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Conventions in the operation manuals

References to the M3 XPANDED

The M3 XPANDED is available in several models: the
88-key M3XP-88, the 73-key M3XP-73, the 61-key
M3XP-61, and the sound module by itself — the M3XP-
M. References in these manuals to “the M3” refer to all
of these models collectively.

Abbreviations for the manuals: OG, PG, VNL

In the documentation, references to the manuals are
abbreviated as follows.

OG: Operation Guide
PG: Parameter Guide
VNL: Voice Name List (PDF)

Procedure steps 1. 2. 3. ...
These indicate the steps of a procedure.

Symbols A, [, Note, Tips

These symbols respectively indicate a caution, a MIDI-
related explanation, a supplementary note, or a tip.

Example screen displays

The parameter values shown in the example screens of
this manual are only for explanatory purposes, and
may not necessary match the values that appear in the
Display of your instrument.

MIDI-related explanations
CC# is an abbreviation for Control Change Number.

In explanations of MIDI messages, numbers in square
brackets [ ] always indicate hexadecimal numbers.

KARMA® (Kay Algorithmic Realtime Music Architec-
ture) Technology has been licensed from Stephen Kay,
and is protected by U.S. Patents 5,486,647, 5,521,327,
6,084,171, 6,087,578, 6,103,964, 6,121,532, 6,121,533,
6,326,538, 6,639,141 7,169,997 and 7,342,166. Other pat-
ents pending.

KARMA® and the KARMA Logo are registered trade-
marks, and Generated Effect™ (GE), Melodic Repeat™,
Direct Index™, Manual Advance™, SmartScan™,
Freeze Randomize™, Random Capture™, Random FF/
REW™ and Scene Matrix™ are trademarks of Stephen
Kay, Karma-Lab LLC. This manual copyright © 1994-
2008 by KORG Inc. and Stephen Kay. All rights
reserved.

Screen shots from the KARMA software that appear
throughout this guide are © 1994-2008 by Stephen Kay,
Karma-Lab LLC. Used by permission. All rights
reserved.

KARMA Technology can be located on the internet at:
www.karma-lab.com.

This product uses the T-Kernel source code in compli-
ance with the T-License of the T-Engine forum (www.t-
engine.org).

Apple, Mac, FireWire and Audio Units are trademarks
of Apple Inc., registered in the US. and other countries.

Windows XP is a registered trademark of Microsoft
Corporation in the U.S. and other counties.

VST is a trademark of Steinberg Media Technologies
GmbH.

RTAS is a registered trademark of Avid Technology, Inc.,
or its subsidiaries or divisions.

All other product and company names are trademarks
or registered trademarks of their respective holders.
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Program mode

PROG Page Select

e Press the MODE PROG switch to select Program mode.

You can use the following ways to select the pages in
Program mode.

1. Press the PAGE SELECT switch to access “Page Select.”

“Page Select” shows an abbreviated name for each page.

The page in which you were prior to pressing the PAGE
SELECT switch is shown in light blue.

PROG Page Select

P1 Pz

Bazic/OT-Ctrls | OSC-Fitch Filterl Filter2
Pd F5 P&

Amp~EQ LFO AMS~Common KeuTrack

EARMA

P7-1 P7-2
KARMAL GE Setup-Module KARMAZ GE RTF.Ferf

]
IF% MFE-TF#

2. Select the desired page in the display.

Other ways to select pages

¢ Hold down the PAGE SELECT switch and press a
numeric keys 0-9 to specify a page number; you will
move to the corresponding page.

For example if you want to access the P4: Amp/EQ page,
hold down the PAGE SELECT switch and press numeric
key 4.

Note: For pages that consist of multiple subpages, such as
P3-1 and P3-2 or P7-1 and P7-2, the first of these pages
(P3-1 or P7-1) will be selected.

* You can press the EXIT switch to return to the PO: Play
page you selected most recently. Press the EXIT switch
once again to return to the Main page.

Page

Main content

PLAY

PO: Play

Select and play programs. (=p.2)

Simple KARMA editing. (==p.4)

Audio input settings and resampling
settings. (1==°p.8)

Editing from the control surface. (==p.14)

EDIT

P1:Basic/DT/Ctrls

Basic program settings, such as voice assign
mode. (1=p.25)

Drum track settings. (s=°p.28)

X-Y control settings. (=p.31)

SW1, 2,and slider function settings. (==p.35)
Pad note and velocity settings. (s=p.36)

P2:0SC/Pitch

Oscillator selection and pitch settings.
(=+p.37)

P3-1:Filter1

Filter 1 (tone) settings. (wp.47)

P3-2:Filter2

Filter 2 (tone) settings. (=rp.57)

P4: Amp/EQ

Amp 1,2 (volume) settings. (==p.58)
Amp 1,2 driver and pan settings. (=°p.64)
3-band parametric EQ settings. (s='p.65)

P5:LFO

LFO settings. (==p.66)

P6: AMS/Common
KeyTrack

AMS Mixer settings. (5=°p.70)
Common keyboard tracking settings.
(5°p.76)

< P7-1: KARMA1 Overall settings for KARMA, and settings for

= | GE Setup/Module | each module. (=p.77)

g P7-2: KARMA2 KARMA realtime parameter settings and
GE RTP/Perf performance parameter settings. (:=='p.91)

Oscillator output bus and master effect send

P8 IFX level settings. (5p.99)

5 . Insert effect routing, selection, and settings.

o (vp.100)

o Master effect routing, selection, and settings.
P9: MFX/TFX (==p.105)

Total effect selection and settings. (=p.106)




Program mode

PROG PO: Play

This is the main Program mode page for EDS Programs.
Among other things, you can:

® Select Programs

* Make basic edits to KARMA

® Set up the audio inputs and resampling options

¢ Check the control surface content, and control it.

m All MIDI data in Prog P0: Play is transmitted and

received on the global MIDI channel MIDI Channel
(Global 1-1a).

Tip: Auto Song Setup

The Auto Song Setup feature copies the current Program or
Combination into a Song, and then puts the M3 in record-
ready mode.

If inspiration for a phrase or song strikes you while you're
playing, you can use this function to start recording
immediately. For more information, please see “Tip: Auto
Song Setup” on page 196.

0-1: Main
PROG P8:Play Main [ S|

Category _ Menu
o1qllBank INT-& 56 Ebiacs J=[1e8.08
_1a—i

000 Jg:Te and 4

[ $%1: Dctave Down
[ sw2: Ribbon Lock
=4 €.5.: RT Contral

Low | PMidlHz]1  Hid High
900 Y

+A0E | 28k +a8.8 | +66.8

= -

0-Tc—r Pattern: ) Preset €3 PO18: Dancing Perky [5td]
Program:° |-AB18: Studio Standard Kit

i H |Samelingl Control
Ina'”J e IRTI: udioTn/ Surfac

0-1b—

1[

0-1a: Program Select

Bank (Bank Select)

[INT-A...F, GM, g(1)...9(9), g(d), USER-A...G]
This is the Bank containing the current Program.
The GM bank contains a full set of General MIDI 2

Programs, as well as variation sub-banks g(1)-g(9) (GM2
variation programs), and bank g(d) (drums).
Each time you press the BANK SELECT I-G switch, you'll

step through these variation banks in the following order:
G—g(1)—g2)...g(8)—g(9)—-G...

Bank Main contents

INT-A..E For preloaded programs (EDS)

INT-F For EXB-RADIAS programs

G GM2 capital programs

g(1)-(9) GM2 variation programs*

g(d) GM2 drums programs

USER-A..E For preloaded programs (EDS)
These are for user programs (EDS or EXB-RADIUS).
We recommend that you use USER-F to store

USER-F,G - : -
programs using multisamples you created in
Sampling mode.

¢ Rewritable banks INT-A-INT-E and USER-A-G each
contain 128 programs (a total of 1,536). Of the non-
rewritable banks, G contains GM2 capital programs,

g(1)-g(9) contain GM2 variation programs, and g(d)
contain GM2 drum programs.

e Bank INT-F can be selected if the optional EXB-RADIAS
is installed. If this is installed, 128 special programs for
the EXB-RADIAS will be available.

¢ Bank USER-F will be selected as the default destination
for writing resampled multisamples as programs when
using the menu command Auto Sampling Setup.

¢ The GM basic sounds will be selected for banks for
which there is no variation sound. (An “*” is displayed
at the beginning of the program name.)

¢ If the optional EXB-RADIAS is installed, the bank type
of the USER-A-G banks can be switched between EDS
and RADIAS. You won't be able to save programs in a
bank that is set to the wrong bank type. Use the Global
mode menu command Set Prog User-Bank Type to
make this setting. For more information, please see “Set
Prog User-Bank Type” on page 398.

A In banks such as INT-A and USER-E, PCM expansion
programs with a program name extensions such as
EX1, EX2, EX1&2, or EX3 will not be properly voiced
unless the corresponding multisamples are loaded.

For details on the factory Programs, please see the “Voice
Name List” (PDEF).

Bollnk C(r'regory Popup Telmpo
I Category I - L—
Bank INT—& 308 Keuboard | J=[158.88

B1000: Stereo Grand 4-Way 1 EX3

Program Select Popup Program Select

[0...127 (INT-A...F, USER-A...G),
1...128 (G, g(1)...9(9), g(d))]

Here you can select a program.

Program Select

To switch programs

® Select Program Select, use the numeric keys 0-9 to enter
a program number, and press the ENTER switch.

Select Program Select, and turn the VALUE dial or use
the A/V switches.

Note: In the P0: Play page (only), the VALUE slider oper-
ates as a program modulation source. You can’t use the
slider to select programs while in this page.

¢ From the Bank/Program Select menu, view and select
programs by bank.

e From the Category/Program Select menu, view and
select programs by category.

¢ Use a foot switch to switch programs. (see “Foot Switch
Assign” on page 387 and “List of Foot Switch
assignments” on page 619)

¢ Switch programs by transmitting a MIDI program
change from a connected external MIDI device.



PROG PO: Play 0-1: Main

Bank/Program Select menu:

1. Press the popup button at the left of Program Select to
open the Bank/Program Select menu.

2. Press one of the tabs on the left or right to select a spe-
cific bank.

The Variation button is active if Bank GM is selected.

Each time you press the Variation button, the bank will
switch in the order of G—g(1)—g(2)—... »g(8)—g(9)—G.

3. Select a program from the list. You can touch a Pro-
gram’s name directly, or use the Inc A and Dec V
switches.

Use the scroll bar to view information not currently shown.

4. Press the OK button to confirm your choice, or press the
Cancel button to exit without changing the Program.

Bank/Program Select menu

Tab— NCREER (—AEAS: Surnphony Strings EEEE_H
?ﬁ-‘}__g I~4@@1: M3 Grand Piano 14089 Session Brass | herb-p
ﬁ I-4@82; Pan Suit EP 2 l1-4818; Yibrato Flute ﬁi‘r@—cj
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?ﬁ-‘}__E |-AE04; Tremolo Oooly EFI-4812: 2 the Foint ﬁi}@_d
?Na?__,.— |-ABES: Dist Black Wurly |I-4813: Acoustic Bass 2 | ﬁi}é-@
& I-4@36: Clav Register A0 148 14: Super Analag Pad | Rank_g

& |-4BET: JazzFere Organ (I-A815: Rapper's Dlight

T B
Scroll bar - Cancel 0K

Category [00...17/00...07]

Here you can select the program category.

All programs are classified using eighteen main categories
and eight sub-categories. You can select a category, and then
select a program within that category. When you press the
popup button, the Category/Program Select menu will
appear.

Category/Program Select menu:

Here you can select programs by main category and sub-
category. All programs are classified into up to eighteen
main categories, and each category is classified into eight
sub-categories. You can use these main categories and sub-
categories to select programs.

1. Press the Category popup button (above the Program
Select parameter) to open the Category/Program Select
menu.

2. Press one of the tabs on the left or right to select the
desired category.

Note: If no Programs are assigned to a particular category or
sub-category, you won't be able to select its tab.
3. Select a program from the list.

You can touch a Program’s name directly, or use the Inc A
and Dec V switches.

If there are more Programs than can be shown on the screen
at one time, use the scroll bar to browse through the entire
Category.

Category/Program Select menu

=
=20
=

Category {42

tab B o |1-4BA1: M3 Grand Piano 1-4822: Stereo Bright Pis| M ig,
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P

s
e
B
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a8 17
Bazzs~5 4 | | ﬂ lzer l?J

Jump to Sub | Cancel | DK |

Scroll bar—

4. To select from a sub-category, press the Jump to Sub
button to access Sub Category/Program Select.

Press one of the left tabs to select a sub-category.

Note: Sub-categories not assigned to any programs cannot be
selected from the tabs.

Press the OK button to confirm your selection, or press the
Cancel button to cancel it. You will return to the main
categories.

Select B8; A.Piano

Sub-category —{ Rbiana PR |00 Classic Pisno+Dal
tab |a1
Synth | [-ABE1: M3 Grand Piane  |-4827: Stereo Piano+Dar
B2 Ep -AB28: Stereo Grand 4--AB2E: CPiano Dry SW2-
Feal EF
gF‘au/Ha I-4B821: Stereo Pro Piano I-4B29: Mew Harmonic Gr
Ll Ha
U o | 4822 Steren Bright Piz-ABSE: Natural Warm Gr
{0 o | -AB2E: Stereo Grand - I-ABS1: Dark Warm Gran:
{5 & | -A824: Stereo Grand 2-%-ABS2: Dynamic Grand P
User &
{1+ | -AB25: Stereo Concert P -AB3S: Grand PF On Stag
<1 P ]
Scroll bar— Cancel | 0K |

5. Press the OK button to confirm your choice, or press the
Cancel button to exit without changing the Program.

Note: You can assign a category to a Program in the Write
Program dialog.

J(Tempo) [40.00... 300.00, EXT]

This is the tempo for the current Program, which applies to
tempo-synced LFOs, KARMA, and tempo-synced effects.

040.00...300.00 allow you to set a specific tempo in BPM,
with 1/100 BPM accuracy. In addition to using the standard
data entry controls, you can also just turn the TEMPO knob,
or by playing a few quarter-notes on the TAP TEMPO
switch.

EXT shown if MIDI Clock (Global 1-1a) is set to External
MIDI or External USB. This is also shown if “MIDI Clock”
is Auto and MIDI clock data is being received from an
external device. If tempo is EXT, KARMA etc. will
synchronize to MIDI clock data from an external MIDI
device.
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0-1b:Program Information

The following information for the selected program is
shown.

SW1,Sw2

These are the functions controlled by the SW1, SW2 switches
of the KYBD-61/73/88.

Note: This setting is valid only if the KYBD-61/73/88 is
connected to the M3XP-M via the To Module connector.

C.s.

This indicates the currently selected control assignment.
Control via the control surface is available in any page.

FILTER 1,2
This indicates the filter type setting for filter 1 and 2.

AMPEGT1,2
This indicates the EG settings for amp 1 and 2.
EQ (Low, Mid[Hz], Mid, High)

This indicates the 3-band EQ settings. You can edit the
values.

0-1c: Drum Track

The drum track provides an easy way for you to play back a
rhythm section using the M3'’s high-quality drum programs
and rich variety of drum track patterns.

You can try out program phrases or edit programs while
listening to the drum track.

When you come up with a phrase you like, you can use the
Auto Song Setup function to easily record it into the
sequencer.

Pattern Bank [Preset, User]

Pattern No. [P000...671, U000...999]

Select the pattern you want to use in the drum track. You can
create user patterns in Seq P10: Pattern/RPPR- Pattern Edit.

Drum Track Program [I-A000...U-G127]
Select the program that will play the drum track pattern.

Note: You can also edit these parameters in Prog P1: Basic/
DT/Ctrls.

m The MIDI channel of the drum track is specified by the
Global P1: MIDI- MIDI Basic page DrumTrack Prog
MIDI Ch. MIDI message transmission for a pattern is
specified by Prog MIDI Out. Program changes are not
transmitted or received.

V¥ 0-1: Menu Command

* 0: Write Program =p.107

¢ 1:Panel-SW Solo Mode On =p.107
e 2: Exclusive Solo =p.108

¢ 3: Copy X-Y Motion =p.108

For more information, please see “Program: Menu
Command” on page 107.

0-5: KARMA GE
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This page lets you make basic adjustments to KARMA.

In Program mode you can use one KARMA module
(Module [A]).

Here you can select the GE (Generated Effect) used by the
KARMA module, specify the time signature of the
generated pattern, and view the content assigned to the
KARMA controllers.

Other settings are made in Prog P7 (see page 77-).
To enable or disable KARMA for the selected Program, use
the KARMA ON/OFF switch.

The states of the KARMA ON/OFF and LATCH switches,
the selected KARMA SCENES 1/5-4/8, and KARMA
Switches 1-8 and Sliders 1-8 are saved independently for
each Program.

0-5a: Program Select, Tempo

Bank (Bank Select)
[INT-A...F, GM, g(1)...9(9), g(d), USER-A...G]

[0...127 (INT-A...F, USER-A...G),
1...128 (G, g(1)...9(9), g(d))]

This shows the bank, number, and name of the currently
selected program. Here you can also select a program. For
more information, please see “0-la: Program Select” on

page 2.
J(Tempo) [040.00...300.00, EXT]

For more information, please see “J (Tempo)” on page 3.

Program Select

0-5b:Load GE Options, KARMA T.Sig
Load GE Options

These options let you specify whether the values and
assignments for the KARMA Sliders 1-8 and Switches 1-8
will be set automatically, be initialized, or be preserved
when you select a GE.

These options relate to the concept of RTC Models; for more
information, see “RTC Model” on page 194 of the Operation
Guide.

1. Press the Load GE Options button to open the Load GE
Options dialog box.
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Load GE Options

(&) futo RTC Setup
[W] Use RTC Model  [M] Reset Scenes
(D Clear RTC Setup

O Keep RTC Setup

Cancel oK

2. Specify how you want the KARMA controllers and
scene settings to change (or be preserved) when you
select a different GE.

Auto RTC Setup: When you select a GE, the settings for the
KARMA Sliders 1-8 and Switches 1-8 will be made
automatically. This means that when you select a GE, you
will be able to use the sliders and switches to control the
phrases or effect variations without having to reassign the
settings yourself.

Clear RTC Setup: When you select a GE, all KARMA
controller and scene settings will be cleared (initialized). The
Control Surface Sliders and Switches will have no effect on
the GE.

Keep RTC Setup: Even if you select a GE, the current
KARMA controller and scene settings will be preserved. Use
this setting if you want to preserve the current KARMA
controller and scene settings because you are selecting a GE
whose assigned GE parameters are exactly the same (using
the same RTC Model), or if you want to keep the current
KARMA controller settings and edit them yourself as
necessary.

3. If you choose the Auto RTC Setup setting, check or
uncheck the Use RTC Model option box to specify how
the automatic settings will be made.

On (checked): The current KARMA controller assignments
and values will be cleared, and new settings will be made
according to the RTC Model specified for each GE. However
if you select a GE whose RTC Model is Custom, all KARMA
controller and scene settings will be initialized (the same as
if you've selected Clear RTC Setup On). Normally you will
leave this on.

Off (unchecked): The current KARMA controller
assignments and values will be preserved as much as
possible. For example, you might select a drum pattern GE
with this setting turned On (checked), edit some of the
KARMA Scene settings appropriately for that GE, and then
turn this Off (unchecked) when trying out a different drum
pattern GE, thereby applying the settings you made to the
new GE.

Note: If you turn on Auto RTC Setup and turn off Use RTC
Model, the current KARMA controller settings will be
preserved as much as possible, relative to the state of the GE
Real-Time Parameters. However if (for example) the newly
selected GE does not have the same realtime parameters,
some of the KARMA controller settings will be cleared.
Normally you will use this setting if you want to keep the
KARMA controller settings.

4. If you turned on Use RTC Model (checked), use Reset
Scenes to specify whether scene settings will be reset or
preserved when you select a GE.

On (checked): When you select a GE, the current settings of
scenes 1-8 will be reset to the stored GE settings.

Off (unchecked): The current settings of Scenes 1-8 will be
preserved. Choose this if you intend to select a different GE
that has the same RTC Model and want to continue using
the same scene settings.

A Even if this is Off (unchecked), the settings will be reset
if you select a GE for which a different RTC Model is
specified.

R If Use RTC Model is Off (unchecked), the Reset Scene
option is unavailable.

5. Click the OK button to apply the settings of the dialog
box, or click the Cancel button to return to the settings
before you opened the dialog box.

Note: The RTC Model associated with a GE can be viewed on
the Control Surface page when it is set to KARMA, and in
the VNL.

KARMA T.Sig (KARMA Time Signature)
[GE/TS, 1/4...16/4, 1/8...16/8, 1/16...16/16]

This specifies the time signature of the phrases or patterns
generated by the KARMA Modules.

The internal time signature of the phrase or pattern is
determined by the GE, but you can set this parameter to
change the time signature.

GE/TS: The initial time signature specified by each KARMA
Module will be used.

1/4...16/16: Specify the desired time signature. In
Combination and Sequencer modes, this will change the
time signature for all four KARMA Modules.

GE Category Select RTC Model KARMA T.Sig
|
Load GE |/ o Auto RTC Setup KARMA
Options -Lead GE Options |12 L1 i/kecsoenes | Toig 69 GE”TSJ
Module-| FloduTel] $6ated

GE Seletha 1277 Endlezzly Rizing

el T— RTC Model: GC1 - Gated CCs 1

[ Link To Drum Trk

0-5c: GE Select

The phrases and patterns produced by a KARMA Module
are generated by a GE (Generated Effect).

Based on input note data from the keyboard, the GE creates
phrases and patterns using numerous internal parameter
settings to control the development of the note data, the
rhythm, the chord structure, the velocity etc.

MIDI control changes and pitch bend etc. can also be
generated in synchronization with the phrase or pattern. In
this way you can produce phrases and patterns in which the
GE freely varies the tone or pitch. The GE can be selected
independently for each KARMA Module.

