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Important safety instructions
 ▪ Read these instructions.
 ▪ Keep these instructions.
 ▪ Heed all warnings.
 ▪ Follow all instructions.
 ▪ Do not use this apparatus near water.
 ▪ Clean only with dry cloth.
 ▪ Do not block any ventilation openings. Install 

in accordance with the manufacturer’s in-
structions.

 ▪ Do not install near any heat sources such as 
radiators, heat registers, stoves, or other ap-
paratus (including amplifiers) that produce 
heat.

 ▪ Do not defeat the safety purpose of the polar-
ized or grounding-type plug. A polarized plug 
has two blades with one wider than the other. 
A grounding type plug has two blades and a 
third grounding prong. The wide blade or the 
third prong are provided for your safety. If the 
provided plug does not fit into your outlet, 
consult an electrician for replacement of the 
obsolete outlet.

 ▪ Protect the power cord from being walked on 
or pinched particularly at plugs, convenience 
receptacles, and the point where they exit 
from the apparatus.

 ▪ Only use attachments/accessories specified 
by the manufacturer.

 ▪ Use only with the cart, stand, tripod, bracket, 
or table specified by the manufacturer, or 
sold with the apparatus. When a cart is used, 
use caution when moving the cart/apparatus 
combination to avoid injury from tip-over.

 ▪ Unplug this apparatus during lightning storms 
or when unused for long periods of time.

 ▪ Refer all servicing to qualified service per-
sonnel. Servicing is required when the appa-
ratus has been damaged in any way, such as 
power-supply cord or plug is damaged, liquid 
has been spilled or objects have fallen into the 
apparatus, the apparatus has been exposed to 
rain or moisture, does not operate normally, 
or has been dropped.

 ▪ WARNING – This apparatus shall be connect-
ed to a mains socket outlet with a protective 
earthing connection.

 ▪ Turning off the standby switch does not com-
pletely isolate this product from the power 
line, so remove the plug from the socket if 
not using it for extended periods of time, or 
before cleaning. Please ensure that the mains 
plug or appliance coupler remains readily ac-
cessible.

 ▪ Mains powered apparatus shall not be ex-
posed to dripping or splashing and that no 
objects filled with liquids, such as vases, shall 
be placed on the apparatus.

 ▪ Install this product near the wall socket and 
keep the power plug easily accessible.

 ▪ Do not install this equipment in a confined 
space such as a box for the conveyance or 
similar unit.

 ▪ No naked flame sources, such as lighted can-
dles, should be placed on the apparatus.
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WARNING – Do not ingest bat-
tery, chemical burn hazard. This 
product contains a coin/button 
cell battery.

If the coin/button cell battery is swallowed it 
can cause severe internal burns in just 2 hours 
and can lead to death.
Keep new and used batteries away from chil-
dren. If the battery compartment does not 
close securely, stop using the product and 
keep it away from children.
If you think the battery may have been swal-
lowed or placed inside any part of the body 
seek immediate medical attention.

 ▪ WARNING – Date/time Lithium button cell 
battery inside. Danger of explosion if the 
battery is incorrectly replaced. Replace only 
with the same or equivalent type. The internal 
date/time Lithium button cell battery is user 
replaceable.

 ▪ Do not expose batteries to excessive heat, 
such as direct sunshine, fire or the like.

 ▪ Dispose of used batteries according to the 
battery manufacturer’s instructions.

The lightning flash with arrowhead 
symbol within an equilateral triangle, 
is intended to alert the user to the 
presence of uninsulated “dangerous 
voltage” within the product’s enclo-
sure that may be of sufficient mag-
nitude to constitute a risk of electric 
shock to persons.

The exclamation point within an equi-
lateral triangle is intended to alert the 
user to the presence of important op-
erating and maintenance (servicing) 
instructions in the literature accom-
panying the product.
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Other notices
Automatic power-off
To avoid wasting power, Pa5X will by default 
automatically enter standby mode after two 
hours not using it (playing, pressing buttons or 
using the touch-screen). Please save your data 
(Keyboard Sets, Styles, Songs, and so on) before 
taking a prolonged pause.

Data handling
Data in memory may sometimes be lost due to 
incorrect user action. Be sure to save important 
data to the internal memory or to an external 
USB device. KORG will not be responsible for 
damages caused by data loss.

Display handling
Be very careful not to force the display when tilt-
ing it. Fully lower the display before carrying the 
instrument. Also, be very careful not to apply too 
much pressure on the display while carrying the 
instrument, or it might break.

Cleaning
If the exterior becomes dirty, wipe it with a clean, 
dry cloth. Do not use liquid cleaners such as ben-
zene or thinner, or cleaning compounds or flam-
mable polishes.
Use a soft cotton cloth to clean the display. Some 
materials, such as paper towels, could cause 
scratches and damage it. Computer wipes are 
also suggested, provided they are specifically 
designed for LCD screens.
Do not spray any liquid on the LCD screen direct-
ly. Always apply the solution to your cloth first, 
then clean the screen.

Wooden sides
The instrument’s sides are made of natural wood, 
whose characteristics vary from piece to piece. 
The more it is used, the more beautiful it will be-
come. If you notice any irregularities, these are 
to be considered unique intrinsic characteristics, 
which further enhance its natural origin.

Example screens
Some pages of the manuals show snapshots of 
the screen along with an explanation of functions 
and operations. All sound, style, song or param-
eter names, as well as shown values, are merely 
examples and may not always match the actual 
display you are working on.

Trademarks
Mac and iOS are registered trademarks of Apple, 
Inc. Android is a trademark of Google Inc. MS-DOS 
and Windows are registered trademarks of 
Microsoft Corporation. Waves MaxxAudio® is a 
trademark of Waves Audio Ltd. All other trade-
marks or registered trademarks are the property 
of their respective holders.

Open source notice
Portions of this product’s software are 
copyright ©2007 “The FreeType Project” 
(www.freetype.org). All rights reserved.

Copyright warning
• This professional device is intended only for 
use with works for which you yourself own the 
copyright, for which you have received per-
mission from the copyright holder to publicly 
perform, record, broadcast, sell, and dupli-
cate, or in connection with activities which 
constitute “fair use” under copyright law. 
If you are not the copyright holder, have not re-
ceived permission from the copyright holder, or 
have not engaged in fair use of the works, you 
may be violating copyright law, and may be liable 
for damages and penalties.
KORG TAKES NO RESPONSIBILITY FOR ANY 
INFRINGEMENT COMMITTED THROUGH USE 
OF KORG PRODUCTS.
• The content that is built into this product or 
included with it may not be extracted, recorded, 
or stored in a form similar to its original state, 
and distributed or made publicly available on the 
internet.
The content of this product (such as sound pro-
grams, style data, accompaniment patterns, 
MIDI data, PCM sample data, audio data, oper-
ating system etc.) is the copyrighted property 
of KORG Inc. or is copyrighted material used 
by KORG Inc. under license from a third party. 
You do not need permission from KORG Inc. to 
use the above content to produce or perform 
musical works, or to record and distribute such 
works.

Disclaimer
The information contained in this manual have 
been carefully revised and checked through. Due 
to our constant efforts to improve our products, 
the specifications might differ to those in the 
manual. KORG is not responsible for any differ-
ences found between the specifications and the 
contents of the instruction manual – all speci-
fications being subject to change without prior 
notice.
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Liability
KORG products are manufactured under strict 
specifications and voltages required by each 
country. These products are warranted by the 
KORG distributor only in each country. Any 
KORG product not sold with a warranty card or 
carrying a serial number disqualifies the product 
sold from the manufacturer’s/distributor’s war-
ranty and liability. This requirement is for your 
own protection and safety.

Service and user’s assistance
For service, please contact your nearest 
Authorized KORG Service Center. For more infor-
mation on KORG products, and to find software 
and accessories for your keyboard, please con-
tact your local Authorized KORG distributor. For 
up-to-date information, please point your web 
browser to our web site.

Keep your instrument up-to-date
Your instrument can be constantly updated as 
new versions of the operating system are re-
leased by KORG. You can download the operat-
ing system from our web site (www.korg.com/us/
support/download/). Please, read the instruc-
tions supplied with the operating system.

https://www.korg.com/us/support/download/
https://www.korg.com/us/support/download/
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Let’s start!
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Introduction

Welcome to Pa5X!
Many thanks, and congratulations on purchasing the KORG Pa5X Professional 
Arranger! We’re sure it’ll give you countless hours of enjoyment making great 
music on a stage or at home.

Pa5X is an elegant and powerful music production workstation. It is easy to use, 
with a clear user interface, based on the tiltable color touch screen, and the illumi-
nated buttons on the control panel showing color-coded functions. The naturally 
responsive 88-note piano-like hammer-action keyboard, and the 76- and 61-note 
semi-weighted keyboards, are designed for a completely authentic feel and full 
control of expression.

Robust and reliable, Pa5X is excellent as a live instrument, but it is also a powerful 
creative tool in studio, helping you in writing songs or soundtracks, while generat-
ing a produced sound that makes the perfect demo or ready-to-use media music.

The onboard sounds, based on our EDS-X (Enhanced Definition Synthesis-
eXpanded) sound engine, range from ultra-realistic acoustic instruments, to elec-
tric vintage keyboards, to synth classics, with the addition of fantasy sounds and 
special effects for media and cinema production. We also included instruments 
from various ages and cultures, leaving ample room for your own expansions.

Pa5X is easy to control, via the KORG’s DNC (Defined Nuance Control) system, 
allowing the performer to accurately and expressively introduce the most subtle 
nuances and sound articulation. Faders, switches, real and virtual matrices of real 
time controls, a joystick and a ribbon controller, allow for immediate access to all 
the parameters of the sound. A complete set of programmable sliders and buttons 
is associated to a dedicate strip display.

The sounds are processed by an elaborate chain of effects for each of the Players 
and for the Keyboard Sounds. Each Player even includes a finalizer module. The 
final mastering effects on the audio outputs, making the instrument’s sound 
‘blended’ and ‘produced’, are the result of KORG’s long term cooperation with 
Waves Audio, the world reference in studio mastering effects.

To listen with the best audio quality, even at the lowest volume for rehearsing at 
night, you can add the optional KORG PaAS Amplification System, which has been 
specifically designed to connect directly to Pa5X.
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The optional modern, stylish dedicated ST-SV1-BK stand makes the instrument 
a solid statement on stage, and a stylish piece of modern furniture in your living 
room.

Pa5X’s included KORG XDS Crossfade Dual Sequencer/Player can be used to 
freely preload and mix Styles and Songs. You can also create your own Styles, 
and record your own MIDI and MP3 Songs. Automatic harmonization, the chord 
sequencer, a sophisticated chord recognition engine, can create the rich arrange-
ment of a competent pop or jazz player.

With both Songs and Styles you can show lyrics and chords in the internal or an 
external display, and you can convert any MIDI Song track into a readable score. 
Markers allow for jumping back to a passage you wish to repeat, for example in a 
piece you are studying or rehearsing, or for repeating a section live.

You can record a MIDI Song using a full-featured sequencer. Even easier, just re-
cord what you sing and play (including MP3 Songs) as an MP3 file, and listen to it 
anywhere you like.

Song and Style can be saved into the onboard SongBook, together with all the as-
sociated sounds, effects, lyrics and chords. These database-like entries are easy 
to synchronize with external score readers on a tablet. You can therefore use a 
digital music book to control your Pa5X. And you can create your own set lists, 
each one dedicated to a style or a show.

Voice and guitar can be connected to the dedicated audio inputs, and processed 
with the excellent onboard effects. Our long experience in vocal harmonies and 
guitar effects is entirely included here. And the Vocal Remover will let you sing 
along with any MP3 Song.

There is more, much more, and we invite you to explore Pa5X in depth. Pa5X is 
the most evocative, powerful, easy-to-use complete Professional Arranger ever 
produced. Enjoy your musical life with the new Pa5X!
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Before starting to play…

What’s in the box
After you get your Pa5X, please check that all the listed items are included in the 
package. If any of them is missing, please contact your KORG dealer immediately.

 > Pa5X

 > Music stand

 > AC power cable 

 > Quick Guide

 > Pa5X-88 only: Safety felts for the ST-SV1-BK stand

What you can download
Point your web browser to our web site (www.korg.com/us/support/download/), 
to download the most up-to-date software, the full User Manual, an easier 
Performance Guide, the video tutorials, a MIDI driver.

What you can add
After having purchased Pa5X, you might want to add these other fine options:

 > The elegant KORG ST-SV1-BK keyboard stand, recommended for safety and 
comfort, perfectly matching your arranger design.

CAUTION: The Pa5X Professional Arranger is intended for use only with the KORG 
ST-SV1-BK stand. Use with another stand may result in instability and cause in-
jury.

 > The PaAS Amplification System, adding a three-way amplification system, a 
pair of integrated speakers and a bass-reflex box.

 > One of the sturdy pedals and footswitches from the KORG catalogue.

Contacts
Your KORG dealers not only deliver this instrument, but also carry hardware and 
software accessories, as well as useful information on how to use these products. 
Ask them for any help you should eventually need.

Our international web site is www.korg.com. A list of all KORG Distributors can 
be found in our dedicated web page (www.korg.com/us/corporate/distributors/).
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Making a safety copy of your data
In case you like to customize your musical resources, we suggest you do frequent 
backups of your data. Press the FILE button to go to the File page, select the 
Internal group, select the All folder, and choose the Save command from the 
page menu (on the top right corner). Then save the data as a KST folder in an 
external storage device.

Restoring a safety copy
To restore a backup of your User data, reload the KST folder where you saved 
them. If it is an external device, connect the backup storage device. Press the 
FILE button to go to the File page, select the Drives group and then the external 
storage device. Select the KST folder where you backed up your data, and choose 
the Load command from the page menu (on the top right corner). Then load the 
data into the internal memory. If you like, you can only reload some individual 
elements.

Restoring the original factory data
In case you want to restore the original factory data, use the Factory Restore 
command you can find in the File > Menu > Factory Restore page.

WARNING: This operation will overwrite all the User data!

Loading the Operating System
Your Pa5X can be constantly updated as new versions of the operating system 
are released. You can download the most up-to-date operating system from our 
web site (www.korg.com/us/support/download/). Please, read the instructions 
supplied with the operating system.

You can see which version of the operating system is installed in your Pa5X by 
going to the File pages, and choosing the System Info command from the page 
menu (   ).

HINT:BesureyourPa5Xalwaysincludesthelatestversionoftheoperatingsys-
tem.Thismaycontainnewfeaturesandbugfixes.

WARNING: Do not install an OS other than the official OS supplied by KORG for 
the Pa5X. Trying to install an OS created for different models or downloaded from 
unofficial web sites may cause data loss and permanent damage to the instru-
ment. KORG is not responsible for any damage caused by improper installation 
of the OS.
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The front panel
The front panel is where you can find the instrument’s controls.

KeyboardHeadphones

Slide guide for the music stand and PaAS amplification system
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Keyboard
Use the keyboard to play notes and chords. Depending on the status of the SPLIT 
indicator, the keyboard may be joint or split between different sounds.

Headphones connector
Connect a pair of headphones to this output. You can use headphones with an 
impedance of 16-200 Ohms (50 Ohms suggested).

Music stand
A music stand is included with your Pa5X (see page 1608 for instructions on how 
to assemble it).

PaAS amplification system
You can install the (optional) PaAS amplification system. When installed, control 
the output volume of the speakers via the MASTER VOLUME slider.

The speakers are automatically deactivated when connecting the headphones. 
You can also manually deactivate them by deselecting the Speakers checkbox in 
the Settings > Audio/Video > MP3/Speakers page.
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The control panel
The control panel is the part of the front panel where you can find the instrument’s 
controls.

Display
Sliders and 

buttons area

Style, Marker and Pad 
control area

Players area Sounds area

Navigation and 
data entry area The Matrix

Tempo area

Sliders and buttons
Use this section to control each element of your performance in real time. The 
mode button on the right select one of the available function groups. The small 
strip display always shows what the controllers are doing. (See The Control sec-
tion on page 121).
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Display
Use this touchscreen display to interact with the instrument. The display can be 
tilted for optimal visualization. There are controls around the display, to help you 
select the various elements.

Navigation and data entry area
Use these controls to go through the menus, pages and parameters, and change 
the value of the selected parameter.
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Sounds area
Sounds are what you can play on the keyboard. Here you can choose combina-
tions of Sounds saved as Keyboard Sets in a dedicated library. (See Playing the 
Sounds on page 81).

Styles, Pads and Markers area
Styles supply the automatic accompaniment with a virtual band. Markers allow 
jumping to saved points in the MIDI Song. You can play Sounds (selected via the 
Keyboard Sets) and Pads along with the Styles and Songs. (See Playing with the 
Styles on page 158 and The Markers on page 265).
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Players area
Styles and Songs can be played back by the two onboard Players. You can assign 
different elements to each Player, to have another Style or Song ready to play. 
You can mix the two Players with the X-FADER. (See Playing the Styles on page 
145 and Playing the Songs on page 219).

SongBook area
The SongBook is a database of ‘songs’, called SongBook Entries. Each of them is 
a snapshot of the current situation, including the selected Style, Song, Keyboard 
Set, Pads, Chord Sequences and Voice and Guitar effects. You can quickly access 
all the songs in the SongBook (Book), or selected lists of songs (Set Lists). (See 
The SongBook on page 279).

Tempo area
Use these buttons to control the Tempo of the Styles and the Songs (see page 
137). You can turn a metronome click on or off by pressing the CONTROL > 
SWITCH #9 button while in STYLE/SONG mode, and practice with the metro-
nome
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The Matrix
You can use this programmable matrix of big, easy accessible keys to trigger ele-
ments and functions. (See The Matrix on page 329).

