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WARNING

Power requirements

Power requirements for electrical equipment differ from area to area. Please ensure
that your machine meets the power requirements m your area.

If in doubt. consult a qualified electrician.

120V. 60Hz for USA and Canada

220V. 50Hz for Europe except UK

240V. 50Hz for UK and Australia

What you should know to protect yourself
and the Akai S950.

Watch out! You might get an electric shock
Never touch the plug with wet hands.
Always pull out by the plug and never the cord.
Only let a qualified professional repair or reassemble the Akai S950. An
unauthorized person might touch the internal parts and receive a serious
electric shock.
Never allow a child to put anything, especially metal, info the Akai
S950.

Let's protect the Akai S950 too.
Use only a household AC power source. Never use a DC power
source.
If water is spilled on the Akai 5950, disconnect I't and call your dealer.
Make sure that the Akai S950 is well ventilated and away from direct sunlight.
To avoid damage to the internal circuits and the external surface,
keep away from heal (stoves, etc.).
Avoid using spray type insecticide near the Akai S950. It can damage the finish
and might ignite suddenly.
To avoid damaging the finish, never use denaturated alcohol, paint
thinner or other similar chemicals to clean the Akai S950.
Place the Akai 5950 on a flat and solid surface.

To enjoy the Akai S950 for long time, please read this operator's manual
thoroughly.

Should a problem persist, write down the model and serial numbers and

all pertinent data regarding warranty coverage as well as a clear description of the
existing trouble. Then, contact your nearest authorized Akai Service Station, or Akai
Electric Co., Ltd.. Quality Assurance Dept., Service Section m Tokyo. Japan.

| RISK OF ELECTRIC SHOCK
| 00 NOT OPEN L]

" CAUTION: TO REDUGE THE RISK OF ELECTRIC SHOCK, |
DO NOT REMOVE COVER (OR BACK). ;
{ NO USER-SERVICEABLE PARTS INSIDE.

REFER SERVICING TO QUALIFIED SERVICE PERSONNEL. I

The lightning flash with the arrowhead symbol superimposed
across a graphical representation of a person, within an

ﬁ equilateral triangle, is intended to alert the user to the presence of
H')I( i uninsulated "dangerous volts™ within the product's enclosure: that
may be of sufficient. magnitude to constitute a risk of electric

Y shack.
,’" i\ The exclamation point within an equilateral triangle Is Intended to
f oo ‘: alert the user to the presence of important operating end mainte-

nance (servicing) Instructions fn the literature accompanying the
appliance.

Precautions

FOR CUSTOMERS
IN THE UK

IMPORTANT FOR YOUR SAFETY

The flex supplied with your machine will have two wires, as shown m the illustration.

TWO CORE FLEX
IMPORTANT

The wires in this mains lead are coloured in

accordance with the following code: Blue: Neutral
Brown: Live As the colours of the wires in the
mains lead of this apparatus may not correspond
with the coloured markings identifying the
terminals in your plug, proceed as follows: The
wire which is coloured blue must be connected to
the terminal which is marked with the letter N or
coloured black. The wire which is coloured brown
must be connected to the terminal which is marked

with the letter L or coloured red.

Glue - Browen
AN e ) Liwal

Do not connect any wire to the larger pin marked E or down when wiring a plug.
Ensure that all terminals are securely tightened and that no loose strands of
wire exist.

Warning -- This equipment generates and uses radio frequency energy and if
not installed and used properly, that is, in strict accordance with the manufacture's
instructions, may cause interference to radio and television- reception. It has been
type tested and found to comply with the limits for a Class 8 computing device in
accordance with the specifications in Subpart J of Part 15 FCC Rules. which are
designed to provide reasonable protection against such interference in a
residential installation. However, there is no guarantee that interference will not
occur in a particular installation. If this equipment dose cause interference to radio
or television reception. which can be determined by turning the equipment off and
on, the user is encouraged to try to correct the interference by one or more of the
following measures:

Reorient the receiving antenna

Relocate the computer wish respect to the receiver Move the

computer away from the receiver

Plug the computer into a different outleet so that computer and receiver are on
different branch circuits.

If necessary, the user should consult the dealer or an experienced radio/
television technician for additional suggestions.
The user may find the following booklet prepared by the Federal Communications
Commission helpful:
"How to Identity and Resolve Radio-TV Interference Problems"
This booklet is available from the U.S. Government Printing Office.
Washington, DC 20402. Stock No. 004-000-00345-4.

"This digital apparatus does not exceed the Class B limits (a radio noise emissions
from digital apparatus set out in the Radio Interference Regulations of the Canadian
Department of Communications"”



AKAI S950 SAMPLER MANUAL - | NTRODUCTI ON

Wel come to the Akai S950 Digital Sanpler. This versatile instrunent provides the
flexibility associated with nore expensive machines yet is easy to use once you
becone famliar with its operation. It took many nonths of intensive devel opnent
to produce the S950 and it will take some tine and practice for you to master
this advanced instrunent but the reward for your efforts will be the opportunity
to make creative and exciting nusic using the latest in sanpling technol ogy.

No- one can deny the inpact sanpling has had on the way we nmake nusic - it could
be argued that it is as revolutionary as the invention of the synthesizer itself.
The Akai S900 was the first sanpler that brought affordable, studio quality
sanpling in an easy to use and flexible rack nmounting format to many nusicians
and studios the world over becoming an industry standard by which all other
sanplers were conpared. The new S950 !s the successor to that sanpler and
conbines the benefits of inproved technology with all the best features and
sof tware updates of the S900 plus all those features that people wanted to see on
the S900 such as hi gher bandwi dth, expandable nenory, etc.. W are sure you wll
enj oy using your S950 for many years.

But first, let's take care of the unit.

If the unit is going to be kept in a rack full of other equiprent in a studio,
it's a good idea to make sure there is sone ventilation around it if you can.
This can be done by leaving a 1U gap on top of the S950- which can be filled in
with a blank rack panel. This will prevent any overheating of the unit. If you
are going to be transporting the S950, especially if you are gagging with a band,
we recommend the use of a sturdy flight case to protect your investnent. Once
again, if it's in arack with other gear, leave a gap. If you don't have a flight
case, you can use the box the unit came in when transporting your S950.

When you are transporting the S950, ensure that either the supplied disk
protector or a blank disk is inserted in the disk drive to protect the disk
drive's delicate heads.

If the unit gets dirty, you can clean it with a warm danp cloth and sone mld
detergent but do not use any strong solvents or you will ruin the finish.

If your S950 develops a fault, there are no user serviceable parts inside so
don't open the unit up in the unlikely event of anything going wong. This wll
invalidate your warranty as well as potentially danmaging the instrument further.
You may also get an electric shock. Please refer the unit to your |ocal Akai
deal er who will have it repaired by an authorized repair center.

If any liquid is spilled into the instrument, turn It off at the mains supply -
do not try to switch it off at the front panel as you may get an electric shock.
Do not open it up to try and clean it but take it to your |ocal Akai dealer.

Under no circunstances open the unit up if it is connected to the nains supply
even if the unit is switched off as you may get an el ectric shock.



There are a variety of options available for the S950 which are discussed
later. To fit these, please take your instrunent to your |ocal Akai dealer

who will either fit them for you or will arrange for an authorized service
center to fit them Trying to fit them yourself wll invalidate your
warranty. Simlarly, any nodifications you mght nake to your S950 will also

inval i date your warranty.

To avoid damage to the internal circuits and the casework, ensure that the
S950 is kept away from heaters, radiators, stoves. etc..

Never let a child put anything, especially nmetal, into the S950. Also, keep
children away fromthe pol ythene bag that the unit is wapped in.

Al though the S950 has been built to withstand the many rigours of the nusic
business, it is a precision instrument that nust be treated as such. Look

after your new instrunent and it will |ook after you providing you with years
of reliable service.
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GETTI NG _STARTED

You are probably inpatient to hear your new sanpler so let's connect it up.

Referring to Fig. 1, connect the MD QOUT of a suitable keyboard to the M D
IN on the S950 using a standard 5 pin DIN cord. Preferably, to take full
advantage of the S950's expressive capabilities, the MD keyboard should
have pitch bend, nodul ation wheels and touch sensitivity but don't worry if

hasn't. Naturally, we recommend the use of the Akai MX76 naster keyboard
any MD controller can be used including guitar-MD converters, w nd

controllers such as the Akai EW or EVI or a MDI drumcontroller.

Now take a standard Jack-to-Jack |lead fromthe M X QUT socket on the rear of
the S950 to the LINE input of a mixer or anplifier. If you are using a
standard guitar anplifier, connect the lend to either the input on the front

the anp marked "HI' or, better still, have n look round the back of the

anp to see if there is an input marked "AMP IN which will bypass the
anplifiers preanp and so reduce the possibility of distortion. If you are
using a hi-fi anp, then you will probably need to use a hack-to-phono |ead
and connect the S950 to the AUX i nput on the anp.

RO M b Moy board

FIG 1 Connecting the S950

Maki ng sure that the anplifiers volunme control is right down and the S950 is
switched off, insert one of the disks supplied with the S950 with the | abel
faci ng upwards. Push gently until the disk locks in place - the push tab will
pop out from below the disk drive when it has been properly inserted. Now
turn the S950's power on - the disk will automatically load. Wile that is
happening, you may like to adjust the contrast control to the left of the
di splay for the nost |egible display.

This shoul d take around 40 seconds depending on how nuch data is on the disk
and the red light on the disk drive will be Ilit and you wll hear sone
clunking and whirring noises fromthe S950 as the disk contents are | oaded.
This is normal so don't worry!!




CAUTI ON: UNDER NO Cl RCUMSTANCES MUST YOU REMOVE THE DI SK WHI LE THE RED LI GHT
IS ON AS YOU MAY DAVMAGE THE DI SK CR THE DRIVE. NEI THER MJST YOU TURN THE
S950' S PONER OFF WHILST A DI SK IS LOADI NG

After the disk has |oaded, you are ready to play your S950 so turn up the
volume on the anplifier and play a few notes on the keyboard - you should
now hear a sound. To see what other sounds are in the S950, sinply turn the
grey CONTROL wheel anticlockwise to scroll through the prograns. Wen you
want to change the sound, sinply type in the appropriate nunber using the
bl ue keypad. Repent that process to select the other sounds.

Once you've heard all the prograns on chat disk, you can sel ect another disk
so turn the anplifier volune down, take out the first disk you put in by
pressing the push tab bel ow the disk drive and switch the S950 of f.

Now i nsert another disk as described above and turn the sanplers power back
on. After 40 seconds of nore clanking and whirring, turn up the anplifiers
vol ume because you are ready to listen to the sounds on the second disk
scrolling through the different prograns using the data wheel as described
above and selecting different prograns by typing in the relevant program
nunber. You can repeat this whole procedure for the remai ning two disks.

r‘ |' \ ENT Button

‘ Diak button

Lkl

Drmds mhort



S950 - AN OVERVI EW

The S950 is a digital sanpler that has 16-bit processing and 12-bit sanpling
with a maxi mum sanpling rate of 48kHz. As well as allowing you to use any of
the large library of S900 sounds you can al so use sounds from the S1000 sanple
library and double density or high density disks can be used for storing
sanpl es. The S950 enables you to sanple and play sounds wth astonishing
clarity and dynam c range and because the bandwi dth is variable up to 19.2kHz,
you can be sure that high frequencies are faithfully reproduced.

The basic nmenory is 750K (which is expandable to 2.25Meg) and the basic
sanpling tine is variable between over a mnute at reduced bandwi dth to , | ust
over nine seconds at full bandwidth. Furthernore, bandwidth is totally

variabl e allowi ng you to squeeze as much sanpling tine as possible out of your
S950.

The S950 al so has 8 individual nonophoni c audi o outputs which can be used with
druns. and percussion and other instruments for separate processing, EQ and
bal ancing of individual sounds on a mixer. There are also left and right
outputs for pseudo stereo effects.

The maxi mum nunber of sanples you can have in nenory at ones is 99 but that

depends on how |l ong the sanples are of course. You can also have as many as
198 prograns.

No sanpler woul d be conplete w thout extensive editing facilities and the S950
is no exception. As-well as the usual looping facilities, the S950 has an
effective AUTOLOCOP facility to take the drudgery out of looping end it also
has CROSSFADE LOOPI NG for obtaining smooth, glitchless loops. There are also
splicing facilities for nerging two or nore sanples together and doubl e speed
M DI increases the communication speed of sanple dunping over MD which is

invaluable if you feel the need to use a conputer for visual editing of
sanpl es.

There are- also extensive programediting facilities such as envel ope shapi ng,
filtering; pitch sweep and LFO effects as well as a two positional velocity
switch function and positional crossfade functions.

Several new features include a 'load while play' function on the disk drive so
that you can be | oadi ng new sounds from di sk whilst you play. The S950 is al so
the first sanpler in its price range to feature TIMESTRETCH whi ch enabl es you

to lengthen or shorten s sanple by as nuch as 999% w thout any change in
pi tch.

O her features include PRETRI GGER RECORDI NG which allows you to sanple sounds

without losing the all inportant initial attack transients and the AUTOVATIC
LOCATING OF START PO NT function allows easier editing of a sanples start
poi nt .

Several options are also available for the S950 including an ATARI/SUPRA and
CD/ DAT | NTERFACE BQARD (1 B105) which allows larger storage and faster disk
access and also enables sanpling to and from a CD or RDAT machine for
increased audio fidelity. The internal menory can also be increased using up
to two MEMORY EXPANSI ON BOARDS (EXMD06) which allow maxi mum internal nenory
capacity of 2.25 Meg giving you a maxi mum sanpling tine of nearly 30 seconds

at full bandwidth and over three mnutes of sanpling at the |owest bandwi dth
setting.



The nost inportant thing about the S950 is that, despite the incredible
versatility of the instrunent, it is very easy to use and won't interfere
with your nusic making. Naturally, you would rather play with your new
instrunent than read a manual but please, read the manual sonetine. Even if
you' ve been an S900 user for sone tine, there is still information in here
which will be new to you and there nay even be a few surprises.



S9500 - BASI C SAMPLI NG ARCHI TECTURE

Before we explore the workings of the S950, let us first see how it functions
as there are n few things you need to know about which wll nake your
under standing of the instrunent a |ot clearer.

There are basically two things you can have in the S950 - SAMPLES and
PROGRAMS. A sanple is a digital recording of a sound. The sound can be
anything froma car crash to a flute. Once you have a sanple or a collection
of sanples in the S950, you want to be able to play it fromthe keyboard (or
any other MDI controller such as a MD drum guitar or wind controller or a
M DI sequencer). To do this, the sanple<s> nust be placed in KEYGROUPS and
these allow you to map the sanple out across the keyboard wi thin a PROGRAM

SAMPLE (5}

- - L 4 . »-

KETGROUFS

|

PROGRAM

€O ¢-—mmm ~—~ KEYBOARD —-——=-m-—= > G8

FIG 1 Basic sanpling architecture of the S950 - sanples into keygroups
mapped out across the keyboard range within a program

The sinplest program you can create is to have one sanple that spans the
entire keyboard range. Alternatively, you could assign that one sanple to dust
one key or you could have any nunber of keygroups assigned to individual keys
with separate sanples in each of them You could also have a program which
uses two sanples, one spanning the bottomtwo octaves, the other spanning the
top three octaves. It is also possible to have two sanples in one keygroup
each of which are sounded using keyboard dynam cs where soft keystrikes plays
the one sanple and hard keysstrikes play the other - this !s known as VELOCI TY
SW TCHI NG

Havi ng done that, each keygroup can have its own envel ope shaping, filtering,
fine tuning, vibrato and pitch sweep effects, individual output assignment and
each keygroup can have its owmn MDI channel and even the sinplest sanple can
be radically transformed within a program Furthernore, because any changes
made to an individual sanples keygroup within a program do not affect the
actual sanple data itself but are only sound processing functions, you can
have many, nmany variations of one sanple to create an even greater range of
sounds which can be recalled at the touch of a button.

But, how does all this work? Let's find out.



USI NG THE S950 - THE BASI CS

There ere 8 basic nodes on the S950 which are selected using the 8 buttons
that run underneath the display. These are PLAY, REC, EDIT SAWLE, EDIT
PROGRAM M DI, UTILITY, D SK and MASTER TUNE. These are all fairly self
expl anatory and their basic functions are as foll ows:

PLAY - This selects the program you wsh to play. Different prograns can be
viewed using the large grey CONTROL wheel and selected by typing in the
appropriate nunber on the blue keypad. Alternatively, prograns can be
recalled via MD fromthe connected M DI keyboard.

REC - This is where you do your sanpling. There are a nunber of 'pages' in
this node which you can scroll through using either the CONTROL wheel, the
keypad or the PAGE UP/DOMN buttons to the right of the blue keypad. In this
node you can nane a sanple, set sanpling tine and bandwi dth and set the key
onto which the sanple is to be recorded.

EDI T SAMPLE - This also has a nunber of pages which are sinmlarly selected
usi ng the CONTRCL wheel, the keypad or the page up/down buttons. This is the
node where you can tune a sanple, edit the start and end of a sanple, reverse

the sanple, loop a sanple, splice two sanples together and stretch or
conpress sanples. In this node, also, you can copy, delete and renane
sanpl es.

EDI T PROGRAM - This !s the node-in which you can map out your sanples across
the keyboard as well as add envel ope shaping, filtering and fine tuning. You
can also add a special pitch sweep feature called WARP and, in this node, you
can set things like LFO . MD channels, individual output assignnents, etc..
You can also copy, renane and delete progranms. This node, too, has a nunber
of pages which are sel ected as above.

MDI - As you would inmagine, this allows you to set the 'global' M D
paraneters of the S950 such as its basic receive channel, pitch bend and
other M DI related paraneters.

UTILITY - This allows you to program an Akai ME35T audio/drum pad-M DI
converter for triggering sanples.

DISK - This allows you to select different disk drive operations such as
| oadi ng and savi ng.

MASTER TUNE - This allows you to fine tune the S950 to other instruments.

The other controls on the front panel of the S950 include the large grey
CONTROL knob. This is used for a variety of purposes dependi ng what node you
are in. It can be used to scroll through displayed prograns or it can sel ect
pages in the different nmpbdes. It can also be used for data entry and for
nam ng sanpl es and prograns.

There is also a |arge 0-9 keypad which can be used to input data whilst the 8
buttons to the right of .the keypad enable you to nove the cursor around the
screen using the ARRON CURSOR < and > buttons, to sel ect pages using the PAGE
UP/ DOMN buttons. There are two OV OFF buttons which also double as +/- keys
for certain applications and there are two keys to allow you to nanme sanpl es
and prograns. Finally there the ENT button which '"is used to enter data and
the PB or 'playback' button which can be used to play back a sanple without
the need to use a M D keyboard or controller.



GETTI NG ROUND THE S950

Behind the deceptively sinple control panel of the S950 lies a wealth of
features. As we have seen, the main functions of the S950 are accessed sinply
by pressing the required button. After that, each node (with the exception of
PLAY and MASTER TUNE) have n nunber of 'pages' or sub-nodes which give you
access to further functions.

Accessing any of these pages is sinple: select any of the page driven nobdes
you wish to work in (i.e. REC, EDIT SAMPLE. EDIT PROGRAM MDI, etc.) by
pressing the appropriate button underneath the main LCD display. To go to
anot her page, you can either press the PAGE DOM button |ocated to the right
of the blue keypad or you can scroll through the pages using the CONTROL
knob. In EDIT SAMPLE, EDIT PROGRAM M DI, UTILITY and DI SK, because the pages
are actually nunbered, when the cursor is in the top left hand corner of the
LCD display (i.e. flashing on the page nunmber), you can type in a two digit
nunber on the blue nuneric keypad which will take you straight to the page
you wish to work on. To further help you with this type of page access, there
is a chart underneath the mpbde buttons which list the nobst comonly used
pages in EDIT SAMPLE, EDI T PROGRAM and DI SK. As you becone nore famliar with

the S950, you wll be skipping back and forth between pages al npst
instinctively.

To further help you with programming and editing, there is a button narked
'Space' to the right of the keypad. This has two functions. In the '"letter’
node, it is used to enter a space into a nane (see ENTERI NG NAMES) but, when
you are in any of the main nodes of operation it allows you to switch between
two positions very quickly. This is done by going to a page-in any of the
nodes and neki ng sone form of data entry.' Now nove to another page and nake
another data entry. By pressing the space button, you will be taken back to
where you nade your first data entry and pressing the space button again wll
take you to the place where you made your second data entry.

Data entry in all nodes can be nmade in any nunber of ways. Sone functions
require a nunmeric input - this can be done using the CONTROL knob or the blue
0-9 keypad. Sone functions allow only keypad entry of data whilst others
require that you use the ON(+)/OFF(-) buttons. To get to any of the data
entry fields in any of the pages, you use the QURSOR > button located to the
top right next to the keypad to nobve -left to right across the LCD display.
You can also use the CURSOR < button to nove back a field (i.e. right to
left). When you are in the field in which you want to nmake your change, you
enter data using any of the nethods described above.

Don't worry if this all seens conplicated as this manual wll take you

through these functions step by step and soon you will discover how easy it
is to create your own sanples and progranms on the S950.

10



O course, there's nore to it than that and so we wi |l take you through each
node, control and function in greater detail so that by the tine you have
read through all this, you will have a greater insight to the fantastic
creative possibilities offered to you by the S950.

ARROW/CURSOR MEY
EDIT SAMPLE =—— UTILITY PAGE KEYS
PIOWER SWITCH —— AEC —CONTROL

o

CONTRAST ‘ EDIT PROGRAM \ et
[

S

i
‘ |—LE'I'I'EII KEY
FLOPPY DISK DRIVE ON/ . OFF/ = KEYS ! FB KEY

ENT KEY SPACE KEY

11



USI NG THI S- MANUAL

This manual has been witten to provide you with all the information you need
to fully exploit the facilities on your S950. The sections are not dealt with
in any operational order but deal with the eight basic nodes of operation as
the buttons appear fromleft to right. O course, this may not necessarily be
the order in which you wish to use the S950 so sinply refer to the node you
wi sh to | earn about.