In Program mode you can use one KARMA Module
(Module [A])).

Module A:

GE Select [Preset 0000...2175,
USER-A...H 000...127]
This selects the GE for the KARMA module. There are a total
of 3,200 to choose from: 2,176 preset GEs, and 1,024
rewritable User GEs (8 banks of 128 each).

Preset GEs are part of the system software.

User GEs may be included with new banks of sounds, and
can also be created using KARMA M3 software (dedicated
software for the M3*). For more information on loading User
GEs, see “21) Load .KGE” on page 420.

* Made by Karma-Lab (http:/ /www.karma-lab.com).
Macintosh and Windows are supported. English version
only.

GE Bank Select [Preset...USER-H]

This selects the GE bank. The Preset bank is part of the
system software; User banks can be loaded from media or
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via System Exclusive. For more information, see “GE
Select,” above.

fN GE Select

Preset GE _| Preset - qe Orch.5trings 1
f—

Bank
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faphon < _ o
Cancel | (114 |
GE Category Select [Arpeggio...Real-Time]

This lets you select a GE by category, from Arpeggio
through Real-Time.

RTC Model
This shows the RTC Model of the GE selected by GE select.

RTC stands for “Real Time Control.” RTC models provide a
level of standardization for controlling the over 200 internal
parameters of a GE.

Link to Drum Trk [Off, On]

This links KARMA with the pattern playback of the drum
track.

On (checked): The KARMA performance will be linked
with the starting and stopping of the drum track. If this is
On, the front panel LINKED LED (located between the
DRUM TRACK ON/OFF and KARMA ON/OFF switches)
will light.

If you turn on the KARMA ON/OFF switch and play the
keys of the KYBD-61/73/88 (or receive a note-on message),
KARMA will not be triggered. When you turn on the DRUM
TRACK ON/OFF switch, KARMA will start the moment the
drum track starts.

When you turn the DRUM TRACK ON/OFF switch on
(when Trigger Mode is Start Immediately), KARMA will be
triggered and will begin operating. When KARMA
“LATCH” is on, and “Trigger Mode” is Wait KBD Trig, it
will begin operating when you play a key (or receive a note-
on message).

If you turn the DRUM TRACK ON/OFF switch off while
KARMA is operating, KARMA will also stop if KARMA
“LATCH” is Off.

Off (unchecked): KARMA will not synchronize with the
drum track.

V¥ 0-5: Menu Command

* 0: Write Program s=p.107
1: Panel-SW Solo Mode On =p.107
2: Exclusive Solo =p.108
3: Copy X-Y Motion w=p.108
4: Copy KARMA Module =p.115
¢ b5:Initialize KARMA Module =p.116
6: Copy Scene s=p.116
7
8

: Swap Scene =p.116

: Capture Random Seed =p.117

For more information, please see “Program: Menu
Command” on page 107.

0-6: KARMA RTC
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Using the control surface for KARMA settings

You can use the control surface to control the KARMA
function’s KARMA Switches and KARMA Sliders. You can
make these settings using the front panel mixer section, or in
the P0: Play— Control Surface page display. The following
explanation describes how to make settings from the front
panel.

KARMA Switches
1. Press the CONTROL ASSIGN KARMA switch.

2. Press the MIX PLAY/MUTE 1-8 switches to turn the
KARMA Switches On/Off.

KARMA Sliders
1. Press the CONTROL ASSIGN KARMA switch.
2. Move the MIX VOLUMES 1-8 sliders.

MODULE CONTROL and scene switching
In Program mode, only KARMA Module A can be used.

In Combination and Sequencer modes, the four modules A,
B, C, and D can be used. Use the MODULE CONTROL
switch to switch between them.

There are eight KARMA scenes, and you can use the
SCENES 1/5-4/8 switches to switch between them. Each
scene memorizes the settings of the KARMA Switches 1-8
and KARMA Sliders 1-8. By switching scenes, you can
instantly switch between these settings to add even more
variety to the sound generated by KARMA.

When you press the CONTROL ASSIGN KARMA switch,
the 1-4 or 5-8 LED will blink as the next choice. When you

press one of the 1/5-4/8 switches, the corresponding
KARMA scene will be selected.

0-6a: Program Select, Tempo

Bank (Bank Select)
[INT-A...F, GM, g(1)...9(9), g(d), USER-A...G]

[0...127 (INT-A...F, USER-A...G),
1...128 (G, g(1)...9(9), g(d))]

This shows the bank, number, and name of the currently
selected program. Here you can also select a program. For
more information, please see “0-la: Program Select” on

page 2.
J(Tempo) [040.00...300.00, EXT]

For more information, please see “J (Tempo)” on page 3.

Program Select
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0-6b: CCs/Notes Graphic

KARMA Module Info:
Module

This indicates module A.
CCs/Notes, Scan Zone

e LR UL LR ILLL IR ILLR L LD BILLERICLR DL LILAL LR ILLL LR ILER L EILLEILRILE
[ QI 1 1 1 1 ]

Module CCs Notes Scan Zone

This is a real-time display of the notes or CC# message
generated by the KARMA Module (Module [A]).

The Key Zone settings of the KARMA Module are displayed
as a solid blue line under the notes display. For more
information, please see “Zone:” on page 77.

KARMA Value

When you operate the KARMA Sliders 1-8 or KARMA
Switches 1-8, the number and value of the GE Real-Time
Parameters or Perf Real-Time Parameters you are
controlling will be displayed. This lets you see which
parameters are being controlled by the slider or switch, and
how.

Display example
Module & GE Name Selected Switch/Slider ‘/ Realtime Control name
l[ﬁdlesﬁlg Rizing

Ehuthm Multiplier

Eiﬂﬁ

Scene Chord Name

EI[EE: L)
Module ID Par\

ameter No. Parameter Value
Stored Scene No.

Module & GE Name
This shows the KARMA module and GE.

Scene

This shows the currently selected scene.

Stored Scene No.

This is the scene number that is stored in the Program and
initially selected when the Program is loaded.

Chord Name

This shows the chord name detected by the KARMA
module.

Note: Chord detection is affected by the following
parameters.

® Prog 7-7-1: Program Select, Load GE Options, KARMA
T.Sig, Tempo, Key Zone

e Transpose (Prog 7-1-7: Module Parameter-Control)

® Destination (Prog 7—2-3: Dynamic MIDI) Chord Scan
and Smart Scan

Selected Switch/Slider [SW1...8, SL1...8]

This shows the KARMA Sliders 1-8 or KARMA Switches 1-

8 you are currently operating or that was last selected.

Realtime Control Name

This shows the full name of the realtime control you are
currently operating or that was last selected. Parameter
assignments are made in the P7-1: KARMA2- Names page.

Module ID [A, P]

This shows which parameters you are controlling from the
KARMA Sliders 1-8 or KARMA Switches 1-8.

A: Shows that KARMA Module A is being controlled. In this
case, you are controlling a GE Real-Time Parameter. (Note
that in Program mode, only Module A is available.) The
following number identifies the specific parameter within
the module. For instance, A22 is parameter 22 of Module A.

P: Shows that the slider or switch is controlling a
Performance Real-Time Parameter.

Parameter No. [01...32]

When Module ID is A (KARMA Module A), this area shows
the GE Real-Time Parameter number 01-32 that you are
controlling (7-2: KARMAZ2- GE RTP). If Module ID is P, this
area shows the Performance Real-Time Parameter number
01-08 (7-2: KARMAZ2- Perf RTP) that you are controlling.

A slider or switch can have many parameters assigned to it.
A maximum of four assigned parameters can be displayed
here in the available space.

To change the parameter assignments, use the KARMA GE
RTP and Perf RTP pages. For more information, please see
7-2: KARMA- GE RTP page, and Perf RTP page.

Parameter Value

This shows the value of the GE or Performance Real-Time
Parameters assigned to the selected Slider or Switch. The
range can vary, depending on the individual parameters.
The range of the displayed value will depend on the
parameter. The display and value will change when you
operate the slider or switch.

Note: The number and value of the GE realtime parameters
and performance realtime parameters are shown as far as

can be displayed.

0-6¢: RealTime Controls

This displays the names and stored settings of KARMA
Switches 1-8 and KARMA Sliders 1-8.

1,2,3,4,56,7,8:

This shows the current settings of KARMA Switches 1-8
and the KARMA Sliders. The explanation below will
mention only Switch 1 and Slider 1. Switches 2-8 and Sliders
2-8 are the same as 1.

KARMA Switch1

This shows the current KARMA Switch 1 setting.

If Control Assign is KARMA, you can use the control
surface switches and sliders to control KARMA Switches 1—
8 and KARMA Sliders 1-8. You can also operate them by
directly pressing the switch shown in the display.

KARMA Switch1 Stored Value

This shows the setting of KARMA Switch 1 that is written
into the program.

KARMA Switch1 Name

This shows the name of KARMA Switch 1 (abbreviated
name).

You can assign this name in Prog 7-2: KRMA2 — Names.

KARMA Slider1
This shows the current setting of KARMA Slider 1.

If Control Assign is KARMA, this is linked with operations
of control surface slider 1. In addition, you can directly press
the slider shown in the display and then use the VALUE
slider, A /V switches, or VALUE dial to adjust the value.

Touch-dragging is also supported. (“Using touch-dragging
to edit” on page 203)
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KARMA Slider1 Stored Value

This shows the setting of KARMA Slider 1 that is written
into the program.

KARMA Slider1 Name

This shows the name of KARMA Slider 1 (abbreviated
name).

You can assign this name in Prog 7-2: KRMA2 — Names.

V¥ 0-6: Menu Command

* 0: Write Program =p.107
1: Panel-SW Solo Mode On =p.107
2: Exclusive Solo =p.108
3: Copy X-Y Motion =p.108
4: Copy KARMA Module =p.115
¢ 5:Initialize KARMA Module =p.116
6: Copy Scene =p.116
7: Swap Scene =p.116
¢ 8: Capture Random Seed w=p.117
9: Auto Assign RTC Name =p.118

For more information, please see “Program: Menu
Command” on page 107.
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This page lets you adjust the volume, pan, effects sends, and

bussing for the audio inputs, including analog inputs 1-2

and the S/P DIF L/R digital inputs. It also controls the

sampling-related settings for Program mode.

0-7b— —0-7¢c

Save to: ) RAM  Mode: € Steres

The M3 can sample external audio from the analog or S/P
DIF inputs, at 48 kHz 16-bit resolution, in mono or stereo.
You can record samples into RAM, or sample directly to
media.

You can also digitally resample the complete sound of a
Program, played polyphonically, live or sequenced,
including any effects and KARMA-generated events.
Finally, you can also use the M3 as a 4-in, 6-out effects
processor.

You can combine any and all of these features at once. For
instance, you can sample a live guitar riff from the audio
inputs, processed through M3 effects, while listening to and
either recording or not recording a KARMA-generated
phrase.

Note: If the EXB-FW option is installed, FireWire audio
input/output will be added. This gives you a total of 6-in
and 6-out.

Using the control surface to make audio input set-
tings

You can use the control surface to make Play/Mute, Solo
On/Off, and Volume settings for the audio input. These
settings can be made from the front panel mixer section, or
in the display of the P0: Play— Control Surface page. Here we
will explain how to use the front panel.

K If Use/Edit Global Setting is on, the control surface will
control the Global mode settings.
PLAY/MUTE

1. Press the CONTROL ASSIGN MIXER switch to make
INPUTS light.

2. Press a MIX PLAY/MUTE 1-4 switch to change the
PLAY/MUTE status of each input.
SOLO On/Off

1. Press the CONTROL ASSIGN MIXER switch to make
INPUTS light.

2. Choose the menu command “Panel-Switch Solo Mode
On.” (A check mark will appear when you select this.)

3. Press a MIX PLAY/MUTE 1-4 switch to change the solo
on/off status of each input.
Audio Volume

1. Press the CONTROL ASSIGN MIXER switch to make
INPUTS light.

2. Use the MIX VOLUMES 1-4 slider to control the vol-
ume.
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Note: If the EXB-FW option is installed, you can use the 5, 6
switches and 5, 6 sliders to control the above PLAY/MUTE,
SOLO On/Off, and Audio Volume settings of the FireWire
inputs.

0-7a: Audio Input
Use Global Setting [Off, On]

Programs can use the single, Global audio input mixer
setup, or can instead have their own custom settings. The
Global settings are described under “0-3: Audio,” on
page 376.

When Use Global Settings is On, the Program uses the
Global settings. This is the default, and lets you change
freely between different Programs and Combinations
without affecting the audio inputs.

Note: FireWire 1 and 2 are enabled if the EXB-FW option is
installed.

Also, any edits made on this page will affect the Global
setting, along with any other Programs, Combinations, or
Songs which use the Global setting.

On the other hand, it may sometimes be convenient to save
a particular mixer setup with an individual Program, to set
up special sub-mixer settings or effects processing for
particular inputs. For example, you can set up a Program to
use a mic input with a vocoder, as described under
“Example: Vocoder (Program)” on page 444, and page 535.

In this case, set Use/Edit Global Setup to Off, and the audio
inputs will use the Program’s custom settings.

Input [Analog, S/P DIF, (FireWire)]

Analog: The INPUT 1 and 2 jacks will input mic level or line
level signals.

S/P DIF: A digital audio from the S/P DIF IN jack will be
input. Connect the digital output of your instrument or DAT
etc. to the S/P DIF IN jack. Inputl shown below specifies the
input to the L side of S/P DIF, and Input?2 specifies the input
to the R side. The S/P DIF input/output supports 48 kHz
sample rates.

K If you want to use S/P DIF, set System Clock to S/P
DIFE. For more information, please see “System Clock”
on page 375.

FireWire: If the EXB-FW option is installed, input a digital
audio signal from the FireWire connector. The sample rate of
the FireWire input/output is 48 kHz.

Note: For details on FireWire input, please see “M3 Editor/
Plug-In Editor Manual” (PDF).

Note: You can make settings independently for analog and
S/P DIF. Make this Input setting first, and then specify the
Inputl and Input2 parameters. You can also input from
multiple external audio sources at the same time.

Input 1, Input 2:
PLAY/MUTE [PLAY, MUTE]

This shows whether the external audio signal being input is
in PLAY or MUTE status.

You can use the MIX PLAY/MUTE 1-4 switches to change
this.

Mute: The input sound will be muted (silent).
Play: The input sound will be heard.
Tip: You can use the control surface to control this parameter.

For more information, please see “Using the control surface
to make audio input settings” on page 8.

SOLO On/Off [Off, On]

This indicates the SOLO status of each external audio signal
input.

If the menu command Panel-Switch Solo Mode is checked,
you can use the MIX PLAY/MUTE 1-4 switches to change
this setting.

Tip: You can switch the Panel-Switch Solo Mode on/off by
holding down the ENTER switch and pressing numeric key
1.

Sound will be output only from channels for which SOLO is
On. Other channels will be muted.

The Solo function includes the oscillators in Program mode,
the timbres in Combination mode, and MIDI tracks and
audio tracks in Sequencer mode.

The way in which the Solo function operates will depend on

the setting of the Exclusive Solo menu command in each

mode.

Exclusive Solo Off: You can solo multiple audio inputs. The

solo status will change each time you press Solo On/Off.

Exclusive Solo On: Pressing a SOLO button will solo only

that audio input.

A The SOLO setting is not memorized when you Write a
Program.

Tip: You can hold down the ENTER switch and press

numeric key 2 to switch Exclusive Solo On/Off.

Tip: You can use the control surface to control this parameter.

For more information, please see “Using the control surface
to make audio input settings” on page 8.

Level [000...127]

This controls the level of the external audio signal. The
default is 127.

The analog audio signals from AUDIO INPUTS 1, 2 are
converted into digital form by an A/D converter. This
parameter sets the level of the signal immediately after this
conversion.

Audio input/output
"Audio Input" (0-7a)
Bus(IFX/Indiv.) ”SLO/U'{ce Bus" (0-7b)
1 = K =
ADC OVERLOAD I /R or IFX1-5 CUTP I Samping
A \ H A A L-M:
AUDIO INPUT 1,2 ADC)— —Z Mo JStereo
T i =l .
igital =2 L REC S Sef
{MIN...MA&() Converter [127-0d8] "Mode" (07b] ©
Maste
Effects
A A
[s/P DIFIN (L, R) 2
"level" "Pan" "Recording Level" (07|
[127=0d8] [oinf .. 0.0dB ... JIB.OLB]
OPTION: L/MONO - AUDIO
FIREWIRE IN (L R} G ¢ JouredT
"level" "Pan"
[127=0d8]
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If the sound is distorted even though this level setting is
very low, see “Tips for eliminating distortion when using the
analog inputs,” below.

Tip: You can use the control surface to control this parameter.
For more information, please see “Using the control surface
to make audio input settings” on page 8.

Avoiding extraneous noise

K If audio cables are connected to AUDIO INPUTS 1, 2,
any noise carried by the cables will enter into the M3
mixer structure. Similarly, the S/P DIF (or option EXB-
FW) input may carry noise from external devices. This
may include hiss, hum, and other audio noise.

To avoid noise from unused audio inputs, either:

* Set the input’s Level to 0

or

* Set all of the bus assignments to Off, including Bus

Select (IFX/Indiv. Out Assign), AUX Bus, and FX
Control Bus

If no audio cables are connected to AUDIO INPUTS 1, 2,
the input signals are forced to zero, preventing any addi-
tional noise.

Pan [L000...C064...R127]

This specifies the panning of the external audio input signal.
When using two inputs for a stereo audio source, you'll
normally set the inputs to L000 and R127 respectively.

[L/R, IFX1...5, 1...4, 1/2, 3/4, Off]

This specifies the bus for the external audio input signal.

Bus Select

L/R: The external audio input signal will be sent to the L/R
bus.

IFX1, 2, 3, 4, 5: The external audio input signal will be sent to
the IFX1-5 bus. Choose one of these settings if you want to
apply an insert effect while sampling.

1, 2, 3, 4: The external audio input signal will be sent, in
mono, to INDIVIDUAL outputs 1, 2, 3, and 4. Pan does not
apply in this case.

1/2, 3/4: The external audio input signal will be sent to the
individual outputs in stereo pairs.

Off: The external audio signal will not be input.

FX Bus (FX Control Bus) [Off, 1, 2]

This sends the external audio input signal to the FX Control
busses (two mono channels; 1, 2). For more information,
please see “FX Control Buses” on page 443.

AUX Bus [Off, 1, 2,3,4,1/2,3/4]

This sends the external audio input signal to the AUX busses
(four mono channels; 1, 2, 3, 4).

The AUX buses are used when sampling in each mode.

You can sample these signals by setting the sampling Source
Bus (Prog 0-7b) to AUX bus.

Normally, you will set Source Bus to L/R, and sample the
signal from the L/R bus. However, you can use the AUX
buses in situations such as when you want to apply an effect
to an audio signal and sample it while listening to the
keyboard performance being sent to L and R outputs or to
the playback of an external audio CD. You can mix multiple
audio inputs to AUX buses, or mix the direct signal of the
audio input with the post-insert-effect sound, and then
sample the result. For more information, please see the
diagram “Source Bus = AUX 1/2” on page 12

Off: The sound will not be output to the AUX buses.
Normally you will leave this off.

1, 2, 3, 4: The external audio input signal will be sent to the
specified AUX bus. The Pan setting is ignored, and the
signal is sent in monaural.

1/2, 3/4: The external audio input signal will be sent in stereo
to the specified pair of AUX busses. The Pan setting sends
the signal in stereo to busses 1 and 2 or busses 3 and 4.

Note: If the EXB-RADIAS is installed, you can use the AUX
buses to route the signal from the mixer or effect section to
the RADIAS’ oscillator or vocoder.

Send1 [000...127]
Send2 [000...127]

These adjust the levels at which the external audio input
signal is sent to the master effects.

Send1: Send the signal to master effect 1.

Send2: Send the signal to master effect 2.

If Bus Select is set to IFX1-5, the send levels to the master
effects are set by the post-IFX1-5 Send1 and Send2 (Prog 8-

2a). For more information, please see “Audio Input, S/P DIF
IN, FireWire” on page 449.

ADC OVERLOAD'!

If the signal level from AUDIO INPUT 1, 2 jacks is too high,
the “ADC OVERLOAD!” indication will appear. You'll need
to adjust the MIC/LINE gain select switches and/or LEVEL
knobs, or the output level of your external audio source.

0-7b:Sampling Setup

Source Bus [Analoginput1/2,S/P DIF IN L/R,
(FireWire IN L/R), L/R, AUX1/2, AUX3/4, Indiv.1/2,
Indiv.3/4]

You can sample in stereo from any pair of audio inputs,
from the two stereo AUX busses, or from the signal at any of
the 7 outputs (Analog Input and Indiv. 1/2-3/4).

When you sample from an output pair or AUX bus, you'll
record all audio sent to the output or bus, including internal
Programs or Combinations, effects, and audio inputs.

When sampling in stereo, the odd-numbered channel (such
as 1, or 3) corresponds to the left channel, and the even-
numbered channel (such as 2, or 4) corresponds to the right.

Analog Input 1/2: Choose these settings to sample directly
from the analog audio inputs, without any other processing
by M3. The settings on the Audio Inputs mixer, including
volume, pan, busses, sends, mute, and solo, will have no
effect on the recorded audio.

For more information, please see the diagram “Source Bus =
Audio Input 1/2” on page 11.

S/P DIF IN L/R: Choose this setting to sample the S/P DIF
input directly, without any other processing by M3. The
settings on the Audio Inputs mixer, including volume, pan,
busses, sends, mute, and solo, will have no effect on the
recorded audio.

For more information, please see the diagram “Source Bus =
S/PDIFIN L/R” on page 11.

FireWire IN L/R: Choose this setting if you want to sample
the input from the FireWire connector of the EXB-FW
option. This lets you directly sample the inputs of the
FireWire connector without routing the signal through the
L/Rbus, AUX buses, or Individual buses. The FireWire L/R
inputs will be connected directly, regardless of the Audio
Input (Prog 0-7a) Bus Select, Pan, and Level settings.

