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SUPPLEMENTAL MARKING INFORMATION

This information on safety is provided to comply with U.S.A. laws, but should be observed by users in all countries.

Yamaha Digital Musical Instrument Products will have either a label similar to the graphic shown below or a molded/stamped

facsimile of the graphic on its enclosure. The explanation of these graphics appears on this page. Please observe all cautions
indicated.

The exclamation point within an equila-
teral triangle is intended to alert the user
to the presence of important operating

RISK OF ELECTRIC SHOCK. and maintenance (servicing) instructions

in the literature accompanying the pro-
00 NOT OPEN in th

The lightning flash with arrowhead sym-

gcgg{grc ';?’ ggg%%EJgTE:EI;%‘O;E bol, within an equilateral triangle, is in-
COVER (OR BACK). NO USER-SERVICEABLE tended to alert the user (o the presence
PARTS INSIDE. REFER SERVICING TO of uninsulated “dangerous voltage

QUALIFIED SERVICE PERSONNEL within the product’s enclosure that may

be of sufficient magnitude to constitute

a risk of electric shock to persons.

While the following ga(ftgm(l?tggril\p/)llﬁ\ﬂjce)('j\lto comply with FCC ( IMPORTANT NOTICE
Regulations in the United States, the corrective measures listed FOR THE UNITED KINGDOM
below are applicable worldwide.

This series of Yamaha professional music equipment uses frequencies Connectlng the Plug and Cord

that appear in the radio frequency range and if installed in the im-

mediate proximity of some types of audio or video devices (within

three meters), interference may occur. This series of Yamaha pro- IMPORTANT. The wires in this mains lead are
fessional music equipment has been type tested and found to comply . . . )
with the specifications set for a class B computing device in ac- coloured in accordance with the foIIowmg code:
cordance with those specifications listed in subpart J of part 15 of

the FCC rules. These rules are designed to provide a reasonable BLUE : NEUTRAL

measure of protection against such interference. However, this does
not guarantee that interference will not occur. If your professional
music equipment should be suspected of causing interference with BROWN : LIVE
other electronic devices, verification can be made by turning your
professional music equipment off and on. If the interference con-

tinues when your equipment is off, the equipment is not the source As the colours of the wires in the mains lead of
of interference. If your equipment does appear to be the source of this apparatus may not correspond with the
the interference, you should try to correct the situation by using one : : e . .

or more of the following measures: coloured markings identifying the terminasin

your plug proceed as follows:

Relocate either the equipment or the electronic device that is being
affected by the interference. Utilize power outlets for the professional

music equipment and the device being affected that are on different The wire which is coloured BLUE must be

branch (circuit breaker or fuse) circuits, or install AC line filters. connected to the terminal which is marked with
In the case of radio or TV interference, relocate the antenna or, if

the antenna lead-in is 300 ohm ribbon lead, change the lead-in to the letter N or coloured BLACK.
a co-axial type cable. \ /
If these corrective measures do not produce satisfactory results,
please contact your authorized Yamaha professional products dealer
for suggestions and/or corrective measures.

If you cannot locate a franchised Yamaha professional products
dealer in your general area contact the Electronic Service Department,
Yamaha Corporation of America, 6600 Orangethorpe Ave., Buena
Park, CA 90620, U.S.A.

If for any reason, you should need additional information relating
to radio or TV interference, you may find a booklet prepared by the
Federal Communications Commission helpful:

“How to Identify and Resolve Radio — TV Interference Problems”.
This booklet is available from the U.S. Government Printing Office,
Washington D.C. 20402 — Stock No. 004-000-00345-4.
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INTRODUCTION

Thank you for purchasing the Yamaha V50 Digital Synthesizer. The V50 is a MIDI-
equipped synthesizer utilizing FM tone generation. In addition to its synthesizer
functions, the V50 features a built-in sequencer and rhythm machine, and can act

as an all-in- one music production system.

In order to make full use of the V50’s capabilities and enjoy long and trouble-free
use, please read this manual carefully before use.

FEATURES

Some of the V50's many features are:

® FM tone generation

Sound is produced using Yamaha's unique FM tone
generation technology (4 operator, 8 algorithm).
One of 8 waveforms can be selected for the output
of each operator, for a wide variety of sounds.

16-note/8-timbre simultaneous notes

In single play mode a single voice can be played
with up to 16 simultaneous notes, and in perform-
ance play mode the 16 notes can be distributed
among up to eight different voices. In addition, DVA
(dynamic voice allocation) mode will automatically
determine the maximum number of simultaneous
notes for each voice, allowing you to concentrate
on your playing.

100 preset voices and performances

100 voices and 100 performances are built into the
permanent memory of the V50 covering a wide
variety of sounds from piano to brass to special
effects.

100 voice and performance memories

100 voice memories and 100 performance memo-
ries are provided for you to store your own cre-
ations.

8-track 16000-note (approximate) sequencer

In addition to the rhythm tracks, an 8-track se-
guencer is built into the V50. By recording musical
parts track by track you can build up an ensemble
of up to 8 instruments using just a single V50. Up
to 8 songs (within a total of approximately 16000
notes) can occupy the V50's memory and be played
back in succession.

Rhythm machine with PCM-recorded sounds

A rhythm machine with 61 PCM-recorded sounds
is built in. In addition to traditional drum kit in-
struments, the 61 sounds include ethnic instru-
ments and synthesized percussion. These sounds
can be used in synchronization with the sequencer
playback.

Card slot, disk drive

Voice and performance data, and data for the se-
quencer and rhythm machine can be stored on card
or floppy disk. (However, sequencer data cannot
be stored on card.) An MDR function is provided,.
allowing you to store system exclusive data from
external MIDI devices on a V50 disk.

Micro tuning

Tunings other than the conventional equal tem-
perament can be used. Tunings such as Werk-
meister and 1/4 tone are built in, and you can
program the pitch of each key to create your own
tunings.

Performance effects

Three performance effects are built in; delay, pan,
and chord. Four settings of each effect can be
memorized.

Digital effects

A digital effects unit is built in, providing effects such
as digital reverb and digital delay. An effect can be
specified for each voice or performance, allowing
you to use a digital effect as part of the voice or
performance data.

User-editable power-on character display
You can specify a greeting message to be displayed
whenever the power is turned on.
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PRECAUTIONS
________________________________________________________|

The V50 is a precision electronic instrument. To ensure long and trouble-free use,

please read the following precautions.

Location

Avoid placing the V50 in direct sunlight, or in locations
where it will be subjected to temperature extremes,
moisture, excessive dust, or heavy vibration.

Handling

Avoid applying excessive force to the switches,
dropping or rough handling of the unit. While the
circuitry is of reliable integrated circuit design, the V50
should be treated with care.

Power cable

Always grip the plug directly when removing it from
an AC outlet. Removing the plug from the AC outlet
by pulling the cable can result in damage to the cable,
and possibly a short circuit. It is also a good idea to
disconnect the V50 from the AC outlet if you don't
plan to use it for an extended period of time.

Turning the power on

If one or more devices are connected to the V50 via
MIDI cable, turn on the power switches starting with
the transmitting devices (keyboards, sequencers, etc.)

Connections

To avoid damage to speakers, make all audio con-
nections with the power of the V50 and other units
turned off.

MIDI cables

Use cables specifically intended for MIDI. Using MIDI
cables longer than 15 meters (45 feet) can result in data
errors.

Cleaning

Use only a mild detergent on a cloth, and dry with a
soft cloth. Never use solvents (such as benzine or
thinner) since they can melt or discolor the finish.

Electrical storms (lightning)

Computer circuitry, including that in the V50, is sen-
sitive to voltage spikes. For this reason, the V50 should
be turned off and unplugged from the AC receptacle
in the event of an electrical storm. This precaution
will minimize the chance that a high voltage spike
caused by lightning will damage the unit.

Electromagnetic fields

Computer circuitry is also sensitive to electromagnetic
radiation. Television sets, radio receivers, transmitters
and transceivers, and wireless microphone or intercom
systems are all potential sources of such radiation. The
V50 should not be placed too close to such devices.

Backup battery

The V50 has a backup battery that allows it to retain
its voice and performance data even when discon-
nected from the AC outlet. The life of this battery is
approximately 5 years. When the backup battery runs
low, the first line of the LCD will show "Change int
battery!". When the backup battery runs completely
out, the voice and performance data will be lost, so
immediately save the data to an optional RAM card
or to disk. Contact the dealer where you purchased
your V50 or a Yamaha service center to have the
battery replaced. When the battery is replaced, the
voice and performance data will be lost, so be sure to
store the data to RAM card or disk.

Floppy disk drive
When moving the V50, be sure to insert the included
dummy disk or an ordinary floppy disk (only if the data
is not essential) into the disk drive to protect the floppy
disk drive heads.

Floppy disks

Use 3.5" 2DD (double sided double density) disks.
NEVER remove the disk while the drive is accessing
the disk (when the disk LED is on). Do not leave disks
where there is a strong magnetic field (near speakers
or video monitors), or in direct sunlight. Do not bend
or put pressure on disks. Do not open the disk shutter
and touch the disk surface. We recommend that you
copy (backup) important data on one or more disks.



HOW TO USE THIS MANUAL
____________________________________________________________|

This manual is divided into chapters 1—6 and an appendix.

If you are using the V50 for the first time, we suggest you read chapter 1. This
will give you a basic understanding of all operations. You can refer to the remaining
chapters as necessary, when you want to take full advantage of the V50’s functions.

to edit a voice

Chapter Subject First-time users Experienced FM users| Experienced V50 users
1. Introducing the Important points to know Please read this section Not absolutely nec-
V50 when using the V50, and basic essary to read
operation
2. Performance Edit | Explains how to edit a per- Read when you want to edit a performance | Read when necessary
formance
3. Voice Edit Explains how to edit avoice | Read when you want | Skim through Read when necessary

4. Using the rhythm

Explains how to use the

Read when you want to use the rhythm machine

mat of the V50

machine rhythm machine
5. Using the Explains how to use the se- Read when you want to use
sequencer quencer the sequencer
6. Utility functions | Explains how to store, use the | Read when necessary
disk and card, and make MIDI
settings
Appendix Explains the preset voices Read when necessary
MIDI format Explains the MIDI data for- | Read when necessary




CHAPTER 1. INTRODUCING THE V50

This chapter begins with explaining the parts of the V50, and then tells how to make
connections and play the sounds. To take full advantage of the V50, please be sure

to read this chapter.

FRONT AND REAR PANELS

We begin by explaining the various parts of the V50. The use of each section will be
explained in chapter 2 and later chapters. Here we will give simple explanations of

what each part does.

The keyboard

@ npitch bend wheel (PITCH)

This raises or lowers the pitch while playing. When
you release the whedl, it will return to the center
position (the normal pitch). Rotating the wheel away
from you will raise the pitch, and rotating the wheel
toward you will lower the pitch.

Modulation whee (MODULATION)

This regulates the amount of cyclic change in tone
(wah-wah), cyclic change in volume (tremolo), or
cyclic change in pitch (vibrato). Rotating the whesel
away from you will cause a deeper effect, and ro-
tating it dl the way towards you will result in no
effect.

6 Introducing the V50

® Floppy disk drive

This is where you insert a 3.5" floppy disk to store
voice or performance data, or data from the se-
quencer or rhythm machine. Insart the disk with
the label facing up, from the end with the metal
shutter. To remove the disk, press the button at the
lower right of the drive.

O Volume dider (VOLUME)

This dider regulates the volume. Moving the dider
al the way towards you results in a volume of O,
and moving it al the way away from you will result
in full volume.



@ Data entry dider (DATA ENTRY/TEMPO)

This dider is used when setting various data to enter
larger or smaller numbers or turn settings off or on.
While the rhythm machine or sequencer is playing,
this dider regulates the tempo.

Card dot (CARD)

This is the dot in which to insert a RAM or ROM
card. Cards can be used to save voice, performance,
or rhythm data. Turn the power off before inserting
or removing a card.

Key panel (the keys below the display)

?

o

Display
This displays the names of selected voices or per-
formances, data values, on/off settings, etc.

C3key mark
Each key of the keyboard has a name consisting
of an alphabetical character A—G and a number
—2 — 8 indicating the octave. (For example G-1,
Ci#1, E4, G5, A6, etc.) This mark indicates the po-
gtion of C3.

(s o ' s e s e e s

lNST ONIOFF

RHYTHM

o o

SYSTEM

OP SELECT OPERATOR ON/QFF.
2

RECORD BWD ~ TOP STOP PLAY
SEQUENCER

© Function keys

These keys have various functions when editing
voices or performances, or editing sequencer or
rhythm machine data. The display will indicate the
current function of each key.

System keys

These are used with the sequencer or rhythm ma
chine, or when editing sequencer or rhythm machine
data. When you press[SEQ] you will enter sequencer
play mode. When you press you will
enter rhythm play mode (pattern play mode or song
play mode). In sequencer or rhythm machine mode,
pressing will display menus of various settings
for each mode.

,L_Jl;.i]Jﬂ;_‘*__JlJ

© Sequencer, rhythm machine keys

In sequencer or rhythm machine mode, these keys
start, stop, backward, or fast forward, just as the
controls on a cassette recorder. Pressing [0 ] and
"<a | together will move to the beginning of the
song. In rhythm pattern mode, this will move to the
beginning of the pattern. When editing a voice, the
[=], [2], [=] and keys will switch
operators 1, 2, 3, and 4 off or on. selects the
operator to be edited.

O Numeric keys

Use these keys to specify voice or performance
numbers, or values for various settings. They are
also used to enter characters for a voice name, etc.,
and to specify the note length when recording a
sequence. The keys are also used when
replying to prompts in the display.

Introducing the V50 7



Key panel (the keys to the right of the display)
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These keys are used to switch between performance

play and single play modes.

Press to change to performance
play mode. Press [SINGLE] to change to single

play mode.
@ Memory keys

These keys select between “Preset”, “ Card”, or
“Internd” voices, performances, and rhythm pat-
terns. (However, there are no “Card” rhythm pat-

terns.)
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© Edit keys
When editing voices or performances, these keys
specify the parameter to be edited. During sequencer
playback, these keys switch each track on/off. They
are also used to select tracks for recording.

O Utility keys
These keys are used when making various settings
or for various operations affecting the entire V50.

@® Demo key
Use this key to play the preset V50 demo.



Rear panel
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© Power cable
Insert this plug into an AC outlet of the correct
voltage.

@ Power switch (POWER)
This is the power switch. The power is on when this
switch is pressed in. The front pane display will light
when the power is turned on.

® MIDI terminals (IN, OUT, THRU)
Connect MIDI cables to these terminals. IN receives
MIDI signas, OUT transmits MIDI signals, and
THRU re-transmits the MIDI signals that were re-
celved at the IN termindl.

O Audio Outputs (L/MONO, R)
These jacks output the sound. If you have two
amplifiers, connect the left channe to L/IMONO
and the right channel to R. If you have only one
amplifier, connect it to L/MONO.

Front side

5666 &

® Volume pedal jack (VOLUME)
An optional volume pedal can be connected here.

O Foot controller jack (FC)
An optiona foot controller (FC7, FC9, etc.) can
be connected here to regulate tone, pitch, or volume.

@ Froot switch jack (FS)
An optiona foot switch (FC4, FC5, etc.) can be
connected here to turn sustain (sustaining notes) the
portamento (smoothly changing pitch) on/off.

@ Sequencer switch jack (PLAY/STOP)
An optiona foot switch (FC4, FC5, etc.) can be
connected here to start or stop sequencer playback.
(This will function in the same way as the front panel

keys (=] and [= 1)

1

[ 30

e

© Headphone output (PHONES)
A pair of stereo headphones can be connected here.
The connector is a standard stereo headphone output
jack, and corresponds to the rear panel L and R
output jacks. (Use headphones of 8 — 150 ohms
impedance.)

@ Breath controller jack (BREATH CONT)
An optiona breath controller (BC1, BC2) can be
connected here to affect volume or tone according
to the force of your breath.

Introducing the V50 9



CONNECTIONS

To produce sound, you must connect the V50 to an external amp/speaker system
or use a pair of headphones. This section shows some typical setups. (The “amps”
in the diagram refer to a keyboard amp that has a speaker built in.)

Note:

Be sure to turn the power of both units off before connecting the V50 to the amp. Failing to do
so can damage the amp.

Using a single amp

When using just one amp, connect the L/MONO jack
to the input of the amp as shown in the figure.

IRPUT l

Amp

.
L/HoNo

V50

Connecting other equipment via MIDI

Here are some ways to connect other equipment to the
V50 using the MIDI terminds.

o Controlling the V50 from another MIDI device (a
keyboard or synthesizer such as the KX or DX series).

1 MIDI cable |
O W=} O

1ol 1n| | #IDI OUT

Using two amps

When using two amps, connect the L/IMONO output
jack to the amp for the left channel, and the R output
jack to the amp for the right channdl.

L 1, ] ] | ]

INPUT I | L/noNo R . l | 1HPUT

Amp - V50 Amp

— Equipment that can be connected to the V50 outputs —
The example above uses keyboard amps (speakers
with built-in amps), but other types of equipment can
be connected to the V50 outputs, as follows.

e Combination amp/speaker units

e Multitrack recorders or cassette decks. However,
be sure to use the line inputs. Connecting the output
of the V50 to the mic inputs could damage the
equipment. When connecting to a cassette deck
etc., you will need an adaptor to convert the phone
plug into the pin plug that is found on most cassette
decks.

e Mixers (eg., the MV802 or DMP7). Be sure to
use the line inputs.
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V&0

MIDI keyboard, synthesizer

o Controlling another MIDI device (a synthesizer or
tone generator module such as the DX or TX series)
from the V50.

1 MiDlcable [7
D) O

o .
HIDI OUT il IN

V50 Synthesizer, tone generator
module

Note:
This is aso how you will make connections when using
the V50 sequencer to control externd synthesizers
or tone generator modules.

¢ Connecting an external sequencer (such as the QX
series) and using it to record and playback.
1 MiDIcable .

O Mee———————————ll} O
nnt ourl MID! cable |mm it
O P

1101 lNI I 1ol out

V50 . Sequencer
There are many other ways to make MIDI connections,
depending on your equipment and needs.
The MIDI THRU termina re-transmits the MIDI
sgnals recelved a MIDI IN. This makes it possible for
more than one MIDI device to be controlled a once.



MAKING SOUND

Now that connections are complete, we will explain how to make some sounds.

Turn the_power on

Turn on each device in your setup in the following order.

(1) Check the following four items.
(1) Are dl power cables correctly inserted into an
AC outlet?
(2) Are al connections correct?
(3) Are the amplifiers set to minimum volume?
(4) 1s the V50 volume dider set to MIN?

(2) The round button on the right side of the rear panel
is the power switch. Press it in to turn the V50 power
on.

8 ,
__E_ - —_—
Off On

The display will light up, and show the following
message. (You can modify the message in the lower
line of the display as explained on page 22.)

btk YAMAHA Digital Sonthesizer USE ek
Tr> Mice to mest wou 1) A

In a short time this will change to a display similar
to the following.

FFIBE "Wiead 1 EFCT=Dlw L-R: 48 Toh= 1
FESs PESCP2E-. PRE SP2E- P21 APZL- P2

* This display will be whatever was displayed when the V50
was last turned off, so details may be slightly different.

(3) Turn the amp (keyboard amp, etc.) power on. (The
amp power is turned on last to protect the speakers
from possible damage.)

Note:
e When severa MIDI devices are connected, turn

them on beginning with the transmitting device.
e When turning the power off, reverse this order.

Turn off the amp, and then turn off the V50.

Any sound?

Now we will produce some sound.

(1) Raise the volume of the amp. (The manua for your
amp will give details.)

(2) Gradudly raise the volume dider to increase the
V50 volume.

(3) Press akey.

Is the V50 sounding? If not, check the following.

(1) Isthe power of the V50 and the amp turned
on?

(2) Are the V50 and the amp correctly connected?

(3) Are the volumes of V50 and amp raised?

If after checking these three items you till hear no
sound, try the steps given on the following page. If
you still hear no sound, see page 122.

Now let's try out the various sounds of the V50.
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TRY OUT THE SOUNDS
_____________________________________________________________________

When you purchase the V50, the following 200 sounds are available for you to play.

(1) 100 preset performances
(2) 100 preset voices

Later, we will explain what a “voice” and “performance” is. For now, just try playing

the sounds.

Note:

In addition to these presets, there are 100 internal performances and 100 internal voices. At the
time of purchase, these contain the same sounds as the preset voices and performances.

100 preset performances

(1) Press [PERFORMANCE]., located at the right of the
display. If the display aready. shows something
samiliar to the following, there is no need to press
, and you can move on to step

).
If "PF..." is already displayed

!
FFIBE "W'Lead 1 EFCT=Dlw L/R: 48 Toh= 1
PAS/ PASA/P2E. PZE AP2E-. P21 SP21- P21

(2) Press[PRESET]. The display will show "PF??".

FFPR?? "W ead 1 EFCT=Dlw L/R: 48 Tch= 1
Pa%- PES-P2E- P20 /P2E- P21 ~P21- P21

(3) Use the numeric keys to enter a two-digit number.
The 100 preset performances are numbered 00 — 99.
For example if you press[0 ], [0}, the display
will indicate that preset performance 00 has been
sdected, as follows.

FFREE "U'Lead 1. EFCT=Dlw L-/R! 48 Toh= 1
FES PRICFRE. P2E SP26E7 PRL SF21s P2Y

e Play the keyboard and you will hear the sound
of preset performance 00.

(4) Using the same proceedure as in step (3), use the
numeric keys to enter a different two-digit number
to select another performance. Play the keyboard
and you will hear a different sound.

FFELZ WarnStegs  EFCT=RewPlat: &8 Tohs 1
| I I T A R T SR 2
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(5) This time press[=1] [*+1].
e Pressng will select the performance of the
next number.
e Pressing will sdlect the performance of the
previous number.
e For instance if preset performance 12 is selected,
pressing will select preset performance 13.

PFRLS 12stBuitar EFCT=E.Ref @ 88 Toh= 1
PF3Es PD1ly P3ls POy & & sk 0 s &

As you have learned, there are two ways to select
numbers; by directly entering the number using the
numeric keys, or by incrementing or decrementing
the currently selected number using[=1] [+1].

Presat performances from 94-99 are intended for
multi-timbral playback using the V50 sequencer.
When playing the keyboard with these performances
sdected, some of the sounds may be identica to other
performances, and not al of the instruments shown
in the lower line of the display will sound in response
to the V50 keyboard.

The polyphony of each performance will depend on
how voices are combined, and the performance effects
that are used.

100 preset voices

(1) Press [SINGLE], located at the right of the display.
If the display already shows something similiar to
the following, there is no need to press [SINGLE],
and you can move on to step (2).

If “PLAY SINGLE” is already displayed

1
FLAY SIMGLE EFCT=RevHall: ¥F Fk= 2
IgR  Strings 1 Fa=zu= LTy Fuobla 1




(2) Press [PRESET]. The lower Ieft of the display will
show “P??, asfollows.

FLEY SINGLE EFCT=RewHall: ¥F Pbh= 2
By Strings 1 Fa=zus [Tr Fcble il

e Sdlect a preset voice number (00 — 99) in the same
way as you selected a preset performance. Use
the numeric keys to directly enter a two-digit
number, or use[=1] to step through preset
performances one by one.

This should give you an idea of the types of sounds
the V50 can produce. Using the smple procedures
you have just learned, you will be able to sdlect and
play a variety of sounds. Those who want to take
full advantage of the V50 can continue reading to
learn more.

Pressing when already in per-
formance play mode, or pressing when
dready in sngle play mode will make the display show
"Sending PC No.---". The display will return to
norma when you release the button. This function
alows you to transmit a “Program Change” message
from MIDI OUT. This function is meaningless when
using the V50 by itself. For details, see page 103.

— Note:
Since voice and performance memories are numbered
from 00 to 99, selecting a memory usualy requires
you to enter a two-digit number. However, the “Bank
Hold” feature allows you to select memories by
pressing a single button. While holding[ =1, press
[77]. to turn Bank Hold on. When Bank Hold is
on, pressing a single numeric key will immediately
sdect the memory in the group of 10's that is currently
selected. For example if memory 23 was selected
when you turned Bank Hold on, pressing [9_]. would
immediately select 29, and pressing 4 would imme-
diately select 24. While holding (=1, press [ 8 ].
to turn Bank Hold off.
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DEMONSTRATION PLAYBACK
________________________________________________________________|

Playing interesting sounds is not all you can do with the V50. Next we will explain
how to hear a demo playback that uses the V50 sequencer and rhythm machine,
which should give you an idea of the possibilities of the V50.

There are two types of demo: demos stored in the memory of the V50 and demos
stored on disk. We will give separate explainations how to load each type.

When you load demo data, the data already in the V50 will be replaced by the
demo data. When you select “Demo Disk”, “Chain Play”, or “V.Edit", the internal voice
and performance data will also be replaced. If V50 memory already contains data that
you don't want to loose, save the data to card or disk.

Playing the internal demo

Here's how to playback the internal demo.
(1) Press to get the following display.

UT  DEMOX Select one !
PROM Plaw >Disk Plaw »ChainPlas »J. Edit

(2) Pressthe [_] (function key) located under
“ > ROM Play” in the display.

UT DEMOX Select one !
*ROM Plaw »Disk Plaw ChainPlas »8, Edit

Caztrs) ( J ) ( ) (O J T C ) C J

The upper line of the display will ask "Are you
sure?".

T DEMO» ROM Fla
All data will be

H Hire wouy suee?
charged ! [H2l [Yes]

( ) ) C 3 C J C J C ]

(3) Press the function key ((__]) below [YES]. After
displaying “*** BUSY ***” for a short time, the
following display will appear.

UT DEMD) Select song & epush START
Foong 1 @ UVictory ! XSTART>STORPMEXIT

(4) Use[=1] to select the demo song. The song
titles will be shown in the lower line of the display.
5) Press [">_] to begin playing the demo song. To stop
playback, press[o_]. To resume playback, press

[ again. Press 5] and [>] together to re-
turn to the beginning of the song.
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Playing the disk demo

Here's how to playback the disk demo. (Not only the
demo data included with the V50, but any data you save
to disk by sdlecting “ALL” can be loaded and played
using the procedures explained here.)

(1) Pr%s- to get the following dlsplay

UT  DEMO Select one !
*ROM Plaw *Disk Plaw >ChainPlaw M), Edit

(2) Insert the demo disk into the disk drive. (Making
sure that the label is facing up, and the metal shutter
is pointing toward the drive, push the disk in until
you hear it click into place.)

(3) Press the[_] (function key) located under “ > Disk

Play” in the display.

UT DEMOS Select ane !
ROM Plaa »Disk Plaw *ChainPlag . EBEdit

g )t ) EES ( ) C 3 ) I )

The upper line of the display will ask "Are you
sure?'.
(4) Press the function key (__]) below [¥YES].

UT DEMO» Disk Plaw Are wou sure?
All data will be chanfed ! [Hol [Yesl

( J ) C J ) ) L JC ) GiiSE9

After displaying “*** BUSY ***” for a short tlme,
you will get the following display.

UT  DEMOY ZSelect son3 & puszh START
Foor3 1 Fuszion ASTRART XSTOFXERIT

(5) Use [=1] to select the song. The song titles
will be shown in the lower line of the display.

(6) Press [ »>] to begin playing the demo song. To stop
playback, press [o_]. To resume playback, press



[ again. Press [@_] and [>] together to re-

turn to the beginning of the song.

In step (3), pressing the[__1 (function key) located
under “Chain Play” will make al the demo songs
play sucessively, starting with the first. Also, if this
data has been saved by selecting “ALL” when saving
sequencer data, as later explained, you can use the
same steps with disks other than the included demo
disks. However only the “ALL” files at the beginning
of the disk can be selected by this “Disk Play”
function.

Voice edit demo

Here's how to execute the voice edit demo.

e As already explained above, press[DEMO], and then

- press the[_] (function key) located under “V.Edit’
in the display.

e The display will show "Are you sure?".

e Press the [ (function key) located under “Yes'.

e The voice edit demo will begin.

o Use the data entry dider to adjust the speed of the
voice edit demo.

BASIC CONCEPTS OF THE V50
- ________________________________________________________________

By now you probably have a basic idea of the possibilities of the V50.
Reading this section will give you more detailed knowledge.

Internal structure of the V50

The V50 contains three devices;, a synthesizer, rhythm
machine, and sequencer. In general, you may think of
them as being independent of each other.

Synthesizer ... A device that produces various sounds
using an FM tone generator. The synthesizer can be
thought of as consisting of the “keyboard” on which
you play, and the “tone generator” which actualy
produces the sounds.

Rhythm machine ... A device that contains PCM re-
cordings of actua rhythm instrument sounds. The
wide variety of sounds include traditiona drum kit
instruments, synthesized drums, and ethnic instru-
ments.

Sequencer ... A device to record an actuad musical per-
formance. A musical performance recorded in this
way can be played back at any time.

Four play modes

Just as the internal structure of the V50 can be divided
into synthesizer, rhythm machine, and sequencer, the
play modes of the V50 can be divided into the following
four modes.

(1) Performance play mode
Play performances (combinations of more than one
voice). Details of “voices’ and “performances’ are
given on page 18.

(2) Single play mode
Play just one voice a a time.

(3) Rhythm machine play mode
Play rhythm patterns or songs (combinations of
rhythm patterns). Chapter 4 has details of rhythm
machine operation.

(4) Sequencer play mode
Play back a recorded musical performance. Chapter
5 has details of sequencer operation.
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BASIC OPERATION OF THE V50

First we will explain basic operations when playing or editing voices, performances,
the sequencer, or rhythm machine. Operations can be broadly divided into the fol-

lowing.

e Switching modes

e Using the function keys to select an operation

e Setting numbers
e Entering characters

Switching modes

Here's how to switch between performance play mode,
single play mode, rhythm machine mode, and sequencer
mode.

— Note:
e You cannot switch modes while using the compare
function when editing a voice or performance.

e If you press[SINGLE] when dready in single play
mode, or press when aready
in performance play mode, the display will show
“** Sending PC No ---" as long as you continue
holding the switch. This allows you to send a
program change message as explained on page 103.

e To select performance play mode, press
[PERFORMANCE]. The performance last used in
performance play mode will be sdected. Now you
can press [PRESET], [INT}, or [CARD}, and use the
numeric keys or [=1] to select another per-
formance.

e To sdect single play mode, press[SINGLE]. The voice
last used while in single play mode will be selected.
Now you can press [PRESET), [INT], or [CARD],
and use the numeric keys or [=1] [+1] to select an-
other voice.

e To select rhythm  machine mode, press
[REXTHM] (You will enter rhythm pattern play
mode or rhythm song play mode.)

e To select sequencer mode, press[SEQ].
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Using the function keys to select operations

Use the function keys to select various items or functions
from the menu displayed while editing or playing each
mode. The following display gives an example using the
voice edit Sengtivity setting.

Cursor

Eil111l ZEMSX FFH- callly vnn‘. AME SEBS LS
FLE & OF1 = -2 o =] +2

If you want to modify the “KVS’ setting (key velocity
sengitivity), press the function key at the far right.

E1111 ZEMSZXMFHMEZ{ally »EME AME EBS XS
ALE & OF1 ) 2 =i 5l +2

] 1@

Press this key

The cursor will move to “KVS’, and you will be able
to modify the KVS setting as we will explain in the next
section.

In some cases, pressing a function key located below
a“>~~"in the lower line will show an additional menu.
The concept to remember is that each function key is
related to the lower line of the display.

Cursor moves here

Ei1i11l SEMS2xPHMSIallr »AMS -AME *EBS NiU:
HLE & OF1 ) 2 D] 5 +2

( ) C J ( ) ( ) (

COC O C O COCCo 1 ) ( ) )




Setting numerical values

When playing or editing in each mode, here’'s how to
st numerical values for various items shown in the
display. There are three ways to set numerical values.

(1) Using the numeric keys

Directly input the value using the [0 1—[9_] keys
and the[ =] key. The number of decimal places
for each value will differ. If you need to enter a
single-digit number in an item that has two decimal
places, add a“0” to the beginning of the value. (For
example, if you want to input a value of 8 in an item
that has a range of 0-99, press (0] then [8].)
If you enter a value that is larger than the maximum,
the maximum value will be displayed.

(2) Using the data entry dider
Moving the data entry dider will modify the value
between its minimum and maximum range.

(3) Using [=1]
Pressing [=1] will decrease the value by one.
Pressing[+1] will increase the vaue by one.

When entering numerical vaues, use the method most
appropriate for each dtuation. Settings with on/off va-
lues (instead of numbers) can be made using methods
(2) or (3).

Inputting characters

Here's how to enter names for voices or performances,
or song names for the rhythm machine or segquencer.
When entering characters, the lower line of the display
will show a “«> and “—”, The function keys below these
arrows will move the cursor (an underline), indicating
where the next character will be input.

(1) Using the numeric keys
Use the [0]-[9] keysand the [=] key to
directly input characters. There are three characters
printed on the lower left of each key. For example
the key [0 ] has “ABC” printed on it. The first time
you press this key, “0” will be entered. Press it a
second time for “a’, press it a third time for “b”,
and press it a fourth time for "c". The[—]
(LETTER) key switches between uppercase and
lowercase letters. When inputting lowercase |etters
the display will be “name’. When inputting upper-
case letters the display will be “NAME”. The
571 key enters a space.

(2) Using the data entry dider

Moving the data entry dider will scroll through the

following characters.

[Space] 1 Mgk i Yk, -, SBLZT4SETEN 3 (=370
FABCOEFEHI JELMMOP MRS T E L8]~

akbcdefahldl Imnorsrasbuegz | b

(3) Usng [=1]
Pressing [E=1]will move through the characters
shown above.

When entering characters, use the method (or combi-
nation of methods) most appropriate for each Situation.
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VOICES AND PERFORMANCES

“Voice” and “performance” are important words to understand when learning about
the V50. Please take the time to understand them thoroughly.

Voices

In the V50, the word “voice” is used to mean “a certain
sound”. For example, the V50 contains a “piano voice”,
a “guitar voice”, and so on. Each voice has a number
and name, which are known as “voice numbers’ and
“voice names’. Voices can be thought of in the following
groups.
e Preset voices

The V50 contains 100 voices, which are caled “preset

voices'. It isnot possible to erase or rewrite these preset
VOICES.

e Internal voices
100 voices that you may create can be stored in the
V50. These are caled “internal voices'. It is possible
to modify a preset voice and store it as an interna
voice.

e Card voices
100 voices can be stored in a RAM card, and used
in the same way as preset or internd voices. These
voices are caled “card voices’. ROM cards (com-
mercialy available cards with voices aready written
into them) are also refered to as card voices.

Types of voice

Types of voice Voice numbers Number
Preset voices P00 ~ P99 100 voices

Internal voices 100 ~ 199 100 voices
Card voices C00~C99 100 voices

* Card voices can be used only when a card is inserted in the card
slot.

Single play mode and
maximum simultaneous notes

We have learned that a voice is “a certain sound”. Playing
using just one sound is cdled “single play mode™. In
single play mode, you can sdlect any one of the preset,
internal, or card voices (if a card is inserted in the card
dot).

In single play mode, you will be able to play chords
of up to 16 notes. When you press the 17th key, the note

18 Introducing the V50

you played first will disappear, and the newly played
note will sound. (This is called “last-note priority”.)
Anocther way to describe an instrument that can play a
chord of up to 16 notes is to say that the instrument
has “ 16-note polyphony”, or that the instrument is
“16-note polyphonic”.

Single play mode display

In single play mode the display will show the following
information.

“PLAY SINGLE" indicates that we are in single play mode

Type of effect
Volume of effect
Pitch bend
range
!
FLEY SIHGLE EFCT=  off 28 Ph= 2
Iy HEENNEKEEE Fa=sus [TrPoFahuwBoAL]
L—See below—
Voice name Function of the footswitch

Voice number
The effect depth display shows the output level
of the effect when “>Stereo Mix” is on, and
shows the effect balance when ">Stereo Mix”
is off.

[TrPoFcMwBcAt| has the following meaning.

Tr....... Displayed when transpose is set to a vaue other
than C3.

Po....... Displayed when portamento time is set to a
value greater than 0.

Mw...... Displayed when settings adlow volume, tone,
pitch, etc. to be controlled by the modulation
wheel.

Bc....... Displayed when settings alow volume, tone,
pitch, etc. to be controlled by the breath
controller.

At....... Displayed when settings alow volume, tone,
pitch, etc. to be controlled by aftertouch.

Single play mode LEDs

When you play the keyboard in single play mode, the
LED at the left of [TRL}'will light briefly (approximately
0.2 seconds).



Performances

In the V50, the word “performance’ is used to mean
“a combination of severd voices’. For example, playing
the keyboard might sound a piano voice and a guitar
voice a the same time, or different voices might sound
over different areas of the keyboard. As with voices, each
performance has a “ performance name” and a “ per-
formance number”. When using the sequencer to play
severa voices a once, you will use a performance.
Performances can be divided into the following.

e Preset performances
The V50 contains 100 performances, which are called
“preset performances’. It is not possible to erase or
rewrite these preset performances.

e Internal performances
100 performances that you may create can be stored
in the V50. These are caled “internal performances’.
It is possible to modify a preset performance and store
it as an internal performance.

e Card performances
100 performances can be stored in a RAM card, and
used in the same way as preset or interna perform-
ances. These performances are called “card
performances’.

Types of performance

Performance

Number
numbers

Types of performance

Preset performances P00 ~ P99 |100 performances

Internal performance 100 ~ 199 100 performances

Card performances C00 ~ C99 (100 performances

* Card performances can be used only when a card is inserted in
the card slot.

Performance play mode and
maximum simultaneous notes

We have learned that playing just one voice at a time
is caled “single play mode”. We have also learned that
playing preset, internal, or card performances is caled
“performance play mode’.

— Note:
The preset sounds of the V50 are designed to be most
effective when played in a performance. Except when
editing a voice, we suggest that you usualy play the
V50 in performance play mode.

We explained above that the maximum number of notes
that can be played smultaneoudly is 16. This is aso the
maximum number of notes that can be played in per-
formance play mode. To put it another way, a per-
formance is a setup that determines which voices these
16 notes will play. This is illustrated in the following
figure.

Single play mode and performance play mode

If we use “0” to indicate the capability to produce
one note, single play mode would look as follows.

: All note are used
OQOOOOOOOOOOOOOO x————* by the same voice

In contrast, performance play mode can divide up
the 16 notes among more than one voice.

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

Example: 00000000 F—— pSedby the
Divided among
two voices

Used by the
; 00000000 second voice

i Used by the
Example: i 000000 F—— = )
Divided among reeeerennan———— first voice
three voices
Used by the
0000 second voice
.................... ‘ Used by the
000000 third voice

In performance play mode, the V50 uses eight
“instruments’, to which “note-producing capability” is
assigned. This means that up to eight different voices
can be used at once.

Note:
In addition to assigning "note-producing capability"
to each instrument, it is aso possible to make the
V50 do this automatically. See page 24.
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Performance play mode display

In performance play mode, the display will show the
following information.

“PF* indicates performance play mode
Performance number
Performance name Type of effect

Volume of effect

—_— i
[PFI%H HAUHHEAARE EFCT= off & 8 Tch= 1]
L33/ ISds % /4 & S H S S kS o

—"Voice numbers assigned to the eight instruments——
(In this example, only two instruments are used.)

Performance play mode LEDs

When you play the keyboard in performance play mode,
the LED to the left of [TR1]— [TR8] will briefly (about
0.5 seconds) blink green, to indicate the corresponding
instrument 1 — 8 that is sounding.

Switching instruments on/off

In performance play mode it is possible to switch an
instrument on or off. While pressing[—], press the
function key(__]) below the instrument that you want
to switch off. The voice display will change to “xxx”,
and that instrument will no longer sound. When you
play the keyboard while an instrument is turned off, the
corresponding LED to the left of [TR1]— [TR8] will
blink red. Turn the instrument back on again in the same
way that you turned it off.

—— Note:
Turning an instrument on/off is temporary, and se-
lecting another performance will turn the instruments
back on.

If you turn al the instruments in a performance
off, there will be no sound.
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Transmit channel
of the keyboard

When to use single play or
performance play mode

By now you probably understand the difference between
single play mode and performance play mode. Here are
afew points to help you decide when to use each mode.

Single play mode

(1) When you want to use just one voice
(2) When you are using a sequencer or externa key-
board to play just one voice

Performance play mode

(1) When you want several voices to sound when a single
key is pressed

(2) When you want to play different voices from dif-
ferent areas of the keyboard (This is known as
“keyboard split”.)

(3) When you are using a sequencer to play several
VOICesS a once.

There are many other ways to use the two modes, de-
pending on your setup and musical needs.



EFFECTS

The V50 has a built-in digital effects unit. This effect unit contains the following

functions.
Number Effect
0 off
1 Reverb Hall (RevHall)
2 Reverb Room (RevRoom)
3 Reverb Plate (RevPlate)
4 Delay
5 Delay L/R (Dly L/R)
6 Stereo Echo (StEcho)
7 Distortion Rev. (DistRev)
8 Distortion Echo (DstEcho)
9 Gate Reverb (GateRev)
10 Reverse Gate (RvsGate)
11 Early Ref (E.Ref)
12 Tone Control (Tone)
13 Delay & Reverb (DlyRevl)
14 Delay LIR & Rev (DlyRev2)
15 Dist. & Delay (DistDly)
16 Church
17 Club
18 Stage
19 Bath Room
20 Metal
21 Tunnel
22 Doubler 1
23 Doubler 2
24 Feed Back Gate
25 F. Back Reverse
26 Feed Back E/R
27 Delay & Tonel
28 Dly L/R & Tonel
29 Tone Control2
30 Delay & Tone2
31 Dly L/R & Tone2
32 Distortion

These effects can be used on the synthesizer (perform-
ance, voice) and dso on the rhythm machine. Each voice
and performance can have its own effect settings, al-
lowing you to sdlect the effect that that sounds best for
each voice or performance. However since the V50 has
only one effects unit, if you use the sequencer, rhythm
machine, and keyboard a the same time, the same effect
will apply to all.

Pressing (located a the lower right of
the panel) will temporarily turn the effect off/on. When
the LED is off, effect bypass is off (effect is on).

Note:
As you will learn later, each performance includes a
"performance effect". This has nothing to do with
the effects unit explained here. Be sure not to confuse
these two.
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CHANGING THE POWER-ON DISPLAY

When you purchased the V50, the following message will appear for about 2 seconds

each time the power is turned on.

#debor YAMAHA Digital Sunthesizer USHE soxdek
i) Nice to meet gou !! <4<

You can modify the lower line of this display to whatever
message you like, for example your name or the name

of your band.

(1) While pressing press to

get the following display.

UT EDIT MESSRGE? %
oo

Y
Nice to meet gou !! L4LR

(2) Input your message of up to 40 characters into the
lower line of the display. (Page 17 explains how to
input characters.) The next time the power is turned
on, your message will be displayed.

COMPATIBILITY WITH OTHER DEVICES

Data compatibility with other devices

V50 data is compatible with other Yamaha devices as
follows.

Voice data is compatible with the DX11, Y S100,
YS200, B200, TQ5, DX21, DX100, TX81Z, and WT11.
However, when V50 data is transmitted to one of these
devices, functions not found on these devices will be
ignored. For example, if V50 voice data is transmitted
to a DX11, the V50 effect data will be ignored.

Sequence data saved to disk by the QX5FD can be
read by the V50 disk, and the V50 can aso receive se-
quence data from the QX5FD via MIDI bulk dump.
However QX5FD data such as macro data and relative
tempo will be ignored by the V50.
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Cartridges

By attaching a separately sold ADP2 adaptor, you will
be able to use the ROM or RAM cartridges for the
Yamaha DX11 in the V50 cartridge dot. A cartridge
connected in this way can be used to read data. However
it is not possible to store V50 data to a cartridge (i.e.,
save).



CHAPTER 2. PERFORMANCE EDIT

This chapter explains how to create and edit performances.

ABOUT PERFORMANCE EDITING

Here we will explain the procedure for editing a per-
formance. When you are in performance play mode,
press an editing ([TRI]-[TR8] [REY] [_1) to
enter performance edit mode.

There are two main ways to edit a performance.

(1) Modify an aready existing performance to create
a new performance.
(2) Create a completely new performance from scratch.

When using method (1), select the performance to start
with in performance play mode, and then begin editing.
When using method (2), use the “Init” function in
to set a performance to an initial state, and
then begin editing.

— Note:
When you finish editing a performance, don't forget
to store the newly created performance. Page 119
explains how.

If after editing a performance you select another
performance without storing the data you edited, the
performance will return to its original data. If this
happens, you can use the “Recall” function in
to recall the data you were working on.
This function is explained on page 117.

e While editing a performance, the “Compare’ function
dlows you to compare the sound you are now working
on with the original data. This function is explained
on page 121.

e While editing a performance, you can hold [__] and
press one of the function keys[ =] under the display
to turn off an instrument you don’t wish to hear, just
as in performance play mode. To turn the instrument
back on, repeat this procedure. This, is provided as
a convenience while editing a performance. It is not
possible to store a performance with a instrument
turned off. (When you dtore it, the instrument will
be turned back on.)
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PERFORMANCE EDIT
e

Assign mode, performance name Performance name

& Function
Press (ASSIGN MODE). Give a name to a performance
m Settings
P El  MAssignMode Pname @ E.ORGAN Up to 10 characters
risteraal = = ]
0 ) @ ) B Explanation

Use this function to give a name to a performance.
(Page 17 explains how to enter characters) When

(1) Assign mode editing an existing performance, the origind per-

B Function formance name will be displayed. When editing a
Set the key assign. performance from an initidized condition, the ini-
w Settings tialized name will be displayed.
normal, adternate, DVA
Notes
& Explanation
This determines the instrument that will be played
when a key is pressed. Press[TR2] (NOTES).
nor mal If assigh mode has been set to normal or al-

Normal assign is when each instrument plays as it
receives data on its own receive channel (see page 25).
The maximum number of notes for each instrument
will be determined by the note setting (see page 24).

ternate

The upper line will show the receive channel and voice
of the instrument where the cursor is located.

dternate . . F.ED  MEX MOTES? Rch= 1 I1@:E.ORGEN
Alternate assign is when instruments with the same ¥ o4 12 B B B B B @
receive channel as instrument 1 will play alternately.

DVA M Function

Dynamic Voice Allocation is when each instrument Set the maximum number of notes for each instrument

plays in response to data on its own receive channel & Settings

(see page 25). The maximum number of notes for each 0 — 16 (total of all instruments must not be grester
instrument will be determined automatically as than 16)

needed. When using a sequencer to play the V50 it

is usually a good idea to set the assign mode to DVA. & Explanation

This determines the maximum number of notes that
an instrument will be able to play smultaneoudly.
For example, if maximum notes is set at 4, the in-
strument will be able to play chords with up to 4 notes.
When you play afifth note, the first- played note
will disappear, and the last played note will sound.

—Note:
When using alternate assign, the keyboard transmit
channel (see page 99) must match the receive channel
of instrument 1.

Data such as control change, pitch bend, and
aftertouch will be received on the receive channe of
instrument 1, and will apply to each instrument that

___ Note:

is dternate assigned.

When this mode is changed, settings for Max
Note and Reserve Notes will be set to match the
number of instruments being used.
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When using a voice whose envelope generator is set
to alow RR (release rate) so that the sound lingers
for a while after the key is released, it is a good idea
to set a dightly higher maximum notes setting for that
voice. This will prevent the decay from being cut off
unnaturally.




If assign mode has been set to DVA

The upper line will show the voice of the instrument
where the cursor is located.

I1G:E. ORGAN
25 of fr off” off

. Elr RESERUED HOTESY
Fogs 2 EV N ¥

B Function
Set the number of reserved notes for each instrument.

& Settings
off, 0 — 16 (total of al instruments must not be greater
than 16) "off" indicates that the instrument is not
used. “0” indicates that O notes are reserved.)

& Explanation
When more than 16 keys are being pressed, these
Stings determine the minimum number of notes
reserved (i.e,, guaranteed) for each instrument.

Voice number

Press[TR3] (VOICE NUMBER). The upper line of the
display will show the receive channd and voice of the
instrument where the cursor is located.

FJED MQICE HO2 Reh= 1 Il@:E.Pianc 20
kI8 X122~ s P VN - P - I G ]

m Function
Select the voice to be used by each instrument.

m Settings
100 - 199, P00 - P99, C00 - C99

& Explanation
This selects the voice to be used by each instrument.

Note:
A voice number cannot be selected for an instrument
whose maximum note setting is O (or when DVA is
used, whose reserved note setting is “off”).

Also, card voices cannot be used in an interna
performance. Internd performances can use only
preset voices and interna voices. In the same way,
card performances cannot use internd voices. Card
performances can use only preset voices and card
VOICES.

Receive channel

Press [TR4] (RECV CH). The upper line of the display
will show the keyboard transmit channel, and the voice
of the instrument where the cursor is located.

F.ED  RECK CHY Toch= 1 I18IE.Piano ,.n
Fols S T N TR

& Function
Set the MIDI channdl recelved by each instrument.

B Settings
1-16, omn

m Explanation

Each instrument will sound only when data arrives
on the channd specified here. When “omn” is sdlected,
the instrument will sound in response to data arriving
on any channel.

Normally, the V50 keyboard transmits on channel
1. When cregting a performance to be played from
the V50 keyboard (not from the sequencer or an ex-
ternal keyboard), be sure to set the recelve channel
of dl insruments to 1 or “omn” (omni). (It is possible
to change the V50 keyboard transmit channel.)

When using the sequencer, make sure that the
receive channel of each instrument matches the
transmit channel of each track of the sequencer.

Note:
A receive channel cannot be set for instruments whose
maximum note setting is 0 (or when DVA is used
whose reserved note setting is "off").
If assign mode is set to dternate assign, only the
receive channel of instrument 1 will be used.

Note limit (low)

Press (LIMIT/LOW). The upper line of the
display will show the note limit (high) setting and voice
of the instrument where the cursor is located.

Fa ED LIFMIToLOWY - H= G2  IiE:E.Plano 2H
LG v EE N A B T R

& Function
Set the keyboard playing range (lower limit) of each
instrument.

w Settings
C-2-G8
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B Explanation
Each instrument will play notes over the range spe-
cified by this note limit (low) and the next note limit
(high). Notes outside of this range will not be played.
Normally, the low note limit is set to C-2 and the
high note limit is set to G8. When creating a per-
formance with key splits so that different voices are
played by different areas of the keyboard, change the
low and high note limits. For example, if you want
instrument 1 to be played by notes from C-2 up to
B2, and instrument 2 to be played by notes from C3
up to G8, set the low/high limits of instrument 1 to
C-2/B2, and the low/high limits of instrument 2 to
C3/G8.

— Note
A note limit cannot be set for instruments whose
maximum note setting is 0 (or when DVA is used,
whose reserved note setting is "off").

When using key splits, make sure that the receive
channel of each instrument matches the transmit
channel.