USB connector
Use this socket to connect an USB memory device, like an USB pendrive, or other 
musical instruments to be used as controllers. You can also use it to attach a small 
USB lamp and illuminate the control panel or the music stand. Please note that 
two other ports are on the back of the instrument.
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The rear panel
The rear panel is where you can find the various connections.

Guide for the music stand and 
PaAS amplification system

Connectors Power connector

Audio inputs
Use these connectors to connect a microphone, a guitar or another musical in-
strument. The handy STEREO minijack can be used to directly connect the audio 
output of a media player, a smartphone or a tablet. (See starting from page 609).
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Audio outputs
Use the LEFT/RIGHT sockets to send the stereo audio signal to a mixer, a PA sys-
tem, a set of powered monitors, or your hi-fi system. Four separate audio outputs 
(1-4) are also available. (See Connecting the audio outputs on page 18 and 
Audio Outputs on page 587).

Pedal connectors
Use the DAMPER connector to connect a damper pedal, and the ASSIGNABLE 
connectors to connect two continuous and/or footswitch pedals. (See Foot con-
trollers on page 517).

MIDI ports
Use these ports to connect Pa5X to external controllers (master keyboard, MIDI 
guitar, wind controller, MIDI accordion, MIDI pedalboard…), to a series of expand-
ers, or to a computer with a MIDI interface. (See MIDI on page 535).
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Battery and microSD slot
This opening contains the clock battery and the microSD card slot.

USB ports
Use these sockets to connect your Pa5X to a personal computer or a tablet 
(DEVICE) or to connect up to two USB memory device, like an USB pendrive, 
or another musical instrument to be used as a controller (HOST1-R, HOST2-R). 
Another HOST socket (HOST-F) is available on the front panel. (See MIDI on page 
535 and File, Search and Drives on page 667).

Video out
Connect Pa5X to a TV or video monitor, to read lyrics and chords on a bigger 
display. (See Video connections on page 1603).
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Power connector
Use this socket to plug in the supplied IEC power cable.

Plug the other end of the cable to an AC power outlet. Be sure to use a compatible 
plug. Never force the plug into the socket!

WARNING: Connect the plug to an AC socket of matching voltage! Please read the 
safety information at the beginning of this manual.
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Connecting the pedals

Connecting the damper pedal
Use the PEDAL > DAMPER connector to connect a damper pedal, like the (op-
tional) KORG PS-1, PS-3 or DS-1H. The DS-1H pedal supports all the nuances of 
half-pedaling on some acoustic piano sounds. You can experiment how it works by 
gradually pressing it down, and gradually releasing it, while playing the Concert 
Grand Sound.

If you need to change the pedal’s polarity and calibrate it, go to the Settings > 
Controllers > Foot page.

Connecting a pedal and/or footswitch
Use the PEDAL > ASSIGNABLE connectors to connect one or two footswitch 
pedals like the (optional) KORG PS-1, PS-3 or DS-1H, and/or one or two continuous 
pedals like the (optional) KORG XVP-20 Volume pedal or the EXP-2 Expression 
pedal.

By default, these connectors will work as a Master Volume and a Keyboard 
Expression continuous pedals. If you want to change the assigned functions, or 
you need to change the pedal’s polarity and calibrate it, go to the Settings > 
Controllers > Foot page.

What if the pedals do not behave 
correctly?
If needed, you might want to recalibrate the pedals. Or you might need to reverse 
the pedal’s polarity. See how to do in Calibrating the pedals and setting their 
polarity on page 521.
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Connecting the audio 
outputs

Connecting the headphones
Connect a pair of headphones to the PHONES connector. You can use headphones 
with an impedance of 16-200 Ohms (50 Ohms suggested). When connecting the 
headphones, the PaAS speakers are automatically deactivated. 

Adjust the output level with the MASTER VOLUME slider.

Connecting the line audio outputs
Use the AUDIO OUTPUT connectors to send the audio output to a mixer, a set of 
powered monitors, or an audio amplification system. These are balanced/unbal-
anced (TRS) 6.35 mm, or 1/4”, jack connectors. (Please note that balanced con-
nectors and cables are also called stereo, while the unbalanced ones are called 
mono).

Where possible, use all balanced connections, to reduce the risk of noise (hum) 
occurring in the audio signal.

Pa5X’s AUDIO OUT 
(2 x 6.35 mm / 1/4” balanced jacks)

Mixer’s/Amplification’s LINE IN
(2 x 6.35 mm / 1/4” balanced jacks)

Pa5X’s AUDIO OUT 
(2 x 6.35 mm / 1/4” unbalanced jacks)

Mixer’s/Amplification’s LINE IN
(2 x 6.35 mm / 1/4” unbalanced jacks)
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When using a home audio amplifier, connect the other end of the cable to the CD, 
LINE IN or TAPE/AUX input of your audio system. Don’t use the PHONO inputs of 
your audio system!

Pa5X’s AUDIO OUT 
(2 x 6.35 mm / 1/4” unbalanced jacks)

Home amplification systems’s LINE/AUX IN
(2 x RCA connectors)

 > Use the LEFT and RIGHT connectors as the main stereo outputs. Connect 
either of them to output a mono signal. Adjust the output level with the MASTER 
VOLUME slider.

 > Use the 1-4 connectors as separate sub-outputs. These can be used as stereo 
sub-mixes, or as individual outputs, to process and mix individual sounds with 
an external mixer or amplification system. The sounds are sent to these outputs 
with the Insert FXs applied. Master FX and the MaxxAudio are deactivated. The 
MASTER VOLUME is not applied to these outputs. The X-FADER changes the bal-
ance between the Players on these outputs. Adjust their volume with the mixer’s 
or external speaker’s level controls.

If installed, the (optional) PaAS amplification system will work in parallel with the 
main audio outputs.
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Powering up

Turning the instrument on

Connecting the power cable
Plug the supplied power cable into the POWER socket on the back of the instru-
ment, and the cable plug into a wall power socket.

When the cable is connected, the instrument is in standby.

WARNING: When the instrument is in standby, it is still connected to the power 
line. Accessing the inside of the instrument can be dangerous. To completely dis-
connect the instrument from the power, unplug the power plug from the power 
socket on the wall.

Turning the power on or off

  ▪ Turn the instrument on

 > Press the POWER (   ) button to turn the instrument on (that is, ‘exit from 
standby’). After you turn the instrument on, wait for the welcome screen to disap-
pear, then the Main page will be shown in the display. 

  ▪ Turn the instrument off (standby)

 > Keep the POWER (   ) button pressed for about two seconds, then release it 
when the screen appears dimmed. The shutdown procedure will begin and last for 
a few seconds. Please do not disconnect the power cable during this procedure.
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Tilting the display
For optimal visibility under any seating position, the display’s tilt angle can be 
adjusted.

Lifting the display
1 Press the UNLOCK button to unlatch the display.

2 Keep the UNLOCK button pressed, and lift the display.

3 Open the safety bracket by detaching it from the top back of the display.
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4 While still keeping the UNLOCK button pressed, adjust the tilt angle, and fix 
the bracket to one of the stops in the bottom of the display housing.

CAUTION: Do not apply excessive pressure, or you risk to break it!

5 Release the UNLOCK button to fix the display to the current position.
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Closing the display
1 Keep the UNLOCK button pressed, and lift the display.

2 Lift the safety bracket, and put it back to the closed position.

3 Still keeping the UNLOCK button pressed, accompany the display down to 
its housing.

4 Release the UNLOCK button, and gently press the center of the top border of 
the display to lock it in the initial position.
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Adjusting the display brightness
The display brightness can be adjusted to match the ambient’s light.

 > Keep the SHIFT and MENU buttons pressed, and use the DIAL to adjust the 
display brightness.

You can also adjust the display (and the strip display) brightness in the Settings 
> General Controls > Interface page.
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Listening to the Demo Songs
You can listen to some songs we prepared, to let you understand what this instru-
ment can do.

  ▪ Access the Demo mode

 > Press the DEMO buttons together.

  ▪ Listen to all the Demo Songs

 > After accessing the Demo mode, do not press any button. All the Demo Songs 
will be played back.

  ▪ Choose a single Demo Song

 > Touch one of the options on the display, then choose one of the Demo Songs.

  ▪ Exit from the Demo mode

 > Press either of the DEMO buttons.
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02
The User 
Interface
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The Main page

Overview of the Main page
The Main page of the Home mode appears when turning the instrument on. You 
can return here by pressing the EXIT button while in any other page.

This page is where you can play with the accompaniment of Styles or Songs, use 
the Pads and the Matrix, sing with the vocal effects and play with your guitar 
through an amp simulator.

Title bar Status bar Page menu
Selected Styles or 
Songs

Selected 
Keyboard Set

Keyboard Sets
Pads

Tabs recalling other 
panes
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The Main page in detail

Title bar
The Title bar on the top left, showing the name of the section.

Status bar
The Status bar in the top center, showing the status of the master transpose, 
octave transpose, and the recognized chords.

Page menu
The Page menu on the top right, containing the commands with the operations 
for the current page.
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Players
The Players area, where you can access the Styles and the Songs. Player 1 (or-
ange) is on the left; Player 2 (blue) is on the right. You can mix between the two 
by moving the X-FADER.

Pads
The Pads area is for choosing Loop-type (   ) or One Shot-type (   ) Pads. You 
can play and stop them with the PAD buttons on the control panel, or in the dedi-
cated mode of the Matrix. If you close the padlock (   ), the Pads will not change.

Loop-type Pads One Shot-type Pads
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Keys
The Keys area, where you can see which set of sounds (Keyboard Set) is assigned 
to the keyboard. On the right you can see the split point, in case the keyboard is 
split in two parts.

Full Keyboard mode

Split mode, Bass&Lower mode on

Keyboard Sets
The four Keyboard Sets provided by the current Style or SongBook Entry. You 
can also select them with the four KEYBOARD SET buttons under the X-FADER. 
If you close the padlock (   ), the Keyboard Sets will not change.

Tabs
The tabs, corresponding to a pane with dedicated parameters appearing in the 
lower side of the display.
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The Home mode
The Home mode contains the Main page, but it also contains other ‘panes’ with 
important settings for your performance (the individual Sounds, the Control sec-
tion, the Mixer, the Mic & Guitar Effects, the Chords, the Matrix options…).

You can return at the Home page by pressing one or more times the EXIT button.

Touch the tabs, at the bottom of the display, to see the corresponding pane.
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You can access other settings useful for adjusting your playing and your sound 
(like the Mixer, the Effects, or the Chord Recognition options) by pressing the 
MENU button to make the Home edit menu appear. Touch one of the buttons to 
access the corresponding edit section.

To save the various elements (Keyboard Sets, Styles, Chord Sequences…) and 
set some of the play options, choose a command from the page menu (   ). The 
various commands will appear available (solid color) or unavailable (dimmed) de-
pending on the page you are in.
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The File mode
The File mode is where you manage the files in the internal and external storage 
devices. You can access it by pressing the FILE button. You can exit it by pressing 
the EXIT or the FILE button again.

Type Page menuSelected file

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or 
folders inside the drive or folder 

selected in the upper level)
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To perform operations on a device, folder or file, touch it, and then choose a com-
mand from the page menu (   ). In some cases you can select multiple files by 
keeping the SHIFT button pressed while touching them, and perform operations 
on multiple files.

You can access other File operations by pressing the MENU button to make the 
File edit menu appear. Touch one of the buttons to access the corresponding edit 
section.
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The Settings mode
The Settings mode is where you access the general settings and preferences, as 
well as elements that are common to all the modes. You can access it by press-
ing the SETTINGS button. You can exit it by pressing the EXIT or the SETTINGS 
button again.

Page name PagesParameters
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You can access the various general settings and preferences by pressing the 
MENU or SETTINGS button to make the Settings edit menu appear. Touch one 
of the buttons to access the corresponding edit section.

To save the parameters in a preset, in some pages, choose the corresponding 
command from the page menu (   ). In most pages of the Settings mode, how-
ever, global parameters are automatically saved as soon as they are edited.
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The Record/Edit 
modes

The Record/Edit modes are where you can record and edit Sounds, Samples, 
Styles, Songs and Pads.

You can access these modes by pressing the REC/EDIT button, and choosing one 
of the modes. While in one of the Record/Edit modes, you can press the MENU 
button to browse through the various sections and pages, as you would do in the 
Home mode.

You can exit the Record/Edit mode by pressing the EXIT or the REC/EDIT but-
ton again.

Some of the edit buttons might not be available, for example the Song Edit button 
when a Style is assigned to the current Player.
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Each of the Record/Edit modes is organized as the Home mode, with a Main 
page and edit pages you can access by pressing the MENU button. The following 
example shows the edit menu of the Sound Edit mode.

 Each of the modes is organized in edit pages.
Page name PagesParameters
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To save the element in edit and set some options, in some pages, choose the cor-
responding command from the page menu (   ).



Theuserinterfaceindetail |41

The user interface in 
detail

Physical controls

Buttons
Many buttons include LED indicator lights. The simpler ones have an on/off red 
light over them. Others have multi-color lights, whose color changes depending 
on the corresponding function status.

Button with an on/off red indicator

Button with multi-color status indicators

Buttons and color coding
STYLE ELEMENTS buttons get different colors depending on the type of Element.

Style Elements Color Code

Intro LightGreen

Variation DarkBlue

Fill Yellow-Green

Break Purple

Ending DarkPink
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MARKERS are shown in white when one of them is associated to a button. When 
one of them is selected, it takes the color of the current Player.

Markers Color Code

Available White

Nonavailable Off

Selected Orange(Player1)orBlue(Player2)

The MATRIX buttons change depending on the selected Player. If no functions are 
assigned, a button remains dark.

Matrix Color Code

Available White

Nonavailable Off

Selected Orange(Player1)orBlue(Player2)

In general, the selected button’s color shows the current Player it is assigned to.

Current Player Color Code

Player1 Orange

Player2 Blue
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Modes, pages, panes and tabs

Modes
The user interface is organized in pages. Pages are organized in modes. Each 
mode (Home, File, Settings, Record/Edit) is accessed by pressing the corre-
sponding button on the control panel (EXIT, FILE, SETTING, REC/EDIT).

Edit menus and sections
Each mode has an edit menu. The edit pages are grouped into sections. Sections 
are selected by touching the corresponding buttons in the edit menu that opens 
up when you press the MENU button.

Title bar Page menuEdit sections

The name of the current section is shown in the title bar.

The page menu (   ) is context sensitive, and may vary depending on the page 
you are when you open it.
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Pages, panes and tabs
Parameters are grouped into separate pages. You can select a page by touching 
the corresponding tab in the rightmost area of the display.

Some pages also contain panes, where only part of the page will change, leaving 
the top half unchanged. You can select a pane by touching the corresponding tab 
at the bottom of the display.
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Normal and expanded view

Expanded view
Some panes can be expanded, to show more parameters. You can expand a pane 
by touching the Expand (   ) button.

You can make the pane go back to the reduced size by touching the Collapse (   ) 
button.
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Windows, dialogs, messages

Overlapping windows
Some windows, like the Select ones, overlap the current page. If you press the 
EXIT button, or touch the Exit command in the upper-left corner or the window, 
the window closes, and the underlying page is shown again.

If the Display Hold parameter is off, the window will close automatically after 
selecting an item (see Display Hold on page 75).

The following example is the Keyboard Set Select window.
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Dialogs
Similar to the Select windows, dialogs overlap the underlaying page. Choose the 
options in the dialog (if any), then touch one of the buttons at its bottom to confirm 
your answer, and the dialog will close.

Messages
During an operation, you may see a message letting you know what it is happening 
and how long it will last. The message will close automatically at the end.
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Menus and commands

Page menus
Touch the page menu (   ) icon in the upper right corner of each page, and a 
menu with commands relevant to the current page will appear.

Touch one of the available commands to select it. (Or, touch anywhere else on the 
screen to make it disappear, with no command selected).

Pop-up menus
When a down-pointing arrow appears next to a parameter name, touch the arrow 
to open the pop-up menu containing a list of options. Choose an option by touch-
ing it. As an alternative, touch the parameter name and use the DIAL or UP/DOWN 
buttons to scroll the list of options.

If you want to make the menu disappear without selecting anything, touch any-
where else on the display.
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Lists

Lists and scrollbars
Keyboard Sets, Styles, Pads, Songs, SongBook Entries, as well as other types of 
data, can be shown as lists. Use the scrollbar to scroll the list content; you can 
touch in a direction, or touch and drag the scroll box. Also, you can use the DIAL 
or UP/DOWN buttons to scroll.

Selected label (sorting order)

Selected item ScrollbarList of items
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Parameters

On/Off buttons
These buttons turn the corresponding parameter or section on or off. Touch them 
to change their status.

  

Checkboxes
This kind of parameters are on/off switches. Touch them to change their status.

On Off

Selected, highlighted items
Any operation on parameters, data or list entries, is executed on highlighted 
items. First touch the parameter or item to select it, then execute the operation. 
Most parameters can be edited with the DIAL or UP/DOWN buttons.

     

Non-available, dimmed parameters
When a parameter or command is not currently available, it is shown dimmed on 
the display. This means it cannot be selected, but may become available when a 
different option is selected.
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Text and numbers

Editable names
When the Text Edit (   ) button appears next to a name, touch it to open the Text 
Edit window and edit the name.

The virtual keyboard works exactly as a tablet’s or a personal computer’s key-
board. Some of the symbols are context-sensitive, and only appear when they can 
actually be used.

Some of the keys include additional characters. Keep a key pressed in the virtual 
keyboard, until a pop-up menu appears, and choose one of the alternative char-
acters.

If you want to delete the full string, keep the Backspace (   ) button pressed.

To access other character sets, like Greek and Cyrillic, touch the Language (   )
icon.



52| TheUserInterface

Numeric fields
When a numeric value can be edited, touch it a second time to open the Numeric 
Keypad.

The virtual numeric keypad works exactly as the numeric keypad of a personal 
computer.