For more information, please see the diagram “Source Bus =
FireWire IN L/R (Option)” on page 11.

L/R: This lets you sample the signal heard at the main L/R
outputs, including any processing by TEX. This is the
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default setting. For more information, please see the the main outputs. For example, you can play a guitar
diagram “Source Bus = L/R” on page 11. through M3 IFX while listening to a KARMA drum phrase,
AUX 1/2, AUX 3/4: These let you sample the signals sent to and record the processed guitar without recording the

the AUX 1/2 or AUX 3/4 busses. drums.

Using the AUX busses, you can isolate one or more sounds
for sampling-even if the sounds are also being mixed into

Source Bus = Audio Input 1/2 v
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1:Mono

R-Mono JStereo

A
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Source Bus = AUX Bus 1/2

AUXBus= 1/2 = = -,

&
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Individual Programs, Combi Timbres, Sequencer Tracks,
audio inputs, and Insert Effects can all be routed to the AUX
busses, in addition to their main output/IFX bus settings.

For more information, please see the diagram “Source Bus =
AUX1/2” on page 12.

Indiv.1/2, Indiv.3/4: This lets you sample the individual
output busses. For more information, please see the diagram
“Source Bus = Indiv. 1/2,” above.

Trigger [Sampling START SW, Note On]

Specifies how sampling will be initiated.

Sampling START SW: Pressing the SAMPLING REC switch
will cause the M3 to enter sampling-standby mode, and
sampling will begin when you press the SAMPLING
START/STOP switch.

Note On: Press the SAMPLING REC switch and then press

the SAMPLING START/STOP switch to enter sampling-

standby mode. Sampling will begin when you play the

keyboard.

m Sampling will also begin if a MIDI note-on is received
(instead of playing the keyboard).

Regardless of the settings you're using, press the

SAMPLING START /STOP switch once again when you've

finished sampling. Alternatively, sampling will end

automatically if the specified “Sampling Time” elapses.

Metronome Precount [Off, 4, 8, 3, 6]

This specifies whether the metronome will sound a count-
down before sampling begins. This can be set only if Trigger
is set to Sampling START SW.

Off: Sampling will begin immediately when you press the
SAMPLING START /STOP switch from recording-standby
mode.

4, 8, 3, 6: When you press the SAMPLING START/STOP
switch from recording-standby mode, the metronome will
count the specified number of beats at the J (Tempo) tempo,

and then sampling will begin. If you set this to 4, sampling
will begin on the count of 0 after a pre-count of 4-3-2-1-0.

The output destination and level of the metronome sound
are specified by the menu command Metronome Setup. If
Bus (Output) Select is set to L/R, the metronome will stop
sounding the instant sampling actually begins.

[RAM, MEDIA]

Specifies the destination to which the data will be written
during sampling.
RAM: The sound will be sampled into RAM memory.

A sample written into RAM memory can be heard
immediately in Program mode or Sampling mode. Use the
menu command Select Bank & Smpl No. (Select RAM Bank
& Sample No.) to specify the Sample No. and to make
settings for automatic conversion to a program.

A Data written into RAM memory will be lost when the
power is turned off, so you must save it if you want to
keep it.

Note: If Save to is set to RAM, the +12 dB (Sampling 2-1d)

setting will be applied to the sample sampled to RAM. If

+12 dB is on, a one-voice sample will have a playback level
approximately +12 dB higher, so that the level will be the
same during playback as it was while sampling.

If you've selected the Auto +12 dB On check box in the

Select Bank & Smpl No. menu command, the +12 dB
setting will automatically be turned on for sampling.

Save to

MEDIA: Sample to an external hard disk etc. connected to
the USB A connector.

When you sample, a WAVE file is created on the media. Use
the Select Directory menu command to specify the writing-
destination media and directory.

To open the resulting sample, you can either use Media
mode to load the sample into RAM, or use Select Directory
etc. to select the file and then press the SAMPLING START/
STOP switch.
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A If you connect a USB device to the USB A connector, use
the menu command Scan USB device (Media— Media
Information page) to mount the device.

Mode (Sample Mode) [L-Mono, R-Mono, Stereo]

Specifies the channel(s) that you want to sample, and specify
whether a mono or stereo sample will be created.

The L and R channels of the bus specified by Source Bus
(Prog 0-7b) will be sampled.

L-Mono: The left channel of the Source Bus will be sampled
in mono.

R-Mono: The right channel of the Source Bus will be
sampled in mono.

Stereo: The L and R channels of the bus specified by Source
Bus will be sampled in stereo. This will create a stereo
multisample and samples. For more information, please see
“About stereo multisamples and stereo samples” on

page 319.

Sample Time [min sec]

This sets the amount of time that you wish to sample. This
can be set in 0.001 second increments.

Immediately after the power is turned on, this parameter
shows the maximum available sampling time, equivalent to
the entire amount of free RAM. Each time you press STOP
after sampling to RAM, the change in remaining sample
time will be displayed automatically.

If Save to is set to MEDIA, the maximum value is
determined by the free space on the current media, as
specified by the Select Directory menu command.

Tip: If you have sufficient RAM memory, it’s a good idea to
set a generous amount of Sample Time. After you sample,
you can then use the Truncate menu command to delete
unwanted portions of the sample, and reduce it to the
minimum size necessary. For more information, please see
page 351 and page 358.

You can also press the SAMPLING START /STOP switch to
manually stop sampling after you have recorded the desired
material. For more details on sampling, please see “Basic
sampling procedure” on page 112 of the Operation Guide.

K If Save to is set to RAM, and you continue sampling
with the Auto Optimize RAM (Global 0-2a) option
unchecked, wasted space will develop in memory,
decreasing the amount of available RAM. In this case,
use the Optimize RAM menu command to recover the
wasted space.

Note: Free Sample Memory (Sampling 0—4a) in Sampling
mode lets you check the remaining amount of RAM.
Note: The various Recording Setup settings are not made
independently for each program; they apply to the entire
Program mode.

0-7c: Recording Level [dB]

Recording Level [-Inf,-72.0 ... +0.0 ... +18.0]
This adjusts the signal level at the final stage of sampling.
The Recording Level setting is made for Program mode as a
whole, and is not saved independently with each Program.
Level Meter

This shows the signal level at the final stage of sampling,
after any adjustments on the Audio Inputs page, any effects,
etc. The meter is active only during standby mode and
recording.

CLIP!

If 0 dB is exceeded, the display will indicate “CLIP !” This
means that the level of the sampling signal is too high; in

this case, adjust the Recording Level, and if necessary follow
the instructions under “Tips for eliminating distortion when
using the analog inputs,” below.

Setting levels
For the best results, set the levels as described below:
1. Press the SAMPLING REC switch.

M3 will enter sampling standby mode, and the Level Meter
becomes active.

2. Initially, set the Recording Level to 0.0dB.

3. Adjust the level of the input signal so that it is as high
as possible without activating the CLIP ! or ADC
OVERLOAD! messages.

If you're using AUDIO INPUTS 1 and/or 2, adjust the
volume using rear-panel MIC/LINE switches and LEVEL
knobs.

If you're using or the S/P DIF input, adjust the output level
of your external audio source.

If you're sampling external audio through the internal
effects, you may also need to adjust the individual effects
input and/or output level parameters.

If you're using internal sounds, adjust the levels using the
control surface, effects input/output trim, etc.

4. If the level is still not high enough, increase the
Recording Level using the on-screen slider.

Again, the goal is to get the level as high as possible without
activating the CLIP ! or ADC OVERLOAD! messages.

Tips for eliminating distortion when using the an-
alog inputs

If sound from the analog inputs is distorted, but the CLIP !
message doesn’t appear, it’s possible that distortion is
occurring at the analog input stage, or that distortion is
being caused by the settings of the internal effects.

If the “ADC OVERLOAD!” message appears above the
Recording Level meters, the distortion is due to excessive
levels at the input. In this case, either lower the output level
of the external audio source, or (for inputs 1 and 2 only)
adjust the MIC/LINE gain select switch and LEVEL knob so
that this message does not appear.

If there is distortion, but the “ADC OVERLOAD!” message
does not appear, it’s possible that the distortion is being
caused by the settings of the internal effects. To solve this
problem, either lower the input Level (see “Level,” above),
or adjust the effects settings (such as changing the
individual effect Input Trim parameters).

V¥ 0-7: Menu Command

* 0: Write Program sp.107

¢ 1:Panel-SW Solo Mode On =p.107
* 2: Exclusive Solo =p.108

¢ 3: Copy X-Y Motion sp.108

* 4: Metronome Setup =p.108

* 5: Optimize RAM w=p.108

¢ 6: Select Bank & Sample No. =p.109
(only Save to RAM)

e 6: Select Directory =p.109 (only Save to MEDIA)
e 7: Auto Sampling Setup w=p.110

For more information, please see “Program: Menu
Command” on page 107.

13
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0-8: Control Surface

The control surface refers to the eight sliders and eight
switches located on the panel at the left of the display. In
addition to normal mixer operation, you can use these in a
variety of ways such as editing sounds, operating KARMA,
or sending MIDI messages to external devices.

This page shows you the current values for each of the
sliders, and switches, along with information about what
they are controlling. For instance, you can:

¢ Control the volume, Play/Mute and Solo On/Off
settings for oscillators 1/2 and the drum track.

* Modulate sounds and effects using the sliders and
switches

¢ Control KARMA, and select KARMA scenes, using the
sliders and switches

¢ Edit sounds using Tone Adjust

* Assign sliders, and switches to different Tone Adjust
parameters

CONTROL ASSIGN switches and parameters

You can use Control Assign in the display or the CONTROL
ASSIGN switches of the front panel to switch the function of
control surface. Since the display and the front panel
switches are linked, changing one will change the other
correspondingly.
Control Assign switches

CONTROL

ASSIGN  T1-8
(o]
T9-16

o
INPUTS
o

TONE
ADJUST

KARMA

In Program mode, you can select one of five different
functions:

MIXER (OSC Mix): The control surface will control the
volume, Play/Mute and Solo On/Off status for oscillators 1
and 2 and the drum track. (In Combination mode and
Sequencer mode, you can use this switch to alternate
between timbres or tracks 1-8 and 9-16.

MIXER (Mixer Input): The control surface will control the
audio input volume, Play /Mute and Solo On/Off status of
the analog inputs, S/P DIF inputs, and FireWire inputs (if
the EXB-FW is installed).

REALTIME CONTROL (RT Control): Use the sliders to

control the sound or effects. Use the switches to turn effects
on/ off.

EXTERNAL lets you send MIDI messages to external MIDI
devices. Use the Global P1: MIDI- External Mode 1/2 page
to specify the MIDI message that will be transmitted.

TONE ADJUST gives you hands-on access to sound
editing, using the sliders, and switches.

KARMA: Use the sliders and switches to control the
KARMA function.

You can freely change back and forth between the different
functions, without losing any of your edits.

MIX PLAY/MUTE 1-8 switches and the MIX VOL-
UME sliders

For the function selected by CONTROL ASSIGN, you can
use the MIX PLAY/MUTE (SOLO) 1-8 switches and MIX

VOLUMES 1-8 sliders to control the corresponding
parameters, etc.

Reset controls

The front panel RESET CONTROLS switch lets you return
the desired sliders or switches of the control surface to the
saved values. You can also use this to reset the KARMA
module settings. For more information, please see
“Resetting controller values” on page 199 of the Operation
Guide.

Resetting a single control
To reset a single slider, or switch:
1. Hold down the RESET CONTROLS switch.

2. While holding down RESET CONTROLS, move a
slider or press one of the control surface switches.
The slider, or switch will be reset to the value stored in the

Program.

3. When you're done, release the RESET CONTROLS
switch.

Resetting a group of controls

1. Use the display’s Control Assign or the front panel
CONTROL ASSIGN switches to access the controllers
you want to reset.

Note: As a safety precaution, you can only reset the

parameters currently displayed on the Control Surface.

2. Hold down the RESET CONTROLS switch.

3. While holding down RESET CONTROLS, press the
current CONTROL ASSIGN switch again.

All of the sliders, and switches shown on the Control
Surface will be reset to the values stored in the Program.

Resetting KARMA Module parameters

In addition to the above reset operations, you can also
perform the following reset operations for KARMA.

e To reset the sliders or switches of each KARMA module,
hold down the RESET CONTROLS switch and press the
KARMA MODULE CONTROL switch.

e To reset the KARMA scene, hold down the RESET

CONTROLS switch and press the SCENE 1/5-4/8
switch whose LED is blinking.

0-8a: Program Select & Tempo

Bank (Bank Select)
[INT-A...F, GM, g(1)...9(9), g(d), USER-A...G]

[0...127 (INT-A...F, USER-A...G),
1...128 (G, g(1)...9(9), g(d))]

J(Tempo) [040.00...300.00, EXT]

This area displays information about the program selected
for editing — the program bank/number/ name, and the
tempo used to control the KARMA function etc. For more
information, please see “0-1a: Program Select” on page 2.

Program Select
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0-8b: Control Assign

Control Assign [OSC Mix, Mixer Input, RT Control,
External, Tone Adjust, KARMA]

This selects the items that will be controlled by the control
surface. You can also press one of the CONTROL ASSIGN
switches to make this selection.

For details on each selection, please see the explanations that
follow.

OSC Mix

PROG PH:Play Control Surface v L 0-8
O—Bfo[ I-A  ») @AG6: Stereo Grand 4-"ay 1 EX3 J=[1a0.a8 ] Meny

0-8b—ontrol Assian: € (EEIGEIN

0-8c—
| DSE Volune
127 127 127
i Kl ampling) Control
| Man J 5E I RTC IgudioI;ISUrfac

0-8c: OSC Mix

OSC Mix lets you adjust the volume and change the Play/
Mute and Solo On/Off settings of oscillators 1 and 2 and the
drum track.

OSC Play/Mute:

MIX PLAY/MUTE 1, 2, 3 switches

The MIX PLAY/MUTE 1 and 2 switches will mute
oscillators 1 and 2. This is convenient when you're editing a
program. The 3 switch mutes the drum track.

The switch LED will light to indicate Play status, or be dark
to indicate Mute status.

0SC1 Play/Mute [Play, Mute]
Play: Oscillator 1 will sound.

Mute: Oscillator 1 will be muted (silent).

0SC2 Play/Mute [Play, Mute]

Play: Oscillator 2 will sound.
Mute: Oscillator 2 will be muted (silent).

Note: OSC2 Play/Mute cannot be set for a program whose
Oscillator Mode is Single or Drums.

Drum Trk Play/Mute 1
Play: The drum track will sound.

Mute: The drum track will be muted (silent).

OSC Solo:

Panel-Switch Solo Mode On and MIX PLAY/MUTE
1-6 switches

[Play, Mute]

Use the menu command Panel-Switch Solo Mode On to
specify whether the MIX PLAY /MUTE 1-6 switches will
control Play /Mute or the Solo On/Off. If Panel-Switch Solo
Mode On is on (checked), the switches will control Solo On/
Off.

Tip: You can turn Panel-Switch Solo Mode On on/off by
holding down the ENTER switch and pressing numeric key
1.

0SC1 Solo [Off, On]
Switches the Solo status on/ off for oscillator 1.
0SC2 Solo [Off, On]
Switches the Solo status on/ off for oscillator 2.
Drum Trk Solo [Off, On]

Switches the Solo status on/off for the drum track.

15
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Note: Solo applies to oscillators 1 and 2, the drum track, and
the audio inputs.

Note: OSC2 Solo cannot be set for a program whose
Oscillator Mode is Single or Drums.

Note: The Solo On/Off setting is not saved when you write
the program.

Exclusive Solo [Off, On]

The menu’s Exclusive Solo parameter also affects the way
that Solo works. If Exclusive Solo is off (unchecked),
Multiple Solo will be active, allowing you to turn Solo on/
off for more than one of the items oscillators 1 and 2, the
drum track, and audio inputs. Each time you press a SOLO
button, the solo setting will alternate between on and of.

If Exclusive Solo is on (checked), only one of the applicable
items can be soloed simultaneously. In this mode, pressing a
SOLO button automatically disables any previous solos.

Tip: You can also toggle Exclusive Solo by holding ENTER
and pressing 2 on the numeric keypad.

OSC Volume:
MIX VOLUMES slider 1, 2, 3

Here you can adjust the output level of oscillators 1 and 2.
This is a volume control that is independent of the Amp
Level parameter. You can also adjust the output level of the
drum track.

0SC 1 Volume [000...127]
This slider adjusts the volume of Oscillator 1.
0SC 2 Volume [000...127]
This slider adjusts the volume of Oscillator 2.
Drum Trk Volume [000...127]

Adjusts the volume of the drum track.

Mixer Input

PROG PA:Play Control Surface v L 0-8
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Mixer Input lets you adjust the volume and switch the Play/
Mute and Solo On/Off status of the four audio inputs
Analog Input 1,2 and S/PDIFIN L, R

For example on stage, you could use this page screen as a
submixer to control the output of other sound modules for
output together with the M3XP-M’s own sounds.

A FireWire L and R can be used if the EXB-FW option is
installed.

Note: If the EXB-FW is installed, the two inputs FireWire L
and R will be added to the Analog Input 1/2 and S/P DIF
L/R listed above.

Other Audio settings

Each audio input can be assigned to up to three busses:

* An Output/IFX Bus

e An FX Control Bus

e An AUX Bus

You can set up these bus assignments on the P0: Play—
Sampling/Audio In page. For more information, please see
“0-7: Sampling / Audio In” on page 8.

0-8d: Mixer Input
Use/Edit Global Setup [Off, On]

Programs can use the single, Global audio input mixer
setup, or can instead have their own custom settings.

On (checked): The Global P0: Basic Setup— Audio page
settings for Analog Input 1, 2, S/P DIF L, R, FireWire L and
R (if the EXB-FW is installed) will be used.

If you switch from a program (or combination or song) for
which Use/Edit Global Setup is on to another program (or
combination or song), the same Audio Input settings will be
used.

Also, any edits made on this page will affect the Global
setting, along with any other Programs, Combinations, or
Songs which use the Global setting.

Off (unchecked): Turn Use/Edit Global Setup Off if you
want to use the Analog Input 1,2, S/P DIF L, R, FireWire L
and R (if the EXB-FW is installed) settings made
individually for each program (or combination or song).

Use this setting if you want to preserve specific mixer
settings for each program, if you want to use unusual
submixer settings, or if you want to apply effect processing
to specific input signals.

On the other hand, it may sometimes be convenient to save
a particular mixer setup with an individual Program, to set
up special sub-mixer settings or effects processing for
particular inputs.
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Audio Play/Mute:
MIX PLAY/MUTE 1...4 switches

These switch each audio input between play /muted status.
The switch LED will be lit for Play, or dark for Mutes status.

Audio Play/Mute 1...4 [Play, Mute]
Play: The input will be enabled.
Mute: The input will be muted.

Audio Solo:
Panel-Switch Solo Mode On and MIX PLAY/MUTE
1-4 switches

Solo applies to oscillator 1 and 2, the drum track, and the
audio inputs. For more information, please see “OSC Solo:”
on page 15.

Exclusive Solo

For more information, please see “OSC Solo:” on page 15.

Audio Solo 1...4 [Play, Mute]
This switches the Solo On/Off setting for each audio input.

Note: The Solo On/Off setting is not preserved when you
write.

Audio Volume:
MIX VOLUMES sliders 1...4
Audio Volume 1...4

This adjusts each audio input level.

[000...127]

RT Control (Realtime Control)
v 1038

O—Bfo[ I-A  ») @AG6: Stereo Grand 4-"ay 1 EX3 J=[1a0.a8 ] Meny
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Realtime Control
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Realtime Control lets you use the eight sliders to edit the

parameters of a program or effect. The switches will control
the effect on/off status.

0-8e: RT Control IIE2

Selected Parameter information

When you select a Slider or Switch, this area shows detailed
information about its parameter assignments.

Effect On/Off:

Effect On/Off switches 1...8

These turn each effect on/off. The effect will be enabled if
this is on (LED lit).

IFX1...5, MFX1, 2, TFX

These turn each effect on/off.

[Off, On]

Realtime Control:

Realtime Control sliders 1...8

Sliders 14 all have dedicated functions which correspond
to MIDI CCs. Sliders 5-8 can be assigned to a wide variety of
functions, many of which also have corresponding MIDI
CCs.

When you move a slider, it sends out the corresponding
MIDI CC.

Unless otherwise noted, “scaling” means that the
parameters are at their programmed values when the
controller is at 64, at their minimum when the controller is at
0, and at their maximum when the controller is at 127. For
another look at this, please see the diagram below.

CC parameter scaling
99

Parameter
Value

As Programmed

00
0 64 127

CCValue

Slider 1: FIt Fc (Filter Cut Off) [000...127]

This slider scales the cutoff frequencies of Filters A and B,
and transmits and receives MIDI CC #74.

17
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Slider 2: FIt Reso (Filter Resonance) [000...127]

This slider scales the resonance of Filters A and B, and
transmits and receives MIDI CC #71.

Slider 3: Flt EG (Filter EG Intensity) [000...127]

This slider scales the effect of the Filter EG on the cutoff
frequencies of Filters A and B. It also transmits and receives
MIDI CC#79.

Slider 4: EG Rel (EG Release) [000...127]

This slider scales the release time of the Filter and Amp EGs,
and transmits and receives MIDI CC#72.

Slider 5-8 [000...127]
This is the current value of the slider and its MIDI CC.

You can set sliders 5-8 to a wide variety of modulation
functions, using the P1: Basic/DT/Ctrls— Controllers Setup
page.

Many of the functions scale a particular set of Program

parameters. All of the settings also correspond to MIDI
messages—usually CCs.