Note limit (high)

Press[_ | (LIMIT/HIGH). The upper line of the
display will show the note limit (low) setting and voice
of the instrument where the cursor is located.

F.ED LIMITAHIGH» L= C2 Ilg:E.Piano 2R
F GRS BB S kS kS kS kS

® Function
Set the keyboard playing range (upper limit) of each
instrument.

B Settings
C-2-G8

Explanation

Each instrument will play notes over the range spe-
cified by the previoudy discussed note limit (low) and
this limit (high). Notes outside of this range will not
be played.

Normally, the low note limit is set to C-2 and the
high note limit is set to G8. When creating a per-
formance with key splits so that different voices are
played by different areas of the keyboard, change the
low and high note limits.
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— Note:
A note limit cannot be set for instruments whose
maximum note setting is O (or when DVA s used,
whose reserved note setting is “off”).

When using key splits, make sure that the receive
channel of each instrument matches the transmit

channgl.

Detune

Press (INST DETUNE). The upper line of the
display will show the keyboard transmit channel, and
the voice of the instrument where the cursor is located.

F.ED IMST DETUME?Tch= 1 IiB:E.Piano 2A
L

[P P WA RV R # 0
& Function

Slightly change the tuning of each instrument.
W Settings

-7 — +7

& Explanation

When this is set to 0, the instrument will play the
correct pitch for the key that was pressed. If you are
creating a performance that plays more than one in-
strument for each note, dightly detuning each in-
strument will create a natural chorus effect, giving a
spacious fed to the sound. Especialy when layering
two or more of the same voice, detuning can make
some very thick sounds.

— Note:
Detune cannot be set for instruments whose maximum
note setting is O (or when DVA s used, whose reserved
note setting is "off").

If the performance plays more than one instru-
ment for each note, make sure that the receive channel
of each instrument matches the transmit channel.

This detune function is intended to change the
relative pitch of the instruments. Setting all instru-
ments to the same detune value will not be useful.




Note shift

Press (NOTE SHIFT). The upper line of the
display will show the keyboard transmit channel, and

the voice of the instrument where the cursor is located.

F.ED HOTE SHIFTY Tech= 1 I1@iE.Pianc 2R

EE SR <R P I VA I T
& Function

Transpose the pitch of each instrument in half-steps.
B Settings

—-24—+24

& Explanation
When note shift is set to 0, the instrument will play
the pitch specified by the note message that arrives
on its record channel. When note shift isset — 1 —
—24 the pitch will be lower, and when set + 1 —
+24 the pitch will be higher.

This setting is in units of a half-step. For example,
if st to — 12 the pitch will be one octave lower, and
if set to +24 the pitch will be two octaves higher.

This note shift function can be useful when you
need to play a song in a different key than usual, or
when you need to play notes that are higher or lower
than your keyboard extends. Another way to use
note shift when playing more than one voice at once
is to shift the voices apart to form a chord, or to play
parald octaves.

— Note:

Note shift cannot be set for instruments whose
maximum note setting is 0 (or when DVA is used,
whose reserved note setting is "off").

If the performance plays more than one instru-
ment for each note, make sure that the recelve channel

of each instrument matches the transmit channel.

Volume

Press[TR7] (VOLUME).

F.EDp H
Bt ) 1Y R R A I I

M Function
This determines the volume of each instrument.

® Settings
0-99

& Explanation
0 isavolume of 0, and 99 is maximum volume. (The
vertical bar at the right of each number graphicaly
indicates the volume for each instrument.) This setting
determines the volume balance of the instruments in
a performance.

— Note:
Volume cannot be set for instruments whose maxi-
mum note setting is 0 (or when DVA is used, whose
reserved note setting is "off").

When a control change message that affects vo-
lume is received by an instrument, its volume will be
changed.

Output assign

Press (OUTPUT ASSIGN). The upper line of the
display will show the keyboard transmit channdl, and
the voice of the instrument where the cursor is located.

F.ED OUT ASEIEHY Tch= 1 II@:E.Pianc 2/
ML+RS RS kS kS ok S kS kS W

& Function
Set the output for each instrument.

W Settings
off, L, R, L+R

& Explanation
When output assign is set to "off", that instrument
will not sound. When set to L, that instrument will
sound from the L output, and when set to R, from
the R output. When set to L + R, it will sound from
both L and R outputs.

— Note:
Output assign cannot be set for instruments whose
maximum note setting is 0 (or when DVA is used,
whose reserved note setting is "off").

When only the L output is connected, both L and
R will be sent from the L output.

The performance effect “pan” applies only to
instruments set to either L or R. (“pan” will not apply

to instruments whose output assgnissettoL + R.)
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LFO select

Press[_] (OTHERS). (There is dso a key marked
“OTHERS’ in the utility section, but in this chapter
we will be refering to the OTHERS key in the edit section.

When this indicator appears in the display, you can press the same

key (in this case, the [ (OTHERS) key) to get a different
screen.

F.ED  LF0 SELECT) "
| 2L A E A A A A

¥ Function _
Select the LFO to be used by each instrument.

& Settings
off, 1,2,vib

| Explanation
The V50 has two LFOs and eight vibrato generators.
Here you select which of these will be used by each
instrument. (The LFO is explained on page 41.)
The LFO settings used in the two lowest num-
bered instruments (i.e., instruments not set to a notes
setting of 0) are available for use by the eight in-
struments.
LFO settings can be selected for each voice from
the following.

off........ The voice will not be affected by an LFO.

Lo The voice will use the LFO settings of the
first ingtrument in the performance (the in-
strument shown at the far left of the display).

2 The voice will use the LFO settings of the
second ingtrument in the performance.

vib ... The voice will use its own LFO settings, but
AMS settings (for tremolo or wah-wah) will
be ignored, and only pitch modulation will
be used. The LFO waveform will be set to
triangle, and PMS to approximately 5.

— Note:
LFO cannot be set for instruments whose maximum
note setting is 0 (or when DVA is used, whose reserved
note setting is "off").

If there is only one ingtrument whose maximum
notes setting is greater than 0, you will be able to select
only “off” or the number of the instrument itself. (If
you try to select other values, “—" will be displayed,
and the result will be the same as if you had selected
"off".)

If the maximum notes settings for insruments 1
or 2 are set to 0 (or when DVA is used, a reserved
note setting of "off"), the“1” or “2” in the above
explanation and display will be replaced by the low-
est-numbered instruments that are set to a non-zero
note setting.
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Micro tuning on/off

Press [_] (OTHERS) twice. The upper line of the
display will show the currently selected type of micro
tuning.

F.ED MICED TUHE> Sel= 2 C *
Foone o o4 kS kA X kS

| Function
Sdect whether or not to use micro tuning for each
instrument.

m Settings
off, on

Explanation

Each instrument can be assigned to use a selected
micro tuning. (Use the next function to select a micro
tuning.)

off........ The instrument will not use micro tuning,
and will play the standard equa tempered
scale.

oN........ The ingtrument will use the micro tuning
sdlected for this performance (see the next
function). Aside from equal temperament,
only one micro tuning can be used in a per-
formance.

Note:
Micro tune on/off cannot be set for instruments whose
maximum note setting is 0 (or when DVA s used,
whose reserved note setting is “off”).

It is not possible to use two or more tunings (other
than equal temperament) in one performance.




Micro tuning select

& Explanation

This selects the micro tuning that will be used by an

Press[__] (OTHERS) three times.

instrument whose micro tuning on/off (the previoudy
explained function) is set to “on”.

FoED ‘
FTable= ZiPuredminoey

MICRQ TUMEY

hew= R

As shown in the following chart, 2 origina micro
* tunings created by you, and 11 preset micro tunings
' are available.

M Function

Select the micro tuning to be used in this performance.

W Settings

Octave, Full Kbd., 1: Equa - 11: /8 Tone.

For preset micro tunings 2 — 5 you will also be
able to set the key (tonic) of the tuning to match the
key signature of the piece you will be playing.

— Note:
If in the previoudy explained micro tuning on/off
function, no instruments have been set to micro tuning
“on”, sdlecting a micro tuning here will have no effect.

No.

Temperament

Key

Comments

User octave

You can create your own original tuning as explained on page 114.

User full

Equal temperament

The “compromise” tuning used for most of the last 200 years of Western music,

and found on most electronic keyboards. Each semitone is exactly 1/12th of
an octave, and music can be played in any key with equal ease. However, none
of the intervals are perfectly in tune.

Pure major

Thistuning is designed so that most of the intervals (especially the major third

will be correspondingly out of tune.) You need to specify the key (C-B) you
will be playing in. Since the V50 alows you to memorize a micro tuning for

and perfect fifth) in the mgjor scale are pure. (This means that other intervals

each performance, you can store identical performances with micro tunings
of different keys, and transpose at the touch of a button.

Pure minor

The same as Pure Mgjor, but designed for the minor scale.

Mean tone

— i.e, an average or "mean".

Thisis an adjustment of the Pure and Pythagorean tunings. The interval between
the root and fifth is tuned dightly flat, so that the interval between the root
and second degree is exactly halfway between a mgjor and minor pure second

Pythagorean

This scale is derived by tuning pure perfect fifths upward from the root. This
causes the octave to be flat, so one of the fourths is mistuned to compensate.
(In the key of C, the Ab — E} interval.)

Werckmeister

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

Kirnberger

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

Vallotti & Young

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

1/4 shifted equal

The Equal Tempered scale shifted upward one quarter step.

10

[/4 tone

Twenty-four equally spaced notes per octave. (Play twenty-four notes to move
one octave.)

11

I/8 tone

Forth-eight equally spaced notes per octave. (Play forty-eight notes to move
one octave.)
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Performance effect select

Press[__] (OTHERS) four times.

F.Er PFM EFCT SEL> *
Effect =delaalitime=1.50z ps=+22 fh=A)

& Function
Select a performance effect.

m Settings
off, delayl, panl, chordl, ... delay4, pand, chord4

& Explanation
This setting determines the effect used by this per-
formance.
There are three types of effect, and four memories
(four different settings) for each type of effect. l.e,
the V50 remembers a total of 12 different performance
effects. (To set each effect memory, see page 111.)
Select one of the twelve performance effects from the
following.

delay (1 -4)
You will hear an “echo” or “delayed repeat” of the
same note (or a different note) that you played.

pan (1 -4)
When both L and R outputs are used, the sound will
move from sde to Sde.

chord (1-4)
Playing a single note will produce a chord.

® Page 111 explains how to set the performance effect
memories.

e If you st the performance effect to "off", there
will be no effect.

e The “delay” and “chord” performance effects apply
only to the lowest-numbered instrument that is
sounding.

e The “pan” performance effect applies to dl in-
struments whose output assign is either L or R.

— Note:
If the maximum notes setting is less than the number
of notes in the chord of the “chord” performance effect
memory, the chord will not sound correctly.

[nstruments whose output assign is set "off" or
“L + R” will not be affected by the “pan” performance
effect.

This “performance effect” has no connection with
the “DSP effect” discussed in the following item.
Please do not confuse them.
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Effect on/off

Press[EFEECT]. The upper line of the display will show
the type of currently selected effect. If is
pressed (the LED is lit), the display will show “BYPASS'.

FED EFCTY Ho.= 1:RevHall
L s T = T N S R " Y A

¥ Function
Turn the effect on/off for each instrument.
m Settings
off, on
& Explanation
When st to “on”, the selected effect (see the next
function) will apply to that instrument.

___ Note

Effect on/off cannot be set for instruments whose
maximum note setting is O (or when DVA is used
whose reserve note setting is "off").

Effect select, effect balance

Press|EFFECT] twice. If is pressed (the LED
is lit), the display will show “BYPASS’.

F.ED EFCT)FSelect  >Balance +
l:Reverkh Hall 58 %
‘ ) (g —

(1) Effect select

B Function
Select the type of effect to use.
m Settings
Select one of the following types of effect.

0: off
No effect

1: Reverb Hall
Reverberation of a large hall

2: Reverb Room
Reverberation of a smaller room

3. Reverb Plate
Reverberation typica of a plate reverb unit

4: Delay
Delayed sound

5. Delay L/R
Delayed sound spread to left/right



6. Stereo Echo
Echo spread left/right

7. Distortion Rev.
Combination of distortion and reverb

8: Digtortion Echo
Combination of distortion and echo

9. Gate Reverb
Reverberation with “artificialy” fast cutoff

10: Reverse Gate

Reverberation smulating backwards tape playback

11: Early Ref
Adds early acoudtic reflections to the sound

12: Tone Control 1
Simulated equalizer

13: Delay & Rev.
Combination of delay and reverb

14: DelayL/R & Rev.
Combination of delay L/R and reverb

15: Dist. & Delay
Combination of distortion and delay

16: Church
Reverberation smulating a church

17: Club

Reverberation smulating a music club

18: Stage

Reverberation smulating a larger live music club

19: Bath Room
Reverberation smulating a bathroom

20: Metal
Metdlic reverberation

21: Tunnd
Reverberation smulating a tunnel

22: Doubler 1
Doubling effect

23: Doubler 2
Doubling effect (spread left and right)

24 Feed Back Gate
Gate reverb with feedback

25: F. Back Reverse
Reverse gate with feedback

26: Feed Back E/R
Early reflections with feedback

27. Delay & Tonel
Combination of delay and tone control 1

28: DIy L/R & Tonel
Combination of delay L/R and tone control 1

29: Tone Control 2
Tone control using low pass filter and high pass filter

30: Delay & Tone2
Combination of delay and tone control 2

31: Dly L/R & Tone2
Combination of delay L/R and tone control 2

32: Digtortion
Distortion effect

Note:
Settings for “Balance’, “Out Level” and “Stereo Mix”
will vary for each effect.

(2) Effect balance

& Function
Set the-volume balance of the unprocessed sound and
the effect.

m Settings
0% - 100%

m Explanation
As you increase the setting, the effect sound will be-
come louder. As you decrease the setting, the un-
processed sound will become louder.

— Note:
At a setting of 0% the effect will not be heard, and
you will hear only the unprocessed sound. At a setting
of 100% the unprocessed sound will not be heard,
and you will hear only the sound of the effect.

Since the number keys enter two-digit numbers,
it is not possible to directly enter a vaue of 100. If
you need to enter a value of 100, use the data entry
dider or — 1/ + 1 keys after entering 99.

Effect output level, stereo mix

Press[EFFECT] three times. (If effect sdlect is turned
off, you will not be able to select this function.)

F.ED EFCT3kIutlevel >StereoMix +
e % on

' ) () —
(1) Effect output level

& Function
Set the output volume of the effect.
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® Settings
0% — 100%

® Explanation
This determines the combined volume of the un-
processed sound and the effect explained in the pre-
vious function. 100% is maximum, and at 0% there
will be no sound.

— Note:
At a setting of 0% you will hear neither the unproc-
essed sound nor the effect sound. (However if the
stereo mix explained in the next function is “on”, you
will hear only the unprocessed sound.) If this level
is too high, the sound may distort. If so, lower the
level.

(2) Stereo mix

& Function
Add the sound from the effects unit to the unprocessed
gereo mix.

m Settings
off, on

W Explanation
The input signa to the effects unit is monaura. This
means that when stereo mix is st to “off”, insruments
in a performance will be heard in mono even if their
output assign setting is L or R.

By setting stereo mix to “on”, the effect sound
(monaural) will be added to the unprocessed L/R
performance mix (stereo). This alows you to retain
the feeling of stereo while using an effect. (This will
make the stereo field appear a hit narrower.)

The following diagram shows the flow of the
unprocessed and effect signals.

Effect parameters

Press[EFFECT] four times. (If effect sdect is turned
off, you will not be able to select this function.)
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= Function
Make individual adjustments for each effect.

m Settings
Each type of effect has different settings (see following
chart).

& Explanation
This is where you make individua adjustments for
each effect, as shown in the following chart. It is also
possible to copy the settings for an effect from another
performance or voice (see page 120).

Settings for 1. Reverb Hail, 2: Reverb Room, 3: Reverb Plate,
16: Church, 17: Club, 18: Stage, 19: Bath Room, 20: Metal

Parameter Settings Comment

Time 0.3 sec — 10.0 sec | Specify the time it takes for the
reverb to decay. Long settings
(long reverb times) cause a
slower decay.

LPF 1.25 KHz- Specify the low pass filter set-
12.0KHz, thru |tings.  Frequencies above the
specified setting will be removed.
When “thru” is selected, this filter
will not be used.

Delay 0.1 ms-50 ms Specify the time until the first
reflection (the beginning of re-
verberation). As this setting is

increased, there will be a longer

wait before reverberation begins.

Settings for 4: Delay

Parameter Settings Comment

Time 0 ms-300 ms Specify the time until the first
delayed sound. As this setting
is increased, there will be a longer
wait before the delayed sound

appears.

FB Delay | 0 ms—-300 ms Specify the time between repeats
(i.e., “feed back”) of the delayed
sound. As this setting is in-
creased, there will a longer time
between one delayed sound and

the next.

FB Gain | 0%-99% Specify the amount of feedback.

For a setting of 0%. there will be

only a single delayed sound.




Settings for 5: Delay L/R, 6:

Stereo Echo

Parameter Settings

Comment

Settings for 9: Gate Reverb, 10: Reverse Gate, 11: Early Ref

Lch Dly | 0 ms—300 ms

Specify the delay time for the left
channel. As this setting is in-
creased, there will be a longer
wait until the first delayed sound
from the left channel.

Parameter

Settings

Comment

Size

0.5-3.2

Specify the size of a hypothetical
room. Larger settings will cause
a more spacious effect.

Rch Dly | 0 ms—300 ms

Specify the delay time for the
right channel. As this setting is
increased, there will be a longer
wait until the first delayed sound
from the right channel.

LPF

1.25 KHz-
12.0 KHz, thru

Specify the low pass filter set-
tings. Frequencies above the
specified setting will be removed,
When “thru” is selected, this filter
will not be used.

FB Gain|0%-99%

Specify the amount of feedback.
For a setting of 0%, there will be
only a single delayed sound.

Delay

0.1 ms-50 ms

Specify the time until the effect
begins. As this setting is in-
creased, there will be a longer
wait before the delayed sound
appears.

Settings for 7:Distortion Rev.

Parameter Settings

Comment

Time 0.3 sec-18.3 sec

Specify the time it takes for the
reverb to decay. Long settings
(long reverb times) cause a
slower decay.

Settings for 12: Tone Control

Parameter

Settings

Comment

Dist. 0%-100%

Specify the amount of distortion.
Higher settings will cause more
distortion.

Low

-12dB-+12dB

Low frequency control (shelving
band pass filter at 800Hz). Pos-
itive settings boost, and negative
settings cut.

Reverb 0%-100%

Specify the amount of reverb.
This determines the balance of
reverb and distortion.

Middle

-12dB-+12dB

Middle frequency control (pres-
ence band pass filter at 1260Hz).
Positive settings boost, and ne-
gative settings cut.

Settings for 8: Distortion Echo, 15: Dist. & Delay

High

-12dB-+12dB

High frequency control (shelving
band pass filter at 3KHz). Positive
settings boost, and negative
settings cut.

Parameter Settings

Comment

Time 0 ms-300 ms

Specify the time until the first
delayed sound. As this setting
is increased, there will be a longer
wait before the delayed sound
appears.

Settings for 13: Delay & Rev.

FB Gain | 0%-99%

Specify the amount of feedback.
For higher settings, there will be
more delay repeats.

Dist. 0%-100%

Specify the amount of distortion.
Higher settings will cause more
distortion.

Parameter

Settings

Comment

RevTime

0.3 sec.—10.0 sec

Specify the time it takes for the
reverb to decay. Long settings
(long reverb times) cause a
slower decay.

Delay

0 ms.—152 ms

Specify the delay time. As this
setting is increased, there will
be a longer wait before the de-
layed sound appears.

FB Gain

0%.-99%

Specify the amount of delay
feedback. As this setting is in-
creased, there will be more delay
repeats.
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bf ft10Om Settings for 14:DelayL/R & Rev.

Parameter

Settings

Comment

Settings for 23: Doubler 2

RevTime

0.3 sec.—10.0 sec

Specify the time it takes for the
reverb to decay. Long settings
(long reverb times) cause a
slower decay.

Parameter

Settings

Comment

Lch Dly

0 ms.—300 ms

Specify the delay time for the left
channel. As this setting is in-
creased, there will be a longer
wait until the first delayed sound
appears from the left channel.

Lch Dly

0.1 ms-50 ms

Specify the delay time for the left
channel. As this setting is in-
creased, there will be a longer
wait before before the delayed
sound appears from the left
channel.

Rch Dly

0 ms.—300 ms

Specify the delay time for the
right channel. As this setting is
increased, there will be a longer
wait until the first delayed sound
appears from the right channel.

Rch Dly

0.1 ms-50 ms

Specify the delay time for the
right channel. As this setting is
increased, there will be a longer
wait before before the delayed
sound appears from the right
channel.

Settings for 21: Tunnel

LPF

1.25KHz-12.0KHz

Specify the low pass filter setting,|
Frequencies above the specified
frequency will be cut.

Parameter

Settings

Comment

RevTime

0.3 ms-10.0 ms

Specify the time it takes for the
reverb to decay. Long settings
(long reverb times) cause a
slower decay.

Delay 0.1 ms-300 ms Specify the delay time. As this
setting is increased, there will
be a longer wait before the de-
layed sound appears.

FB Gain | 0%-99% Specify the amount of delay

feedback. As this setting is in-
creased, there will be more delay
repeats.

Settings for 24: Feed Back Gate, 25: F. Back Reverse, 26: Feed

Back E/R

Parameter Settings Comment

Size 0.5-3.2 Specify the size of a hypothetical
room. Larger settings will cause
a more spacious effect.

LPF 1.25KHz-12.0KHz | Specify the low pass filter setting.
Frequencies above the specified
frequency will be cut.

FB Gain | 0%-99% Specify the amount of delay

Settings for 22: Doubler 1

feedback. As this setting is in-
creased, there will be more delay
repeats.

Settings for 27: Delay & Tonel, 28: Dly L/R & Tonel, 30:

Delay & Tone2, 31: Dly L/R & Tone2

Parameter Settings Comment

DlyTime | 0.1 ms-50 ms Specify the time until the delayed
sound. As this setting is in-
creased, there will be a longer
wait before the delayed sound
appears.

HPF 160 Hz- Specify the high pass filter set-

1000 Hz, thru | ting. Frequencies below the

specified frequency will be cut.

LPF 1.25KHz-12.0KHz | Specify the low pass filter setting.

Frequencies above the specified
frequency will be cut.
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Parameter Settings Comment

Bril 0-12 Specify the brightness of the
sound. Larger settings will result
in a brighter sound.

Delay 0.1 ms-300 ms Specify the delay time. As this
setting is increased, there will
be a longer wait before the de-
layed sound appears.

FB Gain | 0%-99% Specify the amount of delay

feedback. As this setting is in-
creased, there will be more delay
repeats. For a setting of 0%. there
will be no second or subsequent
delay sound.




Settings for 29: Tone Control 2

Parameter Settings

Comment

HPF 160Hz—
1000Hz, thru

Specify the high pass filter set-
ting.  Frequencies below the
specified frequency will be cut.

Middle -12dB—+12dB

Mid range control. + is boost, -
is cut. (This is a presence-type
band pass filter with the fre-
quency fixed at 1260Hz.)

LPF 1.25KHz-12.0KHz

Specify the cutoff frequency for
the low pass filter. Frequencies
above the specified frequency
will be cut.

Settings for 32: Distortion

1000 Hz, thru

Parameter Settings Comment

Dist. 0%-100% Specify the amount of distortion.
Higher settings will cause more
distortion.

HPF 160 Hz- Specify the high pass filter

ting.  Frequencies below the
specified frequency will be cut.

LPF 1.25KHz-12.0KHz

Specify the cutoff frequency for

the low pass filter. Frequencies
above the specified frequency
will be cut.
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CHAPTER 3. VOICE EDIT

This chapter explains how to create and modify voices. You will learn to use FM tone
generation to make your own original sounds.

THE BASICS OF FM TONE GENERATION

Here we will briefly explain the FM tone generator system used in the V50 and in

most Yamaha synthesizers.

Operators

The heart of FM synthesis is the “operator”. An operator
is an oscillator — a device that produces a signal. The
V50 has four of these operators, and a voice is created
using these four operators. Each operator can be con-
trolled in three ways.

Output leve ..... The level (volume) of the signa pro-
duced by the operator

Pitch....cccoeveeenee The pitch of the signal produced by the
operator

Waveform........ The shape of the signd produced by
the operator

Combinations of operators

We have mentioned that these four operators are com-
bined to make a voice. To keep things smple, we will
be using only two operators in our example. There are
two ways in which these two operators (A and B) can
be arranged.

(1) Two operators arranged horizontally

By

Sound output

Resuiting sound

The sound of operator A and operator
B mixed
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(2) Two operators arranged vertically

& ]

Sound output

Resuiting sound

The sound of operator A modulated
by operator.B

In the case of (1), the two sounds of the operators
A and B are mixed. In the case of (2), the upper
operator B modulates the sound of the lower oper-
ator A. The sound you hear is the modulated sound
of operator A, and operator B cannot be heard. To
summarize,

Arranged horizontally.... Both  operators  produce
sound.

Arranged verticdly ........ The upper operator modifies
the sound of the lower opera
tor. The lower operator pro-
duces sound.

Carrier and modulator

When arranged verticaly, the two operators act in two
entirely different ways; either as a“carrier” or as a
“modulator”.

Modulator ...... An operator which modulates the sound
of another operator (B in the diagram).

Carrier ........... An operator which produces sound (A
in the diagram).



When arranged horizontally, both operators act as
carriers. (They both produce sound.) The V50 has four
operators. When these four operators are arranged in
various ways, each operator acts either as a carrier or
as a modulator as shown in the following diagram.

“M" indicates that the operator acts as a modulator
“C" indicates that the operator acts as a carrier E

G0 04
Lf! Ifl' Ifl Ifll_;u I_IC_! c
! ! !

When al operators are arranged horizontally, each one
acts as a carrier. When al operators are arranged ver-
ticaly, the lowest one acts as a carrier and the other three
act as modulators.

Algorithm

An arrangement of operators is caled an “agorithm”.
The V50 has eight algorithms. These eight algorithms
(numbered 1 — 8) are shown on the right side of the front
panel. Each operator ‘in an agorithm is numbered 1 - 4.
Page 40 explains the characteristic sounds possible with
each dgorithm.

Factors determining the tone of a voice

There are many settings that affect the tone of a voice,
but the following six are the most important.

(1) Algorithm (ALGORITHM)

It is important to choose an appropriate algorithm for
the sound you want to create. This selection determines
whether each operator acts as a carrier or as a modulator.

(2) Output level of each operator
(OUTPUT LEVEL)

The output level of a carrier operator will determine
volume, and the output level of a modulator operator
will determine the brightness of the sound produced by
the operator (carrier) it is modulating.

Carrier — n « Carrier

The output levels of operators A and
B determine the mixture (balance) of the
two sounds.

Modulator — u
Carrier—

The output level of operator B determines
the brightness of the sound produced by
operator A. The output level of operator
A determines the volume.

Pitch of each operator
(OSCILLATOR FREQUENCY)

The resulting tone is affected by the relative pitch of the
operators.

Waveform of each operator

Each operator can produce one of 8 different waveforms.
Each waveform has a different harmonic content (a
different tone), alowing you to select the most suitable
waveform for the sound you warnt.

Envelope generator (ENVELOPE GENERATOR)

All instruments (piano, organ, brass, etc.) have a char-
acterigtic rise and fal in the sound. To smulate this,
each operator has a function that regulates its output
over time. This is known as the “envelope generator”,
or “EG” for short.

It will take a bit of practice to use these six elements to
create the sound you want, but as you become more
experienced you will find that creating voices enjoyable
and rewarding.
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ABOUT VOICE EDITING

Broadly speaking, there are two ways to edit voices.

(1) Partially modify an existing voice to cregte a new
voice.
(2) Create a completely new voice from scratch.

When first learning how to edit voices, it will be easier
to start with method (1). You can modify internal, card,
or preset voices. Remember that the voice you create
can be stored only as an internal voice or card voice.
(It is not possible to store a voice into preset voice me-
mory.)

When using method (1), enter single play mode and
select the voice you want to edit. When using method
(2), you must first create an “initialized” voice using the
function “Init” (initialize) (see page 117).

—Note:
After editing a voice, do not forget to store it (see
page 119). If after editing a voice, you select another
voice without storing the voice you edited, your edits
will be replaced by the previous voice data. However,
you can recall the data you were editing by using the
recal function in (see page 117).

____Initialized voice
“Initialized" means that many of the settings are set
to their minimum or most basic value. The initiaized

voice will produce the simplest possible sound (a sine
wave) from operator 1.

While editing a voice, you can compare the results of
your editing with the original voice by using the
“compare” function (see page 121).

OPERATOR ON/OFF

Whenever you are editing a voice, the upper left of the
display will show a row of numbers such as “1111”

ellll

From |eft to right, these indicate whether operators 1 — 4
areon ("1") or off ("0"). Operators can be turned on/off
using (operator 1), (2] (operator 2), =]
(operator 3), and (operator 4).

Operator

1 2 3 4
SO NC
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When an operator is turned off, that operator will not
produce a signal. This means that if you turn al four
operators off, there will be no sound at all.

Turning an operator on/off is often useful when you
need to check the sound of just one operator, or check
the effect of an operator that is acting as a modulator.

— Note:
This operator on/off function is provided as a con-
venience when editing. It is not possible to store a voice
with an operator turned off. (The voice will be stored
with dl operators turned on.) If a certain operator
IS unnecessary in the voice you are creating, you can
set its output level to O (see page 48).




VOICE EDITING
________________________________________________________________________|

About quick edit

“Quick edit” is not one of the settings within a voice.
It is a function which alows you to make severd settings
a the same time. For instance, it alows you to adjust
the envelope generator or the output level of al operators
a once. It is very useful when making minor overal
modifications to a voice.

The indicator displayed to the right of the " ® " shows
the relative change. Initialy, the indicator will show that
nothing has been changed, and that the settings are in
their origind state. As you move the data entry dider
or use the buttons, you will see the indicator
change as follows.

B R o o T U |

— Original — Higher
Lower setting g

If you leave quick edit mode and then return to quick
edit mode, the indicator will show 4 again, and you
can use quick edit to modify the settings from the new
“original” state. The exact vaue for each operator is
displayed at the right.

__Note:
Remember that quick edit is not one of the settings
within a voice, and there is no “quick edit” value
which is stored as part of the voice.

The quick edit data range is approximately
+ 50. This means that for some settings, the minimum
or maximum vaues may not be reached even though
the quick edit setting is a minimum or maximum.

Quick edit (attack)

Press [TR1] (QUICK EDIT).

elill QUICK? oP1 OF2 0PI OP4 ¥
ALE 4 ATTRCK+ 4+ 15 2% 2% 18

& Function
Simultaneoudy modifies the AR and D1R of al op-
erators.

& Explanation

If you decrease the value below the initial position
of the indicator, the envelope generator AR (AT-
TACK RATE) and D1R (DECAY 1 RATE) settings
for al operators will be reduced, resulting in a dlower
attack. If you increase the value, the AR and D1R
will be increased, resulting in a faster attack. (The
display shows only the AR for each operator.)

Note:

When you use this quick edit function, the envelope
generator AR and D1R of all operators will be

changed.

Quick edit (release)

Press (QUICK EDIT) twice,

elill QUICK) OF1 OP2 OPS OP4 %
ALG ¢ RELEAS+ + 8 5 g 11
 Function
Simultaneoudy modifies the RR of al operaors.
& Explanation

If you decrease the vdue below the initid position
of the indicator, the envelope generator RR (RE-
LEASE RATE) settings for al operators will be re-
duced, resulting in a dower decay. If you increase the
value, the RR will be increased, resulting in a faster
decay. (The display shows the RR for each operator.)

Note:
When you use this quick edit function, the envelope
g

enerator RR of al operators will be changed.

Quick edit (volume)

Press (QUICK EDIT) three times.

21111 BUICK? OF1 OFZ OF3 OP4 . %
ALG ¢ UOLUMEs + o8 2% &3 93

& Function
Simultaneoudy modifies the output level of al op-
erators that are acting as carriers.

B Explanation

If you decrease the value below the initia position
of the indicator, the output level settings for all op-
erators that are acting as carriers will be reduced,
resulting in a lower volume. If you increase the value,
the output level settings will be increased, resulting
in a louder volume. (The display shows the output
level values for each operator.)

—Note:
When you use this quick edit function, the output level
of al operators acting as carriers will be changed.
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Quick edit (brilliance)

Press (QUICK EDIT) four times

ellill QUICKS OF1 OF2 OP3 OP4 ¥
ALGE 4 BRIL + 4+ 9% 8% 58 99

EFunction
Simultaneoudy modifies the output level of dl op-
erators that are acting as modulators.

W Explanation

If you decrease the vadue below the initid postion
of the indicator, the output level settings for al op-
erators that are acting as modulators will be reduced,
resulting in a more muted tone. If you increase the
value, the output level settings will be increased, re-
aulting in a brighter tone. (The display shows the
output level values for each operator.)

Note:

When you use this quick edit function, the output level
of al operators acting as modulators will be changed.

Algorithm, feedback

Press (ALGORITHM).

ellll ALG> 443y
FALG=4 231

' Q) - (&——

>Fe§dbacK(UF4?

(1) Algorithm

& Function
Select the agorithm to use.

W Settings
1-8

mExplanation
The agorithm is an arrangement of the 4 operators.
The eight agorithms are printed on the upper right
of the front panel. Select one of the following ago-
rithms.

Algorithm 1:
. Since all four operators are arranged verti-
ﬂ] cally, this algorithm is especially suitable
3] for sounds with complex harmonics, such

as string or acoustic piano sounds. For
example, frequency ratio settings of
1.00:1.00:3.00:5.00 would be suitable for
an electric guitar or bass.

HE
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Algorithm 2:

As with algorithm 1, this algorithm is suit-
able for creating sounds with complex
harmonics. In addition to being suitable for
struck strings or pianos, the feedback of
operator 4 can be used to create a unique
brass sound. It may be useful to start with
frequency ratio settings of 1.00:1.00 for
operators 1 and 2, and try out various set-
tings for operators 3 and 4.

FHH
=

Algorithm 3:

This algorithm is good for resonant brass
sounds or strings with emphasis on the
sound of the bow. Use operators 1 and 4
to create the basic part of the sound, and
operator 3 to create the “resonance” or
“bow scrape”. Try frequency settings of
2.82 or 3.14 for operator ???.

2

HE

Algorithm 4:

As with algorithm 3, this algorithm allows
you to add interesting details to realistic
sounds. Since there is no feedback on op-
erator 2, it is suitable for flute and other
wind sounds. Set the output level of op-
erator 4 to 99 to create noise, and use it
as the breath sound of a flute.

=Hel
5

Algorithm 5:

This algorithm has two carriers, and allows
you to create detuned strings or electric
pianos. Another possibility is using opera-
tors 1 and 2 to make a flute sound, and
operators 3 and 4 to make a brass sound.
This may be the algorithm with the broadest
possibilities.

[ &

Algorithm 6:

Since the feedback of operator 4 applies
to operators 1, 2, and 3, it is the algorithm
most suited for brass sounds. Giving op-
erators 1, 2, and 3 the same EG settings
and making the AR of operator 4 a bit slower
will create an effective brass sound. This
algorithm is also useful for creating pow-
erful synth lead sounds.

=
]
5

Algorithm 7:

This algorithm has three carriers, and op-
erators 1 and 2 will produce the exact sound
of the selected waveform. Organs are a
good possibility, and you can try making
a click sound with operator 4, or making a
hard electric organ by using operators 3
and 4 to create distortion.

1] (2] 3] [4]]

Algorithm 8:

All operators will produce the exact sound
of the waveform selected for each, making
this algorithm especially suitable for organ
sounds. Modifying frequency and detune
will give interest to the sound.




(2) Feedback

B Function
Set the feedback levd.

& Settings
0-7

m Explanation

Feedback is a function that allows the output of
operator 4 to modulate operator 4 itself. Raising the
feedback level has an effect similar to connecting two
operators as carrier and modulator, and will increase
the brightness of the sound. This is especialy useful
when making voices such as brass or strings, or noise
effects. If feedback is set to 0, the operator will
function in the same way as the other operators
without feedback.

__Note:
Feedback will have no effect unless the output level
of operator 4 is raised.

LFO (wave, speed, delay, key sync, PMD, AMD)

Press (LFO).

ellll LFODMUAVE »SPLDLYFSYHC HPMD SAMD
ALE 4 triangl 29 1¥  off 1Y 351

I.....(-‘)___J L2~ +{3)— —(4)— L(5)._|i L(6)—

The LFO causes repeating change in tone, volume, or
pitch.

Repeating change in tone (wah): The tone will a-
ternately become brighter and softer.

Repeating change in volume (tremolo): The volume
will aternately become louder and softer.

Repeating change in pitch (vibrato): The pitch will
aternately become higher and lower.

(1) Wave

& Function
Select a waveform or “shape” for the repeating
change.

B Settings
saw up, square, triangle, S/Hold

& Explanation
The wave selected here will determine the “shape”
of the vibrato, tremolo, or wah. Select from the fol-
lowing four waveforms. SHold (sample and hold)
causes random change.

saw up Change

Time
triangle  Change 1 ‘

Time

S
guare Change
Time
S/Hold Change
Time

(2) Speed

B Function
Set the speed of the repeating change (vibrato, tre-
molo, wah).

W Settings
0-99

| Explanation
A vaue of 0 gives the dowest change, and as the vaue
is increased, the speed of change increases.

Change
‘Time«~ Slow change
Change
Rapid change = —E%Avﬁme

(3)Delay

B Function
Set how soon the repeated change will begin.

® Settings
0-99

& Explanation
A vaue of 0 makes the repeated change begin im-
mediately (i.e., no LFO delay), and as the vaue is
increased, the repeated change will begin more gra-
dually, as shown in the diagram.

Ch
When delay = 0 wnee \//\\//\\//\\//\v Time

Time when a note is played— | Immediate repeated change

When delay is increased

Dela
y Effect begins. graduaily
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(4) Key sync

B Function

Ways to add vibrato

Make the LFO dtart from the same position for each
note.

W Settings
off, on

W Explanation

When key sync is on, the LFO waveform will start
over again from the same position each time you play
another note. When key sync is off, the LFO waveform
will continue repeating in the same way whether or
not notes are being played.

If you want each new note to have the same type
of attack, set key sync on. When smulating rotary
speakers, phasers, etc., set key sync off.

Sync on .
LFO wave starts over
~for each note

Change x / NG /\ Time
—~ <N

Sync off Anoteisplayed The next note is played

Changef } .
\\// - \//\\//. Time
E ~LFO wave continues whether
. or not notes are being played
(5) PMD
N Function
Set the depth of vibrato (pitch modulation).
B Settings
0-99
& Explanation

A sdtting of 0 gives minimum effect, a setting of 99
gives maximum  effect.

There will be times when you want a voice to
aways have vibrato, and other times when you want
to be able to bring in vibrato using a modulation wheel
or breath controller. This PMD setting is the depth
of vibrato that will always be present in the voice. If
you want to bring in vibrato using a modulation whee
or breath controller, leave this PMD setting at 0.

— Note:
When the sengitivity setting for PMS (see page 43)
isat 0, there will be no vibrato even if you raise the
PMD value.

If you want to bring in vibrato using a modulation
wheel or breath controller, raise the pitch setting (MW
Pitch, BC Pitch, etc.) for that controller.
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Type of vibrato PMD setting| PMS setting|  *setting

— Note:

Always present raised raised 0
Add using a controller 0 raise raise
* indicates

When using the foot controller
(8] (FUNCTION) FC Pitch setting
When using the modulation wheel
(FUNCTION) MW Pitch setting
When using the breath controller

[C2_]J(FUNCTION) BC Pitch setting
When using aftertouch
[C2_J(FUNCTION) AT Pitch setting

(6) AMD

& Function
Set the depth of tremolo or wah.

W Settings
0-99

& Explanation
A sdtting of O gives minimum effect, a setting of 99
gives maximum effect.

There will be times when you want a voice to
aways have tremolo or wah, and other times when
you want to be able to bring in tremolo or wah using
a modulation whedl or breath controller. This AMD
sdtting is the depth of tremolo or wah that will always
be present in the voice. If you want to bring in tremolo
or wah using a modulation whed or breath controller,
leave this AMD setting at O.

When the AMS of an operator acting as a carrier
is raised, this AMD setting regulates tremolo.

When the AMS of an operator acting as a mo-
dulator is raised, this AMD setting regulates wah.

When the sengitivity setting for AMS (see page 43)
isa 0 or off, there will be no tremolo or wah even
if you raise this AMD vaue.

If you want to bring in tremolo or wah using a
modulation wheel or breath controller, raise the
amplitude setting (MW Amplitude, BC Amplitude,
etc.) for that controller.

Ways to add tremolo

AMD setting)] AMS setting
* setting
Carrier | Modulator
Always present Raise on off 0
Add using a controller 0 on off Raise




* indicates _ Note:

When_using the foot controller If operator output levels are set extremely low, this

FUNCTION) FC Amplitude settin : :
W usiﬁg o e dalaﬂon wrl?ee| g AMS setting will not have very much effect.

(=] (FUNCTION) MW Amplitude setting

When using the breath controller _ (3) AME (amplitude modulation enable)
E]1(FUNCTION) BC Amplitude setting
When using aftertouch ® Function
(5] (FUNCTION) AT Amplitude setting Determine which operators will be affected by am-
plitude modulation.
Sensitivity (PMS, AMS, AME, EBS, KVS)  Settings
off, on
Press[TR4] (SENSITIVITY). & Explanation
This determines the operators that will be affected
mf é i gEH-ﬁ- FPHS{all) >nriis >§l;j+l§ >EES >Eg‘4 by amplitude modulation. Repeatedly press[ o] to
v step through the operators, and program the values
—()— Y2~ I~ Y (e for each.
If AME is turned on for an operator that is acting
(1) PMS (pitch modulation sensitivity) as a carrier, tremolo (change in volume) will result.
¥ Function If AME is turned on for an operator that is acting
Determine the overall depth of vibrato as a modulator, wah (change in tone) will result.
: — Note:
 Salings If AMS is 0, there will be no effect even if AME is

turned on. In the same way, even if AMS is raised,
® Explanation there will be no effect if AME is turned off.

A sdting of 0 gives no effect, and a setting of 99 gives
maximum  effect.

This determines the overal depth of the vibrato
resulting from the LFO settings for PMD (see page
41) and the pitch settings for each controller.

For details of how to add vibrato, see page 42.

— Note:

If PMD and the pitch settings of the controllers

(modulation wheel, breath controller, etc.) are 0, this
PMS setting will have no effect.

(2) AMS (amplitude modulation sensitivity)

® Function
Determine the overal depth of tremolo or wah.

B Settings
0-3

® Explanation
A sdtting of 0 gives no effect, and a setting of 99 gives
maximum effect.

This determines the overal depth of the tremolo
or wah resulting from the LFO settings for AMD (see
page 42) and the amplitude settings for each con-
troller. For details of how to add tremolo or wah,
See page 42.

This AMS setting will have no effect unless AMD
or the amplitude vaue for one or more controllers
(modulation wheel, breath controller, etc.) is raised.

Some settings may cause smal amounts of noise.

(4) EBS (EG bias sensitivity)

& Function
Allow aftertouch or breath controller to affect tone
and volume.

& Settings
0-7

& Explanation
A setting of 0 gives no effect, and a setting of 7 gives
maximum  effect.

When using using aftertouch or breath controller
to modify the volume or tone, raise this setting. (This
is not a repeating change like tremolo or wah.) For
example if this setting is raised for an operator that
is acting as a modulator, and the aftertouch AT EG
Bias setting is raised, pressing down on the keyboard
after playing a note (i.e., “aftertouch”) would affect
the tone.

This EG bias sengtivity setting is made inde-
pendently for each of the four operators. Repeatedly
press [o] to step through operators 1-+2—3—4,
and program the values for each.
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When this value is raised for a carrier operator,
aftertouch or breath control can affect the volume.
When this vaue is raised for a modulator operator,
aftertouch or breath controller can affect the tone.

_ Note:
If the AT EG Bias setting (see page 53) or the BC
EG Bias setting (see page 52) are not raised, this EBS
setting will have no effect.

When the EBS for an operator is raised, the
overall output level of that operator will decrease.
Aftertouch or breath controller will then be able to
raise or lower the output level of the operator, and
affect the volume or tone.

(5) KVS (key velocity sensitivity)

H Function
Allow the force (velocity) of a note to affect operator
output level.

W Settings
—7—+7

M Explanation
Settings of +1—+7 will make the volume (or
brightness) increase as you play more strongly. Set-
tings of —1—-7 will make the volume (or brightness)
decrease as you play more strongly.

This key velocity sengtivity setting is made in-
dependently for each of the four operators. Repest-
edly press [©o] to step through operators
1-2-3-4, and program the values for each.

When the key velocity sengtivity for a carrier
operator is raised, the force with which a note is played
will affect the volume. When the key velocity sens-
tivity for a modulator operator is raised, the force
with which a note is played will affect the tone.

Note:
If the operator output level is extremely low, this
setting will have little effect.

"Key velocity" is actually detected by measuring
the "speed" at which you play a note.
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Oscillator
(mode, coarse, fine, wave, detune, shift, range)

Press[REY] (OSCILLATOR).

£1111 MHODE SCRSMFINEXOSW YDET
Pl ratio 1.8 Wi{*e) +8

MR RS e e

. L.._.(‘\).___I

1
IF

P f 1 1]

- fix Hi 2535H= 1PEHZ W10l +8

L)~ @)= ()~ H(2)2 L@ 4 H(5)=

111 MMODEXSHFT *RAMBESCRSF INEZOSW YDET
1

Oscillator settings determine the pitch and waveform that
is output by each operator. These oscillator settings are
made independently for each of the four operators.
Repeatedly press[ o] to step through operators
1-2—-3—4, and program the values for each.

The items in the display will depend on the setting
of the oscillator’s mode (see (1), below). If “ratio” has
been sdected, (2) — (5) will be displayed. If “fix" has been
sdlected, (2) — (7) will be displayed.

(1) Mode

 Function
Select the mode of each operator’s oscillator.

m Settings
fix, ratio

M Explanation
Select one of the following two modes.

fix mode

The same pitch will be produced no matter which
note you play. This is often convenient when making
specia effects, or percussion instruments. Specify the
pitch in Hz (hertz: the number of times the waveform
repeats every second).

ratio mode

The note you play will determine the pitch that is
produced. Use this mode when creating normal,
pitched instruments. With a setting of 1 representing
an A3 pitch of 440Hz, specify the pitch over a range
of 0.50 — 27.57. Modifying this setting will change
the pitch as shown in the diagram.

1 octave down 1 octave up ]
LIRA ; X :
O.I50 ...... 1.00 = 2.00 - 3.00 o 400 woeiiene. 2757
L—2 octaves up ———




(2) Coarse

& Function
Set the approximate frequency (pitch)

&/ Settings
0.5 — 2757 in ratio mode, 8 — 32640 in fix mode.

® Explanation
This determines the approximate pitch produced by
the operator. (Make exact settings using the next item,
(3) Fine)
Note:
For fix mode, the "range", and the "shift", setting give
you additiona control over the range of the fixed
frequency. See page 44.

(3) Fine
B Function
Set the exact frequency (pitch).

W Settings
0.5 — 2757 in ratio mode, 8 — 32640 in fix mode.

N Explanation
This adjugts the exact pitch produced by the operator.
(The size of each step will depend on the frequency
range selected by the coarse setting.)

(4) wave

& Function
Select the wave produced by each operator.

® Settings
W1-W8

W Explanation
Select one of the following eight waves.

W W2 W3 g W g W W8
e ot o, o P | e l".' — l'|.| | Tl | e

(5) Detune

& Function
Make fine adjustments in the pitch of each operator.

o Settings
-3~+3

® Explanation
When this is set to O, the operator will produce the
exact pitch indicated by the coarse and fine frequency
settings. Detune alows you to make fine adjustments
in the pitch of each operator. The exact range will
differ for different pitches, but in the case of C3, a

detune setting of -3 results in a pitch change of -2.6
cents, and a setting of +3 results in a pitch change
of +2.6 cents. (1 cent is 1/100 of a half step.)

By setting dight differences in the pitch of oper-
ators, you can create chorusing effects to broaden the
sound.

Note:
Detune is intended to create differences in the relative
pitches of the operators. Setting al operators to the
same detune setting is not very useful.

(6) Shift
& Function
In “fix” mode, select a broad frequency range.
& Settings
LO, HI
& Explanation
When LO is selected, the fix range will be

1Hz — 100Hz. When HI is selected, the fix range will
be 255Hz — 32K Hz.

(7) Range

-m Function

In “fix” mode, select a frequency range.

& Settings
When shift = LO, 1Hz- 100Hz, when shift = HI,
255Hz — 32KHz

B Explanation
When shift is set to LO, arange of 1Hz — 100H can
be selected. When shift is set to HI, a range of
255Hz — 32KHz can be selected.

Envelope generator (AR, D1R, D2L, D2R, RR, shift)

Press ] (EG).

elill ESx kAR SDIR FDIL XDER RE FSHFT
ALS 4 OP1 15 31 s . & 8 off

S R

The envelope generator changes the output level of each
operator over time, and creates changes in volume and
tone from the time the note is played to when the sound
disappears. Two words are especidly important to un-
derstand when setting the envelope generator.

Rate ..... The speed of change from one leve to another
level.
Level .... An output level.
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These envelope generator settings are made separately
for each operator 1 — 4. The number of the operator
currently being set is shown in the lower left of the
display. Repeatedly press["o ] to step through operators
1-2-3-4, and make settings for each.

As shown in the diagram, an envelope generator
uses four “rates’ and one “level” to modify the output
of each operator over time. (A similar diagram is printed
on the right side of the V50 front panel.)

It is possible to copy the settings of an envelope
generator to another operator (see page 120).

Output level

SHIFT

Minimum level .. \"

“— AR ——5%~ DIR D2R RR —3

Key is bressed ‘ Key is released

Attack rate (AR) ..o The speed of the change from minimum
to maximum level, starting when a key
is pressed.

Decay 1 Rate (DIR) .......... The speed of the change from maximum
to DI1L level, starting when maximum
level is reached.

Decay 2 Rate (D2R) .......... The speed of the decay from D1L level.

Release Rate (RR) .......... The speed of the decay starting when
the key is released.

Decay 1 Level (D1L)......... The level after decaying from the max-
imum level.

These settings result in a change as follows.

(1) When a key is pressed, the output level rises at the
rate of AR to the maximum level.

(2) When the maximum level is reached, the ouput level
decreases a the rate of DIR to the level DIL.

(3) While the key remains depressed, the level will
continue to decrease a the rate of D2R.

(4) When the key is released, the level will decrease a
the rate of RR.

