter Amp Pan

When “Waveform = AFM” is selected, the AWM
element common data (note shift, etc.) and AWM
pitch-related data such as pitch EG and LFO pitch
modulation will be ignored. The result is essentially
a single AFM element processed through two pairs
of filters.



Preset waveforms: The preset waveforms in ROM
can be broadly divided into the following six
categories.

Multi-sampled Acoustic instruments sampled at two or more
points across the keyboard to preserve the
realism of the original sound.

1 Piano 18 Thumping
2 | Trumpet 19 Popping
3 | Mute Tp 20 Fretless
4 | Horn 21 Wood Bass
5 | Flugel 22 Shamisen
68 | Trombone 23 Koto
7 | Brass 24 Violin
8 | Flute 25 Pizz
9 | Clarinet i 26 Strings
10 | Tenorsax | 27 | AnigBass
11 | Alto Sax 28 Anlg Brs
12 | GtrSteel 29 Chorus
13 | EG Sngl 30 ltopia
14 iEé- Humbk 31 Vib
15 | EG Harmo 32 Marimba
16 | EG mute 33 Tubular
17 | E.Bass i

Waves Fairly short samples, especially useful when used with
an AFM eiement. Most are sampled at one point.

34 | Cele Wv 46 128t Wy
35 | HarpsiWvy 47 Bass Wv
36 | E.P. Wy 43 Cello Wy
a7 F'-:;ae Wy 49 ContraWv
38 | Organ Wy h 50 Xylo Wy
39 | Tuba Wv 7751 Gl—oa{ WVA -
40 | Picco Wv o 52 Harp Wv

i 41 | S.SaxWv 53 Sitar Wv

ﬁtiz BassonWv 54 StIiDrmWy
43 | Reco Wv 55 MtReedWv
44 MﬁteTva 56 ChAttack
45 | GutWv

VOICE EDIT MODE

Oscillator Basic waveforms such as the sawtooth or square
waves used in analeg synthesizers.
57 | AnlgSawt 62 Pulse 10
58 AnIgSawzm B 63 Pulse 25
58 | Digitall 64 Pulse 50
60 | Digital2 65 | Tri
61 ! Digital3

Transients Short samples that are especially useful when used
as the attack of a sound.

66 | Piano Np 72 Bottle 3
67 |EP.Np 73 | Tube
68 | Vibe Np 74 Vocal Ga
69 | DmpPiano 75 Vocal Ba
70 | Bottle 1 76 Sax frans
—7{ h B;);tgiémi 77 Bow trans
Other Various waveforms usable as sound effects or as part of
other sounds.
78 | Bulb 86 Steam
79 | Tear 87 Narrow
——éo Bamboo 88 Airy
81 | CupEcho 89 Styroll
82 | Digi Atk 90 Noise
83 | Temp Ra 91 Bell mix
84 | Giri _—.9:; Haaa B
85 | Water 7 N
Drumset Drums and other rhythm instruments. These can be
used not only in a Drum Set voice, but also as the
waveform for an AWM element of a normal voice.
93 | BD1 103 Tom 2
94 | BD2 ) 104 HHclosed
7”95 BD3 71 05 HH open
96 | BD4 106 Crash
97 | SD1 107 Ride
98 | SD2 ;Oek Claps
99 | SD3 109 Cowbell
100 | SDroll 110 Tambrn
101 | Rim 1 1'1 Shaker
102 | Tom 1 112 | Analg Perc
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2. AWM EG

JUMP #258

Summary: This determines how the volume of an

AWM element will change over time.

Procedure:

From: AWM Element job
directory
Select: job 02:EG.

Specify: volume EG parameters

(JUMP #256)

(JuMP #258)

AWM EG E 258
UDICEsP1-AB1¢A1) SP!Cosmo _(E2-AMM?
Mode = snfggai_L§ﬁ+;L§gg1aﬁR1=22
R2=63 L2=63
™| R3=63 [L3=63
Ri= 6

X |2 |x D X 18 x 2@ [x

d®

o @ (3]

EG Mode (Mode = hold, attack): This setting
determines whether the first segment of the
AWM EG will begin from level O (attack mode)
or from maximum level (hold mode).

The AWM EG 1s graphically displayed.

This indicates the time range of the EG graphic
display; “x1” displays the shortest time with
the greatest detail. To change the time range,
press Fl—-Feo (x1, x2, x5, x10, x20, x50).

This indicates the segment from which the EG is
displayed. To begin the graphic display from a
different segment, press F7 or F§ to select
Segl...Seg4 or Rell.