External
e

0—80*{ I-A  ») BEE: Stereo Grand 4-ay 1 EX3 J=[188.08 ] Menu
0-8b—j'Cantral Assign:e External
0-8f —setup: €3 @88: KL M1

W OFf [N OfF [N OFF [N OFF [ OFF G O [ Off | [ Off

M 00 |EW 671 | 674 [N 579 [N o7 G 075 |6l 072 || 09t

LlﬂainJ

External control lets you transmit MIDI messages to external
devices. Each slider and switch will transmit an individually
assigned MIDI CC# on its MIDI channel. To each pad as
well, you can assign a note or MIDI CC# for transmission on
a specified MIDI channel. (See “1-3: External Mode 1” on
page 385 and “1-4: External Mode 2”)

You can create 128 different external setups in the Global P1:
MIDI- External Mode 1, 2 pages. For instance, you might
make one setup for controlling several different pieces of
MIDI gear on stage, another for controlling a software
synthesizer (such as one of Korg’s Legacy Collection
synths), and so on.

These External Controls are completely separate from the
Program. You can think of External mode as being a
separate control surface which just happens to share M3’s
sliders, switches, and drum pads.

When you select an External Setup, it stays selected even
when you change Programs, or switch to Combination or
Sequencer modes. This makes it easy to select different M3
sounds without disrupting any external MIDI control, and
vice-versa.

0-8f: External

Setup [000...127]

This selects the Global setup for the sliders, switches, and
drum pads.

Note: this selection is not stored with the Program.

Switches 1...8

MIDI Channel [01...16, G]

This read-only parameter shows the MIDI Channel for the
switch. Each can send on a different channel, if desired.

G means that the slider will transmit on the Global MIDI
Channel, as set in Global mode.

CC# Assign [Off, 000...119]
This read-only parameter shows the MIDI CC sent by the
switch.

Switch On/Off [Off, On]

When the switch is turned on, it sends a value of 127; when
it is turned off, it sends a value of 0.

Sliders 1...8

MIDI Channel [01...16, G]

This read-only parameter shows the MIDI Channel for the
slider. Each can send on a different channel, if desired.

G means that the slider will transmit on the Global MIDI
Channel, as set in Global mode.
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CCi# Assign [Off, 000...119]

This read-only parameter shows the MIDI CC sent by the
slider.

Value [000...127]
This is the current value of the slider’s MIDI CC.

Tone Adjust

PROG PH:Play Control Surface v L 0-8
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Tone Adjust lets you use all of the sliders, and switches on
the Control Surface to edit Program parameters, like the

knobs on an analog synth. You can assign important
program parameters to these controllers.

Tip: In Combination and Sequencer modes, Tone Adjust also
lets you edit Program parameters without needing to save a
different version of the original Program. For more
information on Tone Adjust in these modes, please see
“Tone Adjust” on page 137 and page 216.

Absolute (Abs), Relative (Rel), Meta parameter

There are three kinds of Tone Adjust parameters: Absolute,
Relative, and Meta.

Absolute parameters usually control a single Program
parameter, such as Oscillator 1 Drive. The Program and
Tone Adjust parameters mirror one another; when you
change one, the other will change to match.

Relative parameters typically adjust two or more Program
parameters simultaneously. For instance, F/A EG Attack
Time affects a total of six Program parameters. The value of
the Relative parameter shows the amount of change to these
underlying Program parameters.

When the Relative parameter is at 0 (in the center of the
slider), the underlying Program parameters are unchanged.

The meanings of higher and lower settings can vary,
depending on the specific parameter. Unless noted
otherwise, they work as follows:

When the Relative parameter is at +99 (the maximum), the
Program parameters are all at their maximum as well.
Similarly, when the Relative parameter is at —99 (the
minimum), the Program parameters are at zero.

Relative Tone Adjust parameter scaling
99

Parameter
Value

As Programmed

00
-99 0 +99

Relative Tone Adjust Value

A few of the Program parameters controlled by Relative
Tone Adjust are bipolar, meaning that they can be either
positive or negative (instead of just positive). When these
Program parameters are set to negative values, Tone Adjust
may behave differently from the description above.

For instance, if EG Intensity is set to a negative value,
Relative Tone Adjust will take it from 0 to -99, like the
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inverse of the diagram above. EG Sustain works differently;
if it’s set to a negative value, Tone Adjust takes it from 0
down to the programmed value, and then up to +99, as
shown below.

Relative Tone Adjust parameter scaling: EG Sustain
99

Parameter
Value

00

As Programmed

-99
-99 0 +99

Relative Tone Adjust Value

Meta parameters don’t affect Program parameters directly.
Instead, they affect the way that other Tone Adjust
parameters work. For instance, Multisample Min # and
Max # set the minimum and maximum values of the Tone
Adjust Multisample parameter.

Saving Tone Adjust Edits

Tone Adjust edits are saved in two different ways,
depending on whether the parameter is Relative or
Absolute. (For more information, please see “Absolute
(Abs), Relative (Rel), Meta parameter,” below.)

Edits to Relative parameters affect the sound immediately,
but don’t change the underlying Program parameter
settings until the Program is saved. When the Program is
saved, the M3 calculates the combined effects of Tone Adjust
and dedicated CC modulation (from the Real Time Sliders,
for instance), and saves the results into the Program
parameters directly. At that point, all of the Relative
parameters are reset to 0.

Edits to Absolute parameters are immediately reflected in
the corresponding on-screen parameters, and vice-versa.

Tone Adjust and MIDI SysEx

The Tone Adjust sliders, and switches all send and receive
MIDI System Exclusive messages. You can use this to record
and play back Tone Adjust edits with a sequencer, including
the built-in sequencer.

Note: The SysEx messages are tied to the physical controls,
and not to the functions to which they are assigned. For
instance, let’s say that slider 1 is assigned to control Filter
Resonance, and that you move slider 1 while recording into
a sequencer. The sequencer will record that slider 1 has
moved, and not that Filter Resonance has changed. If you
later change slider 1 to control LFO1 Speed, playing back the
sequence will affect the LFO, and not Filter Resonance.

Interaction between Tone Adjust and MIDI CCs

A number of the Common Tone Adjust parameters affect
parameters which are also modulated by dedicated MIDI
CCs. The specific CC numbers are noted in the descriptions
for the individual Tone Adjust parameters. For more
information, please see “Tone Adjust Parameters” on

page 22.

Tone Adjust and the CCs work separately. It’s possible, for
instance, for Tone Adjust to reduce the value of a parameter,
and then for a CC to increase it again.

Tone Adjust scales the parameter first, and then the CC
scales the result of the Tone Adjust.

0-8g: Tone Adjust

Selected parameter information

This status line shows detailed, read-only information about
the currently selected Tone Adjust parameter.

Co‘ntrol Ass‘ignment Value TypT Stor‘edVaIue
3[0581] Transpose +12 Rel +0@ ]
Control [SW1...8,SL1...8]

This is the physical controller assigned to the Tone Adjust
parameter.

SW: Switch
SL: Slider

Assignment

This shows the full name of the parameter assigned to the
controller. You can change this using the Assign parameter,
below.

Value

This shows the current value of the parameter. The range of
values will vary depending on the parameter assigned to the
control.

Type [Rel, Abs, Meta]
This shows the type of the parameter, which relates to how
edits to the parameter are saved. For more information,
please see “Absolute (Abs), Relative (Rel), Meta parameter”
on page 19.

Stored Value

This shows the original value of the parameter, before the
effects of Tone Adjust. It applies only to Tone Adjust
parameters which control a single Program parameter.

If you un-assign a Relative parameter from a control, it will
revert to this value.

Switches 1...8
Tone Adjust switches act a little differently than sliders.

When a switch is assigned to a Relative parameter, or an
Absolute parameter with more than two states:

Switch On = On Value (see below)
Switch Off = the Program’s stored value

When a switch is assigned to a two-state Absolute
parameter, such as Hold, the switch status directly reflects
the parameter value:

Switch On = On
Switch Off = Off

a %’:rsp
on/Off TEI ml

Value || +12 | +Q7

Assign

This lets you assign a Tone Adjust parameter to the switch.
For a full list of the available choices, please see “Common
Tone Adjust Parameters” and “Tone Adjust Parameters,”
below.

On Value [Depends on parameter]

The parameter is set to this value when the switch is On.
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When the switch is assigned to a two-state Absolute
parameter, such as Hold, this will always be the same as the
Switch Status (see below).

Switch Status [Off, On]

This simply shows whether the switch is On or Off. The
status is also shown by the LEDs in the physical switches.

Sliders 1...8
Assign

This lets you assign a Tone Adjust parameter to the slider.
For a full list of the available choices, please see “Common

Tone Adjust Parameters” and “Tone Adjust Parameters,”
below.

Per-Oscillator parameters apply to OSC1 and 2 individually,
and are marked as such: OSC1 and OSC2.

Each controller can be assigned to only one parameter, and
each parameter can be assigned to only one controller.

To swap a parameter from one control to another, you'll
need to first un-assign it from the old control, and then
assign it to the new control.

Value

This shows the current value of the parameter. The range of
values will vary depending on the parameter assigned to the
control.

Common Tone Adjust Parameters

These parameters affect both Oscillators 1 and 2.

Unless otherwise noted, all of the Common Tone Adjust
parameters are Relative.

Note: At the right of each parameter, the (value range and
CC#) are shown in parentheses.

Off. This means that the Tone Adjust control has no effect.

Filter Cutoff. (-99...+99, CC#74)
This scales the cutoff frequency of all of the filters at once. It
affects both Filters A and B.

Filter Resonance. (-99...+99, CC#71)
This scales the resonance of all of the filters at once. It affects
both Filters A and B.

Filter EG Intensity. (-99...+99, CC#79)
This scales the effect of the Filter EG on the cutoff frequency.
It affects both Filters A and B at once

-99 means no modulation. +99 means maximum
modulation in the same direction, positive or negative, as
the original Program. For instance, if the original Program’s
EG Intensity was set to —25, then setting the Tone Adjust to
+99 moves the EG Intensity to —99.

Amp Velocity Intensity. (-99...+99)

This scales the effect of velocity on the Amp level.

-99 removes the velocity modulation entirely. +99 means
maximum modulation in the same direction, positive or
negative, as the original Program.

F/A EG Attack Time. (-99...+99, CC#73)

This scales the attack times of the Filter and Amp EGs, along
with other related parameters.

When the value is +1 or more, this also affects the Amp EG’s
Start and Attack Levels, Start Level AMS, and Attack Time
AMS, as described below:

Between values of +1 and +25, the Start Level, Start Level
AMS, and Attack Time AMS will change from their
programmed values to 0. Over the same range, the Attack
Level will change from its programmed value to 99.

F/A EG Decay Time. (-99...+99, CC#75)

This scales the decay and slope times of the Filter and Amp
EGs. It interacts with CC# 75.

F/A EG Sustain Level. (-99...+99, CC#70)

This scales the sustain levels of the Filter and Amp EGs.
F/A EG Release Time. (-99...+99, CC#72)

This scales the release times of the Filter and Amp EGs.
Filter EG Attack Time. (-99...499)

This scales the attack times of the Filter EGs.

Filter EG Decay Time. (-99...+99)

This scales the decay and slope times of the Filter EGs.
Filter EG Sustain Level. (-99...+99)

This scales the sustain levels of the Filter EGs.

Filter EG Release Time. (-99...+99)

This scales the release times of the Filter EGs.

Amp EG Attack Time. (-99...+99)

This scales the attack times of the Amp EGs.

Amp EG Decay Time. (-99...+99)

This scales the decay and slope times of the Amp EGs.
Amp EG Sustain Level. (-99...+99)

This scales the sustain levels of the Amp EGs.

Amp EG Release Time. (-99...4+99)

This scales the release times of the Amp EGs.

Pitch EG Attack Time. (-99...+99)

This scales the attack times of the Pitch EG (or EGs, in the
case of some RADIAS instruments).

Pitch EG Decay Time. (-99...499)

This scales the decay and slope times of the Pitch EG (or
EGs, in the case of some RADIAS instruments).

Pitch EG Sustain Level (N/A). (-99...+99)

This scales the sustain levels of the Pitch EG (or EGs, in the
case of some RADIAS instruments). (This does nothing for
EDS programs.)

Pitch EG Release Time. (-99...+99)

This scales the release times of the Pitch EG (or EGs, in the
case of some RADIAS instruments).

Pitch LFO1 Intensity. (-99...+99, CC#77)

This scales the effect of LFO1 on the Pitch.

-99 removes the LFO modulation entirely. +99 means
maximum modulation in the same direction, positive or
negative, as the original Program.

LFO1 Speed. (-99...+99, CC#76)

This scales LFO1’s frequency. When the LFO is in MIDI/
Tempo mode, this adjusts the Base Note. For more
information, please see “Freq (Frequency)” on page 66.
LFO1 Fade. (-99...+99)

This scales LFO1’s fade-in time. For more information,
please see “Fade” on page 67.

LFO1 Delay. (-99...+99, CC#78)

This scales LFO1’s delay time - the time between note-on
and the onset of the LFO. For more information, please see
“Delay” on page 67.

This parameter interacts with CC# 78.

LFO1 Stop. (PROG/Off/On, Absolute)

This Absolute parameter controls whether LFO1 is stopped
or running. For more information, please see “Stop” on
page 66.
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The PROG setting restores the Program’s original values.
For example if you set this to PROG when the oscillator 1
LFO is stopped and oscillator 2 is not stopped, the setting of
the parameter will be used.

LFO2 Speed. (-99...+99)

This scales LFO2’s frequency. When the LFO is in MIDI/
Tempo mode, this adjusts the Base Note. For more
information, please see “Freq (Frequency)” on page 66.

LFO2 Fade. (-99...+99)
This scales LFO2’s fade-in time. For more information,
please see “Fade” on page 67.

LFO2 Delay. (-99...+99)

This scales LFO2’s delay time - the time between note-on
and the onset of the LFO. For more information, please see
“Delay” on page 67.

LFO2 Stop. (PROG/Off/On, Absolute)

This Absolute parameter controls whether LFO2 is stopped
or running. For more information, please see “Stop” on
page 66.

Common LFO Speed. (-99...+99)

This scales the Common LFO’s frequency. When the LFO is
in MIDI/Tempo mode, this adjusts the Base Note.

Unison. (Off/On, Absolute)
This Absolute parameter turns Unison on and off. For more
information, please see “Unison” on page 26.

Number Of Voices. (2...6, Absolute)

This Absolute parameter sets the number of Unison voices.
If Unison is not On, this parameter has no effect. For more
information, please see “Number of Voices” on page 26.

Detune. (00...99, Absolute)

This Absolute parameter sets amount of detuning between
the Unison voices. If Unison is not On, this parameter has
no effect. For more information, please see “Detune” on
page 26.

Thickness. (Off/01...09, Absolute)

This Absolute parameter sets the pattern of detuning
between the Unison voices. If Unison is not On, or if Detune
is set to 0, this parameter has no effect. For more
information, please see “Thickness” on page 26.

Tone Adjust Parameters

Macro parameters

The following three parameters affect both Oscillator 1 and
Oscillator 2.

Note: At the right of each parameter, the (value range and
edit type) are shown in parentheses.

Pitch Stretch. (-12...+12, Relative)

This special control increases the Oscillator Tune parameter
while lowering the Transpose parameter. The result is that
the pitch stays the same, but the mapping of the samples to
the keys changes. You can use this to create interesting shifts
in timbre.

Hold. (Off/On, Absolute)
This lets you turn Hold on and off. For more information,
please see “Hold” on page 27.

Reverse. (PROG/Off/On, Absolute)

This provides a quick way to turn Reverse on or off for all
Multisamples in both Oscillators. PROG restores the
Program’s original settings.

Per-Oscillator parameters

These parameters affect each Oscillator separately. In the
list, the parameters for Oscillator 1 appear first, with each
name prefaced by OSC1; the parameters for Oscillator 2
appear next, prefaced by OSC2.

Unless otherwise specified, all of the Per-Oscillator
parameters are Absolute.

Note: In the list below, the items in parentheses are (value,
edit type) respectively.

Tune. (-1200...+1200, Relative)

This Relative parameter adds to or subtracts from the
Oscillator’s Tune setting, as described under “Tune” on
page 39.

Transpose. (-60...+60, Relative)

This Relative parameter adds to or subtracts from the
Oscillator’s Transpose setting, as described under
“Transpose” on page 39.

Note: as with Transpose, below, this is a simple addition or
subtraction, as opposed to the more complex “scaling”
function.

MS/DKit Select. (PROG/0...1027, Absolute)

In Single or Double Programs, this lets you select a new
Multisample for the Oscillator. In Drum Programs, it lets
you select a different Drum Kit.

In general, it’s best to use this in conjunction with the MS
Type and MS/DKit Bank parameters, as described below.

PROG restores the Program’s original Multisamples (or the
Drum Kit, for a Drum Program), including all velocity
ranges and Rev (Reverse) and Ofs (Start Offset) settings.

The list of Multisamples, or Drum Kits can be quite long.
The sliders will let you sweep through the entire range, but
it may not be possible to select all of the intermediate values.
You can always select any individual item by using select
the on-screen parameter and use the standard data entry
controls, such as the Inc A and Dec V switches.

You can also limit the range of the control by using the Min
# and Max # parameters, described below.

For Single and Double Programs:

MS/DKit Select overrides all of the Multisample Velocity
zones, so that the newly selected Multisample plays over the
entire velocity range.

By default, you can select from the same Bank as the original
Program’s MS1.

You can use the MS/DKit Bank parameter, described below,
to change these defaults as desired.

For Multisamples only:

You can use the Tone Adjust Rev (Reverse) and Ofs (Start
Offset) parameters to modify the newly selected
Multisample. By default, the Rev (Reverse) is set to Off, and
its Ofs (Start Offset) is set to 0.

For Drum Programs:

By default, you can select from the same Bank as the original
Program’s DrumKit. You can use the MS Bank parameter,
described below, to select a different Bank.

MS Bank. (ROM Mono..., Meta)

This Meta-parameter modifies the MS/DXkit Select
parameter, so that you can select Multisamples from any
Bank you like.

MS/DKit Min #. (0...1027, Meta)

This Meta-parameter sets a minimum value for the MS/Dkit
Select parameter. You can use this in conjunction with the
MS/DKit Max # parameter, below, so that slider selects only
from a small set of choices. This is particularly convenient
with the internal ROM, in which similar Multisamples are
grouped together. For instance, this makes it easy to select
between a group of bells, or a set of electric basses.
MS/DKit Max #. (0...1027, Meta)

This Meta-parameter sets a maximum value for the MS/
Dkit Select parameter. Please see MS/DKit Min #, above,
for more information.
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Start Offset. (0...8, Absolute)

This allows you to change the Start Offset of the
Multisample specified by the MS Select parameter. It
applies only when:

The Program is a Single or Double (not a Drum Kit)

For more information, please see “Ofs (Start Offset)” on
page 38.

Drive. (0...99, Absolute)

This controls the Oscillator’s Drive parameter, as described
under “Drive” on page 58.

Low Boost. (0...99, Absolute)
This controls the Oscillator’s Low Boost parameter, as
described under “Low Boost” on page 58.

Pitch Slope. (-1.0...2.0, Absolute)
This controls the Oscillator’s Pitch Slope parameter, as
described under “Pitch Slope” on page 40.

LFO 1 Waveform. (Triangle...Rad6, Absolute)
This selects the waveform for the Oscillator’s LFO 1, as
described under “Waveform” on page 66.

LFO 2 Waveform. (Triangle...Rnd6, Absolute)
This selects the waveform for the Oscillator’s LFO 2, as
described under “Waveform” on page 66.

Amp LFO 1 Intensity. (-99...+99, Absolute)

This controls the depth and direction of Amp modulation
from LFO1, as described under “Intensity (LFO1)” on

page 61.

Amp LFO 2 Intensity. (-99...+99, Absolute)

This controls the depth and direction of Amp modulation
from LFO2, as described under “Intensity (LFO1)” on

page 61.

Filter LFO 1 Intensity to A. (-99...+99, Absolute)

This controls the depth and direction of Filter A cutoff
modulation from LFO]1, as described under “Intensity to A”
on page 53.

Filter LFO 1 Intensity to B. (-99...+99, Absolute)

This controls the depth and direction of Filter B cutoff
modulation from LFO1, as described under “Intensity to B”
on page 53.

Filter LFO 2 Intensity to A. (-99...+99, Absolute)

This controls the depth and direction of Filter A cutoff
modulation from LFO2, as described under “Intensity to A”
on page 53.

Filter LFO 2 Intensity to B. (-99...+99, Absolute)

This controls the depth and direction of Filter B cutoff
modulation from LFO2, as described under “Intensity to B”
on page 53.

Pitch LFO 1 AMS Intensity. (-12.00...+12.00, Absolute)
You can use an AMS source, such as aftertouch, to modulate
the depth of pitch modulation (vibrato) from LFO1. This
controls the intensity of that AMS modulation. For more
information, please see “Intensity” on page 40.

Pitch LFO 2 AMS Intensity. (-12.00...+12.00, Absolute)
This is similar to Pitch LFO 1 AMS Intensity, above.

Default Tone Adjust Settings

Tone Adjust provides an elegant physical interface to the
parameters. Most of the factory sounds use the default
layout, as shown below. You can also customize the layout
for individual sounds, if desired.

For details on the Tone Adjust function, please see “0-8g:
Tone Adjust” on page 20.
Tone Adjust parameters

This applies to common tone adjust parameters and EDS
tone adjust parameters following the “0-8g: Tone Adjust” on
page 20.

EDS Tone Adjust, Default Settings

[0SC1] [0SC1] [OSC1] Filter
Transpose Tune MS/DKit Select  Resonance
[0SC2] [0SC2] Filter Filter EG
Transpose Tune Cutoff Intensity
MIX PLAY/MU’ | (SOLO) | —1

IH.'l-l l IEE-I e ]| l I I

0 0 4 O

MIX VOLUMES

[_cutorr ] Resonance Jea ntensiv] e Rewease T usert ] userz ] users ] Usere ]

- L} - -D- L} - - L} -
= = . = . = = .
Uk [Ug [Up [UR (Ug [Ug [Uf Uk
[OSC1] Filter [0SC1] F/AEG F/AEG
LFO1 Int A Drive Decay Time Release Time
[0SC1&2] [0SC1] F/A EG F/AEG
Pitch Stretch  Amp LFO Int Attack Time  Sustain Level
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KARMA
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0-8h: KARMA

Selected parameter information

This status line shows detailed, read-only information about
the currently selected KARMA parameter.