(1) AR

& Function
Set the rate at which the output level rises to maxi-
mum.

m Settings
0-31

& Explanation

A setting of 0 is infinitely dow, and a setting of 31
IS the fastest attack.
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Time

(2) D1R
B Function
Set the rate at which the level decreases to D1L.
o Settings
0-31
& Explanation

Higher settings create a greater feeling of attack, and
lower settings create a Sower decay.

Note:
Fthe DI1L is close to the maximum of 15, this D1R
St

ting will have little effect.

(3) D1L

mFunction
Set the level to which the output will decay after
reaching maximum.

m Settings
0-15
& Explanation

When D2R is 0, this D1L leved will be the level of
the sustained sound.

(4) D2R

& Function
Set the rate a which the level decreases after reaching
DI1L.

B Settings
0-31

8 Explanation
When this D2R is O, the output will stay at the D1L
level as long as the key is depressed.

(5) RR
B Function

The rate of the decay after the key is released.
= Settings

| - 15

| Explanation
Larger settings result in a faster (shorter) decay.

(6) Shift (EG shift)

& Function

Select the width of change produced by the envelope
generator.

m Settings
off, 48, 24, 12



& Explanation
This EG shift setting selects the level difference be-
tween maximum and minimum levels.

off ...... The minimum level of the EG is 96dB beow
the maximum levdl.

48 ........ The minimum level of the EG is 48dB beow
the maximum levdl.

24 ... The minimum level of the EG is 24dB bdow
the maximum levdl.

12 The minimum level of the EG is 12dB below
the maximum level.

Settings of 12-48 will mean that the operator will be
producing sound even when no key is pressed. (This is
normally used on modulator operators.)

Note:
If a setting other than “off” is used on an operator
that is functioning as a carrier, the sound will continue
even when no key is pressed.
Operator 1 is permanently set to "off".

Pitch envelope generator
(PR1, PL1, PR2, PL2, PR3, PL3)

Press (PEG)

2111l PEG) FPR1 *PL1 >PRZ2 >PLZ »PR3 »PL3
ALG 4 OF1 %2 SB 99 58 99 5@

M~ Y L) H@) Y= (@

The pitch envelope generator modifies the pitch over
time. It applies to the entire voice (al operators). The
pitch envelope generator uses three rates and three levels,
as shown in the diagram.

Higher pitch 99] N ;

Normal pitch 50 b : . Time
Lower pitch or g
i PRI 5K PR2 —eed “ PR3 —!

Key is pressed Key is released

PR1...... Rate of pitch change from PL3 to PL1 starting
when key is pressed.

PR2...... Rate of pitch change from PL1 to PL2.

PR3...... Rate of pitch change to PL3 starting when key
IS released.

PL1......Pitch level moved toward when key is pressed.

PL2...... Pitch level maintained while key remains
pressed.
PL3...... Pitch level moved toward when key is relased.

(1) PR1, PR2, PR3

& Function
Set the rates of PEG pitch change.

o Settings
0-99

& Explanation
Higher settings result in faster change. Lower settings
result in dower change.
PR1 is the rate of pitch change from PL3 to PL1
dtarting when the key is pressed.
PR2 is the rate of pitch change from PL1 to PL2.
PR3 is the rate of pitch change to PL3 starting
when the key is released.

(2) PL1, PL2, PL3

& Function
Set the levels of PEG pitch change.

M Settings
0-99

| Explanation

A setting of 50 is the correct pitch of the key that
was pressed. A setting of 99 is 4 octaves higher, and
a setting of 0 is 4 octaves lower.

When you press the key, the pitch will move to-
ward PL1.

If you continue pressing the key, the pitch level
PL2 will be maintained.

When you release the key, the pitch will move
toward PL3.

— Note:
If the pitch envelope generator is used to create ex-
treme variations in pitch, it will be difficult to hear
the “true” pitch of the sound.

If extremely high or low pitch levels are set, the
pitch change may appear uneven.
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Output level

Press[TR8] (OUT LEVEL)

ellil OUT LEUEL)FDPI »0P2 XOFE FOP4

ALE & g2 S8 99
& Function

Set the output level for each operator.
& Settings

0-99

W Explanation

At a setting of 0 there will be no output, and a setting
of 99 is maximum.

The output level of an operator that is acting as
a carrier will determine the volume. The output level
of an operator that is acting as a modulator will de-
termine the tone of the operators below it.

If you do not need to use an operator, you can
et its output level to O.

Note:

If you set the output level of dl carrier operators to
0, there will be no sound.

Keyboard scaling (rate)

Press[TR7] (SCALING)

e11ll SCALINGY BOP1 OP2 >OPZ SOFZ t
ALG 4 RATE 1 Q 15 1

Keyboard rate scaling adjusts the rate of change of the
envelope generator for each operator across the key-
board.

& Function
Set how the envelope generator rates are adjusted
across the keyboard.

| Settings
0-3

B Explanation
A setting of 0 has amost no rate scaling effect, and
a setting of 3 has maximum scaling effect. The fol-
lowing diagram shows the result of keyboard rate
scaling.

Low notes
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High notes

(=%

When low notes are played, the envelope changes gra-
dualy, and when high notes are played, the envelope
changes rapidly.

If keyboard rate scaling is applied to carrier oper-
ators, low notes will have a gradua attack and a long
release, and high notes will have a sharp attack and short
release. If keyboard rate scaling is applied to modulator
operators, low notes will have a dow change in tone,
and high notes will have a rapid change in tone.

Keyboard scaling (level)

Press [TR7] (SCALING) twice.

elill SCALIME:  BOP1 OPE HOPZ OPZ ¥
ALE 4 LEVEL +17 +3& +B 0 -2

& Function

Set how the output level of each operator is adjusted
across the keyboard.

| Settings
—-99—+99

& Explanation
A setting of O has no effect, and 99 or -99 have
maximum effect. The following diagram shows the
result of keyboard level scaling for a setting of

+ 1—+99. (Settings of — |- — 99 will have the op-
poste effect.)
Low notes High notes

Low notes will have a higher output level, and high notes
will have a lower output level.

If keyboard level scding is applied to carrier oper-
ators, higher notes will have lower volume. If keyboard
level scaling is applied to modulator operators, higher
notes will have softer tone.



Transpose

Press (TRANSPOSE)

=

ALE < C3 in

1111 TRAMSPOSEY Mdiddle ©  *KBD

Function
Transpose the pitch played by C3 in half steps.

Settings
C1-C5

Explanation
The V50 front panel has a mark indicating “C3",
located roughly at the center of the keyboard. This
transpose function modifies the pitch played by the
C key below the “C3” mark.

Normally this is set to C3.

Pressing akey C1 — C5 will specify the new
transpose setting.

Poly/mono mode select, pitch bend wheel range,

foot switch

Af

ter pressing [__] (FUNCTION), press the[_]

below “PBetc” in the display.

]

]

11 P.EEMDY FMods  HFER FSU

1
o Fole mods 2 SIS SERIT

11
L5

L....._.(1)_._._J L_(g)_i 1_(3)_1

Pressthe [ below “ > EXIT" in the display to return

to

the previous display.

(1) Poly/mono mode select

Function
Select poly or mono mode.

Settings
poly mode, mono mode

Explanation

In poly mode you can play chords. (Last note priority
IS used.) In mono mode only one note at a time will
sound.

(2) Pitch bend wheel range

Function
Set the range of pitch change produced by the pitch
bend whed.

& Settings
0-12

W Explanation
The pitch bend whee is located at the left of the
keyboard.
It allows you to change the pitch while playing.
Moving the wheel away from you will smoothly raise
the pitch. Moving the whed toward you will smoothly
lower the pitch.

This pitch bend whed range setting determines
the maximum pitch change when the pitch bend whed
is moved al the way in either direction.

When this is set to 0, the pitch bend wheel will
have no effect. When this is set to 12, the pitch bend
wheel will have maximum effect. Pitch bend whee
range can be set from 0 — 12 in haf-steps. This means
that a setting of 12 will alow the pitch bend wheel
to raise or lower the pitch one octave.

(3) Foot switch

B Function
Sdect the function of the foot switch.

W Settings
por, sus

m Explanation
An on/off foot switch (Smilar to the pedal of a piano)
can be connected to the V50 rear pand FS jack, and
can function in one of two ways. (Use a foot switch
such as the FC-4 or FC-5, sold separately.)

por (Portamento)

When portamento mode (an explanation follows) is
set to “Full Time Portd’, the portamento effect will
apply only while the foot switch is pressed.

sus (Sustain)
When you press the foot switch while a note is pressed,

and then release the note, it will continue sounding
as though the key had not been released.

Note:

If portamento mode is set to "Fingered Porta’, the
foot switch will have no effect on portamento.

If the portamento time is set to O, there will be
no portamento effect.

In performance play mode, the foot switch setting
of instrument 1 will apply.

The portamento effect will apply when a foot
switch is not connected, or when the foot switch is
Set to “sus’.

Voice Edit 49



Portamento (mode, time)

After pressing[_] (FUNCTION), press the [ ]
below “Port” in the display.

ellll PORTA? Mode FTime
ALG 4 Full Time Ports 5] SERIT
L (1) I L(2)—

Portamento is a smooth change from the pitch of one
note to the pitch of the next played note. The portamento
effect is determined by the portamento mode and the
portamento time.

Pressthe [__] below “ >EXIT” in the display to
return to the previous display.’

(1) Portamento mode

& Function
Select the portamento mode.

N Settings
Full Time Porta, Fingerd Porta

& Explanation
When poly/mono mode is set to “poly”, you will be
able to sdect only “Full Time Porta’. When “mono”
mode has been selected, you will be able to select ather
“Full Time Porta’ or “Fingered Porta’

Full Time Porta
Portamento will always apply.

Fingered Porta

Portamento will apply only when you play legato
(press the next note before releasing the previous
note).

(2) Portamento time

& Function
Set the time of the portamento effect.

B Settings
0-99

N Explanation
This sets the time required for the pitch to move to
the pitch of the next played key. A portamento time
setting of O results in instant pitch change, i.e. no
portamento. Higher settings of portamento time result
in more gradua pitch change.
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— Note:
When you don’t want to use portamento, set the
portamento time to O. If a foot switch is connected
to the rear pand FS jack, and if the foot switch is
et to “por” (portamento), portamento will apply only
while the foot switch is pressed.

Foot controller (volume, pitch, amplitude)

After pressng[__1 (FUNCTION), press the [}
below “FC in the display.

1 FCy - Mol PPitch  >Amelituds
2 8 - @ 5] FERIT

=)~ —(@—

An optiona foot controller (FC7, FC9, etc.) can be
connected to the rear panel FC jack, and used to modify
the depth of vibrato, tremolo, wah, etc., or adjust volume
or tone while playing.

Pressthe [_] beow “ > EXIT” in the display to
return to the previous display.

(1) Volume

& Function
Set the amount of volume regulated by the foot
controller.

m Setting
0-99

W Explanation
This alows you to regulate volume using the foot
controller. As you advance the foot controller, the
volume will increase. When the setting is 0, the foot
controller will have no effect, and when the setting
is 99, it will have maximum effect.

—— Note:
If afoot controller is not connected, the result will
be the same as when the foot controller is fully de-
pressed.

If you do not want to control volume using the
foot controller, set this to 0.

When a foot controller is connected to the rear
panel VOLUME jack, in single play mode it will act
as a volume pedal to adjust master volume inde-
pendently of this setting. In performance play mode
it will act as a volume peda only for the instruments
whose receive channel matches the transmit channdl.




(2) Pitch

B Function
Set the amount of vibrato depth regulated by the foot
controller.

B Seting:
0-99

B Explanation
This alows you to regulate vibrato depth using the
foot controller. As you advance the foot controller,
the depth of vibrato will increase. When the setting
is 0, the foot controller will have no effect, and when
the setting is 99, it will have maximum effect.

Note:
Unless the sengtivity “P Mod Sens’ seiting (see page
43) is raised, raising this setting will have no effect.

If afoot controller is not connected, the result
will be the same as when the foot controller is fully
depressed. This means that if you raise this setting,
vibrato will be applied continuoudly.

If you do not want to control vibrato using the
foot controller, st this to 0.

(3) Amplitude

& Function
Set the amount of tremolo or wah regulated by the
foot controller.

N Seting:
0-99

& Explanation
This alows you to regulate tremolo or wah using the
foot controller. As you advance the foot controller,
the amount of tremolo or wah will increase. When
the setting is O, the foot controller will have no effect,
and when the setting is 99, it will have maximum effect.

— Note:

Modulation wheel (pitch, amplitude)

After pressing ] (FUNCTION), pressthe [_]
below “MW” in the display.

ellll My kPitch >Hmelitude
FALG 4 53 14 SESIT

The modulation whedl is located to the Ieft of the key-
board, and alows you to adjust the depth of vibrato,
tremolo, wah, etc. while playing.

Press the [_] below “ > EXIT” in the display to
return to the previous display.

(1) Pitch

& ‘Function
Set the amount of vibrato depth regulated by the
modulation whesdl.

W Setting

0-99

M Explanation

This allows you to regulate vibrato depth using the
modulation whedl. As you advance the modulation
whedl, the depth of vibrato will increase. When the
setting is 0, the modulation whedl will have no effect,
and when the setting is 99, it will have maximum effect.

Note:
Unless the sengitivity "P Mod Sens' setting (See page
43) is raised, raising this setting will have no effect.

If you do not want to control vibrato using the
modulation wheels set this to 0.

Unless the [TR4] (SENSITIVITY). AMS setting is
raised, and the AME of the appropriate operators is
on, raising this setting will have no effect (see page
43.

If a foot controller is not connected, the result
will be the same as when the foot controller is fully
depressed. This means that if you raise this setting,
tremolo or wah will be applied continuoudly.

If you do not want to control tremolo or wah

using the foot controller, set this to O.

(2) Amplitude
& Function

Set the amount of tremolo or wah regulated by the
modulation whesdl.

W Setting

0-99

W Explanation

This alows you to regulate tremolo or wah using the
modulation wheel. As you advance the modulation
whedl, the amount of tremolo or wah will increase.
When the setting is 0, the modulation whed will have
no effect, and when the setting is 99, it will have
maximum effect.
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__ Note:

Unless the sengitivity AMS setting is raised, and the
AME of the appropriate operators is on, raising this
setting will have no effect (see page 43).

If you do not want to control tremolo or wah
using the foot controller, set this to O.

Breath controller
(pitch, amplitude, pitch bias, EG bias)

After pressng[__] (FUNCTION), pressthe [ ]
below “BC” in the display.

2111l BCYMPitchrOmPlisP.Biaz  E5 Bias
ALG 4 5] B+ B YEXIT

) @ — (@) ()

An optiona breath controller (BC1, BC2) can be con-
nected to the BREATH CONT termind at the left of
the keyboard, and used to regulate the depth of vibrato,
tremolo, wah, etc., or tone or volume while playing.

Press the [_] below “ >EXIT” in the display to
return to the previous display.

(1) Pitch

& Function
Set the amount of vibrato depth regulated by the
breath controller.

W Setting
0-99

o Explanation
This alows you to regulate vibrato depth using the
bresth controller. As you blow into the breath con-
troller, the depth of vibrato will increase. When the
setting is O, the breath controller will have no effect,
and when the setting is 99, it will have maximum effect.

Note:

Unless the sengitivity "P Mod Sens' setting (see page
43) is raised, raising this setting will have no effect.

If you do not want to control vibrato depth using
the breath controller, set this to 0.

(2) Amplitude

® Function
Set the amount of tremolo or wah regulated by the
breath controller.
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W Setting
0-99

W Explanation
This allows you to regulate tremolo or wah using the
breath controller. As you blow into the breath con-
troller, the amount of tremolo or wah will increase.
When the setting is 0, the breath controller will have
no effect, and when the setting is 99, it will have
maximum effect.

— Note:
Unless the (SENSITIVITY) AMS setting is
raised, and the AME of the appropriate operators is
on, raising this setting will have no effect (see page
43).

If you do not want to control tremolo or wah
using the breath controller, set this to O.

(3) Pitch bias

& Function
Set how the breath controller will affect pitch.

& Setting
-50 - +50

& Explanation

This alows you to directly affect the pitch by how
hard you blow into the breath controller. When the
setting is O, the breath controller will have no effect.
When the setting is — 1- — 50 blowing into the breath
controller will lower the pitch, and when the setting
is+1 — + 50 blowing into the breath controller will
raise the pitch. The maximum range of pitch change
IS approximately + / — 4 octaves.

__Note:
If you do not want the breath controller to affect the
pitch, set this to 0.

(4) EG bias

W Function
Set how the breath controller will affect volume or
tone.

o Settings
0-99

& Explanation
This alows you to affect the output level of the op-
erators by how hard you blow into the breath con-
troller. For a setting of O, the breath controller will
have no effect, and for a setting of 99, it will have
maximum effect.



You will need to raise the sengtivity EBS setting
(see page 43) for the operators that you want the breath
controller to affect. If you raise the EBS setting for
carrier operators, the breath controller will affect vol-
ume. If you raise the EBS setting for modulator opera-

tors, the breath controller will affect tone.

— Note:
Unless the sensitivity EBS setting is raised for the
operators you want to affect, the breath controller
will have no effect.

— Note:
If you do not want the breath controller to affect
volume or tone, st this to O.

Aftertouch (pitch, amplitude, pitch bias, EC bias)

After pressng —__] (FUNCTION), press the[ ]
below “AT" in the display.

ellll ATHPitchAMFli>P.Bias  SEG Bias
ALE 4 8 28 +8 8 FERIT

) — @ @) ——

Pressing down on the keyboard after playing a note (i.e,
"aftertouch™) can regulate the depth of vibrato, tremolo,
or wah, and aso tone, volume, or pitch while playing.
Aftertouch applies equaly to the entire keyboard even
if you press down on only a single key.

Pressthe [__] below “ > EXIT” in the display to
return to the previous display.

(1) Pitch

| Function
Set the amount of vibrato depth regulated by after-
touch.

= Setting
0-99

® Explanation
This dlows you to regulate vibrato depth using aft-
ertouch. As you press down on the keyboard, the
depth of vibrato will increase. When the setting is 0,
aftertouch will have no effect, and when the setting
1s 99, it will have maximum effect.

Note:
Unless the sengitivity "P Mos Sens' setting (see page
43) is raised, raising this setting will have no effect.
If you do not want to control vibrato depth using
aftertouch, set this to 0.

(2) Amplitude

EFunction
Set the amount of tremolo or wah regulated by aft-
ertouch.

& Setting
0-99.

M Explanation
This alows you to regulate tremolo or wah using
aftertouch. As you press down on the keyboard, the
amount of tremolo or wah will increase. When the
setting is 0, aftertouch will have no effect, and when
the setting is 99, it will have maximum effect.

Note:
Unless the sensitivity AMS setting is raised, and the
AME of the appropriate operators is on, raising this
setting will have no effect (see page 43).

If you do not want to control tremolo or wah
using aftertouch, set this to O.

(3) Pitch bias

& Function
Set how aftertouch will affect pitch.

& Setting
-50 — +50

B Explanation
This dlows you to directly affect the pitch using
dtertouch. When the setting is 0, aftertouch will have
no effect. When the setting is — 1- -50 aftertouch
will lower the pitch, and when the setting is + 1- + 50
aftertouch will raise the pitch. The maximum range
of pitch change is approximately +4 octaves.

Note:

If you do not want aftertouch to affect the pitch, set
this to 0.

(4) EG bias

B Function
Set how aftertouch will affect volume or tone.

m Settings
0-99

8 Explanation
This alows you to affect the output level of the op-
erators using aftertouch. For a setting of 0, aftertouch
will have no effect, and for a setting of 99, it will have
maximum effect.
You will need to raise the [TR4](SENSITIVITY)

EBS setting (see page 43) for the operators that you
want aftertouch to affect. If you raise the EBS setting
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for carrier operators, aftertouch will affect volume.
If you raise the EBS setting for modulator operators,
aftertouch will affect tone.

___Note:
Unless the sengitivity EBS setting is raised for the

operators you want to affect, aftertouch will have
no effect.

—Note:
If you do not want aftertouch to affect volume or tone,
et thisto 0.

Reverb

After pressing [_]1 (FUNCTION), press the [__]
below “REVR” in the display.

21111 REVERE RATE} >Rate
HLG 4 2 SEXIT

Press the [__] below “ > EXIT” in the display to return
to the previous display.

M Function
Set a smulated reverb effect.

o Settings
off, 0—7

NExplanation
A setting of "off" gives no effect. A setting of 1 gives
the most effect (long reverb) and a setting of 7 gives
the shortest effect (short reverb).

Note:

This effect has no connection with the reverb produced
by the V50 DSP effect unit. When the output level
of operator 1 drops below a certain level (— 18dB),
this “reverb” effect dows the RR (RELEASE RATE)
to artificialy create a “reverb-type” or “smulated
reverb” effect. When using this, be aware of the fol-
lowing points.

If the RR setting of operator 1islow (aslow
decay), the output level will take a long time to drop
below — 18dB, and the reverb effect will not be heard.

If the AR setting of operator 1 is O, the output
level will already be below — 18dB, causing this
“reverb” to start immediately, and making the sound
linger for a long time.
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Voice name

After pressng [__] (FUNCTION), press the ]
below “NAME" in the display.

=1111 UOICE MAMES
ALS 4  HMAME = E.QRGAM -

* MERIT

Press the [ below “ > EXIT” in the display to return
to the previous display.

& Function
Set a voice name.

W Settings
Up to 10 characters

& Explanation
This alows you to set a voice name for the voice you
are editing. Page 17 explains how to enter characters.

Effect select, effect balance

Press[_] (EFFECT).

21111 EFCT»koelect >Balance ¥
1:Reverk Hall o8 X
' e C
(1) Effect select
& Function
Select the type of DSP effect to use with this voice.
W Settings

off, or one of the following types of effect

m Explanation
Select one of the following types of effect.

0: off
No effect

1: Reverb Hall
Reverberation of a large hall

2: Reverb Room
Reverberation of a smaler room

3. Reverb Plate
Reverberation typical of a plate reverb unit

4. Deay
Delayed sound



5: Delay L/R
Delayed sound spread to left/right

6: Stereo Echo
Echo spread left/right

7. Disortion Rev.
Combination of distortion and reverb

8. Digtortion Echo
Combination of digtortion and echo

9: Gate Reverb
Reverberation with “artificialy” fast cutoff

10: Reverse Gate
Reverberation simulating backwards tape playback

11: Early Ref
Adds early acoustic reflections to the sound

12: Tone Contral
Simulated equalizer

13: Delay & Reverb
Combination of delay and reverb

14: Delay L/R & Rev.
Combination of delay L/R and reverb

15: Dist. & Delay
Combination of distortion and delay

16: Church
Reverberation smulating a church

17: Club
Reverberation simulating a music club

18: Stage
Reverberation smulating a larger live music club.

19: Bath Room
Reverberation smulating a bathroom

20: Metal
Metalic reverberation

21: Tunnd
Reverberation smulating a tunnel

22: Doubler 1
Doubling effect

23: Doubler 2
Doubling effect (spread Ieft and right)

24: Feed Back Gate
Gate reverb with feedback

25 F. Back Reverse
Reverse gate with feedback

26: Feed Back E/R
Early reflections with feedback

27: Delay & Tonel
Combination of delay and tone control 1

28: Dly L/R & Tonel
Combination of delay L/R and tone control 1

29: Tone Control 2
Tone control using low pass filter and high pass filter

30: Delay & Tone2
Combination of delay and tone control 2

31: Dly L/R & Tone2
Combination of delay L/R and tone control 2

(2) Effect balance

& Function
Set the volume balance of the effect and the un-
processed sound.

m Settings
0% — 100%

& Explanation
Higher settings will increase the volume of the effect
(processed sound). Lower settings will increase the
volume of the unprocessed sound.

— Note:
At a setting of 0%, no effect (processed sound) will
be heard. At a setting of 100%, you will hear only
the effect, and the direct unprocessed sound will not
be heard.

Effect output level, stereo mix

Press[__] (EFFECT) twice. (If the previous item effect
select has been set to “off”, this will not be displayed.)

2ll1l EFCT)MIutlevel »Stereohlix t
TE % oh

() (2 —

(1) Effect output level

& Function
Adjust the volume of the effect and unprocessed
sound.

& Settings
0% — 100%
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®  Explanation
The combined volume of the effect and the un-
processed sound is adjusted by this setting. 100%
is maximum, and a 0% there will be no sound.

Note:
At a stting of 0%, neither the unprocessed nor the
processed sound will be heard. (However if the next
item stereo mix is on, then only the unprocessed sound
will be heard.

Note
Fthe DSP sound is distorted, decrease the (DSP)
E

ffect Output Level or the Synthesizer Volume.

(2) Stereo mix

& Function
Mix the processed sound with the unprocessed stereo
sound.

m Settings
off, on

& Explanation
Effect input processng is done in monaurd. This
means that when stereo mix is "off", the stereo output
sgna from the performance assign settings of each
instrument will be output in mono.

When this is set to “on”, the mono processed
sound will be mixed with the origina stereo output
signal, and output in stereo. This alows you to retain
the stereo signal while using an effect. (However, the
stereo positioning will appear to be dightly narrower.)

Page 32 has a signd flow diagram of the processed
and unprocessed sound.

Note:
When the DSP effect is on, and Stereo Mix is off, the
L/R assgnments of the performance are not used.

This means that the performance effect PAN will have
no effect.

Effect parameters

Press[__] (EFFECT) three times. (If the previous item
effect salect has been set to "off", this will not be dis-

played.)

21111 EFCT ¥ Time >LFF =D
2.2z20 1.25kH= 3
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& Function
Make detailed settings for the effect.

m Settings
Each type of effect has different settings.

& Explanation
Make detailed settings for the effect as explained in
the charts on page 32.
It is possible to copy effect settings to another
performance or voice (see page 120).



CHAPTER 4. USING THE RHYTHM MACHINE

This chapter will explain how to use the V50 rhythm machine.

ABOUT THE RHYTHM MACHINE

The rhythm machine tone generator

The tone generator of the rhythm machine uses the

following 61 rhythm instruments.

BD 1

GateSD F. Tomd Crash Ti nb1H Ago H
BD 2 E D E. Ton FMrcl Tinb1L Ago LO
BD 3 Rim1 E Tom? FMpr 2 Whst 1S Tanbrn
H BD Rim2 E. TonB FMprc3 Whst 1L O aves
Gat eBD Tom 1 E Tomd @ sCsh CgaHwT Cstnt
E B Tom 2 HHcl os Bel I Tr CgaHoP Vor Sl p
D1 Tom 3 HHopen Ti npnH Cga LO
D2 Tom 4 HHL/ 40 Ti mphL Bgo H
Pic1SD F. Tont HHpdl daps Bgo LO
H D1 F. Ton? Ride Shaker Qui caH
H 2 F. TonB Edge Cowbel Cui caL

The rhythm machine tone generator is completely in-
dependent of the synthesizer tone generator, and is not
affected by the number of notes being played by the
synthesizer. Up to 8 notes can be produced simul-
taneoudy by the rhythm machine tone generator.

Rhythm patterns and rhythm songs

When learning to use the V50 rhythm machine, it is
important to understand what we mean by “rhythm
pattern” and “rhythm song”. A rhythm song is a song
consisting of many rhythm patterns, as in the following
example.

Measure 1 (rhythm pattern 1)  Measure 2 (thythm pattern 2)

Measure 3 (rhythm pattern 1)

For our example, we will create three rhythm pat-
terns as follows.

1 [boom tap tap tap]..................... (1measure)
2 [ding ding chacha ding].................... (1 measure)
3 [dum ta dum ta dum dum tata tata]...... (2 measures)

If we connect these three rhythm patterns in the order
of “1, 2, 1, 2, 1, 2, 3" to create a rhythm song as follows.

Measure 4 (rhythm pattern 2)

boom  tap tap tick  tick chacha tick

tap

boom

tap tap tap tick  tick chacha tick

Measure 5 (rhythm pattern 1)  Measure 6 (rhythm pattern 2)

Measures 7 and 8 (rhythm pattern 3)

boom tap tap tap tick tick chacha tick

dum

ta dum ta dum  dum tata tata
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Rhythm patterns

A rhythm pattern is a phrase 1 to 4 measures long. There
are two types of rhythm patterns; preset patterns and
interna memory patterns.

Presst patterns

Basic rhythm patterns preset which are ready to use.
They will remain even when the power is turned off. 100
patterns are provided, numbered POO — P99.

Internal patterns

Rhythm patterns which you may program. They will
not remain in memory after the power is turned off. 100
patterns can be programmed, numbered 100 — 199.

Rhythm songs

Specify the playing order of severd rhythm patterns to
create arhythm song. Up to 8 rhythm songs can be
created.

Note:
The interna patterns and rhythm songs you create
will not remain in memory after the power is turned
off. If you want to keep the data you create, save it
to disk or card (see page 97, 105).

The rhythm machine and sequencer

If sequencer data exists for the song selected when
playing a rhythm song, the sequencer song will play
together with the rhythm song.

If you want to play just the rhythm song by itself,
press [TR1]—[TR8]. in sequencer mode to turn the se-
quencer tracks off, or select a song for which no se-
quencer data exists.

Since the rhythm machine can use patterns of dif-
fering time signatures, when a rhythm song with patterns
of differing time signatures is played together with a
sequencer song, it is possible that the measure numbers
of the rhythm mode and sequencer mode will not match.

PLAYING RHYTHM PATTERNS

This is where you play rhythm patterns (preset patterns or internal patterns).

Note:

When the power is turned on, internal patterns are blank. To create internal patterns, see page
60

(1) First pressIREYTHM]. You will get the following
display (pattern play).

PTH PLAY> MPatiern Time Bar»TemprolXKED
>LoS0HG IG4 4.4 2 1z RHY

If the display is as follows (song play), press the
1 below “toPTN” to get the display shown
above.

SOME PLAYY BSOHG *MeasiPart >TempaKED
*LoPTH 1 sMewSong - 881 681 128 RHY

(2) Making sure that the cursor is located at “Pattern”,
select the pattern you want to play. Press or
to switch between preset patterns and

58 Using the rhythm machine

intemal pattems. For example, if you have selected
preset pattern 10, the display will be as follows.

PTH PLEY? #Patiern Time Bar>TempolKBD
*LaSOMGE P16 44 i 126 RHY

LSelected pattern number

In this example, the “w” displayed after the “P10”
indicates that data has been written into this pattern
number. Pattern numbers not followed by a “w”
have no data in them.

(3) Move the cursor to “>Tempo”, and specify the
playback tempo. The tempo is expressed as the
number of quarter notes per minute. 30 is the dowest
tempo, and 240 is the fastest tempo.



PTH PLAYY *Fattern Time BardTenrorKBD
rhaS0OME FiGw 4.4 i 128 RHY

1
Tempo (30—240)

(4) Move the cursor to “ > KBD”, and select the func-
tion of the keyboard (the keyboard mode). This
determines what the keyboard will do while you are
playing rhythm patterns. Select from the following
two choices.

RHY ..... The keyboard will play the rhythm sounds
that have been assigned (arranged) across
the keyboard.

SYN ... The keyboard will play the performance
or voice that was selected before you

pressed [RHY]

When you enter record mode, you will automatically
be able to hear the rhythm sounds. (I.e., you will
temporarily be in rhythm machine mode.)

¥L.oS0NG: Pliw 44 1 128 RH

PTH PLAYY >Pattern Time Bar)TempoH{B?—i

Keyboard mode

(5) Press [ >]. When playback starts, the
“ > toSONG" display will disappear, and the selected
rhythm pattern will be repeatedly played back. The
[TR1]- [TR8]. LEDs will light according to the
instruments used. You can play the keyboard as
specified in step (4).

(6) Press[©_]. Pattern playback will stop immediately.
To resume playback, pressL>_] To playback from
the beginning, first press and 8] together,
and then press[ > ].

While playing rhythm petterns, you can do the following.

Change rhythm pattern numbers

Move the cursor to “Pattern” and select the next rhythm
pattern. When the pattern currently being played finishes
playing, the newly selected pattern will begin playing.
(The rhythm pattern number of the newly selected pat-
tern will blink until it actually begins playing.)

Change tempo

Move the cursor to “Tempo” and modify the tempo.
Moving the data entry slider while pressing
will aso modify the tempo.

Change keyboard mode

Move the cursor to “ > KBD” and change the setting
to select whether the keyboard will play rhythm sounds
or synthesizer sounds. This seiting is effective only when
in rhythm mode.

Whether the keyboard plays rhythm sounds or
synthesizer sounds is determined by the transmit channel
of the keyboard and the recelve channel of each section.
However, if this keyboard mode is set to “RHY”, the
keyboard will always play rhythm sounds when in
rhythm mode regardless of the transmit channel and
recelve channe settings.

While playing back the rhythm machine, pressing
PERFORMANCE] O0f will move to per-
formance play mode or single play mode while contin-
uing to play the rhythm machine. (In performance play
mode and single play mode you will be able to select
or edit performances or voices when in synthesizer edit
mode,) To stop rhvthm machine playback, press
PERFORMANCE], [SINGLE]or [REYTHM] and then

[l
— Note:
When in pattern mode, pressing [ > ] will not start
sequencer song playback. This means that when you
stop pattern playback, return to sequencer mode, and
press [ > 1, the sequencer playback and the rhythm
pattern playback may go out of synchronization. To
avoid this, press[<<] or when you enter se-
quencer mode, to reset the measure position. This
will automaticaly adjust the rhythm pattern playback
position.
When the rhythm machine is in song mode, the
rhythm machine playback will automatically play the
sequencer song, o there is no need for these steps.
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CREATING RHYTHM PATTERNS

Realtime recording and step recording

There are two ways to create rhythm patterns.

Realtime recording
While listening to the click sound, play the keyboard
to record a rhythm pattern in redtime.

Step recording

Using a bar graph that divides a measure into small steps
(32nd notes), specify the tuning for each rhythm in-
strument to play.

You can use any combination of these two methods.
For instance, you might record the bass drum and hi-hat
using step recording, and record the snare and toms using
redtime recording, or use step recording to edit a pattern
that was recorded in realtime.

Use the recording method most appropriate for each
Situation.

Before you begin recording

In both realtime recording and step recording, the parts
you record will modify the exigting pattern by adding
or deleting sounds. For example, if a certain pattern
contains a bass drum part of “dum dum dum dum”, you
may select this pattern and record additional sounds to
this pattern.

Rhythm pattern recording can be divided into the fol-
lowing two situations.
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(1) Recording a rhythm pattern from scratch.
You can record into a rhythm pattern that contains
no data. If a pattern contains no data, a "w" will
not be shown in the display. Patterns with a “w”
indication such as “100w” have dready been re-
corded.)

(2) Record using a rhythm pattern that has already been
recor ded.
You can record to a previoudy recorded rhythm
pattern to modify it. The procedure will differ
dightly depending on whether the pattern is an preset
pattern or an interna pattern.

Recording using a preset pattern: Select a preset
pattern number (POO — P99) and begin recording.
However, it is not possible to store your newly re-
corded data into a preset pattern. When you finish
recording (after you press[_g@_J), you will be asked
which interna pattern you want to write the data
into. Specify an internal pattern number 100 — 199
to write the pattern into. The preset pattern you
used will not be modified in any way.

Recording using an interna pattern: Select an
internal pattern number (100 — 199) and begin re-
cording. When you finish recording, the selected
interna pattern will be replaced by the newly re-
corded pattern. If you want to record a new pattern
while keeping the original pattern, use the pattern
“copy” job (see page 66) to copy the origina pattern
to another location before recording.



REALTIME RECORDING
_________________________________________________________|

To record a pattern in redtime, use the following pro-
cedure.

(1) Press to enter pattern play mode.
(There is no need to do this if you are adready in
pattern play mode.) If you enter song play mode
instead, pressthe [__] beow “ > toPTN” in the
display. The display will show as follows.

FTH PLAY: kFPatlerrn Time Bar>TenmpoXkKBDR
Lo IHE TEE 4,4 2 128 RHY

(2) Press (8], and you will be ready to record.

F.RECIPTH »Time >Bar >Temro ) ]
Mrzal I8 g 2 12a 1215 EXIT

You can press the [} below “ >EXIT” in the
display to return to the previous display.

(3) Make ettings for the following six recording con-
ditions.

Record mode .. Select “Red” (realtime recording)
or “Step” (step recording). In this
example we will select “Real”.

PTN .o Select the pattern (100 -199 or
P00 — P99) you want to record.
Time ..o Select a time signature from

1/4-8/4, 1/8-16/8, 1/16-32/16.
However, if you are recording an
already existing pattern, you will
not be able to change the time sig-
nature.

Bar....ooe..... Set the length of the pattern (1- 4
measures, i.e,, “bars’). However if
you are recording into an already
existing pattern, you will not be able
to change the pattern length.

Tempo ............ Set the tempo of the pattern
(30 — 240 quarter notes per minute).
Tempo can be changed after you
dart to record.

QNtz ..o Specify quantization. Quantization
automatically corrects minor errors
in timing. Select from 1/4, 1/6, 1/8,
1/12, 1/16, 1/24, 1/32, or “off”.
When "off" is selected, quantization
will not be used. (Notes will be re-
corded with an accuracy of 1/48th
of a quarter note.) Quantization can
be changed after you start to record,

alowing you to use different quan-
tization settings when recording
each sound.

About quantization

These examples show how quantization would correct
minor timing errors if you recorded a pattern with a 4/4
time signature, playing notes at the timing indicated by
“0” in the following diagram.

@ ®
?|||||||I|||v|||||t||||||||||||||

If quantization was set to “1/4”, the notes would be
moved to the nearest quarter note.

? ! | ?

ettt
Quarter note

If quantization was set to “1/8”, the notes would be
moved to the nearest eighth note.

| S S B I

—

Eighth note

If quantization was set to “1/16”, the notes would be
moved to the nearest Sixteenth note.

) SN SR B BN

G
Sixteenth note

Note:
When recording triplets, use a quantization setting
such as “1/12" or “1/24".

(4) Play the keyboard to hear the location of the sound
you want to use. Each of the 61 notes of the keyboard
has a different sound assigned to it. So you won't
have to hunt for the correct sound while recording,
make sure of the location of each sound you will
be using.

(5) Press [>1. The metronome (click) will begin
sounding with the time signature you selected.

(6) Play the notes to sound the desired rhythm instru-
ments at the correct timing. There is no need to play
al the instruments at once. As the pattern repeats,
you can add each instrument one by one. For ex-
ample, you might record the bass drum first, next
the hi-hat, etc.

If necessary, you can adjust the tempo and
quantization. However quantization will become
effective on the next repetition of the pattern. (The

Using the rhythm machine 61



newly selected quantization value will blink until it
actually becomes effective.)

For patterns that are two or more measures
(bars) long, check the “Bar” display while recording.
1 indicates the first measure, 2 indicates the second
measure, and so on.

If you make a mistake, use [=] (ERASE).
While pressing [= (ERASE), play the note at the
beat you wish to erase. The note will be erased from
that point in the pattern. While pressing (=1, you
can continue holding down a note to erase it from
the entire pattern.

(7) Press [o]. This will stop redtime recording. You
will automatically return to pattern play mode.

When you press [ >, the pattern you just recorded
will play.

If you want to modify or correct the pattern,
repeat steps (2) — (7).

If you have been recording a preset pattern, you
will get the following display.

F.RECY Store Pattern
reti Ik ‘ »B0 EXIT

Select the internal pattern number in which to store
your new pattern, and press the[ ] below
“>GO". A message of “Are you sure?’ will appear,
so press [+1]. This completes redtime pattern re-
cording.

STEP RECORDING
____________________________________________________________

Use the following proceedure to step record a rhythm
pattern.

(1) Press[REYTHM] to enter pattern play mode.
(There is no need to do so if you are dready in this
mode.) If you enter song play mode, press the
[ below “ > toPTN” in the lower left of the
display. You will get the following display.

PTH PLBY> MPatiern Time Bar>TempolKED
»toS0NG 168 4,4 2 128 RHY

(2) Press [_©]. You are now ready to record.

P.RECY>PTH >Time >Bar >Tempra *ontz
FReal XIGB 44 2 i2a 1216 >EXIT

Pressing the [ below * > EXIT" will retum you
to the previous display.

(3) Make settings for the following six recording con-
ditions.

Record mode

Sdect “Red” (redtime recording) or “Step” (step
recording). In this example we will select “Step”.
PTN

Select the pattern (100 — 199 or P00 — P99) you want
to record.

Time

Select atime signature from 1/4-8/4, 1/8-16/8,
1/16-32/16. However if you are recording an a-
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ready existing pattern, you will not be able to change
the time signature.

Bar

Set the length of the pattern (1 — 4 measures, i.e,
“bars’). However, if you are recording an already
existing pattern, you will not be able to change the
pattern length.

Tempo

Set the tempo of the pattern (30 — 240 quarter notes
per minute). Tempo can be changed after you start
to record.

ntz

gpecify quantization. Quantization automatically
corrects minor errors in timing. Select from 1/4, 1/6,
1/8, 1/12, 1/16, 1/24, 1/32, or "off". When "off" is
selected, quantization will not be used. (Notes will
be recorded with an accuracy of 1/48th of a quarter
note.) Quantization can be changed after you start
to record, allowing you to use different quantization
settings when recording each sound.

(4) Press[ =] to get the following display.

Bzl F 1= } + ' [
rLhIEE  Mamtz  FEDL - >

Step recording is done using this “bar graph” display.

(5) Select the quantize setting, and play the desired
sounds from the keyboard. (This procedure will be



explained in detail in the next section.) Repesat this
procedure to record each sound.

(6) Press 2] to end step recording. You will return
to pattern play mode for the pattern you just re-
corded. When you press[> ], the pattern you just
recorded will play.

If you decide to modify or correct the pattern,
repeat steps (2) — (6).

If you have been recording using a preset pat-
tern, you will get the following display.

F.RECHY Store Palbiern

ket Te #E0 YERIT

Select a pattern number to write your newly recorded
pattern into, and press the[—_] beow “ >GO”.
You will get a message of "Are you sure?', so press
[£1]. This completes step recording.

USING THE BAR GRAPH

First we will explain the various items in the bar graph
display. The bar graph shows the following information.

(1) Bar number (1—4)
—(2) Quantize
{3) Bar graph
Barli l _}]

PtnIBB kilrbz >BD1

Move the cursor ( )
along the bar graph
When the cursor is located here,

select the rhythm instrument

—Pattern being recorded

(1) Bar number

This shows the number of bars (measures) in this pattern.
The bar graph (3) displays one measure at a time, o
when creating a pattern of 2 or more measures, this
number will indicate where you are in the pattern.

(2) Quantize

This shows the quantize setting you specified in the
“ > Qntz" setting before pressing [ > 1. To change the
guantize setting while recording, move the cursor to
“ > Qntz" and press one of the following keys.

(@) Set quantization to 1/4 (quarter note)

@) JO Set quantization to 1/8 (eighth note)

(@) Jooves— Set quantization to 1/16 (sixteenth
note)

CE1(h) e Set quantization to 1/32 (thirty-se-
cond note)

When the cursor is iocated here, select quantization

IEHECS Nm—. Set quantization to 1/6, 1/12, or 1/24.
When quantization is set to 1/4
(J), pressing this key will set
quantization to 1/6 (] -s-).
When quantization is set to 1/8
(D), pressing this key will set
quantization to 1/12 (H-=).
When quantization’is set to 1/16
(), pressing this key will set
quantization to 1/24 (§-=-).
Pressing this key again will erase the
-+~ symbol.

IV - Turn quantization off.

—Note:
Quantization can be modified only when the cursor
(-) is a the beginning of the bar graph. If the cursor
is anywhere else when you modify the quantization,
the displayed quantization value will blink (indicating
that it is not yet active) until you return the cursor
to the beginning of the bar graph.

(3) Bar graph

The bar graph displays the data of a single rhythm in-
strument for one measure. For example, if the time
sgnature is 4/4, the bar graph will be as follows.

1 3 1.
T T ke 1 .

One measure

One beat

Or, if the time signature is 6/8, the bar graph will be
as follows.
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One measure

—_—p

One beat

Each“ —” or * +” indicates a 32nd note. This bar graph
will display only a single instrument at a time. Suppose
you are recording a rhythm pattern with three parts as
shown in the following diagram.

trumant b Lo 3 4o v a3 Ve g ey b U e 0 0 by e g

In this case you would input the bass drum, hi-hat, and
snare as shown in the following three bar graphs.

Bar graph for %
bass drum M
Bar graph | ‘
for hi-hat B ;
Bar graph I
for snare

*

¥
-
b
*
+*

-+*
L

L
4

The “ ¢ " indicates a sound at a 32nd note interval.

Nearly any type of rhythm (in 32nd note steps) can be
entered in this way. However, 32nd notes cannot create
triplets or subtle rhythmic effects of playing dightly
ahead of or behind the begt. In these Stuations where
you need even finer rhythmic control, a 32nd note can
be divided into sx steps. For example, the following
bar graph shows a bass drum entered as two steps of a

triplet (J-s-).

Bar graph for
bass drum

The “X” indicates that the actua timing of the note not
precisely on an interval of a 32nd note, but is “severa
1/6ths of a 32nd note” after the indicated position. Since
the bar graph is in steps of a 32nd note, the precise actud
position is indicated by a specia character (see below).

| % O ot B oo |

When entering a pattern with quantize turned off, each
of these 32nd notes will be subdivided into 6 steps.
Pressing the [__] switches below the “«<” and “—”
will move the cursor backwards and forwards through
the pattern in steps of 1/6 of a 32nd note. The following
specid characters will indicate your exact position.

%1 ... 16 postion
%o ... 26 postion
§ §
% ... 6/6 postion
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Press[=] or to move the cursor in steps of a
32nd note.

Here is an example of using step recording to create a
pattern. We will be creating the following 4/4 pattern
of one measure.

-Rhythmlostrumentie d 4 frien s Gy 3 ey )Tt den e d B et 9 L L
Bass drum

(BD1) * *
Hi-hat(HHclos)(® ©¢ ¢ ©¢ ©¢ @ ¢ ©¢ ¢ ¢ ¢ @ @ ¢ o o
Snare (SD1) ° )

Tom (Tom 1) ®

We begin with the following display.

Barls ) i=
rbhIBE  kMantz

SEDL . 4

(1) Set quantize: Asyou can see from the chart, the
rhythm pattern in our example does not use 32nd
notes. The shortest intervals are the 16th notes of
the hi-hat, so we will use 16th note quantization to
enter this pattern.

Make sure that the cursor is at “Qntz” (quantize)
and press [51( ). (Quantize can aso be set when
making the recording condition settings in the pre-

vious display.)

The selected quantization is displayed here

i
Barl:F I=
FhnIEA

itz SEDL .

Press the[__] keys bdow the*«* and “—” in the
display, and notice how the cursor (-) moves to left
and right. Since we have set quantization to 1/16,
the cursor will skip every other “ —” (32nd note).
Before you continue, move the cursor back to the
beginning of the bar graph.

(2) Input the bass drum pattern: Move the cursor
(I+) to"> BD1" to get the following display.

Bzl F |

= t t t !
FLRIBH  Bniz  MEDL “ e

Play the A1 note on the keyboard. (In this example
we assume that the rhythm assign (see page 69) is
set to PRESET 1.) A & appears where the cursor
() was, and a bass drum note is input for the first
beat.

Baritf {4—= ; : :
5 itz FBEDA + e




Press the [__] under the “~” seven times. The
cursor (L) will move to the third best.

Baris k1% t t— 1 ]
FPLrIBR Otz FEDL - <

Play the A1 note (BD1) again, entering a bass drum
note at the third beat. The display will show as
follows.

Barl:f |+ t = t |
FLIBE btz RBDL - *

A bass drum has now been input on the first and
third beats.

—If you make a mistake
If you input a note in the wrong position, move the
cursor () to the postion of the wrong ¢, and play
the same note again while pressing [=_] (ERASE).
The @ will disappear, and the wrong note will be
erased.

Move the cursor () back to the first beat to get
the following display.

Barit f }
PLHIEB ~~~l§1ﬂ'|’c,z | =]}

YRoc=5 & +

1
Accent value

This “Acc” (accent) setting determines the dynamics
force (volume) of that note. You can give each note
a different volume from O (minimum) to 7 (maxi-
mum). In this example, we will set the bass drum
of the first beat to 7, and the bass drum of the third
beat to 4. With the cursor at the first beat, set
“Acc=T7".

Barli F % } 4 } |
FLMIBE  Sintz  XEDI FHZC=F + *

Move the cursor to the third beat and set "Acc = 4"

BarliF 1+ 4 e 4 ]
rLnIEE Xtz >EDL MACC=4 « >

This completes the bass drum input for the pattern.

(3) Next we will input the hi-hat pattern. Move the
cursor () to the beginning of the measure.

4 ! i
¥Roo=F % =

&3

|=E=T }
FLAIEE btz REDY

Play the note A2 (HHclos) on the keyboard. The
instrument will change to hi-hat, and a hi-hat will
be entered in the first beat. If at this time the cursor
(J#) is a the pogtion of the instrument name, the
graph display wil change to show that instrument.

Baris | | 4—— + + : |
ptrIBE  Hdntz MHHclos = +*

Input the hi-hat pattern in the same way as you input
the bass drum pattern.

Biatr 1t F | et st e st el m e e e o e |
FLAIBE  Mintz  kHHolos  XAcc=V o+ “*

If necessary, add an accent to each note.

(4) Next we will enter the snare pattern. Move the cursor
() to the beginning of the measure, and move the
cursor ( I+) to the insrument name position.

ST R AR T S T R R T R R S S ey |
FLrIgE Otz BHHolos  2RAcc=? + =

While pressing thef ] below the instrument name,
play the F#l note (SD1) on the keyboard. The
display will automatically switch to show the snare
drum pattern.

Barl:f |I= t + } |
FhnIgs »Onbkz  kSD 1 - “*

In this way, playing a note while pressing the

] below the instrument name will switch in-

struments without recording a note into the pattern.
Input the snare pattern as follows.

Barlt} 1= i t t
FLrIdd  »wnbhz  BSDe 1

4 4
-§-

If necessary, add an accent to each note.

(5) Using the same proceedure, enter the tom (Tom 1.
F2 key) pattern.

BarlsF I= t } }
P IR snkz BTom 1 % “*

-«

If necessary, add an accent to each note.
This completes our pattern.
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—Note:

In this example we have entered the entire pattern
without changing the quantize setting, but it is aso
possible to change the quantize setting while recording
a pattern. If quantize is changed, it will become ef-
fective from the next measure, and will blink until it
becomes effective.

In this example, we have assumed that the rhythm
instruments are assigned to the keyboard as when
rhythm assign is set to “PRESET 1".

PATTERN JOB FUNCTIONS
_____________________________________________________________

There are many ways to edit the patterns you creste.

We will start our explanation of pattern editing from

the following display.

PTH FLAY) MPattern Time Bar>TemeodKBD

YLoSOME - IBE 44 2 12R RHY

If you are in song play mode, pressthe[__] “below

“ > toPTN", entering pattern mode. Press[JOB] to get

the following display.