Hold Time or Rate 1 (HT=63...0 or R1=0...63):
If the EG Mode is set to “hold” this will deter-
mine the Hold Time for which the level of the
waveform is held at maximum. A setting of
HT=63 results in the longest time. If the EG
Mode 1s set to “attack” this will determine Rate
1 of the EG. A R1 setting of 63 results in the
fastest attack.

Keyon Rate 2-4, Release Rate (R2-R4 = 0...63,
RR = 0...63): These settings determine the
speed of the operator EG. Higher values result
in faster change.

Rate Scaling (RS = -7...+7): Rate Scaling
allows the operator EG rates to be increased or
decreased depending on the key that is played.
For positive settings the EG rates will increase
as you play higher notes, resulting in shorter
cnvelopes. For ncgative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.
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® Keyon Levels 2-3 (L2-L3 = 0...63): These

determine the levels of the AWM EG. There is
no L1 setting since the AWM EG either begins
from 0 and moves toward maximum level (in
attack mode), or beging at maximum level and
stays there until the hold time has elapsed (hold
mode). Nor is there a L4 setting since the level
of the AWM EG immediately begins to move
toward 0 after reaching L3. If you want the
sound to continue sustaining as long as you
press a key, set R4 to 0. However some AWM
waveforms naturally decay to zero, so setting
R4 to 0 will not make these waveforms sustain.

Rates and Levels: The AWM EG will function in

two ways depending on the Mode setting.

Mode = attack

4

L1 (3

|
L\ L2
| |
! |
| | |
| | |
| | |
| | |
| | 1

. : Time
L— Ri—R2l—R3—] ALRRJ

Key on Key off
In normal mode the AWM EG level will begin
from O and rise at the rate of R1 to maximum
level. When maximum level is reached it will
move at the rate of R2 to level L2. When level
L2 is reached it will move at the rate of R3 to
level L3. When level L3 is reached it will begin
moving at the rate of R4 to (. (If rate R4 is 0, the
sound will move at an infinitely slow rate toward
zero; i.e., it will sustain at level L3 as long as
the key is pressed.)

When you release the key, the level will
move at the rate of RR to a level of 0.

Mode = hold

A

L1

|

|

| |

| |

I |

] |

| [} |
L—-HT—L rRet—R3—! LRA!

> Time

A
Key on Key oft




E

In hold mode the AWM EG level will begin at
maximum and stay there for the duration of the
specified hold time HT. When the hold time has
elapsed, the level will change at the rate of R2 to
level L2. The rest of the EG is the same as for
normal mode.

Using the AWM EG in hold mode is espe-
cially effective when you are using an AWM
waveform which includes a definite attack.
Keeping the level at maximum for a while allows
the natural attack of the AWM sample to be
heard. After the natural sampled attack is over
the AWM waveform will continue sustaining,
and you can use the remaining AWM EG
parameters to create an appropriate decay and
release.

Rate 4 and Release Rate: Rate 4 (R4) and
Release Rate (RR) can be used in conjunction to
create a variety of AWM EG shapes.

® If R4 is greater than 0 and you continue holding a
note, after the level reaches L3 it will decrease
at the rate R4 and will move to 0 even though
you continue holding the note.

Volume

L_ AR..._J. RQJ_RJ__L_ R4._,

Key on

> Time

Key off

Mo If R4=0 and you continue holding a note, after

the level reaches L3 it will stay at L3 as long as
you hold the note. When you release the note,
the level will decrease at the rate of RR to a
level of 0.

VOICE EDIT MODE

Volume

> Time

—ar—tR2l-—p3- Lrrl

Key on Key oft

e After reaching L3 the level will decrease at the
rate R4, but when you release the note the level
will begin decreasing at the rate RR.

Volume

> Time

I 1 !
A;Aaﬁlan—Hs—l N

Key on Key off

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...47). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

Low High
notes notes

/AN (o
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3. AWM output

JUMP #259
Summary: The Element Level of an AWM element AWM DUTPUT E 259
. ; . VOICE«P1-RB1(A1> SPiCosmo C(EZ2/RAWMD
can be adjusted across the keyboard, ELul Not. fosgj:
Procedure: Bg% H 8
From: AWM Element job (JUMP #256) BPIIE 4 | - &
directory = Cﬂ?n'—ll
Select: job 03:Output. (JUMP #259) > °

Specify: the output level scaling
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1]

2]

Break Point 14 (BP1-4): Note (C-2...G8) and
Offset (-=127...+127) of each break point deter-
mine how the tevel specified in Voice common
data, 1. Element level (JUMP #202) will be
adjusted across the keyboard. When the cursor
is located at note, you can press F7 (MIDI) and
press a key on your MIDI keyboard to enter it
as the new note setting.

The keyboard level scaling is graphically
displayed.