At the end of the manual are ' KWKREF charts. One is sunmmarized step by step
guide to using the nobst comonly used pages in the various nodes for quick
and--easy reference, the other is a guide to optimum bandw dth settings for
sanpling. There is also an ADVANCED APPLI CATI ONS GUI DE for nore advanced uses
of S950 functions. For newconers to the exciting world of sanpling and M DI,
there are also brief explanations of these principles.

Let us now look at the various npbdes of the S950 and their respective
functions.

12



ENTERI NG NAMES

You will need to nane sanples and prograns when you begin to create your own
sounds. The S950 allows you to name sounds of up to 10 upper case characters
using ell letters in the al phabet. Nunbers 0-9 can be used in a nanme as well
and you can also include certain synbols such as #, + and -. It is also

possible to insert spaces in a nane.

You will need to name a sound in the REC nbde (i.e. when you create a new
sanple), in EDIT-SAMPLE and in EDIT PROGRAM In the REC nbde, you nust give
a new sanple a new nane otherwise the original sanple will be overwitten.
In EDT PROGRAM you will need to copy an existing program to use as the
basis of a new program so you will need to enter a new nane in this node as
well. It is only in EDT SAVPLE that the need to wite new nanes is not so
necessary as the sanple nane is usually defined in the REC node. Having said
that, it is often desirable to renane a sanpl e.

So, how do you enter names on the S950.

You will notice that there is a button to the right of the keypad called
"Letter'. Pressing this button turns the S950 into a sinple typewiter and
you then use the CONTROL knob to scroll through the al phabet. The CONTROL
knob al so gives you access to the nunbers 1 to 9 although nunbers are nore
easily entered using the blue numeric keypad. You can also enter a space in
the nane using the CONTROL wheel but there is also a button narked ' Space'
which does this nore easily. You can also use the two buttons nmarked ON(+)
and OFF(-> to enter + and ° signs whilst the CONTROL knob al |l ows you to enter
a # synbol as well.

To enter a nanme in any of the above nodes, you hit the 'Letter' button and
choose the first character of your name as descri bed above. You then hit the
CURSOR > button to advance the cursor to the next character where you sel ect
your new character. Press the CURSOR right button again to nove to the next
character and choose a new character and repeat this whole process until you
have entered the name you have chosen. Wien you have done this, hit the ENT
button to enter the nane into the S950's nenory.

If, at any tine, you nake a m stake, you can backstep through the name using
the CURSOR < button and change the character.
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PLAY MODE

This is probably the easiest node to get to know and as good a point to start
as any. Basically, it is the node where you can see what prograns-are in the
S950 and it is where you can sel ect any one of them

To view all the prograns, sinply turn the large grey CONTROCL wheel - this is
called '"scrolling'" and will effectively nobve the prograns in nenobry across
the display. You can now select the required programby typing in a nunber on
the blue keypad or via MD. Wen you select a program the program is

shifted to the far left of the display and the cursor flashes at the selected
pr ogr am sonber .

If there are nore than 9 prograns in nenory, the display will pronpt you to
type in a two digit nunber, even if the program you wish to select is
nunbered | ess than 10. For exanple, if you want to select program 4, type in
04 and if you want to hear program 13, type in 13 - it's as sinple as that If
your S950 has |ess than 10 prograns you only need to type in the one digit.

If you wish to select progranms from your keyboard using MDI, sinply press
the required program nunber on the M DI keyboard. For exanple, if you want to
hear program 12, press nenory location button 12 on the keyboard' s front
panel . Al being well, program 12 will be autonatically selected on the S950
on the screen.. Naturally, if you select program 64 on your keyboard but
there aren't 64 progranms in the S950, nothing will happen. and the S950 will
stay on the | ast sel ected program

Note: It is possible to glue a program any M D program nunber you wish In
EDI T PROGRAM In other words, even though a program may be nunber 3 on the
S950's display, It !s possible to assign a MDl program nunber of 46 to that
program so that recalling program nunber 46 on. the MDI controller will call
up program 3 on the S950. For further information refer to EDI T PROGRAM
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TROUBLESHOOTI NG

There can be occasi ons where sonething you do on the S950 does not select
the required program This can be for a nunber of reasons.

For example, it could be that you have ten or nore prograns in nenory and
you only typed in a one digit nunmber in which case the S950 will stay on the
| ast sel ected program

It could be that you select a programcorrectly but there is no sound. This
can be for a nunber of reasons. Firstly, the S950 may be switched to MD
OWI OFF and the programitself may be on a different MD channel to the
one you have selected on the keyboard. To get round this problem you can
either press MD on the S950 and switch OV to ON so that the S950
responds to all channels (for nore information refer to M D FUNCTIONS) or
you could change the transmtting channel on your keyboard. Alternatively,
you could edit the prograns MD channel in EDT PROGRAM (for nore
informati on see EDI T PROGRAM) .

It may be that selecting a different program nunber on your keyboard has no
effect on the S950. This can be for two reasons. Firstly, your synths
ability to transmt program change information has been switched off.
Alternatively, the S950 has been set not to respond to program changes in
the MD node. In' either case, switch the program change facility on the
controlling keyboard or the S950 to ON (please refer to the section MD
FUNCTIONS to find out howto do this on the S950).

Anot her reason for this is that the program has been assigned a different
M DI program nunber in EDIT PROGRAM (see above). To change this, please
refer to EDIT PROGRAM

Finally, if everything has been set up correctly but you are still not
getting a sound, please check the follow ng:

Is the audio lead fromthe S950 to the anplifier or mxer alright?

Is the anplifier volune turned up - is the anplifier actually turned on!! It
can happen, even to professionals!! Alternatively, if you are using a m xer,
is the mxer channel fader up or is the correct mxer channel fader up? Are
the master faders up?

Is the M D keyboard switched on and is the M DI |ead connected properly? Is
the MD lead broken? If the MD keyboard and the MD connections are
wor king properly, the little red MD nonitor LED to the right of the main
di splay on the S950 will |ight whenever !t receives any MDl.

Does your keyboard transmit MD volunme controller nunber 07? If it does, it
could be that it has been inadvertently turned down which has renotely

turned the S950's volune down. If this is the case, you will have to turn
the keyboards M DI volunme control up (note: this is not to be confused with
the keyboards master volune control - MD volune will nore then likely be

present on the controlling keyboards date entry slider). Once you have done
this, go to the MD function on the S950 and turn the function narked
VOLUME to OFF to prevent it happening again (please refer to MD
FUNCTI ONS) .

And if all this is beginning to sound difficult, don't worry as we shall
take you through all these other functions very soon. Besides, if you are
only using the disks supplied with the S950 and | oadi ng them as described in
GETTI NG STARTED, you shoul dn't be experiencing any of these problens.
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SAMPLI NG ON THE S950 - USI NG THE RECORD FUNCTI ON

This is the node where you actually sanple your own sounds into the S950.
Many people are frightened by the process of sanpling but it is not very
difficult as you shall see.

To sanple on the S950, plug either a microphone into the MC input or, if you
are using a line level signal such as a synthesizer, another sanpler, a tape
or cassette deck or electric guitar, use the LINE Input. Now press the button
mar ked ' REC .

The first page you have when you press REC displ ays:
NAME OF SAMPLE TO BE RECORDED
If there are no sanples in the S950 the display will rend:

NAME OF SAMPLE TO BE RECORDED
TONE

If other sanples are present, the display could read any one of those sanple
names:

When you are sanpling, you nust always give the new sanple a new nane that is
different fromany other sanples nane currently in nenory. Failure to do this
will result in existing sanples being overwitten.

To nane a sanple, press the button nmarked 'LETTER which is to the right of
the blue keypad. You can now enter a nanme for your new sanple scrolling
t hrough the al phabet and nunbers 1-9 using the grey CONTROL knob. Spaces can
be inserted using the SPACE button to the right of the keypad and you can
also use '+ and '-' characters in a name by pressing the ON+) and OFF(->
buttons. Wen you have done that, hit the button marked 'ENT' next to the
bl ue keypad to enter the new sanpl es nane.

Note: It is good practice to include useful Information in a sanples nane such
as the pitch of the sanple or, if it's one sanple of several simlar sanples,
to give a nuneric value. An exanple would be: VOCE 1 C3 or PIANO4 F2. In this
way, when you are editing a sanple, you know exactly what it is.

Now nove to the next page by pressing the page down button found to the right
of the blue keypad. The display will read:

NAMVE OF SAMPLE TO BE MONI TORED
Moni t or

This page allows you to hear the sound you are sanpling through the MONO M X
output on the back of the 5950. It is also possible to nonitor the new sanple
in context with an existing program This will be covered in nore detail in
t he ADVANCED APPLI CATI ONS secti on.

Now go to the next page pressing the page down button. This wll display:

AUDI O SOURCE: Anal og i nput
(1),
Digital fibre optic (2), Phono (3) #

where '#' Indicates the current input source sel ection.
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The default setting for this page is 1 - Analogue input (I. e. the MC or LINE
i nput socket on the front panel of the S950). If you are using the 1Bl 05 HARD
DI SK/ CD DAT | NTERFACE board, you can select 2 or 3 which will allow you to sanple
directly fromthe CD or RDAT's digital or fibre optic output (please refer to the
1 B105 docunentation for information on this).

Usi ng the ' page down' button, go to the next page which will read:
DI G TAL AUDI O
CD 44kHz (1), DAT 32kHz (2), 48kHz (3) #

where '"#' is the current selection.

These paraneters relate entirely to the 1Bl105 option so please refer to the
interface's docunentation for nore information on using this page.

Now nove to the next page using the page down button. The display will read:

AUDI O BANDW DTH (3000Hz to 19, OOCHz) H#it, #i#

where '##, ###' is the sel ected bandwi dt h.

Here you can set the bandwi dth for the sound you are about to sanple. You can
enter a nunber directly fromthe keypad by typing a 5 digit nunber or you can use
the CONTROL knob although this is a lot slower. H gher bandwi dth settings wll
give the sound better high frequency response aid the sound will be brighter but
this also takes up nore nmenory than | ower bandwi dth settings. To conserve nenory,
use the m ni mum bandwi dt h necessary for an acceptable sound quality. You may |ike
to refer to the OPTI MUM BANDW DTH ' KW KREF' chart at the back of the manual for a
guide to particular instruments opti num bandwi dt h.

Havi ng set the bandwidth to your requirenents, press ENT to enter the data. Now
nove to the next page where the display will read:

RECORDI NG Tl ME (250n6 to ##, ###nB) ", "MAnB

where ##, ### is the maxi num sanpling tinme allowed by the renmining nmenory and
where "M, AN is the currently sel ected anount.

Note: the maxi mum sanpling tine available (##, ###) depends on the bandw dth
selected in the previous page end on how nmuch nmenory has already been used for
ot her sanpl es.

To set the sanpling tine, enter a 5 digit nunber using the keypad and press ENT.
You can also use the CONTROL knob but, again, this is a lot slower. Use the
mnimumtime possible to capture the whole of the sound you wi sh to sanple.

Note: if you have the nenory expansion board fitted, it is possible to enter e 6
di git nunber as the maxi mum sanpling available is nuch |arger.

Once you have entered your sanpling time, you can nove to the next page. This
will read:

PI TCH OF SOUND BEI NG RECORDED:  ##

where ## is the currently selected value (the default value is C3).
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You can now change this paraneter if you wsh by sinply pressing the
appropriate note on the connected M DI keyboard or controller. You can al so use
the CONTRCL knob but keypad entry is not possible.

When you have done this, go to the next page which will read:

START SAMPLING WTH - Any key (1)
Footswi tch (2), Audio level (3)

where # indicates the current selection (default is 3).

Here you can use the keypad to enter a nunber as foll ows:

1 = sanpling begins when you hit any key on the keypad.

2 = sanpling begins when you press a footswitch connected to the S950's
REC/ PB footsw tch input on the front panel.

sanpl i ng begi ns when the incom ng signal exceeds a threshold | evel set
on the next page.

3

The nost comonly used node is 3 - Audio level and, as the default is set for
this, you do not normally need to change anything so you can go to the next
page which will read:

KNOB SETS TRI G LEVEL. ANY KEY WHEN READY
T L.

In this page, the lower half of the display now serves as a bar-graph input
level neter to indicate the incoming signal level. The 'T' Is the THRESHOLD
level and is set using the CONTROL knob. The idea is to set the threshold
relatively low so that, as soon the incom ng signal exceeds the |evel set by
the 'T', sanpling begins but be careful not to set it too | ow so that sanpling
is falsely initiated by background noise or whatever. Simlarly, do not set it
too high as you may mss part of the sounds attack, especially if the sound has
a slow attack.

You must now set the record level. To do this, play the sound you wish to
sanpl e and adjust the REC LEVEL control on the front panel. You ideally want to
set it so that the bar-graph display is just touching the series of dots in the
bottom right of the display. These dots indicate overload and driving the
signal too far into this region of the display will cause distortion.

To hear the incomng signal, adjust the MONITOR LEVEL control on the front
panel . (NOTE: YOU WLL ONLY HEAR THE | NCOM NG SI GNAL THROUGH THE S950 | F THE
MONO M X QUTPUT | S USED.)

Once you are satisfied with the incomng signal level, hit any key on the blue
keypad and play the sanple. As soon as signal |evel exceeds the threshold,
sanpling will begin. Wen you do this the display will change. The top half of
the display will be filled with arrows as sanpling tine el apses. Note that the
'"T" also changes to a '"#'. Once the sanpling is conpleted, you will be returned
to the above displ ay.

You can now play the sanple by playing a note on the connected M DI keyboard or
controller. If you don't have a keyboard or controller connected, you can go to
the next page which will display:

H T ENT TO PLAY
and pressing ENT will cause the sanple to sound for its entire duration.

You have just successfully sanpled a sound.
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You will have noticed fromall this that nost of the pages are set up wth
the nost sensible option as the default setting. You always have to give a
new sanple a new nane but, apart from that, the only main things you wll
probably need to change are bandwi dth, sanpling time and the pitch at which
the sanple is to be recorded. In this way, you can sanple your own sounds
qui ckly and easily, often ignoring many of the pages.

TROUBLESHOOTI NG

There isn't much that can go wong when in the REC nbde but anything is
possi bl e!

For exanple, it could be that you do not get any level from the sound you
wi sh to sanpl e when you adjust the S950's record | evel control. This could be
for a nunber of reasons.

1. Check that the input source on the S950 is correctly set. If you are using
the MC or LINE inputs, nake sure that you are not switched to '2' (Fibre
optic) or '3 (Phono) but that the display reads '1'" (Anal og).

2. Is the lead connected to the mic or line input alright? Change it if in
doubt .

3. Is the mcrophone switched on or is the volune fromyour |line |evel sound
source turned up?

4. |s the REC LEVEL control up?

It mght also be possible that you cannot nonitor the incom ng signal through
the S950. This could al so be for a nunber of reasons.

1. You can only nonitor the incom ng signal through the MONO M X output. You

will not be able to nonitor anything if you are using either the LEFT, RI GHT
or | NDI VI DUAL out puts.

2. Is the MONITOR LEVEL control up? Is the anplifier on or turned up or are
the m xers channel or nmaster faders up?

Once you've sanpled a sound, you may find that it is not playing back
properly or even at all. If this is so:

1. Check that the M D keyboard or controller is connected properly and that
the MDI lead is o. k. Also check that it is on the sane M D channel as the
S950 (see TROUBLE SHOOTING I n PLAY).

2. Check that the output audio fromthe S950 lead is alright and that the
anplifier and/or mxer is working properly.

3. If the sound is muffled, check that the bandwidth was set sufficiently
high before you sanpled the sound. If it wasn't high enough, change the
bandwi dt h and resanpl e the sound.

4. If the sound is at all clipped or too short, check that the sanpling tine
was set sufficiently |ong enough.
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5. If the sound is distorted, check that it wasn't overloading the S950. This
can be done by returning to the functions that dealt with level setting and
play the original sound again to check |evels.

6. If 5 checks out o. k., !s the S950 overloading the m xer and/or anplifier
or is the anp overloading the speakers? O course, to check for distortion,
renove any effects such as EQ echo or reverb that may be present on the
m xer and/or anplifier.

Al being well, you should not experience any of these problenms and so you
can now edit the sanple you have dust taken.
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EDI T SAVPLE

The next button along is marked EDIT SAMPLE and. not surprisingly, this is
the nmobde in which you edit your sanples and where you can change the start
and end points of a sanple, reverse the sanple, |loop the sanple, splice two
sanpl es together and conpress or stretch a sanple. You can al so copy, renane
and delete a sanple as well as tune a sanple and change its basic pitch. This
is all' acconplished using a page driven systemas in the REC node.

The first page you encounter when you press EDI T SAMPLE reads:

>01  #Sel ect. Copy #####H##H#HH
SAVMPLE  #Renane, Del ete (-) ########HHH#H
wher e ########## is the currently sel ected
sanpl e nane.

This page allows four options and you can select a sanple for editing, copy a
sanpl e, rename a sanple and del ete a sanpl e.

To select a sanple, press the 'cursor > button (found to the right of the
bl ue keypad) once so that the cursor is flashing on the top line on the first
letter of the sanple nane. Using the grey CONTROL knob, you can scroll
through the sanples present in the S950's menory. Once you have found the
sanpl e you wish to edit, press ENT.

To copy a sanple the cursor nust be at the same' place as above and all you
need to do is press the LETTER button and name a sound as described in REC
and ENTERI NG A NAME. Once this has been done, press ENT.

To renane a sanple, select the sanple to be renanmed as described above and
press ENT then, by pressing the 'cursor > button once, nobve the cursor so
that it is flashing on the first character of the sanple displayed on the
bottomline of the LCD display (this should be the same as the sanple nanme in
the top line). Now press LETTER and give the sanple its new nane as descri bed
above. Wen you have done that, press ENT and the top line will change to
di spl ay the new sanpl es nane.

To delete a sanple, making sure the cursor is on the too line; first select
the sanple to be deleted and press ENT. Now nove the cursor to the bottom

line using the 'cursor > button and press the '-' button followed by ENT.
This will delete the currently selected sanple from nenory. (Note that this
procedure is destructive and unless you have saved the sanple to disk, this
sanple will be lost forever. W suggest that, unless you are absolutely

positive about deleting the sanple, you save it to disk before deleting it
fromthe S950's nenory just in case.)

You can now nove to the next page using the 'page down' buttons. The next
page wi Il display:

>02 Sel ect program Monitor

This is the sane as the page we found in the REC nbde and it allows you to
nonitor either the sanple directly or in context with a program The nost
common node is 'nmonitor' but, if you want to edit the currently selected
sanple in conjunction with the program in which it is placed, press the
‘cursor >' button to nobve the cursor one position and scroll through the
progranms using the CONTROL wheel (refer to the ADVANCED APPLI CATI ONS GUI DE
for nore information on this).
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Move to the next page using the 'page down' button. It will display:

>03 #Loudness #Nom pitch #Fine pitch
+00 C3 60 +00

This page allows you to adjust a sanples level, its basic pitch and its fine
t uni ng.

LOUDNESS: This is where you can adjust the level of the sanple so that it
mat ches the level of other sanples taken. To change the value, nobve the
cursor one position using the 'cursor > button so that the cursor is
flashing on the + character and use either the CONTROL to enter a new val ue
or type in a + or - value using the ON(+) or OFF(-) key in conjunction with
t he keypad.

Note: This value is a velocity based paraneter. If you set the value to +50,
there will be no change in level with varying velocity dynamics. Simlarly,
with the setting at -50, velocity dynamcs will be extrenme... Note also that
these val ues do not represent dBs but are purely an arbitrary volunme unit.

NOM PI TCH: This value was set in REC and represents the note on which the
sanpl e was placed in REC. To change it, nove the cursor one position to the
right using the 'cursor > button so that it is flashing on the first
character and use the CONTROL knob to raise or lower the pitch in senitones.
You can al so use the keypad for data entry here.

Note: If you are using the PB button to playback the sanple, a higher note

nunmber will actually produce a lower pitched sound and vice versa. This is
because as the sanple gets higher in pitch, the PB button sends out the sanme
note | C3) and so the sanple will actually get lower in pitch.

FINE PITCH This is used to fine tune sanples and can be effective if you are
taking a lot of sanples frominstrunent such as piano so that you can ensure
that all sanples are in tune with each other. To fine tune your sanple, nove
the cursor so that it is flashing in this field using the 'cursor > button
and change the data using the CONTROL knob or a + or -value using the ON(+)
or OFF(-) buttons and a nuneric entry on the blue keypad.

The next page w |l display:

>04  #REPLAY MODE One shot (1)
Looping (2), Alternating (3) #

where # is the current selection (default for new sanple is 1).

A sanple may be played back in three ways. ONE SHOT plays the sanple from
start to finish and will then stop. LOOPING will play the sanple from start
to finish and wi 11 then repeat a part of the sanple as set on Page 8 for as
long as a note is held down on the keyboard. ALTERNATING is simlar to
LOOPI NG except that the |ooped portion of the sound will play back from

beginning to end and then from end to beginning - this can be useful wth
rich, ensenble sounds where there wll sonetines be glitching. This
backwar ds/ forwards |ooping can help to smoboth themout. In both | oop nodes,

the loop length can be as long as the entire sanple or as short as one single
cycle of the waveform For nore information on |ooping, see the section ABOUT
LOOPING | ater on. in this section.
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To select the node, nove the cursor one position right using the 'cursor >
button and nake your selection using the CONTROL knob or the keypad.

Now go to the next page using the 'page down' button. This will display:

>05 #TI ME DI RECTI ON
Normal (1), Reverse (2) #

where # is the current setting (default is 1).