As an alternative, touch a numeric field and keep it held. Then move your fingers 
up (or right) to increase the value, or move it down (or left) to decrease it.

This also includes the Tempo numeric field in various pages.

Icons
Various icons help identifying the type of a file, a folder, a Song. For example:

Icon Meaning

Folder(generic)

Folder(Pa5X’sKST)

Stylefile

MIDfile
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Virtual controllers

Virtual sliders
To change a virtual slider’s position, touch it and keep it held, then slide 
up or down to change its position. As an alternative, touch it, then use 
the DIAL or UP/DOWN buttons to change its position.

Depending on the status of the CONTROL MODE indicator in the con-
trol panel, the position of the virtual sliders might match that of the 
SLIDERS.

When moving a slider, the value of the controlled parameter can immediately jump 
to the current slider/pedal value, or wait for it to reach the current parameter 
value, and catch it only at that point. This depends on the Catch/Jump settings 
you can do in the Settings > Menu > Controllers > Hand page.

Virtual knobs
To change a virtual knob’s position, touch it and keep it held, then slide 
your finger up (or right) to rotate it clockwise, or slide it down (or left) 
to rotate the knob counter-clockwise. As an alternative, touch it, then 
use the DIAL or UP/DOWN buttons to change its position.

Virtual drawbars
To change a virtual drawbar’s position, touch it and keep it held, then 
slide it up or down to change its position. As an alternative, touch it, then 
use the DIAL or UP/DOWN buttons to change its position.

If the status of the CONTROL MODE indicator in the control panel is 
DWB (DRAWBARS), the position of the virtual sliders matches that of 
the SLIDERS.
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Going through the 
pages

How to read a page address
The operative modes contain edit pages, that are grouped into edit sections. In 
some case a page contains separate panes with additional data.

Through this manual, page addresses are shown as in the following example:

Home > Menu > Mixer/FX > Master FX

Mode Edit 
section

MENU
button

Page
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Going through the pages in Home mode
This is an example of how to reach a given page in the Home mode.

1 First of all, go to the mode containing the page or pane you are looking for. To 
return to the Home mode from any other page, press the EXIT button. When the 
instrument turns on, it is already in this page.

2 Touch the tab in the lower area of the display to select a different pane. For 
example, while in the Home page, touch the Keys tab to choose the Keys pane.
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3 Press the MENU button on the control panel to see the edit menu of the 
Home mode.

4 Touch the Mixer/FX button in the edit menu to choose the Mixer/FX section.

The selected edit section is always shown in the title bar:



Goingthroughthepages |57

5 If the page is not yet shown in the display, touch the Master FX side tab to 
choose the Master FX page.

6 Edit the parameters.

7 Try a different page in the same edit section. Touch the EQ tab to go back to 
the EQ page, and edit the parameters.
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8 Press the EXIT button to return to the Main page of the Home mode.
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Going through the pages in Record/Edit 
mode
Navigating through the sections and page of the Record/Edit mode is the same 
as in the Home mode. There is an added layer, consisting in first selecting the 
Record/Edit mode.

1 From the Home page, press the REC/EDIT button to see the edit menu of the 
Record/Edit mode.

2 Touch one of the Record/Edit section buttons in the edit menu to choose the 
corresponding section.

3 While in one of the Record/Edit pages, you can press the MENU button to go 
though the edit pages of that mode.

4 While in one of the Record/Edit pages, pressing EXIT a first time returns to 
the Main page of the current Record/Edit mode.
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5 To exit from the Record/Edit mode and return to the Home mode, press the 
EXIT or the REC/EDIT button again.

Shortcuts
Some pages or commands can be recalled by keeping the SHIFT button pressed, 
and pressing other buttons or elements in the display. See Shortcuts on page 
1622 for a list of the available shortcuts.
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The Select window

Opening a Select window
When you press the STYLE, SONG, or one of the KEYBOARD SET LIBRARY but-
tons, the corresponding Select window appears.

The Select window can also be opened by touching the name of the correspond-
ing element (Style, Song, Keyboard Set, Voice or Guitar Preset…) in the display.

Touch to choose a Style or Song

Touch to choose a Keyboard Set
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For example, this is the Select window (in Tile View mode) when browsing for a 
Keyboard Set:

TypeGroups Selected Keyboard Set

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory 
(individual elements)

If you are lost while browsing though the data, you can return to the folder con-
taining the selected element by touching the Locate (   ) button.

You can always exit from this window by pressing the EXIT button, or by touching 
the Exit command in the top left corner of the display.

Select windows stay open until you press the EXIT button or touch the Exit com-
mand. If you prefer they automatically close after a few seconds, or after you 
select something, turn the Display Hold parameter off (see Display Hold on page 
75).
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The Select window in detail
Here are the separate sections of a Select window.

Tile View or List View
You can see the content of a Select window as Tiles or as a List. To choose the 
View mode, select or deselect the Show as List option in the page menu (   ).

 > In Tile View mode (the default one) you see the musical resources as big tiles, 
easier to select.

TypeGroups Selected element

PagesCurrent pathUpper level (drives or folders 
corresponding to Categories)

Current directory (elements in 
a drive or folder)
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 > In List View mode you see the musical resources as a list.
TypeGroups Selected element

Current pathList (drives, folders or files)

Title bar
The title bar, showing the type of element you are going to select on the left, and 
the selected element on the right. It also contain the Exit soft-button and the 
page menu icon (   ).

Type Meaning

KBDSET KeyboardSet

STYLE Style

SONG Song

PAD Pad

CHSEQ ChordSequence

MICPSET MicPreset

GTRPSET GuitarPreset

MIDIPSET MIDIPreset

QTPSET QuarterToneScalePreset

MAXPSET WavesMaxxAudio®Preset
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Group stripe

  ▪ The groups

The group stripe, where you can select from Factory elements (supplied by 
KORG), User elements (your own custom elements in the internal memory), and 
Drives (custom elements read directly from an external storage device, including 
removable ones).

Group Meaning

Factory Elementsincludedatthefactory,thatcan’tbemodifiedoroverwritten.

User Internalmemoryareawhereyoucansaveneworeditedelements,orwhere
youcancopyelementsfromanexternalstoragedevice.

Drives Elementsaccessedfromanexternalstoragedevice.Youcanorganizethem
freely,asiftheywereordinaryfiles.
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  ▪ Files from the Factory or User banks

If you are choosing from the Factory or User banks, you will find the elements 
organized in categories (shown as folders).

 > While in Tile View mode, choose a different category by touching one of the 
category folders in the left side of the Select window.

 > While in List View mode, touch the Root button to see the list of the catego-
ries, then touch a category folder to see its content.
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  ▪ Files from the Drives

If you are choosing from the Drives, choose one of the available storage devices 
(drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drives – Touch to see their content

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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The Tile View

  ▪ Upper level (containing drive or folder)

While in Tile View mode, you can see two directory levels at the same time. The 
upper level, in the left side of the display, contains a list of drives or folders. Touch 
one of them to see its content in the right side of the display.

Under it, you can see the page number selector. Scroll through the different pag-
es, if the drives or folders are too many to fit in a single page.

 > Touch the name of the drive to select it, and see its content in the right side 
of the display.
 > You can return to this list, after having gone deep into the folder hierarchy, by 

touching the Root button, or going up one step a time by touching the Up button.
 > You can return to the folder containing the latest selected file by touching the 

Locate (   ) button.
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  ▪ Lower level (current directory)

The lower level, showing the current directory, usually shows the individual ele-
ments contained in the folder you touched in the first level. You can immediately 
select an element by touching it.

Under the elements, you can see the page number selector. Scroll through the 
different pages, if the elements are too many to fit in a single page. You can touch 
a page number to select it.

If the pages are more than the ones that can be contained in the list, use the left/
right arrows to scroll them in the display. Or use the DIAL or UP/DOWN buttons 
to move through the pages.
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With Keyboard Sets, you can repeatedly press the same button in the KEYBOARD 
SET LIBRARY section to cycle through the pages.

The lower level shows the current directory, and may also contain folders. If so, 
touch one of the folders to see its content. The content of the lower level will be 
moved to the upper level.

You can go to the parent folder at the upper level by touching the Up button, or to 
the top level of the drive by touching the Root button.



TheSelectwindow |73

The List View

  ▪ Going though the directory levels

While in List View mode, you can see the current directory as a list of files and 
folders. You can open a folder by touching it.

You can go to the parent folder by touching the Up button, or to the top level by 
touching the Root button.

  ▪ Browsing through the files and folders

Use the vertical scrollbar in the display, or the DIAL or UP/DOWN controls to 
scroll the list of files or folders.

With Keyboard Sets, you can press the same button in the KEYBOARD SET 
LIBRARY section again to jump to the next page.

When the file or folder you are looking for appears in the display, touch it to open 
or select it.

  ▪ Sorting by label/column

On top of the list you can find some labels, each one corresponding to a column 
of data. You can choose one of the labels to sort the list according to that type 
of data.
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  ▪ Changing the order of the list

 > Reorder the items according to a different sorting criterion by touching the 
corresponding label on top of the list.

 > By touching the label again, the order of the items will switch between as-
cending and descending.

File path, Up, Root
The file path is where you can see the position of the selected item in the storage 
device or the internal memory.

You can go to the parent folder at the upper level by touching the Up button, or to 
the top level of the drive by touching the Root button.

Locate button
If you are lost while browsing though the data, you can return to the folder con-
taining the selected element by touching the Locate (   ) button.
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Display Hold
You may prefer to leave a Select window open after you have done your choice, 
maybe to continue trying other elements in that window. Or, you may prefer to let 
it automatically close after you have completed your choice. This depends on the 
Display Hold parameter.

Here is how to turn the Display Hold parameter on or off.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Turn the Display Hold parameter on or off:

 > Select the On checkbox to turn it on. All Select windows will remain open on 
the display, until you press the EXIT button.

 > Deselect the On checkbox to turn it off. All Select windows will automatically 
close after you have chosen an element.

3 Press the EXIT button to return to the previous page.
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The Player and the 
Tracks

Styles, Songs and the Players
You can play a Style or a Song with either Player 1 or Player 2. Therefore, if you 
want, you can assign a Style or Song to one of the Players, and have the other 
player be ready for the next musical selection. You can also mix Styles and Songs 
with the different Players.

You can choose which Player has the focus by moving the X-FADER, or by press-
ing the corresponding PLAY/STOP (   ) button when both Players are stopped.

 > When using the X-FADER, you immediately hear the Player that is in focus.

 > When using the PLAY/STOP (   ) button, you may or may not hear the Player 
that is in focus.
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Keyboard, Style, Song and Pad tracks
The Sounds are assigned to Keyboard, Style, Song, or Pad tracks. You can see 
eight of them at a time in the display.

Which track is shown can be seen in the track’s label at the bottom of the page.

By touching the TRACK SELECT button next to the tracks, you can switch to a 
different group of eight tracks. Which one are displayed depends on the current 
elements (Keyboard Sounds, Pads, Style, Song).
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Saving the musical 
resources

Pa5X allows you to edit most of its data. Changes can then be saved into the User 
area of the internal memory (never the Factory area, that is protected), or in the 
Settings area.

Saving the Settings
Most of the changes you make in the Settings mode (the one you access by press-
ing the SETTINGS button) are automatically saved. There is no need to save them 
after editing.

Some of the parameters (like MIDI channels, QT Scale or Waves MaxxAudio® 
programming), that can have multiple settings, are not automatically saved, and 
must be saved in their own presets.
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Saving changes to Keyboard Sets, 
Styles, MIDI Songs and Pads
When you do some changes to the sounds, the effects and the various parameters 
of a Keyboard Set, a Style, a MIDI Song or a Pad, you can save them by choosing 
the corresponding Save command from the page menu (   ), while in one of the 
Home pages.
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Saving changes to Mic, Guitar and MIDI 
Presets
When you do some changes to a Mic, Guitar or MIDI Preset, you can save them by 
choosing the corresponding Save command from the page menu (   ), while in 
one of their edit pages.

Saving other types of data
You can edit and save Styles, MIDI Songs, MP3 Songs, Chord Sequences, Sounds, 
Samples, Audio Loops, Effects for the Sounds. You can save them by choosing the 
corresponding Save command from the page menu (   ), while in one of their 
edit pages.
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04
Playing the 

Sounds
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The Keyboard Sets
Keyboard Sets and the Sounds
Keyboard Sets are what you play on the keyboard. They can be individual 
sounds, or rich ensembles of timbres split or layered across the keyboard.

Individual timbres are called the Sounds. Pa5X contains timbres from any in-
strumental family (pianos, strings, synthesizers…). A set of Sounds playing to-
gether on the keyboard can be saved as a Keyboard Set.

To automatically recall sounds with all their settings (effects, transposition, and 
so on) you select a Keyboard Set.

Keyboard Set
Upper 1 Sound
Upper 2 Sound
Upper 3 SoundLower Sound

Upper

UpperLower

Keyboard Sets are individually contained in the Keyboard Set Library 
(KEYBOARD SET LIBRARY buttons). For your convenience, a group of four per-
fectly matched Keyboard Sets is automatically assigned to the four KEYBOARD 
SET buttons under the X-FADER, each time you select a Style or SongBook 
Entry.

Keyboard Set

Style SongBook Entry Keyboard Set Library

4x 4x  ∞

When choosing a Style or SongBook Entry, the Keyboard Set may be automati-
cally recalled depending on the status of the Style to Keyboard Set function 
(see page 155). If you want this to happen, turn this function on. By default, 
you can turn it on or off by using BUTTON #7 when the CONTROL section is in 
USER mode.
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Choosing your preferred Keyboard Set

Choosing the ‘My Setting’ Keyboard Set
 > Press the MY SETTING button to choose your preferred sounds.

The My Setting Keyboard Set
My Setting is a special Keyboard Set, where you can save your preferred set-
tings for things like sounds and effects to be played on the keyboard, and 
programming for control sliders, buttons, and the assignable switches. This 
Keyboard Set is automatically chosen when the instrument is turned on, and 
will automatically configure the instrument for you.

You can save here your preferred Keyboard Set. Keep the MY SETTING button 
pressed for about one second, until the Save dialog appears, then touch the 
Save button to confirm saving to memory.
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Choosing a Keyboard Set from the 
library
Keyboard Sets are contained in a dedicated library, that you can access from the 
control panel or from the display.

  ▪ Open the Select window from the control panel

1 Use the CATEGORY/FAVORITE button to choose the type of Keyboard Set 
you want to select.

Type Meaning

Category ThefulldatabaseofKeyboardSetscontainedintheLibrary.Youcan
browsebetweenthecategories.

Favorite AselectionofyourpreferredKeyboardSets,thatcanbeaccessedby
pressingasinglebutton.

2 Press one of the buttons of the KEYBOARD SET LIBRARY section. The se-
lected button’s light indicator will turn green.

You will notice that each of them has an instrument family name (Piano, E.Piano…) 
printed over it. Under the buttons, you will see the number corresponding to the 
Favorite Keyboard Set (1-11).
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  ▪ Open the Select window from the display

1 Go to the Home > Main page.

When turning the instrument on, you are already in the Main page. If you are not 
in the Main page, press the EXIT button in the control panel.

2 Touch the name of the selected Keyboard Set.
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As soon as you press the button or touch the display, the Keyboard Set Select 
window appears.

TypeGroups Selected Keyboard Set

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory 
(Keyboard Sets)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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  ▪ Choose a Keyboard Set

1 To choose one of the available groups from which to choose a Keyboard Set, 
touch the buttons in the second line at the top of the window.

Group Meaning

Factory KeyboardSetsincludedatthefactory,thatcan’tbemodifiedoroverwrit-
ten.

Local SomemodelscouldincludeLocal-typeKeyboardSets,thataredatacus-
tomizedforaparticularcountryoraddedbyanAdd-On.

User InternalmemoryareawhereyoucansaveneworeditedKeyboardSets,or
whereyoucancopyKeyboardSetsfromanexternalstoragedevice.

Drives KeyboardSetsaccessedfromanexternalstoragedevice.Youcanorganize
themfreely,asiftheywereordinaryfiles.

2 If you are choosing from the Drives, choose one of the available storage de-
vices (drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Type

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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3 In Tile View mode, if you are choosing from the Factory, Local or User banks, 
you will find the Keyboard Sets organized in categories (shown as folders). If you 
want to choose a different category, touch one of the category folders in the left 
side of the Keyboard Set  Select window.

4 The Keyboard Sets contained in the selected folder appear in the right side 
of the window.
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5 If the selected category folder contains more elements than the ones that can 
be seen in a page, choose the other pages. You can repeatedly press the same 
button in the KEYBOARD SET LIBRARY section to cycle through the pages.

In List View mode, pressing the same button again will jump to the next page.

6 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

7 Touch the name of the Keyboard Set you want to choose. 

8 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdoptionis
turnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Keyboard Set in the dedicated 
area of the Main page. The sounds assigned to the keyboard will change.
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Digital Drawbars
You will notice that some Keyboard Sets in the Organ group of the library con-
tain the ‘DWB’ abbreviation in their name. These Keyboard Sets contain Digital 
Drawbars Sounds, that are simulations of electro-mechanical organs of the past.

When you choose one of them, choose the DRAWBARS mode in the CONTROL 
section. Then use the sliders to control the drawbars and the corresponding 
footage of the organ sound; and use the buttons to control the classic drawbar 
organ features, like the amp rotation speed and the overdrive.

Factory, Local, User, Drives
Across the pages, you will find words like Factory, User, Drives. These terms re-
fer to the type of protection from saving, or how much you can customize them.

 > Factory (and Local) are elements that you can’t overwrite or modify. They 
are meant to warrant that musical resources (like SongBook Entries) will always 
find linked musical resources (like Styles).

 > User are elements that you can save, modify or overwrite. User Keyboard 
Set and Pad categories can be renamed to create your own categories.