Selected Switch/Slider [SW1...8, SL1...8]

Realtime Control Name

For more information, please see “KARMA Value” on
page?7.

SCENES switches 1/5...4/8

SCENE [1...8]

Here you can select the KARMA scene. Each of the eight
scenes memorize the settings of the KARMA Switches 1-8
and KARMA Sliders 1-8. By switching between scenes, you
can instantly change these settings to obtain a wide range of
KARMA sounds.

To select the scene, you can either use the SCENE parameter
or press a SCENES 1/5-4/8 switch.

When you press the CONTROL ASSIGN KARMA switch,
the 1-4 or 5-8 LED will blink to indicate the candidate
scenes. The corresponding KARMA scene will be selected
when you press a 1/5-4/8 switch.

Switches 1...8

KARMA Switch [Off, On]

These control the GE realtime parameters and KARMA
performance realtime parameters that are assigned in the
KARMAZ2- GE RTP page and KARMA2-Perf RTP page. The
current on/ off status is indicated by the switch.

The parameters assigned to the switches and their on/off
status can be edited in the KARMA2- GE RTP page or
KARMAZ2- Perf RTP page.

Sliders 1...8

KARMA Slider [000...127]

These control the GE realtime parameters and KARMA
performance realtime parameters that are assigned in the
KARMAZ? GE RTP page and KARMAZ2- Perf RTP page. The
current value is shown below the slider.

The parameters assigned to the sliders and the range of
controlled values can be edited in the KARMA2- GE RTP
page or KARMAZ2- Perf RTP page.

V¥ 0-8: Menu Command

e 0: Write Program s=p.107

: Panel-SW Solo Mode On =p.107
: Exclusive Solo =p.108

: Copy X-Y Motion #=p.108

Copy Tone Adjust =p.112

: Reset Tone Adjust =p.112

: Copy Scene =p.116

.

: Swap Scene =p.116

For more information, please see “Program: Menu
Command” on page 107.
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PROG P1:Basic/DT/Ctrls (Basic/Drum Track/Controllers)

1-1: Program Basic

This page contains all of the basic settings for the Program.
Among other things, you can:

® Set up the Program to be a Single, a Double, or a Drum
Kit
® Set the Program to play polyphonically or
monophonically
¢ Enable/disable the half-damper function
PROG P1:Basic/DT/Ctris Program Basic e S |
rﬂscillatnr Mode Menu
T-Ta—y7 O Single (@) Double O Drums

|

Yoice Assign Hode
1-1Tb—r (@) Paly [[] Paly Legato
Q Mong

[[] single Trigger

Half-Damper Control

1—1(:*l [m] Enable Half-Damper
Program|ReuZone Drum Trk{DrumTrk] =% |Contro—| Pads Pads
Basic _J ~#Scale JPatter Pro Setu llers 1-4 S8

1-1a: Oscillator Mode

Oscillator Mode [Single, Double, Drums]

Specifies the Program’s oscillator assignment; whether it
will use one or two oscillators, or a drum kit.

Single: The program will use one oscillator (Oscillator 1,
Filter 1, Amplifier 1). In this case the program will normally
have a maximum of 120-note polyphony.

Double: The program will use two oscillators (Oscillator 1/
2, Filter 1/2, Amplifier 1/2). In this case the program will
normally have a maximum of 60-note polyphony.

Drums: The program will use one oscillator (as when Single
is selected), but Oscillator 1 will be assigned a drum kit
instead of a multisample. In this case the program will
normally have a maximum of 120-note polyphony.

1-1b: Voice Assign Mode
Voice Assign Mode [Poly, Mono]

Select the basic voice allocation mode. Depending on which
one you select, various other options will appear, such as
Poly Legato (Poly mode only) and Unison (Mono mode
only).

Poly: The program will play polyphonically, allowing you
play chords.

Mono: The program will play monophonically, producing
only one note at a time.

Poly Legato [Off, On]

Poly Legato is available when the Voice Assign Mode is set
to Poly.

Legato means to play note so that they are smooth and
connected; the next note is played before the last note is
released. This is the opposite of playing detached.

On (checked): When you play a legato phrase, only the first
note of that phrase (and within approximately the first
30msec) will use the normal multisample start point
specified by Ofs (Start Offset) (Prog 2-1a); all subsequent

notes will use the legato start point specified for each
multisample.

Note: This is a useful way to simulate the percussive attack
of a tonewheel-type organ.

Off (unchecked): Notes will always use the setting of the
Ofs (Start Offset), regardless of whether you play legato or
detached.

K With some Multisamples, Poly Legato may not have
any effect.

Single Trigger [Off, On]

Single Trigger is available when the Voice Assign Mode is
set to Poly.

On (checked): When you play the same note repeatedly, the
previous note will be silenced before the next note is
sounded, so that the two do not overlap.

Off (unchecked): When you play the same note repeatedly,
the notes will overlap.

Mono Legato [Off, On]

This is available when the Voice Assign Mode is set to
Mono.

Legato means to play notes so that they are smooth and
connected; the next note is played before the last note is
released. This is the opposite of playing detached.

When Mono Legato is On, the first note in a legato phrase
will sound normally, and then subsequent notes will have a
smoother sound, for more gentle transitions between the
notes.

The Mode parameter, below, switches between two different
Mono Legato effects, each of which achieves this
smoothness in a different way. See the description of that
parameter for more details.

On (checked): When you play with legato phrasing, the
notes within a legato phrase will sound smoother, according
to the setting of the Mode parameter, below.

Off (unchecked): Legato phrasing will produce the same
sound as detached playing.

Mode [Normal, Use Legato Offset]
This parameter is available only when Mono Legato is On.

Normal: When you play legato, the multisample, envelopes,
and LFOs will not be reset; only the pitch of the oscillator
will change. This setting is particularly effective for wind
instruments and analog synth sounds.

k With this option, the pitch may occasionally be
incorrect, depending on which multisample you play,
and where on the keyboard you play.

Use Legato Offset: When you play legato, the second and
subsequent notes will use the legato start point specified for
each multisample, rather than the Ofs (Start Offset) (Prog
2-1a) setting.

This is effective when used with a multisample for which
you've assigned a specific legato offset point. For example,
you might use it to control the attack of a breathy, slow-
attack sax sound. On some multisamples, this will have no
effect.

Envelopes and LFOs will still be reset, as they are with
detached playing.
Priority [Low, High, Last]

Priority is available when the Voice Assign Mode is set to
Mono.
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This parameter determines what happens when more than
one note is being held down.

Low: The lowest note will sound. Many vintage,
monophonic analog synths work this way

High: The highest note will sound.

Last: The most recently played note will sound.

[On, Off]

Unison can be used in both Mono and Poly modes.

Unison

On (checked): When Unison is on, the Program uses two or
more stacked, detuned voices to create a thick sound.

Use the Number of Voices and Detune parameters to set the
number of voices and amount of detuning, and the
Thickness parameter to control the character of the
detuning.

Off (unchecked): The Program plays normally. If Unison is
Off, then all of its associated parameters are grayed out.

Number of Voices [2...6]

This controls the number of detuned voices that will be
played for each note when using Unison. It applies only
when Unison is On.

Detune [00...99 cents]

Detune is available when Unison is On.

This parameter sets the tuning spread for the Unison voices,
in cents (1/100 of a semitone). The Thickness parameter,
below, controls how the voices are distributed across the
detune amount. When Thickness is Off, the voices are
distributed evenly, centered around the basic pitch.

For instance, let’s say that the Number of voices parameter
is set to 3, Detune is set to 24, and Thickness is Off:

Voice one will be detuned down by 12 cents, voice two will
not be detuned, and voice three will be detuned up by 12
cents.

Voice Detune
1 -12
2 0
3 +12

As another example, let’s say that Detune is still set to 24
and Thickness is still Off, but Number of voices is set to 4:

Voice one will still be detuned down by 12 cents, voice two
will be detuned down by 4 cents, voice three will be detuned
up by 4 cents, and voice 4 will be detuned up by 12 cents.

Voice Detune
1 -12
2 -4
3 +4
4 +12
Thickness [Off, 01...09]

Thickness is available when Unison is On.

This parameter controls the character of the detuning for the
unison voices.

Off: Unison voices will be evenly distributed across the
Detune range, as shown above.

01-09: Unison voices will be detuned in an asymmetric way,
increasing the complexity of the detune, and changing the
way in which the different pitches beat against one another.
This creates an effect similar to vintage analog synthesizers,
in which oscillators were frequently slightly out of tune.
Higher numbers increase the effect.

1-1c: Half-Damper Control

A half-damper pedal is a special type of continuous foot
pedal, such as the Korg DS-1H. In comparison to a standard
footswitch, half-damper pedals offer more subtle control of
sustain, which can be especially useful for piano sounds.

The M3 will automatically sense when a half-damper is
connected to the rear-panel DAMPER input. For proper
operation, you will also need to calibrate the pedal, using
the Half Damper Calibration command in the Global
menu.

The off and full-on positions of the half-damper work just
like a standard footswitch. In conjunction with the Enable
Half-Damper parameter, below, intermediate positions
allow a graduated control of sustain, similar to the damper
pedal of an acoustic piano.

Enable Half-Damper [On, Off]

When this is On (checked), Half-Damper pedals, normal
sustain pedals, and MIDI CC# 64 will all modulate the Amp
EG, as described below.

When this is Off (un-checked), the pedals and MIDI CC#64

will still hold notes as usual, but will not modulate the Amp
EG.

Half-Damper Pedal and Release Time

The amount of modulation depends on whether the Amp
EG Sustain Level is set to 0 (as is the case with most acoustic
piano sounds), or set to 1 or more. The modulation is
continuous, from 1x (no change) to 55 times longer; the table
below shows a selection of representative points.

Half-Damper modulation of Amp EG Release Time

CC#64 Multiply Amp EG Release Time by...
Value If Sustain =0 If Sustain = 1 or more
0 1x 1x

32 2.1x 2.1x

64 3.2x

80 5.9x

96 22.3x 3.2

127 55x

V¥ 1-1: Menu Command

e 0: Write Program s=p.107

e 1: Panel-SW Solo Mode On =p.107
e 2: Exclusive Solo =p.108

e 3: Copy Scene w=p.116

* 4:Swap Scene =p.116

For more information, please see “Program: Menu
Command” on page 107.
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1-2:Key Zone/Scale
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Here you can make the following settings.

* Make keyboard split settings for OSC1, OSC2, and Hold.

® Select the basic scale of the program.

1-2a: Key Zone

You can create keyboard splits by setting top and bottom
keys for Oscillators 1 and 2. Also, you can control the
keyboard range over which the Hold parameter takes effect.

Setting Key Zones from the keyboard

In addition to the usual data input methods, you can specify
the key zone values by directly playing a note on the
keyboard or by receiving a MIDI note-on.

1. Select the key zone parameter you’d like to edit.

2. While holding down the ENTER switch, play a note on
the keyboard to specify the value.

3. Release the ENTER switch.

On the M3, you can use this shortcut for parameters that

specify a key or a velocity. (Dialog boxes such as menu
commands are an exception.)

0SC 1 Bottom [C-1...G9]
This sets the lowest key on which Oscillator 1 will play.
0SC 1Top [C-1...G9]
This sets the highest key on which Oscillator 1 will play.
0SC 2 Bottom [C-1...G9]
This sets the lowest key on which Oscillator 2 will play.
0SC 2 Top [C-1...G9]
This sets the highest key on which Oscillator 2 will play.
Hold [On, Off]

Hold is like permanently pressing down on the sustain
pedal. In other words, notes continue to sound as if you
were holding down the key - even after you lift your fingers
from the keyboard.

Unless the Sustain Level is set to 0 in Amp EG 1 (and Amp
EG 2 in a Double Program), the sound will play for the
entire length of the sample(s).

On (checked): The Hold function is enabled for the range
set by the Hold Bottom and Hold Top parameters, below.

Off (unchecked): Notes will play normally. This is the
default setting.

Using Hold with Drum Kits

Hold can be especially useful for drum programs, since it
lets the samples ring out naturally. In general, when you set
the Oscillator Mode to Drums, it’s good to set Hold to On.

Once you've turned on Hold for a drum program, the
function is controlled on a note-by-note basis according to
settings within the selected Drum Kit.

If a key’s Enable Note Off Receive parameter (Global 5—4a)
is unchecked, the note will be held.

If the key’s Enable Note Off Receive parameter is checked,
it will not be held.

If you turn off Hold in the Program, no keys will be held -
regardless of their Enable Note Off Receive setting.

Using Hold with Acoustic Pianos

Hold is also useful for simulating the top octaves of an
acoustic piano, in which notes always sustain until they fade
out naturally, regardless of how long you hold the key.

The Hold Bottom and Hold Top parameters are designed

for exactly this purpose. They let you limit the effect of the
Hold parameter to a specific range of the keyboard.

Hold Bottom [C-1...G9]
This sets the lowest key affected by the Hold function.
Hold Top [C-1...G9]

This sets the highest key affected by the Hold function.

1-2b:Scale

Type
[Equal Temperament...User Octave Scale15]
Selects the basic scale for the Program.

Note that for many of the scales, the setting of the Key
parameter, below, is very important.

Equal Temperament: This is the most widely used scale by
far, in which each semitone step is spaced at equal pitch
intervals.

Equal Temperament allows easy modulation, so that a chord
progression played in the key of C sounds roughly the same
as the same progression played in F#. Sacrificed, however, is
some of the purity of individual intervals offered by the
scales below.

Pure Major: In this temperament, major chords of the
selected key will be perfectly in tune.

Pure Minor: In this temperament, minor chords of the
selected key will be perfectly in tune.

Arabic: This scale includes the quarter-tone intervals used in
Arabic music.

Pythagoras: This scale is based on ancient Greek musical
theory, and is especially effective for playing melodies. It
produces completely pure fifths, with one exception, at the
expense of detuning other intervals— thirds in particular.

As much as Pythagoras might have like to do so, it’s not
possible to make all the fifths pure while also keeping the
octave in tune. For the sake of the octave, one of the fifths—
the interval from the sharp fourth degree to the sharp first
degree—is made quite flat.

Werkmeister (Werkmeister III): This scale was one of the
many temperament systems developed towards the end of
the Baroque period. These “Well-Tempered” tunings were
aimed at allowing relatively free transposition-although
you'll still notice that the different keys maintain their own
distinct characteristics, unlike Equal Temperament.

J.S. Bach was referring to these new scales in his title, “The
Well-Tempered Clavier.” As such, this group are particularly
appropriate for late baroque organ and harpsichord music.

Kirnberger (Kirnberger III): This is a second “Well-
Tempered” tuning, dating from the early 18th century.

27



28

Program mode

Slendro: This is an Indonesian gamelan scale, with five
notes per octave.

When Key is set to C, use the C, D, F, G and A notes. Other
keys will play the normal equal-tempered pitches.

Pelog: This is another Indonesian gamelan scale, with seven
notes per octave.

When Key is set to C, use the white keys. The black keys will
play the equal tempered pitches.

Stretch: This tuning is used for acoustic pianos.

User All Notes Scale: This is a user-programmed scale with
different settings for all 128 MIDI notes. You can set up this
scale in Global mode (Global 3-1b).

User Octave Scale 00-15: These are user-programmed scales
with settings for each of the 12 notes in an octave. You can
set them up in Global mode (Global 3-1a).

Key (Scale Key) [C...B]

Selects the key of the specified scale.

This setting does not apply to the Equal Temperament,
Stretch, and User All Notes scales.

A If you're using a scale other than Equal Temperament,
the combination of the selected scale and the Key
setting may skew the tuning of the note. For example, A
above middle C might become 442 Hz, instead of the
normal 440 Hz. You can use the Global Mode’s Master
Tune (Global 0-1a) parameter to correct this, if
necessary.

Random [0...7]

This parameter creates random variations in pitch for each
note. At the default value of 0, pitch will be completely
stable; higher values create more randomization.

This parameter is handy for simulating instruments that
have natural pitch instabilities, such as analog synths, tape-
mechanism organs or acoustic instruments.

V¥ 1-2: Menu Command

* 0: Write Program wp.107

¢ 1:Panel-SW Solo Mode On t=p.107
* 2: Exclusive Solo =p.108

¢ 3: Copy Oscillator w=p.112

* 4: Swap Oscillator =p.112

For more information, please see “Program: Menu
Command” on page 107.

1-3: DrumTrk Pattern

(DrumTrack Pattern)
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Here you can select a drum track pattern and specify how it
will sound.

The drum track lets you easily produce a rhythm section
using the M3’s high-quality drum programs and a rich
variety of drum track patterns.

You can edit the program or try out different phrases while
listening to the drum track.

When you come up with a phrase you like, you can use the
Auto Song Setup function to easily record it into the
sequencer.

m In Program mode, the drum track patterns are triggered
on the Global MIDI channel. The MIDI transmit
channel is specified by the DrumTrack Prog MIDI Ch
(Global P1: MIDI- MIDI Basic). Use the DrumTrack
Prog MIDI Out (Global P1: MIDI- MIDI Basic) setting
to specify whether the pattern will transmit MIDI note
data. The default setting is channel 10.

The drum track program will not transmit or receive
MIDI program changes.

1-3a: Drum Pattern

Pattern [Preset, User]
[(Preset): P000...P671, (User): U000...U999]

This selects the drum pattern.

Preset/User No. Contents
P000 Off
P001...P671

U000...U999

Preset drum patterns

For user drum patterns

e U000-U999 can be written. Patterns you create in
Sequencer mode can be converted into user drum
patterns. (See page 307)

For details on creating user drum patterns, please see
“Drum Track function” on page 185 of the Operation
Guide.

Shift [-24...4+00...+24]

This transposes the drum pattern in semitone steps. This
means that the instruments of the drum kit will change.

1-3b: Trigger

Trigger Mode [Start Inmediately, Wait KBD Trig]
Start Immediately: When you press the DRUM TRACK
ON/OFF switch to turn it on (LED lit), the drum track
pattern will start according to the Sync setting. When you
turn it on, the drum track pattern will stop.
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Wait KBD Trig: When you press the DRUM TRACK ON/

OFF switch to turn it on (LED lit), the drum pattern will wait

to start. When you play the keyboard, or when a MIDI note-

on is received, the drum pattern will start according to the

Sync setting.

A If you've selected Start Immediately, the DRUM
TRACK ON/OFF switch will always be saved in the
OFF state.

Note: You can link KARMA with the drum track pattern

playback. For more information, please see “Link to Drum
Trk” on page 6.

Sync [Off, On]

Off: The drum pattern will not synchronize to the currently-
running KARMA, but will start immediately.

On: The drum pattern will synchronize to the currently-
running KARMA.

Note: Use P7-1: KARMAT1-Trigger Quantize Trigger to
specify whether KARMA will synchronize to the currently-
running drum pattern.

Latch [Off, On, Use KARMA Latch Switch]
This is valid if Trigger Mode is Wait KBD Trig.

Off: If the DRUM TRACK ON/OFF switch is on (LED
blink), the pattern will start when you play the keyboard
(note-on). The pattern will stop when you release the
keyboard (note-off).

On: If the DRUM TRACK ON/OFF switch is on (LED
blink), the pattern will start when you play the keyboard
(note-on). The pattern will continue when you release the
keyboard (note-off). The pattern will stop when you turn the
DRUM TRACK ON/OFF switch off (LED dark).

Use KARMA Latch Switch: The on/off status of the
KARMA LATCH switch will correspond to the above Off
and On modes of operation. You will probably want to use
this in conjunction with KARMA's Latch operation.

Zone:

Keyboard

Bottom [C-1...G9]
Top [C-1...G9]

This is valid if Trigger Mode is set to Wait KBD Trig.
It specifies the range of keys that will start the drum pattern.

Velocity:
Bottom [001...127]
Top [001...127]

This is valid if Trigger Mode is set to Wait KBD Trig.

It specifies the range of velocities that will start the drum
pattern.

V¥ 1-3: Menu Command

® 0: Write Program s=p.107

¢ 1:Panel-SW Solo Mode On t=p.107
e 2:Exclusive Solo #=p.108

¢ 3: Copy Drum Track wp.113

* 4: Erase Drum Track Pattern w=p.113

For more information, please see “Program: Menu
Command” on page 107.

1-4: DrumTrk Program
(DrumTrack Program)
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1-4a: Drum Track Programs

Program Select [Drum Category Programs]

Here you can select the drum program that will be used by
the drum track.

Note: Only programs of the Drum category can be selected.

K If data is loaded or a system exclusive message received
so that the selected program is no longer a Drum
category program, it will be replaced with the first
program of the Drum category.

[ The drum track program will not transmit or receive
MIDI program changes.
Volume [000...127]

This adjusts the volume of the drum track program.

Play/Mute [Mute, Play]

This mutes the drum track program. The setting will
alternate each time you press the Play/Mute button.

Mute: The drum track program will not be heard (Mute).
Play: The drum track program will be heard (Play).

Using the control surface to make Drum Track set-
tings

You can use the control surface to edit the Play/Mute, Solo
On/Off, and Volume settings of the drum track. These
settings can be made using the front panel mixer section, or
in the display of the P0: Play— Control Surface page. The
explanation below describes how to make these settings
from the front panel.

PLAY/MUTE

1. Press the CONTROL ASSIGN MIXER switch to make
T1-8 light.

2. Press the MIX PLAY/MUTE 3 switch to change the
PLAY/MUTE setting.
SOLO On/Off

1. Press the CONTROL ASSIGN MIXER switch to make
T1-8 light.

2. Select the menu command Panel-Switch Solo Mode
On. (When you select it, a check mark will be added to
the menu item.)

3. Press the MIX PLAY/MUTE each switch to turn solo on/
off for input.

The setting is not visible in this page.
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Audio Volume

1. Press the CONTROL ASSIGN MIXER switch to make
T1-8 light.

2. Use the MIX VOLUMES 3 slider to control the volume.

[-1200...+1200]

This adjusts the pitch in one-cent steps. One cent is 1/100th
of a semitone.