Break Point: The AWM Element Level can be

adjusted according to the note that is played. On
most acoustic instruments, notes differ in vol -
ume and tone depending on the range in which
they are played. For example the low notes of a
piano are louder than the high notes.

Use the four break points to specify how the
AWM element level will be adjusted across the
keyboard. Offset (-127...+127) determines the
output level adjustment for each of the four
points specified by Note (C-2...G8).

The four note settings must be in ascending
order. It is not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.

The following diagram shows how the AWM
element level would be adjusted across the key-
board for the following break point settings.

127
BP2 = +10 BP3 = +17 Bp4 - 44

F:15] Pl LTI T S A
‘BP1 = —4 : : :

E1 B2 B4 A5

Each offset is added to the element level (80 in
this example). For example the offset at break
point 1 (E1} is —4, so the resulting element level
at E1 1s 76. The resulting element level is
limited to the range of 0...127.

AWM ELEMENT DATA

4. AWM sensitivity

JUMP #2860

Summary: These settings determine how the AWM

element will be affected by key-on velocity and
by the LFO.

Procedure:

Select: job 04:Sensitv

From: AWM Element job
directory

(JUMP #256)

(JUMP #260)

Specify: sensitivity to velocity and modulation

1

AWM SENSITIVUITY E 260
UOICE=PL1—-AB1<B1)> SPiCosmo <(EZ27AWM>
Uelocity Sens =
Rate Uel Switch = on——
Ame Mod Sens = +@—

itch Mod Seng = 3+

Rate RAMS  PHS
0000

Velocity Sensitivity (=7...+7): This determines
how the output level of the AWM element will
be affected by key-on velocity. For positive set-
tings (+1...+7) the output level will increase as
you play more strongly. For negative settings
(=1...=7) the output level will decrease as you
play more strongly. For negative settings to
have an effect the element level must be
lowered.
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® Rate Velocity Switch (on, off): When the Rate

Velocity switch is on, key-on velocity will affect
the AWM EG attack rate (R1). The effect will
depend on the Velocity Sensitivity setting.
Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the AWM R1
to increase, resulting in a faster attack. For the g
strongest possible velocity, the EG attack will
change at the speed specified by the EG Rl
setting,

Velocity = —~1...-7: If Rate Velocity is on,
strongly played notes will cause the AWM R
to decrease, resulting in a slower attack.

When the Rate Velocity switch is off, the AWM
EG attack rate will not be affected by key-on
velocity.

Amplitude Modulation Sensitivity (Amp Mod
Sens = -7...+7): Amplitude Modulation Sensi-
tivity determines how greatly the output level of
the AWM element will be affected by Amplitude
Modulation from the LFO. Increasingly higher
positive settings (+1...+7) will allow the LFO
to have a greater effect.




Negative settings (—1...-7) are effective only for
EG Bias. When Amplitude Modulation Sensi-
tivity is set to a negative value, the controller
assigned to EG Bias by the setting in Voice
common data, 12. (F4) Controller set (JUMP
#228) will decrease the amplitude of the AWM
element, and the LFO will have no effect. For
example, two AWM elements in a voice might
be given opposite Amplitude Modulation Sensi-
tivity settings, so that the controller assigned to
EGbiasDepth would crossfade between the two
elements.

@ Pitch Modulation Sensitivity (Pitch Mod Sens =
0...7): Pitch Modulation Sensitivity determines
how greatly the pitch of the AWM element will
be affected by Pitch Modulation from the LFO.

VOICE EDIT MODE

Amplitude Modulation Sensitivity and Pitch
Modulation Sensitivity: These settings deter-
mine the sensitivity of the AWM element to the
Amplitude Modulation Depth (AMD) and/or
Pitch Modulation Depth (PMD) produced by the
AWM clement LFO. If the LFO settings for
AMD and/or PMD are set to 0, these settings
will have no effect.
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5. AWM LFO

JUMP #261

Summary: The AWM element LFO creates a cycli-
cally changing control signal that can be used to
create tremolo (Amplitude modulation), vibrato
(pitch modulation), and wah-wah (filter
modulation).

Procedure:

From; AWM Element job
directory
Select: job 05:LFO
Specify: the LFO parameters

(JUMP #256)

(JUMP #261)

AWM _LFO E 261
UOICE=P1-RB1<(B1> SPiCozmo (E2/HWHD

1
Wave = A Mod DePth = %)
A~ P Mod Depth = 5]
peed = 65 F Mod Depth = <)
Della':i = B (IrJut, hase = (%]
1 [ 1 o 1
o 06 000 @

@ Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
(shape of modulation) produced by the AWM
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting.

A Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.

® Delay (0...99): The time delay before the LFO
modulation begins.

® Amplitude Modulation Depth (0...127): This
determines how greatly the LFO will affect the
output level (amplitude) of the AWM element.