PATTERH JOE SELECT? Select one !
2CoruClrSetur>Inst. XRz9n ESIT

Pressing the[_] below* >EXIT” will return to the

previous display.

Copy

— Note

Press the[—_] below “ > COPY”.

FTH COPY2 :
b IO8u+ phivkds + phigTdes G0 EWIT

& Function
Copy a pattern to another pattern number.

m Explanation
When only one pattern is specified as the copy source,

the pattern will be copied to the internal pattern

memory you specify.

Pattern P15 ‘ Pattern P05
Copy the pattern
v e
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If you specify two patterns as the copy source, the
specified patterns will be connected and copied to the
destination. (The total measures of the two source
patterns will be the length of the new destination
pattern.)

Copytwo

Pattern P15  Pattern 121 connected Pattern 105
atterns

I boom cha boom cha I +| dum tick ﬂcktlﬂ ‘boom cha boom ¢cha dum tick tick lick j

Copy sources may be preset patterns or internal
patterns. After specifying the source pattern(s) and
the ‘ destination pattern, press the [__] below
W > GO”.

You will get a message of "Are you sure?'. When
you press[+1], pattern copy will be executed.

It is not posible to copy patterns to preset pattern
memory.

When copying two patterns to another pattern,
the two source patterns must have the same time
sgnature. Also, the total length of the two source
patterns must not exceed four measures. If the two
source patterns contain an unusuadly large number
of notes, it may be impossible to copy them to another
pattern.




Clear

Press the [__} below “ > CLR".

PTH CLERRY Select one !
sFattern *Inst A1l SERIT

(1) Pattern clear

& Function
Clear the contents of the specified pattern.

m Explanation
When you press the [_] below “ >Pattern”, the
pattern number will be displayed. After specifying the
pattern number, press the ] below “ > GO”, and
you will be asked “Are you sure?'. When you press
[+1], the specified pattern will be cleared.

__ Note:

‘ It is not possible to clear a preset pattern.

(2) Instrument clear

& Function
Clear only a specified instrument from a pattern.

& Explanation

Pressthe [__] below “ > Inst”, and the pattern
number and the instrument to be cleared will be
displayed. After specifying the pattern number and
the name of the instrument to be cleared, press the
[ below “ >GO", and you will be asked "Are
you sure?'. When you press[=1], the specified pattern
will be cleared.

Note:
F IS not possible to execute this function for a preset
P

attern.

(3) All pattern clear

& Function
Clear al interna pattern memories.

m Explanation
Press the[__] below “ > All", and you will be asked
"Are you sure?'. When you press[+1], all theinternal
pattern memories will be cleared.

Setup

Press the[_] below > SETUP".

SETUP» #Rok>Tol »el>Click *Beat. 2o
= oF rec  lod it FEWIT

)= 42— Y3~ 4 {5 (e

These settings are shared with the settings of the setup
job in song play mode. They affect various overall op-
eration of the rhythm machine, and will remain mem-
orized even when the power is turned off.

(1) Receive channel

& Function
Set the receive channd of the rhythm machine.

m Setings
1-16, omn

& Explanation
This specifies the MIDI channel that the rhythm
machine will receive. Select a recelve channel from
the following.

1 - 16... The rhythm machine will produce sound only
in response to data received on this channel.
When controlling the rhythm machine from
external MIDI devices, set this receive
channdl to match the transmit channel of the
controlling device.

omn ..... The rhythm machine will produce sound in
response to data received on any channdl.

— Note:
Even if the keyboard transmit channel (see page 99)
and the MIDI channd received by the rhythm ma-
chine do not match, the keyboard will play the rhythm

ingruments while in rhythm mode if the “KBD”
Setting (see page 59) is set to "RHY™".

(2) Transmit channel

= Function
Set the transmit channel of the rhythm machine.

| Settings
off, | — 16

& Explanation
Set the MIDI channel transmitted by the rhythm
machine. Select a transmit channel from the following.

i J— The rhythm machine will not transmit MIDI
data.
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1 -16... The rhythm machine will transmit MIDI data
on the specified channe. When using the
rhythm machine to control an external
rhythm machine, set this to the MIDI recelve
channdl for the externa rhythm machine.

(3) Velocity

& Function
Determine whether or not the rhythm machine uses
velocity data

B Settings
off, on

& Explanation
This setting determines whether or not the velocity
(the force with which you play a note) will affect the
sound. When "off" is selected, notes will be played
with an accent of 5. When “on” is selected, each note
will be played with an accent determined by the key
velocity.

(4) Click

& Function
Determine when the click will be heard.

» Settings
rec, play

& Explanation
This setting determines when the built-in metronome
will be heard. When “rec” is selected, the click will
be heard only during realtime recording. When “play”
is selected, the click will be heard during playback
and realtime recording.

(5) Beat

& Function
Set the time signature of the click.

B Settings
4, 16, 1/8, 112, 1/24, 1/32

= Explanation
This setting determines the time signature of the click.
(The first beat of the measure is indicated by a higher-
pitched beep.)

(6) Sync mode

& Function

Select the clock (timing source) for the rhythm ma
chine.
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| Settings
int, MIDI

m Explanation
This setting selects what will control the tempo of the
rhythm machine. Select one of the following.

int ... Tempo will be controlled by the internal
clock. Normdly this is the setting you will
select.

MIDI... MIDI clock signals will determine the tempo.
Select this setting when you want to control
the tempo of the V50 rhythm machine from
an external rhythm machine.

_ Note:
The clock sdlected here applies to both the rhythm
machine and the sequencer. If you select “MIDI
clock" here, the sequencer will dso be set to MIDI
clock. This setting can aso be made from the se-
quencer mode (see page 89).

Inst settings

Press the [__] below “ > INST”.

INST SET»>»UnlumerPaniMoterR.Vol *Efct
PR 1 15 L RGHL 99 on ERIT

- @ - e (5 (e

These settings are shared with the instrument settings
of the setup job in song play mode.

(1) Instrument

& Function
Select the rhythm instrument you wish to set.

m Settings
BD 1-VhbrSp

& Explanation
The following settings (2) — (4) are made independ-
ently for each of the 61 rhythm instruments. This is
where you sdlect the rhythm instrument for which to
make settings. Voice names can also be specified by
playing the keyboard.

(2) Volume

& Function

Set the volume of each instrument.
m Settings

0-15



® Explanation
Set the volume of the instrument you selected in (1).
0 is minimum and 15 is maximum volume.

(3) Pan

=& Function
Set the pan postion of each instrument.

® Settings
L —R (7 steps)

mExplanation
Set the pan position (the position of the sound when
played in stereo) of the instrument you selected in (1)
over the following seven steps.
L ;--;i'l B . Farleft
L [n{n] E ..... Cmter
§

L ]nlu}

B oo Far right

Note:
If only the L output is connected to an amp, you will
hear the sound in mono, and this setting will have
no effect. (You will hear the stereo sound if listening
to headphones, however.)

(4) Note

& Function
Set the MIDI note number of each instrument.

& Settings
C-2-C8

® Explanation
Seat the MIDI note number of the instrument you
selected in (2).

(5) Rhythm volume

m Function
Set the volume of the entire rhythm machine.

m Settings
0-99

® Explanation
This setting determines the volume for the entire
rhythm machine. It has no connection with the in-
strument selected in (1).
Use this setting to adjust the volume balance of
the rhythm machine and the synthesizer. 0 is mini-
mum, 99 is maximum volume.

Note:
The synthesizer also has a setting for overdl synthe-
szer volume. Use these two settings to adjust the
volume balance between the rhythm machine and
synthesizer.

(6) Effect select

& Function
Determine how effect processing will apply to the
rhythm machine.

m Settings
off, on, mix

m Explanation

This setting has no connection with the instrument

selected in (1). It affects the entire rhythm machine.
This setting determines whether the effects unit

will process the sound of the rhythm machine. The

same effect will apply to both the rhythm machine

and the synthesizer. It is not possible to use a different

effect for the rhythm machine.

Select one of the following

off........ The rhythm machine sound will not be pro-
cessed.

on ... The rhythm machine sound will be processed,
and stereo mix will not be used, meaning that
al rhythm instruments will sound in the
center of the stereo field.

MiX ...... The rhythm machine sound will be processed,
and stereo mix will be used, preserving the
dereo placement of the rhythm instruments.

Rhythm assign

Pressthe [=] bdow “ > ASGN".

RHYTHHM ASSIGHY ew  Inst
FFREZET1 Cl =E> 1 FERIT

These settings are shared with the settings made in the
song play mode job rhythm assign. Rhythm assign de-
termines which rhythm instrument will sound when each
key is played; i.e., the instrument layout across the
keyboard. This setting is remembered even when the
power is turned off.

The V50 has three “instrument layouts’ in permanent
memory; PRESET 1 — 3. (These cannot be modified.)
PRESET 1 - 3 are st as follows.

PRESET 1 is set to match the key assignments of
the Yamaha RX series rhythm programmers. However,
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sounds that the RX series assigns to keys outside of the
61-note range of the V50 have been assigned within the
V50 key range.

PRESET 2 has a basic drum set assigned to the third
octave (the octave begining with C3). The white keys
of octave 1 have bass drum sounds, the white keys of
octave 2 have snare drum sounds, and the white keys
of octaves 4 and 5 have toms. Percussion sounds are
assigned to the black keys. (There are some exceptions.)

PRESET 3 is set to match the key assignments of
the Yamaha Clavinova series. However, since the sounds
themselves are different, not al assgnments are the same.

Normally you will sdlect one of these presets. In the above
display, you can check the rhythm instrument assign-
ments by moving the cursor to “Key” and playing a key.
The rhythm instrument assigned to that key will be
displayed.

To create your own rhythm instrument assignmen,
select a user assign memory USER 1 or USER 2.

RHYTHM BSSIGM2 ey >lnst
FUSER 1 Cl =801 JERIT

Move the cursor to “Key”, and sdect a key. Then move
the cursor to “instrument” and select a rhythm instru-
ment. You can aso sdect “none’, in which case no
rhythm instrument will sound when that key is played.
Repeat these steps to assign instruments to the 61 keys.

You can create two entirely different setups (USER
1 and USER 2).

70 Using the rhythm machine



PLAYING RHYTHM SONGS

This section explains how to play a rhythm song.
_ Note:

When the power is turned on, the rhythm song me-
mory is empty. To play a rhythm song, you must cregte
a rhythm song or load an exigting rhythm song from
card or disk. Page 72 explains how to create a rhythm
song. To load rhythm data, see page 98 (from card)
or page 105 (from disk).

Here we will explain the procedure for playing
a song from the beginning. If you want to play a
rhythm song from a measure other than the beginning,
you can specify the starting measure while making
settings for steps (2)—(4). (Move the cursor to
“>Meas’ and specify the starting measure, or press
to specify the gtarting measure:)

(1) Press to get the following display

(rhythm song play).

SONG PLAY» ¥SONG *Meas Part>Temeo>KED
LaPTH  lwiMoon gal @@l 128 RHY

I the following display appears, pressthe[_]

below “toSONG” to get the above display.

PTH PLAYY Kratiern Time Bar>TemrolXKBD
deS0ME  (5ln} dod 2 126 RHY

(2) With the cursor at “SONG”, sdlect one of the 8

rhythm songs.
SONG PLAY Y WS0ONG Meas Part>TemroXKED
oPTH 1wiMoon g8l @1 128 REHY
Song numbcarJ I—Sqng name

RHY .....The keyboard will play the rhythm sounds
assigned to each key.

SYN ... The keyboard will play the performance
or voice selected before [RHY] was
pressed.

(5) Press[ > ] and the sdlected rhythm song will begin

playing. The “>toPTN” display will disappear, and
the currently playing measure number and pattern
name will be displayed. When you play the key-
board, you will hear the sound selected in (4).

(6) Press[ 2] and the rhythm song will stop playing.

To continue from where you stopped, press
[ 1. To begin start from the beginning, press
(8] and[=] together, and then press[ > |.

While a rhythm song is playing, you can do the following.

Change the tempo

When the cursor is a ">Tempo", you can change
the tempo. You can aso modify the tempo using
the data entry dlider while holding [REYTHM].

Change the keyboard mode
When the cursor isat “>KBD”, you can set the
keyboard mode, sdlecting whether the keyboard will
play rhythm sounds or synthesizer sounds. This
setting is effective only when in rhythm mode.
Whether the keyboard plays rhythm sounds or
gynthesizer sounds is determined by the transmit
channel of the keyboard and the receive channe
of each section. If this keyboard mode is set to
“RHY”, the keyboard will always play rhythm
sounds when in rhythm mode regardless of the
transmit channel and receive channel settings.

While the rhythm machine is playing, you can press

The “w” after the rhythm song number indicates
that data has aready been written for this song. If
no “w” is displayed, no data exists for that rhythm
song.

(3) Move the cursor to “>Tempo” and set the playing

tempo. The tempo is indicated as the number of
quarter notes per minute. 30 is the dowest tempo,
and 240 is the fastest tempo.

(4) Move the cursor to “>KBD” and set the function

of the keyboard (the keyboard mode). This will
determine what sounds the keyboard will play when
you are in song play mode. Select one of the fol-
lowing two choices.

or [SINGLE] to move to perform-
ance play mode or single play mode while continuing
to play the rhythm machine. (You will be able to select
and edit performances or voices) To stop rhythm ma
chine playback, press [@_]. However, when in syn-
trrl_iiz]er edit mode, return to play mode and then press
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CREATING RHYTHM SONGS
____________________________________________________________|

First we will explain some important points to remember when creating rhythm songs.

Parts and patterns

A rhythm song is created by inputting rhythm pattern
numbers into “parts’. These “parts’ are numbered 001,
002, 003 ..., and are played back in order. Suppose we
input the following rhythm patterns into the first five
parts.

Part 001 = Pattern 100 (a one-measure pattern)
Part 002 = Pattern P12 (a one-measure pattern)
Part 003 = Pattern 100 (a one-measure pattern)
Part 004 = Pattern P12 (a one-measure pattern)
Part 005 = Pattern 102 (a two-measure pattern)

This would play back as follows.

Part 001 Part002 Part003 Pari004 Part005
) I [l | 1
(100 [P12 [ 100 | P12 {102

Note:
Parts extend from 001 to 999. As in the above example,
the number of parts in a song is not necessarily the
same as the number of measures in the song.

Special non-pattern functions

We have explained that a pattern is assigned to each
part, but in addition to this, repeat, volume change,
tempo change, and mark data can also be assigned to
apart.

(1) Repeat (begin, end)

The area surrounded by a repeat beginf: and repest
end d] mark will be played the specified number of times.
Specify a repeat as follows.

[I:3 ([Parts to be repeated} [il xTimes]
L—— Number of repeats
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The following is an example of how repeat marks can
be used.

Part 001 = |

Part 002 = PTN 100
Part 003 = PTN P12
Part 004 =9 x 2

When this song is played, the actua playback will be
as follows.

Part 002 Part003 Part002 Part003 Part002 Part003
1 1 1 L l l
[Too [P12_ [100 P12 | 100 [P12 ]

L L )]

First repeat Second repeat

Note:
Repeat marks can be nested as follows.
| [ 1 Ipart] — fpart] [} 1 [part] — [part] [:] 1[4 ]

(2) Volume change
This specifies a change in the rhythm machine volume
during the song. Specify a volume change as follows.

[Vol + Amount of change]

| The amount of change in volume
+ indicates an increase in volume,
- indicates a decrease in volume

The following is an example of how volume changes can
be used.

Part 001 = PTN 100
Part 002 = Vol + 25
Part 003 = PTN P12

When this song is played, after playing the pattern for
part 1, the volume will increase dightly, and the pattern
for part 3 will be played.

— Note:
Volume change is specified as an increase or decrease
in the instrument setting rhythm volume (R.Val).
However it is not possible to exceed the present
rhythm volume (R.Val). If’ you want to raise the
volume in the middle of the song, insert a volume
decrease a the beginning of the song.




(3) Tempo change

This specifies a change in rhythm tempo during a song.
Specify a tempo change as follows.

[T + Amount of change / beats]

I

Number of beats over which the
change will occur

Change in tempo value

+ indicates a tempo increase,

— indicates a tempo decrease

This can be used as in the following example.

Part 001 = PTN 100
Pat002 =T + 20/4
Part 003 = PTN P12

When this song is played, after the pattern of part 001
is played, the tempo will begin increasing while part 003
plays. (If the pattern used by part 003 isin a time sig-
nature of 4/4, the tempo change will end when the fourth
beat ends.)

Note:
Tempo change is specified as an increase or decrease
in the currently set tempo. If the tempo is aready
a the maximum of 240, it cannot be increased further.
If tempo is aready a the minimum of 30, it cannot
be decreased further.

(4) Mark

It is often convenient to specify a “mark” in a song, and
use the “search” function to jump to the specified lo-
cation so that you can edit or playback from that point.
Especialy when creating long rhythm songs, it can be
time-consuming to find the location you want. For
example, setting a mark at the beginning of the chorus,
or at the top of the second verse, will help you find
sections you frequently need to locate. Specify a mark
as follows.

[ Mark [A] ]
You can specify any character

This can be used as in the following example.

Part 256 = PTN 152
Part 257 = Mark [A]
Part 258 = PTN 168

___Note:
Any character can be used as a mark, and you can
st as many as you like. However, only the first seven
marks in the song can be searched for. To search for
a part using the mark, see page 75 (while editing) or
page 77 (while in play mode).
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CREATING A RHYTHM SONG
____________________________________________________________|

To create a rhythm song, use the rhythm edit functions
in the following procedure.

sMeasPart >TempoXKBD

SONG PLAY) kSONG
M 1 g81 BE1 128 RHY

2LoFT

If you are in pattern play mode, pressthe[ ] below
“toSONG” to move to song play mode.

(1) Sdlect the song number you want to creste. Make
sure that the cursor is located at “>SONG”, and
select a song 1-8. Songs that have aready been
written will be indicated by a “w” after the song
number.

(2) Press to get the following display.

SONE JOB SELECTY Select ore !
?Edit>CopurClrrSetur > Inst XAson»Srch»EXIT

Pressing the[__] below “>EXIT” will return you
to the previous display.

(3) Press the ] below ">Edit" to get the following
display.

SOME EDITY Part 881 = PTH S
sonsl % - - <+ >JOB EWIT

This is where you create a rhythm song. Parts for

which no data has been input will be indicated by
ablinking "= PTN ***",

(4) Select the part number using the ] keys below
the left “«<” and “—~”. When cregting a new song,
be sure to start with part 001.

No data has been ilnput in the part.

SOME EDITS FPart 881 = PTH ek
zongl = =) & = »I0R EHIT

1 1
Decrease the part number Increase the part number

(5) Using the data entry dider, the numeric keys, or
[=1] [¥1], sdect the pattern to input. Pressing
or will switch between internal
patterns and preset patterns. Patterns will be selected
as shown in the following display.

SOHE ERITY  Part 881 = FTH I81lw
soralu 2 * = % XIOR FESIT
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When entering repeat, volume change, tempo
change, or mark data instead of a pattern, press the
[ keys below the right “«* and “—* while the
“=Pattern ***” display is blinking. The[_] keys
below the right “«» and «“—» will step through
"= PTN* e o>« x 07, “Vol+0", “T+ 0/0”,
and “Mark [J”.

Sedlect the data you want, and specify a number
(repeat times, or amount of volume change) if nec-
essary. Usethe [_] keys below the right “«” and
“—” t0 move between the tempo change settings
“vaue’ and “beats’.

An example is shown in the following display.

S0ME ERITH Fart 132 = x‘ 3
sondlin - * % xJOB FEWIT

(6) Repeat steps (4) and (5) to specify the patterns for
each part. The next section will explain how to delete
a part that was entered by mistake, or to insert a
new part between previoudy entered parts.

(7) When you have finished creating the rhythm song,
press the ] below “>EXIT” twice. This ends
rhythm song editing, and returns to song play mode.



EDITING A RHYTHM SONG

While editing a rhythm song as explained in the previous
section, severd editing jobs can be performed. While
editing a rhythm song, the display will be as follows.

SONG EDITY Fart. @881 = PTH IGGyw
sonfiu - * + +  »JOB FEHIT

Pressthe [__] below “ > JOB” to get the following
display.

SOMGE ED JOE? Part @61 = PTH I@Buw
PartrIne el CorurSearch>Name SERIT

This is where you select the editing operation.

Jump

Press the[__] below “ > Part”.

SONG ED JOEY Part 881 = PTH IGQ
Input,  Part dokk

G0 ERIT

& Function
Jump to a specified part number.

m Explanation

[nput the part number you want to jump to, and press
the [__] beow“>GO".

Note:
If you specify a part number for which no data has
been entered, you will jump to the part after the last
entered part.

Insert

Pressthe ] below “ > Ins’.

SOME ED JOBY Part 601 = PTH IGE
Ihsert Part 7 SERIT

& Function
Insert a part.

B Explanation
This inserts a part in front of a previoudy entered
part. The following parts will be moved back one.
When you press [11, a part will be inserted in front
of the currently selected part, and “ =PTN***” will
begin blinking. Now you can enter a pattern number,
or a repedat, volume change, tempo change, etc.

Delete

Pressthe [_] below“>Dd".

SOME ED JOBY Part BE1 = PTH I8E
Delete Part 7 JERIT

® Function
Delete a part.

M Explanation
This deletes the currently selected part. The following
parts will be moved forward one. When you
press[*1] , the currently displayed part will be deleted.

Copy

Pressthe [ ] below “ > Copy”.

SOME ED JOEX Part 881 = PTH IS8
¢ Part kit — dekk 29 Papd dekk

¥E0 FERIT

® Function
Copy the specified range of parts to another location.

& Explanation
This copies the parts specified by “(Part *** - ***)”
and places them in front of the part specified in “—
Part ***". After specifying the three part numbers,
press the ] below “ > GO”. When the display asks
“Are you sure?', press [+1], and the parts will be
copied.

Note:
Fyou want to copy only one part, specify the same
b

art number for both locations of “(Part *** - ***)”

Search

Press the[__] below “ > Search”.

S0ME ED JOBEX Part 881 = PTH 188
(A1 [BI [C1 YEXIT

& Function
Jump to a marked part.
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& Explanation
This jumps directly to a part you specified using a
mark. Marks will be displayed in the lower line. Press
the[_] below the mark to which you want to jump.
The display will immediately show the part that
contains the mark.

Note:
If no marks have been entered, you will not be able
to use the Search function.

Song name

Press the[__] below “ > Name'.

S0ME ER JOB: FPart B8] = PTH IBQ

fname | HewSong % FEMIT
& Function
Give a song an 8-character name.
m Settings

Maximum 8 characters.

& Explanation
Enter a name for the song. Page 17 explains how to
enter characters.

SONG JOB FUNCTIONS

Songs you create can be edited in many ways. Begin song
editing from song play mode as follows.

SOME PLAY 3 ESONG MeasrPart :TenpoKED
FLoPTH 1 sFoo Bal B8l 128 RHY

If you are not in pattern play mode, press the [__] below

“ > toSONG” to enter song play mode. Press to

get the following display.

SOMGE JOB SELECT? Select ong !
Edit > Copallrraetur > Inst XAs9n>5rch EXIT

Pressthe [_-_] below “ > EXIT” to return to the previous
display.

Song edit

Press the [__| below “ > Edit”.

SOME EDITY Fart 881 = PTH I8a@
zongl “ * - +  XJOB FEMIT

This display has been explained in Creating Rhythm
Songs (page 72) and Editing a rhythm song (page 75).
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Song copy

Press the[__] below * > Copy”.

SOMIE COPY

Hiom SOME 1w fo SONG = HE0 FEMIT

& Function
Copy a song to another song.

B Settings
-8

& Explanation
Copy the song specified by the left number to the song
specified by the right number. After setting the two
song numbers, press the [ below “ > GO”. When
“Are you sure?’ is displayed, press [+1], and the song
will be copied.

‘Note:

The original song data in the copy destination will
be erased.




Song clear

Pressthe [__] below “ > Clr".

SOHGE CLERR» Select ome !
SEong »H11 ERIT

1) {2

(1) Song clear

® Function
Clear the contents of the specified song.

& Explanation
When you press the [_] below “ > Song”, the dis-
play will allow you to enter the song number. After
specifying the song number, press the[ ] below
“ > GO, and you will be asked “Are you sure?'. Press
and the song will be cleared.

(2) Clear all songs

® Function
Clear al songs 1 - 8.

m Explanation
When press the [___] below “ > All”, you will be asked
"Are you sure?'. Press[+1] and all songswill be
cleared.

Setup

Press the [_] below “ > Setup”.

SETURY ERCh }fT-:.h elxClick >Beat. >¥Sane
= 9 an e 14 int RPEXIT

Settings in this job are shared with the settings in the
pattern job “Setup”. For details see page 67.

Inst settings

Pressthe[__] below “ > Ingt”.

IHET SET»:UolumerPanidotesR. Vol *Efct
D 1 15 LpdwBGHEL 9% on FERIT

Settings in this job are shared with the settings in the
pattern job “Instrument settings’. For details see page
68.

Rhythm assign

Pressthe [ ] below* > Asgn'.

-

RHYTHM RZSIEHY K nst
=Bl 1 FERIT

&
FPRESETI M

== i

Settings in this job are shared with the settings in the
pattern job “Rhythm assign”. For details see page 69.

Search

Pressthe [__] below* > Srch’.

SERRCH Select mark !

LAl [E1 LC1 SERIT
| Function

Jump to a marked part, ready to begin song play.
& Explanation

This jumps directly to a marked part. Press the
[ 1 below the mark you want to jump to, and the
display will move to the selected part.

Note:
This cannot be used if no marks have been entered.
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CHAPTER 5. USING THE SEQUENCER

This chapter explains how to use the V50 sequencer. You will learn how to record

and edit your own original songs.

ABOUT THE SEQUENCER

|

What is a sequencer?

A sequencer is adevice that records amusical per-
formance and playsit back. The data recorded by a
sequencer is not sound, but the actual musical per-
formance. This means that is possible to replay the same
notes using a different voice than when recording, or
to freely change the tempo. It is also possible to edit a
certain section of the song, or rearrange the entire song.

Tracks

The V50 sequencer has eight “tracks’. A track is a single
part (the part played by one instrument) of a song. Since
eight tracks are available, a song can have up to eight
different parts playing together. For example the eight
tracks might be used as follows.

Track 1
Track 2
Track 3
Track 4
Track 5
Track 6
Track 7
Track 8

bass) —
piano)

sax)

flute)

synthesizer)
guitar)

strings)

sound effect) —

o~~~

— all played together

.~ N~ A~

~—~

Each track is recorded separately. For example you
might record the bass part on track 1, and then record
the piano part on track 2 while listening to the bass part.
By repesating this process, you can record as many tracks
as you need. To use dl eight tracks, you will need to
record eight times.
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Note:
Since a track can contain program change data to
switch voices, a single track can play different sounds
a different times. This allows you to use an unlimited
number of sounds in a single song. However, no more
than eight sounds can be produced a one time.

Realtime recording and step recording

There are two ways to record each track.

(1) Realtime recording
Record the notes with the exact timing that you play
them on the keyboard.

(2) Step recording
Use the bar graph in the display to enter notes one
by one, specifying the pitch and length for each note.

It is often thought that realtime recording is for good
keyboard players, and step recording is for those who
cannot play keyboard well. This is not aways true. For
example, you might use a dow tempo when redtime
recording a difftcult phrase, and then play it back at a
faster tempo. Or you can use the “quantize” function
to correct the timing of notes you recorded in redtime.

Use the two recording methods in the combination
that is most efficient for each situation.

Songs

The V50 can remember eight songs, with each song
containing eight tracks. However, the total number of
notes for al tracks of al songs must not exceed 16,000.
This means that depending on the length or complexity
of a song, you may not be able to record al eight songs.

.Note:

If aftertouch, pitch bend whedl, and modulation wheel
data is recorded, the note capacity will be less.




Sequencer data

The eight songs in V50 memory will not remain in me-
mory when the power is turned off.

After recording a song, remember to save it to disk before
turning the power off. Data you saved can be recaled
using the load function explained on page 105. Page 105
explains how to save, and page 105 explains how to load.

The sequencer and the synthesizer

The V50 sequencer and synthesizer are built into the same
unit, but are essentialy independent. Please remember
the following points.

When using the sequencer to record key-
board playing

When you select the recording track in sequencer re-
cording mode, the keyboard transmit channd will au-
tomatically be changed to the transmit channel for that
sequence track. This eiminates having to set the key-
board transmit channel to match the receive channd
of the tone generator (single or performance) so as to
be able to hear the sound of the track being recorded.

However, when you move to synthesizer perform-
ance mode after recording in the sequencer, remember
that the keyboard transmit channel has been changed.
This may mean that playing the keyboard will not make
the synthesizer sound.

In this case, you can hold the [-] key, and press
[TR1]- or [RHY]" to st the transmit channel of
the keyboard to the receive channd of the selected in-
strument.

Musical data g

L
{ Keyboard o 0y Sequencer
Transmit channel Record channel

Normally, the recelve channe of the sequencer will be
set to “Kbd”. This alows you to record sequence data
from the V50 keyboard. Unless you are using an externa
keyboard to record sequencer data, leave it a this setting.
(Page 88 tells how to set the sequencer receive channel.)
When using an externa keyboard to record data into
the V50 sequencer, set the sequencer receive channel to
match the MIDI transmit channel of the externa key-
board.

When replaying a sequencer recording using
the synthesizer

There are three basic situations.

(1) Using performance mode to replay each track with
its own voice.
In this case, st the transmit channdl of each se-
quencer track (each recorded track) to match the
receive channe of the instrument playing the voice
for that track.

Sequencer Synthesizer- '
Track 1 Instrument 1
Track 2 Teh R Instrument 2
- - Teh Reh - - .
Track 8 " Instrument 8

Tch Re
(Transmit channel) (Receive channel)

(2) Using single play mode to replay all tracks using a
single sound.
In this case, st the transmit channels of all tracks
(each recorded track) to match the basic receive
channdl of the syntheszer.

Sequencer
Track 1 .
Track 2 Teh ———m?{ Synthesizer |
: e {Basic receive channef)
[ Tracks |

Teh
(Transmit channel)

(3) While using single play mode to play one sound, play

the remaining tracks using external tone generator
modules or synthesizers.
In this case, set the transmit channel of each track
(each recorded track) to match the basic receive
channel of the synthesizer and the receive channels
of the external devices.

Sequencer

K| izer:
Track 1 — ————__Synthesizer |

Track 2 o (Basic receive channel)
. : |——ﬁ External device |
Track 8 "y Reh

(Transmit channel) —{_External device |

(Receive channel)
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Note:
When sending program change messages from the
V50 sequencer to external devices, set the MIDI
function “Program change” setting to “TransFilter”
(see page 101).

As you become more familiar with the sequencer, you
will find other ways to use it. To set the sequencer
transmit channel, see page 90. To set the performance
receive channel, see page 25. To set the basic receive
channel, see page 99.

SYNTHESIZER PREPARATIONS

Before starting to record using the sequencer, make the
following settings to initidlize a performance memory
for use with the sequencer.

Note:
Wyou will be using only one voice with the sequencer,
these preparations are unnecessary.

Since you can specify voices when making se-
guencer recording settings, there is no need to select
each voice after initializing.

When using one to four sequencer tracks

Use the performance initidize function to select “SEQ4”
as the initidization setting.

(1) Press to enter performance play
mode.

(2) Select a performance number.

(3) Press [OTHERS],

(4) Pressthe[__] below “ > Init".

(5) Pressthe[ ] below “SEQ4".

(6) Press to initialize the performance for four
tracks.

When using five or more sequencer tracks.

Use the performance initialize function to select “SEQS8”
as the initidization setting.

(1) Press to enter performance play
mode.

(2) Select a performance number.

(3) Press[OTHERS]

(4) Pressthe[ ] bdow “ >Init”.

(5) Pressthe[_] below “SEQS".

(6) Press[+1] to initialize the performance for eight
tracks.
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RHYTHM MACHINE PREPARATIONS

When recording and playing back with the sequencer,
the rhythm song sdlected by the rhythm machine will
aso play back. According to the situation, you will need
to use one of the following procedures.

If the sequencer song you are going to record
uses a rhythm song which already exists

Select the song in the rhythm song play mode of the
rhythm machine mode. The rhythm song will play during
sequencer recording and playback.

If you want to create the rhythm song before
recording the sequencer song

Before beginning sequencer recording, create the rhythm
song in rhythm machine mode. Then select the song in
the rhythm play mode of the rhythm machine mode.
The rhythm song will play during sequencer recording
and playback.

If you will be creating the rhythm song after
recording the sequencer song, or if you will
not be using rhythm sounds

If the rhythm song contains no data yet, go ahead and
record the sequencer song. If the rhythm song contains
data, you can ether erase it, or select a different rhythm
song that contains no data.

During sequencer recording and playback, the
rhythm machine will not sound.

Here are some other possibilities.

It is often convenient to keep a smple rhythm pattern
playing while you record in the sequencer.

Method 1. Create a Smple rhythm song.
The song in the following example will re-
peat rhythm pattern POO for 200 times.

PartO1 = ||

Part02 = PTN P00
Part03 = PTN P00
Part04 =4 x 99

Method 2:  In rhythm pattern play mode of the rhythm
machine, select a rhythm pattern and keep
it playing while you record using the se-
quencer.

With this method, the pattern will continue
repeating even when you are not recording
or playing back.
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REALTIME RECORDING PROCEDURE

Here we will explain the procedure for realtime recording. The procedure can be il-

lustrated as follows.

Select sequencer operation

Select sequencer operation

From performance play mode, single play mode, or
rhythm mode, enter the sequencer mode as follows.

(1) Press[SEQ] to enter sequencer mode and get the
following display.

FPLAY SOHGH Tima Meas>Temro
Fl: HewSong 4.4 @l 128

All sequencer operations are carried out in this mode.

Select a song to record

Select the number of the song to be recorded.

(1) Move the cursor to the far left, and specify a song
1- 8torecord. If setup data has already been stored
for the song, the display may show “withSETUP’
or “Song only” when you select the song. (This
choice is explained on page 87.)
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Begin sequencer operations.

4
Select song to be recorded | Select the song you want to record.
4
Select realtime recording Select realtime recording.
4
Set recording conditions Select the track to be recorded, the voices and
1 time signature, tempo, etc.
Start and end recording | Start and end realtime recording.

Select realtime recording

Here we will explain the most basic way to select redtime
recording. For details, see page 94.

(1) Press to get the following display.

SEQUEMCER JOE SELECT: Select one!
Eetur>Toh>SongrEdit *Rec SERIT

(2) Pressthe[_1 below “ > Rec” to get the following
display.

RECORD MODE> Mdode

*Condition
fres = 1085 Realtine

Rerlace *ERIT

(3) Making sure that the cursor islocated at “ > Mode”,
select the recording mode. Select from “Redtime”,

“Step”, or “Punch”. In this example we will select
“Realtime”.

(4) Move the cursor to “ > Condition”, and set the re-
cording condition. Select from “Replace” (replace
the previous recording) and “Overdub” (add to the

previous recording). In this example we will select
“Replace”.

(5) Pressthe [_] below “ > EXIT” twice.



Set recording conditions

This is where you sdlect the song and tracks to be re-
corded, and set time signature, tempo, rhythm backing,
and the voices to be used.

—~ NOtE:
You cannot change the time signature of a track that
has dready been recorded. When you want to begin
recording from the middle of the song, use[ =] and
to change the measure, or move the cursor to
“ > Meas’ and directly specify the measure. However
if no data exists, you will not be able to advance the
measure.

(1) Press [o] to enter recording mode and get the
following display.

RECORDY *oderlioice>Time *MeaskTenFo
Ferlace IMD  XI6E drd v b A s

(2) Press [TRI]~ to select the track to be re-
corded. The LED at the left of [TR1]—[TRS] will
indicate the selected track. Normally you will begin
recording from track 1. Tracks which aready con-
tain data will be indicated by a green LED. Only
one track can be recorded at atime. It is not possible
to select more than one track for recording a once.

(3) Move the cursor to “ > Mode” and select the voice
mode. You can hold the key, and press
[TR1]- [TR8] or to set the transmit channel
of the keyboard to the receive channd of the selected
instrument.

When “SGL” (dingle) is sdlected, single play
mode will be used.

When “PFM” (performance) is selected, per-
formance play mode mode will be used.

When “IND” (individua) is selected, the voice
of the instrument that matches the transmit channel
of the track will be used.

(4) Move the cursor to “ >Voice” and select the voice
number. You can hold the[=Jkey, and press
[TRi]- or [REY] to st the transmit channel
of the keyboard to the receive channd of the selected
instrument.

When * > Mode”, is set to “SGL”, specify the
voice number.

When “ > Mode’ is set to “PFM”, specify the
performance number.

When “ > Mode” is set to “IND”, specify the
voice number.

(5) Move the cursor to “ > Time” and set the time sig-
nature.  Select from /4 - 4/4,1/8 - 8/8, and
/16 - 16/16.

(6) Move the cursor to “ > Tempo” and set the tempo
of the song. Select from a range of 30 - 240 quarter
notes per minute.

Start and stop recording

Here is the procedure for actual recording.

(1) Press [ > ], and a two-measure countdown will
begin. For example, if you have selected atime
sgnature of 4/4, quarter notes will, sound eight times
(4 x 2 measures). The display will show the count
until recording begins, “ - 8, - 7, ...".

(2) When the count reaches “0", recording will begin.
Notes and chords you play on the keyboard will
be recorded. If you move the cursor to “ > voice’
and select a different voice, the voice change will
be recorded as part of the data

(3) When you are finished, press (8 ] to end redtime
recording. Page 87 explains how to replay the per-
formance you have just recorded.

If you make a mistake

If you make a mistake in redtime recording, you have
the following possibilities.

(1) Record over again from the beginning. Press
o], ] and record over from the beginning.

(2) Re-record only the measures where the mistakes in
playing were made. Using the punch-in function
explained on page 88, you can re-record only these
Measures.

(3) Correct the mistake using step recording (see page
84).

Selecting single or performance memories
while recording

If the transmit channel of the track being recorded
matches the basic receive channel of the synthesizer, the
performance you specify will be selected. If it does not
match, there will be no change.

The voice mode and voice number you specified in
the” > Mode” and “ > Voice” settings are temporary.
If you want to record these voice changes as sequencer
data, perform the operations during sequencer recording.
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STEP RECORDING PROCEDURE

The procedure for step recording is as follows.

Select sequencer operation

Select the sequencer function

From performance play mode, single play mode, or
rhythm mode, enter the sequencer mode as follows.

(1) Press[SEQ] to enter sequencer mode and get the
following display.

PLAY S0OME Time MeasrTenro
kli HewSong 4.4 aal 126

All sequencer operations are carried out in this mode.

Select a song to record

Select the number of the song to be recorded.

(1) Move the cursor to the far left, and specify a song
1 - 8to record. If setup data has already been stored
for the song, the display will show “withPFM” or
“Song only” when you sdlect the song. (This choice
is explained on page 87.)

Select step recording

Here we will explain the most basic way to select step
recording. For detalls, see page 94.

(1) Press[JOB] to get the following display.

SERUEHMCER JOB SELECT: Select one!
smetuprToh*Soma Edit *Rec ERIT

1]
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Begin sequencer operations.

1
Select song to be recorded | Select the song you want to record.
{4
Select step recording Select step recording.

i :

Set recording conditions Select the track to be recorded, the voices and
Il time signature, tempo, etc.

Start and end recording .| Start and end step recording.

(2) Pressthe [_] below “ > Rec” to get the following
display.

RECORD MODE: EMocle
firee = 108X Realtime

Jlondition
Rerlace SERIT

(3) Making sure that the cursor is located a “ > Mode”,
select the recording mode. Select from “Realtime”,
“Step”, or “Punch”. In this example we will select
“ Stepﬂ .

(4) Pressthe[__] below “ > EXIT” twice.

Note:

In step recording, “Overdub” will always be used
regardless of the “ > Condition” setting.

Set recording conditions

This is where you sdlect the song and tracks to be re-
corded, and set time signature, tempo, rhythm backing,
and the performance or voice to be used. However if

no data exists, you will not be able to advance the
measure.

—— Note:
You cannot change the time signature of a track that

' has dready been recorded. When you want to begin
recording from the middle of the song, use and
to change the measure, or move the cursor to
“ > Meas’ and directly specify the measure.

(1) Press o] to enter recording mode and get the
following display.



STEP RECY HiodeXoice>Time Meas >Temes
erdub TN I8 4.4 B81 128

(2) Press [TRI]- to select the track to be re-
corded. The LED at the left of [TR1]— [TR8] will
indicate the selected track. Normally you will begin
recording from track 1. Tracks which aready con-
tain data will be indicated by a green LED. Only
one track can be recorded at atime. It is not possible
to select more than one track for recording at once.

(3) Move the cursor to “ > Mode” and select the voice
mode. You can hold the[ =] key, and press
[TR1]- or to set the transmit channel
of the keyboard to the receive channel of the selected
instrument.

When “SGL” (single) is selected, single play
mode will be used.

When “PFM” (performance) is sdected, per-
formance play mode mode will be used.

When “IND” (individual) is selected, the voice
of the instrument that matches the transmit channel
of the track will be used.

(4) Move the cursor to “ > Voice” and select the voice
number. You can hold the[ =] key, and press
[TR1]- or[REY] to set the transmit channel
of the keyboard to the receive channe of the selected
instrument.

When “ > Mode” is set to “SGL”, specify the
voice number.

When “ > Mode’ is set to “PFM”, specify the
performance number.

When “ > Mode” is set to “IND”, specify the
voice number.

(5) Move the cursor to “> Time" and set the time sig-
nature.  Select from 1/4 — 4/4, 1/8 — 8/8, and
/16 — 16/16.

(6) Move the cursor to “ > Tempo” and set the tempo
of the song. Select from a range of 30 - 240 quarter
notes per minute.

Start and stop recording

Here is the procedure for recording.
(1) Press[>] to get the following display.

1— This shows the length of a note

MEEL d 1= +

bBateTimé PanCharngs

(2)

3

This is known as the “bar graph” display. In step
recording, use this bar graph to specify the length
and timing of each note. This bar graph shows the
data for one measure. The number of the measure
currently displayed is shown at the left sde. The
“ + " mak indicates each beat. In the example above,
the time signature is 4/4, and«n==-- +” isthe length
of one beat. This meansthat each“ —" or “ +”
indicates the length of a 32nd note.

Use[=1] (<) or (>) to move to the position
where you will begin recording. For example, if you
want to record a note at the beginning of the second

beat, move the cursor (=) to the“ —" dfter the first
b + ”

Use the numeric keys to specify the note length.
Select a note length from“o” to“ b ™. The bar graph
will display “ —=” marks to indicate the length of the
note.

For example, if you press[37](} ), the bar graph
will show the following.

For example, if you press[4] ( }), the bar graph
will show the following.

Pressing the same note length twice will result in a
note length of double value.

For example if you press[4_] ( b) twice, the bar
graph will show the following.

I= t + !
To enter a dotted note, select the desired note length,
and then press the dot key[8 1 (. ).

For example, if you presd 4] () and then
(. ), the bar graph will show the following.

To enter a triplet, select the desired note length, and
then press the triplet key 9] (~-).

For example, to enter 55 , you would press
()) and then[9] (=)

L In the case of triplets, the bar will not show the
exact note length.

To enter a tie (two added note vaues), select the
first note, then press[7 ] (TIE), and then select.
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the second note. This will add the two sdected note
values.

For example, to tie ) and ), press (J)
71 (TIE), and [Z] ().

1 3.
T T

To enter a dur (extended note length) or staccato
(shortened note length), press the[__] below
“ >GateTime” to get the following display. (The
example shows the display when[3 ¢ J ) and then
the[ ] below “GateTime’ are pressed.)

Meel | (= |

FHormd>StacySlar  SEXIT

In this display, press the ] below the function
you want. When “Stac” is sdlected, the note will
sound for 50% of its length. When “Slur” is selected,
the note will sound for 99% of its length. When
“Norm” is selected (or when not otherwise specified),
the note will sound for 80% of its length.

(4) Specify the note pitch from the keyboard. You may
play single notes or chords from the keyboard to
specify the pitch of the note. To enter a rest, press
(071 (REST). When you specify the note pitch, the

“ =" in the bar graph will disappear, and a 4 will
indicate the position of the note you just input.

(5) Repeat steps (2), (3), and (4) to input your song.

(6) When finished recording, press [ 2_]. This com-
pletes step recording. Page 87 explains how to play
back the song you recorded.

Inputting program changes

You can input program change data to switch voices
during a song. Move the cursor to the position in the
bar graph at which you want the voice change to occur,
and press the[__] below “ > PgmChange’. After spe-
cifying the voice or performance to change, press the
[] below “GO". The bar graph will show a “p” to
indicate that a program change has been inserted.

When a program change specifies a per-
formance

In this case, the specified performance will be selected
only if the transmit channel of that track matches the
basic receive channd of the synthesizer. If it does not
match, nothing will happen.
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To delete a note you entered

If you input a wrong note, move the cursor to the position

of the note and press [=_] (ERASE). All notesin the
specified 32nd note region will be erased (including
program change data).

The voice mode and voice number you specified in
the “ >Mode’ and “ >Voice’ settings are temporary.
If you want to record these voice changes as sequencer
data, perform the operations during sequencer recording.



PLAYING A SONG
)

To play back a song, use the following procedure.

(1) Press{SEQ] (If you are aready in sequencer mode,
there is no need to do s0.) The display will appear
as follows.

FLAY SOMGE> Time: Meas>Tenro
kl:Sunset 474 a@1

The LEDs at the left of [TR1]- [TR8] will light
green. If desired, it is possible to playback only
certain tracks. Page 87 explains this “Track Mute”
function.

(2) Sdlect the number (1 — 8) of the song to be played.
If you select the number of a song that was stored
with setup data, there will be a message alowing
you to select “with SETUP” or “Song only”.

with SETUP
Select performance number, voice number, and
rhythm song number along with the song number.

Song only
Select only the song, and not performance number
or rhythm song number.

(3) If necessary, you can set the measure a which to
begin playing, and change the tempo.

Specify the measure usng[=<] and (=], or
by moving the cursor to “ > Meas’ and specifying
the measure number.

Tempo can also be modified while playing back.

(4) Specify tempo by moving the cursor to “ >Tempo”
and entering the tempo. You can aso set the tempo
by moving the data entry dlider while pressing

[SEQI

(5) Press [(>] to begin playback. All tracks that con-
tain data will play back.

(6) To stop playing, press[_2_]. To resume playing from
where you stopped, press[>]. To resume playing
from the beginning of the song, press [ ] and
together, and then press[ > 1.

Track mute

Normally when playing back the sequencer, the LEDs
at the left of [TR1]— [TR8]will light green, and when
you press [ > ] all tracks will be played back. The
“mute’ function alows you to hear only specified tracks.

To mute a track when in sequencer play mode (while
stopped, or during playback), press the[TR1]— [TRS]
of the track you do not want to hear. The LED of that
track will begin to blink green. The blinking tracks will
reman slent, and only the unmuted tracks will be played
back.

It is aso possible to mute tracks before beginning
to record.

In the same way, pressing [REY] will mute, the
rhythm machine.

Note:
If you mute al tracks, there will be no sound. When
the song number is changed, muting will be defeated.
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PUNCH-IN RECORDING
A R N

Punch-in recording alows you to re-record only a spe-
cified measure or measures using reatime recording,
using the following procedure.

(1) Press[JOB] to get the following display.

SERWENCER JOB SELECT) Select one!l
»Setur >Toch>Song*Edit>Rec *ERIT

(2) Pressthe[ ] below “ > Rec” to get the following
display.

RECORD MODE> Mhiode X ondition
firee = 180% Realtime  Replace *ESIT

(3) Make sure that the cursor is located a “ > Mode”,
and change the recording mode to “Punch”. In
punch-in recording, “Replace” will aways be used
regardiess of the “ > Condition” setting.

EECORD MODE> kMode *ondition
free = 81% Punch Ferlace ERIT

(4) Press[o ] to get the following display.

FUHCH REC)EModeXloice Measz >In Dot
IMD P22 b R . c T

(5) Specify the measure from which to start playback
(Meas), and the beginning (In) and end (Out) of the
measures to be re- recorded. Make sure that “Mesas’
< “In” g“ Out”.

(6) Press[TRI1l- to select the track to punch-in.

(7) Press[>] . Playback will begin from the measure
you specified in “Meas’. When the measure “In”
is reached, recording will automaticaly begin.

Play the keyboard to re-record the specified
section.

When the measure “Out” is reached, recording
will automaticaly end. This completes punch-in
recording.

SETUP FUNCTIONS
C

These functions determine the recelve channel and var-
ious other aspects of the sequencer. In sequencer mode,
press to get the following display.

SEQUEMCER JOBE SELECT2 Select ons!
»Setur>TehSona>Edit *Rec SEHIT

Press the [_] below “> Setup” to get the following
display.

SETUP *Reh>R. T »lel >Click o
Ebd off o Eec int XEXIT

12 Y2 Ha= 4 {5}

If you pressthe[ ] below “ > EXIT” you will return
to the previous display.

(1) Receive channel

& Function
Set the receive channel of the sequencer.
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& Settings
Kbd, 1 - 16, om

& Explanation
This determines the MIDI channdl that the sequencer
will receive. Select from the following.

Kbd......Record from the V50 keyboard. MIDI
messages from externa devices will not be
recorded.

1-16... Record incoming MIDI messages of the
specified channel. When recording MIDI
messages from an externd device, set this to
match the transmit channel of the externd

device.
omn.... Record incoming MIDI messages of any
channel.
Note:

Unless this “receive channd” is set to “kbd”, your
playing on the V50 keyboard will not be recorded.




(2) Aftertouch

& Function
Determine aftertouch reception.

W Settings
off, on

=& Explanation
This determines whether to record the aftertouch of
the V50 keyboard or an externa device.

off...... Aftertouch messages will neither be received
nor recorded.

on...... Aftertouch messages will be recelved and
recorded. If your playing uses aftertouch, it
will be played back just as it was recorded.

(3) Velocity

m Function
Determine key velocity reception.

m Settings
off, on

m Explanation
This determines whether to record the velocity of the
V50 keyboard or an externa device.

off...... Key velocity data will neither be received nor
recorded.

... Key velocity data will be received and re-
corded. The key velocity of each note you
play will be played back just as it was re-
corded.

(4) Click

& Function
Determine when the click will sound.

B Settings
off, rec, play, dways
m Explanation

This setting determines when the click (the metro-
nome) will sound. Select one of the following.

off........... There will be no click.

Rec......... The click will sound only during redtime
and punch-in recording. Normally you
will use this setting.

Play/Rec. The click will sound during redtime re-
cording and playback.

Always.... The click will sound at all times while in
sequencer mode.

(5) Sync
m Function
Select the clock (timing source) for the sequencer.

® Settings
int, MIDI

® Explanation
This setting selects what will control the tempo. Select
one of the following.

int......... Tempo will be controlled by the interna
clock. Normally this is the setting you will
select.