 > Drives indicate groups of User elements that you can directly access as 
ordinary files from a storage device (including external ones).
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Choosing a Keyboard Set from a Style 
or a SongBook Entry
There are four matched Keyboard Sets in each Style or SongBook Entry, fine-
tuned for the containing Style or SongBook Entry. You can choose them from the 
control panel or from the display. 

Choosing a Keyboard Set from the control panel
 > Press one of the buttons in the KEYBOARD SET section under the X-FADER.

Choosing a Keyboard Set from the display
 > While in the Main page, touch one of the Keyboard Set names to select it. The 

Sounds assigned to the keyboard will change.
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Letting the Style choose Keyboard Set #1
When choosing a Style or SongBook Entry, the Keyboard Set may be automatically 
recalled depending on the status of the Style to Keyboard Set function.

  ▪ Access the Style to Keyboard Set function from the control panel

1 Press the USER button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

  ▪ Access the Style to Keyboard Set function from the display

 > Go to the Home > Control > User pane.
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  ▪ Turn the Style to Keyboard Set function on of off

 > Repeatedly press (or touch) the Style to Keyboard Set switch to set the func-
tion.

Style to Keyboard 
Set indicator

Meaning

Off Stylesdon’tselectaKeyboardSet.

On WhenchoosingaStyle,KeyboardSet#1isautomaticallyselected.

Blinking ChoosingaVariationautomaticallyrecallsthecorrespondingKeyboard
Set(1–4)insidetheStyle.Forexample,chooseVariation2,andKeyboard
Set2willbeautomaticallyrecalled;chooseVariation3,andKeyboardSet
3willbeautomaticallyrecalled.
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Playing and controlling the sound

Playing the keyboard
The instrument’s keyboard is like a piano keyboard. Just play it!

With some Sounds, you can press the keys while they are already down, and the 
sound might vary (for example, you might hear more vibrato).

Using the pedals
Pedals do different things depending on how they are programmed. The Damper 
pedal is precisely that – a damper pedal, sustaining notes until you release the 
pedal. An Assignable pedal (or footswitch) may change depending on how it is 
programmed in the Settings > Menu > Controllers > Foot page.

Using the control sliders and buttons
Depending on the selected mode, the CONTROL sliders and buttons can control 
different things, like volume levels of the different sounds, the organ drawbars 
or some assignable functions. How they work is shown by the strip display under 
the sliders.

Using the assignable switches
Depending on the chosen Keyboard Set and the assigned functions, these control-
lers can do different things. With the DNC Sounds, the switches can either ‘book’ a 
function, that will be triggered while playing, or enable (or disable) it by pressing 
the button to ‘toggle’ it. In other cases, these switches can ‘toggle’ or ‘trigger’ the 
assigned function.

Indicator status Meaning

Off NoDNCfunctionassigned.

Purplesteady BookingDNCfunctionavailable.

Purpleblinking BookingDNCfunctionwaitingtobeexecuted.Then,itwillreturnsteady.

Lightgreensteady ToggleDNCfunctionavailable.

Lightgreenblinking Toggleactivated.Pressitagaintodisableit.
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Using the Matrix
The Matrix of programmable buttons can be used to trigger Pads and mute Tracks. 
Press one of the four preset buttons under the Matrix to choose a set of functions. 
Touch one or more of the Matrix buttons to select the corresponding function. If 
they are on/off switches, touch them again to turn them off.

The color of the switches may change, depending on the assigned function and 
the selected Player. Switches with no function assigned are off.

Indicator status Meaning

Off Nofunctionassigned.

Orange/Bluesteady Functionactivated.

Orange/Blueblinking One-shotfunctionplaying.

Using the joystick
Moving the joystick left of right usually changes the Sound’s pitch. Moving it 
forward usually add modulation, but this depends on the selected sounds. With 
the electro-mechanical organs, pushing the joystick forward changes the rotary 
speaker’s speed. What it does when pulled back depends on the selected Sounds. 
Just experiment!

Using the ribbon controller
Sweeping left of right on the ribbon controller usually changes the brilliance of 
the sounds and/or the pitch, but how it works depends on the selected sounds.
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Customizing the 
Keyboard Sets

Playing different Sounds with the left 
and right hand

Splitting the keyboard

  ▪ Split the keyboard into a Lower (left hand) and Upper (right hand) part

 > Press the SPLIT button on the control panel to light up its indicator. The key-
board will be divided into a Lower (left hand) and Upper (right hand) part.

UpperLower

The split status icon is shown in the Main page, next to the name of the Keyboard 
Set. Which of the Upper and Lower Sound is playing is also shown (green parts are 
playing, dimmed ones are muted).
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You can see the Sounds assigned to each part in the Home > Keys page.

  ▪ Remove the split and play the Upper Sounds over the full keyboard range

 > Press the SPLIT button again to turn its indicator off. The Upper Sounds will 
play on the full keyboard range, as in an acoustic piano.

Upper

The full keyboard status icon is shown, next to the name of the Keyboard Set. 
Which of the Upper and Lower Sound is playing is also shown .

Split, Keyboard modes, Sounds
When changing the SPLIT status, the number of Sounds you hear may change.

SPLIT  
indicator

Keyboard 
mode

Left hand (Lower) Sound Right hand (Upper) Sounds

Off Full NoLowerSound UptothreeUpperSoundsassigned
tothefullextensionofthekeyboard

On Split AsingleLowerSoundassigned
tothelefthand

UptothreeUpperSoundsassigned
totherightsideofthekeyboard.
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Changing the local split point
You can choose a different point where the keyboard divides into an Upper and a 
Lower part. This is called the split point.

  ▪ Change the local split point from the control panel

1 While in the Home > Main or Keys page, touch the Split icon to open the Split 
dialog.

SPLIT button status Global switch

2 Touch the keyboard diagram in the display. When the Press a key message 
appears, play the lowest note of the Upper (right) part on the keyboard.

As an alternative, touch the Set Point parameter to select it, and use the DIAL or 
UP/DOWN controls to select the new split point.

When you change the split point, the Global switch is automatically deselected. 
The split point is now local (see ‘Global’ and ‘local’ split point on page 101).
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  ▪ Save the local split point

The local split point can be saved into a Keyboard Set. Each Keyboard Set associ-
ated to a Style or SongBook Entry can have a different split point.

 > Save the changes to a User Keyboard Set.

Changing the global split point
The global split point is both the general setting you use when there is no local 
split point, and a ‘template’ from which to start setting the various local split 
points saved into the Keyboard Sets. You can edit it and use it as the main split 
point of the instrument. Some Keyboard Sets might override the global split point 
with their own local split point.

  ▪ Change the global split point

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press one of the PLAYER 
> STYLE buttons to open the Style page.

2 Touch the keyboard diagram in the display. When the Press a key message 
appears, play the lowest note of the Upper (right) part on the keyboard.

Press the EXIT button, if you want to exit without changing the split point.

3 As an alternative, touch the Split parameter’s value to select it, and use the 
DIAL or UP/DOWN controls to select the new split point.

4 Press the EXIT button to return to the previous page. 
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‘Global’ and ‘local’ split point
You can choose a ‘global’ split point that is not changed when choosing a differ-
ent Keyboard Set. Or you can choose a ‘local’ split point that is better suited to 
the individual Keyboard Set, and can change when selecting it. The current ‘lo-
cal’ split point can be saved into a User Keyboard Set.

To change the type of split point, select or deselect the Global 
switch in the Split dialog.

Global Split Split type Meaning

On(Selected) Global Leavethisboxcheckedtousetheglobalsplitpoint.Thisis
thegeneralsettingfromwhichyoucanstartprogramming
thelocalsettings.

Off(Deselected) Local Thisbox isautomaticallydeselectedwhenyoustartpro-
grammingalocalsplitpointintheSplitdialog.Thelocalsplit
pointcanbesavedintoaUserKeyboardSet.Useitwhenyou
needaparticularsplitpointforaparticularKeyboardSet.
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Playing two or three Sounds at the 
same time
You can play up to three layered Sounds on the keyboard. This is useful to add, for 
example, a layer of strings or synth pads to a grand piano sound. The Sounds will 
be assigned to the Upper part of the keyboard. When the SPLIT button indicator is 
turned off (Full Keyboard mode), the Upper parts will play on the full range of the 
keyboard, as it happens on an acoustic piano. Otherwise (Split Keyboard mode), 
you will play the Upper Sounds with the right hand.

Upper

UpperLower

  ▪ Turn a Sound on or off from the control panel

 > Use the LOWER, UPPER3, UPPER 2 and UPPER1 buttons in the KEYBOARD 
section to turn the corresponding Sounds on or off.
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  ▪ Turn the selected Sound on or off from the display

1 Go to the Home > Keys page. Sounds with icons in solid colors are in play, 
while dimmed ones are in mute.

Sound in Mute Sound in Play

2 If the Sound you want to mute is in play, touch the icon of the Sound to set 
it to mute.

3 If the Sound you want to hear is in mute, touch the icon of the Sound to set 
it to play.

  ▪ Save the Sound status

 > Save the changes to a User Keyboard Set.
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Choosing different Sounds
You can assign different Sounds to the keyboard. The new combination of Sounds 
can then be saved into a User Keyboard Set.

You can follow the same procedure when choosing Sounds for the other combina-
tions of Sounds (Style and MIDI Song tracks, that can be saved into the current 
User Style or a MIDI Song).

  ▪ Open the Select window from the control panel

1 Press the KBD/PAD mode button in the CONTROL section.

2 If you want, press the VIEW button to turn its lower indicator on, and see the 
functions assigned to the CONTROL buttons. As you see, the buttons are pro-
grammed as Sound Select buttons for the corresponding parts.

3 Press the CONTROL button corresponding to the Sound you want to change.
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  ▪ Open the Select window from the display

 > While in the Home > Keys page, touch the name of the Sound you want to 
change.

 > While in the Home > Control page, touch the Select button corresponding to 
the Sound you want to change.
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  ▪ Choose a Sound

1 Browse through the Sounds in the Sound Select window.

TypeGroups Selected Sound

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory 
(Sounds)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 To choose one of the available types of Sound, touch the buttons at the top 
of the window.

Type of Sound Meaning

Factory StandardPa5XSounds,thatcan’tbemodifiedoroverwritten.Thesearethe
richest,mostmodernSoundsofthewholecollection.

Legacy LegacySounds,allowing forgreatercompatibilitywitholderPa-Series
instruments.

GM/XG SoundsallowingforfullcompatibilitywithMIDISongsbasedonGeneral
MIDIandXGSoundsandDrumKits.

Local SomemodelscouldincludeLocal-typeSounds,thataredatacustomized
foraparticularcountryoraddedbyanAdd-On.

User InternalmemoryareawhereyoucanloadnewSoundsandDrumKitsfrom
anexternaldevice,orsaveneworeditedSoundsandDrumKits.
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3 In Tile View mode, if you want to choose a different category, touch one of the 
category folders in the left side of the Sound Select window.

4 The Sounds contained in the selected folder appear in the right side of the 
window.

5 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

6 Touch the name of the Sound you want to choose. 

7 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.
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HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdoptionis
turnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Sound in the dedicated area of 
the Keys page.

  ▪ Save the assigned Sounds

 > Save the changes to a User Keyboard Set.

Using the Sound’s own effects
When choosing a Sound, you can also enable the Use IFX and/or Use MFX op-
tions in the Sound Select window’s page menu, to let the selected Sound select 
its own insert and/or master effects.

The status of these parameters is global, and will be preserved even when turn-
ing the instrument off.
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Transposing the Upper Sounds to a 
different octave
All Upper Sounds can be transposed to an upper or lower octave using the UPPER 
OCTAVE - and + buttons. The current octave transposition is shown in the status 
bar.

Upper Octave Transpose

  ▪ Transpose the Upper Sounds one octave up

 > Press the UPPER OCTAVE + button on the control panel.

  ▪ Transpose the Upper Sounds one octave down

 > Press the UPPER OCTAVE - button on the control panel.

  ▪ Reset the octave transposition

 > Press both UPPER OCTAVE buttons together.

  ▪ Save the Sound transposition

 > Save the changes to a User Keyboard Set.
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Using the Ensemble to add harmony
There are several types of Ensemble, but with most of them what you play with 
your right hand will be harmonized with the chords you play with your left hand.

Turning the Ensemble on or off

  ▪ Turn the Ensemble function on

1 Be sure the SPLIT indicator is turned on.

2 Press the ENSEMBLE button to light up its indicator.

Play chords with your left hand, and a melody with your right hand. You will hear 
the chord notes added to the melody.

  ▪ Turn the Ensemble function off

 > Press the ENSEMBLE button again to turn its indicator off.
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Choosing an Ensemble type

  ▪ Select a different harmonization style

1 Go to the Home > Menu > Keyboard/Ensemble > Ensemble page.

As an alternative, keep the SHIFT button pressed, and press the ENSEMBLE but-
ton to open the Ensemble page.
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2 Use the Type parameter to choose an Ensemble type for each of the Upper 
Sounds.

Ensemble type Meaning

Duet Addsasinglenotetothemelody.

Close Addsaclosed-positionchordtothemelody.

Open1 Addsanopen-positionchordtothemelody.

Open2 Astheabove,butwithadifferentchordshape.

Block Blockharmonization–verytypicalofjazzmusic.

PowerEnsemble Addsafifthandanoctavetothemelody,asheardinhardrock.

ThirdUP Thisoptionaddsathirdoverthemelodynote(dependingontherecognized
chord).

FourthsLO Typicalofjazz,thisoptionaddstwoperfectfourthsunderthemelody.

FourthsUP Astheabove,butwithnotesaddedoverthemelody.

Fifths Thisaddstwofifthsbelowtheoriginalnote.

Octave Addsanoctavetothemelody.

Dual Thisoptionaddstothemelodylineasecondnote,atafixedintervalsetwith
the“Note”parameter.Whenselectingthisoption,atranspositionvalueap-
pears(-24...+24semitonestotheoriginalnote).

Brass TypicalBrasssectionharmonization.

Reed TypicalReedsectionharmonization.

Trill Whentwonotesareplayedonthekeyboard,thisoptiontrillsthem.Ifthree
ormorenotesareplayed,onlythelasttwoaretrilled.Youcansetthetrill
speedbyusingtheTempoparameter(seebelow).

Repeat TheplayednoteisrepeatedinsyncwiththeTempoparameter(seebelow).
Whenplayingachord,onlythelastnoteisrepeated.

Echo AstheRepeatoption,butwiththerepeatednotesfadingawayafterthe
timesetwiththeFeedbackparameter(seebelow).

3 Use the Wet/Dry parameter to enable/disable the original note.

Wet/Dy Meaning

Wet/Dry Boththeoriginalnoteandtheharmonizationnoteswillplay.

WetOnly Onlytheharmonizationnoteswillplay.
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4 Use the Auto Split parameter to assign a different musical role to each of the 
Upper Sounds.

Auto Split How it works

TopNote IfmorethanasingleUpperSoundisinplay,thelastuppermostnoteisas-
signedtoUpper1,whiletheotherUpperSounds,ifavailable,playtheother
chordnotes.

TopRetrigger Iftheuppermostnoteisreleased,whileothernotesarestillplaying,theup-
permostnoteisretriggeredandassignedtoUpper1.

Top&Bottom
Note

IfalltheUpperSoundsareinplay,thelastuppermostnoteisassignedto
Upper1,thelastlowermostnoteisassignedtoUpper3,whileUpper2plays
theotherchordnotes.

Top&Bottom
Retrigger

Iftheuppermostnoteisreleased,whileothernotesarestillplaying,theup-
permostnoteisretriggeredandassignedtoUpper1.Whenthelowermost
noteisreleased,whileothernotesarestillplaying,thelowermostnoteis
retriggeredandassignedtoUpper3.

5 When they appear, adjust the additional parameters.

Additional  
parameters

How it works Value

NoteVelocity Velocity(dynamics)differencebetweenthemelodyplayed
withyourright-handandtheaddedharmonizationnotes.

-10…0

NoteTranspose Transpositionoftheharmonizationnotes.±12semitones=
±1octave.

-24…0…+24

Tempo NotedurationfortheTrill,RepeatorEchoEnsembleoptions.
ThisisinsyncwiththeTempovalue.

1/23…4/4

Feedback Repetitionsoftheoriginalnote/chordwhentheEchooption
isselected.

1…8

  ▪ Exit the Ensemble settings page

 > Press the EXIT button to return to the previous page.

  ▪ Save the Ensemble settings

 > Save the changes to a User Keyboard Set.
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The Favorite Keyboard 
Sets

Choosing a Favorite Keyboard Set
Favorite Keyboard Sets are a selection of your preferred Keyboard Sets, that can 
be accessed by pressing a single button in the KEYBOARD SET LIBRARY section.

1 To select the Favorite Keyboard Sets, first light up the FAVORITE indicator 
by pressing the CATEGORY/FAVORITE button. The corresponding row of buttons 
will become available.

2 Press one of the KEYBOARD SET LIBRARY buttons (lower row, buttons 1-11) 
to select the corresponding Favorite Keyboard Set.

3 Press the CATEGORY/FAVORITE button again to return to the regular 
Keyboard Sets (upper row, buttons PIANO … WORLD).
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Creating a list of Favorite Keyboard 
Sets
You can create your own list of Favorite Keyboard Sets.

1 Go to the Settings > Menu > Controllers > Keyboard Set Favorite page.

As an alternative, keep one of the FAVORITE buttons pressed for about one sec-
ond to open this page.

Each of the items in this page corresponds to one of the FAVORITE buttons in the 
KEYBOARD SET LIBRARY section on the control panel.
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2 Touch the Browse (…) button next to the Favorite you want to replace. The 
Keyboard Set Select window will appear.