@ Pitch Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the pitch
of the AWM element.

® Filter Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the cutoff
frequency of the filter.

@ Initial Phase (0...99); This determines the point
of the LFO waveform from which the LFO will
start each time a key is pressed.

Wave, Speed, Delay, Initial Phase: Detailed
explanations and diagrams of these parameters
are given in AFM element job 6. (FI1) AFM LFO
{Main).

Amplitude Modulation Depth and Pitch Modula -
tion Depth: For these setting to have an effect,
the AModSens (amplitude modulation sensi-
tivity) or PModSens (pitch modulation sensi-
tvity) of the AWM element must be set above
0. Make these settings in AWM element job
4. AWM sensitivity (JUMP #260).
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Filter Modulation Depth: For this setting to have
an effect, the Curl setting of a filter must be set
to “LFO”, and the LFO Cutoff Sens setting
must not be 0. Make these settings in AWM ele-
ment data, 7.1 Cutoff frequency (JUMP #265),

fundelaysd WFO!
- N
salocted ‘ saleclad seaciad i
| controller | canvaller conwollar || voice Commen dats

I 12 (2 Controler set
[ ume” aze)
on

| Pricn Madu-atc~
| epmno rer

r

AWM sla™ar! fata
Fn AWM LR
JUMP #28"
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6. (F1) AWM pitch EG (Data)

JUMP #262

Summary: The pitch change over time created by
the pitch EG can be affected by key-on velocity
and the speed of pitch change can be adjusted
across the keyboard. To set the shape of the
pitch EG, see 6.(F2) AWM pitch EG (EG
settings).

Procedure:

From: AWM Element job (JUMP #256)
directory
Select: job 06:PitchEG and press (JUMP #262)
F1 (Data)
Specify: pitch EG scaling, velocity, and range

AWM PITCH _EG E 262
UDICE=P1-AB1(B1> SPiCosmo C(EZ/RWM)

Rate Scaling = +@
Velocity Sw = off
PEG Range =

IER¥ EG

e 00

@ Rate Scaling (-7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this is set to
+1...47, the pitch EG will be faster for higher
notes. When this is set to —1...-7, the pitch EG
will be slower for higher notes. When this is set
to 0, the pitch EG will be the same rate for all
notes.

® Velocity Sw (off, on): When this is on, strongly

played notes will change in pitch more than
softly played notes.

® Range (1/2 oct, 1 oct, 2 oct): This determines

the maximum range of the AWM pitch EG, from °
1/2 octave to 2 octaves. (Note that the 8 octave
range of the AFM pitch EG is not available for
the AWM pitch EG.)

Rate Scaling: This setting determines how Pitch

EG Rates (the speed of pitch change) will be
affected by the key number of each note. The
following diagram shows the result when Pitch
EG Rate Scaling is set to +7. Notice that high
notes have a shorter pitch EG (faster EG rates)
than lower notes.

Low High
notes notes
+ +

Velocity Sw (velocity switch): When this is on,

strongly played notes will change in pitch more
than softly played notes.

AWM ELEMENT DATA

6. (F2) AWM pitch EG (EG settings)

JUMP #263
Summary: The pitch EG creates a fixed shape of Procedure:
pitch change over time for each note. To adjust From: AWM Element job (JUMP #256)
speed of pitch change across the keyboard, sece directory
6. (F1) AWM pitch EG (Data). Select: job 06:PitchEG and press (JUMP #263)
F2 (EG)
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Specify: pitch EG parameters




AWM _PITCH E 263
UOICE=P1—ABLCBL> SPiCosmo (E%NH)

J [x 11[(Seo Ry l[?= + 8

= +

Offy R2—f—% rL2= + @

RReS Bz 12

Data W }

(2 1] 13} 14] (5]
@ This indicates the EG segment (“segl-3" or

oD

“rel1”) from which the pitch EG graphic display
begins. If the EG is too long to be fully shown in
the LCD, hold SHIFT and press F7 or F8 to change
the segment from which the display begins,

This indicates the time length shown by the
graphic display. To change this, hold SHIFT and
press FI-F6 (x1, x2, x5, x10, x20, x50). The
exact length of time will depend on the range.
When the pitch EG range is 1 octave, the
graphic display will cover approximately 0.5 sec-
onds at “x1” and approximately 25 seconds at
“x507.

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1-3 and the
Rclease Rate determine the speed of the pitch
EG. Higher settings result in faster change. A
rate of 63 will make the pitch jump immediately
to the following level.