The pitch of each drum kit is specified in Global P5: Drum
Kit.

[l You can control this using RPN.

Detune

1-4b:EQ

Auto Load Program EQ [Off, On]

On (checked): When you switch the drum track program,
the 3-band EQ values specified for the program will
automatically be loaded. Normally you will leave this
checked.

You are free to edit the 3-band EQ values that are
automatically loaded. You will be making changes based on
the settings of the original program.

Off (unchecked): The 3-band EQ values specified for the
program will not be loaded when you switch the drum track
program.

* When you select a drum track: Check this so that the 3-
band EQ settings of the program will be loaded. You can
adjust the timbre EQ based on these settings.

* When you've edited the drum track program’s EQ
settings and want to leave them fixed: Uncheck this
item. The EQ settings will not change when you select
programs.

Bypass [On, Off]

When Bypass is checked, all of the EQ will be disabled,
including the Input Trim.

Bypass can be convenient for comparing the results of the
EQ with the original signal.
Input Trim [00...99]

This controls the volume level going into the EQ. This
setting corresponds to the volume; a value of 50 corresponds
to —6 dB, and a setting of 25 corresponds to —12 dB.

High settings of the Low, Mid, and High Gain controls can
cause substantial increases in the overall level. You can
compensate for this by turning down the input trim.

High Gain [-18.0...+00.0...+18.0dB]
This controls the gain of the 10 kHz High Shelf EQ, in
increments of 0.5 dB.

Mid Frequency [100Hz...10kHz]
This sets the center frequency for the Mid sweep EQ.

Mid Gain [-18.0...4+00.0...+18.0dB]
This controls the gain of the Mid Sweep EQ, in increments of
0.5 dB.

Low Gain [-18.0...4+00.0...+18.0dB]

This controls the gain of the 80 Hz Low Shelf EQ, in
increments of 0.5 dB.

1-4c: Bus

Bus Select [Dkit, L/R, IFX1...5, 1...4, 1/2, 3/4, Off]

This specifies the bus that will output the drum track
program.

Dkit: The Bus (IFX/Output) Select, FX Control Bus, Send1
(to MFX1), and Send2 (to MFX2) settings (Global 5—-4b) for
each key of the drum kit used by the selected drum track
program will be valid. Choose this setting if you want to
apply separate insert effects to each drum instrument, or
send them separately to the AUDIO OUTPUT
(INDIVIDUAL) jacks.

A When making Dkit settings, you will normally use IFX.
Patch to specify the output destination.

L/R: Output to the L/R bus.
IFX1, 2, 3, 4, 5: Output to the IFX1-5 bus.

1, 2, 3, 4: The timbres will be output in monaural from
AUDIO OUTPUT (INDIVIDUAL) 1, 2, 3, and 4 respectively.
1/2, 3/4: Output according to the timbre pan settings from
AUDIO OUTPUT (INDIVIDUAL) 1 and 2 or 3 and 4 in
stereo.

Off: The sound will not be output to the L/R bus, IFX1-5
bus, or Individual 1-4 bus. Use the Off setting if you have
connected the drum track program output in series to a
master effect. Use Send1 (to MFX1) or Send2 (to MFX2) to
adjust the send level.

FX Control Bus [Off, 1, 2]

This sends the output of the drum track program to the FX
Control bus (two mono channels FX Ctrl1, 2).

The FX Control bus is used when you want to use another
audio signal to control the input of an effect. You can use the
two FX Control buses (two mono channels) to freely control
the effects in a variety of ways. For more information, please
see “FX Control Buses” on page 443.

AUX Bus [Off, 1,2, 3,4,1/2,3/4]

This sends the output of the drum track program to the AUX
buses (four mono channels: 1, 2, 3, 4).

The AUX buses are internal buses dedicated to recording,
that can be used for sampling etc. in each mode.

For example, you can use them to resample just the drum
track performance.

Resampling is possible if you select an AUX bus as the
Source Bus (Prog 0-7b).

As the Source Bus (Prog 0-7b), you will normally select L/R
so that you can sample the signal of the L/R bus, such as
your keyboard playing or KARMA function performance.
However if you want to sample only the drum track
performance, you'll use an AUX bus.

Off: The drum track program output will not be sent to an
AUX bus. Normally you will leave this off.

1, 2, 3, 4: The drum track program output will be sent to the
corresponding AUX bus in monaural.

1/2, 3/4: The drum track program output will be sent to the
corresponding pair of AUX buses (e.g., 1 and 2) in stereo.
Send 1 [000...127]

Send 2 [000...127]

These specify the send level at which the output of the drum
track program will be sent to each master effect.

Send 1: Send the signal to master effect 1.
Send 2: Send the signal to master effect 2.

If Bus Select is set to IFX1-5, the send levels to the master
effects are set by the post-IFX1-5 Send1 and Send2 (Prog 8-
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2a). For more information, please see “Audio Input, S/P DIF
IN, FireWire” on page 449.

m You can use CC#93 to control Send 1, and CC#91 to
control Send 2.

IFX. Patch:

IFX1 [L/R, IFX1...5, 1...4, 1/2, 3/4, Off]
IFX2 [L/R, IFX1...5, 1...4, 1/2, 3/4, Off]
IFX3 [L/R, IFX1...5, 1...4, 1/2, 3/4, Off]
IFX4 [L/R, IFX1...5, 1...4, 1/2, 3/4, Off]
IFX5 [L/R, IFX1...5, 1...4, 1/2, 3/4, Off]

Here you can patch the Bus Select setting specified for each
key of the drum kit, temporarily changing its connection
destination from the originally specified insert effect to some
other destination. This can be executed only if the drum
track program’s Bus Select is set to DKit and the Bus Select
(Global 5-4b) for each key of the drum kit is set to IFX1-5.

As the patch destination, choose an insert effect or L/R, 1-5,
1/2,3/4, or Off as the output bus.

Note: If you want to return the drum kit to its previous state,
change these settings to IFX1—IFX1, IFEX2—IFX2,
IFX3—IFX3, IFX4—IFX4, and IFX5—IFX5.

For the preloaded kits, snare sounds are normally sent to
IFX1, kick sounds to IFX2, and other sounds to IFX3. In such
cases if you set Bus Select to Dkit, these sounds will be sent
to IFX1, IFX2, and IFX3, but IFX1 and IFX2 are set for normal
(non-drum) programs. In such cases, you can use IFX.Patch
to route these drum sounds to unused IFX; for example, you
might send the snare sounds to IFX3, kick sounds to IFX4,
and other sounds to IFX5. For more information, please see
“Effect Guide” on page 441.

V¥ 1-4: Menu Command

® 0: Write Program s=p.107

¢ 1:Panel-SW Solo Mode On t=p.107
* 2:Exclusive Solo =p.108

¢ 3: Copy Drum Track sp.113

* 4: Erase Drum Track Pattern w=p.113

For more information, please see “Program: Menu
Command” on page 107.

1-5:X-Y Setup
|PROG_P1:Basic/DT/Ctrls XV Setup [EEKZNE SR

W:-Y Yolume Control Menu
[m] Enable ¥olume Control

[[] Equal Power
0O5C1 Center Yolume: |18@%
0SC2 Center Yolume: |188%

EX-Y CC Control EE
[m] Enable CC Control

% Made: ) BTN ¥ Mode: €Y Split

+i: ) %+ Mad. (CCH#85) +v: €Y %V +¥ Mod. (CC#ET)
-%: @) ®Y —X Mod. (CC#EE) -v:(E) XY -¥ Mod. (LCH#EE)
Frogram KegZone|DrumTrk | Drum Tr B=h ontro— ads ads
Patter| Prog Setup llarz 1-d 5-2
X=Y Control lets you touch your finger to the display and
move it (X=Y MODE) or capture this movement as an X-Y
Motion in order to generate a control change that will

control the volume balance of OSC1 and OSC2 or vary the
program or effect.

1-5a—

— 1-5¢

1-5b—

What does X-Y control?

Modulation generally works by moving a single control. like
a slider, in a straight line. At one end of the control, the
modulation is at its minimum; at the other end, it’s at its
maximum.

X-Y control is a little different. It works by moving around a
point on a two-dimensional plane, both left-right and up-
down.

You can think of this point as being positioned on two
different lines at once: a left-right line (the X axis), and an
up-down line (the Y axis).

In other words, instead of just having one value (like a
slider), each X-Y position has two values: one for X, and one
for Y. See the graphic “X-Y position and X and Y axis
values” for an example.

X-Y position and X and Y axis values

X-Y position
+127
Y value: +50 °
Y-Axis 0
-127 0 +127
X-Axis
X value: -90

You can directly move the location of the point in the
display (X-Y MODE), or you can use X-Y Motion to
automatically move the location of the point as shown in the
illustration below.
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Using X-Y Motion to move the X-Y position

+127

-127 0 +127
X-Axis

Volume and CC Control

The X-Y control does two main things: it can control the
relative volume of the two Oscillators in Program mode (or
of up to 16 Programs at once in Combination mode), and it
can generate CCs for controlling Program and Effects
parameters.

X-Y control and MIDI

The X-Y control features interact with MIDI in two different
ways: through the X-Y MODE, and through the X-Y CC
Control.

The X-Y MODE sends and receives two MIDI controllers:
one for the X axis, and the other for the Y axis. In Global
mode, you can assign these to any MIDI CC numbers you
like. The defaults are CC#118 for the X axis, and CC#119 for
the Y axis. The X-=Y mode (or X-Y motion) and its CCs
control the X-Y position.

The X-Y CC Control, on the other hand, is generated by the
X=Y position. Normally, this will only affect internal sounds
and effects. If you like, however, you can also enable a
Global parameter to send these generated CCs to external
MIDI devices.

X-Y MODE switch

When you turn on the X—Y MODE switch, the color scheme
of the display will change, and the switch LED will light.

A In this state, you won't be able to select parameters in
the display. Turn this switch off if you want to edit
settings. If you want to select a menu command such as
Write Program, you can access it by holding down the
ENTER switch and pressing a numeric keypad.

To save the program, press the REC/WRITE switch to
access Update Program, and then press the ENTER
switch.

HOLD switch

If you turn the HOLD switch on (LED lit) and then take your
finger off the display, the effect will continue in the state in
which it was at that moment. If this switch is off, the point
will return to the center value (no effect) when you remove
your finger from the display.

MOTION switch

This switch records or plays-back the X-Y motion.
Recording or playback will occur while you hold down the
switch (LED lit).

You can also use a foot switch to control this.

Recording an X-Y motion

If there are no events

1. Press the X-Y MODE switch (LED lit).

2. Press the MOTION switch to enter record-ready mode.

3. Continue holding down the MOTION switch, and
touch the display; recording will begin. Move your fin-
ger to record the motion.

4. Recording will end when you off the MOTION switch
or when the maximum number of events have been
recorded.

If there are already events

1. Press the X-Y MODE switch (LED lit).

2. Press the MOTION switch; playback will begin.

3. Continue holding down the MOTION switch, and

touch the display; recording will begin at that moment.
Move your finger to record the motion.

4. Recording will end when you off the MOTION switch
or when the maximum number of events have been
recorded.

5. Press the MOTION switch once again, and the old
events will play (up to the point you began re-record-
ing) followed by the newly-recorded events.

Playing back the X-Y motion

1. Press the X-Y MODE switch (LED lit).

2. The X-Y motion will play back while you continue
holding down the MOTION switch.

Play the keyboard.

Note: You can also use a foot switch to turn the MOTION
switch on/off. For more information, please see “List of Foot
Switch assignments” on page 619.

Resetting the X-Y motion

While holding down the ENTER switch, press the MOTION
switch; the recorded events will be erased.

1-5a: X-Y Volume Control

You can adjust the relative volume balance between
oscillators 1 and 2 by moving X-Y MODE (or an X-Y
Motion) left or right on the X-axis.

If you check “Equal Power,” you'll be able to fade smoothly
between the two oscillators when changing the X-Y
position. You can also use OSC 1/2 Center Volume to create
more complex fades.

In Combination mode, you can use this to control the
relative volumes of up to 16 Programs at once, using both
the X and Y axes. For more details, please see the X-Y
Volume Control section of Combination mode.

Enable Volume Control [Off, On]

When this box is checked, moving the X-Y position will
change the volume of oscillators 1 and 2.
When this box is not checked, the X-Y position will not

directly affect volume. However, it’s still possible to control
volume via X-Y CCs and AMS.

Equal Power [Off, On]

This applies only when Enable Volume Control is turned
On.

When Equal Power is On, the X-Y will fade between
Oscillators 1 and 2 using an equal-power volume curve. This
provides a smooth fade between the two sounds, and is the
type of volume control used by classic vector synths.

Also, when this is checked, the OSC 1 and OSC 2 Center
Volume parameters will be grayed out, since Equal Power
sets the center volumes automatically.

When Equal Power is Off, the OSC 1 and OSC 2 Center
Volume parameters determine the way in which X-Y
position affects volume.
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0OSC1 Center Volume [0, 25, 50, 75, 100%]
This sets the volume of Oscillator 1 at the center of the X

axis. It applies only when Equal Power, above, is set to Off.

The volumes at the extreme ends of the X axis are fixed. At
the left side, Osc 1 is always at 100% volume; at the right
side, Osc 1 is always at 0%.

0SC2 Center Volume [0, 25, 50, 75, 100%]

This sets the volume of Oscillator 2 at the center of the X
axis.

The volumes at the extreme ends of the X axis are fixed, in
the opposite direction of Oscillator 1’s. At the left side, Osc 2
is always at 0% volume; at the right side, Osc 2 is always at
100%.

Osc Center Volume and X-Axis Position

Volume 50%

0%
=127 0 +127

Vector X-axis position

Center Volume Values: — 100

X-Y CC MIDI Output

1-5b: X-Y CC Control

X-Y CC control lets you use movements of the X—Y position
in X=Y MODE (or X-Y Motion) as an AMS source to control
the parameters of a program or as a Dmod source to control
an effect.

Each of the four directions of the X-Y can send a different
CC, including left (-X), right (+X), up (+Y), and down (-Y).
You can choose between several different patterns
combining these four directions by using the X Mode and Y
Mode parameters.

The X-Y CC is transmitted as MIDI control change messages
on the global MIDI channel. This means that it controls all
voices of the program, not individual voices.

Note: A Global parameter allows you to enable or disable
MIDI output for the CC Control. By default, this is disabled.
This setting does not affect the internal Programs, which can
always receive the X-Y CCs.

Enable CC Control [Off, On]

When this box is checked, the X-Y position will control the
CCs assigned to +X, -X, +Y, and -Y, as set below.

When this box is not checked, the CC assigned to +X, =X, +Y,
and -Y will have no effect. The MIDI CC# specified by
Global settings X (X-Y Mode) and Y (X-Y Mode) (P2:
Controllers — MIDI CC# Assign) will be transmitted and
received. For more information, please see “X-Y control and
MIDI” on page 32.

X Mode [Positive, Negative, Xfade, Split]

You can set up the X-Y CC control to send out CCs in
several different patterns, as shown in the graphic below.
This controls the pattern for the X axis. Note that this setting
affects only CC Control; it has no effect on Volume Control.

Positive sends out only +X, starting at 0 at the far left, and
increasing to 127 at the far right. -X is disabled in this mode.

Negative sends out only -X, starting at 0 at the far left, and
increasing to 127 at the far right. In this mode, +X is grayed
out.

Global switch (P1: MIDI):

X-Y CC Control

“X-Y MIDI Out”
Global Controllers X-Y MODE

. » | MIDICCAssignments Q

X-Y Mortion
Defaults:X=118,Y=119 e X-Y CCMIDI Output
————O
X-Y CC Control

X-Y MODE
MIDI In

X Mode and

Scal ——
cale Y Mode

X+/-and Y+/-
CCAssignments

X-Y CCModulation of
Program and FX Parameters

— ol »

X-Y Volume Control

Osc 1/2 Center Volume
and Equal Power settings

— S >

Program switch:
“Enable CC control”

X-Y Modulation of
Oscillator Volume

Program switch:
“Enable Volume control”
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Xfade sends out both +X and -X, overlapping throughout
the X axis. As one increases, the other decreases.

Split sends out both +X and X, with a split in the center. +X
is sent when the point moves to the right of the center, and
—Xis sent when the point moves to the left of center.

X=Y CC Modes

Positive Negative

Generates only +X, Generates only -X,

increasing from left to right. increasing from right to left.

0 +X CC 127 127 -XCC 0
-127 0 +127 -127 0 +127

X-Axis X-Axis

Xfade Split

Generates both +X and -X. Generates both +X and -X.

One increases as the other Both are 0 in the center.

decreases. +X increases to the right;

-Xincreases to the left.

0 +XCC 127 X CC
[ 2 > 0 127
1 00—

< ¢ 127 0

0 -Xcc o127 xce
-127 0 +127 -127 0 +127

X-Axis X-Axis

+X [Off...MIDI CC#119]

This assigns the controller transmitted by the +X direction.
You can use this as an AMS source to control Program
parameters, or as a Dmod source to control Effects
parameters. It will be grayed out if the X Mode, above, is set
to Negative.

-X [Off...MIDI CC#119]

This assigns the controller transmitted by the —X direction. It
will be grayed out if the X Mode, above, is set to Positive.

The selections are the same as for +X, above.

Y Mode [Positive, Negative, Xfade, Split]
This controls the X-Y CC pattern for the Y axis. For more
information, please see the description under X Mode,
above.

+Y [Off...MIDI CC#119]

This assigns the controller transmitted by the +Y direction. It
will be grayed out if the Y Mode, above, is set to Negative.

The selections are the same as for +X, above.

-Y [Off...MIDI CC#119]

This assigns the controller transmitted by the —Y direction. It
will be grayed out if the Y Mode, above, is set to Positive.

The selections are the same as for +X, above.

1-5c¢: X-Y Graphic
X-Y Graphic

The X-Y graph shows a representation of the volume
change when using Equal Power mode or the Center
Volume setting.

V¥ 1-5: Menu Command

® (: Write Program w=p.107

¢ 1: Panel-SW Solo Mode On =p.107
e 2: Exclusive Solo =p.108

¢ 3: Copy X-Y Motion =p.108

For more information, please see “Program: Menu
Command” on page 107.
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1-6: Controllers Setup
e R
M Panel Switch Assign I | Menu

160 3w 2:(g) Ribbon Lock
© Teaate © Toaa:
M Realtime Control Slider &3sign NN
Slider 5: o F/# Attack (CC#T3)
1-6b— Slider 6: © F/h Decay {CC#75)
Slider 7: o Slider Mod. 7 (CC#Z@)
Slider & o Slider Mod. & (CC#21)

Here you can specify the SW1 and SW2 switch and 5-8
slider functions of the program when Control Assign
REALTIME CONTROL is selected.

Note: SW1 and SW2 can be controlled by the KYBD-61/73/
88’s SW1 and SW2 switches.

1-6a: Panel Switch Assign
SW (SW1 Assign) [Off, ..., After Touch Lock]

This assigns the function of SW1. For more information,
please see “List of SW 1/2 assignments” on page 617.

Note: If the KYBD-61/73/88 is connected, the on/off status
of the SW1, SW2 switches is memorized when you save the
program.

If you change the function setting, the status is reset to off.

Mode (SW1 Mode) [Toggle, Momentary]

This specifies the on/off operation when you press the SW1
switch.

Toggle: The state will alternate between On and Off each
time you press the SW1 switch.

Momentary: The state will remain On only while you
continue holding down the SW1 switch.

SW2 Assign [Off, ..., After Touch Lock]

SW2 Mode [Toggle, Momentary]

This assigns the function of SW2. The functions that can be
assigned to SW2 are the same as for SW1, with the
substitution of SW2 Mod. (CC#81) instead of the SW1’s SW1
Mod. (CC#80).

1-6b: Realtime Control Slider Assign

Here you can assign the functions (mainly types of control
change) that sliders 5-8 will have when Control Assign
REALTIME CONTROL is selected. (See “Realtime Control
Slider 5-8 Assignments” on page 618)

The functions you assign here are active when you select
CONTROL ASSIGN REALTIME CONTROL switch and
operate sliders 5-8.

Slider 5 [Off, ..., MIDI CC#95]
Slider 6 [Off, ..., MIDI CC#95]
Slider 7 [Off, ..., MIDI CC#95]
Slider 8 [Off, ..., MIDI CC#95]

V¥ 1-6: Menu Command

® 0: Write Program sp.107
¢ 1:Panel-SW Solo Mode On t=p.107
* 2: Exclusive Solo =p.108

For more information, please see “Program: Menu
Command” on page 107.

35



36

Program mode

1-7:Pads 1-4 Setup,
1-8: Pads 5-8 Setup

PROG P1:Basic/DT/Cirls Pads 1-4 Setup ¥ 1.7

MPads Chord Menu
Uosch [Z_Josch L3_]°Gch Uoﬁch
7 | | [ |
2:554_#,@ 2:,TFIW 2:|I*3_J|W 2:|K32_.-"|W
3:|TFIW 3:|5*4_.-"|W 3:|354_.-"|W S:WHW
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Praaran [Key. one DrurmTrl ontro—| Pads
Basic J ~Scale JP p. Prog J Setup J llers J. 1-d

There are eight velocity-sensitive trigger pads below the
display. These look like drum machine pads, and playing
drum sounds is certainly one use for them.

However, they can also play up to eight-note chords on any
sound-not just drums. The pads even remember the
velocities of the individual notes within the chord, as well as
the notes themselves. These settings are stored
independently for each Program.

Assigning notes to the pads

You can assign notes to the pads directly from the keyboard
and front-panel controls, without using this page at all.
Alternatively, you can enter notes and velocities using the
parameters on this page. Regardless of how the notes were
first assigned, you can edit their values here.