MIDI ..... MIDI clock signals will determine the
tempo. Select this setting when you want
to control the tempo of the V50 sequencer
from an external device.

— Note:
When “MIDI” is sdected, sequence playback and
realtime recording will not be possible unless a clock
sgnd is being received from an externd device. (Step
recording will be possible.)

The clock selected here applies to both the rhythm
machine and the sequencer. If you select “MIDI” here,
the rhythm machine will aso be set to MIDI clock.
This setting can aso be made from the rhythm ma-

chine mode (see page 68).
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SETTING

TRANSMIT  CHANNELS

Set the MIDI channel on which each sequencer track
will transmit data.

In sequencer mode, press [JOBI to get the following
display.

SEQUENCER JOB SELECTX Select one!
»Setur»TehrSongEdit »Rec FERIT

Press the [_] bdow “ > Tch” to get the following
display. (The displays will differ depending on whether
the synthesizer mode is Single Play mode or Performance
Play mode.

If a synthesizer Voice is selected (single mode).

TRAMSEMIT CHAMMEL} Single Mode  Rch =1
1r 2r 1r 1r 37 4 offs off

If a synthesizer Performance is selected (multi mode).

E 1
T -

2 37 4/ S &S VA B
2 3 4 S/ &y TR

The lower line of each display shows the channel that
each track will transmit. In single mode, the upper right
of the display will show the receive channd. In multi
mode, the upper line (“R”) will show the receive channe
for each instrument.

& Function
Set the output channel of each track.

N Settings
off, 1-16

‘® Explanation
This setsthe MIDI channel that each track of the
sequencer will transmit.

In single mode (single play mode), the V50 will
play only the track data that is transmitted on a
channel that matches the tone generator “Rch ="
setting.

In multi mode (performance play mode), each
track will play the instrument that matches its transmit
channel (the lower line).

“off” indicates that data is not transmitted.

SONG JOB FUNCTIONS

Here you can name or clear a song.

In sequencer play mode, select the song to name (or
clear), and press[JOB] to get the following display.

SEGLENCER JOE SELECT? Seleoct one!
EeturrTeh>Song *Edit Rec SERIT

Press the ] below “> Song” to get the following
display.

SONGY HAME Song Clear
1: HewSong - »E0 SERIT
L (1) S {2} !

Pressing the[___] below“ > EXIT” will return to the
previous display.
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(1) Song name

= Function
Set a name for the song.

W Settings
Maximum of 8 characters.

& Explanation
Set a name for the song. Page 17 explains how to enter
characters.

(2) Song clear

& Function
Erase the song data.

& Explanation
This function erases the song name and the data
of al tracks, and will initialize meter and tempo,
etc.
Pressthe[ | below “ > GO”. Press[£1] in re-
sponse to the confirming message, and the song will
be erased.



EDIT FUNCTIONS
L ________________________________________________|

Here you can do various editing operations on each track
of a song.

In sequencer play mode, sdlect the song to edit, and
press[JOB] to get the following display.

SEQUENCER JOB SELECT> Select one!
>oetur»Toh>Sona>Edit >Rec FERIT

Press the ] below “ > Edit” to get the following
display.

EDIT TERCK? Select one!
Mix >Antz el >Ins >CorarEras>Remv>ERIT

Pressing the[_] below “ > EXIT” will return to the
previous display.

Track mix down

Press the[_] below “ > Mix".

TRACK MIx DO
T Ml and T 21 Lo Tr =1

#E0 FEXIT

& Function
Mix down (combine) the data of two tracks into one
track.

& Settings
1 - 8 (select track)

® Explanation
This will mix the data of two different tracks and put
it in a single track. For example, if you had recorded
a piano part by playing each hand separately into
different tracks, you could use this function to com-
bine the two tracks into a single track.

The first two “Tr” numbers are the source tracks.
The third “Tr” is the degtination track. After speci-
fying the three tracks, press the[ ] below “ > GO'.
Press [(+1]in response to the confirming message,
and track mix down will be executed.

Note: .
Once you have mixed down two tracks, you will no
longer be able to play them with separate voices.
Also, the previous data will be erased.

Quantize

Press the [__] below “Qntz".

GURMTIZE? ¥Tr  »Size
1 1-1¢ ¥E0 FEMIT
& Function
Correct each note to the nearest specified timing.
& Settings

| — 8 (select track), 1/48, 1/32, 1/16, 1/12, 1/8, /6,
4 (size)

& Explanation
Quantization will move the start timing of each note
to the nearest interval of the specified value.
The following diagram is an example of a track
recorded in realtime, and played with inaccurate
timing.

Measure 1 Measure2 Measure3 Measure 4
| S— 1 L 1

J J J J

|

The notes on the second and third beat are dightly
out of time. Quantize can be used to correct such
notes. If we set “Size” to “1/4” and execute this
quantize function, the notes will be moved to the
nearest beat of “1/4”, as follows.

Measure 1 Measure 2 Measure3 Measure 4
] i) ] 1 1

J R R J

“Size’ is the smallest time value that will be allowed
to remain after this operation is executed. This means
that if you intended your music to contain 16th notes,
you should specify 1/16. If you quantized using 1/8,
some of the 16th notes might be moved to the nearest
8th note. (The length of the notes will remain un-
changed.)

After specifying the track and size, press the
[] below “ > GO". Press[*1] in reply to the
confirming message, and quantize will be executed.

iNote:
It is not possible to reverse the effects of quantization.
If your music contains triplets, use a quantization
value such as 1/6, 1/12, or 1/24.
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Delete

Press the[_] below “> Ddl”.

DELETE? Delets Mzasure (ALl tracks)
Froom  RERL to 2EE1 *E0 FEWIT

& Function
Delete the specified range of measures.

& Explanation
The specified range of measures will be deleted from
the entire song (dl tracks). Measures following this
range will be moved forward.

measure

Specify measures “from 002 to 005"
measure

116|789 ]|10(|11 12|13

If you specify measures “from 002 to 005" as shown
in the upper diagram, the song will change as shown
in the lower diagram. (The measures will be renum-
bered as“1, 2, 3,...")

After specifying the beginning and end measures
to be deleted, pressthe[ ] below “ > GO". Press
in reply to the confirming message, and the
measures will be deleted.

Insert

Press the[_] below “ > Ing".

IMZERT »Inzert. Meazure (A1l tracks)
from MEEL to XBA1 Ine  »BE1 ME0 EMIT

& Function
Insert the specified measures into another location.

& Explanation
The specified range of measures (dl tracks) will be
copied and inserted into another location. Measures
at the specified destination will be pushed back.
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measure

Specify measures “from 002 to 003 ins to 006"
measure

If you specify measures “from 002 to 003 Ins to 006"
as shown in the upper diagram, the song will change
as shown in the lower diagram. (The measures will
be renumbered as “1, 2, 3,...")

After specifying the beginning and end measures
of the source, and the measure of the destination, press
the ] below “ > GO". Press.+1] in reply to the
confirming message, and the measures will be inserted.

Note:
Insert affects dl tracks. It is not possible to insert
measures into just one track.

Copy

Pressthe[” ] below “ > Copy”.

COPYy Core Measure
Tre k1 >B8812>881 4o Tr »>1 >081 X630 EXIT

& Function

Copy the specified range of measures to another lo-
cation.

& Explanation
The specified range of measures from a specified track
will be copied to another location. The data previoudy
in that location will be replaced by the newly copied
data. This function alows you to copy measures be-
tween tracks.

meas

1] 4|5|6|7|8]9
—_— )
Specify “Tr1 002 - 003 to Tr1 006"

measure ___ ‘
1[2}8]4|5]




If you specify “Trl 002 - 003 to Trl 006" as shown
in the upper diagram, the song will change as shown
in the lower diagram. (The measures will be renum-
bered as“1, 2, 3,...")

After specifying the track, and beginning and end
measures of the source, and the track and measure
of the destination, press the[_] below “ > GO”.
Press in reply to the confirming message, and
the measures will be copied.

Erase

Press the[__] below “ > Erase”.

ERRSEY Erase Measurs
T ¥l fraom 861 to >881 50 FEXIT

& Function
Erase the data in the specified range of measures.

& Explanation
The data in the specified range of measures will be
erased, and replaced with rests. This alows you to
erase part of asingle track, or part of all tracks (when
“al” is selected instead of a track number).

measure

Specify “Tr1” from 002 to 003"
measure

These measures are blank'(all rests)

If you specify “Trl from 002 to 003" as shown in the
upper diagram, the song will change as shown in the
lower diagram.

After specifying the track, and beginning and end
measures, press the[_] below “ > GO”. Press
in reply to the confirming message, and the
measures will be erased.

Remove

Press the[ ] below “ > Remov”.

FEMOLVE EVEHT S
Momt B> B Trrl BBI+BEL XE0 EXIT

& Function

Remove the specified data from the specified meas-
ures.

m Explanation

This removes pitch bend wheel data, aftertouch data,
or other control change data from the specified range
of measures. The note data will remain.

Select one of the types of data to be removed.

Cnt..... Remove control change data. When this is
selected, you will aso be able to specify the
range of control change numbers 0 — 127 to
be removed.

PB...... Remove pitch bend whed data
AT...... Remove dftertouch data.

After specifying the track and type of data to be re-
moved (and when “Cnt” is selected, the range of
control numbers), the track, and beginning and end
measures, press the [_] below “ > GO”. Press
in reply to the confirming message, and the
specified data will be removed.
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SETTING RECORDING CONDITIONS

This is where you make various setting related to se-
quencer recording.

In sequencer mode, press[JOB] to get the following
display.

SERLUEMCER JOB SELECT? Select one!
Yeebur >Toh>Sona>Edit *Rec SERIT

Press the[_] below “ > Rec” to get the following
display.

RECORD MODEY kMods >Condition :
free = 160% Realtime Rerlace - 2EMIT
L (1) ] —2— t (3) y

(1) Free

& Function
Displays the remaining sequencer memory.

& Explanation
This indicates the percentage of sequencer memory
that is available for recording. 100% indicates that
no data is present. 0% indicates that no more data
can be recorded.

(2) Recording mode

& Function
Select the recording mode.

& Settings
realtime, step, punch

& Explanation
Sdlect one of the following three recording modes.

Realtime ... Realtime recording (see page 82).
Step....... Step recording (see page 84).
Punch..... Punch-in recording (see page 88).

(3) Recording condition

& Function
Select the redltime recording condition.

m Settings
Replace, Overdub

& Explanation
Sdect one of the following two redtime recording
conditions.

Replace.... The newly recorded data will replace the
old data. (The old data will be erased.)

Overdub... The newly recorded data will be combined
with the old data.

Note: ‘
When you begin recording using “Replace’, al the
old data in the measures from where recording began
to where recording ended will be erased.

STORING SETUP DATA

The data that is stored for each sequencer song includes
the voices, performances, and number of the rhythm song
used in that sequencer song. When you load sequencer
data from disk and start playback, all this data will be
loaded as well, meaning that all necessary data and
settings will be made automatically.

Use the following procedure to store setup data

(1) In sequencer mode, press 10 get the
following display.

STOREY kiods Are woy surs 7
Store SETUR datas to zomd 1

(2) Press[+1] to store setup data
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_ Note
Remember to save the song data itself before you turn
the power off. If you fail to do so, the setup data
will be lost dong with the song data.

e This operations stores only the “number” of the
performance and rhythm song. This means that
if rhythm song “1” was selected when you-stored,
if a different rhythm is in rhythm song “1” when
you play the song back, playback will be incorrect.

In order to play back the correct rhythm for
the sequencer song, remember to sdect “ALL”
when saving to disk. (Page 105 tells how to save
data.)

e Tempo data is included in a sequencer song, and
has no relation with setup data.




CHAPTER 6. UTILITY FUNCTIONS

This chapter explains card and disk operations, settings for MIDI reception and
transmission, micro tuning performance effect, and initialization of voices and per-

formances.

CARD OPERATIONS

Types of memory card

The V50 uses two types of card.

ROM card:

Voice and performance data stored on ROM cards can
only be read (not written to). You cannot use a ROM
card to store your own origina voices or performances.
Voice or performance cards are of this type.

RAM card (MCD32 or MCD64):
Voice, performance or rhythm machine data can be saved
to or loaded from a RAM card. Use a RAM card to
store your own original voices, performances, or rhythm
machine data

This type of card has a write protect dider switch.
When this switch is “on”, data cannot be stored to the
card. When you need to store data to a card, set its write
protect switch to “off”. (Use a pointed non-metallic
object such as a toothpick to move the switch.)

— Note:
Cards are very fragile. Do not bend or drop them,
or subject them to high temperatures, high humidity,
or excessve dust.

Do not alow foreign objects to enter the card
slot.

Always turn the power off before inserting or
removing a card.

Cards contain a backup battery with a lifespan
of approximately 5 years. When the backup battery
in a card nears the end of its lifespan, the V50 display
will show “Change card battery” when you select a
card voice or card performance.

When this occurs, copy the contents of the card
to another card or to disk, and contact your dedler
or authorized Yamaha service center to have the
battery replaced. (When the battery is replaced, the
memory contents of the card will be lost.)

About card formatting

When you purchase a new RAM card, you must
“format” it before using it to save data. Page 95 explains
how to format a card.

About card banks

A MCD32 card has 1 bank, and a MCD64 card has 2
banks. (It may help to think of a “bank” as being like
adrawer in afile cabinet, A single file cabinet may
contain one or more drawers, each with different in-
formation.) Saving, loading, and formatting is done se-
parately for each bank.

Card format

Format cards using the following procedure.

Note:
I—E/en if a card is formatted, the old data in the card

will not be lost.

(1) Press[CARD] to get the following display.

UT CARDY FERHE Format
1 unfmtd

*FormrSawe rLoad

(2) Select the bank to format. When using an MCD32,
select 1. When using an MCD64, select 1 or 2.

(3) Pressthe[__] below “ > Form” to get the following
display.

UT CRARDY  FORMAT  Select one !
LEESYH LISERHY FERIT

You can press the[__] below “ > EXIT” to return
to the previous display.
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(4) Press a [__] to specify one of the following two (5) Press[+1], and the selected bank will be formatted.

formats.
V50SYN... In this format, the card can be used to Data saved and loaded from card
store voice data, performance data, or -
synthesizer setup data. The following data can be transfered between interna
V50RHY .. In this format, the card can be used to and card memory.

store rhythm part data, song data, or
rhythm machine setup data.

The display will ask “Are you sure?’

Synthesizer data

Data type Abbreviation Contents

All data SynALL e Voice data (100 voices)

e Peformance data (100 performances)

e Program change table data

o Performance effect data

e Micro tuning data (“oct” and “full” only)

e System data
Voice & performance data V&PF e Voice data (100 voices)

e Performance data (100 performances)
Setup All Data SetAL e Program change table data

e Performance effect data

e Micro tuning data (“oct” and “full” only)
Program change table data PCT e Program change table data
Performance effect data PEFCT e Performance effect data
Micro tuning data MCT e Micro tuning data (“oct” and “full” only)
System data SYS e Master tuning

e Basc receive channe

e Transmit channel

e Program change mode

e Control change mode

e Aftertouch mode

e Pitch bend mode

¢ Note on/off

e Device number

e Memory protect (INT/CRT)

e Combine

o Power on message

e MIDI on/off

e Loca on/off

e Data entry assign

e Controller reset

o Fixed velocity

¢ Veocity curve

e EG forced damp

e Voice dump
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Rhythm machine data

Data type Abbreviation ‘ Contents
Rhythm al data ALL Rhythm pattern data (100 patterns)
Rhythm song data (8 songs)
Rhythm setup data
Rhythm sequence data R.SEQ Rhythm pattern data (100 patterns)
Rhythm song data (8 songs)
Rhythm setup data SETUP Rhythm setup data

Note:
,-— Sequencer data cannot be saved to card.

Save

Thisis where you save data to a card. This function does
not alow you to save individual voices or performances
to card. (To store individua voices or performances,
use the “store” function explained on page 119.)

Two complete sets of rhythm data (al rhythm patterns,
al songs, and rhythm machine setup data) will fit in a
single bank of a card. When saving rhythm machine data
to card, specify whether to save or load “A” or “B”.
Synthesizer data occupies an entire bank of a card.

— Note:
If the write protect switch on the RAM card is “on”,
or the memory protect setting (card) is “on”, you
will get a“Memory Protected” display, and save will
not be executed.

Data will be saved into the selected bank, over-
writing any data which may have been in that bank.
Be careful not to overwrite important data by mistake.

You cannot save to a bank which has not been
formatted.

You cannot save to a ROM card.

(1) Press[CARD)] to get the following display.

UT CRARD» BEAHK Format
1 USEsy

*Form>Save xLoad

(2) Specify the bank into which to save data When using
an MCD32, sdlect 1. When using an MCD64, select
1 or 2. The format of the selected bank will be dis-
played under “Format”. When saving synthesizer
data, be sure to select a bank that has been formatted
to “V50SYN". When saving rhythm machine data,
be sure to select a bank that has been formatted to
“V50RHY”.

(3) Press the[_] below” > Save’ to get the following
display.

UT CRRD» SRAUE Select ane !
Sarth Rhuthmtod) Rhothm{LaBa *EXIT

You can press the ] below “ > EXIT” to return
to the previous display.

(4) Press the[ ] to select the type of data to save.

Synth......... Save synthesizer data.

Rhythm to (A) .. Save rhythm machine data to
bank section A

Rhythm to (B).... Save rhythm machine data to
bank section B

If you have selected “Synth”, the following display
will appear.

UT CRED) SHVE Suntk . select ons !
SunAL URPF SetAL PCT PEFCT MCT SYS EXWIT

If you have sdlected “Rhythm(A)” or “Rhythm(B)“,
the following display will appear.

UT CHRD) SAVE RhothmitoR) Select orme !
RhwAlL R.SEG SETUP  >EXIT

(5) Pressa[—_] to select the type of datato save. The
chart on page 96-97 explains the contents of each
type. You will get a message of “Are you sure?’

(6) Press[+1l, and the specified data will be saved to
the selected bank of the card.
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Load

Load alows you to load data from the card into V50
memory.

— Note:
If the memory protect (internd) is “on”, you will get
an error message of “Memory Protected”, and will
not be able to load. (However, R.SEQ is an excep-
tion.)

When you execute load, the voice, performance,
and setup data etc. will be lost. Be careful not to
overwrite any data you wanted to keep.

(1) Press[CARD] to get the following display.

UT CARD» EANE Format
1 USBsYN

SForm>Save SLoad

(2) Sdect the bank from which to load. When using
an MCD32, select 1. When using an MCD64, select
lor2

(3) Press the[ ] below “ > Load” to get the following
display.

UT CARD> LOAD Select one !
Santh EluthmtAY Rhathmd(B) SERCYSHISEXRIT

(4) Press a[__] to sdect one of the following types
of data to load.

Synth.......... Load synthesizer data.

Rhythm(A) . . Load rhythm machine data from bank
section A.

Rhythm(B)... Load rhythm machine data from bank
section B.

SEQ(YS)...... Load sequence data from a
Y S200/B200 synthesizer.

If you have selected “Synth”, the following display
will appear.

UT CRRD> LOAD Sunth select one !
SunfAl. VEPF SethL PCT PEFCT MCT SWS 2EMIT

If you have selected "Rhythm(A)" or "Rhythm(B)",
the following display will appear.

UT  CARDY LOADR REhathmd(AY select one !
RhwALL R.SER SETUF FERIT

If you have sdected “SEQ(YS)”, proceed to step (6).
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(5) Press a__] to sdlect the type of data to load. The
chart on page 96-97 explains the contents of each
type. You will get a message of “Are you sure?’

(6) Press[+1] and the data will be loaded from card
to V50 interna memory.



MIDI FUNCTIONS

Channel information
(MIDI on/off, basic receive channel, transmit
channel, local on/off)

Press[MIDI], and then pressthe[_] below “Chinfo’
to get the following display.

UT MIRIY Milidi>BaszicRch »kbdTch>Local
oh ann 1 on }EEIT

) R (3 {4

This is where you make overall settings for MIDI
transmission.  Press the[_] below * > EXIT” to return
the the previous display.

(1) MIDI onloff

& Function
Sdlect whether or not you will receive and tranamit
MIDI data

m Settings
off, on

& Explanation
This determines whether or not the V50 will com-
municate via MIDI with external devices. When you
want to use MIDI, set this “on”. If not, set it “off.
Redltime messages and common messages are not
affected by this switch.

(2) Basic receive channel

= Function
Set the MIDI receive channel

m Settings
1- 16, omni

m Explanation
This determines the receive channel for single play
mode.

When using the internal sequencer or an external
device to play the V50 in single play mode, st this
to match the transmit channel of the MIDI device,
or sdlect “omni” (omni on).

When “omni” (omni on) is selected, data on any
channel 1 — 16 will be received.

When program change is set to “common”, this
acts as the program change receive channel.

:Note: -
Set the MIDI receive channgl of each instrument in
performance play mode using the performance edit
setting[TR4] (RECV CH) (see page 25).

(3) Transmit channel

® Function
Set the MIDI transmit channdl.

B Settings
©1-16

& Explanation
This sets the channel on which the V50 will transmit
data to external devices.

When using the V50 keyboard to play externa
synthesizers (such as the DX711) or tone generator
modules (such as the TX802 or TX16W), set the MIDI
receive channd of the external devices to match this
MIDI transmit channel.

In single play mode, the V50 will sound regardless
of this transmit channel setting.

In performance mode, pressing [=] and
[TRi]-[TR8] and will set the transmit
channel to the corresponding instruments.

Note:
In performance play mode, if the channd specified

in[TR4] (RECV CH) does not match this transmit
channel, playing the keyboard will not produce sound.

(4) Local on/off

® Function
Separate the keyboard and tone generator.

m Settings
off, on

& Explanation
This determines how the V50 keyboard and tone
generator are connected. When this is set “on”, the
keyboard is connected to the tone generator. When
this is set “off”, the keyboard is disconnected from
the tone generator, and playing the keyboard in single
play mode will not produce sound.

When this is set “off”, the V50 can be used as
two separate devices, a MIDI keyboard (without a
tone generator) and a tone generator module.

When the power is turned on, this is set “on”.
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Switch (MIDI control change, MIDI aftertouch,
MIDI pitch bend)

Press [MIDI], then press the[ ] below “ > Switch”
to get the following display.

UT  MIDIkCont.Chanderl. Touckh >PitchBerd
[gtulalyl Gils of FXERIT

You can pressthe[__] below “EXIT” to return to the
previous display.

(1) MIDI control change

& Function

Determine how control change messages are received.
m Settings

off, norm, G1 — G16
| Explanation

This determines how control change messages (con-
trollers except for aftertouch and pitch bend) are re-
celved. (Reception of aftertouch and pitch bend are
set independently.)

In single play mode, only the control change
messages that are received on the basic recelve channel
will have any effect.

Sdlect from the following.

Off v ‘Even if control change messages are re-
ceived from the keyboard or sequencer,
they will be ignored.

norm......... Control change messages from the key-

board or sequencer will have effect only
if their channel matches the receive
channel.

G1-G16 .. Control change messages from the key-
board or sequencer will have effect only
if their channel matches the receive
channel.

In addition, control change messages
of the channel specified here (G1 — G16)
will afect instruments of all channels (i.e,
they will have a global effect).

When this is set to “norm” or “G1 — G167, control
change messages will be transmitted, but when set to

“off”, control change messages will not be transmit-
ted.
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About global channel

Globa channd is when, in addition to the Normally,
different instruments are set to receive a different MIDI
channel, and be controlled separately by incoming
messages on their own channdl.
Globa channd is when a certain specified channd is
given “global” or “overdl” control over all instruments
regardless of their receive channe setting. When data
IS received on the specified globa channd, it will affect
dl instruments regardless of thelr receive channel setting.
The following diagram shows the effect that mes-
sages on two different channels will have when a global
channel of “G3" has been set.

) Instrument 1, receive channel = 1
Channel 2 | e e

{iinStrament 2, receive channel-=.2 |

Instrument 3, receive channel = 3

When a control message of any
channel other than 3 arrives,
it affects only the instrument

. that is set to receive channel 3.

Channel 3

When a control message of
channel 3 arrives, it affects all
instruments.

(2) MIDI aftertouch

= Function
- Set reception conditions for aftertouch messages.
& Settings
off, norm, G1 — G16
& Explanation

This determines reception conditions for aftertouch
messages. Details of each setting are the same as for
MIDI control change explained in the previous sec-
tion.

(3) MIDI pitch bend

& Function
Set reception conditions for pitch bend messages.

¥ Settings
off, norm, G1 — G16

& Explanation
This determines reception conditions for pitch bend
messages. Details of each setting are the same as for
MIDI control change explained in the previous sec-
tion.



Condition (note on/off, data entry assign)

Press[MIDI], then press the[_] below “ > Cond” to
get the following display.

uT MIDI» FHobe nnfu?F DL Entirafssign
all Blundef i1 *ESIT

— ) —0 !

You can press the[_] below “ > EXIT” to return to
the previous display.

(1) Note on/off

T MIRI) MHote onsoff D Entrefssian

all Blundef y SEXIT
' (1) o (@) :
= Function
Specify note reception.
B Settings
al, odd, even

& Explanation
This determines how note on messages (data telling
that a note has been played) are received from the
sequencer or from MIDI. Select one of the following
three.

all .o The norma condition.

odd eeeee When “odd” is selected, the V50 will produce
sound only in response to odd-numbered
notes. (MIDI note on messages include a note
number telling which note was played.)

even ..... When “even” is selected, the V50 will produce
sound only in response to even-numbered
notes.

This function alows you to use two V50s (or a TX81Z,

etc.) to increase the total polyphony. The following
diagram shows how two V50s can be connected to
increase the polyphony to 32 notes. The notes
sounded from the keyboard are not affected by this
Setting.

Set to play "odd" notes Set to play “even” notes
4IDI QUT This V50 3
| is use
Play this V50 LR asonlyasa
tone generator
HIDI THRU HIbI IN
Note on/off = odd Note on/off = even

e Connect the MIDI OUT of the transmitting V50
to its own MIDI IN.

e Connect the MIDI THRU of the transmitting V50
to the MIDI IN of the V50 being used as a tone
generator.

e Set one V50 to play even notes, and the other V50
to play odd notes.

e Set the loca on/off of the transmitting V50 to “off”.

(2) Data entry assign

& Function
Set the control change number transmitted by the
data entry dider.

m Settings
0-31

® Explanation
This determines which control change number will
be transmitted when you move the data entry dider
while in performance play mode or single play mode.
As you sdlect a control number, the name of the
controller assigned to that number will be shown in
parenthesis, as in the following example.

(Example) 1(ModW)......... modulation whedl
2(BC ).......... breath controller
4(FC ).ooooinin. foot controller

“(undef)” indicates that the selected control number
has not yet been defined as a part of the MIDI
standard.

For example, if you set thisto “2 (BC)”, the data
entry dider can act as a breath controller while in
performance play mode or single play mode.

Note:
This function only transmits MIDI control change
messages. The actua result will depend on the settings
of the receiving device.

Program change

Press [MIDI], then press thel__] below “ > PgmCng’”

to get the following display.

UT HMIDIY P9 Change
individual *INit>Edit >EXIT

You can press thel | below * > EXIT” to return to
the previous display.

& Function
Specify how program changes from the internal se-
quencer or from externa devices will be received.
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N Settings
off, common, individual, direct TransFilter
& Explanation

When program change messages are sent to the V50
from the internal sequencer or from an external device
via MIDI, this setting will determine how they are
received. Select one of the following.

— Note:
When “individual” is selected, program changes will
refer to the program change table, but if the program
change table entry is a performance number, it will
be ignored. (Only voices can be selected when “ind”
“individud” is sdlected.)

off Program change table initialize

Program change messages will be ignored. -
common Press[MID1], then press the[__] below “ > PgmCng”,
In both single play mode and performance play mode, and press the[—_] below “ > Init” to get the following
when a program change on the basic receive channel display.

IS received, the voice or performance specified by the
program change receive table will be selected.
individual

In performance play mode, when a program change
message is received on the recelve channd of an in-

strument, the voice specified by the program change
receive table will be selected.

direct

In performance play mode, incoming program change
messages will directly select the voice for the instru-
ment with the corresponding receive channd. (The
program change table is ignored.)

TransFilter

Program changes recorded in the V50 sequencer differ
from ordinary program change messages, and actually
contain two program change signds. (The first signal
selects internal, card, or preset memory, and the
second signal is the actua voice number.)

This means that when the V50 sequencer is used
to select programs of an external device, an extra
program change message is transmitted.

If “TransFilter” is selected, the first program
change will be filtered out, and only the second will
be transmitted. For reception, thisis the same as
individual.

The program change table is explained in the following
section.

When this function is st to “off”, the V50 will
not transmit program change messages. Also, if the
device number is a any setting other than “off’, the
V50 will transmit system exclusive data whenever a
program is changed, and will not transmit a program
change message.

If device number is “off” and program change
is at any setting other than “ off”, then a program
change message will be sent on the specified transmit
channel.
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UT HIDI> Initialize p89m change tshle ?
*ERIT

You can press the[_] below “ > EXIT” to return to
the previous display.

& Function

Initidize the program change table.

& Explanation

When most MIDI instruments receive a program
change message, they select the voice of the same
number as the program change message. This means
that when several such MIDI instruments are con-
nected, their interna memories must be rearranged
S0 that each will select the desired voice in response
to a single program change message.

However, the V50 has a “program change table’
that allows you to specify which voice (or perform-
ance) is selected in response to each incoming program
change message. (When “direct” is selected, this
program change table is ignored.)

"Most MIDI instrug\enté

rogram change
External device }7 number 2 | An ordinary MID instrument |
: Voice number 2 is selected

The V50 Program change V50

| device If number 2 Prog! change table

Number 1 | Volce 25
Number 2 | Volce 18

Number 128| Perlormance 15

Voice number 18 is selected



This function alows you to initialize the program
change table to the following condition.

Number| Setting Number{ Setting
100 161 | POO
2 |101 102 [ PO1
100 | 199 128 | P27

When you press[+1] you will be asked “Are you
sure?’. Press[+1] again, and the program change
table will be initialized.

Program change table edit

Press[MIDI], pressthe ] below “ > PgmCng’, and

press the[_] below “ > Edit’ to get the following
display.

UT HMIDI» Edit p9m chands table
+ pam + PGEM 1= IBA(Strings 1 » ZEXIT

You can press the[__] below “ > EXIT” to return to
the previous display.

& Function
Edit the program change table.

m Explanation
The program change number is displayed on the left
of the “ =", and on theright side, the V50 voice or
performance number is displayed.

Press the[ ] below the up/down arrows in the
display to sdlect the program change number (dis-
played at left), and specify the voice number which
it will select (displayed at right). Use [INT],
[CARD] or [PRESET] to select interna, card, or
preset voices. To select performances, press
while pressing [INT], [CARD},
or{PRESET|.

In thisway, set avoice or performance to be
sdlected by each incoming program change.

Pressing “Inc” after memory 99 will advance to
the next memory.

Program change transmit

This is not actudly a utility function, but we will explain
it here. This allows you to transmit a program change
message from MIDI OUT without affecting the V50.
When in performance play mode or single play
mode, press and hold or
[SINGLE] and the display will show “Sending Pc

| When this “off”, exclusive messages will not be

No.---". Continuing to press the key, use the
[01-[9] keysto enter athree-digit (001 — 128)
program change number. The specified program change
will be sent on the specified transmit channel at the in-
stant you release or [SINGLE]

Exclusive message (device number)

Press[MIDI], and press the[__] beow “ > Exclusive’
to get the following display.

UT HMIBI

FDe¥ice Mo,

SEUlk ERIT

You can press the[_] below “ > EXIT” to return to
the previous display.

& Function
Set the MIDI channdl on which to recelve and transmit
sysem exclusve messages.

B Settings
off, 1 - 16, all

& Explanation
This sets the MIDI channel on which system exclusive
messages (data for voices and performances, etc.)
will be transmitted and recelved. Sdlect one of the
following.

0] F Exclusve messages will not be transmitted.

1-16... Exclusive messages will be transmitted on the
channel specified here. (The next section ex-
plains the actua transmission.)

| J— Exclusive messages of any channd will be
received. Channd 1 will be used for trans-
mission.

Note:

transmitted, and when a V50 voice is selected, a
program change message will be transmitted.

The device recelving the exclusve message must
~be set to match the channdl specified here.

Exclusive message (bulk dump)

Press [MIDI] press the ] beow “ > Exclusive’, and
press the [__] below “ > BULK” to get the following
display.

UT  ODUMFP2 Bulk Dume Select ore !
WIICE PFM SETUP SER RBHY SEWIT
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Press the[__] below “ > EXIT” to return to the previous
display.
® Function

Transmit exclusve messages.

m Settings
VOICE, PFM, SETUP, SEQ, R.SEQ

| Explanation
The selected type of exclusive message will be trans-
mitted. Select one of the following five.

VOICE.... Transmit voice data. After selecting this,
select internal, preset, or card, and specify
the range of voices to be transmitted
(00—24,25- 49,50 - 74, 75-99, or ALL
to transmit voices 0 — 99).

PFM........ Transmit performance data. After select-
ing this, select internal, preset, or card,
and specify the range of performances to
be transmitted (00 — 24, 25 — 49, 50 — 74,
75— 99, or ALL to transmit performances
0-99).

SETUP... Transmit setup data. After selecting this,
select the type of setup data to be trans-
mitted. The table on page 96 explains the
various types of setup data.

SEQ.eeeeen. Transmit sequence data. After selecting
this, select the type of sequence data to
be transmitted (sequence all, sequence
data, sequence setup).

R.SEQ..... Transmit rhythm data (pattern data, song
data). After selecting this, select the type
of rhythm data to be transmitted (rhythm
al, rhythm sequence, rhythm setup).

When you have sdlected the type of data to be tran-
smitted, the display will show “Transmit ready?’
When you press{+1] an exclusive message of the
specified data will be sent.
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DISK FUNCTIONS
. _____________________________________________________________________/J

About the disk

Unlike amemory card, a Sngle disk can contain many
different types of data, and many different sets of each

type.

A newly-purchased disk must be formatted before it can
be used (see page 108).

—— Note:
Formatting a disk will erase dl the data it contained.
Be careful not to format a disk that contains valuable
data.

The V50 uses 35" 2DD disks. (It cannot use 35"
2D or 2HD disks) Be sure to use the correct type
of disk.

Disks have a write protect dider located at the
lower left. Whenthisdiderison (thewindow isopen),
writing data or formatting is not possble. Leave this
dider on when you want to keep vauable data from
accidently being erased.

Save

Y ou can save varioustypesof datato disk. The procedure
is asfollows.

Note:
Disks that have not been formatted cannot be used.
If the write protect dider is on, data cannot be saved.

(D) Insert the disk into the disk drive. (Newly-purchased
disks must be formatted before they can be used to
sve daa)

(2 Press to get the following display.

UT  DISK>
averload:Del *Rename

Select ane !
DR *Dir XJok

(3) Pressthe[ ] below " > Save' to get the following
display.

UT DISK) SRAVE Select one !
ALL  SYH  SEQ R.SER CARD YERIT

You can pressthe ] below " >EXIT" to return
to the previous display.

(4) Pressa[__] to sdect one of the following types
of data to save.

ALL....... Save synthesizer data (internd voice, in-
ternal performance, setup), sequencer
data (dl songs, setup), and rhythm ma-
chine data (pattern, song, setup) to disk.

SYN....... Save only synthesizer data to disk.

SEQ........ Save only sequencer data (a single song)
to disk.

R.SEQ.... Save only rhythm machine data for an
entire song to disk.

CARD.... Save dl data from the specified bank of
the currently inserted card to disk.

Y ouwill then get thefollowing display. (The"ALL"
display will differ according to the data that was
Sected)

UT DISk» SRVE ALL Set name & push GO
*File 81  kMewFile {RALLY - & -E0

(5) With the cursor at ">File", sdect a file number,
and st afile name for the data you are saving. Page
00 explains how to enter characters.
If you want to write over (replace) an already
exiging file, move the cursor to " > File', and select
the file by number.

(6) Pressthe ] bdow " >GO" and you will get a
message "Are you sure?', and if the disk is near the
limit of its capacity, you will get awarning message.
If 0, sdect "> EXIT".

(7) Pres and the specified data will be saved to a
file on disk. Anindication of the free space on disk
(in kilobytes) will be displayed.

Load

L oadpreviously saveddatafromdisk usingthefollowing
procedure.

— Note:
When memory protect (internal) is on, you will get
a message of "Memory Protected”, and will not be
able to load. (SEQ is an exception to this)

When you execute load, the data in interna
memory (of the type that is being loaded) will be
erased. Be sure to check before loading.

(D Insert thedisk into the disk drive.
(2) Press to get the following display.
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UT DISk: Select ohe !
»SaverloadiDel >*Rename *MDR >Dir >Job

(3) Press the__]below “ > Load” to get the following
display.

U7 DIsSK) LOADR Select one !
ALL SYH SER R.SEQ CARD SERIT

You can press the[__] below “ > EXIT” to return
to the previous display.

(4) Press a[_]to sdect one of the following types
of data to load.

ALL........ Load synthesizer, sequencer, and rhythm
machine data from disk.

SYN......... Load only synthesizer data from disk.

SEQ......... Load a sequencer song from disk into the
currently selected song memory.

R.SEQ.... Load only rhythm machine data (pattern,
song) from disk.

CARD..... Load dl data from disk into the currently
inserted card. Remember that this will
erase dl the data that was previoudy in
the card.

Be sure to select the same type of data as when you
saved. For example, if you saved “ALL” datato a
disk file, it is not possible to load only the synthesizer
data from that file.

You will then get the following display. (The “ALL”
display will differ according to the data that was
selected.)

UT DISKS LOAD ALL Sel file & eush GO
BFile @1 SunShine{ALLY} 28K >B0 >EXIT

(5) Select the file to load into memory. The name of
the selected file will be displayed.

(6) Press the[__]bdow “ > GO” and you will get a
message of "Are you sure?".

(7) Press[+1] and the specified data file will be loaded
from disk into the V50's memory.
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Delete

This function deletes a disk file. The procedure is as
follows.

Note:
If the disk’s memory protect switch is on, it is not
‘possible to delete.

(1) Insert the disk into the disk drive.
(2) Press[DISK] to get the following display.

Select one !
Saverloadrbel »Rename DR *Dir »Job

(3) Press the[__] below “ > Del” to get the following
display.

UT DISK) DELETE Select one !
ALL SYM SER R.SEQ CARD SERIT

You can press the[ ] below “ > EXIT” to return
to the previous display.

(4) Pressa[__] to sdect the type of data to delete.
Be sure to select the same type as when you saved
the data. For example if you saved “ALL” data to
a disk file, it is not possible to delete only the syn-
thesizer data from that file.

You will then get the following display. (The
“ALL" display will differ according to the data that
was slected)

UT DISK:» DELETE ALL Sel file & rush GO
PFile B1 :SunShine(ALL> 208K >0 EXIT

(5) Select the file to be deleted. The name of the selected
file will be displayed..

(6) Press the[_] below “ > GO” and you will get a
message of “Are you sure?’.

(7) Press[+1] and the specified file of datawill be
deleted.



Rename

This changes the name of a disk file. The procedure is
as follows.

Note:
If the disk’s memory protect switch is on, it is not
possible to rename.

(1) Insert the disk into the disk drive.
(2) Press[DISK] to get the following display.

UT DISK Select one !
*saverload»Del >Rename MDRE >Dir >Job

(3) Press the [__] below “ > Rename” to get the fol-
lowing display.

UT DISK> RENAME Select one !
ALL SYN SE@ R.SER CARD PERIT

You can pressthe [—_1 below “ > EXIT” to return
to the previous display.

(4) Pressa[__] to sdlect the type of datain the tile
to rename.
You will then get the following display. (The
“ALL" display will differ according to the data that
was selected.)

UT DISK) REMAME ALL Set name & rush G0
FFile 81 >EunShinsecALL? % * >G50

(5) Select the file to be renamed, and modify the filen-
ame. (Page 17 explains how to enter characters.)

(6) Pressthe[ ] below “ > GO” and you will get a
message of "Are you sure?".

(7) Press[+1] and the specified file will be renamed.

MDR

The MDR (MIDI data recorder) function alows you
to save (In) or load (Out) any type of MIDI bulk data
(voice data, sequence data, etc.) as a disk file on the
V50 disk.

Press[DISK], and then press the
to get the following display.

below “ > MDR”

LUT DISkE pOR Select one !
*In XOut *Lel *Rename *IntTimes SESIT

The first steps of MDR operation are the same as when
saving (In) and loading (Out) other V50 data. (However
there is no selection of the type of data) MDR disk files
can also be deleted or renamed.

MDR functions use the V50 interna memory, and
sequencer data will be cleared. Before beginning MDR
operations, save any important sequencer and rhythm
data to disk or card.

(1) In (receive MIDI data from an external
device and save it to disk).

For the first steps of the MDR procedure, follow the
steps explained for saving (see page 105). Specify the file
name and press the[ ] below “ > GO” to get the “Are
you sure?” message. For the remaining steps, use the
following procedure.

(2) In response to the “Are you sure?’ message,
press[+1].

(2) The V50 will wait for data to arrive.

(3) Operate the external device to transmit the desired
MIDI data.

(4) When transmission is over, press the[_] below
“>GO".

(5) The received data will be saved to disk.

(2) Out (load MIDI data from disk and transmit
it to an external device)

The procedure is the same as explained for loading from
disk (see page 105).

Note:
MDR data will be transmitted on the same channel
@s it was received, so set the receiving device to the
appropriate channel number.

Reception can continue until the internal memory
(64K byte) isfull.

IntTime (interval time)

The “IntTime” (interval time) setting adjusts the speed
a which MDR data is transmitted. Press the ] below
“ > IntTime’ to get the following display.

UT LISk HMDR
Interwal Time = 1 » 1688 ms PESIT

When transmitting MDR data, the time you specify here
as “1 x 100ms” will be inserted as a waiting interval
between every 1 kB and every block of data transmitted.
If the external device has difficulty recelving the data
correctly, set a longer interval time, and try again.
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Directory

This dlows you to see the number and names of files
on a disk. The procedure is as follows.

(1) Insert the disk into the disk drive.
(2) Press[DISK] to get the following display.

UT DISk: Select ore !
Yaverload>el *Rename DR *Dir »Jok

(3) Pressthe[__]below “ > Dir” to get the following
display.

UT DISK) DIRECTORY Total: 52 Files
MFile @1  SunShinsCALL) 26K FERIT

You can press the[ ] below “ > EXIT” to return
to the previous display.

(4) Select the file number to view the file name and file
size. The upper line shows the total number of files
on disk. The “ETC” shown in (') indicates files that
were not saved by the V50.

Format

This function formats a disk. Newly-purchased disks
must be formatted before they can be used. You can
also use this format function to erase all the files on a
disk. The procedure is as follows.

Note:

Formatting will erase dl the data on the disk. For-

matting is not possible if the disk’s write protect dider
is on the “on” position.

(1) Insert the disk into the disk drive.
(2) Press[DISK]to get the following display.

UT DISED Select one !
»SaverLoad>Del *Rename DR ADir eJob

(3) Pressthe[ ] below “ > Job” to get the following
display.

UT DISK:
*Fornat

Insert DISK and select orne !
*Backur *Status *ERIT

You can press the ] below * > EXIT” to return
to the previous display.

(4) Pressthe[_] below “ > Format” to get the message
“Are you sure’?
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(5) Press [+1] and formatting will begin. (Formatting
takes approximately 1 minute and 10 seconds.)

Backup

This function copies an entire disk to another disk,
making a backup copy.

It is important to make backup copies of your disks to
avoid loosing important data.

— Note:
Backup works by repeating the following three steps.

(1) Read the origind disk (source).
(2) Store the data in V50 internal memory.
(3) Write the data to the duplicate disk (copy).

As you can see from step (2), the backup function
uses the V50 sequencer and rhythm pattern interna
memory. When you use the backup function, sequence
data, and rhythm pattern and rhythm song data will
be lost. Before using the backup function, be sure to
store important sequence and rhythm data to disk.
The duplicate disk must aready be formatted.

All the old data in the duplicate disk will be erased.

(1) Press[DISK] to get the following display.

UT DISK Select ons !
*Savekload>lel *Renams HOR Dir XJob

(2) Pressthe ] below “ > Job" to get the following
display.

UT  DISKY

Set DISK and select one !
*Formnat

*Backur *Status SEXIT

You can press thel__] below “ > EXIT” to return
to the previous display.

(3) Press the[ ] below “ > BackUp” to get the
message “** SEQ/R.SEQ data will be cleared.
Sure?’.

(4) Press [+1] to get the message “** Set origina disk
& push [YES]".

(5) Insert the original disk (source) into the disk drive.

(6) Press [+11. After a while you will get the message
“** Set duplicate disk & push [YESI".

(7) Insert the duplicate disk (copy) into the disk drive.

(8) Press[+1].After a while you will get the message
“** Set original disk & push[YES]".



The upper line of the display will show the
percentage of the total disk that has been copied.

Repeat steps (5) - (8) until backup is completed.

When backup is completed, you will get the
message “Backup completed !”

Status

This alows you to check the condition of the disk. The
number of files, total used bytes, and total remaining
bytes will be displayed.

(1) Insert the disk into the disk drive.
(2) Press[DISK] to get the following display.

UT DISK> Select one
*Saverload>Del *Renames

!
DR SDir >Job

(3) Pressthe ] beow “ > Job” to get the following
display.

UT DISKY
*Format

Insert. DISK and zelecht one !
sBackur »etatus EXIT

You can press the [__] below “ > EXIT” to return
to the previous display.

(4) Pressthe [__] below “ > Status’ to get a display
like the following.

UT  DISK: STATUS
Total=32files. Used= S8K.Free=g63K FEAIT

The lower line shows the number of files on disk,
total used bytes, and total remaining bytes.

MEMORY PROTECT
L |

Memory protect (internal, card)

Press[MEMORY PROTECT] to get the following display.

UT HMEMORY FREOTECTY BINWT *CARD
of f ah
!_(1).I L....(2)..l

Memory protect keeps internd and card memory from
being accidently written over and lost.

(1) Internal

& Function
Protect setting for internal memory.

| Settings
off, on

m Explanation
This turns internal memory protect on/off. When set
to “on”, voice or performance data cannot be stored
to internal memory, nor can card, disk, or MIDI data
be loaded into memory. When the power is turned
on, this will be set “on”.

this the card memory protect is turned “off”.

(2) Card

& Function
Protect setting for card memory

m Settings
off, on

& Explanation
This turns card memory protect on/off. When st to
“on”, voice or performance data cannot be stored to
cad memory, nor can internd data be saved into card
memory. When the power is turned on, this will be
set “on”.

Note:
The card itself also has a memory protect switch. If
the card switch is on, data cannot be saved even if
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SETUP FUNCTIONS

Master tuning, synthesizer volume

Press[SETUP], then press the [_] below “ > Tune’
to get the following display.

UT SETUPIMMaster Tuning >Swunth Uol
+& (448,8Hz) 8 SERIT

L { ] ) {9} J
(1) 2

You can press the[_] below “ > EXIT” to return to
the previous display.

(1) Master tuning

& Function
Set master tuning.

m Settings
—64 — +64

= Explanation
Master tuning affects the entire V50 in both per-
formance play mode and single play mode. In per-
formance play mode this will adjust the overall tuning
of al instruments.

The setting can be adjusted over a range of ap-
proximately one half step up or down. At a setting
of 0, A3 will be 440.0Hz. A setting of - 64 is - 100
cents (one half step down), and a setting of +64 is
98.4 cents (approximately one haf step up).

This function alows you to tune the V50 to in-
struments that are not tuned to A3 = 440Hz.

(2) Synthesizer volume

& Function
Set the synthesizer volume.

W Settings
0-99

® Explanation
This is used to adjust the volume balance between
the synthesizer section and the rhythm machine. 0 is
minimum volume, and 99 is maximum volume.
Note: |

At asetting of 0, you will not be able to hear the
synthesizer.
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Combine

Press [SETUP), then press the[_] below “ > Comb”
to get the following display.

UT SETUFS  Combineduith FUNMCTION)
oh SENIT

You can press the[ ] below “ > EXIT” to return to
the previous display.

& Function
Disconnect function data from a voice.

m Settings
off, on

& Explanation
Each voice data setting is actualy divided into two
types of data; voice data and function data. The voice
data determines the sound of the voice, and the
function data determines how the voice is controlled.
This combine function disconnects the function data
from the rest of the voice data.

When function data is disconnected, sdecting a
different voice will change only the voice data, pre-
serving the previous function data. This alows you
to change only the voice while preserving the settings
(modulation whee, aftertouch, foot controller, effect
etc.) that determine how it is controlled.

“on” is the usua setting, when function data is
not disconnected. When set to “off”, function data
IS disconnected.

This setting also applies to performance mode,
and the voice function data and effect data will be
preserved even when a different performance is se-
lected. If you set combine “off” and select a different
voice or performance, the first character of the voice
or performance name will be displayed in lower case
to indicate that the function settings of the previoudy
selected voice are being used.

Controller reset

Press[SETUP], then press the[_] below “ > Ctrl” to
get the following display.

UT  SETURPY  kConbroller Reset
bl YERIT

You can press the ] below “ > EXIT” to return to
the previous display.



& Function
Determine controller reset condition.

m Settings
hold, reset

mExplanation
Controller reset determines the condition of the
controllers (modulation whed, pitch bend whesd,
breath controller, foot controller, etc.) when a voice
or performance is selected.

For example, if you advance the modulation
wheel and then select a different voice or performance,
this setting determines whether the newly sdlected
voice or performance will be affected by the modu-
lation whedl.

When this is set to “hold”, the previous controller
datawill be apply to the newly selected voice or
performance. When this is set to “reset”, the controller
data will be initidized regardless of the actua con-
troller position whenever a voice or performance is
selected, and the newly selected voice will have no
modulation wheel effect. However, the ingtant you
move the modulation whedl even dightly, the mod-
ulation wheel effect used by the newly selected voice
or performance will immediately be applied.

Performance effect (delay)

This sets the delay performance effect. The delay effect
adds additional, delayed notes of the same (or different)
pitch as the originaly played note.

The V50 has memory for four independent settings
of the performance delay effect; Delayl, Delay2, Delay3,
and Delay4.

This effect can be used in single play mode only
while editing the performance delay.

To use this effect in performance play mode, set the
performance effect sdection in[__] (OTHERS) to
“Delayl” —“Delay4”.

Settings can be copied from one performance delay
memory to another (see page 120).

Each performance delay memory has the following
four settings.

Volume

Original

% (1) Effect level
note 4

(2) Pitch shift (change the pitch of
= the second and later notes)

4 577! |7 Ti me
(3) Feedback

Play a note
(4) Delay time

— Note:
Only one out of the twelve performance effects (delay
1-4,panl-4, chord1-4) can be used at one time.

The delay effect is effective for up to four notes.
If you play four notes, the fourth note will have the
correct delay effect. However the instant you play
the fifth note, the delay note of the first played note
will  disappear.