LO-L3, RL (—64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begin at the level of L0, and will
change at the rate of R1 to level 1. When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches L2, it will change at the rate of R3 to the
level of L3 and will stay at L3 as long as the key
1s pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

High (+) 63 A
gh (+) L1
|
I
, ! L3
Normal pitch : >Time
| \/: N
Lo L2 1 RL
Low (~) 64 \ | ! \ : !
—R{——R2——R3— +—RR—
A A
Key on Key off

Note: Even if the AWM pitch EG and the AFM pitch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
change.

AWM ELEMENT DATA

7. AWM filter

JUMP #264

Summary: The two filters of each element can be

used to control the tone in various ways.

Procedure:
From: AWM Element job (JUMP #256)
directory
Select: job 07:Filter (JUMP #264)

Specify: the desired filter edit job and press

ENTER

AWM FILTER E 264
VOICE=P1-RO1(A1> SPiCosmo (E27RWMD

%g:g e ;E gcailng

uio
83:Cutoff EG

Bl B2 B3

2] L]

@ Move the cursor in this area to select a job and
press ENTER to move to the selected job.
01: Cutoff Frequency: Make overall settings for
the filters. (JUMP #265)
02: Cutoff Scaling: Specify how each filter will be
adjusted across the keyboard. (JUMP #266,
#267)
03: Cutoff EG: Specify how each filter will
change over time. (JUMP #268, #269, #270,
#271)
® Pressing F1-F3 will select the corresponding job.

Note: Filter settings for an AWM element are

exactly the same as for an AFM element. For
details, refer ro AFM element job 8. AFM filter.
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AWM ELEMENT DATA

15. Initialize AWM element

Summary: Initialize the AWM Element data being 02 AWM Amplitude EG
edited to a set of basic values. Mode = normal
Procedure: Keyon Rates 1,2,3 = 63
From: AWM Element job (JUMP #256) Keyon Rate 4 =0
directory Keyoff Rate | = 63
Select: job 15:Initlz Rate Scaling = H)
To execute: the initialize operation press YES Keyon Level 2, 3 = 03

To quit: without initializing press NO or EXIT
03 AWM Output

INITIALIZE AWM ELEMENT Break Point 1 Note = Ci
Break Point 2 Note = G2
ARE YOU SURE 7 Break Point 3 Note = E4
Break Point 4 Note = (6
(Yes or No> BP1—4 Offset = 30
This function sets all AWM element data values to 04 é:;lol\g‘ltiegzgé\my - 10
the minimum or simplest possible setting. When Rate Velocity Switch = off
creating your own new voices it is usually best to AMS -0
begin by editing an existing voice. However if you PMS _ 3
want to start from scratch, it is often useful to start
from an initialized setting rather than having to 05 AWM LFO
reset all the parameters. Wave = Triangle
If you are sure you want to initialize the AWM Speed —- 65
element data, press YES. The AWM element data Delay Time =0
being edited will be set to the values shown below. AMD, PMD, FMD = 0
If you decide not to initialize, press NO. Init Phase -0
This function initializes only AWM element data.
Other initialize functions are provided for initializing 06 AWM Pitch EG
Voice Common data and AFM element data. Refer Rate Scaling =+
to Voice Common 15. Initialize voice or AFM Velocity Switch = off
Element 15. Initialize AFM element. Range = 2 octaves
L . Keyon Rates 1-3 = 63
Initialized settings for AWM Element data Keyon Levels 0-3 - 40
01 AWM Waveform Select Iézygg E:\t,eelll = fg
Waveform = Preset 65 Y T
(triangle wave)
Frequency Mode = normal
Fixed Mode Note # = (3
Frequency Fine =10
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07 AWM Filter Break Point 2 Note = G2
Resonance =0 Break Point 3 Note = F4
Cutoff Mod Sens =10 Break Point 4 Note = C6
Keyon Velocity Sens = 0 Break Point Offset = 0 (BP 1-4)
*#** following data is same for both filters *¥* Keyon Rates 14 = 063
Filter Type = thru Keyoff Rates 1-2 = 63
Filter Control = LFO Rate Scaling = X
Cutoff Frequency = 127 Keyon Levels 04 = )
Break Point 1 Note = Cl Keyoff Levels 1-2 =1

AWM ELEMENT DATA

16. Recall voice

Summary: Recall all data of the previously edited Note: This operation recalls all voice data, not just

2 voice. AWM element data, and is also available while

"Procedure: editing Common data, AFM element data, or

From: AWM Element job (JUMP #2506) Drum Set data. For details refer to Voice com-
directory mon data, 16. Recall voice.