3 Browse through the drives and folders, and choose the desired Keyboard Set.

4 If you want to remove an assigned Keyboard Set from one of the buttons, 
touch the Delete (   ) button.



 |117

05
Volume and 

Control



118| VolumeandControl

Adjusting the volume

The Master Volume
The general volume control, adjusting the output volume for the 
headphones, the main outputs and the integrated speakers (if in-
stalled) is the MASTER VOLUME slider.

CAUTION: Set the volume to a comfortable level. A level too high 
can damage your hearing!

 > Move the slider up to increase the output level.

 > Move the slider down do decrease the output level.
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The X-Fader
The X-FADER (short for ‘crossfader’) allows for mixing the two Players.

  ▪ Assign a Style or Song to each of the Players

 > Either use the STYLE or SONG button in the PLAYER 1 or PLAYER 2 sections, 
or touch the name of the Style or Song in the display.

For more details, please see the relevant chapters in the manual.

  ▪ Synchronize the two Players, and start both of them

 > If you want to synchronize both Player’s Tempo to the Tempo of the current 
Player, turn the TEMPO > LOCK on. You can start one Player after the other one, 
and they will play at the same Tempo.

 > If you want both Players to start at the same time, keep the SHIFT button 
pressed, and press any of the two PLAY/STOP (   ) buttons.

  ▪ Mix the two Players

 > During playback, move the X-FADER slider to mix the two Players.

 > Move the X-FADER slider fully to the left to only listen to Player 1, fully to the 
right to only listen to Player 2. Move it to the center to balance the two Players.

The indicator over the corresponding Player section will turn on.

  ▪ Separately control each Player

 > During playback, control each Player by using the dedicated PLAYER controls 
on the control panel.
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  ▪ Stop the Players

 > Press the PLAY/STOP (   ) button to stop the corresponding Player. If you 
are playing a Song, it will pause at the current position.

 > Press the STOP/GO TO START (   ) button to stop the corresponding Player. 
If you are playing a Song, it will be rewound to the beginning.

 > Keep the SHIFT button pressed, and press any of the two PLAY/STOP 
(   ) buttons to stop both Players at the same time.

  ▪ Fade between songs

Instead of starting both Players together, you can start them one after the other, 
and fade between them.

1 Assign a first Syle or Song to Player 1, and a second Style or Song to Player 2.

2 Move the X-FADER slider fully to the left, to only listen to Player 1.

3 Start Player 1.

4 When the song is nearing the end, start Player 2.

5 Smoothly move the X-FADER slider toward the right, to fade out the first 
Player and fade in the second Player.

6 While Player 2 is playing, assign a third Style or Song to Player 1, and repeat 
the above procedure (by reversing the X-FADER direction) to fade out Player 2 
and fade in Player 1.
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The Control section

Catch vs. Jump behavior of the sliders
When moving a slider, the value of the controlled parameter can immediately jump 
to the current slider/pedal value, or wait for it to reach the current parameter 
value, and catch it only at that point.

1 Go to the Settings > Menu > Controllers > Hand page.

2 Use the Slider&Pedal > Mode pop-up menu to choose between the Catch and 
the Jump mode.

Mode Meaning

Catch Theparametervaluewillnotbeupdateduntilthesliderorpedalhas
reachedthecurrentvalue.Thisallowsforasmootheraction.

Jump Theparametervaluewillimmediatelyjumptothecurrentvalueofthe
sliderorpedal.Thisallowsforamoreimmediateresponse.
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The individual volume levels and 
buttons
The sliders and the buttons in the CONTROL section are always accessible, which-
ever the page you are in.

Control modeSliders

ButtonsView sliders/buttons

The mode buttons on the right allow for choosing different sets of programming 
for the sliders and the buttons.

The sliders allow for adjusting the volume of the Keyboard Sounds, the Pads, the 
two Players (with their Style or Song), or the individual Sounds. They also allow 
for controlling the level of the Audio Inputs.

The buttons allow for switching functions on/off, or muting/setting back to play 
the individual Sounds. They also allow for turning the Audio Inputs on/off.

The Easy Edit, Drawbars and User modes also allow for controlling other param-
eters of the sound. The User mode also allows for mixing the sound parameters 
with any other type of controls.
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Adjusting the levels from the control panel
The CONTROL section can work in one of five modes. Each mode controls a par-
ticular set of elements or groups of elements.

1 Press one of the mode buttons on the right of the CONTROL section to choose 
one of the modes. Its indicator will turn on.

2 With MIDI Songs, you can press the SONG mode button again to cycle be-
tween Tracks 1-8 and 9-16. When the button is pressed again, you can briefly see 
the sliders’ MIDI value.

3 To see which function is assigned to each slider or button, check the strip 
display under the sliders.

4 You can alternate between the sliders and the buttons by pressing the VIEW 
button. An indicator will turn on next to the sliders or the buttons, to tell what is 
shown in the strip display.
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Adjusting the levels from the display
You can see and access the CONTROL section from the Control pane.

1 Go to the Home > Control page. This mirrors the CONTROL section on the 
control panel.

2 Choose the control mode with the mode buttons on the right side of the page.

3 Check the functions assigned to the sliders and the buttons with the labels 
between them. The labels mimic the strip display on the control panel.

4 With MIDI Songs, you can touch the Song mode button again to cycle between 
Tracks 1-8 and 9-16.
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5 Drag the virtual slider whose level you want to change.

As an alternative, use the DIAL or UP/DOWN controls to change the volume level 
of the selected channel.

6 Touch the button whose function you want to turn on/off.
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Adjusting the levels from the Mixer pane
For individual adjustment of each Sound’s volume level and pan, you can switch 
to the Mixer pane.

1 Go to the Home > Mixer page.

2 Touch the TRACK SELECT button next to the tracks, to switch to a different 
group of eight tracks. Which one are displayed depends on the current elements 
(Keyboard Sounds, Pads, Style, Song).

3 Drag the virtual slider whose level you want to change.

As an alternative, use the DIAL or UP/DOWN controls to change the value of the 
selected parameter.
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Switching to the full Mixer page
While in the Home > Mixer page, you can quickly switch to the full Mixer page, and 
adjust the individual levels of the Sounds.

1 Touch the Mixer button to switch to the Home > Menu > Mixer > Main page.

2 While in the Mixer page, adjust the level and other parameters of the indi-
vidual Sounds. You can also switch to the other pages of the Mixer/FX section to 
do other adjustments.

3 Press the EXIT button if you want to return to the Home > Mixer page.
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The Control modes in detail
Each control mode gives access to a particular set of elements or groups of ele-
ments.

The Main control mode
The Main mode controls groups of sounds, like the Keyboard, the Players, and the 
audio inputs. It also includes switches for the Drum&Bass and the Manual Bass 
functions (that can be used with the Styles).

Access this mode by pressing the MAIN mode button in the CONTROL section.

# Slider controls the level of… Button turns on/off…

1 Mic Microphoneinput On/Off Microphoneinput

2 Harmony/Dbl HarmonyandDoublevoices Harmony Harmonyvoices

3 MicFx DelayandReverbeffectson
theMicinput

Double Doublevoices

4 Guitar Guitarinput On/Off Guitarinput

5 Line AudiofromtheLineinput On/Off AudiofromtheLineinput

6 Pads ThePads(proportionally) Bs&LwBck Bass&LowerBacking

7 Player1 StyleorSongfromPlayer1 Drum&Bass Drum&Bass

8 Player2 StyleorSongfromPlayer2 Mel.Mute Mutesthemelodytrackora
MIDISongMelodyandthe
solovoiceofaMP3Song

9 Keys TheKeyboardSoundsasa
whole

Man.Bass ManualBass
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The Keyboard/Pad control mode
The Keyboard/Pad mode controls the volume of the individual Pads and Keyboard 
Sounds. It also controls the Keyboard Sounds as a whole. A set of switches lets 
you open the Select window to choose the Pads and the Keyboard Sounds. It also 
includes a switch for the Manual Bass function.

Access this mode by pressing the KBD/PAD mode button in the CONTROL sec-
tion.

# Slider controls the level of… Button selects…

1 Pad1 Pad1 Select Pad1

2 Pad2 Pad2 Select Pad2

3 Pad3 Pad3 Select Pad3

4 Pad4 Pad4 Select Pad4

5 Lower LowerSound Select LowerSound

6 Upper3 Upper3Sound Select Upper3Sound

7 Upper2 Upper2Sound Select Upper2Sound

8 Upper1 Upper1Sound Select Upper1Sound

9 Keys AlltheKeyboardSounds Man.Bass TurnsManualBasson/off
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The Style control mode
The Style mode controls the volume of the individual Style Sounds, when a Style 
is playing or ready to play. It also controls the Keyboard Sounds as a whole. You 
can mute each of the Style Sounds. You can turn the Metronome on/off.

Access this mode by pressing the STYLE/SONG mode button in the CONTROL 
section when a Style is assigned to the current Player.

# Slider controls the level of… Button mutes…

1 Bass BassStyleTrack Mute BassStyleTrack

2 Drum DrumStyleTrack Mute DrumStyleTrack

3 Perc PercussionStyleTrack Mute PercussionStyleTrack

4 Acc1 Acc1StyleTrack Mute Acc1StyleTrack

5 Acc2 Acc2StyleTrack Mute Acc2StyleTrack

6 Acc3 Acc3StyleTrack Mute Acc3StyleTrack

7 Acc4 Acc4StyleTrack Mute Acc4StyleTrack

8 Acc5 Acc5StyleTrack Mute Acc5StyleTrack

9 Keys AlltheKeyboardSounds Metro TurnsMetronomeon/off



TheControlsection |131

The Song control mode
The Song mode controls the volume of the individual MIDI Song Sounds, when a 
MIDI Song is playing or ready to play. It also controls the Keyboard Sounds as a 
whole. You can mute each of the Song Sounds. You can turn the Metronome on/
off.

Access this mode by pressing the STYLE/SONG mode button in the CONTROL 
section when a MIDI Song is assigned to the current Player.

MIDI Songs have sixteen tracks, each one with a Sound assigned. To cycle be-
tween Tracks 01-08 and Tracks 09-16, press the STYLE/SONG button again in the 
CONTROL section, or touch the Song button again in the Home > Control page.
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# Slider controls the level of… Button mutes…

Tracks 01-08

1 Track1 MIDISongTrack01 Mute MIDISongTrack01

2 Track2 MIDISongTrack02 Mute MIDISongTrack02

3 Track3 MIDISongTrack03 Mute MIDISongTrack03

4 Track4 MIDISongTrack04 Mute MIDISongTrack04

5 Track5 MIDISongTrack05 Mute MIDISongTrack05

6 Track6 MIDISongTrack06 Mute MIDISongTrack06

7 Track7 MIDISongTrack07 Mute MIDISongTrack07

8 Track8 MIDISongTrack08 Mute MIDISongTrack08

Tracks 09-16

1 Track9 MIDISongTrack09 Mute MIDISongTrack09

2 Track10 MIDISongTrack10 Mute MIDISongTrack10

3 Track11 MIDISongTrack11 Mute MIDISongTrack11

4 Track12 MIDISongTrack12 Mute MIDISongTrack12

5 Track13 MIDISongTrack13 Mute MIDISongTrack13

6 Track14 MIDISongTrack14 Mute MIDISongTrack14

7 Track15 MIDISongTrack15 Mute MIDISongTrack15

8 Track16 MIDISongTrack16 Mute MIDISongTrack16

Keyboard

9 Keys TheKeyboardSoundsasa
whole

Metro TurnstheMetronomeon/off

Since MIDI Songs are already dynamically mixed by the original creators, their 
volume may automatically change during playback.

The volume of the MIDI Song tracks may change when choosing a different Song.

You can mute/unmute the Song track that you will want to play or sing live. The 
Melody track in a MIDI Song is usually #04.
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The Easy Edit control mode
The Easy Edit mode controls the most important parameters of the Upper Sounds. 
The changes are an offset relative to the saved values.

If you want to quick edit all the other Sounds, you can go to the Home > Menu > 
Track Controls > Sound Edit page.

The changes made here can be saved to a Keyboard Set.

Access this mode by pressing the EASY EDIT/DWB mode button in the CONTROL 
section when an ordinary Sound is selected.

# Slider controls the value of… Button resets the value of…

1 Attack AttackTime Reset AttackTime

2 Decay DecayTime Reset DecayTime

3 Release ReleaseTime Reset ReleaseTime

4 Cutoff FilterCutoffFrequency Reset FilterCutoffFrequency

5 Resonance FilterResonance Reset FilterResonance

6 LFODepth LFODepth Reset LFODepth

7 LFOSpeed LFOSpeed Reset LFOSpeed

8 LFODelay LFODelay Reset LFODelay

9 Port.Time PortamentoTime Port.On TurnsPortamentoon/off
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The Drawbars control mode
When a Drawbar Sound is assigned to the keyboard, you can control the drawbars 
with the sliders in the Drawbars mode.

Access this mode by pressing the EASY EDIT/DWB mode button in the CONTROL 
section when a Digital Drawbars Sound is selected.

If you press the EASY EDIT/DWB button a second time, you get access to the 
Digital Drawbars Edit page (see Editing the Digital Drawbars on page 448).

# Slider controls the level of… Button turns on/off…

1 16’ Correspondingtonewheel DwbPerc Drawbarspercussion

2 51/3’ DwbHarm Percussionharmonic

3 8’ DwbLeak DrawbarLeak

4 4’ DwbKeyOn KeyOnsound

5 22/3’ DwbKeyOff KeyOffsound

6 2’ DwbVibr Vibrato*

7 13/5’ DwbOvdrw Overdrive*

8 11/3’ DwbBrake RotarySpeakerBrake*

9 1' RotaryF/S SwitchesbetweentheFastand
SlowspeedoftheRotarySpeaker*

*)ThesecontrolsareonlyavailableiftheOrganVibrato/Chorus,CX-3Ampandoneofthe
RotarySpeakerseffectsareassignedtotheInternalFXs.
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The User control mode
The User mode controls the parameters you assign to the sliders and buttons. This 
programming is unique and automatically saved in the Settings.

Access this mode by pressing the USER mode button in the CONTROL section.

To program the set of controls, go to the Settings > Menu > Controllers > Sliders/
Buttons page.
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Tempo

Setting the Tempo value
While an optimal Tempo value is saved with each Style or Song, you can freely 
adjust it at your will. This will also set the Tempo for the Metronome.

Adjusting the Tempo value from the control panel
 > Use the TEMPO controls to adjust the Tempo value (or the speed of the MP3 

Song).

 > As an alternative, for bigger Tempo changes, keep the SHIFT button pressed 
and use the DIAL or UP/DOWN controls.
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Adjusting the Tempo value from the display
1 If it is not highlighted, touch the Tempo value in the display.

2 Use the DIAL or UP/DOWN controls to adjust the Tempo value.

As an alternative, touch the Tempo field again to open the numeric keypad, and 
enter the Tempo value as a number.

Resetting the Tempo value
 > Press both TEMPO buttons (+ and –) at the same time.

The Tempo value memorized in the Style or the MIDI Song will be recalled. With 
MP3 Songs, the original speed of the Song will be restored.
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Other Tempo operations

‘Tapping’ the Tempo value
You can ‘tap’ (beat) the Tempo value of a Style or MIDI Song.

 > While no Style or MIDI Song is playing, beat the Tempo on the RESET/TAP 
button. Beat as many times as indicated by the Meter numerator (for example, 
three times in 3/4).

At the end, the Style or MIDI Song will start playing with the ‘tapped’ Tempo.

Resetting the Style or Song position to the beginning
While a Style or MIDI Song is playing, you can make it go back to the beginning.

 > While a Style or MIDI Song is playing, press this button to make it restart from 
the beginning.
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Locking the Tempo value
You can prevent the Tempo value from automatically changing when choosing a 
different Style or MIDI Song. MP3 Songs are not affected by this ‘lock’, and will 
always play at the recorded Tempo.

You are free to continue setting the Tempo manually, including beating the Tempo 
with the Tap Tempo function.

Locking the Tempo value is very important to make both Players play at the same 
Tempo. When the Tempo Lock is enabled, both the Players will play at the Tempo 
of the selected Player, and changing Tempo will affect both Players.

Please remember you can start (and stop) both Players at the same time by keep-
ing the SHIFT button pressed and pressing one of the PLAY/STOP (   ) buttons.

  ▪ Prevent the Tempo value from changing

 > Press the TEMPO > LOCK button to light up its indicator. The Tempo value will 
not change when choosing a different Style or Song. You can still manually change 
the Tempo value (as seen above).

  ▪ Let the Style or Song change the Tempo value

 > Press the TEMPO > LOCK button again to turn its indicator off. When choos-
ing a different Style or Song, the memorized Tempo value will be recalled.

Tempo Change events found in the Style pattern or the MIDI Song may still change 
the Tempo.

  ▪ Synchronize the two Players

 > If you want to synchronize both Player’s Tempo to the Tempo of the current 
Player, turn the TEMPO > LOCK on. You can start one Player after the other one, 
and they will play at the same Tempo.

 > If you want both Players to start at the same time, keep the SHIFT button 
pressed, and press any of the two PLAY/STOP (   ) buttons.
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Metronome

Turning the metronome on and off

Turning the metronome on
1 Be sure the CONTROL mode is including the METRO command. The STYLE/
SONG mode includes it, as well as the default USER programming.

2 Press the METRO button to turn its indicator on. The Metronome window will 
open, and the metronome will start playing, beating the current Tempo.

Turning the metronome off
 > Press the METRO button to turn its indicator off. The metronome will stop.
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Setting the meter, accent and volume

Setting the meter
You can mark the beginning of the measure, by setting the meter and accent.

1 Press the METRO button to open the Metronome window.

2 Use the Meter parameter to choose the meter (time signature).

3 Use the Accent parameter to choose the accent.

Accent Meaning

Off Noaccent.

On Thefirstbeatofeachmeasureisaccented.

Bell Abellsoundisheardatthefirstbeatofeachmeasure.