This page allows you to set whether the sound is played normally or
backwards. Try setting it to '2" to hear the sound reversed. To do this,
press the 'cursor >' button once and then press 2 on the keypad.

Now go to the next page by pressing the 'page down' button. It will read:
>06  START PO NT #Coar se #Fi ne #AUTO
(0 - ##, #1#) 0, 000 01

where ##, ### is the maximum position to which the start point can be
adj ust ed.

This page allows you to edit where the sanple begins its playback.

Sonetinmes, it is desirable to renpve part of the front of a sanple. This can
be due to unwanted noises or too slow an attack or possibly a delay between
the time .when the sanpling was initiated and the tine the sound was sanpl ed.
To change the start point, nove the cursor one position to the right using
the '"cursor > button. It should be flashing on the first character displayed
under 'Coarse'. By noving the CONTROL knob, adjust this value and, by playing
a repeated notes on the keyboard as you nake your adjustnent, listen to the
results - you will hear the attack being remobved w th higher settings. The
next field, 'Fine' which can be selected by noving the cursor one position to
the right using the 'cursor > button is for fine adjustnment of the start
tine. In both coarse and fine fields, the data can be input using the CONTROL
knob or the keypad.

The AUTO field enables the S950 to automatically search for the start point
of a sanple and the nuneric value represents the signal |evel threshold of
the start point. To use the AUTO function, sinply nove the cursor to the AUTO
field, enter the start point level you wish the S950 to search for (01 is the

default and will find the |owest start point signal |evel whilst setting 99
will search for the highest start point signal level) and press the ENT
but t on.
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Assuming you have edited the start point to your satisfaction (renmenber,
however, that it is not obligatory to change the start point - if the sanple
sounds good, leave it alone), you can now nove to the next page which will
reads

>07 END PO NT #Coar se #Fi ne
(1000, 100- ###, ###) 0, 000

wher e ###, ### is the maxi mum position to which the end point can be adj usted.

This is very nmuch the sanme as page 6 except that here you can edit the end of
a sanple. This can be useful in getting rid of any noise that may be present
at the end of a sanple as well as being useful for saving nenory. The ' Coarse'
field allows you to cutoff the end of the sanple in large increments whilst
the "Fine' field allows finer settings of this val ue.

To edit the end point, nove the cursor to the 'Coarse' field and, playing
repented notes on the keyboard, try editing the end point and listen to the
results. You will hear the sanple getting shorter and shorter as you decrease
the nunmeric value. Again, data entry can be via the CONTROL knob or the keypad.
For finer resolution of end point editing nove the cursor to the 'Fine' field
and make your adjustnments in the usual way using the CONTROL knob or the
keypad.

Before we nmove to the next pages, we nust first discuss sone of the
intricacies of |ooping.

ABOQUT LOCOPI NG

Because any sanple you take on the S950 only lasts a finite amount of tine,
there will be occasions where you want to sustain that sound |onger than the
actual sanple - this is especially true if the sanple is only a second or so |
ong as will often be the case. This is further conpounded by the fact that a
one second sanple played en octave up will only lest half a second and, an
octave up fromthat, It will only lest a quarter of a second. To get round this
problem a sanpler uses a process known as |looping. This is a techni que where
part of the sanple is played over end over again for as long as you keep your
finger on the keyboard. For exanple, say you have a one second sanple of a
flute. Using |looping, you can instruct the S950 to play the sanple through to
the end and then, while you keep your finger on the keyboard, It can repeatedly
play the last half second of the sanple. In this way, you would get the breathy
attack of the flute followed by a snooth sustained tone. Well, that's the
theory - In practice, it can be nore difficult.

You see, nmany sounds, especially acoustic sounds, can have quite varying
anplitude levels and these can be difficult to |oop because the loop will be
,dunping abrubtly fromone level to another giving rise to unpleasant clicks or
"glitches' as they are called in sanpling terminology (see Fig. 1). The length
of this loop is set using, not surprisingly, a paranmeter called LOOP LENGTH.
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The art of looping is to find two points in the sanple which ere of a similar
| evel so that the end of the loop and the start of the loop are matched (see
Fig. 2) - this 1s called a ZERO CROSSI NG PO NT. Sonetinmes, this can be easy
to achieve, sometines it is inpossible. To help you with this sometines
tedious task, the S950 has an AUTOLOOP function where the S950's conputer
will automatically look for a good zero crossing point and | oop the sound for
you. Sadly, there is only so much a conputer can do in the case of a
difficult sound end so the S950 has two |ooping npdes which we |ooked at

above on Page 4 of EDIT SAMPLE. Mode 2 - LOOPING - will loop the sound as
descri bed i mediately above - i.e. the sound will play fromstart to finish
and then ,lunp beck to the point in the sound defined by the LOOP LENGTH
paraneters. Made 3 - ALTERNATING - rill cause the sound to play beck to the
end and then, instead of ,lunping beck to the start of the loop, It will play
the loop backwards and then it wll play it the right way round then

backwards then forwards then backwards, etc., for as long as you keep your
finger on the keyboard. This is also known as a BACXWARDS/ FORWARDS | oop and
can certainly help in looping sounds that would otherwise be difficult to
| oop using ,lust the normal |ooping node. Figs. | and 2 show the difference
between the two nbdes and you can see how the alternating |oop has snoot hed
out the loop portion of the sound. In conjunction with the AUTOLOOP function
descri bed above, good l|loops ere often easy to ttain. But even this is
soneti mes not enough to loop certain sounds, especially harnonically rich and
varying sounds so the S950 has one further old in the search for the perfect
| oop cell ed CROSSFADE LOOPI NG

(L OOP === )
LENGTH

FIG 1 - Nornal |ooping. Note the abrupt |evel changes giving rise to
"glitches'

¢ mmmf OO >
LENGTH

FIG 2 - Alternating or back wards/ forwards |ooping of the sane sound. Note how the
| evel changes are snoothed out gluing a glitchless | oop.
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CROSSFADE LOOPI NG allows you to fade out the glitches that nay be present In
a loop. Basically, when you enploy crossfade |ooping, the sound plays to the
end of the sanmple and then, instead of the sanple junping back to the start
of the loop, the sound begins to fade away as the start of the |oop fades in.
At the end of the loop, the loop again fades away whilst the start fades in
(see Fig. 4) - In this way, the nasty clicks end thunps caused by abrupt
anplitude changes at the |loop points are faded out enabling a nuch snoot her
loop to be created. This nmobde is certainly the best for attaining a perfect
loop end even difficult sounds such as thick strings, brass end vocals,
anongst others, can easily be | ooped and you won't spot the join!

/. MG LN

(mmmm | QOP e >
LENGTH

FIG 3 - COossfade | ooping where the start of the | oop crossfades with the end
of the loop elimnating glitching.

Utilizing all the various |ooping nobdes such as AUTOLOOP, ALTERNATI NG LOOP and
CROSSFADE LOOPI NG the otherw se arduous task of |ooping a sound is made a | ot
easier for you. having said that, some sounds will still be difficult to |oop
but this Is not a falling of the S950 or yourself but the sound. On occasions,
even the wealth of technol ogi cal assistance That the S950's | ooping functions
of fer can encounter sounds that remmin stubborn but, as we shall see 1n the
ADVANCED APPLI CATIONS GUIDE, there are ways to mask the effect of an awkward
| oop.

Bearing ell this In mnd, then, we can now nove to the next group of pages
whi ch deal with the | ooping functions on the S950.
Page 08 will display:

>08 LOOP LENGTH #Coar se #Fi ne #AUTO
<# - #, #itt) A, AAR (ENT)

where '"# is the maxi mum |l oop |ength possible and '~" are the current |oop
length setting (default on a new sanple is 2,000).

Note: To loop a sound, we nust first go back to Page 04 of EDI T SAMPLE using
the 'page up' button and select either 2 (LOOPING or 3 (ALTERNATING . You can
now return to Page 08 using the 'page down' button.
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The various functions in Page 08 are as foll ows:

"Coarse' allows you to set a rough loop length and 'Fine' allows you to set a
finer resolution of loop length. The autoloop function is selected using the
ENT button when the cursor is in the AUTO fiel d.

To set a loop, first nove the cursor to the Coarse field by pressing the
‘cursor >' button once - the cursor will flash on the first number underneath
Coarse. You can now set a loop length as long as the figures displayed
underneath LOOP LENGTH using either the keypad or the CONTROL knob. To set a
finer resolution of loop length, nmove the cursor one position to the right
using the 'cursor >' button and, again using the keypad or CONTROL knob, you
can change the data displayed. You might now like to try and play the keyboard
to see how it sounds. You should find that the sound will play through to the
end and will sustain for as long as you keep your finger on the keyboard but
the sustain portion is possibly clicking or thumping or generally glitching.
You can now nove the cursor to the AUTO field using the 'cursor > button and
by pressing the ENT button, the S950 will search for a better loop. You will
note that the loop length you set gets smaller. Try playing the keyboard again
and see if the loop has inproved. If it hasn't, hit ENT again and the |oop
length will get snaller as the 950 | ooks for a better |oop. Keep repeating this
process until you end up with a satisfactory | oop.

Note: It is a good idea to nake either a nmental or witten note of |oop |engths
that the autol oop nay select as the next choice it makes m ght not be as good
as the last and you will be able to return to that loop length later.

It could be, as nmentioned. above in 'ABOUT LOOPI NG, that the autol oop function
may not be able to find a snooth |loop due to the nature of the sound so it
m ght be wise to try using the ALTERNATI NG node instead. If all else fails, you
can try using CROSSFADE LOOPI NG descri bed bel ow.

Let us now nove to the next page using the 'page down' button. The display wll
read:

>09 CROSSFADE LOOP. #Nanme NEW SAMPLE
X-fade | ength 32000 #Execute Mem 0%

In this page you can execute a crossfade | oop.

To do this you nust first make a copy of the sanple to be crossfade |ooped so,
using the LETTER button, create a new sanple nane and press ENT. You can now
nove the cursor to the X-fade length field using the 'cursor > button. Data
can be input using the keypad or the CONTROL knob. Once you have set the
crossfade |l oop length, nove the cursor one position right using the 'cursor >
button and hit ENT. There will be a pause while the 5950 calculates the
crossfade | oop. To hear the fruits of your labours, hit EDIT SAMPLE to take you
Page 01 and sel ect the new sanple with the crossfade | oop. By playing a note on
the keyboard or by pressing the PB button, you should find that your |oop has
been snoothed out considerably. If it hasn't, delete this sanple, go back to
the original and then repeat the crossfade | oop procedure selecting a different
| oop | ength.
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Note: Because the crossfade loop function requires that you create a new
sanple, if the S950 already has a nenory full of sanples, this may not al ways
be possible and the display will tell you that nmenory space is full. If this
occurs, delete some sanples (ensuring that they hove first been saved to
di sk, If necessary! so that you nmake room for the new crossfade | oop sanple.
The field marked MEM on Page 09 will tell you how much nenmory the S950 has
avail able for the creation of a new sanple.

The next page displ ays:

>10 #Resanpl e at hal f bandwi dt h ( ENT)
#Di scard before start, after end (ENT)

This page allows you to nmake economical use of the S950 menory. The top line
allows you to resanple the sound at half the original bandwidth and this wll
free up nore nenory al though the tonal qualities of the sound may suffer. To
use this function, sinply nove the cursor to the ENT field using 'cursor >'
and hit ENT - after a short pause, the sanple will be available but at half
its original bandw dth.

The discard function is simlarly executed. Mwve the cursor to its ENT field
using the 'cursor > button and hit ENT. Anything you have edited out of the
sound in Pages 06 and 07 will be erased from nenory, thereby freeing up nore
menory space.

Note: Both of these are destructive functions end there is no way of
retrieving the original sanple after they have been carried out so it would
be wise to save that sanple to disk before using this function in case the
results are not satisfactory.

The next few pages allows you to nerge two sanples together to create
i nteresting conposite sounds.

Movi ng to the next page using the 'page down' buttons, the display will read:

>11 SPLICE #2nd sanpl e name SAMPLE 2
X- FADE #New sanpl e nanme NEW SAMPLE

The top line of the display allows you to select which sanple in the S950
nmenory is going to be used as the second sanple in the splice whilst the
bottom line allows you to name the new sanple that will contain both sanples
- like the crossfade |ooping function, splice crossfade. requires that you
create a new sanpl e so nmake sure you have enough free nenory in the S950.

To select the second sanple in the crossfade splice, nobve the cursor to the
SAMPLE 2 field using the 'cursor > button and scroll through the sanples
usi ng the CONTROL knob. When you have chosen your second sanple, nove to the
NEW SAMPLE field and nanme the new sanple in the usual way.
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You can now nove to the next page which displays:

>12 #Splice crossfade tine, (points)
(0 - 0> 1000

This allows you to set (in sanple points) the length of tine over which the
crossfade will occur. To achieve this, nbve the cursor one position to the
right using the 'cursor > button and enter a suitable value using the keypad
or CONTROL knob. When you have done this, nove to the next page which will
read:

>13 (SPLI CE ORDER: 1st then 2nd (1),
2nd then 1st (2), Together(3) Mem O%

This page allows you to specify which order the sanples are to be played in
the crossfade. Mbde 1 will play the sound currently selected in EDIT SAMPLE
followed by the sound selected on Page 11. Mde 2 wll play the sanple
sel ected on Page 11 followed by the sanple currently selected whilst Mde 3

will play themtogether. To execute this, nove the cursor one position right
using 'cursor > and select the required node, 1, 2 or 3. After a short
pause, the spliced sanple will have been created and to hear it, hit EDT

SAMPLE and sel ect the new sanple on Page 01. If this is not to your liking,
erase the new sanple and repeat the procedure entering a different crossfade
tinme.

Note: As above in crossfede looping, it is necessary to create a new sanple
for splicing. If you don't have enough nenory, the S950 will not be able to
create the new sanple so it nmay be necessary to delete sone sanples form
menory.

Al so, when you splice two sanples together, the original pitch of the sanple
is retained. If for exanple, you splice two sanples together, one of which
was sanmpled on C3, the other on @G, the resultant splice wll play the
sanples a fifth apart, even If you retune the NOM PI TCH of the second sanple
on Page 3 of EDIT SAWPLE. If you intend to sanple two sounds specifically for
splicing, ensure that they ere sanpled on the seine note.

The next page is all to do with TI MESTRETCH.

Tinmestretch is a facility that allows you to either |lengthen or shorten a
sanpl e without changing that sanples pitch over a factor of 999% <i.e a one
second sanple can be stretched to a maxinmum length of nearly 10 seconds).
There are many uses for this technique. Firstly, it is possible to change the
tenpo of a sanpled drumloop without changing its pitch. Alternatively, it is
possi bl e to change the pitch of the drumloop and then change it back to its
original tenpo. It can also be used to |lengthen sanples so that, as you go
hi gher up the keyboard, the sanple length remuins constant. It is also
possi bl e to I engthen or shorten backi ng vocals which could be "spun in' in an
extended remx. Wth the EXMD0O6 nenory expansion boards fitted it could be
used in audio/visual applications to change the overall time of a voice-over
wi t hout changing pitch - you could even change the playing tine of a jingle
wi thout changing pitch. Simlarly, you could transpose the pitch of the
jingle and then revert to its original tenpo.
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Move to Page 14 using the 'page down' button and the display will read:

>14 STRETCH #New nane NEW SAMPLE #200%
D-time 1000 #Auto D_ 4Monl /Pol 2 2 #Do_

As with crossfade | ooping and splice crossfade, it is necessary to create a new
sanpl e so nove the cursor one position to the right by pressing the 'cursor >'
button and enter a new name in the usual way and hit the ENT button. Now nove
the cursor one nore position right and select the' percentage by which you want
to stretch or conpress a sanple.

Note:. as you have to create a new, longer sanple it is quite feasible that
you may not have enough nenory. Ensure, then, that if you are stretching a
sanple, particularly a long one, that you have enough free nenory to
accommodate it. If you do not have enough nenory, the display will tell you.

The next field allows you to set what is known as a D TIME. Wen you stretch a
sanple, you are basically instructing the S950's conputer to play the sanple
and, in order to lengthen it, to fill it in with bits of information thereby
making it longer. Conpressing a sanple renoves certain bits of information so
making it shorter. Wth extrene timestretch values, the end result can
sonetimes sound slightly metallic. The D-TIME function snooths things out
allowing you to suppress this effect. Longer, D TIME values will give the
sanple a slight trenmolo effect whilst shorter D-TIME values give rise to the
netallic effect. Select a D TIME value as you think appropriate. O course,
this only happens on extrene stretch or conpression percentages. To further
assist you in selecting a suitable DTIME, there is an AUTO-D function which,
l'i ke autol oop, gets the S950 to select a suitable D TIME val ue.

The next field, Mnl/Pol2, allows you to select whether the sanple you are
stretching or conpressing is a nonophonic or polyphonic sanple. The 'Monl'
setting is nmore suitable for lengthening a single tone whilst the 'Pol2' is
better suited to Iengthening polyphonic sanples such as backing vocals, drum
| oops, etc.. It is best just to experinent with the various options until you
arrive at the best sounding result.

To change the data in any of these fields, nove the cursor to the appropriate
position and change the value displayed using the nuneric keypad. Wen you
have done this, nove the cursor to the "DO field and press ENT and the S950
will pause for a short while whilst it calculates the new sanple (the EDT
SAMPLE light will remain lit). Wen this is done (i.e. when the EDIT SAMPLE
light begins to flash again), hit EDIT SAMPLE and select the new sanple on
Page 01. Play a note on the keyboard or hit the PB button to hear- the
results. If you are not happy with the new sanple, delete it and select the
original sanple to repeat the procedure.

Note |: Tlmestretch will require sone experinentation. It is not unlike |ooping
in this respect and you nay need several tries at it before you get a
tinmestretch sanple sounding just right. Bear in mnd what is going on here in
this process and realize that you can only expect a sanple to be stretched or
conpressed a certain ambunt before some degree of irregularity in the sanples'
tone becones apparent.

Note 2: The | ooping for the stretched/ conpressed sanple will remain the sane as
the original sanmples. As a result, if the original sanple was |ooped, you will
have to edit the new tinestretched sanple and change its loop length to
sonet hi ng nore suitable.
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That concludes our examination of EDIT SAMPLE. As always, the default
settings in this node have been well chosen and it is probable that, in the
majority of sanple editing situations, you will only need to edit start tine,
end time and looping with the rest of the functions being used for special
applications. Having now seen how to sanple a sound and edit it, we can now

nove on to EDIT PROGRAM where we can further refine the sanple (s) we have
t aken.
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EDI T PROGRAN

Once you have your sanple(s) In the S950, you will want to organi ze them so
that they are properly laid out across the keyboard. Al this and nore is
done in the EDIT PROGRAM node using KEYGROUPS. W have already had a brief
|l ook at what a keygroup is in the S950 BASIC ARCH TECTURE section of this
manual but before we go on to see what EDIT PROGRAM has in store for us, let
us first find out what a keygroup actually is.

A keygroup is sonething into which you place a sanple within a program The
keygroup can be given a highest and |owest note assignment and so can be
spread out across the keyboard in any nunber of configurations. The sinplest
program you coul d have woul d be to have one sanple in one keygroup spread out
across the entire range of the keyboard. A nore advanced program would be to
have keygroups assigned to individual notes or groups of notes with a
separate sanple in each one so that each note or group of notes on the
keyboard has a different sanple on it. This particular application, known as
MULTI - SAMPLING is wuseful in sanpling certain instruments such as vocal
sounds, piano, guitar, etc., that require a series of different sanples
across the keyboard range because the tonal quality of these sounds changes
when a sanple is transposed too far fromthe original pitch. This technique
is also useful for creating drum prograns where every drum can be assigned
to a different note on the keyboard.

Using the keygroups, it is also possible to create split keyboard effects
where you could have, for exanple, bass guitar on the bottom two octaves and
piano on the top three octaves. It is also possible to layer two keygroups
on- top of each other for layering and chorus effects. Furthernore, a
keygroup can have two totally separate sanples within it each of which can be
sounded dependi ng on how hard you hit the keyboard this is known as VELOC TY
SW TCHI NG where attack velocity switches in one of the two sanples depending
on the force with which the keyboard is hit. The prinme application of this is
to take a soft sanple of a sound and a hard sanple of a sound to reproduce
the tonal differences in their dynam c range. For exanple, you may take a
sanple of n softly plucked bass guitar and a slapped bass guitar and you
could swi tch between them using keyboard dynamics. Alternatively, for special
dynamic effects, the two sanples sw tched using keyboard velocity could be
di storted guitar and feedback or danped and open 'picked guitar or they could
be two different slightly different drum sounds for nore authenticity when
creating drum prograns. They could even be totally different sounds such as
strings and brass - the possibilities are endl ess)

As if all this weren't enough, a keygroup allows you to nodify the sanple
itself and it is possible to affect |oudness, adjust the tone with a filter
and tune the sanple as well as add anplitude and filter envel ope shaping,
vibrato and pitch sweep. You can al so assign individual keygroups (and hence
the sanples within then) to separate MD channels and audio outputs for
nmufti-tinbral sequencing. EDIT PROGRAM therefore, is the key to getting the
raw sanpl es sounding great. And renenber, because ail the paranmeters in EDIT
PROGRAM are sinply processing variations, those raw sanples are not affected
and so you can create any nunber of variations on one sanple without using
any val uabl e nmenory.

Havi ng understood that, let us now see what facilities we have to play with
in EDIT PROGRAM

32



When you hit the EDIT PROGRAM button, the first page displ ayed reads:

>01 #Sel ect, Copy B
PROGRAM #Rename, Del ete(-)  #i##H##H#HHH

wher e ########## 1 s the program nane.

As in EDIT SAMPLE, this allows you to select a program for editing and to
copy, renanme and delete a program if you wish to select a program nove the
cursor one position to the right using the 'cursor > button so that the
cursor is flashing on the first letter of the program nanme. You can now
scroll through the prograns in the S950 using the CONTROL knob and hitting
ENT when you have found the program you want. To copy a program you sinply
type in the new program nanme using the LETTER button and hit ENT when that is
conpl et e.