Select:  job 16:Recall
To execute: the recall operation press YES
To quit: without executing press NO or EXIT.
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Drum set data

DRUM SET DATA

Drum set job directory

JUMP #272

Summary: This job directory shows the jobs con-
taining data for a drum voice.
Procedure:
From: voice edit mode (JUMP #200)
When: the Voice Mode is set to 1 1:Drum Set
Select: the drum set job directory  (JUMP #272)
F2 (Com)

UOICE EDIT - Drum Set - zrz
=PO-D1E 64> IR Grouk? | a1
@2iName | ___
ta:s Effoct Set B7:Initidlize
} ler Set BR:Recal
O =
(2] 1]

© This area indicates that “Drum Set” is the
selected voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

01: Voice Volume: Adjust the overall volume of
the entire drum voice.

02: Wave Data Set: Select a waveform for each
note of the TG77’s 61-note drum set, and
specify tuning and pan for each.

03: Effect Set: Specify how the four DSP eftfect
units will be connected, select an effect type
for each unit, and make settings for each
effect. .

04: Controller Set: The overall volume of a drum
set voice can be adjusted using a specified
controller.

05: Name: Specify a ten-character name for the
voice being edited.

07: Initialize: Initialize the drum set data being
edited to the basic or minimum settings.

08: Recall: Recall the previously edited voice
into the editing buffer.

DRUM SET DATA

1. Voice volume

JUMP #273

Summary: Adjust the overall volume of the entire
drum voice.
Procedure:
From: drum set job directory (JUMP #272)
Select: 01:Voice Volume (JUMP #273)
Specify: the volume of the entire drum set

E 273
6(64) DR Grour2 {Drum Set>’ L

Uoice Volume= ¥ l
]

i
|
o

@ Voice Volume (0...127): This determines the

overall volume of the entire drum voice.

DRUM SET DATA

2. Wave data set

JUMP #274

Summary: Select a waveform for cach key of the
TG77’s 61-note keyboard, and specify tuning
and pan for each.
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Procedure:

From: drum set job directory (JUMP #272)
Select: 02:Wave Data Set (JUMP #274)
Specify: parameters for each key note number



WAVE DHTA SET 274
VOICE=P2-016¢64> DR Grourz (Drum Sebtl
rC 1 : Have-= 5 i

Level = rNote 1 = -
Altlernate = off |Fine Tune = + @
Outjeut (Groupi= 9rr? | Static Pan = + 8
Ind. Qutt Paort = f

. > of
H-Dn K-Ue Pre| Card

o 006 (o2 7] e o

@ Key Note Number (C1...C6): Press a key on
your MIDI keyboard to select a key note num-
ber, and it will be displayed here. (It is not pos-
sible to move the cursor here.)

A Waveform (Preset 1...112, Card [...99): Select
the AWM sample that will be played by the
corresponding Key Note Number. A list of the
112 preset waveforms is given in AWM element
edit, [. AWM Waveform Set (page 138).

@& Level (0...127): This determines the volume of

the wavelorm,
Alternate (on, off): When this is “on” for two or
more key note numbers, the last-played key will
take priority and the waveform of the previously
played key will be turned off.

© Output Group (off, grpl, grp2, both): Select the
output group from which the waveform selected
for this key note number will be output.

® Individual Outpui Port (off, 1...8): Select the
individual output port from which the waveform
selected for this key note number will be output.

©@ Note Shift (-48...436 in half steps): Adjust the
tuning of the waveform in half steps.

® Fine Tuning (-64...+63 in units of 1.171875
cents): Adjust the tuning of the waveform in fine
steps.

© Static Pan (-31...4+31 = Left...Right): Specify
the stereo position for each key note number.

Use the following two steps to make settings @-@
for each note of the keyboard. Repeat the two steps
48 necessary.

1. Press a key on your MIDI keyboard to select a
key note number. The selected key note number
will be displayed in @.

2. Make settings @-@ for the selected key note
number,

Alternate: If two or more waveforms would sound
unnatural if they were played at the same time,
select alterpate “on” for each of these wave-
forms. For example it is impossible for a real
drum set to sound the closed hi-hat and open hi-

VOICE EDIT MODE

hat at the same time. By selecting alternate
“on” for the two key note numbers that play the
closed hi-hat and open hi-hat waveforms, playing
the closed hi-hat will make the open hi-hat stop,
and vice versa.

There is only one alternate group for the
entire drum voice; i.e., it is not possible to
specify two or more pairs of key note numbers to
play alternately. You may select alternate *“on”
for as many key note numbers as you like but
they will all be in the same alternate group, and
only the one of them will sound at any time.

Static Pan: The stereo position of the waveform
played by each key note number is determined
by the static pan setting. The “dynamic” pan of
an AFM or AWM element can be moved over
time by an EG or LFO, but the “static” pan for
each key note number of a drum voice cannot be
moved over time.

When using a drum set voice in a Multi,
these static pan settings will be used if the multi
static pan is set to “VC” (voice}. Refer to Multi
edit, 5. Voice static pan.