Adjusting the metronome volume
 > While in the Metronome window, use the Volume parameter to adjust the 

metronome volume.

Closing the Metronome window
 > Press the METRO button to exit the window and stop the metronome.

 > Press the EXIT button to exit the window without stopping the metronome. 
Then, press the METRO button to stop the metronome.



144| TempoandMetronome

Playing with the metronome
While the metronome it turned on, you can start a Player. The metronome will play 
at the same tempo of the Player. It will get the same tempo of the current Player.

When you stop the Player by pressing the STOP/GO TO START (   ) button, the 
metronome will also stop. 
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The Styles
The Style and its Elements
Styles are collections of musical patterns in a particular music genre – or ‘mu-
sical style’ – offering an eight-parts automatic accompaniment, similar to an 
eight-member band playing with you. Chords you play on the keyboard will be 
recognized and will adapt the patterns to suit the music. Different sections can 
be selected to let you create a complete song in real time.

Accompaniment parts

Accompaniment parts are like the members of a band. With Pa5X you get five 
pitched instrument players (for example guitar, piano, strings, synthesizers), a 
bass player, a percussion player, and a drum player.

Chords and patterns

Accompaniment patterns are repeating musical patterns (like a bass groove, a 
guitar riff or a piano chord progression) that are dynamically adapted to match 
the recognized chords. They may vary depending on the type of chord (like C 
Major, C minor, or 7th).

Sections and Style Elements

Songs are made of different sections (Intro, Verse 1, Bridge, Chorus 1 and so 
on). There are different patterns for each song section, and they are collected 
under the Style Element buttons (INTRO, VARIATION, FILL, BREAK, ENDING). 
While the name of the Intro, Fill, Break and Ending are the same as the name of 
the corresponding song section, Variations can be used either for Verse, Bridge, 
Chorus or Special sections. The arrangement becomes denser the higher goes 
the Style Element number.

Intro Verse Fill Chorus Break / Verse Fill Chorus Ending
Intro 1 Fill 1 Fill 3 Ending 3Break

Variation 1 Variation 2 Variation 3 Variation 4

Auto Fill

Pa5X can automatically match each Variation with a Fill. When the AUTO FILL 
indicator is on, when going from a Variation to a different one a Fill is automati-
cally selected, without having to press one of the FILL buttons.
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Choosing the Styles
You can play a Style with either Player 1 or Player 2. If you want, you can assign 
a Style to each of the players, and have the other player be ready for the next 
musical selection. You can also mix Styles and Songs with the different Players.

HINT:Youcan let thePlayersautomaticallychooseaStyle (and/oraSong)at
startup.Tochoosewhichone(s),gototheSettings > Menu > General Controls 
> Startuppage(seeAssigning startup elements to the Playersonpage465).

You can choose a Style from the control panel or from the display.

We’ll assign a Style to Player 1. Instructions for Player 2 would be identical, apart 
for the different player.

  ▪ Open the Select window from the control panel

 > While in any page, press the STYLE button in the PLAYER 1 section.
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  ▪ Open the Select window from the display

1 Go to the Home > Main page.

When turning the instrument on, you are already in the Main page. If you are not 
in the Main page, press the EXIT button in the control panel.

2 Touch the name of the Style (or Song) in the display.
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As soon as you touch the display, the Style Select window appears.

TypeGroups Selected Style (or Song)

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory 
(Styles)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 Be sure you are browsing the Styles, and not the Songs. If not, touch the 
STYLE button at the top of the window.
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  ▪ Choose a Style

1 To choose one of the available groups from which to choose a Style, touch the 
buttons in the second line at the top of the window.

Group Meaning

Factory Stylesincludedatthefactory,thatcan’tbemodifiedoroverwritten.

Local SomemodelscouldincludeLocal-typeStyles,thataredatacustomizedfor
aparticularcountryoraddedbyanAdd-On.

User InternalmemoryareawhereyoucansaveneworeditedStyles,orwhere
youcancopyStylesfromanexternalstoragedevice.

Drives Stylesaccessedfromanexternalstoragedevice.Youcanorganizethem
freely,asiftheywereordinaryfiles.

2 If you are choosing from the Drives, choose one of the available storage de-
vices (drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Type

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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3 In Tile View mode, if you are choosing from the Factory, Local or User banks, 
you will find the Styles organized in categories (shown as folders). If you want to 
choose a different category, touch one of the category folders in the left side of 
the Style Select window.

4 The Styles contained in the selected folder will appear in the right side of the 
window.

5 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

6 Touch the name of the Style you want to choose. 



TheStyles |153

7 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdparameter
isturnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Style in the dedicated area of 
the Main page.

8 If you want, repeat the same procedure to assign another Style (or Song) to 
the other Player.
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Selecting a Keyboard Set with the Style

The Style’s Keyboard Sets
With each Style (and SongBook Entry) four Keyboard Sets are assigned to the 
KEYBOARD SET section under the X-FADER.

You can also choose them from the Keyboard Set area of the Main page.
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Turning the Style to Keyboard Set function on or off
Choosing a Style might also automatically select the first Keyboard Set in the 
KEYBOARD SET section under the X-FADER. This depends on the status of the 
Style to Keyboard Set function.

As per factory programming, this function is assigned to CONTROL > BUTTON 
#7 when in USER mode.

  ▪ Access the Style to Keyboard Set function from the control panel

1 Press the USER button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

  ▪ Access the Style to Keyboard Set function from the display

 > Go to the Home > Control > User pane.
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  ▪ Turn the Style to Keyboard Set function on of off

 > Repeatedly press (or touch) the Style to Keyboard Set switch to set the func-
tion.

Style to Keyboard 
Set indicator

Meaning

Off Stylesdon’tselectaKeyboardSet.

On WhenchoosingaStyle,KeyboardSet#1isautomaticallyselected.

Blinking ChoosingaVariationautomaticallyrecallsthecorrespondingKeyboard
Set(1–4)insidetheStyle.Forexample,chooseVariation#2,andKeyboard
Set#2willbeautomaticallyrecalled;chooseVariation#3,andKeyboard
Set#3willbeautomaticallyrecalled.
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Programming the Style to Keyboard Set function
You can program how the Style to Keyboard Set button works.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER 1 > 
STYLE button to open the Style page.

2 Use the Style to Keyboard Set menu to set the default status of the function.

Style to Keyboard 
Set indicator

Meaning

Off Stylesdon’tselectaKeyboardSet.

On WhenchoosingaStyle,KeyboardSet#1isautomaticallyselected.

VartoKbdSet ChoosingaVariationautomaticallyrecallsthecorrespondingKeyboard
Set(1–4)insidetheStyle.Forexample,chooseVariation#2,andKeyboard
Set#2willbeautomaticallyrecalled;chooseVariation#3,andKeyboard
Set#3willbeautomaticallyrecalled.
ThisisequivalenttotheStyletoKeyboardSetindicatorblinking.

3 Use the Style to Kbd Set Mode menu to choose when the Keyboard Set should 
be selected.

Style to Kbd Set 
Mode

Meaning

NextMeasure WhenyouchooseaStyle,thenewKeyboardSetwillnotbeautomati-
callyselecteduntilthefirstbeatofthenextmeasureisreached.

Immediate WhenyouchooseaStyle,thenewKeyboardSetwillbeimmediately
selected.

4 Press the EXIT button to return to the previous page.
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Playing with the 
Styles

Starting and stopping the Styles
You can manually start and stop the automatic accompaniment, by using the con-
trols in the PLAYER 1 or PLAYER 2 section.

Stop Play/Stop

  ▪ Set the right mix

 > Move the X-FADER fully toward the Player you want to listen to. Move it fully 
to the left for Player 1, to the right for Player 2.

The indicator over the corresponding Player section will turn on.

 > Move it to an intermediate position to mix the two Players.
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  ▪ Start the accompaniment

1 Press the PLAY/STOP (   ) button.

2 Play some chords with your left hand, while playing a melody with your right 
hand.

While the accompaniment is playing, please note the various indicators in the 
display.

Recognized chord

Tempo Current measure

Beat indicators

In Play: Remaining measures
In Stop: Total pattern length
With a Style Variation: Loop

Selected Style ElementFile path

  ▪ Stop the accompaniment

 > Press the PLAY/STOP (   ) button again.

 > As an alternative, you can press the STOP (   ) button.

  ▪ Start and stop both Players at the same time

You can start both Players at the same time, to mix them with the X-FADER while 
playing.

 > Keep the SHIFT button pressed, and press any of the two PLAY/STOP 
(   ) buttons to start both Players at the same time.

 > Keep the SHIFT button pressed, and press any of the two the PLAY/STOP 
(   ) buttons to stop both Players at the same time.
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Automatic start and stop
You can let the Players automatically start or stop by just playing the keyboard in 
the chord recognition area, without having to press the PLAY/STOP (   ) button. 
This leaves your hands free for playing.

This will work with either a Style or a Song assigned to the Player.

  ▪ Make the Player start automatically (Synchro Start)

1 Press the SYNCHRO > START button to light up its indicator.

2 Play a chord, and see how the Player will start automatically.

3 Stop the Player by pressing the PLAY/STOP (   ) button.

  ▪ Make the Player start and stop automatically (Synchro Start and Stop)

1 Be sure the SYNCHRO > START indicator is turned on.

2 Press the SYNCHRO > STOP button, to light up both the START and STOP 
indicators.

3 Play a chord to start the Player, and keep the keys pressed.

4 Lift your hands from the keyboard, and see how the Player will automatically 
stop.
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  ▪ Make the Player stop automatically (Synchro Stop)

1 Press the SYNCHRO > START button again to turn it off, and leave only the 
SYNCHRO > STOP indicator lit.

2 Press the PLAY/STOP (   ) button to start the Player, then play a chord and 
keep the keys pressed.

3 Lift your hands from the keyboard, and see how the Player will automatically 
stop.

  ▪ Deactivate the Synchro Start/Stop functions

 > Press the SYNCHRO > START and/or SYNCHRO > STOP buttons to turn both 
indicators off.
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Choosing the Style Elements from the 
control panel
You can use the buttons in the STYLE ELEMENT / MARKER section on the con-
trol panel to choose the Style Elements. With a Style assigned to the current 
Player, the indicator on the left of the buttons will show that the Style Elements 
can be selected.

Choosing an Intro
An Intro is the introduction of the song. To choose the right Intro for your song, 
please note that Intro 1 plays a short pattern with a prerecorded chord sequence 
and melody, while Intro 2 plays on the chord recognized on the keyboard. Intro 3 
is usually a one-bar Count In.

Style Element Suggested use

Intro1 Introwithprerecordedchordsequenceandmelody

Intro2 Introwithchordrecognizedonthekeyboard

Intro3 Usuallyaone-measureCountIn

1 Press one of the VARIATION buttons on the control panel to choose the 
Variation you want to use for the first verse. The button’s indicator will be on, 
meaning the Variation is waiting to start.

2 Press one of the INTRO buttons on the control panel to ‘book’ one of the Intro 
sections. The button’s indicator will be on, meaning the Intro is waiting to start. 
The button’s indicator on the selected VARIATION button will be flashing, mean-
ing it is booked after the Intro.

3 Start the accompaniment.
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Choosing a Variation to play a Verse or Chorus
Variations can be used for verses, choruses, bridges or specials. To choose the 
right Variation for your verse, please note that Variations are of growing ‘density’ 
and ‘loudness’. This means that Variation 1 will be the ‘sparsest’ and the ‘quietest’ 
of the arrangements, while Variation 4 will be the ‘densest’ and ‘loudest’ of them. 
Usually, you will use Variation 1 for the first verse, Variation 4 for the last chorus.

Style Element Suggested use

Variation1 Verse,Bridge,ChorusorSpecial(lowestdensity)

Variation2 Verse,Bridge,ChorusorSpecial(medium-lowdensity)

Variation3 Verse,Bridge,ChorusorSpecial(medium-highdensity)

Variation4 Verse,Bridge,ChorusorSpecial(highestdensity)

 > Wait for the Intro to end playing, and then the selected Variation will start 
playing. The selected VARIATION indicator will stay lit.

 > As an alternative, you can start the Variation before the end of the Intro. While 
the Intro is playing, press one of the VARIATION buttons. The Variation will start 
at the next measure.
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Choosing a Fill
Fills are phrases that can be used for smoothly bridging between different sec-
tions of a song. Their density is similar to that of the same numbered Variations.

Style Element Suggested use

Fill1 Fill(lowestdensity)

Fill2 Fill(medium-lowdensity)

Fill3 Fill(medium-highdensity)

Fill4 Fill(highestdensity)

  ▪ Manually selecting a Fill

You can directly choose a Fill.

1 When you want to choose a Fill, press one of the FILL buttons to choose the 
Fill you want to play. The button’s indicator will be on while the Fill is playing.

2 If you want, choose a different Variation before the end of the Fill.

  ▪ Automatically selecting a Fill

If you like, you can let Pa5X automatically select a Fill when you choose a Variation.

1 Press the AUTO FILL button to light up its indicator.

2 Press one of the VARIATION buttons. A Fill will be automatically selected. 

3 When you no longer need this function, press the AUTO FILL button again to 
turn the indicator off.
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Programming the Auto Fill
You can program how the Auto Fill works.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.

 > Use the Auto Fill mode menu to choose the Auto Fill mode.

Auto Fill Mode Meaning

CurrentVariation TheFillwiththesamenumberofthepreviousVariationwillbeauto-
maticallyselected.Forexample,ifyouaregoingfromVariation2to
Variation3,Fill2willbeautomaticallyselected.

TargetVariation TheFillwith the samenumberof the targetVariationwill beauto-
maticallyselected.Forexample,ifyouaregoingfromVariation2to
Variation3,Fill3willbeautomaticallyselected.

Smart AutoFilltriestomakethetransitionsmoother.Forexample,ifyouare
goingfromVariation1toVariation4,Fill3willbeautomaticallyse-
lected.

2 Press the EXIT button to return to the previous page.
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Choosing a Break
A break introduces a short pause in your song, creating a suspension and a sense 
of surprise.

Style Element Suggested use

Break One-measurebreak

 > When the Variation is nearing its end, press the BREAK button to play a short 
musical break.

Choosing an Ending
To choose the right Ending for your song, please note that Ending 1 plays a pattern 
with a prerecorded chord sequence and melody, while Ending 2 plays on the chord 
recognized on the keyboard.

Style Element Suggested use

Ending1 Endingwithprerecordedchordsequenceandmelody.Itwillstartatthenext
measure.

Ending2 Endingwiththechordrecognizedonthekeyboard.Itwillstartatthenext
measure.

Ending3 Two-measureEnding,startingimmediately,withoutwaitingforthemeasure
toend.

 > When it is time to end the song, press one of the ENDING buttons on the con-
trol panel to ‘book’ one of the Ending sections.

After the Ending, the Style will automatically stop.
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Looping sections
If you feel that an Intro, a Fill, a Break or Ending should last longer than the re-
corded pattern, you can let it enter a cycling loop.

  ▪ Set a Style Element to loop

 > Press twice the button of the Intro, Fill, Break or Ending to loop.

The indicator on the button will start flashing, and the pattern will start repeating.

  ▪ Exit from the loop

Do one of the following:

 > Press the same Style Element button again, or

 > Select a different Style Element.
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Choosing the Style Elements from the 
display
You can select the Style Elements from the Style Elements page on the display. 
This page allows for some different ways of working.

 > The STYLE ELEMENT buttons on the control panel let you quickly access the 
Style Elements of the current Player. You can still access the Elements while, for 
example, reading the Lyrics on the display.

 > The Style Elements page allows to select the Elements for the current Player, 
but also allows for pre-selecting Elements in the other Player while not yet se-
lected. If a MIDI Song is assigned to the other Player, you will be able to pre-select 
Song Markers instead.

  ▪ Access the Style Elements page

1 Assign a Style to one or both Players.

2 Press the STYLE ELEMENT / MARKER button to open the Style Elements 
page.

Selected PlayerBeat indicator

Keyboard Sets (from the Style)

When accessing this page, the current Player appears selected on top of the page. 
If it is playing, you can see it progressing in the beat indicator.
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  ▪ Select a Style Element in the current Player

 > While the Style Elements of the current Player appear in the display, touch 
one of them to select it. This is the equivalent of the STYLE ELEMENT buttons 
on the control panel.

  ▪ Pre-select a Style Element in the other Player

1 Touch the button corresponding to the other Player on top of the page.

If the other Player has a MIDI Song assigned, the corresponding page will show 
the Markers instead of the Style Elements.

When switching to the other Player, the beat indicator will show the activity of the 
newly selected Player. If it is in stop, there will be no activity shown.

2 Choose one of the Style Elements from the other Player to pre-select it.

3 When moving the X-FADER to select the other Player, you will find the se-
lected Element ready to play.

4 If the newly selected Player is stopped, press the corresponding PLAY/STOP 
(   ) button to start it.

You can see the activity of the selected Player in the beat indicator.

5 If you want, press the PLAY/STOP (   ) button corresponding to the older 
Player to stop it.
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Fade In/Out

Using the Fade button
You can use the FADE button to start and/or stop your playing with a smooth 
fade-in or out.

  ▪ Fade in

 > While the Style is not playing, press the FADE button to light up its indicator 
and start the Style with a smooth fade-in.

The Style will start. When the maximum volume is reached, the indicator will turn 
off.

  ▪ Fade out

 > When the song is approaching its end, press the FADE button to stop the Style 
with a smooth fade-out.

Setting the Fade time
 > Go to the Settings > Menu > General Controls > Basic page to set the Fade 

In and Fade Out time.
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Setting the Style play 
controls

Choosing where to play chords  
(Chord Scan area)
You can play chords with your left or right hand separately, or with both hands. 
You can choose the recognition area, depending on the song you are playing and 
your preferred playing style.