In performance play mode, the delay effect will
apply only to the first instrument in the performance.
(Usudly instrument 1.)

The actual number of feedback repeats will de-
pend on key velocity and the effect level.

If the velocity sensitivity of the carrier operator
is 0, the effect level will not equa the origind level
even if the effect level is set to 99.

Press [SETUP], press the[ ] below “ > P.Efct”, and
press the [__] below “delay” to get the following dis-

play.

UT SETUF:
delawl délaw? -delagd

FEDIT DELAY Selesct one !
delawd XERIT

You can press the[_] below “ > EXIT” to return to
the previous display.

Select the delay you wish to set (delayl — delay4). For
example, if you pressthe[ ] below “delayl”, you
will get a display like the following.

UT DELAYLY) MDelauTime >PitchShift ‘
1.28zec “+8 FNERATXERIT

—()— ——&—

In addition, if you pressthe[_] below ” > NEXT”
you will get a display like the following.

UT DELAY1Y FFesdback FEFfectleuvel
) 28 MEXKTEXRIT].

L {2} ] L (4} J
\3I T

If you press the [_] below “ > NEXT” once again,
you will return to the previous display.
(1) Delay time

m Function
Set the delay time.

& Settings
0.01-1.28

Utility functions 111



& Explanation
This is the time from when the originad note sounds
to when the first delay note sounds. Set the delay time
over arange of 0.01 - 1.28 seconds.

(2) Pitch shift

m Function
Set the pitch shift.

m Settings
24 — +24

= Explanation

If this setting is other than O, the second and later
notes will each be higher or lower by the specified
amount. With a setting of 0, each delay note will
be the same pitch. With a setting of - 1 - -24 the
delay notes will descend, and with a setting of + 1
— + 24 the delay notes will ascend.

For example, if this setting is + 2, the delay notes
will ascend the whole-tone scale.

(3) Feedback

® Function
Set the feedback.

» Settings
0-7

m Explanation
Feedback regulates the number of delay repetitions.
Larger settings will cause more repetitions. The actud
number of repetitions will depend on the key velocity
of the note (the force with which the note is played),
and the effect level.

(4) Effect level

& Function
Set the effect level.

 Settings
0-99

mExplanation
Set the delay level in relation to the origina sound.
With a setting of 0, the delay volume will be 0 (no
delay effect), and with a setting of 99, the delay will
approximately the same volume as the origind sound.
(Only if the key velocity senditivity of the carrier
operators is other than zero.)
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Performance effect (pan)

This programs another one of the performance effects,
pan. When the L and R outputs are connected to a stereo
system or to two amps, this pan effect causes the sound
to move between the left and right outputs. (You can
aso hear this effect through headphones.)

The V50 has memory for four independent settings
of the performance pan effect; panl, pan2, pan3, and
pand.

This effect can be used in single play mode only
while editing the performance delay.

To use this effect in performance play mode, set the
performance effect sdection in[__] (OTHERS) to
“Panl” —“Pan4”.

Settings can be copied from one performance pan
memory to another (see page 120).

Each performance pan memory has the following
three settings.

—Note:
Only one out of the twelve performance effects (delay
1-4,panl-4, chord1-4) can beused at one time.

When using this in single play mode, the maxi-
mum simultaneous notes will be set to eight notes.

In performance play mode, the pan effect will
apply only to instruments whose [TR8] (OUTPUT
ASSIGN) setting is ether L or R. (The pan effect
will not apply to instruments whose output assign
settingis“L + R".)

Press [SETUP), pressthe [—_] below “ > P.Efct”, and
pressthe ] below “pan” to get the following display.

UT SETUPZ FEDIT PAN
ranl Paniz Fan3

Selsct ore !
rand PEXIT

You can press the [__] below “ > EXIT” to return to
the previous display.

Sdlect the pan memory you wish to set (panl — pand).
For example if you press thd__] below “panl”, you
will get a display like the following.

L+R 9 FEHIT

—()— @ —(3)—

UT  PAMLS FSEéEct Direction*PanRange
_ L




(1) Select

& Function
Select the type of pan effect.

m Settings
LFO, VEL, NOTE

& Explanation
Select one of the following three types of pan effect.

LFO....Use a vibrato generator to move the sound
left and right.

Vel....... Move the sound left or right depending on
the key velocity.

Note .... Move the sound left or right depending on
the note pitch.

(2) Direction

& Function
Select the direction of pan movement.

m Settings
L- R L<R

& Explanation
The effects will differ according to the setting made
for “select”.

When LFO is sdlected
If the (LFO) of the voice is set to Sync = on,
selecting “L-R" will make the sound begin from the
left side. Selecting “L« R” will make the sound begin
from the right side.

If Sync = off, the“L « R” or “L—»R" setting will
not make much difference.

When Vd is selected

When “L—-R" is sdected, lightly played notes will
be toward the left, and strongly played notes will be
toward the right. When “L«R" is sdected, the op-

posite will be true.

When Note is selected

When “L -»R” is sdlected, lower notes will be toward
the left, and higher notes will be toward the right.
When “L« R’ is selected, the opposite will be true.

— Note:
If you play several keys at once in single play mode,
the postion of the sound will be determined by the
velocity or pitch of the first note.

In performance play mode, the postion of the
sound will be determined by the velocity or pitch of
the first note of the lowest-numbered instrument that
IS being played.

(3) Pan range

& Function

Set the depth of the pan effect.
& Settings

0-99
& Explanation

This determines the depth of the pan effect. A setting
of 0 will be no effect, and 99 is maximum effect.

Performance effect (chord)

This sats the “chord” performance effect. The chord
effect allows you to sound up to four notes by playing
asingle key.

The V50 has memory for four independent settings
of the performance chord effect; chordl, chord2, chord3,
and chord4.

This effect can be used in single play mode only
while editing the performance delay.

To use this effect in performance play mode, set the
performance effect sdection in[__] (OTHERS) to
“chordl” — “chord4”.

Settings can be copied from one performance chord
memory to another (see page 120).

— Note:
Only one out of the twelve performance effects (delay
1-4, pan| -4, chord | —4) can be used at one time.

In performance play mode, the chord effect will
apply only to the lowest-numbered of the instruments
that are sounding.

A chord can be set for each of the twelve keys
in the C3 — B3 octave. Each chord can include notes
of any octave.

Press[SETUP], press the [__] below “ > P.Efct”, and
press the [__] below “chord” to get the following

display.

UT SETURZ PEDIT CHORD Select one !
shordl chord?2  chord3 chordd >EXIT

You can press the[ ] below “ > EXIT” to return to
the previous display.
Now select the chord you want to edit (chordl — chordd).

For example if you pressthe [__] below “chordl”, you
will get a display like the following.

UT CHORDLY  ©3 iz ..... SKED
¢ kew + b 03/ E3. # 4 % in SEWIT
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The upper line of the display shows the key (C3 in this
example) for the chord you are setting. The lower line
shows the notes that will be played when you press the
specified key. For example, in the next example if you
pressed C3, the notes E3 and G3 would sound.

UT CHORDLY C3 is veuus KED
« kew +  ® C3r E34 G374 %  in 2EXIT

Use the ] below “«" and “ =" to sdect the key in
the upper line. Use the data entry dider or [=T][F1]to
modify the notes in the lower line. Also, after selecting
the key in the upper line, move the cursor to “ > KBD”,
and the chord you play on the keyboard will be set as
the chord in the lower line,

Repeat this to set a chord for each of the twelve
keys C3 - B3.
__Note:.
When a preset or card performance is selected, mo-
difying a performance effect parameter will only affect
the internal data, so the effect will not change. When
you want to change these settings for preset or card
performances, temporarily store that performance to
interna memory before changing the effect settings.

About microtuning

Microtuning alows you to specify the pitch of each note.
Normally, most music of today divides the octave into
twelve steps. This is known as equa temperament. There
are many other temperaments, and most music of pre-
vious centuries was written using one of these other
temperaments. Also, 20th century music sometimes di-
vides a half-step into two or even four smaller intervals.

The V50 has 11 preset tunings including equal
temperament. In addition, two user memories are pro-
vided for you to create your own temperaments.

The 11 preset tunings are shown on page 29.

To use amicro tuning in single play mode, enter the
micro tuning edit function we will be explaining in this
section.

To use a micro tuning in performance play mode,
set the [__] (OTHERS) micro tuning sdect to the
temperament you want to use.

The following two user micro tunings are provided.

(1) Octave

Set the pitch for the twelve notes C3 - B3. Other octaves
will automatically be adjusted to the same relative pitch
steps.
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—— Note:

(2) Full keyboard
Set the pitch for each note C-2 — G8 in the MIDI note
range. (This is a broader range than the V50 61- note
keyboard covers.)

The micro tuning you set will be remembered even
when the power is turned off. However only two
memories are provided for your own original micro
tunings (one “octave’, one “full”). If you want to
creste more tunings than this, you will have to save
the data for each to a card (see page 97).

Microtuning (octave edit)

This is where you set the pitch for each of the twelve
notes C3 — B3. Other octaves will be automatically
adjusted to the same relative pitch steps.

If desired, you can use the initidization function
explained next to initialize the user octave microtuning
to one of the 11 presets, and then use this octave edit
function to adjust the data as needed.

Press [STEP), press the[_] below “ > Micro”, then
press the[_] below “OCT. Edit” to get the following

display.

UT MICRO» OCT. C3 kew set
FCRS »FIME  CF +18( 3818) + + JEXIT

The note in the center of the upper row is the note whose
pitch you are specifying. The center of the lower row
shows the actua pitch that is produced when you play
that note. For example, in the above display, the pitch
produced when the note “C3" is played will be + 10 steps
above the “C3" of equa temperament. One step is 1/64th
of a note (1.5625 cents). The parentheses show the pitch
of the note in steps starting from C#-1.

When the cursor is a “CRS’, modify the note name
in the lower line. When the cursor is a “FINE”, increase
or decrease the step units in the lower line.

To change the note displayed in the upper line, press
akey C3 — B3 on the keyboard, or press the [__"] below

4] (_ln Or u-_>:77 .

Microtuning (octave initialize)

To smplify creating your own octave micro tuning, this
function alows you to copy a preset micro tuning into
the user octave micro tuning memory. You can then
modify it as desired.



Press[SETUP], pressthe [__] below “ > Micro”, then
press the[__] below “OCT. Init" to get the following

display.

FTable

>key
2tPureimador? C  :ERIT

UT  MICROM IMIT
HED

Sdect the micro tuning to initidize to. (If necessary,
specify the tonic.) Then press the[_] below “yes’.
Press [+1},and the user octave tuning will be intiaized.

Microtuning (full keyboard edit)

This is where you set the pitch for each of the note in
the MIDI note range C-2 — G8.

If desired, you can use the initidization function
explained next to initidlize the user full keyboard mi-
crotuning to one of the 11 presets, and then use this full
keyboard edit function to adjust the pitch for each note
as needed.

Press[STEP], press the [_1 below “ > Micro”, then
press thebelow “FULL Edit” to get the following

display.

keu sai
+ FEXIT

UT MICROY FULL. ©2
MORS SFINE  C#id +18¢ 18> <

The note in the center of the upper row (C-2 in the above
example) is the key whose pitch you are specifying. The
center of the lower row shows the actud pitch that is
produced when you play that key. For example in the
above display, the pitch produced when the key “C-2”
is played will be + 10 steps above the “C#-1" of equd
temperament. One step is 1/64th of a note (1.5625 cents).
The parentheses show the pitch of the note in steps
garting from C#1.

When the cursor is a “CRS’, modify the note name
in the lower line. When the cursor is a “FINE”, increase
or decrease the step-units in the lower line.

To change the note displayed in the upper line, press
a key on the keyboard, or press the[ ] below “«”

Or “__)”-

Microtuning (full keyboard initialize)

To simplify creating your own full keyboard micro
tuning, this function alows you to copy a preset micro
tuning into the user full keyboard micro tuning memory.
You can then modify it as desired.

Press[SETUP], pressthe[__] below “ > Micro’, then
press thel ] below “FULL Init” to get the following
display.

UT  HMICRO> IWIT PTable

ke
>&E0 , 2:Pureimadaor) ©  SEXIT

Sdect the micro tuning to initidlize to. (If necessary,
specify the tonic.) Then press the[_] below “yes’.
Press[1],and the user octave tuning will be intialized.

Velocity (fixed velocity, velocity curve)

Press [SETUP], and press the[_] below “ > Ve to
get the following display.

UT SETUPI MFixedUelocitw SelCurve
127 Glnormy  SEXIT

L {1\ ) L {D} J
\1l \2I

You can press the [_] below “ > EXIT” to return to
the previous function.

(1) Fixed velocity

& Function
St a fixed velocity for every note.

m Settings
off, 1 - 127

& Explanation
This sets the velocity produced when a key is pressed.
Normally, it will be set to “off”, and the velocity of
a note will be determined by how strongly it is played.
However, setting this to a value of 1 — 127 will
make each note produce velocity specified here, re-
gardless of how strongly the key was actualy played.

(2) Velocity, curve

& Function
Set a curve for velocity response.

B Settings
0-7

W Explanation

This setting determines how velocity values will
change in response to stronger or softer playing.
Higher settings in the range of 0 — 5 will produce
higher velocity even in response to softer playing. (I.e,
a stting of 5 would be the mogt “sengitive’.) A stting
of 6 isanealy fla curve, but the maximum velocity
will be 80. A setting of 7 isreverse velocity (the
stronger you play, the lower the velocity becomes).
When power is turned on, O (norm) is selected.
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Damp (EG forced damp, voice damp)

Press[SETUP), then press the[ ] below “ > Damp”
to get the following display.

UT SETUP» FEG Damp >oice Dame
faszt on *ERIT

e (1) —— (2}

You can press the [__] below “ > EXIT” to return to
the previous display.

(1) EG forced damp

& Function
This determines how notes beyond the maximum
polyphony will be handled.

W Setting
verydow, dow, medium, fast

& Explanation
When an instrument in performance play mode re-
celves more notes than alowed by its maximum notes
setting, or when more than 16 notes are received in
sngle play mode, this setting determines how the
overflowing notes will be handled.

For example, in single play mode when the 17th
note is received, the oldest note will be turned off.
This EG forced damp determines how quickly the
oldest note will be turned off.

When EG forced damp is “fast”
|__l--Fast turn-off of oldest note

Volume
‘ Oldest note \ /

4
17th note is played

Time

When EG forced damp is “very slow”

Slow turn-off of oldest note
Volume rI:\ ‘
Oldest note

Time
4

17th note is played
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A setting of “fast” takes the shortest time to turn off
the oldest note, and a setting of “verydow” takes the
longest time.

As you can see from the diagram, EG forced damp
reduces the click noise produced when a note is turned
off instantly. The longer the setting, the less noise there
will be. However sounds with a quick attack (piano,
organ, etc.) will sound rather unnatural with a long
forced damp setting, since the notes will begin per-
ceptably later than they should. In such cases, set
EG forced damp to “fast”.

(2) Voice damp

& Function
Determine if notes will continue to sound through a
voice change when in single mode.

m Settings

off, on

® Explanation
When “on” is sdected, notes sounding when a voice
is selected will be turned off. When “off’ is selected,
notes will continue to sound, and the newly selected
voice will be used for the next note. However, LFO
data will change a the instant the voice is selected.



OTHER FUNCTIONS

Voice initialize

From single play mode or voice edit mode, press
to get the following display.

UT OTHERS» UQICE
*Init *Recall

Select orne !
*Presetload

& Function
Initialize a voice.

M Explanation

This function sets a voice to an initial state, with
settings & maximum or minimum, producing the
simplest possible sound.

Press the ] below “ > Init” to get the message
“Are you sure?’. Press[+1] and the voice will be

initialized.
Note:

The voice function data will be initialized even if the
combine setting is “off”.

Performance initialize

From performance play mode or performance edit mode,
press [OTHERS] to get the following display.

UT QOTHERS
*Init *Rec

FM

2P
all MoiceEdit Presetload

Select one !

Press the[_] below “ > Init” to get the following

display.

UT 0OTHERS> FFH

SMEL DUAL SPLT 4LYR SLYR SER4 SERS XEXIT

IMIT Select one !

You can press the[__] below “ > EXIT” to return to

the previous display.
& Function

Initialize a performance.

& Explanation

You can initiaize to one of the following six types.

SNGL...... Just a single instrument

DUAL...... Two instruments sounding together

SPLT....... Two instruments split at B2/C3

4LYR...... Four instruments sounding together

8LYR...... Eight instruments sounding together

SEQ4....... Setting for playing four instruments from
the sequencer

SEQS....... Setting for playing eight instruments from
the sequencer

Page 125 shows the initid settings for each of these.
Pressal__] below the desired initialization setting,
and you will be asked “Are you sure?’. Press [+1]and
the performance will be intialized.

Voice recall

From single play mode or voice edit, presssOTHERS] t0
get the following display.

UT OTHERSY UOICE Select one !
*Init >Recall »Prezetload
N Function
Recdll a voice.

& Explanation

This function recalls the voice you were most recently
editing. This is especialy useful when, while editing
avoice, you select another voice by mistake before
saving your edited voice.

Press the[_] below “ > Recall” to get the
message “Are you sure?’. Press[+1] :and the previ-
oudy edited voice will be recalled.

Performance recall

From performance play mode or performance edit,
pressi[OTHERS]| to get the following display.

UT OTHERS: PFM Select one !
»Init >Recall AoiceEdit >Presetload

B Function
Recall a performance.

W Explanation

This function recalls the performance you were most
recently editing. This is especialy useful when, while
editing a performance, you sdect another perform-
ance by mistake before saving your edited perform-
ance.

Press the[ ] below “ > Recall” to get the
message “Are you sure?’. Press and the previ-
oudy edited performance will be recalled.
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Preset load

From single play mode, performance play mode, or voice

or performance edit, press [OTHERS]. The following
example shows the voice display.)

UT QOTHERS: UQICE
*Init *Recall

Select one !
*Prezetload

Press the [_| below “ > PresetLoad” to get the fol-
lowing display.

UT OTHERSY FRESET LORD  Selsct ane !
ALL FEFCT MCT JEXIT

You can press the[_] below “ > EXIT” to return to
the previous display.

& Function
Load the preset performance effects and/or micro
tunings.

A Explanation
This loads the preset performance effects settings,
and/or the preset micro tuning settings into internal
user memory.

Select one of the following presets to load.

ALL v Load performance effects and micro tun-
ings.

PEFCT .....Load only performance effects.

MCT ....... Load only micro tunings.

When you press a[__] to select the preset, you will
get a message “Are you sure?’. Press[+1] :and the
preset will be loaded.

—— Note:
This function will erase al performance effect and
-micro tuning settings in interna user memory.
If internal user memory contains performance
effect and micro tuning settings that you want to keep,
save them to card or disk before using this function.
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Voice edit

From performance play mode or performance edit,
press[OTHERS] to get the following display.

UT OTHERS) PFM
}Init *Recall

Select ane !

*UoiceEdit *Presetload

& Function
From editing a performance, jump to editing a voice.

& Explanation
From performance editing, this dlows you to ingantly
jump to edit one of the voices in the performance.
Press the[__] below “ > Voice Edit” to get the
following display.

UT OTHERS» WOICE EDIT which wvoice 7
Ials Xa3s I3~ e HA ®s LA

Press a[__] to sdect the voice you want to edit,
and you will jump to voice editing mode. (However
the upper left of the display will show “M1111" in-
stead of the usua “E1111".)

You can repeat this to edit severa voices of a
performance a once.

——Note: ‘

If you edit a voice using this function and press
before storing the voice, you will get a
message “** go to SGL mode Sure?". If you now press
[+1], the voice being edited will return to the origina
data.

If you have edited voice data from this function,
you will be able to individudly store the modified
voices (see page 00).

This mode is unlike norma single mode in the
following ways.

(1) EFCT edit and copy
(2) compare mode
(3) operator on/off

If you press a button other than an edit button, you
will return to the above menu.

_—Note:
If you turn an instrument’s MAX NOTES = 0 while
in multi-voice edit, the sound you are editing will

disappear.




STORE FUNCTIONS
A

Voice store

From single play mode, press to get the
following display.

SIMGLE MODEX
Mem Store I23 -> X ?

& Function
Store a voice to internal or card memory.

& Explanation
Store the currently selected voice as an interna voice
or card voice.

While continuing to press [STOREJCOPY |, specify
the voice number to store.

Press or to sdlect internal or card
memory. When you have input the store destination,
rel ease[STORE/COPY |. You will be asked “OK?,
and when you press[+1] the voice will be stored.

—— Note:
When internd memory protect is on, the right edge
of the display will show “Prot?’ (protect), and by
pressing the__] below it, you can temporarily de-
feat protect.

When card memory protect is on, or when the
card memory protect dider is on, voices cannot be
saved to card memory.

Voices cannot be stored in a card that has not
| been formatted.

Performance store

From performance play mode, press [STORE/COPY | to
get the following display.

FERFORMANCE HODE>
PFM  Store I84 -» I 7

& Function
Store a performance to internal or card memory.

& Explanation
Store the currently selected performance as an internd
performance or card performance.
While continuing to pressiSTOREJ/COPY 1, specify
the performance number to store. Press[INT] or

Wi

to sdect internad or card memory. When
you have input the store destination, release
[STOREJCOPY |. You will be asked “OK?’, and when
you press[+1] - the performance will be stored.

Note:
hen internal memory protect is on, the right edge
of the display will show “Prot?" (protect), and by
pressing thel__]below it, you can temporarily de-
feat protect.

When card memory protect is on, or when the
card memory protect dider is on, performances cannot
be saved to card memory.

Performances cannot be stored in a card that has
not been formatted.

Voice store when using voice edit

When you have finished editing, pres{OTHERS] :and
then to get the following display.

UT OTHERS) STORE UDICE  which woice 7
igls 183/ Y13 s *s s LT

___Note:

M Function

Store after using the voice edit function.

M Explanation

You will get a blinking message “which voice?".
While continuing to press[STORE/COPY |, press the
=1 below the voice you want to store. Specify the
voice number destination, and release
[STORE/COPY . You will be asked “OK?’, so press
(1]

If you want to store other voices, repeat this
proceedure.

When the card memory protect dider is on, voices
cannot be saved to card memory.

Voices cannot be stored in a card that has not
been formatted.

If you have entered this function from interna
performance, voices can be stored only in interna
memory. If from card, only in card memory.

Storing using the voice edit function is possible
only in the voice edit display.
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COPY FUNCTIONS

Effect copy

While setting voice or performance [___| (EFFECT)
data, press[STORE/COPY |to get the following display.

EFFECT COP%2 EFCT=1:Reverb Hall
curtent. effect data -> I 7

& Function
Copy effect settings between voices or performances.

® Explanation
This function copies the effect settings of the currently
selected voice or performance to another voice or
performance.

While continuing to press[STORE/COPY |, specify
the voice number or performance number copy des-
tination. When you have input the store destination,
release [STOREJOOPY J. You will be asked “OK?’,
and when you press [+1] the effect settings will be
stored to the specified voice or performance.

—— Note:
When internal memory protect is on, effects cannot
be copied to interna memory.

When card memory protect is on, or when the
card memory protect dider is on, effects cannot be
copied to card memory.

Effects cannot be copied to a card that has not
been formatted.

Performance effect copy

While setting[SETUP] performance effects, press
STORE/COPY | fto get the following display.

FPFM EFFECT COPY>
delag 1 -~ delag ?

& Function

Copy settings between each type of performance effect
1-4.

& Explanation
This function copies the settings of the currently se-
lected performance effect to another performance
effect of the same type.
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While continuing to press[STORE/COPY ], specify
the copy dedtination, and then release
[STORE/COPY . You will be asked “OK?", and when
you press[+1] the performance effect settings will
be copied to the specified performance effect.

.Note:

A performance effect can be copied only to another
performance effect of the same type.

Envelope generator copy

While setting a voice's envelope generator, press
to get the following display.

ES COPYY set source & destinationm OF !
AP?  —=» X0OP?

& Function
Copy envelope generator settings between operators.

W Explanation
This function copies the following settings (envelope
generator and keyboard scaling) from one operator
to another operator.

Envelope generator data . . . . AR, DIR, D2R, RR
(SHIFT is not included)

Keyboard scaling data.. . . ... .. LS, RS

While continuing to press [STORE/COPY |, specify the
copy source and destination, and then release
[STORE/COPY ]. When you specify the destination,
the envelope generator settings will be copied between
the specified operators.




COMPARE FUNCTIONS

Voice compare

While editing a voice, pressi COMPARE|

ciill ALG> 43w *Feedback (OFd
AL G=2 2l T '
B Function

Compare the edited and origina versions of a voice.

B Explanation
While editing a voice, or in single play mode, press
[COMPARE]. The "¢" in the upper left of the display
will change to a*“c”, and you will be able to hear the
voice as it was before you began editing.
Press once again to return to the
edited voice.

Note:
While compare is sdected, editing is not possible.

During compare, the LED at the left of
will light to indicate compare mode.

Performance compare

While editing a voice, press| COMPARE|.

c.ED  FRzszignMode e @ Sunlight
DUA ‘ “ +

M Function

Compare the edited and original versions of a per-
formance.

& Explanation

While editing a performance, or in performance play
mode, press [COMPARE]. The “€” in the upper left
of the display will change to a“c”, and you will be
able to hear the performance as it was before you
began editing.

Press once again to return to the
edited performance.

Note:
While compare is selected, editing is not possible.
During compare,the LED at the left of
will light to indicate compare
mode.

Utility functions 121



APPENDIX

TROUBLESHOOTING

The V50 has a very large number of functions. Each one is closely related to the others,
and one function can sometimes have an unexpected effect on another function.
Another possibility is that the amp or mixer system is not operating correctly. This
chapter will explain some difficulties you may encounter, and give possible reasons

for them.

The following points will help you determine whether
the problem is with the V50 itself, with the amp/speaker
system, or with the audio and MIDI cables connecting
the system.

e Plug a set of headphones into the V50 and listen for
audio output.

If so, the problem is in the amp or mixer system, or
in the cables used for connection.

Problems in the amp, mixer, or audio cable

e Check whether the problem occurs with other per-
formances or voices.

If the problem occurs only with a specific performance
or voice, the problem is in the performance or voice
setting. If the problem occurs with dl performances
or voices, check the other settings (utility mode, etc.).

When you have a general idea of where the problem is,
consult the following tables.

Problem Possible reason Page reference
No sound Is the amp turned on? —
Is the amp (or mixer) volume up? —
Are the V50 outputs correctly connected to the amp inputs? 10
Is the audio cable faulty? —
Distorted sound Is the V50 connected to the mic inputs? 10
Problems in the performance
Problem Possible reason Page reference
No sound Are the maximum note settings correct? 24
Do the MIDI receive and transmit channels match? 25,99
Is volume turned up for each instrument? 27
Is the output assign for each instrument turned off? 27
Are the high/low note limits for each instrument correct? 25
Are the instruments turned off? 25
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Problem Possible reason Page reference
Keys play the wrong pitch Is note shift set to a non-zero value? 27
Is detune st to a non-zero vaue? 26
Are micro tuning settings correct? 28
Ungteady pitch Are you using detuned instruments in alternate assign? 26
Can't play chords Are the maximum note settings correct? 24
Are you using a voice that is set to mono mode? 49
Problems in the voice
Problem Possible reason Page reference
No sound Is the output level of the carrier operators turned up? 48
Is a setting of the pitch envelope generator level PL1 — PL3 47
too low to hear?
Is a foot controller controlling the volume (or volume pedal) 50
a minimum position?
Are breath controller and aftertouch EG bias set to high va 52,53
lues?
Keys play the wrong pitch Is transpose set to a value other than midC=C3? 49
Are the oscillator frequencies correctly set? 44
Are the oscillators detuned? 44
Unsteady pitch If LFO P Mode Sens. and P Mod Depth are set to high values, 43
the resulting heavy vibrato will cause unsteady pitch.
Is FC Pitch turned up athough a foot controller is not con- 50
nected?
The normal pitch will sound if the pitch envelope generator 47
PL1- PL3areall setto50.
Is the breath controller or aftertouch P.Bias set to a high vaue? 52,53
Is the portamento time set a maximum? 50
Can't play chords Is mono mode selected? 49
Problems in other areas
Problem Possible reason Page reference
No sound s the fixed velocity set too low? 115
Is the synthesizer volume at 0? 110
Some keys do not produce sound Is note on/off set to odd or even? 101
Keys play the wrong pitch Is the master tuning set at other than 0? 110
Can't use card performances or | Are the contents of the card bank correct? 95
voices Is the correct bank selected? 9
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Problems with the sequencer

Problem Possible reason Page reference
Sequencer does not make sound Is the synthesizer volume raised? 110
Are the[TRI]- 'LEDs lit? 87
Do the transmit channels of each track match the receive 25,90
channels of the synthesizer?

Problems with the rhythm machine

Problem Possible reason Page reference
Rhythm machine does not make | Is the rhythm machine volume raised? 77
sound
Preset voices Preset _performances
————
The V50's preset memory contains the following voices. The V50's preset memory contains the following per-
formances.

00 | Stirings 1 |25 | HellowBrs 50 | FolkGtr 1 75 | IceBell 00 | “V*Lead 1 25 | Sequence 50 | Scatter 2 75 | Bs/E.Piano
01 | PowerBrass 26 | FloatBrass 51 | FolkGtr 2 76 | SpaceBell 01 | "V"Brass 1 26 | VibeEp 511 H-limba 76 | Bs/Hire
02 | HetalSpace 27 | Trumpet 52 { E.Guitar 1 7 | Sunbean 02 [ Metal 1 27 | PopsBrass2 52 | TakeOff 77 | Bs/HuteTp.
03 | Piano 28 | Trombone 53 | E.Guitar 2 | T8 | BreathHit . 03 | BalladEp 28 | SaxSection [ 53| GrowVoice 78 | Explosion
04 | E.Piano 29 ] sax 54 | Guitar 79 | Suspense 04 | Piano 29 | Waahz S4 | Harp 79 | Ac.Guitar
05 | ClinkDecay | 30| Strings 2 55 | FingerBs 80 | Hire 1 05 | Ensemble 1 | 30 | Mystery $5 | Ep+Strings | 80 | Valley

06 | SoftCloud 31| Strings 3 56 | SynBass 2 81 | Whasp 06 | "v"Stringl | 31 | Fanfare 56| "V"Brass 3 | 81| Hetal 3
07 | Hetalimba 32| BrightStrg 57 | SynBass 3 82 | Sandariuba 07 | 12stGuitar | 32 { DeepBell 57| "V"Brass 4 | 82 | HolloWood
08 | PanFlute 33 | HideString 58 | FretlessB. 83 | Cosamic 08 | PopsBrassl 33| E.0rgan 1 58 | PanFlute 83 { Fugue

09 | SynBass 1 34 | SoftString 58 | UpriteBass | 84 | Elegant 09 | Universe 34 | Clinkimba 59 | Huskey 84 | Distlead
10 | E.Piano 24 | 35| Strings 4 60 | Flute 85 | HuskeyOrg. 10 [ Pizzicato 35 | Heteor 60 | E.Guitar 85 | E.Organ 2
11| E.Piano 2B | 36| ClassicStr 61 | Oboe 86 | Wire 2 11 | Saxlead 36 | Strings 1 61 | VIbePiano 86 | Tinqule
12 | PianoAtck 37 | Strg+Chime 62 | Clarinet 87 | Hire 3 . 12 |-HarmStrgs 37| "V Bass 2 62 | "V"Bass 3 87 | Tropical
13 | E.Organ 1 38 [ CelloEns, 63 | vielin 88 | Wire 4 18 | "v*String2 38 |- "DX"Ep 63 | Strings 2 88 | Elegant
14| E.Organ 2 39 | Pizzicato 64 | cello 89 | Bells . 14 | "v"Bass 1 39 | FloatChime | 64 | Resonance 83 | SteelPiano
15| Vvibe 40 | Ensemble | 65 | Whistle 80 | SteelDrunm 15 ] PuffBrass 40 | Ensemble 2 | 65 | SoftBrass 90 | Ensemble 4
16 | Harimba 41 | DayBreak 66 | Recorder 91 | ShrineBell 16 | Cotton 41| PanBells 66 | Ensemble 3 | 91 | Hetal 4

17| Celeste 42 | FluteVoice 67 | Harmonical 92 | SofTimpani ’ 17 | Sunbean 42 | BigBand 67T | "V"Bass 4 92 | 0ilDrum

18| Clavi 43 | AngelChoir 68 | Harmonica2 | 93 | 0ilDrum 18 | Betal 2 43 | AttackBass | 68 | TaikoBells | 93 | DragonHit
19| LargePipes 44 | Ensemble 2 89 | Harp | 94 | HandBells 18 | SpaceBells 44| "V’Lead 3 69 | WirePiano 94 [ wPops

20| SolidBrs 45 | PEGvoice 70 | Analoglead | 95 | Strike 1 l 20 | HeavyMetal | 45| "V"Lead 4 70 | Ciavi 95 | »Funk

21} LowCutBrs 45 | Ensemble 3 71 | Dist.Lead 96 | Strike 2 21 | Chorus 46 | SeqMarimba | 71 | Stakkato 96 | =Rock

22 | HiPeakBrs 47 | WoodEns, 72 | HetalAtck 97 | Space 22| "V'Lead 2 | 47 | Bells 1 72 | Harmonica |97 | eJazz

23| AttackBrs 48 | Universe 13 | HoodThump 88 | Woosh 23 | MildBrass 48 | Bells 2 73 | Pufflead 98 | =Latin

24| Softlead 49 | Forest 74 | PuffPanFlt | 99 | Thunder 24 | "V"Brass 2 | 49 | Scatter 1 T4 | Bs/Brass 99 | 2v50 Demo
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Initialized performance settings

SNGL
NAME SINGLE
INST NUMBER 1 2] 3] 40 57 6] 77T 8
ASSIGN MODE DVA
NOTES 0 off [ off | off | off | off [ off | off
VOICE NUMBER 00| = * * x x * %
MIDI RECBIVE CH 1 3 % x % % % ¥
LIMIT / LOW -2 = x ¥ x x ¥ *
LIMIT / HIGH 68 * * * * X * %
INST DETUNE +0 * * * * * % %
NOTE SHIFT +0 * ¥ x| = ¥ ¥ %
VOLUME 99 % x * X ¥ x x
OUTPUT ASSIGN LHR| = * * ¥ ¥ ¥ ]
LRO SELECT 1 * ¥ ¥ x * * %
MICRO TUNING Equal
off | =x 3 * % *
P, EFFECT off | x " *
EFFECT of f
DUAL
NAME DUAL
INST NUMBER 1] 2] 3] 4] 5] 6] 7] 8
ASSIGN MODE DVA
NOTES 0 0 | off | off [ off | off | off | off
VOICE NUMBER 100 100 = * * % ¥ %
MIDI RECEIVE CH 1 1 * x % x * *
LIMIT / LOW C-2| C2| = * * X x *
LIMIT / HIGH G8 | G8 % * * * ¥ %
INST DETUNE ) | +2 % % % ¥ * %
NOTE SHIFT 0 | 40 * X * x x %
VOLUMB 99 | 99 * x X % * ¥
QUTPUT ASSIGN I+R] L+R| = X % * ¥ ¥
LFO SELECT 1 2 * X * X x %
MICRO TUNING Equal
off | off * X % % * %
P, EFFECT off | off x x x %
EFFECT off | off *

4LYR
NAME 4 LAYER
INST NUMBER 1] 2 3] 4 50 6] 7] 8
ASSIGN MODE pvA
NOTES 0 0 0 B | off [ off | off | off
VOICE NUMBER 100} 100| 100 I00| = * ¥ *
MIDI RECEIVE CH 1 1 1 1 % 3 ¥ *
LIMIT / LOW C-21 €21 C-2) C-21 = X * x
LIMIT / HIGH G8 | 63 | G8 | G8 x 3 * ®
INST DETUNE 20 -1+ | +2 * * % %
NOTE SHIFT | +0 | +0 | +0 * M % ¥
VOLUME 95 | 95| 95 | 9% * * * ¥
OUTPUT ASSIGN L+R| L+R}{ L+R| L+R * * * *
LFO SBLECT 1| 2 |-vib| vib| = % * *
MICRO TUNING Equal
off |off |off |off * * % x
P, ERFECT off |off |[off [off % * *
EFRECT off |off |off |off
8LYR
NAME 8 LAYER
INST NUMBER 1 2] 3] 4] 51 6] 7] 8
ASSIGN MODE DVA
NOTES 0 0 0 0 0 0 0 0
VOICE NUMBER 1001 00| I00] 100| I0O| 100| I100{ 10O
MIDI RECEIVE CH 1 1 1 1 1 1 1 1
LIMIT / LOW c-2f c2| ¢-2| c-2] c-2] c-2] C-2} C-2
LIMIT / HIGH GS | G8 | G3 | GB | G | 68 | 6B | G8
INST DETUNE #0040 | -1 [ #1 ] -2 42| 4|
NOTE SHIFT 0 | 40 | 40 | 40 | 4D [ +0 | +0 | 40
VOLUME 92 | 92| 9292 | 92| 92| 92| 92
OUTPUT ASSIGN L+R! L+R) L+R| L+R| L+#R| L+#Rj L+R| L+R
LF0 SELECT 1 2 | vib| vibj vib} vib| vib| vib
MICRD TUNING Equal
: off | off [off |off |off }off [off |off
P. EFFECT off |off |off joff |off |off |off |off
EFFECT off |off |off |off [off |off |off |off
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SPLT SEQS8
NAME SPLIT NAME SEQENCERS
INST NUMBER 12l 3] a4l 5T 6l 77 3 INST NUMBER 1) 2] 3] 4} 5] 6] 71 8
ASSIGN MODB DVA ASSIGN MODE DVA
NOTES 0 0 | off | off | off | off | off | off NOTES 0 0 0 0 0 0 0 0
VOICE NUMBER 100 100] = % x % * x VOICE NUMBER 100 101 102| 103| 104% I05( 106 107
MIDI RECEIVE CH 1 1 * x x x * x MIDI RECEIVE CH 1 2 3 4 5 6| 7 8
LIMIT / LOW c-2| €3 x x x * * x LIMIT / LOW c-2} C-24 C-2| C-2f ¢c-27 C2| C-2{ C-2
LIMIT / HIGH B2 | 68 * * x * X * LIMIT / HIGH G8 j 68 | GB | G8 | 6B | 68 | GB | G8
INST DETUNE +0 | 40 ¥ x * * ¥ * INST DETUNE 0 [ +0 ] +0 | 0 [ «0 | +0 | +0 | +0
NOTE SHIFT 0 | +0 ¥ ¥ x * ¥ ® NOTE SHIFT 0§ 40§ +0 | 40 +0 | +0 ) +0 | +0
VOLUME 99 | 99 * * * * x * VOLUME 99 | 99| 99 | 99 | 99 [ 99 | 99 [ 99
QUTPUT ASSIGN LRy LRy =% % % % % % GUTPUT ASSIGHN L+R| L+R| L+R| L+R| L#R| L+#R| L+Rj L+R
LRO SELECT 1 21 x * % % x| % LFO SELECT 1 2 | vib| vibj vib| vib| vib| vib
MICRO TUNING Equal MICRO TUNING Bqual -
off | off * * * * off [off joff | off [off {off |off |off
P, EFFECT off | off * x P, EFFECT off |off |off |off |off |off |off |off
EFFECT off | off % X EFFECT off -[off |off | off }off |off |off |off
SEQ4 Initialized voice settings
NAME SEQUENCER4
INST_NUMBER 1 I 2 l 3 | 4 | 5 ' § | 7 | 8 VOICE NAME| ITHIT VOICE
ASSIGN MODE DVA OPERATOR 1| 2] 3] & TroLY / NoND Wans Poly
NOTRS 0 0 0 0 off | off | off [ off ALGORITHN - 1 PITCH BEND RANGR 4
VOICE NUWBER 100] 101 102] 103] = | = | = | x e e R A
PORTAMENTO g
MIDI RECEIVE CH 1 2 3 4 x 3 x x SPEED 3% TINE 0
LIMIT / LOW c-2| ¢-2| c-21 ¢c-21 = x| = * R DELAY 0 FOOT VOLUMB 40
- SYIC of f PITCH 0
LIMIT / HIGH G8 | G8 | 68 | G8 * * * x T 0 CONTROL. (e 10
INST DETUNE 0 | +0 | 40 | +0 ¥ x * ¥ AMD 0 NODULATIOR | PITCH 50
NOTE SHIRT +0 + +{ +0 % * * * PUS 6 WHBEL | AMPLITUDE | 0
s 0 PITCH 0
VOLUME 199199 |99 |99 | x| =] x| =* SENSITIVITY [ AME off |off Joff |off |BRBATH | AWPLITUDE | 0
OUTPUT ASSIGN L+R| L+R| L+R| L+R| = % 3 x BBS 0] 0] 04 0 CONTROL | PITCH BIAS | +0
LFO SELECT 1 2 1 vib| vib| = % ™ * :V:E 401 +0 |+t 0 EG BIAS g
i r| r| r| r PITCH
-KICRO TUNING Equal FIX SHIFT T | x| = | = |AFR MFLITUOE | O
‘ off |off |[off |off * * * FIX RANGE x| £ | x| = TOUCH | PITCH BIAS | +0
P, BRRECT. off | off |off | off * * % * OSCILLATOR FREQUENCY 1,00{1.00]1.00(100 EG BIAS 0
WAVE W1 [ WL | Wi | w1 [ReveRs RATE of {
BEFECT off |[off {off |off * x x * DRI [N N R
AR FRIENIENE SBLECT of {
IR L[ st [31 3t BALANCE x
ENVBLOPE 30 15115115]15 OUT LEVEL | =
GENERATOR [ D2R ol ol et 0 STERED MIX | =
RR 5115 15]15 PARAK 1 x
SHIFT off | off | off | off PARAM 2 z
PRI * 99 PARAM 3 *
PL1 50
PITCH ENVELOPE | PR2 99
GENERATOR | PL2 50
PR3 99
PL3 50
OUTPUT LBVEL o] ol o] o
KEYBOARD RATE 0] 0f ol 0
SCALING | LEVEL RN ED
TRANSPOSE 3
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SPECIFICATIONS

® Synthesizer section

Keyboard:

Tone generators:
Polyphony:

Internal memory:

61-note (C1 - C6),
velocity and pressure senditive

4-operator 8-algorithm FM, 8 selectable waveforms
16 notes maximum simultaneous, last note priority, 8-voice multi-timbral

100 interna voices

100 preset voices

100 internal performances

100 preset performances

12 (3 types x 4 each) performance effects (delay, pan, chord)
2 micro tuning (octave, full)

program change table

system setup

® Sequencer section

Tracks;

Songs:

Resolution:

Internal memory:
® Rhythm section

Tone generation:
Polyphony:
Internal memory:

® Other

Digital effecfs:

Terminals:

Display:
Power consumption:

Power requirements:.

Dimensions
(W x D x H):

Weight:

8 (maximum 16 note polyphony/track, maximum 32 note total polyphony for
al tracks)

8

192th note (interna clock)
96th note (MIDI clock)
32nd note (step record)

64Kbyte (approximately 16,000 notes)

PCM
8 notes

100 preset patterns
100 internal patterns

32 types (parameters programmable for each voice and performance)

OUTPUT L/MONO, OUTPUT R, VOLUME, FC, FS, START/STOP, MIDI
IN, OUT, THRU, BREATH CONTROL, PHONES

40 character 2 line, backlit
25W

USA and Canadian model; 120 V 60Hz
General moddl; 220 — 240V 50 Hz

1002 mm x 326 mm x 98 mm (3 312" x 1’ 7/8" x 3 7/8")
11.2 Kg (24 lbs 11 02)
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MIDI DATA FORMAT

SYNTHESIZER SECTION

MIDI reception/ transmission block diagram

1. MIDI reception conditions

SFE ACTIVE SENSING
$80 NOTE OFF

e $50 NOTE QN/OFF

e $BN , $01 MODULATION WHEEL,
L S, $02 EREATH COIRCL

$mn , $04 FOOT CONTROL

<g =Q O=— $in , $05 PORTAMENIO TIME
& .
- mdd{ “n $Bn , $07 VOuUx®
_O o- . .
G~ Gl6 ) l $en , $41 PORTAMENTO SWETCH
>
=t O O~ $Bn, S0A PAN
PM™ -
SG6L . .
O——<Bdl>:]————-— $mn , $7B ALL mm [+ 4 3
F§—<Rﬂt> |———— $Bn , $79 RESET ALL
i L——— $mn , $40 SUSTAN SWETCH
hac ] ,C,P
g PM Beh> Ql'v $Cn PROGRAM CGINGE
on m.m
ind/trans
G
[0}
— B | 1,(C),P .
O—<Rai> G $Cn PROGRAM CHANGE
M THL
direct
SGl 1,(Q),P .
O——< Bch> $Cn PROGRAN CHANGE
O — Pr1,(PEC),PFP
O—=< Reh> .
m
SGL nom
O <A, Touch> $Dn AFTER TOUCH
rO— Gl~G16
[¢]
™
‘ Nom
<A, Touch Reh>
#n
Gl~G16 =
o>
m
midi OQ——<P. < peh> ———p—— S$En PITCH BENDER
-0 O4+0— Gl~Gl6 .
MIDI Q
P
' Norm
<P,
®n
Gl~Gl6 -
SGL
0 O=-—<Bch>
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SEn, ST MO MOE
l——-s:{n}'m BOLY 1T0E

midd »
MIDI—O O—<Dev No>—1

off

Men Prot
=0 Q=
- off

~$F0 , $43 , $ln , $10

——$70 , 843, $0n , S04
———$F0 , $43 , $0n , $IE
M §976PM)

0
—SM, $43 , Sin , SE
{ _m

—=3F0 , $43 , $0n , STE

—$r0 , $43 , $1n , $13
L =5r0 ; 543 , $1n , $10
10, $83 , $In , $10

l——sr0 , $43 , $In , $10

—$F0 , $43 , $0n , $03

(1 ¢ " 8976°E )

——$F) , $43 , $2n , $TE
14 _B073AE)

———$F07, $43 , $2n , $03
—SF0 , $43 , $2n , $04
——$70 , $43 , $2n , $TE

(11 80739E)
[——SF0 ", 54: , $2n , §IE

{14_'8073Kx)

Dev No = Device Number -

VCED
ACED

= Voice edit buffer
= additional voice edit buffer (for TX812

$F0 , $43 , $In , S12 p

(VCED,
[——SF0 , 43 , $0n , STE
{ GAE )

V50 SW Remote

1 Volce bulk D.req.(vS0)
(mmz-umm)
1 Voice bulk D, r
(ACED24ACEDAVCED) lem
1 Voice tulk D. req.
(ACEDVCED) [ 1X812)

1 Voice bk D, req.
(VCED) (X

100 Voice bulk D. req.
()

1 P halk D, xeq.

(PCED24PCED) [VE0)

1 PP hulk D, req.

(PCED) [DX11)

100 PFY bulk D. req.

{ PMEM24p0EM) [ V50
100 P bulk D, req.

(m) {oX1t)

Synth setup D. req.

(xw0~ 5)

Synth setup D. req

(5YS2)

synth setup D. reg.
(5YS3+SYS245¥S) [VS0)
micro tune D. req.
(x=0,1)

sE setup D, req.
(S¥SQ)
FHY setup D. req.
(SYSR)

Y inst setup D. req.
(nmsr)

FHY kbd asgn thl D. req
(RRAT1,2 x=0,1)

)
ACED2/3 = Additional voice edit buffer 2/3 (forDX11/V50)

PCED
PCED2
we -
PEM
PHEM2

= performance edit buffer

= Pecformance edit buffer 2
='Voice memory

= Performance memory

= Pecformance memory 2



2. MIDI transmission condition
ACTIVE SENSING sre
NOTE ONAOFT $9n —_—
SUSTAIN SWITCH S8, $40
MONO MODE $n, $IE —O O
S&
POLY MOXE $n, $7°F —O O
SGL
MODULATION VHEEL ~ $Bn , $01 ————em ,
BREATH CONTROL $Bn , $02 —_—
FOOT CONTROL $Bn , $04 —_— Norm
VOLE $Ba, S07 <OONT >-
DATA $an , $06 oG Gl~16
ASSIGNED DATA ENTRY $Bn1 ,$00~ $1F —O O+
LAY
PORTAMENTO SWITCH  $Bn , $41
norm
AFTER TOUH—— —
Touch Gl~Gl6
nom
PYTCH BEND ~——<P.BEND >
$En Gl~Gl6
PROGRAN midi
CNGE  —0 O~—<¢ Dev No>——<¢ B > T ch>+-0 O-
$n PLAY off Q%G woff transmit
mode M ch
1 voice bulk OS%PIDY :
voice < Dev >
{VCED) # off
%volcebulk )—J
100/25 volce
() bulk
100/25 Pm\;nlk—
Synth setup bulk—
(SYS,PC,EFGI~ 4) {EG)
Synth sstup bulk— 100~95 - 0~99
) C00~99 -~ 0~99
Micro tune bulk — P00~99 - O~
PFI00~99 - 0~%9
SEQ getwp bultk — PPO00~99 - 0~95
{sysQ) PFRO0~99 - 0~99
SEQ data bulk  ~—
{SSONG/ASI)
FHY setup bulk —
(
FRHY geq, data —
(RSEQ)  bulk
1 PR Bulk 0 O
{PCED/PCED2) P play
change

3. Channd message

3.1 Transmission
3.1.1 Note on/off

Transmitted note range = C1 (36) — C6 (96)

Velocity range
3.1.2 Control change

When the following controllers are moved, MIDI is transmitted.

= 0-127 (0: note off)

ctld parameter data mg
1 Modulation wheel 0...127
2 Breath control 0...127
4 oot control 0...127
6 Data entry slider 0...127
at not play mde
7 Volure pedal 0...127
64 Sustain switch 0,127
65 Portapento switch 0,127
0~ 31 | Assinged Data entry | 0...127
slider at Play mode

*1 The control change switch cannot turn transmission on/off.

4 .In system setup mode, the transmission mode can be sdlected.
of f : No control changes are transmitted.
norm/G1-G16 : Transmitted on the channel specified by Trnsch

3.1.3 Program change

When a voice is selected in single mode, or when a performance is
selected in performance mode, a program change is transmitted. Re-
gardless of the mode, the program change number is assigned as follows.

I, P, C, PFI, PFC, PFP
00-99

Transmission can be turned on/off by mode.

1) off:
program changes are not transmitted

2) commornvindividual/direct:
Transmitted when voice/performance is selected in SYNTH mode.
However, program changes transmitted from the internal sequencer
for data created on the V50 consist of bytes, and are transmitted
as follows.

Program change no.
0099

pon change mode & memory
#119 ™ mr (Dor(C)
#120 not used
#121 no PRESET (P)
122 S&L INT (D)
123 sz ar ()
24 s&  mesEr (P)
#125 P T {PFI)
4126 P CARD  (FFC)
127 M FRESET (FFP)
See the reception section for the meaning of mode (IND/SGL/PFM).