To renanme a program you nove the cursor to the bottomline using the 'cursor
>' button and, using the LETTER button, give the programa new nane, hitting
ENT when that is done. To delete a program use the - button and ENT to
del ete the selected progam For nore detailed information, refer to Page 01
of EDIT SAMPLE which is exactly the sane.

Note: There is no 'program Initialize function. To create a brand new
program from scratch, you nust either copy or rename another program (the
TONE PROGRAM for exanple) end use that as the basis of your new program

When you have finished in this page, you can nove to the next which wll
di spl ay:

>02 #M DI prog 1 #Key-| oudness +00
#Posi tional crossfade OFF

In this page you do a nunber of things. Firstly, you can set the program
nunber that this program wll respond to over MDI. For exanple, the
currently selected program may be program nunber 4 in the 5950 but you want
to use it with program nunber 35 on your controlling synth or keyboard. To do
this, simply nove the cursor to the MD prog field and change the nunber 1
to 35 using the CONTROL knob or keypad. Wenever you call up program 35 on
your M DI controller, this programw |l be recalled. Each programin the S950
can be assigned its own MD program nunmber for recall using the MD
controller.

Key-1 oudness refers to the volume of the sound over the keyboard range. For
exanpl e, you may have a sound that is too |oud down in the bottom octaves and
drowns out the notes in the top registers - noving the cursor to the
key- Il oudness field using the 'cursor > button, you can set a value using the
CONTROL knob or the keypad that will conpensate for this. A value of +00 wll
have no effect on the level of the sanple across the keyboard range whilst a
value of -50 will reduce the level in the upper octaves and increase the
level in the lower octaves. Conversely, a value of +50 wll increase the
| evel of the upper octaves and decrease the level in the | ower octaves.

Positional crossfade is a facility whereby you can overlap two keygroups and,
with positional crossfade set to ON, as you go from one keygroup to the
other, they crossfade with the one keygroup fading out and the other keygroup
fading in. This can be especially useful when using nmulti-sanples of one
i nstrunent because sonetinmes the change in tone from keygroup to another can
seem abrupt. Positional crossfade will smooth these transitions
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out resulting in a nore consistent tonal change between keygroups. To sw tch
posi tional crossfade on, nove the cursor to where it says OFF end press the
ON button.
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Fig. 1 - Positional crossfade

You can now nove to the next page using the 'page down' button. This wll
di spl ay:

>03 KEYGROUP: #Select ( O to #) 7
#Put - #Get _ #Copy (+>, Delete <->

where # is the nunber of keygroups in the selected program and t is the
currently sel ected keygroup.

This page allows you to select a keygroup to edit as well as copy and delete
i ndi vidual keygroups. It is also possible to insert a keygroup from another
program into the currently selected program using the GET function and you
can also place a keygroup from the currently selected program into another
program usi ng the PUT function.

To select a keygroup, sinply nove the cursor to 'Select' by pressing the
"cursor >' button and if there is nore than one keygroup in the program you
can scroll through them using the CONTROL knob or you can sel ect keygroups
with the keypad. You will note that it is possible for you to edit all
keygroups simultaneously when the display reads 'ALL' - this nakes 'global’
editing of the program easier. For exanple, you may want to change the attack
time of all the keygroups - Instead of laboriously editing each one
separately, you can edit themen masse using the ALL sel ection.
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To copy a keygroup, sinply nove the cursor to 'Copy (+> Delete <->' using the
"cursor )' button and press the ON(+) button - this will copy the currently
sel ected program (note: if your selection is ALL, this function will not copy
ell the keygroups). To delete a keygroup, sinply press the OFF(-> button and
this will delete the sel ected keygroup.

The PUT/ GET function available on this page is invaluable in naking or editing
progranms that have simlar parameters to other prograns. For exanple, you nay
be creating or editing a drum program and you want to 'grab' the snare drum
from another program conplete with the envel ope shaping, tuning, volunme end
ot her keygroup paraneters from another drum programcurrently in the S950.

To achieve this, follow this procedure:

Sel ect the source program (i.e. the program where you want to take the keygroup
from and go to Page 03 and nove the cursor to the 'Select' field to select the
keygroup you want to copy to the other program Wen you have done that, nove
the cursor to the PUT field and press ENT. Now go back to Page 01 by pressing
EDI T PROGRAM and sel ect the programin which you wish to place that keygroup in
(i.e. the one you were editing/creating). Go to Page 03 and nove the cursor to
the GET field and press ENT. You have now copi ed a keygroup fromone programto
anot her .

| MPORTANT NOTE FOR PAGES 04 to 16

The display shows the currently selected keygroup nunber underneath each page
nunber. To change keygroups at any tine,. Instead of constantly returning to
Page 03, you can nove the cursor one position to the right end select a new
keygroup using either the CONTROL wheel or the keypad. This will speed up your
program editing enornously as well as allowing you to conpare different
keygroups paraneters with the m ni num of button pressing.

The next page, Page 04, allows you to adjust the velocity threshold for
velocity switching and will ook Iike this:

>04
#KGH #Vel ocity switch threshold 128

where # is the currently sel ected keygroup.

As you play the M DI keyboard, it produces a stream of nunbers that corresponds
to your playing dynam cs. These nunbers can be anywhere between 0 and 128 with
0 representing a soft keystrike end 128 representing a hard keystrike. Wth the
velocity switch function, you may select a value bel ow which only a soft sanple
will play and above which only the hard sanmple will play. This is normally used
to nore accurately reproduce the sanpled sounds dynamic range but it can be
used for other effects as well such as the nuted/picked guitar effect described
earlier. O course, there is nothing to stop you switching between two totally
di fferent sanples such as strings and brass, for exanple.

To change the data, first select the keygroup you wish to edit by noving the
cursor one position to the right and then nove the cursor to the data field
using the 'cursor >' button and input a value using the CONTROL wheel or the
keypad.
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Note: A setting of 128 wll only play the soft sanple since 1t is not
possible to play a herd sanple with a velocity value of nore than 128.
Simlarly, a velocity switch threshold of 000 will only play the hard sanple
as it is not possible to play a soft sanple softer then 000.

Now nmove to Page 05 which will display sonething |ike:

>05 fSoft sanple TONE at C3 60
* KGH Low key CO 24 #H key GS 127

where # is the currently sel ected keygroup.

This is a very inportant page as it is here that you map your keygroups (and
hence individual sanples) across the keyboard range and it is possible to
assi gn a keyboard range of as nmuch as seven octaves or as little as one note.

To assign a sanple to a keygroup, first select the appropriate keygroup by
noving the cursor one position to the right using the 'cursor > button and
make your sel ection using either the CONTROL knob or the keypad. Now nove the
cursor one nore position to the right and use the CONTROL knob to scroll
through the sanples in nenory. Wien you have found the required sanple, press
ENT and this will place the chosen sanmple in that keygroup. To assign the
sanpl es | owest note, nove the cursor to 'Low key' and use either the CONTRCL
knob or a three digit nunber on the keypad to set the |owest note. To adjust
the highest note for the sanple, nobve the cursor to 'H key' and enter your
note val ue using the CONTROL knob or a three digit nunber on the keypad.

You will notice that for every sanple you select in any keygroup, this page
will also show you that sanples base note or nomnal pitch (i.e. the key it
was sanpled onto) in the top right hand corner of the display. This is very
useful in setting up a programthat uses extensive nultisanpling.

(Note: If you have set a velocity switch threshold of 000 on Page 04, this
page will display "No soft sanple, vlcty thrsh = 0")

Havi ng pl aced your sanple and assigned its upper and |owest note ranges, you
can now nove to the next page which will display:

>06 S Loudness iFilter *Transpose *Fine
#KGH +00 99 +00 +00

where # is the currently sel ected keygroup.

This page allows you to effect the |oudness, tone and tuning of the soft
sanple. To do this, sinply select the appropriate keygroup by noving the
cursor to the KG field and then nove the cursor to the Loudness field and
make your data entry using the CONTROL knob or the keypad in conjunction with
the + or - buttons. You can then nove the cursor one position to the right to
affect the filter settings (and hence the sanples tone) and you can tune the
sanple up or down 50 senmitones using the Transpose field and you can fine
tune the sanple using the Fine field.

This page is very inportant in a nmufti-sanple program as you can bal ance the
respective levels of every sanple, adjust the tone so that tinbre is uniform
from one keygroup to another and you can transpose and fine tune individual
keygroups using the transpose and fine tune paraneters. O course, if you
wish to affect all keygroups simultaneously with any of these paraneters,
select ALL in the KGfield and edit the data as you wi sh.
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In this way, you could, for exanple, transpose the whole program up an
octave or any other interval or you could fine tune the program so that it
is in tune with other programs in nenory. You could also turn the whole
programup or down in level to balance the program agai nst other prograns.

Note: The |oudness paraneter is a MD velocity based parameter. If it is
set to +50, keyboard velocity dynamcs will have no effect on the keygroups
| oudness. If this Is a problem when you wish to make a particul ar keygroup
| ouder, it Is suggested that you turn the other keygroups |oudness down.

The next two pages, 07 and 08, are concerned with the hard sanple if
velocity switching is used. These two pages are identical in their function
so please refer to the information given about Pages 05 and 06 above.

Page 09 is used to adjust the filters ADSR settings and the display reads:

>09 VCF #Attk tDcay tSstain fRl se t Amt
t KG# 20 20 20 20 +00

where # is the current keygroup sel ection.

The filter in Pages 06 and 08 can be controlled by this envel ope generator
which allows control over attack, decay and release tinme and also sustain
| evel . The anmount of effect this ADSR generator has on the filter is governed
by the AMOUNT (Amt) paraneter which can have a positive or negative going
effect on the filter. This envel ope generator has a nunber of uses. Firstly,
It is possible to treat the 5950 like a conventional analogue synthesizer
adding filter sweep effects to any sanples. Alternatively, it can be used to
'shape out' any noise that may be present at the end of a decayi ng sanple.

To adjust the paraneters, first select the appropriate keygroup in the usual
way and then nove the cursor across the screen using the 'cursor > or |eft
buttons maki ng your data entry using the CONTROL wheel or the keypad.

Note: The effect that these controls have on the filter is very dependent on
the filter settings in Pages 06 and 08. Wth the filter settings et 90 or
nore, the envelope wll be unable to sweep through the filters cutoff
frequency because it is already at maxi num Hence, the filter value on pages
06 end 08 will have to be reduced to have any effect. Having said that, this
only applies to positive values entered in the "Amt' field on Page 09 (i. e.
+01 or nore). If you went an inverted filter sweep (i. e. an 'Amt' val ue of
-0l or nore), you will have to set the filter paraneters in Pages 06 and 08
fairly high. Here ere sone rules of thunb about filter sweeps.

1. For, a wide positive going sweep, set the FILTER paraneters |ow and the
AMOUNT par aneters high 0.e +50).

2: For a mld positive going filter sweep, set the FILTER paraneters between
nmedi um and three quarters and set a nediumlevel of AMOUNT.

3: For a wide negative going filter sweep, set the FILTER paraneters high and
the AMOUNT paraneter to a high negative value (I.e. -50).

4: For a mld negative going sweep, set the FILTER paraneters three quarters
to high and a nedium | evel on negative going AMOUNT Cl. e. -25)
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Variations on those should be experinmented with for a wide range of filter
effects.

Let us now nove to Page 10, the anplitude envel ope settings. This page | ooks
like this:

>10 ENV ; Attack *Decay *Sustain (Rel ease
#KG 0 80 90 30

where # is the current keygroup sel ected.

This page. is simlar to Page 09 except that this envel ope generator affects
the overall anplitude of the keygroup. As well as restoring the natural
envelope of a looped sound, this page is useful for adding new and
interesting envel ope shapes to sanples and such things as 'bowed piano' are
possible where a piano sanple is given a slow attack. This page is also
useful for fading out noise at the end of a sanple.

As above, data entry is made by selecting the required keygroup in the KG

field and noving the cursor across the display in the usual way with the
"cursor > or left buttons.

ABOUT ENVELOPE CGENERATCRS

The envel ope generator is en extrenely Inportant item when synthesizing or
sanpling a sound as they allow you to nodify the way !n which the sound is
presented to us. For exanple, a drumsound starts instantly and di es away very
quickly and this is true of nbst percussive sounds. A violin, however, starts
slowy, sustains for as long as the player bows and then dies away quickly
whilst a piano starts quickly end dies away over a long period of ting,
soneti mes many seconds. This method of presentation is known as the envel ope
end ell synths end nost sanplers allow quite intricate control over a sounds
envel ope. O course, the beauty of synths and sanplers is that It is possible
to apply the envel ope of one instrunent on another so that we end up with the
bowed pi ano exanpl e gi ven above or we could have e super percussive guitar.

An envel ope can be broken down Into four main portions:
ATTACK - This is the tine !t takes for the sound to reach its full vol une.

DECAY - This is the tinme it takes for the sound to die away to its sustain
I evel .

SUSTAIN - This is the level et which the instrument will sustain during held
not es.

RELEASE ° This Is the tinme it takes for the sound to die away after the note
has fi ni shed.

By controlling these paraneters, it |Is possible to recreate the envel opes of a
wi de range of acoustic instrunents as well as create sone unusual synthesised
effects.
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Furthernore, nost, if not all acoustic instrunents exhibit tonal envel ope

changes where the tone varies during the course of a note. By providing a
separate envel ope generator for the filter, we ere also able to inmtate
these effects as well as set up sonme interesting, electronic effects.

The next page is concerned with the velocity parameters of a keygroup ° I|,e
how keyboard dynam cs will affect the sound. The display reads:

>il VLCTY Loudness 30 (Attack O
#KG# SENS Filter 10 #OFF* Rel ease +00

where # is the current keygroup sel ection.
The paraneters function as foll ows:

LOUDNESS: This allows you set the amount with which velocity will affect a
keygroups volune. Wth a setting of 00, velocity will have no effect whilst a
setting of 99 wll make that keygroup extrenely sensitive to velocity.
Default is 30 and gi ves an average range of velocity extrenes.

FILTER: This allows you to nodify tone using keyboard velocity. It is conmon
on nobst acoustic instrunents that their tone wll be brighter if played
harder. Simlarly, tone is usually softer if the sound is played quietly.
Using this parameter, you can duplicate this effect using keyboard velocity.
As above, 00 represents no effect and 99 represents the nost sensitive.

(Note: If the FILTER setting !n Pages 06 and 08 are set to 99, this
paraneter will have no effect, however high you set it. To hear the effect,
reduce the FILTER setting in Pages 06 and 08).

ATTACK: This allows you to control the envel ope generators attack tine using
velocity. This can be especially useful on woodwi nd and string sounds where

attack time varies with dynamcs. Wth a setting of 0, no effect will be
heard whilst a setting of 99 will have the nost effect.

(Note., If attach tinmes are set to 00 on pages 09 end 10, this paraneter
will have no effect. To hear velocity control of attack tine, set the

envel ope generators attack tines to around 20 et |east).
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RELEASE: This allows you to control release tine using keyboard velocity. A

setting of +00 will have no effect whilst settings of +50 wll give the
effect that releasing the keys quickly will give long release tinmes. Values
of down to -50 will have the reverse effect and release tine will be shorter

when you take your fingers off the keyboard quickly. (Note: Release tines on
bot h envel ope generators have to be set to at |least 50 to hear this effect)

OFF: Not all keyboards have release velocity so this function allows you to
use attack velocity to control release tines. Selection is nade using the
ON(+> or OFF(-> buttons.

Al data entry is made in the usual way. First, select the keygroup you want
to edit using the KG field and then nove the cursor across the screen using
the 'cursor > and/or <' buttons. Data can be input using the CONTROL knob or
the keypad. The default settings have been sensibly chosen on this page and
it is often unecessary to have to change any of them As a result, you can go
to the next page which displays:

>12  WARP *Velocity O Time 99
#KGH *Attack of fset +00

This allows you to add a pitch sweep to a note's attack so that the sound
starter slightly sharp or flat depending on the settings of this page. This
can be used to create nore realistic brass, sax and vocal and choir effects
as well as a whole variety of special effects. It can also be used to add
pitch bend to druns to add sone 'zest' to a badly tuned Kkit.

Data is input in the usual way by selecting the required keygroup and noving
the coursor across the display using the 'cursor > and/or < -buttons and
entering numeric values using the CONTROL knob or the keypad. The various
fields offer the following facilities.

VELOCITY: This field allows you to vary the effect of pitch warp using
keyboard attack velocity. 0 = no effect. O course, this paranmeter will have

no effect regardless of its settings if the ATTACK OFFSET field described
below is set to 00.

TIME: This sets the length of time the pitch bend takes. 0 = short with pitch
bend times getting longer with higher settings.

ATTACK OFFSET: This sets the ampunt of pitch sweep. Negative going val ues
(i.e. -50> give an upwards rising pitch sweep whereby the pitch slides up to
the note and positive going effects (i.e. +50> have the opposite effect with
the pitch sliding down to the note.

The next page is also concerned with pitch sweep effects and is where you can
set the paranmeters for the Low Frequency oscillator or LFO The page rends:

>13 LFO (Depth #Rate *Del ay +Desync
f KG# 0 42 64 ON

where # is the currently sel ected keygroup.

As usual, data can be input by selecting the appropriate keygroup and novi ng
the cursor to the required fields using the 'cursor < and/or > buttons and
then setting paraneters using the CONTROL wheel or the keypad. The functions
are fairly self-explanatory and are:
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DEPTH. This sets the ambunt of LFO sweep. 0 = no effect with nodul ati on depth
increasing with higher nunmeric values. Wth any value higher than 1, the LFO
effect will be n permanent part of the sound.

RATE: This sets the speed of the LFO pitch sweep. 0 = very slow and the LFO
rate gets faster as you increase the settings (note: the ranges of 30-45 are
recommended for typical vibrato effects).

DELAY: ,This sets the tine it takes for the LFOto fade in with its effect.
This is particularly useful for natural vibrato effects if yuu are not able
to use the nodul ati on wheel .

DESYNC: There are no less than 8 LFOs in the S950, one for each voice. Wen
DESYNC Is ON, these LFO s run slightly out of phase with each other allow ng
you to create nore natural ensenble vibrato effects. Wth DESYNC OFF, the
LFO s are phase |ocked and so produce LFO effects nore like those found on
synt hesi zers that normally only have one LFOto affect all voices.

DESYNC is switched on or off using the ON and OFF buttons.

The next page, Page 14, is also to do with the LFO and | ooks Ilike this:

>14 LFO DEPTH #Aftertouch *Md wheel
| KG# 0 50

where # is the current keygroup sel ection.

This page allows you to add vibrato and other LFO effects over and above
those set in the DEPTH field on Page 13 using aftertouch (if your keyboard
generates it, of course) and/or the nodul ation wheel. The display shown is

the default and so will not require much, if any editing. As you would
assune, higher values on either of these paraneters increases the anount of
effect either aftertouch or the nmod wheel will have on the introduction of

LFO effects.

The next page allows you to control tone over the keyboard range as well as
turn the keyboard off and | ooks like this:

>15 *Key-filter ; Const pitch *One-shot
* KGH# 50 OFF OFF

where, once again, # !'s the current keygroup sel ection.

KEY-FILTER is simlar to the 'keyboard track' control available on every
anal ogue synthesizer and this allows you to vary the tonal bal ance across the
keyboard. This can be useful when using certain sanples that 'screech' in the
upper reaches of their range or sanples that are noisy when played a few
octaves down. By setting a higher key-filter setting, the sound wll get
nel |l ower further up the keyboard. A setting of 00 has no effect on the sound.
The default is 50 and can usually be left.

The CONST PITCH field allows you to effectively turn the keyboard of f so that
it will have no effect on the pitch of the sanple. This can be useful in a
nunber of ways. Far exanple, with a drum program it is often desirable to
pl ace certain druns over a snmall range of notes in order to play rolls and
fill more easily. Unfortunately, if you do this, the pitch of the drum
changes so by switching CONST PITCH to ON, the pitch of these druns will
remai n constant regardl ess of what note you play.
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The ONE-SHOT function caters for use of the 5950 with certain drum machines
whose note on nessage is so fast, it cannot trigger sanples in the 5950
properly. If you have such s drum machine and don't get a sound even though
everything seens to be working o. k., switch this to ON as this nmay cure the
problem If it doesn't, you nay have sone ot her problem

The next page allows you to set the M D channel for individual keygroups and
the di splay reads:

>16 *M DI Channel Thi s keygroup on
*KG# of fsett0-15> M D ch. ALL

The 5950 has a very flexible MD Inplenentation. Any keygroup can be
assigned to any of the 16 MDH channels and this allows you to set up a
program for mufti-tinbral operation where each sound plays a different part
on a different MDl channel.

Thi s page operates as foll ows:

It !'s possible to 'offset’ a keygroups MD channel against the 5950°s
overall MDH channel as set !n the main MD pages. Say, for exanple, the
5950 is set to an global MDI channel of I with OMW OFF, in this page of
EDI T PROGRAM you could offset a keygroup by a factor of 3 so that !t would
respond to any incomng nessages on MD channel 4 (i.e. base channel +3=4>.
Simlarly, if the 5950's global channel was set to 5 with OW OFF, an offset
of 7 would place that keygroup on M DI channel 12. In this way, any keygroup
can be addressed on any M D channel. A typical exanple would be where you
wish to run a few instrunents on separate MD channels for nufti-part
sequenci ng.

You may have druns !'n keygroups 1 to 5, a bass sound !n keygroups 6 to 8, an
el ectric piano sound !n keygroups 9 to 12 and a sinple synth brass sanple In
keygroup 13. The only way to run these sounds from a sequences without the
M DI OFFSET function would be to ,map them out so that the keygroups do not
overlap each other in their lowest and highest note assignments. This is
actually a perfectly valid way of doing this except that you would only have
limted note ranges for each instrunent.