The area where chords are recognized depends on the status of the CHORD in-
dicators.

UpperLower

CHORD Where to play chords (Chord Scan area) Notes to play

LOWER Lefthand(Lowerareaofthekeyboard) DependsontheChord
Recognitionmode

UPPER Righthand(Upperareaofthekeyboard) Threeormore

LOWER+UPPER Bothhands(fullkeyboard) Threeormore

Off Nochordrecognized –

  ▪ Make chords be recognized when played with your left hand

 > Press the CHORD > LOWER button to turn its indicator on.

The number of notes to be played, for a chord to be recognized, depends on the 
Chord Recognition mode (see below).
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  ▪ Make chords be recognized when played with your right hand

1 Press the CHORD > UPPER button to turn its indicator on.

2 Always play three or more notes to let the arranger recognize a chord.

  ▪ Make chords be recognized when played with both hands

1 Press both the CHORD (LOWER+UPPER) buttons to turn their indicators on.

2 Always play three or more notes to let the arranger recognize a chord.

  ▪ Deactivate chord recognition

1 Press both the CHORD (LOWER+UPPER) buttons to turn their indicators off.

2 Only the Drum and Percussion tracks will continue to play.

  ▪ Memorize the Chord Scan area

 > Save a User Keyboard Set. You can save a different chord recognition area in 
each of the Keyboard Sets inside a Style or SongBook Entry.
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Choosing how to play chords  
(Chord Recognition mode)
You can play chords in the simplest (even simplified), or the most sophisticate way. 
It’s at you how chords have to be played to be recognized.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.

2 Choose how to play chords by using the Chord Recognition menu.

Chord Recognition How to play chords

OneFinger ThismodeisonlyavailablewhentheSPLITindicatoristurnedon.Ifyou
turnitoff,themodewillautomaticallyswitchtoFingered(3Notes).
With thismode,youcancomposea chordusinga simplifiedchord
playingtechnique:
•PlayasinglenoteforaMajorchordtoberecognized.
•Playtherootnote,plusawhitekeyontheleft,fora7th.Forexample,
playC3+B2foraC7.
•Playtherootnote,plusablackkeyontheleft,foraMinorchord.For
example,playC3+Bb2foraCminor.
•Playtherootnote,plusawhiteandablackkeyontheleft,foraMinor
7th.Forexample,playC3+B2+Bb2foraCmin7.
Theadditionalwhiteorblacknotescanbefartherfromtherootnote.

OneFingerPlus Thismodeworks inawaysimilar toOneFinger,but theadditional
whiteorblacknoteshavetobeclosetotherootnote,likeinthegiven
examples.However,ifyouplaycompletechords,itwillrecognizethem
asifyouwereinFingered(3Notes).Thisway,youcanplaychordsthat
OneFingercannotrecognize.

Fingered(1Note) When the SPLIT indicator is turned on, play one ormore notes to
composeachord.AfullMajorchordwillberecognizedevenifonlya
singlenoteisplayed.
WhentheSPLIT indicator is turnedoff,playat leastthreenotesto
composeachord.

Fingered(3Notes) Alwaysplaythreeormorenotesforachordtoberecognized.
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Chord Recognition How to play chords

Advanced WhentheSPLITindicatoristurnedon,playoneormorenotesfora
chordtoberecognized.Ifyouplayasinglenote,a ‘root+8va’willbe
played.Ifyouplayafifth,a‘root+5th’chordwillbeplayed.
WhentheSPLIT indicator is turnedoff,playat leastthreenotesto
composeachord.
Withthismode,youcanplayrootlessandslashchords,oftenusedin
jazz,fusionormodernpop.Youdon’talwaysneedtoplaytherootnote,
thatwouldotherwisedoublethenotealreadyplayedbythebassist.

3 Press the EXIT button to return to the previous page.
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Keeping a chord in memory by pressing 
the Damper pedal
You can choose to keep the recognized chord in memory while the Damper pedal 
is kept pressed. In this case, you can freely play any chord on the keyboard, and 
the Style will continue to play the ‘latched’ chord. This is especially useful when 
playing in Full Keyboard mode (with the SPLIT indicator turned off), and you would 
risk that all the notes played on the keyboard are recognized as a new chord.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.

2 Select the Damper&Latch checkbox, to make the recognized chord be held 
for as long as the Damper pedal is kept pressed.

At this point, play a chord for the Style. Press the Damper pedal and keep it 
pressed to keep the recognized chord in memory. Release the Damper pedal when 
you want to play another chord to be recognized by the Style.
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Holding chords and Lower notes 
(Memory)

Using the Memory function
You can keep the chords and/or Lower notes in memory even after raising your 
hand from the keyboard. How this function works depends on the settings of the 
Memory Mode parameter (see below).

 > Press the MEMORY button to turn its indicator on, and keep the chords and/
or Lower notes in memory.

 > Press the MEMORY button to turn its indicator off. The chords and/or Lower 
notes are released as soon as you raise your hand from the keyboard.

Choosing the Memory Mode
Set how the MEMORY button works according to your preferences.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.
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2 Use the Memory Mode parameter to choose the way the MEMORY button 
works.

Memory Mode Meaning

Chord WhentheMEMORYindicatorison,recognizedchordsareheldeven
whenraisingyourhandfromthekeyboard.Whentheindicatorisoff,
chordsareresetwhenraisingyourhand.

Chord+Lower WhentheMEMORYindicatorison,recognizedchordsandtheLower
Soundarehelduntilthenextnoteorchordisplayed.Whentheindicator
isoff,boththechord(thereforetheaccompaniment)andLowerSound
arecutwhenraisingthehandfromthekeyboard.

FixedArr.+Lower WhentheMEMORYindicatorison,recognizedchordsandtheLower
Soundarehelduntilthenextnoteorchordisplayed.Whentheindicator
isoff,theLowerSoundiscutwhenraisingthehandfromthekeyboard,
whilethechordisheld(theaccompanimentwillcontinuetoplay).
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Bass inversion and slash chords
The arranger recognizes chords by analyzing all the notes you play in the chord 
recognition area, and evaluating their function in a chord. You can, however, al-
ways force the lowest (leftmost) note of the chord to be considered as something 
special, for example the chord’s root of a slash chord (such as ‘C/E’ or ‘F/C’).

As per factory programming, this function is assigned to CONTROL > BUTTON 
#5 when in USER mode.

  ▪ Access the Bass Inversion function from the control panel

1 Press the USER button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

  ▪ Access the Bass Inversion function from the display

 > Go to the Home > Control > User pane.

  ▪ Turn the Bass Inversion function on

 > Use the Bass Inversion switch to activate the function.

The lowest note of a chord will always be detected as the root note.

  ▪ Turn the Bass Inversion function off

 > Use the Bass Inversion switch to deactivate the function.

The lowest note will be scanned together with the other chord notes, and will not 
always be considered as the root note.
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Playing a manual bass line
You can play the Bass Sound with your left hand, freeing it from the automatic 
accompaniment.

This function is assigned to CONTROL > BUTTON #9 when in MAIN mode. As 
per factory programming, it is also assigned to CONTROL > BUTTON #6 when 
in USER mode.

  ▪ Access the Manual Bass function from the control panel

1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

  ▪ Access the Manual Bass function from the display

 > Go to the Home > Control > Main pane.

  ▪ Turn the Manual Bass function on

 > Use the Manual Bass switch to activate the function.

The automatic accompaniment will stop playing (except for the Drum and 
Percussion Sounds), and you can manually play the Bass line on the Lower part 
of the keyboard.
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  ▪ Turn the Manual Bass function off

 > Use the Manual Bass switch to deactivate the function.

HINT:YoucanturnManualBassonandchoosetheUpperChordScanmode.This
way,youcansendchordstotheStylewithyourrighthand,whileplayingthebass
freelywithyourlefthand.
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Controlling the Style with dynamics
You can play stronger than a set velocity value to trigger a Style control.

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.

2 Use the Velocity Control parameter to choose the function to be controlled 
when playing strongly.

Velocity Control Meaning

Off Thefunctionisturnedoff.

Break WhenplayingwithavelocityhigherthanthetriggervalueontheLower
track,theBreakisautomaticallytriggered.

Start/Stop YoucanstartorstoptheStylebyplayingharderonthekeyboard.

BassInversion Whenplayingwithavelocityhigherthanthetriggervalue,theBass
Inversionfunctionwillbeactivatedordeactivated.

Memory Whenplayingwithavelocityhigherthanthetriggervalue,theMemory
functionwillbeactivatedordeactivated.

3 Use the Value parameter to set the velocity trigger value.

4 Before using this function, be sure the SPLIT indicator is turned on.
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Playing a Bass & Lower Backing
You can play a sparser manual accompaniment, where the chord you play with 
your left hand is split between the Bass (chord root) and Lower (the remaining 
notes) Sounds.

This function is assigned to CONTROL > BUTTON #6 when in MAIN mode.

Turning the Bass & Lower Backing function on or off

  ▪ Access the Bass & Lower Backing function from the control panel

1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

  ▪ Access the Bass & Lower Backing function from the display

 > Go to the Home > Control > Main pane.

  ▪ Turn the Bass & Lower Backing function on/off from the Control section

 > Use the Bass & Lower Backing switch to activate or deactivate the function.
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  ▪ Turn the Bass & Lower Backing function on/off from the Settings

1 Go to the Settings > Menu > Preferences > Style page.

As an alternative, keep the SHIFT button pressed and press the PLAYER > STYLE 
button to open the Style page.

2 Select or deselect the Bass & Lower Backing checkbox to activate or deac-
tivate the function.

3 Press the SPLIT button to turn its indicator on.

With the Split enabled, the Bass & Lower indication will appear in the Home > 
Main page.

Playing the manual accompaniment
1 Be sure the Bass & Lower Backing function is active (the Bass & Lower indi-
cation appears in the Home > Main page, see above).

2 Be sure the SPLIT indicator is turned on, and the Style is not running.

3 Play a chord sequence with your left hand.

Notice how the chord root is played by the Bass Sound, while the remaining chord 
notes are played by the Lower Sound (even if it is muted).
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Adjusting the volume of the grouped 
Style Sounds
You can set a global volume setting for the grouped Style Sounds. Being global, 
this will not change when choosing a different Style. To avoid abrupt changes in 
the volume level of the Style Sounds during a show, we moved the volume settings 
to a safer area than the Home page. 

1 Go to the Settings > Menu> Preferences > Style page.

2 In the Style Volume section, touch the mixer group channel whose volume 
level you want to change.

Grouped part name Meaning

Bass Basstrack(volumeoffset)

Drum&Perc GroupedDrumandPercussiontracks(volumeoffset)

Accompaniment GroupedAccompanimenttracks(Acc1-5)(volumeoffset)

3 Keep the virtual volume slider held on the screen, and drag it to the desired 
level.

As it happens with the groups of a mixer, these levels are not the actual channel 
level, but a global offset added to the separate channels. Therefore, the resulting 
level will depend on the individual level of each channel, summed to this group’s 
offset.
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If you like, you can finely mix the various groups. For example, if you prefer Drums 
and Bass to be more prominent to let them have more ‘punch’, you can lower the 
grouped Style Sounds to leave more room to the rhythm section.

If you wish to permanently mute a group, just move its volume to zero.

The (relative) volume level of grouped tracks will remain the same for all the sub-
sequent Styles you will choose during your performance.

4 Press the EXIT button to return to the previous page.
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Choosing a Fill Mode for each Fill/Break
The Fill Mode parameters allow for automatically choosing a Variation at the end 
of each Fill, after having pressed one of the  FILL or BREAK buttons. These set-
tings can be saved to a Style or a SongBook Entry, so you can have a different Fill 
Mode configuration for each Style or Song in a SongBook Entry.

1 Go to the Home > Menu > Style Controls > Fill Mode page.

As an alternative, you can access these parameters in the Style Edit > Menu > 
Style Controls > Fill Mode page.

2 Use the Fill Mode > 1…4/Brk pop-up menus to choose a Fill Mode for the 
corresponding Fill/Break.

Fill Mode Meaning

Off ThesameVariation,playingbeforeselectingaFill,willbeselectedagain.

1&2…3&4 ThespecifiedVariationswillbealternativelyselected,whenoneofthem
is selected.Forexample,with the 1&2option, ifVariation 1 is selected,
Variation1andVariation2willbealternativelyselectedaftertheendof
theFill.

Up/Down The next higher/lower numbered Variation is selected, in cycle. After
Variation4,anUpcommandwillselectVariation1.AfterVariation1,aDown
commandwillselectVariation4.

Increase/
Decrease

Thenexthigher/lowernumberedVariationisselected.WhenVariation4is
reached,anInccommandwillselectVariation4again.WhenVariation1is
reached,aDeccommandwillselectVariation1again.

Variation1…4 Fill toVariation (->1,->2,->3,->4) automatically selectsoneof the four
availableStyleVariationsattheendofthefill.
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Auto Fill and Fill Mode
Auto Fill and Fill Mode can interact, by doing strictly related things:

 > When the Auto Fill is enabled (AUTO FILL indicator on), you can choose a 
Variation by pressing one of the VARIATION buttons. This will automatically 
select a Fill, then the chosen Variation. This is the easiest way to select the 
Variation best fitting the next song section, and let the instrument automatically 
choose a Fill for you.

 > When the Fill Mode is programmed in a Style or SongBook Entry, you can 
choose a Fill or Break by pressing one of the FILL or BREAK buttons. The cho-
sen Fill or Break will be played back, then the programmed Variation will be 
automatically selected. This is a sophisticated way of creating complex pattern 
pattern s of Fills and Variations.

Please note that, while Auto Fill is a global setting, Fill Mode is tied to a Style 
or SongBook Entry.
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The Pads
What is a Pad?
Pads are single-track hits (One Shot type) or cycling sequences (Loop type), 
that you can instantly play with the dedicated PAD buttons, or with the MATRIX 
buttons.

A maximum of four Pads can play at the same time in a Player. Loop-type Pads 
play in time with the Style or the MIDI Song. They are transposed according to 
the recognized chords.

Choosing a combination of Pads
Each of the Players can have its own set of four Pads. A set of Pads can be recalled 
by a Style or a SongBook Entry.

  ▪ Choose the Pads by selecting a Style

 > Choose a Style. The four Pads it contains will be recalled.

  ▪ Choose the Pads by selecting a SongBook Entry

 > Choose a SongBook Entry (either based on a Style or a Song). The four Pads 
it contains will be recalled.
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Playing back the Pads

Starting and stopping the Pads

Starting and stopping the Pads
You can play up to four Pads at the same time, by using the dedicated PAD but-
tons, or the assigned MATRIX buttons.

Pads of the One Shot type automatically stop at the end of the sequence. Pads of 
the Loop type continue cycling until you don’t stop them.

  ▪ Play and stop the Pads from the PAD section

1 Press the PAD button corresponding to the Pad to play. You can also start 
more Pads at the same time.

The indicators of the Pads that are playing will turn on. Also, the Pads playback 
indicators in the display will be shown running (see below).

2 Press the PAD button(s) you want to stop.

3 Press the PAD > STOP button to stop all the Pads.

  ▪ Stop all the Pads together with the Style or Song

 > Press the PLAY/STOP (   ) button, or the STOP/GO TO START (   ) button.

  ▪ Transpose the Pads

 > Play some chords, and transpose any pitched sequence in a Pad.
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Changing Tempo
Pads are always synchronized to the Tempo of the selected Player. Change the 
Player’s Tempo, and the Pads’ Tempo will change accordingly.
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Customizing the Pad 
set

Choosing the individual Pads
Every Factory and User Style, as well as each SongBook Entry, has its own four 
Pads. You can save a new combination of Pads into a User Style or SongBook 
Entry.

Choosing the Pads

  ▪ Open the Select window from the Home > Main page

1 Go to the Home > Main page.
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2 Touch the name of the Pad you want to change to open the Select window.

  ▪ Open the Select window from the Pads edit page

1 Go to the Home > Menu > Pads page.

2 Touch the name of the Pad you want to change to open the Select window.
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  ▪ Choose a Pad

1 Browse through the Pads in the Pad Select window.

TypeGroups Selected Pad

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory (Pads)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 To choose one of the available groups from which to choose a Pad, touch the 
buttons in the second line at the top of the window.

Group Meaning

Factory PadsincludedintheFactorylibrary,thatcan’tbemodifiedoroverwritten.

User InternalmemoryareawhereyoucansaveneworeditedPads,orwhereyou
cancopyPadsfromanexternalstoragedevice.

Drives Padsaccessedfromanexternalstoragedevice.Youcanorganizethem
freely,asiftheywereordinaryfiles.
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3 If you are choosing from the Drives, choose one of the available storage de-
vices (drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Type

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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4 In Tile View mode, if  you are choosing from the Factory or User banks, you 
will find the Pads organized in categories (shown as folders). If you want to choose 
a different category, touch one of the category folders in the left side of the Pad 
Select window.

5 The Pads contained in the selected folder will appear in the right side of the 
window.
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Pads can be of Loop-type (   ) or One Shot-type (   ).

Loop-type Pads One Shot-type Pads

6 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

7 Touch the name of the Pad you want to choose. 

8 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdisturned
on.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Pad in the dedicated area of the 
Home > Menu > Pads page.

The name of the Pad will also appear in the Home > Main page.
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Saving the assigned Pads
 > Save a User Style or a SongBook Entry.
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Locking the Pads
If you prefer to keep the current combination of Pads, without letting a Style or 
SongBook Entry recall the memorized one, lock it.

 > Go to the Home > Main page, and close the Pads padlock.
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Mixing the Pads

Editing the Pad parameters

  ▪ Access the Pads page

 > Go to the Home > Menu > Pads page.

  ▪ Adjust the volume and pan

 > Use the Volume parameter (vertical sliders) to set the level of each Pad.