For more information, including step-by-step instructions

and usage tips, please see “Drum & Chord Pads” on page 44
of the Operation Guide.

1-7(8)a:Pads Chord

Pad 1

MIDI Channel [Gch, Dch]
Here you can specify the MIDI channel on which the pad
will transmit.

Gch: The pad will transmit on the global MIDI channel. The
program will sound.

Dch: The pad will transmit on the Drum Track MIDI
channel. The program of the drum track will sound.

Notes 1...8 [Off, C-1...G9 / 001...127]

These parameters let you edit the 8 notes assigned to each
pad, along with a separate velocity for each note. To play
fewer than 8 notes, just set the unwanted notes to Off.

Off: Select this to disable the note.
C-1...G9: This sets the note number.
001...127: This sets the note’s velocity value. For more

information on pads and velocity, please see “Pad Mode:
Fixed Velocity vs. Velocity Sensitive,” below.

Pad Mode: Fixed Velocity vs. Velocity Sensitive

Each pad stores a velocity level for each of its 8 notes. The
PAD MODE switch, to the right of the pads, controls
whether or not the pads respond to how hard you play. Its
setting is stored with each Program, Combination, and
Song.

In Fixed Velocity mode, the pads always use their stored
velocity settings, regardless of how hard you play.

In Velocity Sensitive mode, hitting the pad very strongly
produces the preset velocities. When you play more softly,
the preset velocities are scaled down accordingly,
maintaining the balance between the notes in the chord.
Assigning notes and chords to pads

You can assign single notes and chords to the pads in three
different ways.

Play the notes, and then press CHORD ASSIGN
1. Play a single note, or a chord of up to 8 notes.

2. Press the CHORD ASSIGN switch.

3. Press the pad to which you’d like to assign the notes.

That'’s it! The notes are now assigned to the pad.

Press CHORD ASSIGN, and then play notes

This method lets you create a chord out of widely-spaced
notes, even if you can’t play all of the notes simultaneously.
1. Press the CHORD ASSIGN switch.

2. Play a single note, or a chord of up to 8 notes.

You can play a single note, or a simple chord.

If you like, you can also play up to 8 notes as a legato
phrase. As long as you take care that the notes overlap each
other, the entire phrase will be recorded as a single chord.
You can take as long as you like to play the phrase.

3. Press the pad to which you’d like to assign the notes.

After pressing the pad, you're done!

Edit notes and velocities using the display

You can edit the recorded notes and velocities using the on-
screen parameters. If you like, you can also enter new notes
this way. For more information, please see “Pad 1,” above.

Copying and Merging Pads

Just as you can assign notes to a pad by playing them on the
keyboard, you can press a pad to copy its assigned notes to
another pad.

The method is similar to steps 1-3 above; press the pad that
you want to copy, and then press the CHORD ASSIGN
switch. Then press the copy-destination pad; the
assignments will be copied.

You can also use this to combine the assignments of two or
more pads, up to a maximum of eight notes. To do so, just
press all of the “copy from” pads simultaneously, and then
proceed as above.

For more detailed instructions, please see “Drum & Chord
Pads” on page 44 of the Operation Guide.

Pad2...4,5...8

These are the same as for Pad 1, as described above.

V¥ 1-7(8): Menu Command

® (: Write Program w=p.107

¢ 1: Panel-SW Solo Mode On t=p.107
e 2: Exclusive Solo =p.108

¢ 3: Copy Pad Setup w=p.113

For more information, please see “Program: Menu
Command” on page 107.
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PROG P2: OSC/Pitch

These pages control the first and most basic elements of

sounds: the Multisamples that the oscillators play, and the

pitch at which it plays them. For instance, you can:

® Select Multisamples for Single and Double Programs, or
Drum Kits for Drum Programs.

® Set up velocity splits, crossfades, and layers for Single
and Double Programs.

® Set the basic pitch of the sound, including the octave,
fine tuning, and so on.

¢ Control pitch modulation using a variety of controllers
such as LFO, pitch EG, and the KYBD-61/73/88’s
joystick and ribbon controller.

Note that when the Oscillator Mode is set to Single or

Drums, only Oscillator 1’s filters are active; the pages for

Oscillator 2’s filters will be grayed out.

2-1:0SC1 Basic
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Program’s sounds are based on samples, and this page lets

you set up all of the basic sample-related settings. Among
other things, you can:

® Select Multisamples for the Oscillator (in a Single or
Double Program), or select the Drum Kit for a Drum
Program

® Set the Oscillator’s basic pitch

¢ Create velocity splits and crossfades between
Multisamples

2-1a: 0SC1 Multisample

This setting will depend on the Oscillator Mode setting.

If it is Single or Double, each oscillator can use up to four
multisamples. In Drum mode, there is one Oscillator, and it
plays a single Drum Kit.

Multisamples, and Drum Kits

Multisamples, and Drum Kits allow you to play samples in
different ways.

* Multisamples lay out one or more samples across the
keyboard. For instance, a very simple guitar

Multisample might have six samples—one for each string.

* As the name suggests, Drum Kits are optimized for
playing drum samples.

Velocity splits, crossfades, and layers

As mentioned above, unless you're in Drum mode, each
Oscillator has four velocity zones, named MS1 (High)
through MS4 (Low). Each of these zones can play either a
Multisample, and has separate settings for Level, Start
Offset, and so on.

Each of the zones can fade into the next, to create smoother
velocity transitions. Zones can even be layered together, two
at a time.

“Oscillator Mode” Single, Double
MS1 (High)

These are the settings for the first and highest velocity zone.

If you want to create a simple setup with only a single
Multisample, just set up MS1 as desired, and then set the
Bottom Vel. (Bottom Velocity) to 1 and the Xfd (Crossfade
Range) to 0.

Multisample On/Off [Off, On]
Specifies whether the MS1 multisample will sound.

It will sound if this is On (checked).

Bank

[RomM, RomS, RamM, RamS, EX * M, EX * S, ...]
This is displayed if Multisample On/Off is On.
There are three main types of Banks: ROM, RAM, and EX*.
For each type, you can also choose between looking at mono

and stereo Multisamples. Note that stereo Multisamples will
require twice as many voices as mono Multisamples.

ROM Multisamples are the built-in “factory” sounds, and
are always available.

RAM Multisamples include Akai, AIFE, WAV or SoundFont
2.0 files loaded from media, and samples created in
Sampling mode.

EX *M, EX * S Multisamples selects a PCM expansion series
multisample bank. Each bank has its own number. The

menu will show only the EX * banks that are currently
loaded.

Multisample select [List of Multisample]

This specifies a multisample for MS1.

k Some multisamples have an upper limit; they will not
sound for notes higher than this limit.

When you press the Multisample Select popup button, the
multisample list will appear, allowing you to select a
multisample from the list.

ROM Multisample Select menu

Use the tabs to select a category, and select a multisample
within the category. Press the OK button to execute, or the
Cancel button to cancel.
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If Bank is set to RomM, the list shows all of the mono
Multisamples in the Bank. If the Bank contains stereo
multisamples, you'll also see the left and right channels as
separate, mono multisamples, with —L and —R appended to
the end of the name.

If Bank is set to RomS, only stereo multisamples will be
shown.

RAM Multisample Select menu

Select a RAM multisample from the list. Press the OK button
to execute, or the Cancel button to cancel.

eD 05C1 High RA&M MMultisample

AAA-L

AEl: NewMS—— BAA-R
aEz:
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If Bank is set to RamM, the list shows all of the mono
Multisamples in the Bank. If the Bank contains stereo
multisamples, you'll also see the left and right channels as
separate, mono multisamples, with -L and —R appended to
the end of the name.

If Bank is set to RamS, only the stereo Multisamples will
appear. However, they will still be listed as separate left and
right Multisamples. Selecting either the left or right channels
will select the stereo pair.

Rev (Reverse) [Off, On]
This plays the selected multisample in reverse without
looping it.

Note: If an individual sample within the multisample is

already set to reverse, it will play in reverse without this
setting.

On (checked): The multisample will play in reverse.

Off (unchecked): The multisample will play normally.

Ofs (Start Offset) [Off, 1st...8th]

In addition to simply starting playback from the beginning,
ROM and EXB Multisamples can have up to 8 different pre-
programmed alternate starting points.

Similarly, RAM Multisamples can play either from the
beginning of the waveform, or from the loop start point.

Ofs (Start Offset): ROM and EXB Multisamples

With ROM and EXB Multisamples, the Start Offset specifies
whether to use the normal start point (Off), or to use one of
the alternate start points (1st-8th).

Some ROM and EXB Multisamples may have fewer than 8
pre-programmed points, in which case only the available
points can be selected.

Ofs (Start Offset): RAM Multisamples

With RAM Multisamples, only Off and 1st are available. Off
uses the normal start point, and 1st uses the loop start
instead. 2nd through 8th will be grayed out.

Lvl (Level) [000...127]

This sets the basic volume level of the multisample. The

Amp section can modify this basic level extensively with

envelopes, LFOs, keyboard tracking, and other modulation;

for more information, please see “PROG P4: Amp/EQ,” on

page 58.

K Depending on the multisample, high Level settings
may cause distortion when playing many notes at a
time. If this occurs, lower the Level.

With RAM Multisamples, each Sample also has a “+12dB”
option. If this is turned on, the Sample will play back
approximately 12 dB louder. You can configure this
parameter for each Sample in Sampling mode.

Bottom Vel. (Bottom Velocity) [001...127]

This sets the lowest velocity at which the Multisample will
sound. MS1’s Bottom Vel. can be equal to, but not lower
than, than that of MS2.

Xfd (Crossfade Range) [Off, 001...127]

This sets the range of velocities over which MS1 will fade
into MS2, going up from the Bottom Vel.

For instance, if the Bottom Vel. is set to 64, and the Xfd is set
to 20, MS2 will start to fade in at velocities of 84 and below.

When velocities are within the Xfd, the Oscillator will use
twice as much polyphony as it would normally.

Note: You can only fade between two zones at once.

05C1
-127
Xfade Range =20 _84 “ .
Curve = Linear 1’ )
- Gd

Bottom Velocity = 64

Curve [Linear, Power, Layer]

This controls the volume curve of the crossfade. Linear and
Power (short for Equal Power) let you fine-tune the way that
the two Multisamples mix together; one or the other may be
more appropriate for a given pair of Multisamples. Layer,
true to its name, lets you layer the two Multisamples
together without any crossfading.

Linear means that the two samples will each be at 50% of
their full volume in the middle of the crossfade. Sometimes,
this may create a dip in the volume level; if so, try using
Power instead.

Power, short for Equal Power, means that the two samples
will each be at around 70% of their full volume in the middle
of the crossfade. Sometimes, this may create a bump in the
volume level, in which case you might try selecting Linear
instead.
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Layer means that the two Multisamples will be layered
together, both at full volume, for the entire range of the
crossfade.

Crossfade Curves
‘ MS1
Volume
Xfade
Velocity
Volume
Xfade
Velocity
Volume )
Xfade
Velocity

MS2 (Mid Hi), MS3 (Mid Lo), MS4 (Low)

These are the settings for the second, third, and fourth
velocity zones. The parameters for MS2 and MS3 are exactly
the same as those for MS1, as described above.

The parameters for MS4 are also similar to those for MS1,
except that MS4 has no settings for Bottom Vel. (which is
always fixed at 1), Xfd, or Curve.

OSC1 Frequency

Oct (Octave) [-2[32'], -1[16'], +0[8'], +1[4'1]

This sets the basic pitch of the Oscillator, in octaves. The
default is +0[8']. The standard octave of a multisample is +0

8.

Transpose [-12...412]

This adjusts the pitch in semitones, over a range of +1
octave.

Tune [-1200...+1200]

This adjusts the pitch in cents, over a range of =1 octave. A
cent is 1/100 of a semitone.

Freq Ofs (Frequency Offset) [-10.0Hz ... +10Hz]

This adjusts the pitch by increments of 0.1 Hz. Frequency

Offset is different from Tune in that, when used to detune
the two oscillators, it can create a constant beat frequency

across the range of the keyboard.

2-1b: 0SC1 Multisample

“Oscillator Mode” Drums
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These parameters appear when the Oscillator Mode is set to
Drum Kit.

Drum Kit [000...031 (INT), 032...143 (U-A...U-G),
144...152 (GM)]

This selects a drum kit.

For 000(INT)-143(U-G), you can use Global P5: Drum Kit to
edit the instrument assignments.

Drum Kit Frequency
Oct (Octave) [-2[32'], -1[16'], +0[8'], +1[4']]

This adjusts the pitch in octave units. When using a drum

kit, set the Octave to 8'.

A When editing a drum program, you must set this
parameter to 8'. With other settings, the sounds of the
drum kit will be assigned to the wrong notes of the
keyboard.

Transpose [-12...+12]

This adjusts the location of the instruments in the selected
drum kit. Unless you need to change this, leave it at 0.

Tune [-1200...+1200]

This adjusts the pitch in one-cent units.

The pitch of each drum kit can be adjusted in Global P5:
Drum kit.

Freq Ofs (Frequency Offset) [-10.0Hz ... +10Hz]

This adjusts the pitch by increments of 0.1 Hz. Frequency

Offset is different from Tune in that, when used to detune
the two oscillators, it can create a constant beat frequency

across the range of the keyboard.

V¥ 2-1: Menu Command

® 0: Write Program sp.107
¢ 1:Panel-SW Solo Mode On t=p.107
* 2: Exclusive Solo =p.108
e 3:Swap LFO 1&2 wp.114

For more information, please see “Program: Menu
Command” on page 107.
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This page contains all of the settings for Oscillator 1’s pitch

modulation. For example, you can:

* Specify pitch bend controlled by the KYBD-61/73/88’s
joystick X (or an incoming pitch bend message) set to
independent Bend Up and Bend Down, or controlled by
the ribbon controller (or by incoming CC#16).

¢ Use Pitch Slope to control how the pitch changes when
you play up and down the keyboard.

e Assign AMS modulation for pitch.

® Set up initial amounts of pitch modulation from the
Pitch EG and LFO1/2, as well as AMS modulation of
LFO and EG amounts.

* Set up Portamento.

2-2a: Pitch

Pitch Slope [-1.0...+2.0]
Normally, this should be set to the default of +1.0.
Pitch Slope, pitch, and note

+2
Pitch

+1

2oct T] "
oci 0

loct

-1
c4 C5 Note on keyboard

Positive (+) values cause the pitch to rise as you play higher
on the keyboard, and negative (-) values cause the pitch to
fall as you play higher on the keyboard.

When this is set to 0, playing different notes on the keyboard
won’t change the pitch at all; it will be as if you're always
playing C4. This can be useful for special effects sounds, for
instance.

Ribbon [-12...+12]

Specify in semitones how the pitch will change when the
ribbon controller is pressed (or when CC#16 is received).

Positive (+) values make the pitch rise when you press the
ribbon controller to the right of center, and negative (-)
values will cause the pitch to fall.

For example, with a setting of +12, pressing the far right
edge of the ribbon controller will raise the pitch one octave,
and pressing the far left edge will lower the pitch by one
octave.

With a setting of —12, the effect is reversed; pressing on the
right edge will lower the pitch, and pressing on the left will
raise the pitch.

When you lift off of the ribbon, the pitch will snap back to
the center (unless you're using the SW1/2 “Ribbon Lock”
feature). So, by tapping on the right edge of the ribbon and
then releasing quickly, you can create guitar “hammer-on”
effects.

JS (+X) [-60...+12]

Specify in semitones how the pitch will change when the
joystick is moved to the right (or when a pitch bend message
is received). For normal pitch bend, set this to a positive
value.

For example, if you set this to +12 and move the joystick all
the way to the right, the pitch will rise one octave above the
original pitch.

JS (-X) [-60...+12]

Specify in semitones how the pitch will change when the
joystick is moved to the left (or when a pitch bend message
is received). For normal pitch bend, set this to a negative
value.

For example, if you set this to —-60 and move the joystick all
the way to the left, the pitch will fall five octaves below the
original pitch. You can use this to create guitar-style
downward swoops.

AMS (Pitch) [List of AMS Sources]
This selects a AMS source to control the pitch. For a list of
AMS sources, please see “AMS (Alternate Modulation
Source) List” on page 608.

Intensity [-12.00...4+12.00]

This controls the depth and direction of the pitch
modulation, in semitones.

For example if you set AMS (Pitch) to After Touch and then
press down on the keyboard, the pitch will rise if this
parameter is set to a positive (+) value, or fall if this
parameter is set to a negative (-) value.

2-2b:Pitch EG

Intensity [-12.00...+12.00]

This controls the initial effect of the Pitch EG on Oscillators
1’s frequency, in half-steps, before any AMS modulation.

The Pitch EG’s shape can swing all the way from +99 to —99.
When the Intensity is set to a positive (+) value, positive
values from the EG raise the pitch, and negative values
lower the pitch.

When the Intensity is set to a negative (-) value, the effect of
the EG is reversed; positive EG values mean lower pitches,
and negative EG values mean higher pitches.

AMS (Pitch EG) [List of AMS Sources]
This selects any AMS modulation source to scale the amount
of the Pitch EG applied to the pitch.

For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.

Intensity [-12.00...4+12.00]

This controls the depth and direction of the pitch EG AMS
modulation. The AMS modulation and the initial Intensity
are added together to determine the Pitch EG’s final effect.

With positive (+) values, greater modulation will increase
the effect of the Pitch EG, as shown in example B below.
With negative (-) values, greater modulation will introduce
the opposite effect of the Pitch EG-like inverting the polarity
of the envelope. You can use this in several different ways:
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* You can set an initial positive amount with the Intensity
parameter, and then reduce this amount with AMS. In
this case, the final effect of the EG is simply diminished,
and not actually inverted, as shown in example C.

* You can also set the AMS Intensity amount to be greater
than the initial Intensity. In this case, the EG will have a
positive effect with low modulation amounts, and an
inverted effect at higher modulation amounts—as shown
in example D.

Pitch EG AMS
A. Original EG B. Intensity = +6.00
Change M
to Pitch
C. Intensity = -3.00 D. Intensity = -24.00
Change /R
to Pitch

2-2c: Portamento

Portamento lets the pitch glide smoothly between notes,
instead of changing abruptly.

Enable [Off, On]

On (checked): Turns on Portamento, so that pitch glides
smoothly between notes.

Off (unchecked): Turns off Portamento. This is the default
state.

Fingered [Off, On]
This parameter allows you to control Portamento through
your playing style. When it’s enabled, playing legato will
turn on Portamento, and playing detached will turn it off
again.

This option is only available when Portamento Enable is
turned on.

On (checked): Turns on Fingered Portamento.

Off (unchecked): Turns off Fingered Portamento.
Mode [Rate, Time]

Rate means that Portamento will always take the same
amount of time to glide a given distance in pitch - for
instance, one second per octave. Put another way, gliding
several octaves will take much longer than gliding a half-
step.

Time means that Portamento will always take the same
amount of time to glide from one note to another, regardless
of the difference in pitch. This is especially useful when
playing chords, since it ensures that each note in the chord
will end its glide at the same time.

[000...127]

This controls the portamento time. Higher values mean
longer times, for slower changes in pitch.

Time

This option is only available when Portamento Enable is
turned on.

Assigning SW1 or SW2 to Portamento On/Off

You can turn portamento on/off by using the KYBD-61/73/
88’s two assignable switches SW1 and SW2.

To do so:

1. Go to the Prog P1: Basic/DT/Ctrls— Controllers Setup
page.

2. Under Panel Switch Assign, set either SW1 or SW2 to
Porta.SW (CC#65).

Now, the selected switch will enable and disable
Portamento. It will also send the MIDI Portamento
controller, CC#65.

[ Even if you don’t assign SW1/2 to Portamento, you can

still use MIDI Controller #65 to turn Portamento on and
off.

2-2d:LFO1/2

LFO1 and LFO2 can both control the pitch. You can control

the strength of each LFO’s modulation in three different

ways:

* Set an initial amount of LFO modulation, using the
LFO1 Int., LFO2 Int. parameters.

* Use]JS +Y Int. to adjust the amount of LFO produced by
JS+Y operations.

e Use any AMS source to scale the amount the LFO.

The results are added together to produce the total LFO
effect.

LFO1

LFO1 Int. (LFO1 Intensity) [-12.00...+12.00]

This controls the initial effect of the LFO on the pitch, in
semitones, before any JS+Y Int. or AMS modulation.

Negative (-) settings will invert the phase of the LFO.

JS+Y Int. (LFO1 JS+Y Intensity) [-12.00...+12.00]

Specify the depth of pitch modulation produced by OSC1
LFO1 when the KYBD-61/73/88's joystick is moved in the
+Y (away) direction (or when CC#1 is received). (Joystick
control in the +Y direction is called “JS +Y.”)

This parameter sets the maximum amount of LFO
modulation added by JS+Y, in semitones.

As this value is increased, moving the joystick in the +Y
direction will cause the OSC1 LFO1 to produce deeper pitch
modulation.

Negative (-) settings will invert the phase of the LFO. You
can also use this to reduce the initial amount of the LFO, as
set by LFO1 Int., above. For example:

1. Set LFOL1 Int. to +7.00.

The LFO will now have a fairly strong effect on the pitch,
bending it by a perfect 5th.

2. Set]JS+Y Int. Intensity to -7.00.

Now, if you move the joystick up, the effect of the LFO will
fade away. When the joystick is all the way at the top of its
range, the LFO will be completely cancelled out.

AMS (LFO1) [List of AMS Sources]

This selects any AMS modulation source to scale the amount
of the LFO applied to pitch.

For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.
Intensity [-12.00...+12.00]

This controls the depth and direction of the AMS (LFO1)
modulation for pitch.
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With a setting of 0, modulation will not be applied. With a
setting of 12.00, the OSC1 LFO1 will apply a maximum of
+/-1 octave of pitch modulation.

For example if AMS (LFO1) is set to AfterTouch and you
press down on the keyboard, pitch modulation from OSC1
LFO1 will be applied in positive phase if this is a positive
(+) value, or applied in negative phase if this is a negative
(=) value.