Better would be to map these instrunents out as they should over the entire
keyboard range ° if you were to play them with MDI OW ON, all those
sanpl es would sound together. By pressing the main MD node and switching
OWI to OFF and selecting MD channel 1, you can now go back into EDIT
PROGRAM go to Page 16 and give these keygroups their own MD channel. For
instance, as you want the drunms on MDH Channel i, you needn't offset
keygroups 1-5, the bass keygroups you can offset by a factor of 1 which wll
place them on M D channel 2, the piano keygroups can go on channel 3 so
of fset those keygroups by a factor of 2 and the synth brass can be offset by
3 so that !'t responds to M D channel 4.

If that sounds conplicated, it isn't and here's how you achi eve that.

Move the cursor to the KG field using the 'cursor >' button and select the
appropriate keygroup. Press 'cursor > again so that the cursor is on the '
MDl ch' field and change the data using the CONTROL knob or the keypad.
Press the 'cursor <° button and change the keygroup and press 'cursor )’
again to change that keygroups M DI channel offset value. Repeat this process
for all the keygroups in the program

42






Using this page, it is possible to set up whole multi-tinbral configurations
and these can be saved to disk for instant retrieval. You can also have the
i ndi vidual Instruments within this program avail abl e as separate prograns for
normal playing on the same disk giving you extra flexibility.

Note: If OWI is switched to ON In the main MD node. the MDI ch field on
this page will show "ALL' For multl-tlnbral sequencing as described above,
OM nust be switched to OFF In the M D node.

O course, for normal playing of programs. It could be that you don't need to
change a prograns M DI channel so Page 16 can be often ignored and the
prograns overall M D channel can be set in the main M DI node.

(For further information on setting the 5950's main MDI channel and for
setting OW refer to the section on the M D node.)

The last page in EDIT PROGRAM is concerned with assigning individual
keygroups to separate outputs. The display shows:

>17 (QUTPUT Al 1(00), Mono (01-08)
| K& VO CES) Left(09), Right(10) 0

where * is the currently sel ected keygroup.

To assign a keygroup to an output, move the cursor one position to the right
using the 'cursor > button so that it is on the KG field and select the
requi red keygroup. Press 'cursor > again so that it is on the output assign
field and make your data entry using the CONTROL knob or the keypad. This
wi Il assign that keygroup to the chosen output.

As in nearly all the various nodes in the S950, there are nany default
settings which have been sensibly chosen to optimise the units performance.

Because of this, it is often possible to create a program from scratch
ignoring many of the pages thereby making program editing and creation far
qui cker and easier. Wth nore famliarity with the unit, you wll soon

di scover the versatility of the S950 and how i nportant EDIT PROGRAM is in the
creation of good sounds.

That concludes our look at EDIT PROGRAM As you can see, there are a lot of
advanced features contained within it that allow you to get the best out of
your sanples. W wll look at other uses for EDIT PROGRAM in the ADVANCED
APPLI CATIONS GU DE which will show you how to~layer sounds, create split
keyboard progranms, use the LFO and WARP functions and how to use the
i ndi vi dual outputs to the full.
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M DI FUNCTI ONS

Next to the EDIT PROGRAM button is the MD button and here you can set the
basic 'global' MDI paraneters for the 5950.

To access the M DI pages, press the MD button and the display will read:

>01 *Basic M D channel *Omi on/ of f
(0L to 16) 1 ON

These are the default settings if you turn the S950 on with no disk inserted.
It tells you that OMW is switched to ON (i.e. it will receive all MD
channels and so will operate with the MD controller regardless of its
setting). To set the S950 so that it responds to one channel only, you nust
turn OW to OFF and this is done by nobving the cursor to the Omi on/off
field by pressing the 'cursor > button twice and then pressing the OFF(-)
button on the blue keypad. You can now nove the cursor to the Basic MDI
channel field by pressing the 'cursor < button and nmake your data entry
using the CONTROL knob or by inputting a two digit nunber on the keypad. The
5950 will now only receive M Dl on the selected channel only.

Mote: The channel selected here sets the base MD channel for the 5950.
Using Page 16 In ED17 PROGRAM you can. of course, set individual keygroups
to respond to different MDH channels relative to this base channel using the
M DI channel offset feature in order to set up a multl-tinbral situation

suitable for multi channel sequencing. Please refer to EDL7 PROGRAM for nore
information on this.

The next page displ ays:

>02 M DI #Channel (Key (Velocity
TEST 1 C3 60 64

which is the default setting.

It is possible on the 5950 to sanple, edit a sanple and create or edit a
program wi thout the need for an external MD controller by using the PB or
' pl ayback' button |located near the blue keypad. In any of these nbdes, you
can hear the sound you are working on sinply by hitting the PB button. This
page allows you to set the channel, note and velocity of the PB button's
functions. Furthernmore, when you hit the PB button, the note paraneters
specified in this page are sent through the S950's MD output to

sinmultaneously trigger an external MDI synth, sanpler, drum nachine or
nodul e.

To alter the default settings, sinply nmove the cursor to the appropriate
field using the 'cursor > and/or <' buttons and nake the data entry using the
CONTROL knob or a two digit nunber on the blue keypad.

Page 03, the next page, is extrenely useful for checking incomng MD data
to the 5950. The display reads:

>03 RECEI VE Channel Key Vel ocity
MONI TOR ## #Ht H# ##

where # Is the incom ng data.

Basically, this page 'reads' all incoming MD data and then displays it
instantly on the screen. To see this is action, sinply play a note on your
M DI controller and see what happens. The 'Channel' field will display the
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controllers MDI channel, she 'Key' field will display the note played and
the "Velocity' field will display the velocity value with which the key was
st ruck.

The uses of this page are many. You can use it to troubleshoot, checking
that the 5950 is actually receiving MD, what notes and velocity the MDI
controller is sending and whether it corresponds to the MD channel
settings of the 5950.

This page can al so be useful if you have a drum programin the 5950 and you
are using the 5950 with a MDI drum nmachine or pads as you can determ ne
what M DI notes are being sent by which drum pad thereby allowing you to
mat ch your keygroups' note assignments in EDIT PROGRAM to the controllers
drum pads.

As this is solely a MD nonitor, there are no paraneters that you can
change.

Note: the display shows the LAST piece of MD Information received. If

chords are played into the 5950, it wll display the lest note received.
Simlarly, if you are sequencing the 5950 on many different M D channels, it
will also display the |l est note received along with that notes’ M D channel.

Page 04 allows you to set the S950's response to program change over MDI,
whether M DI volune controller (07) is selected and pitch bend range. The
di spl ay reads:

>04 MDI: tProg change ON *| oudness OFF
tPitch wheel range (+/- semtones) 7

which is the default setting if the 5950 is powered up with no disk inserted.
To change any of these settings, nove the cursor to the appropriate field

using the 'cursor > and /or < button and nmeke your data entry using the
OV OFF buttons, the CONTRCL knob and/or the bl ue keypad.

For exanple, to select that the S950 will not respond to program change over
M DI, nove the cursor to the 'Prog change' field and press the OFF(-) button.
This will disable program change and changi ng programs on the M DI controller

will have no effect on the 5950. To sel ect whether the 5950 responds to M DI
controller 7 (volune), nove the cursor to the 'loudness' field and select
either on or off using the ON(+) or OFF(-) buttons accordingly. Wth | oudness
switched to ON, the S950's output level can be remptely controlled from any
M DI controller that transmts MDI control 7. This can be useful if the S950
is out of the way in a rack (i. e. on stage in particular) and you wish to
turn Its volume up or down renotely fromthe MD controller. It can also be
useful if you are sequencing the 5950 nulti-tinbrally as you can use the
sequencer to m x the various parts on the 5950.

Finally on this page, you can set the range over which the pitch bend wheel
is to have effect. The default setting is 7 semitones and this can be changed
by noving the cursor to the 'Pitch wheel range' field and neking data entry
usi ng the CONTROL knob or by entering a two digit nunber on the blue keypad.

Note: the pitch bend range is common to all prograns and sanpl es contai ned
within the S950's nmenory.
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The next page is concerned with the 5950's ability to be controlled using the
RS232 nuitipin port found on the rear of the unit. This allows the S950 to be
control l ed by conputer for sanple editing, etc., instead of MDI.

The display for this page rends:

) 05 Control by MD (1) RS232 (2> 1
t RS232 Baud rate 9600 ACTUAL: 9615

This is the default setting and the display shows that the 5950 is set for
M DI operation. To control the 5950 using the RS232 port, you nust nove the
cursor one position to the right using the 'cursor > button and select '2'
using the CONTRCL knob or the keypad. It is necessary to match the 5950's
RS232 baud rate to the conputers and this is done by noving the cursor to the
'"RS232 Baud rate' field and inputting data using the CONTROL knob or the blue
keypad. The 'ACTUAL' field displays the incomng signal's baud rate. If it is
nore than +/-2x different fromthe intended Baud rate, you may have probl ens.

For further Information on the RS232 protocol used on the 5950, please refer
to your local Akal dealer or to your countries distributor who will supply
you with the rel evant docurnentati on.

That concludes our exami nation of the MD pages. Once again, as in all nodes
of operation in the S950, the default settings of these pages have been
sensi bly chosen and it is quite likely that you will not have to change them
and probably the only MD function you will need to change is the MD
Channel receive nunber and the OWN OV OFF sel ection on Page 01.

TROUBLE SHOOTI NG

There is not nmuch in this node that can cause problens and, nore often than

not, these pages will be used to actually solve any MDH problenms you may
have.
The mast basic MDH problem you will encounter is that,, despite the'jfact

the your M DI connections seemto be correctly set up, you are not getting a
sound. To check on this, the follow ng procedure is reconmended.

Firstly, go to Page 03 - the incomng MD data nonitor and play a few notes
on the connected M D controller. Make a note of the incomng data and go
back to Page 01 using the Page up button. Here, check that the MD receive
channel is set to match the channel being transmitted by the controller or
that OW is switched to ON. If everything matches up o. k. and you are still
not getting a sound, then the problemis nore likely to be with the audio

side of things (I. e. a broken lead, faulty anplifier, volume turned down,
etc.).

If you are using a MDI controller that transmits MD control 7 (volune) go
to Page 04 to check whether or not the 5950 is set to respond to this. If it
is set to ON and you are getting no sound, it could be that your keyboard has
remotely turned the 5950 down with its MDI vol ume control .

If you are not able to use pitch bend on the 5950, check 'that the pitch bend

wheel range on Page 04 is set to sonething, other than 00. If it is, then the
fault lies in the MDI controller.

46






If the 5950 is not responding to program change over M DI, check that it is
set to respond to this on Page 04. I f i t is not, switchi t to ON. | f the
problem still persists, then, once again. the fault lies in your MD
controller. Alternatively, it could be that the M D program nunber has not
been correctly matched in Page 02 of EDIT PROGRAM (see EDI T PROGRAM for nore
i nformation).

If you are sequencing the 5950 (but not multi-tinbrally) you nmay get the
fol |l owi ng probl ens.

1. The 5950 is playing ALL the parts. If this is the case, go to Page 01 of
M DI where you will find that OMNl is switched to ON (i.e. it is responding
to ALL the incoming MDI channels sinultaneously). You should switch this to
OFF and nake sure that the S950's M DI channel matches the one you wi sh the
part to play on conming fromthe sequencer.

2. The 5950 is not playing the correct nusical part. Go to page 01 and
ensure that the M D channel matches the one you wish it to play.

If you are sequencing the 5950 multi-tinbrally, you may encounter the
fol |l owi ng probl ens:

1. The 5950 is playing all the parts but in a confused manner. The problem
here is that you have set the S950's basic receive channel and set the
various keygroups up correctly using the MD OFFSET function on Page 16 of
EDI T PROGRAM but OWI is switched to ON. Go to Page 01 of MD and swtch
OWI to OFF.

2. The S950 is playing multi-tinbrally but is the wong parts. Here you have
probably set the wrong base M D channel so that MD offsets are all wong.
To change this you can either change the S950's main receive channel on Page
01 of MDI or you can go to Page 16 in ED T PROGRAM and change the MD
of fset paraneters. As you woul d inmagine, the forner sugestion is the easiest!
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UTILITY MODE

This button allow access to progranm ng the Akni ME35T Audi-M DI converter
which allows you trigger sanples from audio sources or drum pads. The nost
common application of this is to use mcrophones on a drum kit to trigger
drum or percussion sanples. This would necessitate each drum having its own
m crophone each of which would be used to trigger the sanples. Another
simlar application is to use drum sounds on a multitrack tape to trigger
sanples in the 5950 to replace drum sounds on tape. Yet another application
is to use the individual audio outputs of a pre-MDI drum machine to trigger

S950 drum sanples. Alternatively, sinple dram pads can be used to create a
power ful sanpling drumkit.

To use the ME35T, the MD QUT of the 5950 nust go to the MD IN on the
ME35T and the M DI OUT of the ME35T nust be connected to the MDI IN of the
5950 as shown bel ow.

ME3ST

MIDI IN | MIDI OUT

MIDI OUT MIDI IN

5850

The first page you encounter when you press UTILITY reads:

>0l ME35T Audio trigger to MDI unit
*Send Settings- *Read Settings-

In this mbde you can either send paraneters set up on the S950 to the ME35T
or you can receive settings fromthe ME35T for further editing in the 5950 by
noving the cursor to the appropriate field and pressing ENT.

The paraneters available for editing are displayed on the next pages:

>02 #lnput tM D Pitch fOnTine fV-curve .
1 1C3 60 30 3

and these paraneters are as foll ows:

I nput : This is the audi o/ pad i nput channel <1-8) currently 'selected for
edi ting.
M Dl : This is the ME35T's M DI transmt channel. This nust match the

5950'x. Alternatively, if each pad has its owmn M D channel, then
each keygroups M DI channel must be set to match this using the
M DI of fset function on Page 16 of EDI T PROGRAM

Pitch: This is the MDI note nunber to be transmtted by the ME35T

OnTl ne: This allows you to set the duration of the MDI note transmtted by
the ME35T. Normally, for drum sounds, this is kept short but with

| onger settings, you can sustain non-drum sounds for speci al
effects.
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V-Curve: This allows you to choose from between 8 velocity response curves
to match your own playing technique to the ME35T' s triggering

functi ons.

Page 03 displays further paraneters:

>03 #lnput #Capture tine #Recovery tine
1 3 nB 20 B

These paraneters relate to the follow ng functions:

I nput : This selects the required audi o/ pad i nput channel for editing.

Capture This sets in mlliseconds the tine before another input signal

tine: can retrigger a sanple. This is useful for preventing accidental
flamm ng and retriggering.

Recovery This sets the tinme in mlliseconds of the tinme it takes for the

tinme: trigger envelope to settle down.

The next page displays the follow ng paraneters:

>04 (Ilnput 1 *Gin 50 -(Trig thresh 25
HHAHAHHHHHHH T

and these paraneters are as foll ows:
I nput : Again, this selects the incom ng audi o/ pad channel for editing.

Gai n: This sets the level of the incomng signal which is shown in the
| ower half of the display (##at####) as a bargraph neter.

Trig This sets the threshol d above which sanples on the S950 will be
t hresh: triggered.

Al these pages' paraneters are selected and edited in the usual way. Myve
the cursor using the 'cursor 7.and/or < buttons to the appropriate field and
i nput data using the CONTROL wheel or the blue keypad.

Al'l paraneters set here can be stored to disk along with the sanples, program
and M Dl infornation.

Note: for further information on the hf E35T's paraneters, please refer to Its
manual .
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DI SK_LOADI NG AND SAVI NG - THE DI SK DRI VE

This is a very inportant part of the Akai 5950 as it allows you to |oad
sounds for playback and editing. It also enables you to save the fruits of
your | abours onto disk. Because the-S950 will |ose the contents of its nenory
when power is switched off, we cannot stress the inportance of saving your
work to disk. Also, it's a good idea to periodically save your work to disk
in the event of accidental power |oss or unforeseen problens.

The 5950 allows you to use both double density (DD) and high density (HD)
di sks. The basic 5950 without menory expansion allows you to store a conplete
nenory's worth onto one DD disk. If you have a nenory expansion board fitted,

you will either have to spread the nmenory's contents over 2 or nore DD disks.
This is quite an acceptable practice but it can becone tedi ous when you have
to load as many as three disks to fill the 5950's nenmory. Better still would

be to use HD disks with their extra storage capacity, O course, the best
net hod of storing sounds is to use a hard disk drive. Not only would this
allow you to store vast anounts of sounds but |oading and saving sanples
takes a fraction of the tinme of a nornal floppy disk.

As well as being possible to load any disk fromthe large 5900 library, it is
also possible to load S1000 disks into the 5950 so that you can use the
fabulous library created for that instrunent.

Insert a disk into the disk drive and press the D SK button and the first
page di spl ayed reads as foll ows:

>01 VOLUME #Sl ct, create Fl oppy SHx##
fHDcont| #Hdri vel Renane Fl oppy 76%

This page does two things. Firstly, in the top right corner (S####> it shows
whet her an S900 or SI000 disk has been inserted and the bottom right hand of

the display shows that disks contents as a percentage-of the Sg50's nenory
capacity.

Note 1: If a disk is not Inserted when you press DI SK the display will show

OOPS! Disk not nounted ................

end ail red lights above the nbde buttons will flash. To stop this, either
press anot her-of the node buttons C, e. PLAY, EDIT SAMPLE, EDI T PROGRAM or
what ever) or insert a disk end press DI SK agai n.

Note 2: If an 51000 dish is inserted, the menory percentage di splay may show a
percent age val ue higher than 100x. This will indicate that the contents of the
di sk are larger than the S950's internal nmenory capacity. You can 1 oed such a
disk but not ell the contents will 1 oed end when the 5950 Is full, the
di splay will show

OOPS! Menory sanpl e space is full

end the red lights above the nbde buttons will flash. To exit this, sinply
press PLAY where you can select the required prograns.
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Note 3: The 5950 loads ell prograns first. If you use en S1000 disk, it

could be that the 5950 will load all the prograns but the sanples relating
to those prograns may not be loaded. If this happens, when you go to PLAY,
you will be able to choose any of the many prograns but not all of themwll

make a sound because the sanples contained within themare not present.

Note 4: If the nenory expansion boards are fitted, the percentage display
changes as appropriate. For exanple, a full DD disk on an un-expanded 5950
will show 100x. If the full conplenent of nenory expansion boards are fitted
so that the internal nemory of the S950 is three times as large, the sane
di sk woul d di splay 33x.

The rest of this page is unused unless you have the ATARI/SUPRA HARD DI SK
and CD/ DAT | NTERFACE BOARD (I B105> installed and the renmining facilities on
this page relate to hard disk control. W suggest you refer to the
docunentation of the I1BI05 for further information on these functions.

Page 02 displays the follow ng:

>02 (Cear memi: load disk (1> Mem
0',G
Load disk (2), dear prev <3> - Vol ##x

where ##x is the amount of data on the inserted disk relevant to the 5950's
internal menory capacity.

The nmobst commonly used function here is ' i' - Cear nenory and |oad disk.
This will erase anything currently in the 5950 and fill it with the data on
the disk. After loading, the "Memi field will display what percentage of the
5950's menory i s used.

The ot her options are as foll ows:

Load disk <2> - this will load the disk and but will not erase any of the
5950's current menory. This feature also allows you to load a disk while
playing a sound currently selected in nenory. O course, there are
limtations to this function. For exanple, if the 5950's nenory is already
100% full, it is not possible to load any further sounds into it. If this
happens, the nenory displ ays:

MEMORY FULL. Press (3) to clear previous
and continue | oading or cancel (ENT)

and you can now press 3 on the keypad to wipe the original data in the 5950
and load the new disk or press the ENT button to cancel that situation.
Either will take you back to Page 02 of the D SK pages.

To select either mbde 1 or 2, nove the cursor one position to the right and
press either 1 or 2 on the keypad.

Note: as nmentioned above, the disk |oads progranms first followed by sanples.
In this instance, it could be that the prograns ere | oaded but wi thout their
respective sanples. Selecting such a program will result in no sound being
hear d.

51



The next page allows you to load either an individual program or an
indi vidual program with its relevant sanples. Press the 'page down' button
and the display will show

>03 LOAD PROGRAM (ENT) #PR only _ M Ox
*nane *#####H##~R APR 3 sanpl es

wher e ########## is the currently sel ected program nane.

This page is invaluable as it allows you to use a program off disk and | oad
that without its sanples to use as a tenplate for a program using the sanples
currently in the 5950's nenory.

For exanple, you may have a selection of drum sanples which you have just
taken. lInstead of creating a new drum program from scratch, you can | oad
another drum program off disk and then place the new sanples into the
rel evant keygroups. That can then be saved onto another disk. In this way, it
is possible that you will only ever create one drum program from scratch and
use that as the basis for all other drum sanples you take!! O course, this
facility is also wuseful wth other instrunents, especially intricately
nufti-sanpl ed instruments such as piano, etc..

The other use of this page is to load individual prograns with their sanples
so that you can create a new disk which !'s an anal gamati on of progranms from
other disks. This is especially useful for live work. where all the required
prograns and sanples can be placed on one disk for easy access with no
unnecessary and time consumng loading in between songs or it can be useful
when doing pre-production for a studio session.

To select a programto load, nove the cursor to the 'name' f field and use
the CONTROL knob to scroll through the programs on disk. Having nade your
sel ection, nove the cursor to either the "PR only' or 'PR 8 sanples' field as

appropriate and press the ENT button. The contents of that programwill then
be | oaded into the 5950. Naturally, if the 5950's menory is full, the display
will read the usual 'OOOPS! Menory space is full ....' message.

The next page is simlar to Page 03 except that you can select individual
sanples to load. The display reads:

>04 LOAD SAMPLE ( ENT) Mem Ox
name #E#HHHHH#] *All sanples _

wher e ########## is the currently sel ected sanpl e.