3) Trandfilter:
Transmit on the channel specified by Trans ch. However program
changes from the internal sequencer will be transmitted as asingle
byte without program changes above 119 (for SEQ mode). (For tone
generators other than the V50.)

3.1.4 Pitch bend
Pitch bend is transmitted with 7 bit resolution.

# Transmission on/off is possible in system setup (off, norm,
G1 - G16). The contents are, the same as for control change.)

3.1.5 Aftertouch

4 Transmission on/off is possible in system setup (off, norm,
G1 - G16). The contents are the same as for control change.)

3.1.6 Channel mode messages

The following messages are transmitted when the mono/poly mode
of avoiceis changed.

* MONO mode ($Bn, $7E, $01) only in single mode
* POLY mode ($Bn, $7F, $00) only in single mode

3.2 Reception

3.2.1 Note on/off

Note reception range = C-2 — G8
Velocity range =0 - 127 (only note on)

4 In system setup, the following settings are possible.

normal = al note numbers are received
odd = only odd note numbers are received
even = only even note numbers are received

3.2.2 Control change
The following parameters can be controlled via MIDI.
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ctl perameter data mg
1 | Modulation wheel 0...127
2 | Breath centrol 0...127
4 Toot control 0...127
5 | Portament time 0...127 | #1
7| volure 0...127
10 | AN 0...127 | *2
64 | Sustain switch 0...127 | *3
65 Fortamento switch 0...127

*1 Only in single mode

*2 Only in performance mode, 0 — 42 (L), 43-85 (L + R),
86 - 127 (R).

*3 Reception cannot be turned on/off by the control change
switch.

4 Reception mode is set in system setup.

Off : No control changes are received.
norm : Control changes are received by each channel (normal
Setting).

G1-G16 : A globa channe can be set, indicated by the number
following the “G". Control changes received on this
channel will apply to al channels (apply to al instru-
ments). Each instrument will receive data both from
this global channel and from the channel specified for
the instrument, with last-data priority.

3.2.3 Program change

When a program change is received, the unit responds as follows. Five
types of reception mode can be selected in system setup.

1) off:
Program changes are not received.

2) common:
Program changes are recelved and converted to the number assigned
by the program change table. If the selected table entry contains a
PFM number (PF00-99), it will cause the V50 to move from single
to performance mode.

3) individual:
Select this setting when you want to select voices for each instrument
in performance mode. The program change table is till consulted,
but if the selected table entry assigns a performance, it is ignored.
In single mode, sdlecting “individual” has the same effect as selecting
“com”.

The selected voice will depend on whether an INT or CRT

performance is currently selected.

Program change Cugrently selected performance
table data INT CARD
00 — 18% I00 ~ 99 | 00 — 99
00 — C99 00 — 99 [ CO0 — 99
P00 — P53 . - -
PrI00~—~ PFI99 Ignored -
PFCO0— FPECS9 ignored -
PrPO0— PFP99 Ignored -

4) direct (V50 mode):
In this case, the program change table is not consulted, and response
is fixed as follows. Also, program changes of #119 and above are
used as follows to change the mode, and following program changes
will sdlect voices in that mode. If a program change #00 — 99 is re-
ceived without having received a mode select program change, it
will be processed as“IND INT”
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pgn change mode & memory

#00-99 00-99 in that mode

119 pi3+] INr {3)or{C)
#120 not used

#121 no PRESET (P)
#122 saL INT (x)
4123 5= o (C)
$12¢ SGL  BRESET (P)
4125 131 T (EF1)
#126 Ef¥  CARD  (FFC)
127 ™ PRESET (PFP)

Meaning of each mode

IND (individua):

Select the voice for each instrument in pfm mode.

SGL (single):

Change to single mode, and select the specified single mode voice.
PFM  (performance):

Change to performance mode, and sdlect the specified voice of
performance mode.

5) TransFilter:

For reception, thisisidentical to “individua”.
3.2.4 Pitch bend
Pitch bend reception uses only the MSB.

4 The reception mode can be selected in system setup (off, norm,
Gl - G16).
Contents are the same as for control changes.

3.2.5 Aftertouch

4 ' The reception mode can be selected in system setup (off, norm,
Gl - G16).
Contents are the same as for control changes.

3.26 Channd mode messages

*ALL NOTE off ($Bn, $7B, $00)
*MONO mode ($Bn, $7E, $01) only in single mode
*POLY mode ($Bn, $7F, $00) only in single mode

3.3 Functional diagram of keyboard and tone generator

XED
transmit ch

midi on/off
o O MIDI QUT

O local en/off
midi en/off

MIDI IN -—0 0
| note on/off

basic rev ch amd

(single) (single)
or rev chipfm) “or rcv ch(pfm)
TONE GENERATOR

Note 1:  In single mode, sound will be produced even if the basic
receive channegl and the transmit channel do not match.

Note 2: A distinction is made between note on messages from the
keyboard and note on messages from MIDI. However no
digtinction is made between controller data from the key-
board and controller data from MIDI (sustain switch.
control change, aftertouch, pitch bend).



4. Sydem exclusve messages

41 Parameer changes

This unit transmits and receives the following 13 types of parameter
change. (However, 13 Remote Switch is only received)) For 13.Remote
Switch, the screen will be the same as when the switch is pressed.

1), VCID paramster change
(1] 2}, AID / ACED? / ACID3 parameter change
L1 3}, PO parameter change
[1] 4). KID2 parameter change
[[] 5). System pacameter dmgn(m,mz SYB3)
6). Effect paraceter change(EFGl N
7). Micro twning parameter m(ocr,m) setip
8). Program change Table para, change
(14 9). SEQ systam paracster qun(m). seeeneesSEIQ SOtID

L] 10}, rhytim system paraceter change(SYSR,
" 11). rhythm inst uu.p cameter m(m 2)
" 12). thyths kaybcud £ on table J

urnur change (NKAT1,2
[ 1] 13). Macote Mtchprnu T change

Parameter change format is as follows.
* Format for 1) — 3)

13120000 £0
01000011 43
0001nnn mn = Device No

Ogggoshh 99955 = grap number , hh = mb group mumber
Opperoep PRSTDED = paraneter mutber

0A3AdAss 4458458 = data

11110111 b4

For details of ggggg, hh, ppppppp, ddddddd, see the following items.

* For the format of 4)... sse 4.14.

* For the format of 5)... see 4.15.

* For the format of 6)... see 4.16.

* For the format of 7)... see 4.1.7.

* For the format of 8)... s 418,

% For theformat of 9)-12)... .2 4.1.9.
* For the format of 13).. see 4.1.10.

411 VCED parameter change

gg9gy = 00100 (4)
hh -‘10 (2)

VCED (Voice edit buffer) messages change data one parameter a a
time. For ppppppp (parameter number) and ddddddd (data), see teble
1

Single mode is automatically entered when this message is received.

412 ACED / ACED2 / ACED3 parameter change

99993 = 00100 (4)
bh =11 (3)

ACED/ACED2 (Additional voice edit buffer) messages change data
one parameter at a time. For ppppppp (parameter number) and
ddddddd (date), see table 1

Single mode is automatically entered when this message is received.

413 PCED parameter change

99993 = 00100 (4)
hh =00 (0)
POPPEEP = (0-109)

PCED (Performance edit buffer) messages change data one parameter
a atime. For ppppppp (parameter number) and ddddddd (data), see
table 1
Performance mode is automatically entered when this message is re-
ceived.

414 PCED2 parameter change

* Format  aau0000 f0
01000011 43
000lnnnn  nonn = Device No
Oggggshh  goggg = 00100 (4) , hh = 00 (0)
Occrpree  poppppp = 1101110 (110)
Dkkkkkkk  kkkkkkk = Parameter muber
0dddddad dﬁiﬂ data
11110111

PCED2 messages change data one parameter at a time. For kkkkkkk
(parameter number) and ddddddd (data), see table 1

Performance mode is automatically entered when this message is re-
caived.

415 Sysem parameter change (SYS SYS, SYS3)
* Format

11110000 £0

01000011 43

000lnnnn  nnon = Device No

Oggggghh 99393 = 00100 (4) , bh = 00 (0)
Oporoore  pppppep = 1111011 (123)

Okkkkkkk kkkikkk = Parsmeter muber
0ddddddd  ddddddd - data
11110111 £7

These messages change system data one parameter a atime.
For kkkkkkk (parameter number) and ddddddd (data), see table 3.

416 Effect parameter change
* Format

11110000 £0

01000011 43

owoonm mggggg . mtge():; bh = 00 (0)

- ,bh=

OPPEPPEP Proppep = 1111100 (124:EFGL),1111000(120:E3G2)
Okkkkkkk  kkkkkkk = Parameter muber ,1111001(121:ErG3)
Oddddddd  ddddddd = data +1112020(122:E3G4)
10111 £7

These messages change PFM Effect (delay, pan, chord) data one pa-
rameter a a time. The value of ppppppp sts the group number.

EFGL : delayl,penl,chordl
EFG2 : delay2,pan2,chord2
EFG3 : delay3,pen3,chord3
EXG4 @ delayd,pand,chordd

For kkkkkkk (parameter number) and ddddddd (deta), see table 3

417 Micro tuning parameter change
* Format

11110000 £0
01000011 43
gggggghh ool 10 tf hh = 00 (0)
99999 = 00100 {4) , th =
Opppepee  PROPErP = 1111101 (125:0CT),1111110(126:FULL)
Okkkkkkk ~ kikkkkkk = key mmber
Ohhhhhhh  hhhhhhh = data (high)
01111111 1111111 = data (low)
11110111 )

These messages change micro tuning data one key a atime.
For kkkkkkk (key number) and ddddddd (data), see table 3.

418 Program change parameter change

* Format

11110000 £0

01000011 43

e i -%g’(tf)’ hh = 00 (0)
Oggggghh g3 - -
Opeerere - i (137)

Okkkkkkk Kkkkkkitk =

F& change No
Chhhhhth  hhhhhhh = data (high)
01111111 1111111 data (low)

These messages change the PGM Change Table data. Data has the
following meaning.

] high data low data
0 0-99 100 - 199
1 0~99 €00 - C99
2 0-99 P00 - P99
3 0-99, PrI00 - PFI99
4 0~-99 PFC00 ~ PFCO9
5 0~93 FFPQ0 ~ PFP99

For kkkkkkk (PGM change number), see table 3.
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4.1.9 SYSQ, SYSR, RINST, RKAT parameter change
* Format

11110000 £0
01000011 43
000lnnnn  nnmn = Device No
99999 = 00100 {4) , th = 0D (D)

Oggoaghh

Operperp  popprpp = 111 - 116
Okkkkkkk kkkkkkk = Parameter murber
0aiddd  Adddadd = data

£

pel11 : SYSQ ( SEQ system )

pell2 : SYSR ( RHYTHM system )

p=113  : RINST? { RHYTHM inst setup (VOL,PAN))
pe114 : RINST2 ( RHYTHM inst setup (NOTE))
pellS @ RKATL ( REIYTERS kbd assign table 1)
p=116 : RKAT2 ( RHYTHM kbd assign table 2 )

These messages change the setup data for rhythm and sequencer, one
parameter at atime. Some of these parameters are not received while
playing.

For kkkkkkk (parameter number) and ddddddd (data), see table 3.

4.1.10 Remote switch parameter change
* Format

11110000 £0
01000011 43
000inmn  nn e Device No

Ogogwshh 99999 = 00100 (4) , hh = 00 (0)
Opepeepp PEPPRRP = 1110110 (118)

Okkkikkk  kkkkkkk = switch mumber

034333 A3333Ad .- data
110111 £

&4 - 1111111 ($7P) N
= 0000000 orr

These parameters are for reception only, and alow al panel switches
to be remotely controlled. They cause the same effect as when that switch
is pressed. Reception for this data cannot be turned off by the various
MIDI switches.

For kkkkkkk (switch number), see table 1.

4.2 Voice data bulk dump

There are two types of voice data bulk dump, as follows.

1) Voice edit buffer bulk dump
2) Voice memory bulk dump

4 For the format details of each type of bulk data dump, see tables
1,2 and 3.

42.1 Voice edit buffer bulk dump

The voice datain the voice edit buffer is transmitted when avoiceis
selected in PLAY mode of single mode, or when Init VVoice or Recall
Edit is executed. When this is received, it will be loaded into the voice
edit buffer. ACED?2 is parameter data added to the TX81Z parameters
for the DX11. ACED3 is parameter data added to the DX11 parameters
for the V50.

a) Transmission
Datais transmitted in the following order. There is atime interval
of approximately 100ms between each bulk data

1) ACED3 (Additiond voice edit buffer3) bulk data
2) ACED2 (Additiona voice edit buffer2) bulk data
3) ACED (Additional voice edit buffer) bulk data

4) VCED (voice edit buffer) bulk data

b) Reception
When data is recelved, operation is as follows. — indicates that the
data does not change.

Buffer | VCED ACED ACED2 ACED3
Received data
VCED only set cleared cleared cleared
ACED only - set cleared cleared
ACED+VCED set set cleared cleared
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ACED?2 only - = set cleared
ACED2+ACED — set set cleared
ACED2+ACED+VCED | set set set cleared
ACED3 only — - - set
ACED3+ACED2 - - set set
ACED3+ACED2+ACED | — set set set
ACED3+ACED2+ACED | set set set Set
+VCED

4.2.2 VVoice memory bulk dump

This transmits/receives data for the 100 voicesin internal memory, or
preset/card voice data (100 voices) all together or 25 voices at atime.

VMEM (voice memory) bulk data is the combination of VCED,
ACED, ACED2, and ACED3.
(twenty-five V50 voices) + (eight INIT VOICE voices) = 32 voices

a) Transmission
Dataistransmitted in the following order.

a1) When transmitting ALL.
header (blockl)
VMEM (00-24)
header (block2)
VMEM (25-49)
header (block3)
VMEM (50-74)
header (block4)
VMEM (75-99)
a2) When transmitting one block at a time.
header (specified block)
VMEM

b) Reception
When VMEM s received, “Midi Received” and the name of the

received block will be displayed. VMEM 32 voice bulk data without
a header is loaded directly into 100 — I31.

4.3 Performance data bulk dump
There are two types of performance data bulk dump, as follows.

1) Performance edit buffer bulk dump
2) Performance memory bulk dump

431 Performance edit buffer bulk dump

When a performance is selected in PLEY mode of performance mode,
or when Init Performance or Recall Performance has been executed,
the performance data in the performance edit buffer will be transmitted.
When this data is received, the performance data will be loaded into
the performance edit buffer.

4 For the details of the bulk dump data format, see tables 1, 2, and
3.

a) Transmission
Data is transmitted in the following order. There is an interva of
approximately 100ms between each bulk dam.

1) PCED2 (performance edit buffer 2) bulk data
2) PCED (performance edit buffer) bulk data
4.3.2 Performance memory bulk dump

This transmits/receives data for the 100 performances in internd, preset
or card memory, either al together or 25 performances at atime.

4 For the details of the bulk dump data format, see tables 1, 2, and
3.

a) Transmission
Data is transmitted in the following order. There is an interval of
approximately 100ms between each bulk data

1) PMEM2 (performance memory 2) bulk data
2) PMEM (performance memory) bulk data

Data is transmitted in the following order.



a-1) When transmitting ALL.
header (blockl)
PMEM2 (00-24)
PMEM (00-24)
header (block2)
PMEM?2 (25-49)
PMEM (25-49)
header (block3)
PMEM2 (50-74)
PMEM (50-74)
header (block4)
PMEM2 (75-99)
PMEM (75-99)

a2) When transmitting one block a a time.
header (specified block)
PMEM2
PMEM

b) Reception
When PMEM is received, “Midi Received” and the name of the
received block will be displayed. PMEM 32 performance bulk data
without a header is loaded directly into PFI00 — PFI31.

When data is received, operation is as follows. — indicates that the
data does not change.

Buffer| PCED PCED2 PMEM PMEM?2
Received data
PCED only ‘set default - -
PCED2 only - set - -
PCED2 + PCED et set - -
PMEM only - - set default
PMEM2 only - - - set
PMEM2 + PMEM - - set set

4.4 SYNTH system setup data bulk dump

This transmits and receives the system setup data of the VV50. For
transmission, this is divided into four types of bulk data. (EF is divided
into EFG1 — EFG4.) SYS2 data contains parameters added to TX81Z
parameters for the DX11. SY S3 data contains parameters added to
DX11 parameters for the V50.

SYS... System (SYS3=> SYS2 = SYS)
PCT....cooiiii, Program Change table

PEFCT ... Effect data (EFGL, 2, 3, 4)

MCT ..o Micro tuning data (OCT, FULL)

When “SetALL” is selected and transmission executed to transmit all
of the above data (except for System data), the data will be transmitted
in the following order.

1. PCT

2. PEFCT  (EFGI =23 -4)

3. MCT Transmits/receives the data currently in the OCT,
FULL micro tuning buffers.

4 For details of each bulk dump data format, see tables2 and 3.
¢ EFG n (n = 1 - 4) indicates the set of delay n, pan n, and chord
n.

45 SEQ data bulk dump

This transmits and receives system setup data and sequence data for
the currently selected song of the V50 internal sequencer. When re-
ceiving sequence data, it will be loaded into the current song only if
the current song is empty. (Data is not received while playing.) For
transmission, the data is divided into three types of bulk data.

SETUP..........ooe System (SYSQ)
SSONG............n current sequence song data
NSEQ............... .current sequence data

If “SegALL" is selected and transmission executed, the above three
types of datawill be sucessively transmitted in the following order.

1. SSONG
2. NSEQ
3. SETUP

4 For details of each bulk dump data format, see table 2 for SETUP,
and see the format table of the sequencer section for NSEQ and
SSONG.

4.6 RHYTHM data bulk dump

This transmits and receives system setup data and sequence data for
the V50 rhythm machine. (Data is not received while playing.) For
transmission, the data is divided into four types of bulk data

System (SYSR)
inst setup (RINST)

keyboard assign table (RKAT1,2)
rhythm sequence data

If “RhygALL” is selected and transmission executed, data will be
transmitted in the following order.

1) SYSR

2) RINST

3) RKAT1

4) RKAT2

5) RSEQ

4 For details of each bulk dump data format, see table 4.

4.7 Dump request
Dump request is possible for all types of bulk data.
¢ For detalls of each message, see table 5.

5. System common messages (for SEQ/RHYTHM)

5.1 Status F2 (song position pointer)
Received only. (except in REC mode of SEQ/R)

5.2 StatusF1,F3...F7
Aside from internaly registering as status bytes, these have no effect.

6. System realtime messages (for SEQ/RHYTHM)

6.1 Status F8, FA, FB, FC
Received.

6.2 Status F9, FD, FF
After decoding, these have no effect.

6.3 Status FE (active sensing)

a Transmission
FE istransmitted at intervals of approximately 170msec.
b) Reception
Once FE is received, if no MIDI data appears for longer than ap-

proximately 300msec, the MIDI reception buffer is cleared, and if
there are remaining Key Ons, they are turned Off.
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< Table 1>

Parameters in the table surrounded by "%%%" are parameters which

have been added to or modified from TX81Z parameters.

Parameters in the table surrounded by "##"' are parameters which

have been added to or modified from DX 11 parameters.

Paraneter list of parameter change and bulk

*4% YCED ##% 93 byte voice edit parameter ( 1 bulk edit format )
para. cng ged, he=2

ek paramster change cnly wew

L]

B7 b6 bS b b3 b2 bl b0 & coment
{value)

0 0 0 Oceioe20P3 0P O0-1 op. on(l)/of£(0)

»

m

»

*

note) 5 LS

9 XVs

134

(para.no)
93

0w

VMEMoulk

INT data
Lo
MIDI

. -99,,,~1,
INT data/VCEDbulk
 (para. change) IS

e

L] *
* VCED adrress b7 bs bS b4 b3 k2 bl b0 *
* (para.cng} . *
* 0 00 0 — AR —— O0-31 *
* 1 0 0 0 —DIR —— 0-31 *
* 2 0 0 0 — DR — 031 *
* 3 0000 —m~— 115 *
* 4 000 0 —DIL— 015 *
* 54 0 ———= IS —me—— 0-99 with IS2(sign) *
* 6 0000 0 0-RS— 0-3 OP.4 *
* 7 000 0 0—ES— 07 *
* 8 000000 OANE 01 *
* 9% 0 0 0 0 —KVS— 0-14 0-7(0~47) *
* 8-14(=7 = <1) *
» 10 0——or *
* 1 0 0 =~ C8S 0-63 {RATIO) *
* 00 —RS =~ x x 0-63 (FIX) *
* 12 00000 — 06 (centere3) *
* *
* 13 *
* . .2 *
* . *
- *
" 26 *
* . ce.3 *
* . *
- L]
* 39 *
* . oe.l *
* . *
* *
* §2 0000 0—AlG— 07 *
* 53 00 0 0 0~—FBl~— 0-7 »
* 54 00— LIS =——— 0-99 *
* 55 0 ——— LD ——— 0-59 *
* %6 00— 2 0-59 *
* 57 0 e—— AD —w—— 0-99 *
* 8 0000000 OS¢y 0O-1 LFOSWNC *
* 59 0000 0 O-Lrw- 03 *
* 60 0000 0 ~—pPMS— (-7 *
. 6L 0 0 0 0 0 0-aMS- 0-3 *
* 62 0 0 —— TRPS — (=48 (center=24)
* *
* function 63 0 0 0 0 0 0 OM :MRD *
* 64 00 0 0—PER— (12 *
* 65 000000 0P :FORID -
* 66 0 FORT 0-99 *
* 67 0 IC W e 0~99 *
* W 668 000000 0SU 0-1 sus.(F.5W) *
* 69 L@5ELVEGmamra por. *
* 70 000 00 0 0C4 O-lchorus set0 =
w 71 0 e MA PITCH o  (-59 *
* n” —mMm — (=99 *
* 73 0 w— BC PITH —— (-99 -
* 74 0=—EC -— 0-99 *
* 75 0 = BC P BIAS = (=100 (CenterO=50) *
* 76 0 ——~ BC E BIAS == 0-39 *
* 77 O=—WICENME 1 — 32127 *
* 78 00— WICENME 2 — *
* 1 0 — WICE NAME 3 ~— *
* 80 O — WICENME § — *
* 8l 00— WICENME 5 — *
* 82 Q—WICENAME 6 — hd
* 83 0 w— WICENME T — *
* 84 0 ~— WICENAME 8 — »
* 85 00— WIENME 9 ~— *
* 86 0 — VOICE NAME 10 — *
« N
* Mt 87 0 ———— PRl ———— (-89 PEG *
* My 88 0 R ———— 099 *
* ny 89 O PR3 e 0-99 *
* " S0 O PLl ~—— 0-99 (centor=50) *
" W 91 0 e FI2 e 059 *
" w2 0 PL3 ———  0-99 *
* *

0,42, 499
0—20

e

99,70¢100e2r 444,99
1s2  le—1,

0,0—0

Ls 99,061,0,14404,99

0,¢0,6,7,8,,,414
=7,,=1,0,41,, 47
8,,,14,0,%,,,.,7

EE 3R 2% 3

4 0 0 0 0 0 0 —BEGSFT~ 0-3 0(off)-3(1288)

5 ®.2

10 op.3

15 op.1

i9 0lofE)

20 0 0 ] 0 0  ——REVe—— (=7 0({cf£),7(£irst ) function
21 0 FC PITCH 089 functi

2 ] IC AMPLI 0-59

*ick ACED2 w10 byte additional paramater 2 for DX11/VS0
para. cng g=d, h=3

No.para.Nob7 b6 b5 b4 b3 b2 bl b0 Data note

0 23 0 AT PITCH 0-89 function
1 24 0 AT AMPLI 0-59
2 25 0 AT P.BIAS 0-100 center 0 = 50
3 26 o AD BG BIAS 0-39
448 27 0 e FIX FANGE MODE(CP4) ~— 0-1  O(EI),1(10)
Sk# 28 0 ~—— FIX RANGE MOOE(OP2) —— 0-1
644 29 0 FIX RANGE MODE(OP3) === 0-1
T 30 0 ~w— FIX RANGE MODE(OP1) w—— (-1
8% 31 0 0 0 0 ~—ISSIN—0-15 ©Fl,2,3,4
9 32 0 reserved
note) 2 AT P.BIAS INT data 0,,,,,,49,50,51,,,,,,100
o -sollll-ll °l+lllllll+5°
MIDI 5%,,,,,100,0,41,,,,,,450
4-7 FIX RANGE MCOE
INTdata 0, 1 Ri :255-32KHz
o] i, W Lo:1~100Hz
MIDI 0,1
8 LS SIN

b3 b2 Bl B
opl op2 op3 opd g=+

Rk ACFD3 w20 byte additional parameter 3 for Wrll NS0
para. eng ged, he3

NO.para.Neb? b6 b5 b4 b3 b2 Bl bOData note
0 33 0 0 0 0  ~—— EFCTSEL — 0-32 0:0f£,1-32:EFCT{DSP)
1 3¢ 0 BALANCE 0-100
2 35 0 ~——— OUT LEVEL 0-100
3 3 0 = STERED MIX 0-1
4 37 0 EFCT paraml 0-75
5 38 0 EFCT pAran? —e——me—e 0-99
6 39 0 ~——— EFCT param3 ———— 0-99 function
7 40 0 reserved
8 4 0 r d
19 52 [} reserved
note) COMBINE
at COMEDEw~ofs,

Runction (function at VCED + func at ACED(REV,FCEM/AM)
+ func at ACED2(ATPM/AN/FPB/EB) + EFCT at ACED3) are not clianged
when voice/pfm is gelected, (except voice name)



#a% ACED #wk 23 byte  additional parameters ( 1 bulk edit format)
para. o ged, hed

NO.(para) b7 b6 b5 b4 b3 b2 bl bOData note

0 0 0 0 0 0 0 0 FIXO0-1 .4

1 [ 0 0 0 =~ PIXRG — (-7 0{255H2)-7(32KHz)
2 0 0 0 0 e FINE = 0-15(7 a3}

3 6 0 0 0 0 —OW—

4 0 0 0 0 0 0 «-EGSM~ 0-3 0(off)-3(12d8)

5 P2

10 0.3

15 oe.l

19 Oto£E)

20 0 0 0 0 0 —REV— 0-7 O(cff),7(first)function
2 0 FC PITCH 0-89  functd

2 0 ——C ALY ——— (=89

e ACED? ek 10 byte additi:ml parameter 2 fo: DX11/V50
para, eng gud, he:

No.paraNob? b6 BS b4 b3 b2 bi bOData  note

0 23 0 AT PITCH 0-59 function
1 24 0 AT AMPLT 0-99

2 5 0 AT P.BIAS — e (=100 center 0 = 50
3 26 0 AT EG BIAS wwmmsmemmes (=99

4 27 0 = FIX RANGE MODE(OP4) =— 0-1  O(HY),1(10)
5S4k 28 0 = FIX RANGE MODE(QF2) =—— (-1

1] 0 e FIX RANGE MODE(CP3) = 0-1

748 30 0 = FIX RANGE MOE(CPl) === (-1

8 31 0 [ 0 —— LS SIGN = (-15 0©Pl,2,3,4

9 32 0 regerved

note} 2 AT P.BIAS INT data 0,,,,,,49,50,51,,,,,,200
Lo =50, 000=1, 0041,, 0000450
MIDX 51,4940100,0,41,,,,,,450

INTdata 0, 1 H:255-32K
K  H,w Lo:1-100Hz
mor 0, 1

8 LS SIN
b3 b2 bl B
opl op2 op3 opd g:

v ACED3 % 20 byte additional parameter 3 for WIllAS0
para. ong g=4, h=3

NO,para.Nob? b5 b5 b4 b3 B2 bl b0 pata note

0 33 0 ] 0 0 -— EFCT SEL — 0-32 0:0££,1-32:EFCT{DSP)
1 A 0 - BALANCE 0-100
2 3 0 e QUP LEVEL = (=100
3 3 0 —— STERED MIX ~mwemrm——— O-1
4 37 0 EXCT paraml ———e—— 0-75
5 38 0 EFCT param? ——— 0-99
6 39 1] EFCT param3 e 0-59 function
7 40 [} reserved
8 41 0 reserved
19 8 0 —~— reserved
note) COMBINE
at COMBIND=off,

runction (function at VCED + func at ACED(REV, FCPM/AM)
4+ func at ACED2( ) + EFCT at ACED3) are not changed
when voice/pfm ic selected. (except voice name)

wi% PCED ##* 110 byte Performante data (edit fomat)

para. cng ged, he0

No.prmd b7 b5 b5 b4 b3 ‘b2 bl b0

Data note
0 0 0 0 w—— MAX NOTES —— 0-16 INSTL
144 ¢ 0 0 0 0 0 OVIYE 0-1 voice type 0:int/card
) l:preset
2 # 0 Voice Number ————————  0-99
3 0 —— RocV. th em————— 0~16  16(cmi)
4 0 LIMIT/L 0-127 0(C-2)~127(G8)
5 .0 LIMIT/H 0227
6 1] 0 0 0 ——— DETWNE — (0-14 T center)
7 0 0 —— NOIE SHIFT 0-48 24 (center)
8 0 VOLME 0-99
9 6 0 0 0 0 0 ouUurasaN 03 0(cf£),1(L),2(R)
3(14R)
10 0 ] 0 0 0 0 —1ros- 0-3 0(off),1(1st Inst)
2(2nd Inst),3(vib)
11 0 0 0 0 0 0 0 ME 01
12 INST2
24 INST3
36 INST4
48 INSTS
60 INSTG
72 INST?
84 INSTS
96 ] 1] 0 0 ———MITBl———— (=12  O{oct),1(full)
974 0 0 0 0 O 0 -AMOE~ 0-2 grmn;l) +1{alter)
DVA
9Bt 0 0 0 0 ———EFSElmmmeme (=12
99 0 0 0 0 ~———eKEY————— (=11  0(C)=11(B)
200 0 PMM NAME 1 e 32127 ASCII
101 0 2 ————
109 0 e PO RE 10 e

note) 98 EFSEI~0(0ff),1(delayl),2(panl),3{chordl), 4(6!1“2) S(pan2)yeeees

veeeenraneeseeeerli(pand),12(chordd

#n% PCED2 wax 33 byte Performance data 2 (edit format) for vSO/m‘ll

para. cng gud, hef, pell0

No.prmi b7 b6 b5 b4 b3 b2 bl B0 - Data  note

0 1] 0 0 == FRESERVE NOTES =~em— 0~17 0{0f£f),1~17(0~16)INST2
1 0 0 0 0 0 0 OECE 01 EFCT(DSP) en/off

2 CINST2
3

4 INST3
5

6 INST4
7

8 INSTS
9

10 INSTS
n

12 ' INST7
13

14 INSTS
15

16 0 0 0 e—— EFCTSEL —— (=32  0:0ff,1-32:EFCT(DSP)

17 0 BALANCE 0-100

18 0 QUT LEVEL 0-100

19 0 STERED MIX -1

20 0 EFCT paraml 0-75

21 0 EFCT param2 0-99

22 0 EFCT param3 0-99

23 0 reserved 0-2 LFO CONTROL for WIll

24 0 reserved

52 0 reserved
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#n+ remote switch ##

para. oy g=4, h=0, p=118

g h p k switeh k switch
4 0 118 0 performance 31 - tenkey minus
1 single 32 _ incremant
2 internal 33 decrement
3 card 3¢ trl
4 preset 35 tr2
5 sequencer 36 te3
6 thythm 37 trd
7 record 38 limitAdo
[} bad 39 limit/hi
9 stop 40 s
10 play 41 te6
1 fud 42 te7
12 seq/thy Job 43 te8
13 pfl 44 othezs
14 pf2 45 efct
15 pf3 45 ut~card
16 pfd 47 ut-midi
17 23] 48 ut-disk
18 pf6 49 ut-prot
19 pE7 50 ut-setup
20 pfs 51 ut~others
21 tenkey 0 52 store
22 1 53 carpare
23 tenkey 2 54 efct bypass
24 tenkey 3 55 demo
25 tenkey 4 56 FOWER CNN(restart)
26 tenkey 5
27 tenkey 6
28 tenkey 7
29 tenkey 8
30 tenkey 9
< Table2 >
Detail of Bulk Durp Format
% VCED
£u3
data gize = 93 ( $005D )
data format = 7bit binary
total bulk size w 9348 » 101 °
£0,43,0n,03,00,5D,<VCED datay,sus, £7
1] * VIMEM
ock header
£0,43,1n,44,07,<block No 1-4>,£7
fug
data size = 1268x32 = 4086 { $1000 )
data format = 7bit binary
total bulk size = 409648 = 4104
£0,43,0n,04,20,00, <V data>,sum, £7
v ACED
£=126 1M B976RE
data size = 23+10 = 33 ($0021)
data format = 7bit binary
total bulk size = 3348 = 41
£0,43,0n,7e,00,21,1 8976AE,<ACED data>,sum,£7
m % ACED2

L1
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£ =126 IM B023AE

data size = 10+10 = 20 ($0014)
data format = 7bit binary
total bulk size = 2048 = 28

£0,43,0n,7e,00,14,IM 8023AE, <ACED2 data>,sum,£7

% ACED3
£ =126 1M 80732
data size = 20+10 = 30 (5001e)
data format = Thit binary
total bulk size = 3048 = 38

£0,43,0n,7e,00,1e,tM B8073AE,<ACED3 data>,sum, £7

* PCED
£ =126 IM BYZ6LE
data size w 110410 = 120 ( 50073 )
data format = 7bit binaly
total bulk size = 12048 = 128

£0,43,0n,7e,00,78,1M_ 8976PE,<PCED datad>,sum,£7

##

"

"L

L5

L11)

L

% PCED2 .
£=126 4 BO73FE
data size = 10+33 = 43 ( $002B )
data format = 7bit binaly
total bulk size = 4348 = 51

£0,43,0n,7e,00,2b,IM 8073FE,<PCED2 data>,sum, £7

% PMEM
Block header
£0,43,1n,10,75,01,<block No 0~3>,£7

£m 126 1M 8976PM

data size = 10+76x32 = 2442 { $098A )
data format = Tbit binary

total bulk size = 244248 = 2450

£0,43,0n,7e,13,0a,184 85768, <PMEM data >,&uxs,£7

% PMEM2
£=126 IM 8073pM
data size » 10+25x32 = 810 ( $03?J\ )
data format = 7Tbit binary
total bulk size = 81048 = 818

£0,43,0n,7e,06,2a,L4__8073PM,<PMEM2 data >,sum,£7

% gystem setup
£w 126 1M 89765x (x=0,1,2)

, data size w 10427 = 37 ( $0025 )
Gata format = Tbit binary
total data size = 3748 = 45,

£0,43,0n,7e,00,25,14 897650, <system data>,sum,£7

X = 0(SYS}

X = 1{PC} data size » 104128x2 = 266 { $010A )

data format = 7bit binary

total data gize = 26648 = 274

£0,43,0n,7e,02,08,14_897651,<P.CNGTBL data>, sum, £7

X = 2(EFG1) delayl,panl,cho!

data size = 10+55 65-( $0041 )

data format = 7bit binary

total data size = 6548 = 73

£0,43,0n,7e,00,41,134 897652,<effect groupl data>,sum,£7

X = 3(EFG2)  delay2,pan2,chord2
£0,43,0n,7¢,00,41, L1 897653, Ceffect group? data,sun, £7

%= 4(EFG3)  delay3,pan3,chord3

' £0,43,0n,7e,00,41,14 897654, <effect group3 datad,sum, £7

X = 5(2Fcd)  delayd,pand,chordd
£0,43,0n,7e,00,41,1¢ 897655, <effect groupd data>,sum, £7

% micro tuning buffer

Sota pize o2t = 34 ( 0025

data format = 7hit binary
total bulk size = 3448 = 42

X =0 {(ocT)

£0,43,0n,7e,00,22,18 MCRTEX, IR OCT datad,&um, £7

X =1 (Full)  data size = 10+256 = 266 { $010a )
data format = 7bit binary
total bulk size = 274

£0,43,0n,7e,02,0a,1M _MCRIEX, OCR Full datad>,sum,£7

% system setup 2 for V2
=126 1M B0235x (xw
d.:ta size = 16410 = 26 ( SDOJ.A )
data format = 7Tbit binary
total data size = 2648 = 34

£0,43,0n,7e,00,1A,14 802350, <system cata>,sum, £7

* systen setup 3 for V50
=126 1M 807350
dau size = 32+410 = 42 { $002A)
data format = THAt
total data size w 4248 = 50

£0,43,0n,7e,00,2a,1M 807350, <system data3>,sun, £7

X = 0(SYS2)



L] % SEQ system gatup (S¥SQ) for VS0
£=126 M 8073ss
data size = 33410 = 43 ( $0028)
data format = 7bit binary
total data size w 43+8 = 51

£0,43,0n,7e,00,2b,1M _80738S,<SEQ system data>,sum, £7

## % RHYTHM system setup (SYSR) for VS0
£ w126 IM BO73RS
data gize = 16+10 = 26 { $001a)
data format « 7bit binary
total data size w 26+8 = 3¢

£0,43,0n,7€,00,1a,1 80T3RS, CRUYTHM system datad s, £7

#% % RHYTHM inst setup (RINST) for VSO
£ =126 M B073RX
data size = 183+10 = 193 ( $0141)
data format = 7bit binary
total data gsize = 193+8 = 201

£0,43,0n,7e,01,41,1M_ 8073RI,<RINST datad,sum, £7

1] s FHYTHM kbd assign table (RKAT1,2) for VS0
w126 M B8073Kx (x=Qsuserl,l:user2)
data size = 61410 = 71 ( $0047)
data format = 7bit binary
total data gize = 7148 = 79

£0,43,0n,7e,00,47,14_ 8073X0,<RRATL data>,sum, £7
£0,43,0n,7e,00,47, 14 _8073K1,<RKAT2 datad,sum,£7

< Table3 >

*ah UMEM wak 128 byte (88 byte is used) voice data { memory format )

* adrress b7 b6 b5 B¢ b3 b2 bl B0 & comment
»* {value)

* 0 0 0 0 —— AR c———wmm (=31

* 1 0 0 0 ~e—DIR comm—— (=31

* 2 0 0 0 ~——— DR =wee= (=31

* 3 0 0 0 0 ——— === 1-15

* 4 0 0 0 0 ——plLi=— 0-15 op.4
* 5 0. 1S 0-99

» 6 0AE — EBS — — XVS — 0-1,0-7,0-7

* 7 0 or 0-99

* 8 0 0 RS 0-63 (BRATIO)

* 0 0 —s x x 063 (FIX)

* 49 0 182 2 —] — DET ~— 0-1,0-1,0-3,0-6
* . 1S2,XVS2 (Kign)
*

» 10

* . or.2
* .

*

* 20

» . ce.3
» .

*

* 30

* . o@.1
* .

*

* 40 0 SY —- FEL — — ALG— 0-1,0-7,0-7

» 4 0 LFs 0-59

* a2 0 D 0-99

* & 0 "D 0-99

* 4 0 ND 0-99

* 45 0 — BMS — -MMS— -LFW— 0-7,0-3,0-3

* 46 00 TRPS ———  0-48

* 47 0 0 0 0 =~—pPRR— 012

* 48 0 x x O ¥ v 20 B 0-1,0-1,0-1,0-1,0-1
* 4 0 BORT 0-89

" 50 0 FC VoL 0-99

* 51 0 M PITCH 0-99

* 52 0 M4 AMPLY 0-99

* 53 [ BC PITCH 0-59

* 54 0 BC AMPLI 0-99

* .55 0 BC P BIAS 0-100

* 56 0 BC E BIAS 0-99

® 57 0 —— WICE NAME 1 mem= 32127

* 58 0 —— WIE MME 2 ——

* 59 0 —— VOICE MME 3w

* 60 0 e VOICE NAME 4§ =

" 61 0 ——— WICE MME 5 e

* 62 0 ——— \WOICE MME 6 ——

* 63 0 — WICE MME 7 ~——

* 64 0 —— WICENME 8§ —

" 65 (0 e VOICE NAME 9 e

* 66 0 «—— VOICE NAME 10 ——

*

* 3% 67 0 PRL 0-99

* 13 68 0 PR2 0-99

* 318 69 0 PR3 0-99

* 3% 70 0 PLL 0-99

» 3% 7 0 PL2 0-99

* 3y 72 0 PL3 0-99

»

P R R O bk I T O T I R I I T S S P R Y

note) KVS,KVS2
MIDX ~10D—
at VCED at VMEM |
KVS VS2  KVS
0 0 0 0
1 : 1l +1
5 0 ‘7 43
8 1 7 -1
14 1 i -
5 1S 7] ~59, ,,=1,0,41,, 499
wEMulk s2 1-——1,0,0—-0
is, 99,000140,1,40,,99
AR UMEM wRw
No. bl b6 b5 b4 b3 b2 bl b0 Data note
0
. same as DX2)1 VMEM
67 PEG PR
72 PEG PL3
73 4 0 FIXRM ~EGSFT> FIX o PIXRG — oe.4
74 0 — OH— —— FINE e
5 oe.2
ki op.3
79 op.1
81 [} 0 0 o 0 e REV e FUNCTION
82 (i FC PITCH
83 ] FC AMPLY

*o0 VMEM for DX11/V50 ***

No. b7 B6 b> b4 b3 bd bl b0 Data  note

84 0 AT PITCH

85 0 AT AMPLI

86 0 AT P.BIAS center=0

87 0 AT EG BIAS

88 0 reserved not used

89 0 reserved not used

90 0 reserved DS55 delay

91 0 0 0 O ~EFFECT PRESET NO— 0-10 (0:0f£)YS effect
92 0 0 ——— EFFECT TIME —— 040

93 0 e EFFECT BALANCE = 0=99

94 # 0 0 0 —————— EFCP SEL =~— 0-32 0:0ff,1-32:EFCT{DGP)
95 44 [1] BALANCE 0-100

96 #% 0 ~—wroe— QUT LEVEL == (=100 R
97 W 0 e STEREQ MIX 0-1

98 # 0 ~——ee— EFCT paraml 0-75

99 #4 0 ———— EFCT param2 0-99

WO 0 EFCT p 0-99

INT data 0,,,,,,49,50,51,,,.,,200
o =50,,¢,=1, 0,41,,,,,,+50
MIDI Sl,4009100,0,41,,,,, 450

FIX RANGE MODE INT data 0, 1

D Hi , Lo
MIDI 0, 1

VMEM receive block ( parameter change ) gu9,h=0 same as EOS
parado.b? b6 b5 b4 b3 b2 bl b0 Data note

7 ¢ 0 0 o0 0 —BLOCK— 0-4 0:32voice
1-4:block
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wht PMEM wax 76 byte  Performance data (memory format) #wk PMEMD *## 25 byte  Performence data 2{memory format) for VSO/WTLL

No. b7 b6 b5 bi b3 b2 hH b0 Data note No. b7 b5 b5 b4 b3 b2 bi b0 Data note
0 % 0 OUT ASGN VIYFE ~MAX NOTES(MAX1)- INSTL 0 #f - OEFCTE (0 = RESERVE NOTES —  0-1,0-17 INST1
1 4 0 WICE NO 1 W 0 EFCTE (0 —— RESERVE NOTES ——  (0-1,0-17 INST2
2 0 —LFOS— RV O oo 2 44 QEFCTE (¢ —— RESERVE NOTES —  0-1,0-17 INST3
3 0 LINTAL 3 4% OEFCTE 0 ~— RESERVE NOTES —  0-1,0-17 INST{
4 ] LIMITH 4 & QEFCIE (0 —— RESERVE NOTES —  (-1,0-17 INSTS
5 1] 0 0 0 e DETUNE oo S 0 EFCTE 0 —— RESERVE NUTES =  (-1,0-17 INST6
6 0 ME NOTE SHIFT —— 6 4 0 EFCTE 0 —— RESERVE NOTES ~—  0-1,0-17 INST7
7 0 VOURE - 7 & O EFCIE 0 —— RESERVE NOTES =~  (0-1,0-17 INSTS
8 INST2 8 ## O© 0 0 ————— EFCT SEL = (~32  0:0ff,1-32:EFCT(DSP)
. 9 4 0 BALANCE 0~100
04 0 OUT LEVEL 0-200
16 INST3 11 4% 0 STERED MIX 0-1
. 124 0 EFCT paraml 0-75
13 0 EFCT param2 0-59
24 INST4 e 0 EFCT paran3 0-59
. 15 ] d LFO COVIROL for WIil
64 0 x x x  x X -A9T02- 0-1 (DVA flag)
32 INSTS 17 4% 0 x x X MR— —~¥A0— 0-1,0-1 DSTL,INST2
1B#F 0 x X X ~MNC— ~MQ= 0-1,0-1 INST3,INST4
194 0 x x x —MACQ— —MAX2~~ 0~1,0-1 B
40 INST6 2048 0 x x x —MAX2— —MAC— 0-1,0-1 INSI7,INSTB
. 21 0 reserved
2 0 reserved
48 INST7 23 0 reserved -
. : 24 [ d
86 INSTS
. note) MAX NOTES« 8 x MAQ + MAXL (<w16)
ili -+
6 4 e 0 EFSEL3 ~EPSE2m e MITBL e MAX NOTES Compatibility (V50 —* DX11) MAXI only
e KE Yoo e EFSELL= ASMOOL ASMOOE=2 x ASTD2 + ASMODL
66 0 s PFH NAME 1 =t ' '
67 0 PFM NAME 2~ PMEM receive Block ( paramater change ) gwd,he0,pe117,
. . . paranto.b? b6 b5 bd b3 b2 bl b0 Data note
5 0 ———— PFM KAE 10 cm——nr
1 0 1] 0 1] 0 0 —BLOCK=- 0~3 0-3:block.
notel) effect select
* SYSTEM SETUP bulk dump *
D EFSEL PMEM EFSEL2
0 off $00 $00
1 Gelayl 301 #a SYS wax 27 byte  sytem set up for TBIZ
2 310 Ta. 4, h=0, p=123
3 chordl s11 pora. & =
4 g 301 :gé ) No.parab? b5 b5 b4 b3 b2 bl B0 Data note
5
6 c2 311 0o 0 0 TUNE- 0-127 master tune centerw54
11 ¢ 0 0 —Mmeti——— 016 basic rev ch 16:ami
7 d3 310 101 2 2 0 0 0 0 ——MIDI—— (-15 trans ch
8 p3 110 343 0 0 0 0 0 —PAS#+— 0~4 pomongsw
9 c3 111 4 4 0 0 0 —{ONISHr——e (=17 cont.cng sw l:nomm
2-17(G1-G16)
10 o 111 301 5§ 5 0 0 0 —PBS#—~w—— 0=17 p.bend sw l:porm
n pd 810 2-17(Gl~G16)
12 cd $11 6 6 0 0 0 0 0 O -NOTES 0-2 mteuVofannlodd
2:even
7 #%7 0 0 0 e~ DEVICE NO == 0~17 device mmber 0:off,17:all
{ V2 exclusive en/off)
101 200 ~>0f£(%00 %00) g6 8 0 0 0 0 0 0 OpMOX Ol mem, protect
110 00 —D>of£(A00 %00) $ 8§ 0 ©0 © 0 O © OOBINO1combine
811 %00 ~>of£(8300 %00) 1010 0 O -0 0 ©0 0 OATECSH 0-1 AT to BC sw on/off(not used)
niu 0 ID1. 32-127 1D (ascii)
EFSEL(PCED)= EFSEL2 X 3 + EFSELL 12 12 0 -ID2-
1313 0 ID3
note2) Effect select Compatibility (DX11 = TX812) . .
DXII, TXA1Z ..
PMEM bulk delayl, delayz,dalayB delsyd —> delay 262 0 1016
»pen2,pen3,pand —> pen
chordl, chord, chord3, chordd —» chord
note) 3 POMSH
PCED bulk delayl —> delay ) 0:0ff, 1l:common, 2:indivicual, 3:direct, 4:TmsFilter
~—> pan .
chordl —> chord : )
delay? - chordd ~—> chord #s SYS2 for DX11 **® 16 bytes sytemsetup2

ra. cng g=d, h=, p=123
No.parab? bS5 b5 b4 b3 B2 bl b0 Data note

0227 06 0 0 0 0 0 OMDIE 0~1 midi on/off

2 28 0 0 0 0 O O OLOCALFO-1 local on/off

2 29 0 0 0 ~———— ATSH ~——— 0~17 After T.5{ l=nom
. 2-17(GA-G16)

3 30 0 0 0 DEASGN =—— 0-31 D.E. asgm

31 0 CROENK 0-124 card bank(1-32) x4

5 32 0 0 0 0 6 0 OQuRSTO-1 controller reset

6 33 0 0 0 0 0 O O0CUXO0-1 cardprot

7 34 0 FIXTCH 0-127 fixed velocity

8 35 0 0 0 0 0 0 -BETMP- (-3 BG forced damp

9 36 0 reserved ——e————

10 37 0 reserved

11 38 0 reserved

12 39 0 reserved

13 40 0O reserved

14 4 0 reserved

15 42 0 reserved
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wav parameter change only (receive only)
a3 o QEDATX

4 0 QEDREL 0-99
S 0 QEDVOL 0-99
6 0 QEDERI 0-99

%k SYS3 for VS0 w32 byte  sytem setup 3
para. cng ged, hed, pellf

No.parab? b6 b5 bd b3 b2 bl b0 Data note

0 & 0 ID17 32-127 102 (ascii)
1 48 Q ID18

2 8 1] D1

227 0 ID40

dqn 0 SYN WX 0-99  synth volume
25 72 0 INTERVAL- 0-10 MR interval time
2673 0 =————— VEL QOBVE «——mee—— (=7

2114 0 VOICE DAMP ————— (0-1

28 15 0 o d

297% 0 d

3077 0 d

a1 0 reserved

*+ parameter change only **
para b7 b5 b5 b4 b3 b2 bl b0 Data note
M 606 0 0 0 0 ¢ OBYPASS Ol effect bypass

waw D EFFECT wiv 55 byte performance effect data
para. cng ged, h=0, p=124,120,121,122

No.para b7 b6 b5 b4 b3 b2 bl b0 Data note

[ 0 EF1IT: 0-127 effect 1 time
0.01s-1.285

11 ] ] EF1P~ 0-48 effect 1 pitch

. centers24

22 0 0 0 0 0 —EIF 0-7 effect 1 feed back

3 3 0 EF1L, 0-99  effect 1 out level

4 510 0 0 O 0 O -pr25— (-2 effect 2 gelect
O(LFO) , 1({velocity)
2(note

S 4*20 ] 0 0 0 0 0 EF2D 0-1 effect 2 direction
0(L=>R) ,1(1<~R)

6 6 0 —Em 0-99 ffect 2 range

T [}) ] -CHORD- 045 -effect 3 chord note
centere24 no use=qs

8 8

9 9

10 10 XEY C3

unn

21

1313

11 KEY Ci3

51 51 .