Output Group: The stereo signal from the static pan
of each key note number is sent to output group
1, 2, or both. If output group is set “off” the
waveform for that key note number will not be
heard. The selected output group will determine
how each waveform of the drum voice will be
processed through the effect units.

Note AWM wave Static pan  Qutput
selact setting group select
c1 96 8D 4 _15 2 Group 1 QUTPUT 1
L—> —> L
C#1 | 103 Tam 2 +04 1 R Four A
Dsp
Group 2 effect | 5uTPUT 2
units
L—> —>L
R —> R
Cs 108 Claps -31 both

Individual Qutput Port: If this is set to 1-8
(i.e.,other than “off”), no sound will be output
from the stereo output groups. If the Output
Group (sec above) is set “off”, there will be no
sound either from the stereo output groups or
from the individual output selected here.
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DRUM SET DATA

3. Effect set

JUMP #211

Summary: Specify how the four DSP effect units will
be connected, select an effect type for each unit,
and make settings for each effect.

Procedure:

From: drum set job directory (JUMP #272)
Select: 03:Effect Set (JUMP #211)
Specify: the effect job you wish to edit and press

ENTER
EFFECT SET 211
UDICEeP2-TI16(64) DR Grouk2 (Drum Set.)

B3:todulation Effeot 2 oot
: Modu
B4:Reverb Effect 1 Set

) )
@ Move the cursor in this area to select a job.
01: Effect Mode Select: Specify how the four
effect units will be connected. (JUMP #212)
02: Modulation Effect 1 Set: Select an effect
type and set parameters for modulation
effect 1. JUMP #213, #214)

03: Modulation Effect 2 Set: Select an effect
type and set parameters for modulation
effect 2. These are set in exactly the same
way as explained for Modulation Effect 1.
{JUMP #215, #216)

04: Reverb Effect 1 Set: Select an effect type
and set parameters for reverb effect 1.
(JUMP #217, #218)

05: Reverb Effect 2 Set: Select an effect type
and set parameters for reverb effect 2. These
are set in exactly the same way as Reverb
Effect 1. (JUMP #219, #220)

B Pressing Fi-F5 will select the corresponding job.

Note: Effect settings for a drum set voice are made
in exactly the same way as for a normal voice.
For details on effect settings, refer to Common
Data job 10. Effect set.

DRUM SET DATA

4. Controller set

JUMP #275

Summary: The overall volume of a drum set voice
can be adjusted using a specified controller.
Procedure:
From: drum set job directory (JUMP #272)
Select: 04:Controller Set (JuMP #275)
Specify: the minimum level and controller for drum
voice volume

CONTROLLER SET

275
UOICE=P2-D16¢64> DR Grour2 (Drum Setd

Y] :
UoTCowlCimit] oh—a=s1%ned no.

] 1

(2] o

@ Device (MIDI Control #): Select a controller
number 0-120 or aftertouch. For example when
“001 Modulation” is selected, the modulation
wheel on your MIDI keyboard will regulate the
volume of the drum veice. For a detailed
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explanation of controller numbers, refer to Voice
Common job 12. (F2) Controller set.

® Vol Low Limit (Value 0...127): This determines
the lowest volume that can be set by the
selected controller. For example when this is set
to 80, the lowest position of the controller will
set the volume of the drum voice to 80. When
this is set to O the lowest position of the con-
troller will reduce the volume of the drum voice
to silence. When this is set to 127 the controller
will have no effect on the volume.

The MIDI standard defines Control Change number
7 as MIDI volume. If you select control change 7 for
VolLowLimit, the controiler will regulate volume
over the full range regardless of the “Value” set-
ting. The LCD will display “Limit ignored!” to
remind you of this.
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DRUM SET DATA

5. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode this voice
name will be displayed in large characters.

Procedure:

From: drum set job directory
Select: 05:Drum Set Name
Specify: the drum voice name

(JUMP #272)
(JUMP #229)

UQICE NARME 229
UDICE=P2-116<64>

[ER Grouk2 ]

Clr Lowr
1

2§ (1]

@ Enter a ten-character name for the drum voice.

® To clear the currently entered name press FI
(CIr). To switch to upper-case characters press
F2 (Uppr). To switch to lower-case characters
press F3 (Lowr).

For a detailed explanation of how to enter character
data, refer to How to enter data of the Introductory
section.

DRUM SET DATA

7. Initialize voice

Summary: Initialize the drum set data being edited
to the basic or minimum settings.
Procedure:
From: drum set job directory
Select: (7:Initialize
To execute: the initialize operation press YES
To quit: without executing press NO or EXIT

(Jump #271)

INITIALIZE UOICE

ARE YOU SURE 7

(Yes or NoJ

This function sets all drum set data to the basic or
minimum settings. If you are creating an entirely
new voice, using this initialize function may be
faster than resetting all the parameters by hand.