This page is also invliuable in making up prograns that are a mxture of many
different sanples off different disks. You may, for exanple, be using a drum
program but prefer the snare on another disk to the one currently in that
program Using this page, you can 'grab' a sanple off another disk and then
insert i t in the new program O course, this is true of any program not
just druns.

To load a single sanple, nove the cursor one position to the right so that it
is in the "nane' field. You can scroll through the sanples on that disk using
the CONTROL knob and then, once you have nmde your selection, you can hit ENT
and it will be |oaded into the 5950.
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This page also allows you to load all the sanples on a disk into menory but
without the program information. To do this, nove the cursor one nore
position right to the "All sanples' field and press ENT - this will load all
the sanples on that disk into nenory.

Once again, if there is insufficient nenory space in the S950, the display
will give you the usual 'OOOPS! Menory sanpl e space full' message.

The next pages are concerned with SAVI NG data onto di sk.

Page 05 allows you to wipe a whole disk and save the entire contents of the
S950's menory onto it. The display shows:

>05 C ear volune and save Mem Ox
entire menory Vol 76%

The top right percentage display shows the S950's current nenory capacity
whi | st the | ower percentage display shows how full of data the disk is.

Note: if your 5950 has the full conplenent of nenory expansion boards, the
top right display may only show sonmething like 85x. If you use normal DD
disks, this is too nuch to be stored on one disk even though the percentage
di splay indicates that only 85x percent of the nmenory is full. O course,
this figure relates to 85x of three times the DD disks capacity. In other
words, either use nore than one DD di sk or use HD disks o- a hard di sk.

To wipe the disk and save the contents of the S950's nenory to disk, sinply
press ENT but be careful that you are not erasing a valuable disk as there is
no stopping this procedure once it has been initiated.

The next page allows you to save individual prograns with or without their
respective sanples onto disk. The display reads:

>06 SAVE PROGRAM (ENT) 1PR only _ Vol
#name A~; ~k# *Pr & snpls _ 764

where ###~"# is the currently selected programto save.

To select a program for saving, nove the cursor to the 'nane' field and use
the CONTROL knob to scroll through the prograns currently in the S950's
nmenory. Once you have nmmde your selection, nove the cursor to either the 'PR
only' or '"PR & snpls' field and hit the ENT button. This wll save that
program onto disk. The .display also shows the disks current nenory
percentage and this will increase when you save nore sanples onto it.

The next page allows you to save individual sanples:
>07 SAVE SAMPLE ( ENT) Vol
*name ~Y~x~k*~t A~xx 76%
wher e ######f*#,# is the currently sel ected sanple.

As in Page 06, nove the cursor to the 'nane' field and scroll through the
sanples until you find the one you wi sh to save. Wen you have done that, hit
the ENT button and the sanple will be saved to disk. The percentage figure
di splays the disks current capacity and wll increase as you save nore
sanpl es.
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It is also possible to erase sanples or prograns off disk and this is done on
Page 08.

>08 ERASE FROM * Sanpl e Vol
VOLUME (ENT)  *Progrm ~~at ~R~ 76%

To erase a program or sanple, sinply nove the cursor to the appropriate field
using the 'cursor > button and, using the CONTROL knob, scroll through the
prograns or sanples on disk until you find the one you wish to erase and then

press ENT which will erase it from the disk. O course, it goes without
saying that you should be careful here so that you don't erase anything
precious: The percentage display will decrease as sanples are erased fromthe
di sk.

The next page is concerned with formatting a floppy or hard disk.

Any 3.5 inch double density (DD) or high density (HD) disk can be used with
the 5950 but, before it can be used, it has to be formatted so that it is
conpatible with the S950's software. Hard disk drives also need to be
formatted and all this is done on Page 09.

>09 (Format floppy _ Format SH204/5 _
W pe hard disk _ Total free 34%

To format a floppy disk (i.e. a 3. 5 inch DD or HD disk), nove the cursor one
position to the right using the 'cursor > button and press ENT. The S950
will now format the disk and the the display will slowy fill up with two
rows of dots as the formatting process takes place. Wen the display is full
of dots and the red disk activity light goes out, the disk is ready for use.

The other funtions are all concerned with the optional ATARI/SUPRA HARD DI SK
I NTERFACE (I1B105) and you are advised to refer to the docunmentation that
acconpani es the 1B105 for further information.

| MPORTANT NOTE: FORVATTI NG A DI SK WLL ERASE IT'S CONTENTS ENTI RELY °© THI S IS
TRUE OF BOTH FLOPPY AND HARD DI SKS. ALWAYS ENSURE THAT YOU USE A BLANK DI SK OR
ONE THAT YOU WANT TO ERASE.

Page 10 allows you to load and save drum settings for use with the ME35T. The
di spl ay shows:

>10 Load drum settings (ENT) _ Vol
*Save drum settings (ENT) _ 76%

To load a drum setting, nmove the cursor to the first field by pressing the
"cursor >' button once and pressing ENT. To save a drum setting, nove the
cursor one further position right and hit ENT.

Note: Only one ME357 drum setting can be stored on di sk and any other settings
on that disk wilJ be overwitten by the new settings you wi sh to save. Mke
sure, therefore, that you either use a new disk or that you are happy to
overwite the existing drumsettings.
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In any of the pages 05 to 10, when you try to save anything onto a disk or
format a disk that has been wite-protected the display will read:

OOPS! Disk is wite protected. Take it
out and close the switch in the corner

and all the node lights will flash. This is telling you that you cannot save
onto this disk because the tab in the bottom left of the disk has been
opened. By closing this tab, you will be able to save to disk and format. It
is a good idea to wite protect your disks at all times to prevent

acci dental erasure of precious prograns or sanples.

Page |i allows you to load sounds from the hard disk using MD program
change. The displ ay reads:

)11 M DI program changes can now | oad
hard di sk vol une. Fl oppy nunber 0

The vol unme nunber attached to the RENAME FLOPPY function on Page 01 of disk
when used to save data to the hard disk can be set to correspond to a MDI
program nunber so that pressing the required program nunber ow the MD
controller will initiate a disk |load where the equivalent contents of one
floppy disk's worth of data will be |oaded fromthe hard disk. Please refer
to the IB105's docurmentation for further information.

The final page in DISK allows you to park the hard disk drive's heed nmaking
it safe for transportation. The display shows:

)12 Park hard disk, (ENT). This makes
it safe for transportation.

To execute this function, sinply hit the ENT button. O course, this
function does not apply if you are not using the hard disk option.

That concludes ours exam nation of the DI SK functions. As always, the whole
thing is structured to be very easy to use but, even then, mstakes can
still be made. Try to bear the following things is mnd when using the disk
dri ve.

1. Always keep a track of what you are doing when using the DISK node. It is
all to easy to be distracted and accidentally load a disk and wi pe the
nenory instead of saving hours worth of work to disk. Even full tine
prof essi onal progranmers have been known to do this!!

2. Be very careful with Page 05 that you don't accidentally wi pe the entire
contents of an inportant di sk when saving data. Al ways check the disk before
you save any data - this can be done on Page 03 where you can scroll through
the prograns on a disk.

3. Simlarly, be careful you don't bulk erase an inportant disk when
formatting.

4. Make sure that you don't accidentally erase the wong data from di sk on
Page 08.
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DI SK_HANDLI NG

Disks are very inportant pieces of equipnment for anyone who owns a sanpler
and they represent nmany hours of work. As a result, it is inmportant that you
take good care of your disks to ensure reliable operation.

Al ways use branded, high quality disks. Failure to do so may result in
corrupted data on the disk preventing it from | oading properly. Cheap disks
can al so danage the heads and we cannot guarantee reliable operation.

Al ways insert disks straight into the drive, then gently push them all the
way in. Trying to force theminto the drive may danmege the disk or the drive.

Never bend a disk or store them in a position that is likely to apply
pressure to their cases.

When | abelling floppy disks, we reconmmrend the use of felt tip pens. Witing

on disks using ball point pens and pencils can exert undue pressure on their
cases.

Always take care when physically handling your disks. Never pull the
protective netal tab on the top of the disk's case back and touch the actual
di sk inside as your sweaty fingers will harmthe delicate disk surface.

Al ways keep your disks away from nagnetic sources such as speaker cabinets,
TV sets and video nonitors, heat and direct sunlight.

Do not keep the disks in a vehicle for any length of time. Not only will this
wi Il prevent damage from tenperature changes and excessive sunlight but wll
al so reduce the risk of theft.

Al ways keep di sks away fromdrinks and food in case of accidental spillage.

Always try to keep backup copies of all your disks in case of loss, theft or
danage.

When transporting your disks, try to ensure that they are kept in a solid

case. Not only will such a case protect them whilst in transit, these disk
boxes also allow you to keep your disks in sone form of |ogical order and
will save wasted tine hunting for particular disks. If you are 'on the road

doing live shows, it is a good idea to use a flight cased briefcase container
for transporting your disks.

If you are travelling abroad with your disks, never let your disks pass
through a security Xray nmachine as these can danmage your disks irreparably.
It is a good idea to keep your disks as hand luggage to prevent airport
officials accidentally putting them through X-ray machines. Mst security
officers will conmply with your request to keep them away from X-ray nachi nes
as long as you allow themto search the case thensel ves.

If you are posting a disk, wap it in kitchen foil to prevent stray X-rays
from damagi ng the disk. Also, wap the disk in solid cardboard and a padded
envelope to prevent it from bending - you can buy special cardboard
containers for posting disks and these are recommended. Also |abel the
envel ope ' CAUTION - COWPUTER DI SK ENCLOSED and the postal service wll take
good care of it. If the disk is valuable, it is a good idea to send it
recorded or registered delivery.
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Note: If your disk is damaged in any way and the disk drive is unable to
| oad the data, the 5950 will display:

OOPS! Bed data fromdisk ..............

and ell the red nmode lights will flash.
If this happens, | t may not be as bad as you think because 1t is quite

possi bl e for gust the lest sanple or the lest few sanples on a disk to be"
corrupted end the rest of the disk may have | oaded sucessfully.

MASTER TUNE

W thout doubt, this is the easiest node to understand and it is here that
you can tune the S950 to different instruments.

To tune the S950, press MASTER TUNE and use the CONTROL knob to adjust pitch
up or down so that it is tune with other instruments. And that's it!

,Vote: If the tuning range in this page is not wi de enough, you. can tune

sanpl es up or down in either Page 03 of EDIT SAMPLE or in Page 06 of EDIT
PROGRAM end t hese tunings can be saved to disk.
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APPENDI X



5950 - K4l | KREF PROCEDURE
CHART.

As we have seen throughout this nmanual, every node within the 5950 has a
default value. Al of these have been sensibly chosen so that you can get on
with your work with the nininumof button pushing and data entry. What

Bl e A T S S R R S e
i

PLAY MODE - Playing a sound |

B o e e e b b e e e ]

| STEP | | Press PLAY and use the CONTROL knob to scroll through programs. |

| STEF 2 | Type in & cne or two digit number on the blue keypad to call a |
[ | program for playing. |
!

STEF 3 | Play a note on tha connacted MIDI controller to hear the sound. |

REC MODE - Sampling on the 5950 using the mic or tlne inputs

N EEEEREE s s S s ssE s ssrEEEseEssS s S SsSss=S 2SS SSSSSSSS2=NEEESES

STEFP 1 | Press REC and name tha sound to be sampled.

= i — N
- -

STEP 2 | Go to Page 04 - type in a bandwidth using the blue keypad. i

STEP 3 | Go to Page 05 - sat the sampling time using the keypad. !

STEP 4 | Go to Page 06 - select the key you wish to sample onto by |
| playing a note on the MIDI keyboard or controller.

STEP 5 | Go to Page 08 - set the record level and threshold level. [

STEF 6 | Make your sample and play {t from the connected MIDI controller!

| or hit PB. [
e e e e B e R R T e E EEES  aae
ST s C SIS TS SN N EOEEEEES ST SSSSESSEEEREEES
| EDIT SAMPLE MODE - editing and looping a sample ;
e ST T E S S S S S S eSS ST S S T T NN TS S ST I EEEEES

| STEP 1 | Fress EDIT SAMPLE and select the sound to be edited. Copy or |
| | rename if necessary. |

| STEP 2 | Go to Page 04 - select replay mode {(l.e one shot, looplng or
[ | alternating) using the keypad. '

| STEP 2 | Go to Page 06 - edit the start point If necessary. |

- o -

| STEP 4 | Go to Page 07 - edit the end point if necessary. |

| STEF 5 | Go to Page 08 - set an arbitrary loop length (l.e 3,000} and

]
| | hit ENT to initiate the AUTOLOOP. Repeatedly hit ENT until a 1
| useable loop is found. 1

1

I
| STEF 6 | Play the sound from the connected MIDI controller or hit PB.

= ==== s e EEEEEEEEES
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IT PROGRAM - refining your samples '
IESESsSEEECSCEE RS ES ST ST EECSCESSCSSSERAESSSIRRIARSSSSSSE S EEEEEEEEEEEEE
EP | | Press EDIT PROGRAM and creste a new program by copying the |

| currently selected program. |
Go to Page 03 - Copy or delete keygroups as Necessary using |
| the ON (+) or OFF(-) buttons. '

E

-

i M byt | i), | |
Lyl
o
i ¢}
(351

| STEP 3 | Go to Page 05 - Select keygroup and place the appropriate
I | sample In it using the CONTROL knob. Assign the icw and high |
[ | keys If necessary. |

| STEP 4 | Go to Page 06 - Adjust lavel, fllter and tuning of keygroups
I | If necessary. '

| STEP 5 | Go to Page 10 - Adjust envelope shape for keygroupis) Lf |
! | necessary |

| STEP 6 | Go to Paga 13 = Adjust LFO parameters for kaygroup(s) If I
[ | necessary :

STEP 7 IPlay the sound using the MIDI controller or hit PB.

YOU MAY LIKE TO ADJUST ALL XEYGROUPS SIMULTANEOUSLY BY SWITCHING THE
KG FIELD TO 'ALL'.

I

====3===== s=ssss=ss===rmsmsoooTSSSSS=EREESSSSSSISISISSSSSESERSEES
|

I

1

|
| NOTE: IF YOUR PROGRAM HAS MORE THAN ONE KEYGROUP, EXCEPT ON PAGE 03,
I
[

| STEP 1 | Press MIDI and set OMN! to ON or OFF and set base MIDI channei |

| | as required. '
| STEF 2 | Go to Page O4 and set Loudness, Preg Change and Pitch Bend as |
I | apprepriate.
s=sszzm=====z=z=zzzsso=s=sssssscSSSSSSSSSSosSsasSSSSSSERSSoSSSSSNISSSSEERSSES
=SS SSSSSEISE IS SSSSSSSSSSSSSSSssnrEsEEESsSssSSSSSSSSSESISSSaIIISSSS=S
| DISK - Loading and saving data using the disk drive
z=sss=s==s=ssscosssssssssssmssmzsossoSoSSSSSSSSSSISSSSSSSISSSSSISSSISSEESSS

| STEP 1 | INSERT DISK - Press DISK.
| STEP 2 | To load a disk: '

| | Go to Page 02 - Move cursor right and hit | on the keypad.

| STEP 3 | To save the entire contents of the 5350's memory to a disk:

[ | INSERT A BLANK FORMATTED DISK - Press DISK - Go to Page 05 and |

I | press ENT !

mmss=ssssssoooEssrToEsSSSsEEmmmmssssossrooSSSSSSSS==snsSSEISSSS=SSSSEERSSSssES

e e e - S
—

sssmssssssssssmssssssssssszssoooSoTSSSSSSISSSSSSSSSSEISSsSIISESSaaEsSSSREES

MASTER TUNE - tuning the S350 to other Instruments

!
ss==ssssssss=SssSSsSsSsssssm=smmmsssssssssSsssssmmamssoszss=SSSSSSSIZSSssEEsSS
| STEP 1 | Press MASTER TUNE end use the CONTROL knob to tune the S350 up |
| | or down as appropriata. '

smmmss—sssmssssssssssssc-—sossossEssssSSSSSSSSSSsSnsossSSISSSSSRSSSSEESSSEESSS

FOR MORE SPECI FI C FUNCTI ONS I N ALL THESE MODES, PLEASE REFER TO THE RELEVANT
SECTI ON OF TH' S MANUAL
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5950 - CPTI MUM BANDW DTH KW KREF CHART

The 5950 has a continously variable bandwidth. As a result, it is possible
to sanple each and every sound with a different bandw dth thereby optim sing
the sound quality and available nenory. This KWKREF chart lists the optinmm
bandwi dth of a variety of comonly used sounds. Using this as a guide to
your own sanpling will enable you to get nore sanples into the S950.

e e L e P T P P P P PR P E P L P S PR PP P 3 P+ P F L E L]

| INSTRUMENT | OPT B/W | INSTRUMENT | OPT B/W | INSTRUMENT | OPT B/W |

e g L L P P T e F P E e e == i

| Klck drum | 10k | Bright snare | |E-18k | Crash cymb | 17-18k |

I Clicky kick | i2k | Woody snare | |d4-16k | Ride cymbal | 15-17k |

| Round kick | 8=10k | Round snare | |4-15% | Splash cymb | 17-19k |

| Gated kick | 10-13k | Gated snare | |5-18k | Hi-hats | 18=-18k |

| Toms I 13k | Congas | 13-15k | Synth Snare | l4-16k |

| Deep toms 11-12k | Timbales 14=16k | Synth Kick | 10-13k |

| Stick toms | 13-15k | Octabans | t2-14k | Synth Toms | 12-15k

| Cabasa I 14-16k | Cowball I 12-1%k | Rimshot I 12-14k

| Claves | 12=14k | Agoga bell 13-14k | Sida stick | 12-14k

| Glaps I 12-15k | Vibrasiap ldk | Brush Snara | 12-14Kk

| Maracas I 13-14k | Whistla 13k 466056808800 880084
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| Bass guitar | 10-12k | Acoust guit l2-14k | Plane | 14-16k |

| Slapped bass | 13-15k | Nylon guitar | [0O-14k | Rhodes pno | 12-14k |

| Synth bass | 12-15k | Elect guitar | 12-15k | FM Rhedes | 14-16k |

I Upright bass | 10-12k | Distorted gt | 123-15k | Clavinet | 12=16k

| Fretless | 10-12k | 12 str guit | 13-16k | Organ | 12-16k
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I Vielin | 14=16k | Oboe | 14-16k | Trumpet | 14=17k |

| Viola | 12-14k | Clarinet | 14-16k | Muted trump | 15=-18k

| Celle | 11-13k | Bassoon | 12-14k | French horn | 13-15k

| Coentrabass I 10=-12% | Fluta l12-14k | Trombone 1 12-16k

| Soprano sax | 14=16k | Alto sax | 13-15k | Baritone s% | 12-14k
Vibraphone I 16-18k | Tubular beil | 15=i7k | Volce I 12=14k

| Marimba | l4-16k | Geng I 13=15k Mixea chofr | 12-14k

| Xylophone 14-15k | Tympani | 12-14k | Female chr | 12-14k

| Glock/Celest | 15-16k | Triangle | 15=18k | Breathy wox | 12-14k

| Digl synth | 14-19k | Analog synth | 12-15k | Orch strike | 14-19k |

e e bt e e e e e ]

| String sect | 14-16k | Brass sect | 14-17k | Sax section | 14-1Bk |

B S i T T e -t F T L L B & bttt
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You will note that these bandw dth figures are approximate. O course, you
may require higher or lower bandwidths than those shown for certain

instrunents - it all depends entirely on the tone of the instrunment you are
sanpling. If it is bright, It may require a higher bandwi dth than the one
recommended but if the sound is relatively nellow, you might like to try a

| oner bandwi dth setting. The best thing to do is experinent. Take e sanple at
your seler,ted bandwidth and play it back fromthe MDI controller conparing
it with the original. If it sounds at ail nuffled, try a higher bandw dth but
if it sounds good, save that sanple end try taking another at a |ower
bandwidth to see if you can save even nore nenory. If the results of that
don't sound too good, recall the original.

Note: to save even nore valuable nemory in your 5950, don't forget the
DI SCARD BEFORE START/ AFTER END function on Page !0 of EDIT SAVPLE.
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ADVANCED APPLI CATI ONS

We have now covered the basic operation procedures on the 5950 but there is
so much nore that we can do with sanples and prograns once they are in the
instrunent. This section will take you through some of the nore advanced
possibilities available on the 5950. In EDIT PROGRAM you can create all
sorts of keyboard splits and layering effects and the various processing
possibilities allow the creation of chorus and other effects.

CREATI NG A SPLI T KEYBOARD

Sonmetimes it is desirable to have two separate sounds on the keyboard where,
for exanple, you have a bass guitar sanple on the bottom two octaves and a
pi ano sound on the top three octaves. This is easy to achieve and is sinply
an extension of the nufti-sanpling procedure where you have anunber of
sanpl es assigned to different key ranges in keygroups.

To create this split keyboard, create a program with, say, 7 keygroups in
it. Move to Page 05 and set the keygroups thus:

KGL - Bass sanple - |low key CO 24, hi key B2 62

K& - Piano C3 - low key C3 60, hi key E3 64
K& - Piano G3 - low key F3 65, hi key Ax3 70
K& - Piano ¢4 - low key B3 71, hi key E4 76
K& - Piano 4 - low key F4 77, h! key A#4 82
KG6 - Piano C5 - low key 84 83, hi key E5 88
KG7 - Piano C6 - low key F5 89, hi key G8 127

You can see that the bass sanple covers the bottom octaves to B2 and the
multi-sanpled piano takes over at C3 up through the top octaves of the
keyboard. (This, of course, is only an exanple - your sanples nmmy be
different and require different keygroup assignnments.)

Anot her application of this technique is to layer the bass sanple over the
bottom octaves of the piano. To do this, make a copy of your piano program
and sinply create another keygroup !n Page 03 and assign that from CO to B2
as above. The only difference here is that the original piano bass notes wll
sound with the bass guitar sanple creating a nore forceful bass end.