LFO1 Int., JS+Y Int., and AMS (LFO1) settings are summed
to determine the depth and direction of pitch modulation
produced by OSC1 LFOL1.

LFO2:

The parameters for LFO2 are identical to those for LFO1. For
more information, please see the descriptions under LFO1,
above.

V¥ 2-2: Menu Command

* 0: Write Program sp.107
¢ 1:Panel-SW Solo Mode On =p.107
* 2: Exclusive Solo =p.108
* 3:Swap LFO 1&2 wp.114

For more information, please see “Program: Menu
Command” on page 107.

2-3:0SC2 Basic

This page controls the basic settings for Oscillator 2. It is
available only when the Oscillator Mode is set to Double; if
not, the page will be grayed out.

The parameters are identical to those for Oscillator 1, as
described under “2-1: OSC1 Basic,” on page 37.

2-4:0SC2 Pitch

This page controls the pitch settings for Oscillator 2. It is
available only when the Oscillator Mode is set to Double; if
not, the page will be grayed out.

The parameters are identical to those for Oscillator 1, as
described under “2-2: OSC1 Pitch,” on page 40.

2-7:Velocity Zone
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2-7a: 0SC 1/2 Velocity Zone

You can specify the velocity zone for each of the four
multisamples of the oscillator. Here you will specify the
velocity zone for each oscillator.

These velocity zones take precedence over the velocity
settings for the individual MS1-4.
0SC1 Top [001...127]

This sets the highest velocity at which the Oscillator 1 will
sound.

Note: The OSC1 Top velocity must be greater than the OSC1
Bottom velocity.

0SC1 Bottom [001...127]
This sets the lowest velocity at which the Oscillator 1 will
sound.

Entering velocity values from the keyboard

You can enter velocity values directly by playing them on
the keyboard. To do so:

1. Select OSC1 Top or OSC1 Bottom.

2. Hold down the ENTER switch.

3. While holding ENTER, play a note on the keyboard at
the desired velocity.

0SC2Top [001...127]

0SC2 Bottom [001...127]

This specifies the maximum and minimum velocity values
for which oscillator 2 will sound.

See OSC1 Top and OSC1 Bottom, above.

2-7b:0SC1/2 Note-On Control
0SC1 Delay [0000ms...5000ms, KeyOff]

This specifies the time from when you press a key until
oscillator 1 actually begins to sound.

This is most useful in Double Programs, for delaying one
oscillator in relation to the other.

KeyOff is a special setting. Instead of delaying the sound by
a particular amount of time, the sound will play as soon as
you release the key. You can use this to create the “click”
heard when a harpsichord note is released, for instance.

In general, when you use the KeyOff setting, it’s also best to
set the oscillator’s Amp EG Sustain Level to 0.
Mode [Key, Key + Damper]

Normally, you play notes simply by pressing keys on the
keyboard. In special cases, however, you can set this
parameter so that you must first be holding down the
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damper pedal, and then press a key, in order to play a note.
For instance, this can be useful when modeling the behavior
of a piano soundboard.

Key is the normal mode.

When you select Key + Damper, notes will only sound if the
damper pedal is being held down. When the damper pedal
is released, all notes will be stopped—even if they are still
being held down.

0OSC2 Delay
Mode [Key, Key + Damper]

This specifies the time from when you press a key until
oscillator 2 actually begins to sound.

See OSC1 Delay and Mode, above.

[0000ms...5000ms, KeyOff]

2-7c: OSC 1/2 Velocity Zone Window

This shows the velocity zone.

This graphic reflects the OSC1 Basic and OSC2 Basic Bottom
Vel., Xfd, and Curve, and the Velocity Zone OSC1 Top,
OSC1 Bottom, OSC2 Top, and OSC2 Bottom settings.

0s5C1

127
Xfade Range =20 _84 !l‘ 5

Curve = Linear

- 6

Bottom Velocity = 64

V¥ 2-7: Menu Command

® 0: Write Program s=p.107

¢ 1: Panel-SW Solo Mode On s=p.107
* 2: Exclusive Solo =p.108

¢ 3: Copy Oscillator =p.112

* 4: Swap Oscillator w=p.112

For more information, please see “Program: Menu
Command” on page 107.

2-8: Pitch EG ==

PROG P2:05C/Pitch Pitch EG v L 28

MEG Reset Menu
- EIRER > Yo [
O Threshotd: [+68

2_gh_| Level Start: Eulsll Attack:+99 Break:|+8@8

Time Attack: B8  Decay: |85  Slope: 84 Rel:|V@
Curvedttack: BL  Decay: AL Slope: & Rel: &

MEG Level /Time Modulation HE

LAMSI:Q Yelocity St:|+@8 At +88 Br:|+88

Rel:|+@@8

2-8c—

AMS2:° aff St:|+88 At:|+B0 Br:+@8
TAMS: o aff &t +B8 Dof+B8 51 +@8

I B (7 PitchI
Bagzic J. Pitch J. Basic Pitch Zong EG

The Pitch EG, or Envelope Generator, lets you create
complex, time-varying changes to the pitch of Oscillators 1
and 2. The parameters on this page control the shape of the
EG. For instance, you can:

* Create the basic EG shape by setting the levels and times
of each segment.

¢ Control the curvature of each EG segment, for subtle
control over the sound of the EG.

® Set up complex modulation of EG levels and times.
® Set up an AMS source, such as an LFO, to restart the EG.

To control how much effect the EG has on the pitch, use the
Pitch EG parameters on the P2: OSC/Pitch— OSC1 Pitch
page and OSC2 Pitch page, as described under “2-2b: Pitch
EG,” on page 40.

Differences from the other EGs

The Pitch EG is different from the Filter and Amp EGs in
several ways:

¢ The single Pitch EG is shared by both Oscillator 1 and
Oscillator 2.

¢ The Sustain level is always 0.

¢ The Level modulation has two AMS sources instead of
one, and the Time modulation has one AMS source
instead of three.

Pitch EG is also an AMS source

You can use the Pitch EG as an AMS source to modulate
other parameters, just like the keyboard tracking and LFOs.
Simply select the Pitch EG in the AMS list for the desired
parameter.

2-8a: EG Reset

AMS (EG Reset AMS) [List of AMS Sources]

This selects an AMS source to reset the EG to the start point.
For instance, you can use a tempo-synced LFO to trigger the
EG in a repeating rhythm. This reset is in addition to the
initial note-on, which always causes the EG to start.

For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.

Threshold [-99...+99]

This sets the AMS level which will trigger the EG reset.
Among other things, you can use this to adjust the exact
point in an LFO’s phase at which the EG will be reset,
effectively controlling its “groove” against other rhythmic
effects.

When the threshold is positive, the EG triggers when
passing through the threshold moving upwards. When the
threshold is negative, the EG triggers when passing through
the threshold moving downwards.
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Note: For several types of LFO waveform or if the LFO cycle
is fast, the LFO output may not always keep up with high
values such as +99 or —99.

In this case, setting the Threshold to these values may cause
inconsistent behavior, or may mean that the EG doesn’t reset
at all. If this happens, reduce the Threshold until the EG
triggers consistently.

2-8b:Envelope

Pitch EG
Attack Break Sustain Level
Level Level (Always 0)
Start Release
Level Level
Change to K 1 k
Pitch 1 1 Time
Attack Decay Slope Release
Time Time  Time Time
Note-on or reset Note-off

The envelope moves to a specified level over the specified
time, and then moves to the next specified level over the
specified time. It produces a modulation signal
corresponding to this movement.

The parameters below let you set four levels, the amount of
time it takes to go from each of the levels to the next, and the
shape (from linear to curved) of each transition.

Level
Each of the four levels can be either positive or negative.

Positive levels will make the pitch (or other AMS
destination) go up from its programmed value; negative
levels will make it go down.

Note that, unlike the Filter and Amp EGs, the Pitch EG’s
Sustain Level is always 0.

Start

This sets the initial EG level, at note-on.

[-99...+99]

Attack
This sets the level at the end of the Attack time.

Break [-99...4+99]

Break, short for Break Point, sets the level at the end of the
Decay time.

[-99...4+99]

Rel (Release) [-99...+99]

This sets the level at the end of the Release time.

Time

Higher values mean longer times, as shown below:

EG Value Actual Time
10 10 ms
20 44 ms
30 104 ms
40 224 ms
50 464 ms
60 944 ms
70 1.8 seconds
80 3.8 seconds
90 10.9 seconds
99 87.3 seconds

Attack [00...99]

This sets how long the EG takes to move from the Start level
to the Attack level.

For the fastest possible attack time, you can set the Start
level to +99; in this case, the EG will start instantaneously at
its maximum value.

Decay [00...99]

This sets the time it takes to move from the Attack level to
the Break level.

Slope [00...99]

This sets how long the EG takes to move from the Break
level to the Sustain level (which for the Pitch EG is always
0). Once it reaches the Sustain, the EG will stay there until
note-off, unless it is reset via AMS.

Rel (Release) [00...99]

This sets how long it takes the EG to move from the Sustain
level to the Release level.

Curve

For the sake of simplicity, most of the diagrams in this
manual show envelopes as being made out of straight lines.
In actuality, though, envelopes are more likely to be made
out of curves.

In other words, each segment’s level will change quickly at
first, and then slow down as it approaches the next point.
This tends to sound better than straight, linear segments.
Classic analog synth envelopes made these curved shapes
naturally. The M3 goes a step further than vintage synths,
however, and lets you control the amount of curvature
separately for each of the four envelope segments.

Pitch EG Curve

Curve =0 (Linear)

------ Curve =10 (Exp/Log)

Curve =0 (Linear) Curve =10 (Exp/Log)

When you change the curvature, the EG times remain the
same. However, greater curvature will tend to sound faster,
because the value changes more quickly at the beginning.

Different curve settings for up and down

You may find that different amounts of curvature are
suitable for segments which go up and segments which go
down.

For instance, a curve of 3 is a good default setting for
upward segments, such as Attack. On the other hand, a
curve of 6 or more is good for downward segments, such as
Decay and Release.

Attack [OL (Linear), 1...9, 10E (Exp/Log)]

This sets the curvature of the Attack segment - the transition
from the Start level to the Attack level.

Decay [OL (Linear), 1...9, 10E (Exp/Log)]

This sets the curvature of the Decay segment - the transition
from the Attack level to the Break level.
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Slope [OL (Linear), 1...9, 10E (Exp/Log)]

This sets the curvature of the Slope segment - the transition
from the Break level to the Sustain level (which for the Pitch
EG is always 0).

Rel (Release) [OL (Linear), 1...9, 10E (Exp/Log)]

This sets the curvature of the Release segment - the
transition from the Sustain level to the Release level.

2-8c: EG Level/Time Modulation

L (Level)

These settings let you use two different AMS sources to
control the Level parameters of the EG. For each of the two
AMS sources, the Start, Attack, Decay, and Break levels each
have their own modulation intensities.

By using different settings for each of the three levels, you
can cause both subtle and dramatic changes to the EG shape,
as shown below.

Note: Once the EG has started a segment between two
points, that segment can no longer be modulated. This
includes both the time of the segment, and the level reached
at the end of the segment.

For instance, if the EG is in the middle of the Decay time,
you can no longer modulate either the Decay time or the
Break level.

This also means that modulating the Start level, Attack level,
or Attack time will not affect notes that are already
sounding, unless the EG is then re-started via EG Reset.

Pitch EG Level Modulation
Positive AMS on Start,

Original Shape
Attack, and Break

A~ M

Negative AMS on Start, Positive AMS on Start and Break,

Attack, and Break Negative AMS on Attack
AMS1
AMS1 [List of AMS Sources]

This selects the first AMS source to control the EG’s Level
parameters.

For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.

St (Start) [-99...+99]
This controls the depth and direction of the AMS
modulation for the Start level.

For example, if you set the AMS1 source to Velocity and set
St to +99, the Start level will increase as you play harder. If
you instead set St to —99, the Start level will decrease as you
play harder.

At (Attack) [-99...+99]

This controls the depth and direction of the AMS
modulation for the Attack level.

Br (Break) [-99...4+99]

This controls the depth and direction of the AMS
modulation for the Break level.

AMS2

This selects the second AMS source for controlling the EG’s
Level parameters. The Start, Attack, Decay, and Break levels
share this source, but each has its own modulation intensity.
The parameters of AMS?2 are identical to those of AMSI,
above.

T (Time)

These settings let you use an AMS source to control the Time
parameters of the EG. The Attack, Decay, and Slope times
share this AMS source, but each has its own modulation
intensity.

Pitch EG Time Modulation

AMS=Velocity, Intensity = a positive (+) value

Note-on  Note-off Note-on  Note-off Note-on  Note-off
“Attack’= + “Attack’= + “Attack’= -
“Decay’=+ “Decay’=+ “Decay”= -
“Slope"= + “Slope"= + “Slope”= -

Strongly played note.
Times are shorter.

Softly played note.
Original Shape.

Strongly played note.
Times are longer.
Reaches Sustain more
quickly.

Reaches Sustain more
slowly.

AMS

AMS [List of AMS Sources]

This selects the AMS source to control the EG’s Time
parameters. Velocity and Keyboard Track can both be useful
here, for instance.

For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.

At (Attack) [-99...4+99]
This controls the depth and direction of the AMS
modulation for the Attack time.

For example, if you set the AMS source to Velocity and set
Attack to +99, the Attack time will get much longer at higher
velocities. If you instead set Attack to —99, the Attack time
will get much shorter at higher velocities.

When the AMS source is at its maximum value—for instance,
when Velocity is at 127-a setting of +8 will make the Attack
time almost twice as long, and a setting of -8 will cut the
Attack time almost in half.

Dc (Decay) [-99...4+99]
This controls the depth and direction of the AMS
modulation for the Decay time.

Sl (Slope) [-99...+99]

This controls the depth and direction of the AMS
modulation for the Slope time.
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V¥ 2-8: Menu Command

¢ 0: Write Program s=p.107

¢ 1:Panel-SW Solo Mode On =p.107
* 2: Exclusive Solo =p.108

¢ 3: Copy Oscillator =p.112

* 4: Swap Oscillator =p.112

For more information, please see “Program: Menu
Command” on page 107.



PROG P3-1:Filter1 3-1-1:Filter1

PROG P3-1:Filter1

Filtering can make subtle or dramatic changes to the
oscillator’s timbre. Each oscillator has two multimode
resonant filters, A and B, as well as a dedicated filter
envelope and keyboard tracking generator.

These pages let you control all aspects of the filters. Among

other things, you can:

* Make basic settings for each oscillator’s filters, including
routing, modes, cutoff, resonance, etc.

e Set up filter modulation, including keyboard tracking,
the filter envelope, LFO modulation, and AMS control.

Note that when the Oscillator Mode is set to Single, only
Oscillator 1s filters are active; the pages for Oscillator 2’s
filters will be grayed out.

3-1-1:Filter1

PROG P3-1:Filter1l Filter1 w ’j*s—]
3_1__|MEFilter Routing -
~la || Q single O Parallel N A - Menu

-“\ -/'““x

(@) Serial (O 24dB{ 4Pole}

MWFilter A Filter B2

Tupe: € B [C) Bupass||Tupe: € Band Pass ] Bupass

31 Frequency: 32 Trim:|99
—1b [|Resonance:|B@ AMS Int.|+47
4M3EY IS+ CCHE

Frequencu:lﬁ Trim:’W |,
Resonance: [42 AMS3 Int.:[-58 e
AM3ED 5w 1.CC*EE

Output: ’ﬁ &MS Int.[+B8 || Output: ’W AMS Int.:’W
4MS:EY welocity AM3SEY velocity

Filterllkeg Trkl Hod. 1Ifo Modl EG J

This page contains all of the basic settings for Oscillator 1's
Filter A and Filter B. For example, you can:

® Set up the filters to produce a single 12 dB/oct filter,
dual 12 dB/oct filters in either serial or parallel routing,
or a single 24 dB/oct filter.

e Set each of the two filters to Low Pass, High Pass, Band
Pass, or Band Reject modes.

® Set the cutoff, resonance, and input and output levels of
each filter, including modulation of resonance and
output level.

3-1-1a: Filter Routing

Filter Routing
[Single, Serial, Parallel, 24dB(4Pole)]

Each oscillator has two filters, Filter A and Filter B. This
parameter controls whether one or both of the filters are
used, and if both are used, it controls how they are
connected to each other.

Single. This uses only Filter A as a single 2-pole, 12 dB/
octave filter (6 dB for Band Pass and Band Reject). When this
option is selected, the controls for Filter B will be grayed out.
Serial. This uses both Filter A and Filter B. The oscillator
first goes through Filter A, and then the output of Filter A is
processed through Filter B.

Parallel. This also uses both Filter A and Filter B. The
oscillator feeds both filters directly, and the outputs of the
two filters are then summed together.

24dB/oct. This merges both filters to create a single 4-pole,
24 dB/octave filter (12 dB for Band Pass and Band Reject). In
comparison to Single, this option produces a sharper roll-off
beyond the cutoff frequency, as well as a slightly more

delicate resonance. Many classic analog synths used this
general type of filter.

When 24 dB/oct is selected, only the controls for Filter A are
active; the controls for Filter B will be grayed out.

Serial and Parallel Routing

Serial

Oscillator |—>| Filter A (Low Pass) |—> |Fi|terB (High Pass)

Parallel

—> | Filter A (Low Pass)
—

— | Filter B (High Pass)

\ AL A
gz -
a4 -
] 168 1k 16k 2dk

2

12db/oct / 24db/oct
. !
i
24 - i
12 1
Low Pass: 8- |
12dB/oct -12- :
24 - .
e 24 189 1k 1Bk 2k
|
24 - |
12 |
Low Pass: o- :
24dB/oct -12 -
- |
I
e 24 168 1§ 1ok 2dk

3-1-1b:Filter A

Filter Type
[Low Pass (12dB/oct), High Pass (12dB/oct),
Band Pass (6dB/oct), Band Reject (6dB/oct)]

The filter will produce very different results depending on
the selected filter type. The selections will change slightly
according to the selected Filter Routing, to show the correct
cutoff slope in dB per octave.

Low Pass (12dB/oct). This cuts out the parts of the sound
which are higher than the cutoff frequency. Low Pass is the
most common type of filter, and is used to make bright
timbres sound darker.

High Pass (12dB/oct). This cuts out the parts of the sound
which are lower than the cutoff frequency. You can use this
to make timbres sound thinner or more buzzy.

Band Pass (6dB/oct). This cuts out all parts of the sound,
both highs and lows, except for the region around the cutoff
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frequency. Since this filter cuts out both high and low
frequencies, its effect can change dramatically depending on
the cutoff setting and the oscillator’s multisample.

With low resonance settings, you can use the Band Pass filter
to create telephone or vintage phonograph sounds. With
higher resonance settings, it can create buzzy or nasal
timbres.

Band Reject (6dB/oct). This filter type-also called a notch
filter—cuts only the parts of the sound directly around the
cutoff frequency. Try modulating the cutoff with an LFO to
create phaser-like effects.

Filter Types and Cutoff Frequency

I
I
24 - !
12 !
Low Pass o !
-12 - )
-24 - :
24 160 1ic 18k zdk
I
=
24 - I
12- |
i
High Pass i
“hl :
-24 - 1
g 1éa 1I< 1k 2k
I
I
24 - :
12- |
Band Pass 8- i
-12 - /T\
|
24 L
24 169 1k 9k 2dk
I
T
24 - I
12 - !
Band Reject 8 :
-12- !
24 - !
2% 188 1k 1k 2dk
I
I
Cutoff Frequency
Bypass [Off, On]
This lets you bypass Filter A completely.
If Bypass is Off, Filter A functions normally.
When Bypass is On, Filter A will have no effect.
Frequency [00...99]

This controls the cutoff frequency of Filter A, in increments
of 1/10 of an octave. The specific effect of the cutoff
frequency will change depending on the selected Filter

Type.

Trim [00...99]

This adjusts the volume level at the input to the filter. If you
notice that the sound is distorting, especially with high
Resonance settings, you can turn the level down here, or at
the Output.

Resonance

Resonance [00...99]

Resonance emphasizes the frequencies around the cutoff
frequency.

When this is set to 0, there is no emphasis, and frequencies
beyond the cutoff will simply diminish smoothly.

At medium settings, the resonance will alter the timbre of
the filter, making it sound more nasal, or more extreme.

At very high settings, the resonance can be heard as a
separate, whistling pitch.

To make the resonance track the keyboard pitch, please see
“Key Follow,” on page 50.

AMS (Resonance) [List of AMS Sources]

This selects a AMS source to control the Resonance amount.
For a list of AMS sources, please see “AMS (Alternate
Modulation Source) List” on page 608.

AMS Int. [-99...4+99]

This controls the depth and direction of the Resonance
modulation.

For example, if Velocity has been selected, changes in
keyboard velocity will affect the resonance. With positive (+)
values, the resonance will increase as you play more
strongly, and as you play more softly the resonance will
approach the level specified by the Resonance setting. With
negative (-) values, the resonance will decrease as you play
more strongly, and as you play more softly the resonance
will approach the level specified by the Resonance setting.

The resonance level is determined by adding the Resonance
and AMS Int. values.

Output [00...99]

This controls the output level of Filter A. You can use this to
balance the volumes of Filters A and B when the Routing is
set to Parallel, or to turn down the volume to avoid clipping
later in the signal chain.

AMS (Output AMS) [List of AMS Sources]

This selects a modulation source to control the output level
of Filter A. For a list of AMS sources, please see “AMS
(Alternate Modulation Source) List” on page 608.

AMS Int. [-99...4+99]

This controls the depth and direction of the output level
modulation.

3-1-1c: Filter B

Filter B is available when the Filter Routing is set to Serial
or Parallel. Otherwise, the parameters in this section will be
grayed out.

The parameters for Filter B are identical to those for Filter A.

For more information, please see the descriptions under
Filter A, above.

B B
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