If you are sure you want to initialize the drum set
data press YES and the data will be set to the values
shown below. If you decide not to initialize, press
NO.

This function initializes only Drum Set data.
Other initialize functions are provided for initializing
Voice Common data, AFM Element data, or AWM
Element data.

Initialized settings for Drum Set data

01 Voice volume
Voice volume = 127

02 Wave data set (for each Key Note Number)

Level = 127

(all key note numbers)
Output Group = both

(all key note numbers)

Individual Qutput off
Port {all key note numbers)

Fine tuning = 10
(all key note numbers)
Alternate = off (all key note numbers

except A2 HI-HAT
CLOSED and B2 HI-
HAT OPEN)
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Key note Waveform Note Static Key note Waveform Note Static

number (preset) shift pan number {preset) shift pan
C1 96 BASS DRUM 4 -5 +0 D4 75 VOCAL “Ba” -5 +24
c#1 96 BASS DRUM 4 +5 +0 D#4 75 VOCAL “Ba” +5 +24
D1 95 BASS DRUM 3 -5 +0 E4 83 TEMP RA +0 +0
D1 95 BASS DRUM 3 +5 +0 F4 71 BOTTLE 2 +0 10
E1 103 TOM 2 -9 +24 F#4 70 BOTTLE 1 +0 +0
F1 103 TOM 2 -3 -8 G4 72 BOTTLE 3 +0 10
F#1 103 TOM 2 +3 +8 G#4 81 CUP ECHO +0 10
Gi 103 TOM 2 +9 +24 A4 74 VOCAL “Ga” -5 24
Gi#1 84 BASS DRUM 2 =0 +0 A#4 74 VOCAL “Ga” +5 —-24
Al 93 BASS DRUM 1 +0 +0 B4 79 TEAR +0 0
A1 99 SNARE DRUM 3 =0 +0 C5 59 OH ATTACK C —-12 £0
B1 102 TOM 1 -9 -24 C#5 59 OH ATTACK C# -1 0
c2 102 TOM 1 -3 -8 D5 59 OH ATTACK D -10 +0
c#2 98 SNARE DRUM 2 +0 +0 D#5 59 OH ATTACK D# -9 +0
D2 102 TOM 1 +3 -8 ES 59 OH ATTACK E -8 +0
D#2 101 RIM SHOT +0 +12 F5 59 OH ATTACK F -7 +0
E2 97 SNARE DRUM 1 +0 +0 F#5 59 OH ATTACK F# -6 0
F2 102 TOM 1 +9 +24 G5 59 OH ATTACK G -5 0
F#2 108 CLAPS +0 ~12 G#5 59 OH ATTACK G# -4 +0
G2 109 COWBELL +0 -20 A5 59 OH ATTACK -3 +0
G#2 111 SHAKER +0 +20 A#5 59 OH ATTACK A# -2 +0
A2 104 HI-HAT CLOSED +0 B5 59 OH ATTACK B -1 10
A#2 110 TAMBOURINE +0 -10 C6 59 OH ATTACK C high +0 +0
B2 105 HI-HAT OPEN +0 +24
Cc3 106 CRASH +0 +10
C#3 100 SNARE DRUM ROLL +0 £0

D3 107 RIDE —4 -24 03 Effect set

D#3 107 RIDE +4 24 _— . ok

E3 73 TUBE 1o o6 same as normal voice initial data

F3 73 TUBE -5 -20

F#3 73 TUBE +5 -14 04 Controller set
G3 82 DIGITAL ATTACK -7 +0 Vol Low Limi 0

G#3 82 DIGITAL ATTACK +7 +0 olume Low Limit =
A3 112 ANALOG PERCUSSION -5 +0 Device = 14
A#3 112 ANALOG PERCUSSION +5 =0

B3 77 BOW TRAN -5 +0
Ca 77 BOW TRAN +5 +0 05 Drum set name
c#4 80 BAMBOO 0 | 420 Name = INIT VOICE
DRUM SET DATA

8. Recall voice

Summary: Recall all data of the previously edited

voice.
Procedure:
From: drum set job directory (JuMP #271)
Select: 08:Recall
To execute: the recall operation press YES
To quit: without executing press NO or EXIT.

RECALL VOICE

ARE YOU SURE 7

CYes o No»
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If after editing a voice you exit voice edit mode
without storing, the edited voice data will be lost. In
such cases you can use this function to recall the
previously edited data into the editing buffer.

Note: This operation recalls voice data, not just
Drum Voice data, and is also available while
editing Common data, AFM Element data, or
AWM Element data. For details refer to Voice
Common 16. Recall.
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