Thi s keyboard split techni que can be extended to include a three way keyboard
split with perhaps a bass synth on the bottom two octaves, a string sound
over the next two octaves with a lead |line sound or sone orchestral hits on
the top octaves - you could even have a few druns on a few notes (i.e. bass
drumon Cl1, snare on D1, hihat on El and a cynbal on Fi) with the bass guitar
spanning GL to B2 - the possibilities are al nobst unlimited.

LAYERI NG _SOUNDS

It is easy to layer sanples on top of each other within the 5950 to create
rich chorus effects or conposite effects.

Al'l you have to do is to nake exact copies of keygroups and then, in Page 06,
detune themslightly using fine tune.
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For exanple, with a sinple string program with gust one keygroup, to thicken
the sound, sinply make a copy of that keygroup in Page 03 and then detune it
in Page 06. In a nore conplicated mufti-sanple programthat has, for exanple,
four keygroups, copy KGL to create a new keygroup, KGS, copy K& so the you
create another new keygroup, KG6, copy K& so that you create another
keygroup, KG7 and copy K&G4 to create KG. Now detune keygroups 5-8 slightly.

O course, you are not limted to gust detuning themslightly as you can use
the TRANSPCSE field in Page 06 to split them in octaves or fifths or any
other interval.

This layering technique can be extended even further to layer, for exanple,
strings on top of brass. To do this, copy a strings programto create another
program such as STR-BRASS .or whatever. Now, using the PUT and CGET functions
in Page 03, place the various keygroups froma brass programinto STR-BRASS -
the original string sound is now |layered with the brass program O course,
after that, you may choose to detune themslightly or split themin octaves.

It is also possible to layer three sounds on top of each other for an even
greater range of possibilities but please note: LAYERI NG KEYGROUPS REDUCES
POLYPHONY. W TH TWD KEYGROUPS LAYERED, THE 5950 WLL ONLY BE ABLE TO ' PLAY A
MAXI MUM OF FOUR NOTES SIMILTANECUSLY AND FURTHER LAYERING WLL REDUCE
POLYPHONY EVEN MORE, O course, if the sound you are creating is a solo
sound, this needn't be a problem - it's only when you wish to play chords
that you may notice sone notes missing if the nunber of notes played exceeds
4.

One interesting layering technique uses the WARP facility on Page 12. Try
this.

Using a sinple vocal program that has gust one keygroup with an 'aaah' vocal
sanple in it, copy the keygroup and detune one of them so that you now have a
richer 'aanah' sound. Now go to Page 12 and on gust one of the keygroups, set
the display to read:

>12 WARP Velocity O fTlme 75
* KGL (Attack offset -50
and play a note. You will notice that keygroup 1 slides up to the note whil st

the other remains in tune during the attack. This creates an Interesting
detune effect during the attack portion of the sound. This technique is very
useful on vocal sounds as it is normal for there to be a slight pitch slide
on 'the real thing'. It is also useful on brass sounds which sonetinmes have a
tendency to slide up into a note. O course, the settings given above are
only an exanple so please feel free to experinent. You could, for exanple set
| onger or shorter warp tines or have the pitch sliding down - you could even
have one keygroup sliding down and the other sliding up and at different warp
tinmes!! You could also use velocity to control the slide. Again, endless
possibilities.

USI NG THE LFO
The low frequency oscillator found on Page 14 is a nost useful device. Its

prinme use is to add vibrato and other pitch sweep effects to a sanple in e
keygroup but it can have other uses as well.
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For exanple, say you have a sanple but the loop is not that good and,

despite your attenpts to inprove it, you still can't get rid of a slight
glitch or trenolo effect, you can use the LFO to disguise the effects of
this loop by adding sonme vibrato to that sanple. You will probably want to
set the LFO so that it is having effect constantly so you will want to set

the LFO Depth to around 3 or 4 for a hint of continuous vibrato. The actual
LFO rate can be set according to the circunstances and you are advised to
experiment. You may find that the action of the LFO masks the slight
glitching very effectively. To further disguise en awkward |oop, you can
layer the sanple on top of itself as described above (providing the
restricted polyphony is not a problem of course) and add this slight
vibrato effect.

The LFO can also be used when |layering sounds to create interesting chorus
effects. If you have tried out any of the layering ideas given above, you
will have noticed how using the fine tune on Page 06 for a detune effect
t hi ckens the sound. This can be further enhanced by setting the LFO depth of
just the one keygroup in the layer to a value of around 3 or 4 and |eaving
the other keygroup in the layer free of any LFO nodul ati on. What you now have
is two keygroups |ayered on top of each other with sonme slight detune and the
one keygroup's pitch is varying ever so slightly to give an 'ani mated' chorus
effect. To further extend this idea, you could give the other keygroup a
different vibrato with a slightly slower or faster LFOrate. In this exanple,
you woul d have the keygroups' pitch shifting against each other creating a
rich, warm ensenble sound. This can be even further enhanced by swi tching
DESYNC to ON so that all the LFO s are out of phase with each other.

Usi ng Page 14, you can extend these chorusing effects to be under the control
of the MOD WHEEL. By setting just one of the keygroups in a |layer to respond

to the nodulation wheel, you could introduce a chorus effect with the
nodul ation wheel. O course, aftertouch could also be used for the sane
ef fect.

USI NG THE ENVELOPE GENERATORS

The basic use of the envel ope generators is to shape the sound and so restore
the natural envel ope characteristics of the sanpled sound. They can al so be
used to add unusual envelopes to sounds and one exanple nmay be to add a
bowi ng effect to any sound. To do this, set the KGfield to ALL and i ncrease
the attack time of the envel ope generator in Page 10. By setting an instant
decay with no sustain level (i.e. sustain at 00> you can create a curious
reversed type sound that is subtly different from actually reversing the
sanpl e in Page 05 of EDI T SAMPLE.

The fact that there are envelope generators for every keygroup (and hence
sanple) in a nmufti-sanple program neans that you can set the decay and
rel ease times for every sanple. It is common for many acoustic instrunents to
becone nore percussive the higher up in pitch they go. This is especially
true of piano sounds where bass notes can |ast several seconds whilst high
pitched notes die away alnost instantly. You can set the decay and rel ease
ti mes of each keygroup across the keyboard range to simulate this effect with
bass notes having | onger decay/release times than higher pitched sounds. You
coul d, of course, set the opposite for special effects.

The same is true of attack tines, especially on stringed instrunents where a
"cellos attack is longer than that of a high violin note. By scaling the
attack tines of a group of sanples in this way, you can create nore realistic
string envel opes.
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It is also possible to control attack time using velocity and this can be put
to a nunber of expressive uses. For exanple, you may have n flute sanple with
a very percussive 'blowy' attack but you may not always want that attack to
sound on every note. By setting a long attack and controlling attack tine
with velocity, playing softly will effectively miss out the percussive attack
because of the soft attack whilst harder keystrikes will produce a faster
attach tine thereby allowi ng the percussive, breathy attack to be heard. O
course, you can conbine this technique with velocity switching for even
greater expressive possibilities.

There are other uses the envel ope generators can be put to, however.

For exanple, it sonetinmes happens that there is sone noise at the end of a
sanple. In actual fact, it may not be that the sanple is very noisy, it's
dust that as the sound dies sway, the noise becones nore noticeable. This can
be surpressed using the envel ope generators by setting a decay or release
that roughly natches the--sanples decoy so that the envel ope generator fades
out the noise with the sound (see- Fig. i> The filters envel ope generator
can al so be used for the same purposes and, of course, the two can be used in
conjunction with each other.

SAMPLE DECAY

/

EG DECAY

Fig. 1 Fading out noise using the envel ope generators

Did you know that you can control revert time using the envel ope generators.
By sanpling a drum sound with a long revert you can effectively control the
length of the revert using the envelope generators decay and/or release
times. In this way, you could create a nunber of different drum prograns
where each program has increasinly longer revert times on the drums. Also,
because it -is possible to control release tines using keyboard velocity, you
could actually control the revert decay with keyboard dynam cs.

When you are layering two keygroups on top of each other you can create
interesting crossfade sounds by setting one keygroup in the layer to have an
instant attack and the other to have a slow attack. For exanple, you could
have a program where a brass sound crossfades with a string sound. By setting
the brass envelope to die away conpletely (i.e. with a sustain level of 00>
the two sounds would conpletely crossfnde. This technique can be nore
conservative of nenory than creating a sanple crossfade in EDIT SAMPLE which
requires that you create a new sanpl e.
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Thi s technique can be extended by l|layering the same sanple on top of itself
and then transposing one sanple up two octaves and setting the transposed
sound to fade in slowmy. Aternatively, you could layer guitar feedback
effect on top of a distorted guitar sanple and. have the feedback fade in
sl owl y.

As you will have guessed. there are all sorts of possibilities available

when using the envel ope generators and we suggest that you experinent to see
the sort of effects you can create with even the sinplest sanple.

USI NG THE _| NDI VI DUAL OUTPUTS

On the back of the 5950 are a nunber of audio outputs. There Is the MX
output which, as the nane inplies, carries a mx of all 8 voices to an
anplifier or mxer. The LEFT and the RIGHT outputs allow you to create
stereo type effects as well as split keyboard effects and there are al so the
8 individual nmonophoni c out puts.

The nost basic application for these 8 individual outputs is to handle
i ndi vidual drum sanples where each drum can be given its own channel on a
m xi ng desk and EQ d, bal anced and effected separately and how to assign the
outputs is explained in EDT PROGRAM These individual outputs are
nonophonic - that is, they can only play one sound at a time so it is not
possible to play chords through them It could be, however, when you are
sequencing nmultl-tinbrally using the MDI OFFSET function found on Page 16
of EDIT PROGRAM that you have chordal parts that you wish to assign to
i ndi vidual outputs. This can easily be achieved on the 5950 using a
conbi nati on of the individual outputs and the left and right outputs.

As mentioned earlier in this manual, the M X output carries all the 8 voices
regardl ess of whether they have been assigned to individual outputs or not.
The left output carries voices 1 to 4 and the right output carries voices 5
to 8. What this neans is that anything appearing at individual outputs 1 - 4
will also appear at the left output and anything assigned to outputs 5 - 8
will also appear at the right output. This allows you to set up a
mul titinbral situation where polyphonic sounds are assigned to either the
left or right outputs with nonophonic instruments being assigned to 4 of the
i ndi vi dual outs respectively.

For exanple, say you wanted to sequence sone druns, a bass and a piano part
on different MD channels from a sequencer. You could assign the bass drum
to individual output 1, the snare to individual output 2 and the closed and
open hi-hats to individual output 3. The bass sanple which is only playing
nonophonically can be assigned to output 4. The piano part can then be
assigned to the right output for polyphonic playback. Conversely, if it is
nore appropriate, the druns and bass could be assigned to individual outputs
5 - 8 with the piano conming out of the left output (renmenber that individual
outs 1 - 4 appear at the left output and outputs 5 - 8 appear at the right
output so these can't be used together successfully). To sequence nore
instrunents, you would have to carefully plan your output assignnents but a
lot can be done so long as too many sounds don't appear together. For
exanpl e, the snare output could share with a clap or rinshot as |long as they
don't sound on the sane beat. Simlarly, the bass drum could share a cabasa
or whatever as long as they don't sound on the sane beat. The left or the
right output, depending on which you are using, could share with a brass
sound or a string sound as long as the total polyphony for this output does
not exceed 4 notes at any given time. Wth careful planning of output
assignment and great attention paid to the orchestration of your sequencing,
you can achi eve astonishing results.
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O course, you may not have access to a mixer and so you will want to use the
M X output. If this is the case. you can nmx the various instrunents and
control tone in Page 06 of EDI T PROGRAM

Not e: however you sequence your 5950, ensure that total polyphony never
exceeds B voices at any tinme. In particular, take care if you are using-any
| ayered prograns as these will reduce the avail abl e pol yphony of the sanpler.

USI NG THE 5950 W TH ANOTHER SYNTH

Using MDI, it is possible to layer the S950 on top of sounds generated by
anot her synthesizer. This can be very useful in enriching the sound of either
the synth or the sanpler.

For exanple, you may have a synthesized string sound which needs sone extra
"detail' to add nore realism By layering a nice 'bowey' string sound, you
not only create a richer sound but you also add that extra bowed detail. By
EQ ing each sound and carefully balancing the two together on a mxer, you
can enhance the sound even further and a touch of reverb will add the
finishing touches. The sane technique applies to any other conbination of
sounds. O course, the sounds don't have to be the sanme - french horn and
gl ockenspiel is a nice conbination as is piano and strings with the synth or
the sanpler providing either sound. Conbining sanpled sax with synth brass
and then splitting them in octaves with sone slight WARP on the S950 can
create a powerful brass section whilst conbinations of sanpled voices and
synth sounds all ow you to produce beautifully ethereal textures.

One popul ar technique these days is to graft the attack of a sanpled sound
onto a synth sound and this too can be particularly effective and layering
Just the attack of a violin onto even the nost |ack-lustre synth string sound
can create a very realistic hybrid. The 5950 can be used to do this very
easily and the beauty of using the 5950 in this way is that you can |ayer
your own sanples on top of your own synth progranms and not rely on factory
preset sanples and prograns as is the case in the synths that utilise this
technique. Once again, with the right balancing, EQ and Judicious use of
effects such as reverb, sone astonishing textures can be created and the
advant ages of this nethod of layering just sanpled attack transients is that
these transients take up very little nmenory in the 5950 and one disk could
easily hold a few string, brass. breath and percussion attacks to |ayer over
your synth sounds in a nyriad of conbinations.

If you are working live, you will probably want to recall these sanples with
the synth prograns. This is easily achieved by assigning any given program on
the S950 to be recalled via MD program change using the 'MD prog
function on Page 02 of EDIT PROGRAM So, if your synth string program is
nunber 37, assign MD prog 37 to your sanpled string attack transients and
the sanples will be recalled whenever you select the string sound. If you
want to layer those sane sanples on too of another sound in another nenory
location on your synth. sinply copy the program in the S950 giving it a
slightly different nane (why not give it the same nane as your synth sound?)
and assign the approriate M D prog nunber to the copied program

Naturally, all this needn't relate only to keyboard control and it is
possible to layer 5950 drum sanples on top of a drum machine's drum sounds to
create powerful modern drum hybrids. Simlarly, a MDI drumkit could be used
with the sanpl ed sounds |ayered on top on the distinctive anal ogue synth drum
sounds these electronic kits are fanous .for. Likew se, |ayering sanples over
your M DI guitar can create extrenmely interesting effects.
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USING M DI VOLUVE CONTROL ON THE S950

There exists in the MD specification a special MD control code nunber 07
which allows you to renotely control the volunme of the 5950 from another
M DI controller. This can be switched in and out using Page 04 in the MD
node. This has a variety of uses.

Firstly, you can use a M D footpedal to control volume. Assum ng your synth
or MDI keyboard has such a facility, you can simultaneously control the
volunme of both the 5950 and the synth using the fOOpedal. This can be
extrenely expressive on string sounds where you can create crescendo and
swel | effects.

Another use is sinply to renotely control the output volunme of the 5950 if
it is stuck away in rack out of harnms way but perhaps the npbst powerful use
of this control is when you are sequencing nulti-tinbrally because you can
m x the various parts using the MD volume control.

Assuming you have a nulti-tinbral set up programmed using the MD offset
function found in EDIT PROGRAM go to the MDH buton and ensure that the
paraneter LOUDNESS is switched to ON - the S950 is now set up to respond to
M DI control 07. Now create a multi-channel sequence on your M DI sequencer.
Havi ng done that, overdub a M D volune control setting on, say, MD channel
1 using the appropriate data entry facility on your synth or keyboard. You
will note that only the instrunment assigned to MD channel 1 on the 5950
changes volune as you nove the data entry slider whilst the other instrunments
don't change volune. Furthernore, that data entry slider novenent can be
recorded into your sequencer. You will be able to do this for all tracks and
instrunents, fading sounds in and out gradually thereby creating a flexible
automated mxing facility that would enbarrass even very sophisticated m xing
consol es!!

Note: all this depends on the capabilities of your particular synth or
keyboard control l er and sequencer. It could be that your synth has-no way of
generating MDI control 07 or, alternatively, your sequencer may not be able
to actually record it. This is for you to establish with your own equi pnent
set up. Having said that, nost synths, keyboards and other M DI controllers
do generate M DI control 07 and nobst sequencers allow you to actually record
that control data as part of a sequence so all this should be no problem

USI NG THE MONI TOR SELECT

In REC and EDIT SAMPLE, Page 02 has a facility whereby you can nonitor the
sound you are sanpling or the sanple you are editing in the context of a
program This can be very useful if you are doing any nmultisanpling or if you
are sanpling or editing druns.

To monitor, for exanple, a new snare drum sanple in conjunction with other
drunms in a programcalled DRUVS i, go to PAge 02 of the REC nobde and, using
the CONTROL knob, scroll through the prograns and select DRUVS 1. You will
now be able to hear your new sanple in conjunction with the other sanples in
t he program

The same is true of EDIT SAMPLE. If you want to hear how your edits sound
within the context of a program go to Page 02, select the appropriate
program using the control wheel and you wll hear the sanple currently
selected for editing with the other sanples in that program
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Note: before you can do this, the program has to have been created and the
sanpl e nane used in REC or the sanple currently selected for editing has to
have been placed within that program For exanple, if the sound you are
sanpling or editing is called SNARE 1 but the program DRUMS 1 does not
contain that name in any of its keygroups, you wll not be able to
effectively nonitor the sanple you are working on.

EDI TING A THE START PO NT OF A SAMPLE - a useful tip

It is often necesaary to trimthe start points of a sound to elimnate any
extraneous noises that may have crept in before the sanple. This is easy
enough to achieve and is described in EDT SAMPLEE. Wth sone sounds,
particularly percussive sounds and, in particulaar, druns and percussion, the
start points nust be very accurately set otherwi se the sanples may start |late
and affect the '"feel' of a piece of nusic. These days, especially with dance
and pop nusic, rhythmc perfection is extrenely inportant and if druns are
late by even a few mlliseconds, the quantised perfection of your sequenced
parts falls apart. The problemis, even the nobst critical ear and the S950's
AUTOVATI C START PO NT function is sonetinmes not accurate enough to detect a
slight delay so here's howto set the start points nore accurately.

Go into EDIT SAMPLE and select the sound you wish to edit. Let us. assune
that it was sanpled at C3 60. Ensuring that Page 02 is set to 'Mnitor', play
the selected sound on Cl1 on your keyboard so that it is playing two octaves
down. When you do this, you effectively slow the sanple down and any slight
delays at the start point will be accentuated. Mve the start point until
there is no delay - you wlll find that sanples edited in this fashion are
much tighter in a strict tenpo piece of nusic.

If you are not using a keyboard to play your sanples, you can use the PB
button and the sanple can be transposed down two octaves using Page 03 of
EDI T SAMPLE. The sane applies if you are using a drum nachine or drum pads to
trigger the sanple.

Naturally, this doesn't only apply to drum or percussion sounds - any
sanple will benefit fromthis techni que.

SAVI NG MEMORY | N THE 5950

One of your main concerns if you are trying to cram as nmany sounds into the
5950 as you can is to nmmke econonmic use of nenory. The 5950 has several
fetaures that makes such a thing easy.

To begin with, always select the optinmm bandwidth for the sound you are
sanpling. It's all too tenpting to sanple everything at full bandwi dth to
ensure that the sound is crystal clear but this is wasteful of nenory,
especially on sounds that would not benefit greatly from the increased
bandwi dth. For exanple, what is the point of sanpling a bass drum at full
bandwi dth when it is unlikely that there will be many frequenci es nuch above
ICkHz - it would be better to sanple it with a 10k bandwi dth to save nenory.
By adopting this approach for every sound you sanple, you'll be amazed at how
many sanpl es you can squeeze into the 5950.

It is also inportant not to waste sanpling tinme 'so select your sanpling tine
in REC node carefully. This is not .a big problem however, as you can al ways
shorten the sanpling tine if it's too long by changing the end point in EDT
SAMPLE. By going to Page 10 of EDIT SAMPLE, you can discard the unwanted end
point and free up nore nenory.
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You can also edit the end point on |ooped sounds w thout affecting the |oop
in sone cases.

Let us say that you are editing a sanple and have effectively looped it in
Page 08. You can now go back to Page 07 and nove the end point back. Play the
sound repeatedly as you edit the end point and you will find that you will be
able to edit out quite a large chunk of the sound before the loop is
affected. You can now go to Page 10 and discard the unwanted portion of the
sanple. O course, this won't always work 100% because of the nature of some
sounds but it is sonething you can experiment with - if it doesn't work,
revert to the original end point.