S2 52 ,

53 53

54 54 KEY B3

note) #1,%2

puramter change No.(4,5) is not same as bulk No.
EF25) para. change No=5
'2 (mn) para. change Nowd

whw PGMONG ### 256 Byte program change table (extend to 2 byte per 1 muber)
para. cng g=d, he0, pel27

No.para b7 b6 b5 b4 b3 B2 bl W Data  note

o0 0 o0 0 0 0 —TE— 05 voice type
¢ PXMBER: 0-99 No Ml
11
R
127 17
P28
{note)
" type marber display
0 0~99 100 - 199
1 0-99 €00 - €99
2 0-99 P00 ~ P99
3 0~99 PFI00 ~ PFI99
4 0-95 PFCO0 ~ PFCS9
5 0-99 PFPO0 - PFP99

- micro tuning bulk curp *

*hk OCTAVE #*#* 24 byte micro tuning data (octave)
para. cng g=4, he0, p=125

No.parab? b5 b5 b4 b3 b2 bl L0 Data note

00 o ——————4S BYTE 0f MCToom——  13-107 (cy-1-86)
LS BYTE Of M([~re-— ' 0- 63 C

11

Ch
2 2
1u

B

*A% FULL XED “*# 256 byte micro tuning data (£ull keyboard)
para. cng ged, he0, pe126

No.parab? b6 b5 B4 b3 b2 bl b0 Data note

0 0 0 ————S BYIE Of MT—ee—  13-10'
0 LS BYTE of MC———emr 0-63 c-2 (0)

-2 (1)

« s e N
PP ¥

127 127
G  (127)

» SEQUENCER bulk durp "

#a% SYSQ #ak 33 byte  sequencer system setup
para. cng g=4, h=0, p=ill

No.parab? b6 b5 b4 B3 b2 bl b0 Data note
06 0 0 0 O ¢ O O0TEEOlO-1 tempo data 30-240

.$1 0 TEMPO2 0-127 (Thit)
2 2 0 0 0 0 0 0 —ERO— 0-3 metroname
0:0f£,1:rec, 2:xec/play
. 3:always
33 60 0 0 0 0 0 Osac 01 syne O:int,landdi
SEQ/R commen
4§ 4 0 0 0 SEQSROH- 0-15 ive ch in rec mode

0-15:1-16¢h,16:0md

5 5 0 0 0 0 0 0 O0SESATW 0-1 after touch record sw

6 6 0 0 0 0 0 0 0SEOSVELSH 0~1 velocity record switch

7.7 0 0 0 0 0-—SEQSSONGNO- 07 sequence song murber

8$8 0 SEXETSIGL 0-15 tize signature

%$9 0 SERSTSIG2 2-4 TSIG)/TSIG2
TSIG=0:1...15:16
TSIG22: 1/4 3: 18

4: 1116

106610 0 ————SEQSSONG NAMEl———— 32-127 song name (ASCII)

16511 0 oo SEOS SONG NAHER e

176817 0 e SEQSSONG NAMES—memoe

18518 0 1] 0 ~——SEQSTCH(TRACKL }o—  0-16 tranemit channel

19:$19 0 0 0 ——SEQSTCH(TRACKR }— 16:0£€

25625 0 0 0 ~———SEQSTCH(TRACKS)mer—

26 2 0 0 0 0 0 0 RCTWE 0-2 recording mode
0:real,l:step,2:punch

27 21 0O 0 [ 0 0 O REPIACE 0-1 £lag of replace
O:over dub,l:replace

28 2 0 reserved

29 29 0 reserved

30 30 0 eserved

31 32 ¢ eserved

32 32 ¢ eserved

note) 1. &..current edit parameter
2. all parameter change is not received under playing
3. $..ignored when bulk is received
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. FHYTH! SYSTEM SETUP bulk durp . < Table4 >

Durp Request Messages
#kh SYSR wi# 1€ byte rhythm system
para, eng ged, h=0, kwll2

* VCED £0,43,20,03,£7
# * V@t £0,43,2n,04,£7
No.parab? b6 b5 b4 b3 k2 bl b0 Data note (V50 100 voice bulk) 143,20,04,
1] 0 — 0-89 rhythm master volume
11 0 0 0 0 0 0 -mwse 0-2 depew Oroff,lion,2imix * ACED + VD [TXB1Z] £0,43,2n,7e, L _BST6AE, £7
2 0 0 0 0 0 0 ASGN 0-1 Kkid asgn sw O:rhy,l: , )
53 0 0 0 0 0 -rsENTTE 07 cuantise L W deam 8 % ACEDD + ACED + VCED (V2]  £0,43,2n,7e,M_BOZ3AE,£7
4 4 0 0 0 ~—~—FRYSRH———— 0-17 receive ch 1-16,omi
5 5 0 0 0 RYSTON 016 t ch 1-16,0fF " * A%B; ?cmgik ACED + VCED  £0,43,2n,7e,L _8073AE, £7
6 0 0 0 0 0 0 0vE Ol velocty s off lun (V50 lvoice bulk)
0 0 0CLICK 0~1 click sw O:rec,1:
&8 0 0 0 0 O —Romie 06 Gick valos A _Pll‘gz * PG (V2] £0,43,20,7,14_BOTEPE,£7
g9 0 0 0 0 0 —RrASH— 04 B e e # % mED2 + POD £0,43,2n,Te, Lt _BO73E, £7
ig ig 8 0 0 0 ©0 0 OPIYwEC-l pattemn type O:int,l:preset (VS0 1 pfm bulk)
~RYSPIN NOM— 0-99 ttermn muber 0-99
212 0 0 0 0 0 -GN 07 song mmber * B £0,43,2n, 7e,Liy_8976PM, £7
1313 0 0 0 0 0 0 O RC 01 record type g':::lpm - R — £0,43,2n,Te,uy_8073R4,£7
414 0 0 0 0 O 0 0 SNGO-1 R mode O:ptn 1ieoog (V50 100 pfm bulk)
1515 reserved * systen setup £0,43,2n,7e,14_B9765x,£7 (x = 04,2 )
EC EFGL
note) 1. parameter change(No=12-14) is not received under playing i3t % setup{effect grp2~4) £0,43,2n,7e,1M__89765%,£7 (x ;‘3324 5 )
2. parameter change(No10-11) is received at PIN mode onl: %
3. parameter change(Nowl2) is received at SO mode only ¥ wi * system setup 2 50'43'2'"7"1“—802350'17
" * systemsetp 3+ 241 £0,43,2n, 7,14 _807350,£7
) * micro tuning buffer £0,43,2n,7¢,IM MRIEX,£7 (x=» 0, 1)
wha RINST *#» 183 byte rhythm instrument set up -
para. cng g=4, he0, p=113(RINST1) VOL,EAN
Pr114(RINST2) NOTE H % SEQ system (SYSQ) £0,43,2n,7e,1M _80735S,£7
" * SBQ sequence data(NSEQ) £0,43,2n,04,11_NSEQ,_,£7
No.parab? b5 b5 b4 b3 b2 bl b0 Data note
— prli3 H % SBQ song data(SSONG) £0,43,2n,7e,11__8073sQ,£7
0 0 0 0 0 0 — VOWE—— 0-15 inst volume of EDL
1 1 0 0 0 0 — VOUME-—— (-15 inst volume of EO2
.. »" * RHYTM system (SYSR) £0,43,2n, 7,11 _8073RS, £7
éo éo 0 0 ¢ 0 —— VORE ~—— 0-15 inst volume of VBRSLP L] % FHYISM inst setup (RINST) £0,43,2r:,7e,m_807331,ﬂ
61 61 0 0 0 O 0 —pPAN—— 0-6 inst pan of BDL 1] % R kbd assign table (RKAT1)  £0,43,2n,7e,1M 8073K0,£7 -
6262 0 0 0 0 0 —PAN— 06 inst pan of BO2 (userl) :
- . " * R kbd(assigx; table (RKAT2)  £0,43,2n,7e,L41 BO73KL,£7
120221 6 0 0 0 0 ——BAN—— 06 inst pan of VERSIP user.
— piiud i # % R seqdata(Rsm) £0,43,20,Te,1_8073RY, £7
20 0 NOTE 0-127 inst note of EDL
1231 0 NOTE 0-127 inst note of ED2
.« . note)  Ascii mumber HEX
i8260 0 NOTE 0-127 inst note of VERSLP * 14_B976AE 4¢,44,20,20,38,39,37,36,41,45
% IM_8023AE 4c,4d,20,20,38,30,32,33,41,45
order of instrurents is as follow.
_ * LM _B976PE 4c,4d,20,20,38,39,37,36,50,45
0 B x2 x3 x4 x5 % 2 xB 2
* 14_B8976EM 4¢,44,29,20,38,39,37,36,50,44
Ox B0l |BD2 |BD3 |[H.BD |[GateSD|E.ED |SD1 |SD2 |PiclSD|H.8D 1
ix  H.SD 2|GateSD|E.5D |Rim1 [Rim 2 |Tom 1 [Tom 2 [Tom 3 [Tem 4 {F.Toml % 1M_B97650 4c,4d,20,20,38,39,37,36,53,30
2x  F.Tor2|F.Ton3|F. Tond |E. Tomd | E. Tom2 | £. T3 [ E. Tomd [Hiiclos {Biopen | Bl /4o ui_ 897651 4c,4d,20,20,38,39,37,36,53,31
3x  Hipdl |[Ride [Bige |Crash |Piprel|MMpre2|Rdpre3|GleCshiBellTr]|Timni L{ 897652 4¢,44,20,20,38,39,37,36,53,32
dx  TinpnL|Claps Shaker|Cowbel]TimblH|TinblL|khst1S [WhstlL |CqamiD]Coaioe 1897653 4¢,44,20,20,38,39,37,36,53,33
5% Cga 10|Bgo HI[Bgo LO[CuicaH|Cuical|Ago HI|Ago LO|Tanbm|Claves|Cstnt ui_857654 4¢,4d,20,20,38,39,37,36,53,34 ©
€x Vbrslp {89765 4¢,4d,20,20,38,39,37,36,53,35
" w122 bpte i assien ot * I 802350 4¢,43,20,20,38,30,32,33,53,30
REAT thythm keyboard assign
para. eng g=4, h=0, p=115 (user assign 1) % LM _MCRTEQ 4¢,43,20,20,44,43,52,54,45,30
D116 (user assign 2) LM MCRTEL 4¢,44,20,20,44,43,52,54,45,31
Mo.parabl b5 b5 b4 b3 12 bl B0 Data note * m_gg':sag cc,g,gg,gg,asg,gg g‘; ggg}) :g
w807 4c
0 0 o NET NIEER 061  inst of cl 18073 dc,4d,20,20,38,30,37,33,50,42
L 0-60:inst. mmber,61:0£f 12{_807350 4c,4d,20,20,38,30,37,33,53,30
1 0 ~=——— INST MRMBER 0-61  inst of CHl ¢
2 2 0 —— INT NMBR 0-61  inst of Dl * IM_807355 4¢,44,20,20,38,30,37,33,53,53
“ e 4c.4d.za.zo,«.g.g&.gﬁi.gg.gg
. . M 80735Q 4¢,44,20,20,38,30,37,33,53,
0 60 0 INST NEEER 0-61  inst of 06 * 11_80T3RS 4¢,44,20,20,38,30,37,33,52,53
L 8073RT 4c,4d,20,20,38,30,37,33,52,49
L _8073K0 4c,44,20,20,38,30,37,33,4b,30
1§ 8073KL 4c,4d,20,20,38,30,37,33,4b,31
1M 8073RY 4¢,44,20,20,38,30,37,33,52,59
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< Table5 >

<<< $10,$43,51n, ... 5>

VCED $12(ged, he2) ,p=0-92,93
VCED(DX21) $12(ged ,hm2) ,pe9d-127

ACED $13(gmd, bm3), pe0-22
Wy ACED2(DXID  S13(gwd,he3),pe23-32
* ACED3(VS0) $13(gmd, w3}, pe33-52
SYS(812 remote) $13(gmd,be3),pe6d-75
WA SYS(DXllremote) $13(ged,he3),p=76-12¢

PCED $10({ged, he0),p0-109
" FCED2 $10(ged,lm0),pulld  keO-32

* SYSQ(seq system)$10(gmd, he0),palll k032
* SYSR(r system) $10(ged,h=0),p=112 k=0-15
“* RINSTL(vol/pan) $10(ge=d,h=0),p=113 ke0-121
* RINST2(note)  $10({gmd,bm=0),pe114 ke0-50
# RKATL(userl)  $10(ge4,h=0),p=115 ke=0-60
L] RKAT2(user2)  $10(ged,hw0),pell6 ke0-60

VMEM bulk header$dd(ged,hm0) ,p=7, (d1-4)
PMEM bulk headerS10(ged,h=0),p=117, kel  {Gn0~3)

" VS0RM(VS0remote)$10(ged, he0) ,peils Kn0-56
WILLSYS(system) $10(gwd,he0),pull9,  ke0-15
WILISYS{zemcte) S10(gmd,he0), pellS Km56-74

WY SYS(effect gp2) S10(gmd,hw0),pe120,  ke0-54

Wt SyS(effect gp3) S10(ged,he0),pe12l,  keD-B4

MY SYS(effect gpd) S10(gmd,hm0),pel22,  kw0-54
SYS(system)  $10(gmd,bm0),pel23,  keD-26

wm s¥52(nxnsy=t:an)$10(g-4,h-0).p-123, k2746

“ SYS3(VS0system) $10(ged,he0),pel23,  ked7-79
SYS(effect gpl) $10(gmd,hm0),pel2d,  keD-54
MoT(oct) $10(ged,tm0),p=125,  keQ-11
MO £u11) $10(gmd,he0) 126,  ke0-127
SYS(pgueng)  $10(gmd,be0),pel27,  ke0-127

SEQUENCER SECTION

Reception flowdiagram

506 swl w2
MIDI IN {0 el et 0 $9n note on
| . $8n note off
| | &w3
| Ao AR key after touch
| | +—— SDn chamnel after touch
| $Bn change
| A $n program change
| 4 $En  pitch bend
|
. $F2 song position pointer
| e
L] $F8 MIDI clock
SFA start
$FB i
+ $FC stop
| sw6 swS w7

+—O-0-0—+— $F0 43 On 0A kb kb IM_NSPQ _ (NSEQ data) ¥7
+— SF0 43 On 7E 00 24 14807350 (song data) F7
4~— $FO 43 On 7E 00 28 L¥ 807355 (setup data) F7

swl: Whenin RECORD, the SETUP reception channel

w2 When in RECORD, the SETUP velocity on/off

w3 When in RECORD, the SETUP aftertouch on/off

swd:  Whenin PLAY, thisis on when SETUP syncis set to "MIDI"
b, Setby the UTILITY (setup) device number

sw6:  Received only when UTILITY (setup) midi sv=on

sw7:  Recdved only when UTILITY int memory protect = off

Tranamisson flow diagram

sw3 vl
MIDX OUTmtm—{) —{3 $9n" noteon ( vel » 0)
, e 9 note Off (vel m 0 )
drmsme———  §An  key after touch

| +— $Dn chamnel after touch
1 change

4————— S$En pitch bend
$F8 MIDT clock
SFA start".

) (NSEQ data) F7

4 m 07359 (song data) F7
1M 8073SS (setup data) £7

(Note)

swl: Se for each track in MIDI TRANSMIT CHANNEL

sw2: Setin Device No. of utility (setup)

sw3: Transmitted only when UTILITY (setup) midi sw=on

Channel messages.
Received only during RECORD. Transmitted only during PLAY and

during overdub. For transmisson/reception conditions, see the re-
ception flow diagram and the transmission flow diagram.

Mode messages
Neither received nor transmitted.

System common messages.

Only $F2 (song position pointer) isreceived. (However notin recording
mode, nor during playback.) Other than this, neither received nor
transmitted.

BULK DUMP;
Three types of bulk data are transmitted and recelved. The
transmission/reception channel can be st in synthesizer mode.

1) $F0 43 on 7E 00 2B LM_8073SS (setup data) F7
2) $F0 43 on 7E 00 24 LM_80733Q (song data) F7
3)$F043 on 0A bbbb LM_NSEQ (NSEQ data) F7

Reception is possble only when not playing back or recording.
When 2.song data and 1LNSEQ data (sequence data) is received, it
will be loaded into song memory only if the current song is empty.

Transmisson occurs when MIDI exclusive "bulk dump” is exe-
cuted, or when adump request is received.

The data format for NSEQ data and seq song datais explained below.
For the sq (SYSQ) data format, see the data format table for the
synthesizer section (teble 4).

Bulk data with a header of "LM—NSEQ1—" can dso be received.
(However, macros, time signature changes, exclusive, €c. in the data
will be ignored.)

ONSEQ DATA FORMAT

NSEQ datafor aone song consists of multiple tracks beginning with
FO On (n=track number) and ending with F2. Empty tracks are not
included.

The time/event/control data explained in the supplement are
between the FO On and the F2.

hex description -

FO top of track #1

00

- time/event/control data
; end of record

- track #2 ~ 47 data
2] top of track #8

07

- time/event/control data
E end of record

Supplement: NSEQ time/event/control data format (expressed in bi-

nary)
short time 14444441 (384th note length / bit)
lerg time Ottttttt Ottttbtt  (in the order of MS byte - LS byte)
short note 10dddddd Okkkkkkk Ovvwwwwy
long note 110cdddd Oddddddd Okkkikkk Owvvwwwvy
short note 10dddddd Ikkkkkkk (when velocity = $40)
leng note 110ddddd 0ddddddd 1kkkkkkk (when velocity = $40)

ddd = duration
kkk =« MIDI note mumber
vvw = MIDI velocity

(96th note length / bit)

measure mark 11110101 (measure mark)
o operation 11111000 (does nothing)

{The following are the same as MIDI format except for the MS byte.)

poly a.touch 11111010 Okkkkkkk Ovvwvvwwy
control change 11111011 Occcecee Ovwwwwwy
program change 11111100

channel a.touch 11111101 Owvwwnwwy

pitch bend 11111110 Ovwwwwww Ovvvwvve
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OSEQ SONG DATA FORMAT

Song data condsts of tempo, beat (time signature), and song name.
It has the following format.

*hk SSONG *wk 26 byte gaquencer song data

No b7 b6 b5 b4 b3 b2 bl b0 Data note
(1] 0 06 0 0 0 0 OsEwP 01 setup store flag
1 0 0 00— 51—~ -0-31 packed time signature
2 ¢ 0 0 0 ¢ ¢ 0 TEFEol (-1 tempo 30-240 (7bit)
3 1] TEMPO2 - 0-127
4 0 ~————SQNG NAMEL: 32-127 song name (ASCII)
5 0 SONG_ NAME
i1 0 — s E——— ,
12 0 0 0—-SEQ TCH(TRACKL)——— 0-16  trangmit charmel 16:0ff
13 0 0 0-—SBQ TCH(TRAOR)—— 0-16  transmit channel 16:off
19 0 0 O0——SIQTCH(TRACKS)— 0-16 trenemit chamnel 16:0ff
20 0o 0 0 0 o 0 oOgue 01 synth node
: 0:5CL, 1:PFY node
2 0 0 0 0 ¢ O-—viwE- 0-2  synth voice type
: " O:internal
l:card, 2:presst
2 ] VOICE/PTY NO———e———— (-99  synth veice/pfm No
23 0 0 0 0 0 0 ORE 0-1 Rhythm mode 0:PIN
158G
24 0 0 ¢ 0 0 0 ORNI1 01 Thythn seng/ptn Mo
25 0 ——R SAG/PIN NO2meem———eme (=127 0 - 99:100-19%
100-199:P00-P33
note) 1 TIME 516
0~3334 - 44
4-11:108 - 873
12-27 : 1/36 ~ 16/16
(Tablel) 1 Trangmisson data
1-1 Channd information
(1) Channel voice information
(1.1) KEY QV CFF
STATUS 1001nnen {Sn) n=changel number”™
NOTE Ne. Okkkkkkk keQ(C=2)~ 111(DK7) -
VELOCITY Ovwvey (v20) XEY ON
00000000 (v=0) KEY OFF
(1.2) POLYPHONI C AFTER TOUCH
STATUS 1010nnnry {An} n=channe! number
NOTE No. Okkkkkik k=0(C-2)~ 127(G8)
Value Ovwwwww vai~ 127
(1.3) CONTROL CHANGE
STATUS 101innmn {En) nwchannel number

OONTROL No. Occceces cw0~ 121
CONTROL Valuz Ovwwwvy

(1.4) PROGRAM  CHANGE
STATUS 1100nnmn {tn) n=channel number
PROGRAM No. OporpeeD p=0~ 99

node(if pon ang sw is not TransFilter)
pe119:100 int(at PFI)
card(at PFC)

p=124:5GL preset
p=125:Pf int
P=126:PFH card
p=127:PFM preset

(1.5) AFTER  TOUCH
STATUS

1101mnn {Dn) n=channel number
Value vy w=i~ 127
(1.6) PI TCH BENDER
STATUS 1110nnmn (En) nwchannel number
Value Owxnnnn
Value Ovwwarnw
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1-2 Sydem information
(1) System redtime messages

(1.1)TIMING CLOCK
STATUS

11111000 (¥8)
(1.2)STRRT
. STAIUS 11111010 (FA)
{1.3)ONTWE
STATUS 11111011 (FB)
(1.4)sTOP
STATUS 11111100 (FC)

(2 System exclusive messages
(21) SEQUENCE DUMP

STATUS 11110000 (FO)

1D No. 01000011 (43)

SUB STATUS 00005858 (0s)  s=device mmber
00001010 (0n)

CLASIFICATION- 01001100 ASCII'L
NME 01001101 ASCII'M
00100000 ASCII’
00100000 Ascre”
DATA FORMAT- 01001110 ASCII’N
NME 01010011 ASQII’S
01000102 ASCIX'E
01010001 ASCII'Q
00100000 ASCII’_
00100000 Ascar”
DATA 0dddddda ]
CGHECK St Oeceeeee
BOX 1110111 (F7)

(22) UNIVERSAL BULK DUMP (Seq song data)

STAIUS 11110000 {rQ)
ID No. 01000011 (43)
SB STATUS 0000s8ss (05)  sedevice muber
GROUP NUMBER 01111110 (7e)
BYTE QCUNT(MSB) 00000000 (00)
BYTE QUUNT(LSB) 00100100 (24)
CLASIFICATION- 01001100 ASCII'L
NE 01001201 ASCII’M
00100000 ASCII’_
00100000 "ASCII”
_DATA FORMAT- 00111000 ASCII'E
NaME 00110000 ASCII'0
00110111 ASCII'7
00110011 ASCII’3
01020011 ASCII'S
01010001 ASCII’'Q
DATA Oddddddd
D&ELH:H 26 3
CIECK M Osececee Byte
B 11210111 (F7)

(Table2) 2. Receptiondata
2-1 Channel information
Same as transmission

2-2 System information
(1) Sysem common messages
(11) SONG POSITION POINTER STATUS 11110010 (F2)

() Sysem redtime message
Same as transmission
(3) System exclusive message

(31) SEQUENCE DUMP
Same as transmission

(32 UNIVERSAL BULK DUMP (S setup data)
Same as transmission



RHYTHM SECTION

Reception flow diagram
6 sl a2
L R o e e $9n mote en
! +——————— $fn TOte OFf
o $F2 song position pointer
BW,
+—03 $F8 MIDI clock
SFA start
:m
FC &
| sv6 cwd gv5 P
4= -{]—+——— $F0 43 On 78 bb bb IM_S073RY (r.seq data) 7
4= SFD 43 On 7E 00 1a {_BO73RS (r system data) F7
4 $F0 43 On TE 01 41 L BO73RI (r inst setup) F7
+—— SF0 43 On 7 00 47 L} _BO73KO (r kbd asgnl) F7
Note: +—— SF0 43 On 7E 00 47 1 BO73KL (r kbd asgn2) 7

swl  Reception channe in SETUP

w2 When in RECORD, the SETUP velocity on/off

sw3:  When in PLAY, this is "on" when the SETUP sync is s& to
"MIDI"

sw4:  The device number sdected in utility (setup)

sw5:  Received only when the utility setting memory protect is "off".

sw6:  Received only when UTILITY (setup) midi sv=on

Trangmisson flow diagram
w03 sl
MIDI QUT—t—{ ) e $%n ot cn ( vel ¥ 0 )
| A S OLe OFf ( Vel w 0 )

$F8 MIDI clock
$FA start
gm continue
IC s
| =3 sw2 S
+—0—0——+— S$F0 43 On 7E bb bb L 8073RY (r.seq data) F7
+—- SFO 43 On 72 00 1A L¥_BO73RS (r system data) F7
+—— SF0 43 On 7E 01 41 14 BO73RI (r inst setwp) F7
+— $FO 43 On 7E 00 47 m__8073K0 (¢ kbd asgnl) ¥7
Note +— $F0 43 On 7E 00 47 L BO73KL (r kbd asgn2) 7

wl: The transmit channel in SETUP.
W2 The device number in utility (setup)
w3 Transmitted only when UTILITY (setup) midi =

Channel messages:
Transmitted only during PLAY and whilerecording. For the reception

and trangmisson conditions, see the reception flow diagram and the
transmission flow diagram.

Mode messages.
Neither received nor transmitted.

System common messages.

Only $F2 (song position pointer) is received (however not when in
recording mode nor during playback). Other messages are neither re-
ceived nor transmitted.

System Redltime Messages.
$8. $FA, $FB, and $-C are transmitted and received. (However when
in recording mode, $FA, $FB, and $FC are not received.)

BULK DUMP:
Five types of bulk data are trangmitted and received. The
transmission/reception channel can be set in synthesizer mode.

1 $F0 43 On 7E bb bb LM_8073RY (r.seq data) F7

2. $70 43 0n 7E 00 1A LM_8073RS (r system data) F7
3.$F043 On 7E 01 41 LM_8073RI (r ingt data) F7

4. $F0 43 On 7E 00 47 LM_8073KO0 (r Kbd asgnl) F7
5. $F0 43 On 7E 00 47 LM_8073K1 (r kbd asgn2) F7

Reception is possible at any time except while playing or recording.
Transmission occurs when MIDI exclusive "bulk dump” has been
executed, or when a dump request has been received.

For the data formats of system (SY SR), inst setup (RINST), and
kbd assign table (RKAT), see the data format table of the synthesizer
section (table 4).

(Table 1) 1L Transmisson data
1-1 Channel information
(1) Channel voice messages

(1.1)KEY ON/OFF
STATUS 1001nnnn {Sn) n=~channel aumber
NOTE No. Okkkkkkk k=0({C=2)~ 127(G8}
VELOCITY vy (v 0) KEY ON

00000000 {v=0) KeY OFF

1-2 Sysdem information
(1) System redtime messages

(1.1)TDMING CLOCK
STATUS

11111000 (r8)
(1.2)START
STATUS 11111010 (FA)
{1.3)CONTINUE
STATUS 11111011 (r8)
(1.4)sTOP
STATUS 11111100 (FC)

() System exdusive messages

(2.1) RHYTHM SEQENCE DUMP

STATUS 11110000 (F0)

ID No. 01000011 (43)

SUB STATUS 00005588 (0s) s=device number

GROUP NOMBER 01111110 {7E)

BYTE COUNT(MSB} Obbbbbbb

BYTE COUNT(LSB) Obbbbbtb

CBSIFICATICN- 01001100 ASCII’L
01001101 ASCII'M
00100000 ASCIY!
00100000 - ASCII’

DATA FORMAT- 00111000 ascIr'®

NAME 00110000 ASCII'O
00110111 ASCII'T
00110011 ASCII’3
01010010 ASCII'R
01011001 ASCII'Y

DATA 0dddddad
Oddcldd:ﬂ ] Note D

CHECK St Oeeeeeee

B 11110111 (F7)

Note 1) data format

count si ze(byte) data
0 - 217 218 pattern/song directory
218 - 317 100 time signature of 100 pattern
318 - 417 100 bar of 100 pattern

418 - 481 64 (8x8song) song nane

482 - 10239( max) 9758 (nex) pattern/song data

The above data is divided into MSB4 bits and LSB 4 hits, and each
converted into an ASCII code. If the data count exceeds 4K bytes, the
data from "BYTE COUNT" to "CHECK SUM" is repeated for every
4K bytes.
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(Table2) 2. Reception data

2-1 Channel information
Same as for reception

2-2 Sygeminformation

(2) System common messages

(11) SONG POSITION POINTER
STATUS 11110010 (F2)

(2) System realtime messages
Same as for reception

(3) System exclusve messages

(3) RHYTHM SEQUENCE DUMP
Same as for transmission
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YAVAHA ° ;\/bDi Pital Synt hesj zer —synt hesi zer part ]. Date :12/28, 1988
de MD Inpfenentation Chart Version : 1.0

Transmtted :  Recognized o Renmar ks

Function. . . : : :
e mmm e e ———— e - b —————————— e —————— :
:Basic =~ Defaul t : 1-16 :1-16 : menori zed
:Channel Changed : 1-16 :+ 1 - 16 :
: Default : 3 c 12,03, 4 . menori zed :
:Mode Messages : POLY, MONO(M=1) : POLY, MONO(M=1) : sgl node only
H AlterEd s kkkkkkkkhkhkhkxkxk [ ¢ H 4
HE R ettt L e b ——— - e, ———— o, ——— :
:Not e 36 - 96 : 0 - 127
:Nunber : True voice; *****xxixsixsx . 12 - 107
Ve e e - - oo o o o o o e o - F i —————— - - o e e o e e e e o o D
:\Velocity Note N : o 9nH v=1-127 : o v=1-127
: Note CGFF : x  9nH,v=0 : X
R et R etk e ——-———— o e o e ————————
:After Key's X P X
:Touch Ch" s 0 *3:0 *3
e el e - - R e e il e
:Pitch Bender o) *2: 0 0-12 sem *2 7 bit resol uti on:

e e = — - — = - ————— - - — - - v o - o - - ®

l1:0 *1:0 *1 :Modul ation wheel :
2:0 *1:0 *1 :Breath control
: 4 : o *1: 0 *1 :Foot control :
: Control 5: X : 0 (sgl only)*1l :Portamento tine :
: 6 : o *1 : X :Data entry knob :
: Change 7: o0 *1: o =1 :Vol ume :
: 10 : x : 0 (pfmonly)*1 :Pan(L, L+R, R)
64 : o : 0 - Sust ai n
65 : o *1: 0 *1 :Portanento
96 : o *1 1 X :Data entry +1
97 : o *1 ¢ X :Data entr
0-3:o0 *1 : :D. entry
121 : X : 0 :Reset AII Owtrl er :
S = = - o = ———— e e e o e o e o o -
: Prog , :0 O0- 127 *4: 0 0 - 127 gm cng Sw is:
:Onange . True # Fhkkkkkkkkkkkk 0 - 599 Fasmgnable :
ikttt e, ———————— e R Rkt
:System Exclusive : O *5: 0 - *5 V0| ce pararreters
:System: Song Pos i X : 0
: » Song Sel X DX
:Common @ Tune : X Pox
e m e - - - e - e, —m—m————-——— G e e e e o -
:System :Qock i o ;o
:Real Tine ComTands o i o
R et kbt bt T R e bttt R
:Aux :Local CN’CFF : X DX
: :All Notes CFF: X : 0 (123,126,127) 126 127 sgl onIy
:IMes- :Active Sense : o : 0 :
:sages : Reset : X : X
e b e i Rk T kit e ————————
Notes: *1 = transmt/receive if control change swis on.
*2 = transmt/receive if pitch bend swis on.
*3 = transmt/receive if after touch swis on.
*4 = transmt if pgm change sw is on and exclusive swis off.
*5 = transmt/receive if device No is not off.
e e e e e e e e e e e e e e e e e - - — +
Mode 1 : OWNI ON, PALY Mde 2 : OW ON, MNO 0 : Yes

Mde 3 : OW OFF, PQY Mode 4 : OW OFF, MONO X No



YAVAHA © | % ital synthe5| zer---sequencer part | Date :12/28, 1988
e

V50 MD Inplenmentation Chart Versi on: 1.0
o e e e e e e e e e e e e e e e e e e e e e e e e e e e e - +
_ Transmtted :  Recogni zed Renar ks :
Functi on :
-------------------- o o ot e e e i i i o o e o e e = ———
Basi ¢ Def aul t 1-16 :1-16 menori zed
Channel  Changed 1-16 :1-16
-------------------- e e ——— e — - —————————
: Def aul t ;X : X
:Mode Messages X ‘ ;X
: Al t ered tokkkkkkkkkkkkkk 1 x
-------------------- R ke T et A ekt R T e
:Not e o :0- 111 : 0 - 111
:Nunber @ True VOi Ce: **xxxkxkrxkxkx : :
e ——————— R e e —— e :

:Velocity Note ON. : 0 9nH v=1-127 : o v=1-127 *1 :
: Note CFF : x 9nH,v=0 DX f :

S P o e b mmmm———mmem :

:After Key's : 0 : 0 *2

:Touch Ch"s : 0 ' 't 0 *2

e ——————— L e e - —————— o - - :

:Pitch Bender : 0 : 0

o e e e e e e o e e o - e o e e - - o —————————-—-—-
0 - 120 0 : 0

Cont rol :
Change :

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

:Prog :0 O - 127 :0 0 - 127

:Change : True # Tokkkkkkkkkkkkkk g :

e ———————— L ket e m e ——————— e e T, ——————-

:System Exclusive : 0 : 0 *3 : Song data

o e o o e e e e P, —————— - o - - M

:System : Song Pos ¢ x : 0 *4

:W : Song Sel ¢ x T X :

:Common : Tune :oX P X : :

S e e e e e ———— o —————————— e ——————————— :

: System :Cock :o : 0 *5

:Real Tinme : Commands: o ‘ : o : _

etttk R ettt o ————— —————— o ——— e ¢

:Aux . Local ONCFF : x T X

: - Al'l Notes CFF: x P X

:Mes- :Active Sense : o Pox

:sages: Reset Pox X

el B et T e dmmm e

:Notes: *1 =receive if velocity swtch s on.

: *2 = receive if after touch switchis on.

: *3 = receive if current song has no data.

: *4 = not receive at recordi ng mode.

: *5 = receive in MD sync node

o e e e e e e e e —————— +
Mde 1 : OGW ON, PAQY |Mde 2 : OW ON, MNO o : Yes

Mbde 3 : OW OFF, PQLY Mode 4 @ OWN OFF, MONO X © No



YAVMAHA [ D ital Synt hesi zer---rhythmp artcl1 Date :12/28, 1988
Model Vb0 MD Inplenéntation Chart Version : 1. 0

o o e e e e e e e o e e e e e e e e e e e e e e e e e = e o e oo +
: _ Transmtted : Recogni zed Renmar ks
Funct i on : ‘
-------------------- et e bbb
Basi c Def aul t 1-16 *1:1-16 menori zed
Channel  Changed 1-16 :1-16
-------------------- o e e o o o o o e e e e e
: Def aul t : X : X
:Mbde Messages X : X
: Al t er ed s o kkkkkkkkkkkkxk 3 X
e e - —— o e e, ————— o ————————
:Not e 10 - 127 : 0 - 127
:Nunber © True VOI Ce: #x#xxsxsxsxnsx & :
mmmmrrm e e e ———————— o e o —————— e A e e e o e :
:Velocity Note ON_ : 0o 9nHv=1-127 : o v=1-127 *2:
: Note CFF : X 9nH v=0 X : A
:After Key's S X : X :
:Touch Ch"s : X ‘ : X
ettt e ———— e —— e — e —————— :
:Pitch Bender : X : X
(e m oo mem ™o oneoo-- e e -————- o o o o o - - e, e ———— .
X : X

: Control :
: Change :
SR S S S
:Prog ;X : X
;Change * True # T kkkkkkkkkkkkkk
'Syst enE-x-cI usi ve_" o— ““";é- _c_) ----------- *é— Song dat a_(-et C.
e e ket e et - e R
:System : Song Pos : X : 0 *4
: : Song Sel @ X : X :
:Common : Tune : X : X
e - e ——————— o — - e —————

stem ‘Cock : o 1.0 *5

al Tine : Oommnds o : 0 :
e e Rtk Fomm e e S e L Lt
:Aux : Local O\VCFF X : X
: Al Notes OFF: X : X
:Mes- :Active Sense : o ;X
:sages: Reset 2 X : X

g g S g g e o - —————— o e o o G :

:Notes: *1 = transmt under playing.

: *2 = receive if velocity swtch is on.

: *3 = transmt/receive if device No is not off.

: *A = not receive at recordi ng mode.

: *Hh = receive in MD sync node

o e e e e e e e, - ——— +

I\/bdel:C]VNI ON, PQAY Mbde 2 :OVNI ON, MONO 0 : Yes
Mode 3 : OFF, POLY Mode 4 : OFF, MONO X : No



Performance data blank chart

Y ou may copy the following chart as a memo sheet for your performance settings.
Vous pouvez copier le tableau suivant et y portez vos réglages de performance afin de vous en souvenir.

Kopieren Sie diese Ubersicht und notieren Sie jeweils Thre neu programmierten Performance-Werte.

YAMAHA V50 PERFORMANCE DATA DATE /! 7
NAME
INST NUMBER 1 2] 3| 4] 5] 6] 7] 8
ASSIGN MODE
NOTES

VOICE NUMBER
MiDI RECEIVE CH
LIMIT 7 LOW
LIMIT / HIGH
INST DETUNE
NOTE SHIFT
VOLUME

OUTPUT ASSIGN
LFQ SELECT
MICRO TUNING
SELECT
KEY

P EFFECT
EFFECT
SELECT
BALANCE
0UT LEVEL
STEREQ MIX
PARAM 1
PARAM 2
PARAM 3
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Voice data blank chart

Y ou may copy the following chart as a memo sheet for your voice settings.

Vous pouvez copier le tableau suivant et y portez vos réglages de voix afin de vous en souvenir.

Kopieren Sie diese Ubersicht und notieren Sie jeweils Ihre neu programmierten Voice-Werte.

YAMAHA V50 VOICE DATA DATE / / | VOICE NAME |
OPERATOR 1] 2| 31 4 |POLY / MONO MODE
ALGOR|I THM PITCH BEND RANGE
FEEDBACK LEVEL FOOT SW
WAVE MODE
SPEED PORTAMENTO |0
LFo. DELAY _ - VOLUME
SYNC contro. L2V TCH
PHD AMPL I TUDE
AMD MODULATION | PITCH
PHS WHEEL | AMPLITUDE
[ AMs PITCH
SENSITIVITY | AME BREATH AMPL | TUDE
EBS CONTROL | PITCH BIAS
KvS EG BIAS
HODE PITCH
FIX SHIFT AFTER AMPLITUDE
FIX RANGE TOUCH | PITCH BIAS
0SCILLATOR FREQUENCY EG BIAS
WAVE REVERB RATE
DETUNE
AR | FFFECT SELECT
_ DIR ‘ BALANCE
ENVELOPE DIL 0UT LEVEL
GENERATOR | D2R STEREO MIX
RR PARAM 1
SHIFT PARAM 2
PRI PARAM 3
PLY
PITCH ENVELOPE | PR2
GENERATOR | PL2
PR3
PL3
OUTPUT LEVEL
KEYBOARD RATE
SCALING | LEVEL
TRANSPOSE
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IMPORTANT

SAFETY AND INSTALLATION INSTRUCTIONS

INFORMATION RELATING TO POSSIBLE PERSONAL INJURY, ELECTRIC SHOCK AND
FIRE HAZARD POSSIBILITIES HAS BEEN INCLUDED IN THIS LIST.

WARNING — When using electronic products, basic pre-
cautions should always be followed, including the following:

1. Read all Safety and Installation Instructions, Supple-
mental Marking and Special Message Section data, and
any applicable assembly instructions BEFORE using
this product.

. Check unit weight specifications BEFORE you attempt
to move this product.

. Main power supply verification. Yamaha Digital Musical
Instrument products are manufactured specifically for
use with the main supply voltage used in the area where
they are to be sold. The main supply voltage required
by those products is printed on the name plate. If any
doubt exists please contactthe nearest Yamaha Digital
Musical Instrument retailer.

. Some Yamaha Digital Musical Instrument products
utilize external power supplies or adapters. Do NOT
connect products of this type to any power supply or
adapter other than the type described in the owners
manual or as marked on the unit.

. This product may be equipped with a plug having three
prongs or a polarized line plug (one blade wider than
the other). If you are unable to insert the plug into the
outlet, contactan electrician to have the obsolete outlet
replaced. Do NOT defeat the safety purpose of the plug.
Yamaha products not having three prong or polarized
line plugs incorporate construction methods and de-
signs that do not require line plug polarization.

. WARNING — Do NOT place objects on the power cord
or place the unit in a position where anyone could walk
on, trip over, or roll anything over cords of any kind,
An improper installation of this type can create the
possibility of a fire hazard and/or personal injury.

. Environment: Your Yamaha Digital Musical Instrument
should be installed away from heat sources such as
heat registers and/or other products that produce heat.

. Ventilation: This product should be installed or posi-
tioned in a way that its placement or location does not
interfere with proper ventilation.

. Yamaha Digital Musical Instrument products are fre-
quently incorporated into "Systems" which are as-
sembled on carts, stands or in racks. Utilize only those
carts, stands, or racks that have been designed for this
purpose and observe all safety precautions supplied

10.

11.

12.

13.

14.

15.

16.

with the products. Pay special attention to cautions that
relate to proper assembly, heavier units being mounted
at the lower levels, load limits, moving instructions,
maximum usable height and ventilation.

Yamaha Digital Musical Instrument products, either
alone or in combination with amplification, headphones,
or speakers, may be capable of producing sound levels
that could cause permanent hearing loss. Do NOT op-
erate at high volume levels or at a level that is un-
comfortable. Ifyou experience any discomfort, ringing
in the ears, or suspect any hearing loss, you should
consult an audiologist.

Do NOT use this product near water or in wet environ-
ments. For example, near a swimming pool, spa, inthe
rain, or in a wet basement.

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

Yamaha Digital Musical Instrument products should be

serviced by a qualified service person when:

a. The power supply/power adapter cord or plug has
been damaged; or

b. Objects have fallen, or liquid has been spilled into
the products; or

¢. The unit has been exposed to rain; or

d. The product does not operate, exhibits a marked
change in performance; or

e. The product has been dropped, or the enclosure of
the product has been damaged.

When not in use, always turn your Yamaha Digital Mu-
sical Instrument equipment "OFF". The power supply
cord should be unplugged from the outlet when the
equipment is to be left unused for a long period of time.
NOTE: In this case, some units may lose some user
programmed data. Factory programmed memories
will not be affected.

Electromagnetic Interference (RFI). Yamaha Digital
Musical Instruments utilize digital (high frequency
pulse) technology that may adversely affect Radio/TV
reception. Please read FCC Information (inside cover)
for additional information.

Do NOT attempt to service this product beyond that
describedinthe user maintenance section ofthe owners
manual. All other servicing should be referred to qua-
lified service personnel.

PLEASE KEEP THIS MANUAL
FOR FUTURE REFERENCE!

This Information on safety Is provided to comply with U.S.A. laws, but should be observed hy users In all countries. J
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SPECIAL MESSAGE SECTION

ELECTROMAGNETIC INTERFERENCE (RFI): Your Yamaha
Digital Musical Instrument Product has been type tested and
found to comply with all applicable regulations. However,
if it is installed in the immediate proximity of other electronic
devices, someform ofinterference may occur. For additional
RFI information see the FCC information section located in
this manual.

IMPORTANT NOTICE: This product has been tested and
approved by independent safety testing laboratoriesin order
that you may be sure that when it is properly installed and
used in its normal and customary manner, all foreseeable
risks have been eliminated. DO NOT maodify this unit or
commission others to do so unless specifically authorized
by Yamaha. Product performance and/or safety standards
may be diminished. Claims filed under the expressed war-
ranty may be denied ifthe unitis/has been modified. Implied
warranties may also be affected.

SPECIFICATIONS SUBJECT TO CHANGE: The information
contained in this manual is believed to be correctatthe time
of printing. Yamaha reserves the right to change or modify
specifications at any time without notice or obligation to
update existing units.

NOTICE: Service charges incurred due to a lack of know-
ledge relating to how a function or effect works (when the
unit is operating as designed), are not covered by the
manufacturer's warranty. Please study this manual carefully
before requesting service.

STATIC ELECTRICITY CAUTION: Some Yamaha Digital
Musical Instrument products have modules that plug into the
unit to perform various functions. The contents of a plug-in
module can be altered/damaged by static electricity dis-
charges. Static electricity build-ups are more likely to occur
during cold winter months (or in areas with very dry cli-
mates) when the natural humidity is low. To avoid possible
damage to the plug-in module, touch any metal object ( a
metal desk lamp, a door knob, etc.) before handling the
module. If static electricity is a problem in your area, you
may want to have your carpet treated with a substance that
reduces static electricity build-up. See your local carpet
retailer for professional advice that relates to your specific
situation.

Model

Serial No.

Purchase Date

l This information on safety Is provided to comply with U.S.A. laws, but should be observed hy users In all countries.
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Aftertouch (pitch, amplitude, pitch bias, EG bias) 53

Algorithm 37

Algorithm,feedback 40

Appendix 122

Assgnmode, performancename24

Backup 108

Bar graph63

Basic concepts of the V50 15

Basic operation of the V50 16

Basics of FM tone generation 36

Breath controller (pitch, amplitude, pitch bias,
EG bias) 52

Card banks 95
Cardformat 95

Card operations 95
Carrier andmodulator 36
Cartridges 22

Channd information (MIDI on/off, basc receve

channdl, transmit channdl, loca on/off 99
Clear 67
Combinations of operators 36
Combine110
Compare functions 121
Compatibility with other devices 22
Condition (note on/off, dataentry assign) 101
Connecting other equipment viaMIDI 10
Connections10
Controller reset 110
Copy 66, 75, 92
Copy functions 120
Cresting arhythm song 74
Cresting rhythm patterns 60
Cresting rhythm songs 72

D]

Damp (EG forced damp, volumedamp) 116
Data compatibility with other devices 22
Data saved and loaded from card 96
Delete75,92,106

Demonstration playback 14

Detune 26

Directory 108

Disk 105

Disk demo 14

Diskfunctions105
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Edit functions 91

Editing arhythm song 75

Effect copy 120

Effect on/off 30

Effect output leve, stereo mix 31, 56

Effect parameters 32, 56

Effect sHett, effect baance 30, 54

Effects 21

Envelope generator (AR, DIR, D2L, D2R,
RR, shift) 45

Envelope generator copy 120

Erase 93

Exdusive message (bulk dump) 103

Exclusve message (device number) 103

¥

Factors determining the tone of a voice 37
Foot controller (volume, pitch, amplitude) 50
Format 108

Four play modes 15

Front and rear panels 6

Function keys to sdect operations 16

@.

How to use this manua 5

m

Initidized performance settings 125
Initidized voice settings 126
Inputting characters 17

Insert 75, 92

Ingt settings 68, 77

Internal demo 14

Internd structure of the V50 15
Introducing the V50 6

(3]
Jump 75

i

Keyboard scding (rate) 48
Keyboard scaling (leve) 48

Load 98,105
LFO sHect 28
LFO (wave, goeed, delay, key sync, PMD,



LFO (wave, speed, deay, key sync, PMD,
AMD) 41

[M]

Making sound 11

Master tuning, synthesizer volume 110
Memory card 95

Memory protect (interna, card) 109
Memory protect 109

Micro tuning on/off 28

Microtuning 114

Microtuning (full keyboard edit) 115
Microtuning (full keyboard initiaize) 115
Microtuning (octave edit) 114
Microtuning (octave initidize) 114
Microtuning select 29

Modulation whed (pitch, amplitude) 51
MDR 107

MIDI dataformat 128

MIDI functions99

MIDI Implementation Chart 145, 146, 147

N

Notes24

Note limit (low) 25
Note limit (high) 26
Note shift 27

[l

Operator on/off 38

Operators 36

Ogcillator (mode, coarse, fine, wave, detune,
shift, range) 44

Otherfunctions117

Output assgn 27

Output level 48

[®]

Parts and patterns 72
Patternjob functions 66
Performance compare 121
Performance data blank chart 148
Performanceeffect (chord) 113
Performanceeffect (delay) 111
Performanceeffect(pan) 112
Performance effect copy 120
Performanceeffect sdect 30
Performanceinitialize117
Performance play mode and maximum simultaneous
notes18

Performance play mode display 20
Performance play mode LEDs 20
Performancerecal 117
Performance store 119
Performance Edit 23, 24
Performances 19

Pitch envelope generator (PR1, PL1, PR2, PL2, PR3,

PL3)47
Playing asong 87
Playing rhythm patterns 58
Playing rhythm songs 71

Poly/mono mode sdect, pitch bend wheel range, foot

switch49
Portamento (mode, time) 50
Power on 11
Power-on display 22
Precautions 4
Prest load 118
Preset performances 12, 124
Preset voices 12, 124
Program change 101
Program change table edit 103
Program change table initidize 102
Punch-in recording 88

Quantize91

Quick edit (attack) 39
Quick edit (brilliance) 40
Quick edit (rdlease) 39
Quick edit (volume) 39
Quick edit 39

®]

Redtime recording 61

Resltime recording and step recording 60, 78
Redltime recording procedure 82
Recelve channd 25

Remove 93

Rename107

Reverb54

Rhythm assign 69, 77
Rhythmmachine57

Rhythm machine and sequencer 58
Rhythm machine preparations 81
Rhythm machine tone generator 57
Rhythm patterns 58

Rhythm patterns and rhythm songs 57
Rhythm songs 58
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Save97, 105

Search 75, 77

Sdect a song to record 82, 84
SHect redtime recording 82

Sdect step recording 84

Sdect the sequencer function 82, 84
Sensitivity (PMS, AMS, AME, EBS, KVS) 43
Sequencer 78

Sequencer and the synthesizer 79
Sequencer data 79

Set recording conditions 83, 84
Setting numerical values 17

Setting recording conditions 94
Setting transmit channels 90

Setup 67, 77

Setup functions 88, 110

Sngleamp 10

Single play mode and maximum simultaneous notes 18
Sngle play mode display 18

Sngle play mode LEDs 18

Single play or performance play mode 20
Song clear 77

Song copy 76

Song edit 76

Songjob functions 76, 90

Song name 76

Songs 78

Specid non-pattern functions 72
Specifications 127

Start and Stop recording 83, 85
Status 109

Step recording 62

Step recording procedure 84

Store functions 119

Storing setup data 94
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Switch (MIDI control change, MIDI aftertouch, MIDI
pitchbend) 100

Switching instruments on/off 20

Switchingmodes 16

Synthesizer preparations 80

Track mixdown 91
Tracks 78

Transpose 49
Troubleshooting 122
Twoamps 10

Using the rhythm machine 57
Using the sequencer 78
Utility functions 95

Veocity (fixed velocity, velocity curve) 115
Voice compare 121

Voice data blank chart 149

Voiceedit 118

Voice editing 38, 39

Voiceinitidize 117

Voicename 54

Voice number 25

Voicerecdl 117

Voice store 119

Voice gore when using voice edit 119
Voice Edit 36

Voices18

Voicesand performances 18

Volume 27

What is a sequencer? 78
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