Hopefully, all this should give you an insight to the ammzing creative
possibilities offered by the Akai 5950 and we hope also that it will act as a
catalyst for you to experinent and create and edit your own sanples and
progranms. Naturally, there is a large library of S900 and 51000 sanples
avai |l abl e from your deal er but these sounds can be personalised to your own
tastes and then expanded even further using sone of the techniques outlined
above.
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5950 - SPECI FI CATI ONS

System
Sanpling rate:
Bandwi dt h:
Sanpling tine:
Pol yphony:
Dat a st or age:
Internal nenory:
Max nunber

of sanpl es:
Max nunber of
prograns:

Digital sanpling (12-bit sanpling/16-bit processing)
7.5kHz - 48. CkHz (continuously vari abl e)

3kHz - 19.2kHz (continuously vari abl e)

9.89 sets - 03.3 sees

8 Voi ce

3.5 inch disk drive (DD and HD di sks)

750k Byte

99

99

Editing facilities:

Sanpl e:

Pr ogram

O her:
Qut put s:

| nput s:
O her:

Opti ons:

D nensi ons:
Wi ght :

Sel ect, copy, rename, delete

Repl ay nbde Cone shot, |ooping, alternating)
Start point (with AUTO START PO NT LOCATE)
End poi nt

Loop length (with AUTOLC! OP function)

Cr ossfade | oopi ng

Resanpl e at hal f bandwi dth

Di scard before start/after end

Sanpl e crossfade/splice

Timestretch Cup to 999%

Transpose, tune and | oudness

Sel ect, copy, renane, delete

I ndi vi dual keygroup copy, delete

PUT/ GET function all ows keygroups to be copied from

ot her prograns

Velocity switching with variable sw tch val ue

Posi tional crossfade

I ndi vi dual keygroup control of |oudness, filter, transpose
and fine tune

I ndi vi dual filter ADSR envel ope generator per keygroup
I ndi vi dual anplitude ADSR envel ope generator per keygroup
I ndi vi dual LFO control per keygroup

Mod wheel and aftertouch control of LFO

Warp - autommtic pitchbend per keygroup (with velocity
control)

I ndi vidual keygroup velocity control of |oudness, filter
ADSR attack tine, ADSR rel ease tine

I ndi vi dual keygroup control of filter track, constant
pitch (keyboard on/of f)

I ndi vi dual keygroup assignnment to outputs

I ndividual M DI assignnent per keygroup

Akai ME35T audi o/ pad-M DI converter control

Mast er tune

Mono mx, left and right, 8 individual assignable outputs
M c, Line

MD IN, QUT and THRU. RS232 or equival ent

Record.trigger in

Menory expansi on board (EXMDO6> X 2

At ari/ Supra- CDY RDAT hard di sk and digital audio interface
482. 6CW X 132.6(H) X 410 <D>mm <El A rack nount - 3U>

10. 8kg
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M D D G TAL SAMPLER

Nodes 5950 M DI | npl ementation Chart
Transm tted Recogni zed Remar ks
Function ...
Basic Default ~ X 1 wi t hout Di sk
Channel Changed ~ X 1- 16 bl enori zed(Di s
k)
Default ~ X Mbde 1 Wt hout Disk
Mbde Mode 1 - 4 Nenori zed(D sk
)
Messages X Omi
on/of f. P/ ?1
Al tered X
Not e X 0 - 127
Nunber True voiCe | seeeesssccss 24 - 96
Vel ocity Note ON X Q 9n V-17-127
Not e OFF Q9n V-0 or
8n V-07-127 | used Vel ocity
rel ease
After Key's X X
Touch Ch's X Q
Pi t ch Bender X Q 0-12: Half
t one
~ step (7 bit)
Control 1 X 0 Mbdul at i on
heal
Change
64 X 0 Danper pedal
Pr og X 1 ~-127 by Preset num
Change : True # seccssccccsns 1 127 ber val ue
Syst em Excl usi ve Q Q 1D 47
System : Song Pos X X
Song Sel X X
Common : Tune X X
System : d ock X X
Real Tine - X X
: Commands
Aux :Local OV OFF X X
:All Notes OFF X Q (123)
Mes° :Active Sense | X X
sages: Reset X X
Not es
Mde 1 : OW ON, POLY Mde 2 : OUW ON. MONO Q: Yes
Mode 3 : OWNI OFF. POLY Mode 4

OWNI

OFF. MONO X : no




WHAT | S SAMPLI NG

Sanmpling is a method of digital recording but, unlike digital tape recorders,
a sanpler can only record a short ampbunt of sound. Basically, a sanpler is a
bit like a novie canera. As you know, a novie canera does not take one
conti nuous photograph of a noving object but takes a whole pile of snapshots
whi ch, when played back at the right speed, gives the illusion of notion.
Simlarly with sanpling. Wen you sanple a sound, it takes a series of
digital audio 'snapshots' which are then stored in conmputer nenory. These
snapshots have to be taken because conputers (which is what a sanpler is) can
only deal in absolute nunbers whereas sound is continuously variable. Wen
you sanple sonmething into your 5950, you actually digitise the sound using a
device known as an ANALOGUE TO DI G TAL CONVERTER or ADC which converts the
contiuously variable waveform into a digital stepped waveform with each of
the steps bei ng one snapshot (see Fig. 1>.

SAMPLE RATE ANALOGUE WAVEFORM STEPPED DIGITAL WAVEFORM
B

i

FIG 1. Digitising an anal ogue waveform

Probably the nost inportant factor with sanpling is the sanpling rate as this
deci des the BANDW DTH or the audio quality. The sanpling rate has to be very
fast in order to faithfully reproduce the sanpled sound. Going back to the
novi e canera analogy, you will renenber that in the early days of silent
films, the novenents always seened perky. This is because the speed of the
camera was not fast enough to capture every single novenent and when it
pl ayed the film back, the result was that ,perky, stuttered notion. Nowadays,
canera speed is a lot faster so novenent seens snooth and natural. Simlarly

with sanplers - if you don't have a fast enough sanpling rate, the resultant
sound will be distorted and |acking in higher frequencies and so will sound
muffled. There will also be digital noise present in the signal (known as
ALIASING and the results will not bear nmuch relationship to the original

sound you sanpled. If you conpare Fig. 2 with Fig. 1 you will see why ° Fig.
2 with the low sanpling rate doesn't |ook anything like the incom ng signal
whereas Fig. 1 with the faster sanpling rate is a lot nore accurate. In order
for the sound in Fig. 2 to sound half decent, heavy filtering has to be used
which will get rid of the distortion and digital noise but this will also
produce a nore muffled tone as it will renmove the higher frequency conponent
of the sound even further.
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LOW SAMPLE RATE ANALOGUE WAVEFORM DISTORTED DIGITAL WAVEFORM

FIG 2. Digitising an anal ogue waveformwith a | ow sanpling rate

But this needn't concern you too nuch because you can rest safe in the
know edge that the 5950's sanpling rate is up there with the big boys
sanpl ing away at 48kHz giving you a maxi num bandw dth of 19.2kHz - it's only
when you want to sanple |onger sounds that you nmay have to conprom se on
audio quality by bringing the sanpling rate down and hence the bandw dth.
Even when you do this, you'll be surprised how good the 5950 sounds even
with a bandwidth as low as |CkHz. Also, the sanpling rate (and hence
bandwi dt h) on the 5950 is continuously and totally variable and this allows
you to maxim se the sanple nenory. For exanple, say you were sanpling a drum
kit. The cracky snare would need a bandw dth of around 16kHz as would the
hi-hats whilst the cynmbals may require an even ,higher bandwi dth - maybe
18- 19kHz. The kick or bass drum on the other hand, could get away wits a
bandwi dth of around I1GkHz whilst the tonms could still sound good.at a
bandwi dth of 12-i4kHz. In this way, you can sanple sounds. with the optinum
bandwi dt h and make nore economi cal use of the 5950's sanple nenory.

So, once you taken this series of digital snapshots of the sound, what then?
Well, each step of the digitised waveform is given a nunber so-that the
conmputer can understand what it's dealing with and held in RANDOM ACCESS
MEMORY or RAM The nore bits your sanpler has, the nore nunbers the conputer
can assign to these steps and with nore nunbers, you can take nore snapshots
and so increase dynamic range, audio quality and/or sanpling time even
further.

The trouble is, those nunbers nmean nothing to us so they have to pass
through a thing known as a DIA TAL TO ANALOGUE CONVERTER or DAC and here the
digital sound is reconstituted into a continuous signal again and we hear
the resulting sound. Fig. 3 shows a sinplified |ayout of the 5950.

/_\J’—p- P AN W

ADC p——————— CPU - DAC PP
INPUT OUTPUT
RAM

FIG 3. Sinplified | ayout of 5950
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So, once those nunbers are in the sanpler, you can EDIT the sanple. Here, you
can instruct the conputer to ness around with the data rather |ike you can
use a word processor to edit text. The nost basic thing you tell it to do is
to actually play the sound.

Let us immgine that we have taken a one second sanple at a bandw dth of 16k
to give us a sanple that is 39,900 of these digital nunbers |ong, when you
play a note on your MDI controller, the- conputer reads out the nunbers from
1 to 39,900 fromthe RAM - the stream of nunbers is then fed through the DAC
and we hear the sound. If we tell the conputer to read out those nunbers at a
faster speed - the sound will be higher in pitch. Simlarly, if w tell the
conmputer to read out those nunmbers slower, the sound will be lower in pitch.
Now t hen, you could also instruct the conputer to read those nunmbers out from
39,900 down to 1 - in other words, the sound will conme out backwards.

But we have a problem here with this sanple we have just taken because
soneone in the background coughed just before the sound and then | aughed dust
after the sanple was taken. Well, you could instruct the conputer to rend out
only numbers 3,000 to 27,350 - now you won't hear the cough at the start or

the laugh at the end of the sanple ° you have just edited the start and end
poi nts of the sanple.

But we have another problem now.. This one second sanple only lasts half a
second when you play it an octave up so you can tell the conputer to read out
those nunbers from 3,000 to 27,350 but then, when it has finished doing that,
to read out nunbers 25,180 to 27,350 over and over and over again for as |long
as you keep your finger on the keyboard ° you have just |ooped a sanmple so
that it sustains for as long as you hold a key down. If the | oop sounds a bit
odd and full of glitches and clicks, you can even tell the conputer to help
find a better |oop point using an AUTOLOOP functi on.

NOTE ON == KEY MELD --

25, 180 27,300 25, 180 ...
25, 180 27,300

(== LOOP ——3

el e e e e e o i e, . e i it e e i i | MY

3,000 25, 180 27,350

FIG 3. Looping a sound

We do have anot her probl em t hough:
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You will notice that as you transpose the sanple nore than a few semntones up
or down, the tonal characteristic starts to sound, well.. weird! This !s
especially true of voice sanples where playing higher up the keyboard
produces a sound not unlike sone cheeky cartoon character whilst playing it
| oner on the keyboard, your voice sound |like a space alien w th indigestion!
This happens because certain sounds have unique resonances in certain
frequency ranges and these stay constant on the real thing. Wen you take one
sanpl e of such an instrunent, those resonances are transposed with the sound
and this gives the sound its unusual character. O coure, this side effect
can be used to great creative effect and voice sanples in particular can
sound beautifully ethereal played high on the keyboard or disturbingly
om nous when transposed down a few octaves. If you want to get round this
probl em however, you will need to resort to MITI-SAMPLI NG This technique
requires that you take a sanple of the instrument every few sem tones and
then map these sounds across the keyboard so that, at any point, the
transposition is never further than a few semtones away before the next
sanpl e is heard and so the resonances and tonal quality remain constant over
the whol e keyboard range (see Fig. 4> |Instrunents that need nultisanpling
are things like pianos, strings, voices. guitars, oboes and clarinets anongst
others but sone sounds can get away with only one sanple across the whole
keyboar d.

&1 g2 | 853 | 54 | 58§ | 56

FIG 4. Mpping sanples (S1-S6) across the keyboard range

Havi ng sanpled your sounds and edited them and napped them out across the
keyboard it doesn't end there because once the signal goes through the DAC
and is back in the anal ogue world, you can do sone anal ogue things to it like
shove it through filters and anplifiers. If you do that you can also add
envel ope shaping and generally treat your sanpler like a synthesizer to
radically transform the sound. You can also bring certain sanples out of
their own individual audio output so thet they can be further nodified on e
m xer - all sorts of possibilities suddenly becone avail able and one single
sanpl e can be the basis of any nunber of variations.

And that's it basically. O course, it can get a lot nore conplex than that
but hopefully, this should help you understand what is happening inside your
5950 every tinme you poke around in EDI T SAMPLE or EDI T PROGRAM or play a note
on the keyboard.
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VWHAT IS M D ?

Back in the early days of synthesizers, a system known as voltage control was
used. Basically, when you played a note on the keyboard, you sent a voltage
to voltage controlled oscillators and the value of that voltage determ ned
the pitch of the oscillators. At the sane tine, the keyboard sent out a pul se
(known as a trigger or gate pulse) to devices known as envel ope generators
whi ch al so produced a rising and falling voltage which would sweep through a
voltage controlled filter and open and close a voltage controlled anplifier.
A device known as a low frequency oscillator also generated rising and
falling voltages and this could be routed to the oscillators, filter and/or
anplifier for pitch, tonal and anplitude sweeps.

Most synths at that tine were only nmonophonic - that is they could only play
one note at a tinme and so it was easy thing to stick four sockets on the back
of the synth. One socket had the keyboard voltage output, another had the
gate pulse output whilst the other two sockets were for voltage and gate
pul se inputs. Using these sockets, it was possible for one synth to play
another and it all worked rather well. The problem was that different
manuf acturers used different nmethods of triggering the envel ope generators
and so, without using special interfaces, it was not possible to have a Mog
synth playing a Roland or ARP synth or vice versa. Neither was it possible
for a Korg synth to play a Mog or a Sequential synth. This was also true
with the sinple sequencers that were around in those days and, simlarly, it
was not possible to use a Mog sequencer with anything other that Mdog
equi pnent - |ikew se with Korg.

This problem was further conplicated with the advent of polyphonic synths
such as the Prophet 5, Oberheim OBX and Rol and Jupiter 8 and conpitcated even
further with the advent of digitally controlled synthesizers.

In 1983, Dave Smith, president of Sequential Crcuits, put forward a proposal
to the Audio Engineering Society (AES) which suggested that as nost
manuf acturers were using mcroprocessors at the heart of their synths,
sequencers and drum machi nes, a standard digital interface could be used that
allowed any nmanufacturers equipnent to be used wth another wth no
interfacing problens. The Misical Instrument Digital Interface or MD had
been born and over the follow ng few years, the specification of MD changed
quite radically to the powerful interfacing systemit is today. But what is
M DI ?

MD is basically a digital conmmunication system At the heart of every
synth, sanpler, drum nachine and sequencer is a mcroprocessor. By getting
the mcroprocessor from one instrument to directly ‘'talk’ to another
instrunents mcroprocessor it !s possible to play the two instrunents. as if
they were one. The nobst basic use of this is to layer two instrunments sounds
on top of each other to create a richer, bigger sound.

If you refer to Fig. 1, you can see the layout of a typical synth or sanpler.
As you can see, at the heart of this is the mcroprocessor or Central
Processing Unit (CPU) and this is controlling practically every aspect of the
instrunment from keyboard control to sound editing - sone even all ow sequenci ng
and other facilities. Cbserve the position of the MD outputs. If the MD
QUT is taken to the MD IN of another instrument, anything you do on the
controlling synth is duplicated on the other.
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For exanple, play a note on the keyboard and the other instrunent wll play
that same note. Use the pitch bend wheel or nodul ation wheel and the other
synth will also respond. Furthernore, select a different sound on the
controlling synth and the other synth will change its sound also. O course,
sonetinmes this is not always desirable and so it is possible to switch off
certain MDI functions if you w sh.

This is MD at its sinplest and allows you layer two or nore synths to
create a richer sound.

SYNTH OR SAMFLER VOICES

1 2 K 4 5 6 7 A fe—
Audio out
r
-
MIDI PROGRAMS
OUT (O ¢ e}
CPU .
N O . -
| SOUND
THRU < " EDITING
DISPLAY

KEYBOARD

FIG 1. Sinplified layout of a typical synth or sanpler

But there !'s nore to M D than dust |layering synths and sanpl ers together.

For exanple, there are 16 different M D channels you can work on. You can
think of this rather 1 ike a TV set. This too has a nunber of .channels and
coming down the aerial are all the TV channels simultaneously and you sinply
sel ect which channel you want to watch on the TV using the channel select
button. Similarly with MDI. Going dowmn the 5 pin MD lead are all 16 MD
channel s and you have to sel ect which channel you want your synth to receive.
For exanple, if synth i is transmtting MD channel 3, then synth 2 nust be
set up to receive MDI channel 2 otherwise it won't sound. Having said that,
there is a MDI node known as OWNI ON which sets your synth or sanpler to
receive MDI on all channels so it is not always necessary to match your
instruments M DI channels up and sone instrunents. default to OVNI ON when
you switch it on.
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But why have 16 M DI channels? Wll, the real power of MD is in sequencing.
A sequencer can record MD information on all 16 MD channels and it is
possi ble for a sequencer to record a drumpart on M DI channel 1, a bass part
on MD channel 2, a piano part on MD channel 3, a string part on MD
channel 4, a brass part on MD channel 5 with nmaybe a leadline nelody on
M DI channel 6. Al these parts could be sent down the MDl lead to a variety
of synths and sanplers and each instrunent would play its own part with its
own sound on its own MD channel. As you can imagine, this can get quite
expensive having 5 or 6 or nore synths or sanplers lying around so a |lot of
synth and sanpling nodules and keyboard synths can be MULTI-TI MBRAL - that
is, each of their voices can be set up to receive a different MD channel
and play a different sound. This can be as nmany as 8 whilst sonme allow the
maxi mum of 16. O course, when sequencing tike this, none of the synths nust
be set to OVWNI ON otherwise they will play ALL the parts thrown at it!!

So now we know about the MD IN and the MD OUJT and M D channels, what
about the M D THRU socket?

This socket is sinply a parallel tap of anything comng in through the MDI
IN and you can 'daisy chain' any nunmber of synths by connecting them to M D
THRU as in Fig. 2a. Having said that, connecting a whole pile of synths,
sanplers or drum machines using only MD THRU could give rise to slight
delays so it is best to use a MD THRU box such as the Akai ME30P11
Programmabl e M DI Patchbay and connect the equipnent as shown in Fig. 2b.
This will stop any delays as well as allow ng you to patch any instrunent to
any instrument at any tine.

MIDI SEQUENCER

IN| out
ouT{ IN THRU IN THRU IHl
STYNTH 1 SYNTH 2 rs AMPLER

FIG 2a Connecting a M D sequencer to MDI synths using MD THRU
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+
Akal ME30OP!1
-d=1- MIDI 4
QUT) SEQUENCER |IN
SYNTH 1 b
ouT N
SYNTH 2 nd
EN
SAMPLER
N

FIG 2b Connecting a M D sequences to MDI synths using the Akal ME3OPI |

But there is even nore to MDI than that. At its sinplest level, you can
layer one instrunent on top of another to create a richer sound. At a
slightly higher level, you can use a sequences to control as nmany as 16
synths or sanplers and to synchronise drum machi nes where each instrunent
plays a different nusical part. There's an even higher |evel known as SYSTEM
EXCLUSI VE.

If MD is a universal Interfacing |anguage, System Exclusive is not.
Basically, there is roomin the MD specification for each manufacturer to
have their own personal identification code so that ail the equipnment they
make can talk to each other on a much higher level. This sort of thing is
useful for renotely progranm ng one synth from another or for dunping sounds
from one synth or sanpler to another so long as they ere made by the sane
manuf acturer. System Exclusive, therefore, allows each nmanufacturer to use
M DI for their own purposes independently of the nmain M D specification.

The world of nbdern nmusic is very exciting right now It's not only synths
that have mcroprocessors In them but reverb, other effects devices and
m xers also have them so, using MDI, It is possible to have your keyboard
controlling themas well - using a sequences synchronised to a tinmecode on a
mufti-track tape, it is possible to run the mufti-track wth acoustic
instruments and vocal s and have as many as sixteen or nore sequenced synths,
sanpl ers and nodul es being mixed in 'live' whilst the sequences al so controls
effects switching AND the mix levels for a fully automated m xdown.

The ol der synths with their voltage control were good, but they weren't that
good!!
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ADDENDUM FOR S950 MANUAL

The 5950 is not capabl e of recogni zing sounds that were defined as soft sanples on
an 5950 (i.e. any sanples that have the "j<" synbol after the sanple nane). Wat
happens is that the S950 places the start point at the end of a soft sanple so

that it cannot be heard. This is not a fault of the 5950 and your 5950 or disk is
not defective in any way.

To rectify this, go to EDIT SAMPLE and sel ect the soft sanple (i.e. GTR D X) and
go to the "EDIT START PO NT" page. Now change the start point so that the display
reads 0000 - you will now hear the sanple. Having done that, repeat the process
for other soft sanples and save the edited sanple(s) to an 5950 formatted disk.
You may al so choose to rename the sanpie(s) if you wi sh.

You can now sel ect the velocity switch progran(s) and hear both the [oud and the
soft sanpl es dependi ng on how hard you strike the keyboard.



ADDENDUM TO THE OMNER' S MANUAL
AKAlI S900 DI G TAL SAMPLER

I NI TI ATI NG SAMPLE DUMP FROM THE FRONT PANEL OF
THE S900

A feature of the S900 which is not covered in the owner's manual is its ability to
send and receive sanples through MDI. This will allow you to transfer sounds from one

sanpl er to another device (sanpler, conputer, etc.) directly through the MD interface,
i nstead of sanpling the audi o output.

Not e: The S900 does not support the M DI Sanple Dunp Standard (SDS). Instead, it uses a
versi on of sanple dunp protocol which was set up before SDS becane an part of the
official MD specification. Therefore, the S900 cannot directly send or receive

sanpl es to/from ot her sanpl ers which do use SDS. The S900 can directly conmmunicate with
the Akai S700, X7000, and S950 sanplers, as they share the sane sanple dunp

i npl enent ati on.

If the S900 receives a dunp request nessage fromanother unit, it will begin
sendi ng the requested sanple. Please refer to the M DI System Excl usi ve docunentati on
for the S900 for details on the specific comands which are necessary (available from
IMC at the address below). However, if you should want to initiate the sending of a
sanpl e .using the front panel controls of the S900, here's how to do it:

(1) Press "Edit Sanple". Select the sanple you w sh
to send.

(2) Sinmultaneously press the "0", "On", and "Of"buttons in the keypad. Wen
you do this. the screen will still appear the same, but the light over the Edit

Sanmpl e button will no longer be flashing (it mght be on or off, but not flashing
on and off).

(3) Press the "Page Down" button (the one on the right, pointing down). The
display will change to read "Sending Sanple xxx Over MDI", where xxx is the
sel ected sanple's name. When the sanple dunp is conplete the display will return to
the normal Sanple Edit Page #1, but you need to do one nore thing to return to
regul ar operation:
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