 > Use the Pan parameter (horizontal sliders) to set the position of each Pad in 
the stereo panorama.
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  ▪ Adjust the send level to the master effects

 > Use the Master FX parameters to adjust the amount of the signal sent to the 
FX 1, 2 and 3 Master effects (FX Group A).

The Master Effects are the ones of the Style the Pads are linked to.

  ▪ Equalize the sound

 > Use the EQ gain controls to set the three-band equalizer for each Pad. Adjust 
the HF (High Frequencies), MF (Middle Frequencies) and LF (Low Frequencies) 
parameters as needed.

Saving the combination of Pads
 > Save a User Style or a SongBook Entry.
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The Chord Sequences
Chord Sequences and the Styles
You can record a Chord Sequence, that will play the chords for you. This will be 
useful, for example, when you have to play a repeated sequence, and prefer to 
use your left hand to play a solo on the keyboard, or to select the DNC control-
lers.

Chord Sequences are individually contained in the Chord Sequence Library. All 
the supplied Styles and SongBook Entries already contain a Chord Sequence. 
A Chord Sequence can be memorized in the User library, in a User Style or a 
SongBook Entry.

Enabling the Chord Sequence
You can enable or disable the Chord Sequence by using the SEQUENCE button in 
the CHORD section in the control panel.

The SEQUENCE indicator shows the status of the Chord Sequences.

SEQUENCE Meaning

Off ChordSequencenotavailable.

White ChordSequenceavailable,butnotactivateforplaying.

Orange/Blue 
flashing

ChordSequenceavailableandreadytoplayinthecorrespondingPlayer
(orange=Player1,blue=Player2).

Orange/Blue 
steady

ChordSequenceplayinginthecorrespondingPlayer(orange=Player1,
blue=Player2).
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You can also enable the Chord Sequence by using the Start Seq button in the 
Home > Chords pane.

The colored frame around the Start Seq button shows the status of the Chord 
Sequences.

Chord Seq frame Meaning

Off ChordSequencenotavailableornotactivatedforplaying.

Flashing ChordSequenceavailableandreadytoplayinthecorrespondingPlayer
(orange=Player 1,blue=Player2). If thePlayer is running, theChord
Sequencewillstartatthenextmeasure;ifnot,itwillstartwhenstarting
thePlayer.

Steady ChordSequenceplayinginthecorrespondingPlayer(orange=Player1,
blue=Player2).
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When you enable the Chord Sequence, the list of chords appears in the Home > 
Chords pane.

A Chord Sequence can be recalled by the Style or SongBook Entry, or chosen from 
the library. If it isn’t, load it, as described below.
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Choosing a Chord Sequence

Choosing a Chord Sequence from the library
Chord Sequences are contained in a dedicated library, that you can access from 
the Home > Chords page.

1 Be sure the CHORDS > SEQUENCE indicator on the control panel is show-
ing the color of the Player (orange or blue), so that you can see the loaded Chord 
Sequence.

2 Go to the  Home > Chords page, and touch the name of the selected Chord 
Sequence. If no Chord Sequence is already selected, the Chords label will appear 
instead of the name.
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As soon as you touch the display, the Chord Sequence Select window appears.

TypeGroups Selected Chord Sequence

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory (Chord 
Sequences)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 To choose one of the available groups from which to choose a Chord Sequence, 
touch the buttons in the second line at the top of the window.

Group Meaning

Factory ChordSequencesincludedatthefactory,thatcan’tbemodifiedorover-
written.

User InternalmemoryareawhereyoucansaveneworeditedChordSequences,
orwhereyoucancopyChordSequencesfromanexternalstoragedevice.

Drives ChordSequencesaccessedfromanexternalstoragedevice.Youcanorga-
nizethemfreely,asiftheywereordinaryfiles.
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4 If you are choosing from the Drives, choose one of the available storage de-
vices (drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Type

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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5 While in Tile View mode, if you are choosing from the Factory or User banks, 
you will find the Chord Sequences organized in categories (shown as folders). If 
you want to choose a different category, touch one of the category folders in the 
left side of the Chord Sequence Select window.

6 The Chord Sequences contained in the selected folder appear in the right 
side of the window. Touch the name of the Chord Sequence you want to choose.

7 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

8 Touch the name of the Chord Sequence you want to choose. 
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9 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdisturned
on.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Chord Sequence in the dedicated 
area of the Main page.

A list of chords will appear in the pane.
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If the sequence is very long, you can touch the Expand (   ) button to see more 
chords.

You can make the pane go back to the reduced size by touching the Collapse (   ) 
button.

Chord Sequences automatically selected by a Style or a 
SongBook Entry
When choosing a Style or a SongBook Entry containing a Chord Sequence, this 
is automatically recalled. Use the CHORDS > SEQUENCE button in the control 
panel, or the Start Seq button in the Home > Chords pane, to turn it on or off.
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Locking the Chord Sequence
If you prefer to keep the current Chord Sequence, without letting a Style or 
SongBook Entry recall the memorized one, lock it.

 > Go to the Home > Chords page, and close the Chord Sequence padlock.

 > Go to the Settings > Menu > General Controls > Lock page, and select the 
Style > Chord Sequence checkbox.
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Playing with the 
Chord Sequences

Starting and stopping a Chord 
Sequence
1 If a Chord Sequence is available but not activated, the CHORD > SEQUENCE 
indicator will appear white. If it is off, load a Chord Sequence as shown above.

2 Enable the Chord Sequence by pressing the CHORD > SEQUENCE button. If 
the Player is stopped, its indicator will start flashing with the color of the current 
Player. If it is playing, its indicator will be steady on.

As an alternative, use the Start Seq button in the Home > Chords pane to enable 
the Chord Sequence.

3 Start the Player. The Chord Sequence will immediately start playing. If the 
Player was already running, the Chord Sequence will start playing from the next 
measure.

4 Play your solo part, while the Chord Sequence plays the chords for you.

During Chord Sequence looping, you can freely select any Fill or Variation, as if 
you were playing chords with your hands.

5 Press the CHORD > SEQUENCE button again to disable the Chord Sequence. 
The button indicator will return white.
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The Songs
What is a MIDI Song
MIDI Songs’ technical name is Standard MIDI File, often abbreviated as SMF. 
The filename extension is .mid. The Standard MIDI File is the industry standard 
format for songs, and is used by Pa5X as the native file format when playing or 
recording MIDI Songs.

The MIDI Karaoke File (.kar) is an extension of the SMF format, and is also sup-
ported. It always contains lyrics.

MID file on 
disk

KAR file 
on disk

MIDI 
Song

What is an MP3 Song
MP3 Songs’ technical name is MPEG Layer-3, usually abbreviated as MP3. The 
filename extension is .mp3. This is a compressed audio file, used to store re-
corded songs in the smallest amount of space, without losing too much audio 
quality. At the highest quality, MP3 files are usually impossible to distinguish 
from non-compressed audio files. Pa5X can play and record MP3 files.

MP3 file on 
disk

MP3 
Song
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Choosing the Songs

Choosing a Song
Songs can be either MIDI or MP3 Songs. You can play a Song with either Player 
1 or Player 2. If you want, you can assign a Song to each of the players, and have 
the other player be ready for the next musical selection. You can also mix Styles 
and Songs with the different Players.

HINT:Youcan let thePlayersautomaticallychooseaSong(and/oraStyle)at
startup.Tochoosewhichone(s),gototheSettings > Menu > General Controls 
> Startuppage(seeAssigning startup elements to the Playersonpage465).

You can choose a Song from the control panel or from the display.

We’ll assign a Song to Player 1. Instructions for Player 2 would be identical, apart 
for the different player.

  ▪ Open the Select window from the control panel

 > While in any page, press the SONG button in the PLAYER 1 section.
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  ▪ Open the Select window from the display

1 Go to the Home > Main page.

When turning the instrument on, you are already in the Main page. If you are not 
in the Main page, press the EXIT button in the control panel.

2 Touch the name of the Song (or Style) in the display.
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As soon as you touch the display, the Song Select window appears.

Type Selected Song (or Style)

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (Songs or 
folders inside the drive or folder 

selected in the upper level)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 Be sure you are browsing the Songs, and not the Style. If not, touch the SONG 
button at the top of the window.
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  ▪ Choose a Song

1 Choose one of the available storage devices (drives).

 > While in Tile View mode, touch the Root button to see the list of the drives, 
choose a drive in the left side of the display, then browse through the folders 
inside the selected drive.

Type

Drives Selected drive’s content
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 > While in List View mode, touch the Root button to see the list of the drives, 
choose a drive from the list, then browse through the folders inside the selected 
drive.

Drive Meaning

KORGDISK Userstoragespaceinsidetheinternaldrive

SDUSER Userstoragespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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2 Select the folder containing the Song. In Tile View mode, its content will ap-
pear in the right side of the window, and the containing folder will be moved to 
the left side.

Selected folder

Folder content

3 Browse through the folders. If you want to close the current folder and go up 
one level, touch the Up button. If you want to go up to the main directory of the 
drive, touch the Root button.
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4 In Tile View mode, the Songs contained in the selected folder will appear in 
the right side of the window.

5 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

6 Touch the name of the Song you want to choose.

Once the Song has been selected, it will blink for a few seconds, and then be as-
signed to the selected Player. The selected file will appear highlighted in the list 
of files.

7 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.
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HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdparameter
isturnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Song in the dedicated area of 
the Main page.

8 If you want, repeat the same procedure to assign a Song (or Style) to the other 
Player.
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Playing back the 
Songs

Starting, stopping and controlling the 
Songs
You can start a single Song, or mix two Song, or Songs and Styles, with the two 
Players.

  ▪ Set the right mix

 > Move the X-FADER slider fully to the left to only listen to Player 1, fully to the 
right to only listen to Player 2.

The indicator over the corresponding Player section will turn on.

 > Move it to an intermediate position to mix the two Players.
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  ▪ Start the Player

 > Press the PLAY/STOP (   ) button in the section dedicate to the Player you 
want to start.

Stop/
Go to Start

Play/Stop

While the Song is playing, please note the various indicators in the display.

With a MIDI Song:

Tempo

Current markerFile path

Current 
measure

Beat indicator

Meter (Time Signature) 

In Play: Remaining measures
In Stop: Total song length

Fast Rewind / Fast Forward controls

With an MP3 Song:

File path

Tempo variation Elapsed time Fast Rewind /Fast 
Forward controls

In Play: Remaining time
In Stop: Total song length
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  ▪ Fast Forward the Song

 > Touch the FAST FORWARD (   ) button once to jump to the next measure 
(MIDI Song) or to the next second (MP3 Song).

 > As an alternative, use the FFW>> button in the USER mode of the CONTROL 
section (on the control panel or the display).

 > Keep touching the FAST FORWARD (   ) button to scroll the Song continu-
ously. Release it when you have reached the desired position.

  ▪ Rewind the Song

 > Touch the FAST REWIND (   ) button once to jump to the previous measure 
(MIDI Song) or to the previous second (MP3 Song).

 > As an alternative, use the <<FRW button in the USER mode of the CONTROL 
section (on the control panel or the display).

 > Keep touching the FAST REWIND (   ) button to scroll the Song continuously. 
Release it when you have reached the desired position.

  ▪ Stop and resume playback

 > Press the PLAY/STOP (   ) button to stop the Song at the current position. 
The button’s indicator will become white.

 > Press the PLAY/STOP (   ) button again to resume playback. The indicator 
will get the Player’s color (orange or blue) again.

  ▪ Stop the Player and return to the beginning of the Song

 > Press the STOP/GO TO START ( ) button to stop the Player and move to the 
beginning of the Song. The button’s indicator will turn off.
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  ▪ Start and stop both Players at the same time

You can start both Players at the same time, and mix them with the X-FADER 
while playing.

 > Keep the SHIFT button pressed, and press any of the two PLAY/STOP 
(   ) buttons to start both Players at the same time.

 > Keep the SHIFT button pressed, and press any of the two the PLAY/STOP 
(   ) buttons to stop both Players at the same time.
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Fade In/Out

Using the Fade control
You can use the FADE button to start and/or stop a Song with a smooth fade-in 
or out.

  ▪ Fade in

 > While the Song is not playing, press the FADE button to light up its indicator 
and start with a smooth fade-in.

The Song will start. When the maximum volume is reached, the indicator will turn 
off.

  ▪ Fade out

 > When the Song is approaching its end, press the FADE button to end it with 
a smooth fade-out.

Setting the Fade time
 > Go to the Settings > Menu > General Controls > Basic page to set the Fade 

In and Fade Out time.
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Playing the Keyboard Sounds along 
with the Song

  ▪ Play along with the Song

 > While the Song is playing, play the keyboard.

  ▪ Choose different Sounds from the Keyboard Set Library

 > Choose a different Keyboard Set from the KEYBOARD SET LIBRARY sec-
tion of the control panel, or by touching the name of the selected Keyboard Set 
in the Main page.

  ▪ Choose different Sounds from the Style or SongBook Entry

 > The latest Style or SongBook Entry you selected contains up to four Keyboard 
Sets. Choose a different Keyboard Set from the KEYBOARD SET section under 
the X-FADER.

 > You can also choose them from the Keyboard Set area of the Main page.
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Transpose the Songs to play in an 
easier key
With Songs in a difficult key, you may want to transpose them to an easier key. 
You can choose to only apply transposition to the Songs, without transposing the 
keyboard.

  ▪ Activate transposition only for the Songs

1 Go to the Settings > Menu > Tuning > Transpose Control page.

2 Activate Transpose on the Song, and deactivate it on the Keyboard.

  ▪ Transpose the Songs

 > Use the TRANSPOSE buttons on the control panel.
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Playing a list of songs 
(Jukebox)

The Jukebox list
The Jukebox list is a list of songs, that you can use as a playlist to quickly select 
all the songs of your show, or as a random list of songs for the background music.

Creating a Jukebox list from a folder
You can quickly convert all the Songs contained in a folder into a Jukebox list. 
This is useful to play background music in a random-like way, without having to 
program a playlist.

  ▪ Select the folder

1 Press the SONG button on the control panel, or touch the name of the Style 
or Song in the display.

2 Be sure you are browsing the Songs, and not the Style. If not, touch the SONG 
button at the top of the window.
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The Song Select window will appear.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 Browse through the files and folders, until you find the folder containing the 
Songs to play, and open it.

  ▪ Make a Jukebox list from the selected folder

1 While the folder containing the Songs is open, choose the Create Jukebox List 
command from the page menu (   ).

A Jukebox list will be automatically generated and assigned to Player 1. The order 
in which the Songs will be played back will depend on how they appear in the Song 
Select window.

2 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdparameter
isturnedon.SeeDisplay Holdonpage75.
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3 Go to the Home > Jukebox page to see the newly created list.

4 If you want to save the list, choose the Save Jukebox List command from the 
page menu (   ).

  ▪ Play the Jukebox list

You can immediately play the list of Songs from the selected folder.

1 Start and stop the Songs by pressing the PLAY/STOP (   ) button.

2 Use the standard PLAYER 1 controls to play, stop, fast forward and fast rewind 
the Songs.

3 Use all the Jukebox controls, as described below.
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Creating a Jukebox list from different 
folders
You can choose MIDI or MP3 Songs from any folder. This is useful to create a 
playlist for a show, without having to look around for the individual Songs in their 
respective folders.

Creating a Jukebox list
1 Go to the Home > Jukebox page.

2 Touch the Expand (   ) button to expand the pane.
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3 If a list of Songs already exists (because you selected an existing Jukebox 
file), and you want to start over from scratch, touch the Delete All button to delete 
all from the list. Otherwise, you can simply edit the existing list.

4 Touch the Append or Insert button to open the Song Select window. Append 
will append a Song to the end of the list, while Insert will insert a Song between 
the selected item and the previous one.

5 Select a drive and browse through the folders in the drive. You can choose 
Songs from any folder.

6 Touch the MID, KAR and MP3 files to be added. If you like, you can choose an-
other Jukebox (JBX) file, and add all its Songs to the Jukebox list you are editing.

HINT:Don’tworryaboutthecorrectorderoftheSongsinthelist.Youwillbeable
torearrangethemlater.

7 When done, press the EXIT button to return to the Jukebox pane.
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8 Repeat the above procedure and continue adding Songs to the list, until you 
have a full playlist for a show or session.

9 In the end, touch the Collapse (   ) button to collapse the pane again.

Editing the Jukebox list

  ▪ Rearrange the Songs in the list

If the order of the Songs added to the list is not the desired one, rearrange them.

1 Touch the Song to move.

2 Use the Move > Up (   ) and Move > Down (   ) buttons on the display 
to move the selected Song to a different position in the list.

  ▪ Delete unwanted Songs from the list

 > Touch the Delete button to delete the selected Song from the list.

 > Touch the Delete All button to delete all Songs from the list.

  ▪ Choose the playback options

 > Use the Play pop-up menu to choose the way the list will be played back.

Play mode Meaning

AllOnce AlltheSongsofthelistareplayedbackonce,fromthefirsttothelast
one.

Single TheselectedSongisplayedback,thenplaybackautomaticallystops.
ToplaythefollowingSonginthelist,selectitandpressthePLAY/STOP
button.

AllLoop AlltheSongsofthelistareplayedbackonce,andthenrestartfrom
thebeginning,untilyoupressthePLAY/STOPorSTOP/GOTOSTART
button.
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Saving the Jukebox list
1 While in the Jukebox pane, choose the Save Jukebox List command from the 
page menu (   ), to open the Save Jukebox List dialog.

2 While in the Save Jukebox List dialog, touch the Text Edit (   ) button if you 
want to assign the Jukebox file a new name. Edit the name and confirm to return 
to the Save Jukebox List dialog.

3 Touch the To (target path) to open the file selector, and browse through the 
drives and folders, until you find and open the target folder. Press the EXIT button 
to return to the Save Jukebox List dialog.

4 When done, touch the Save button to confirm saving the list, or the Cancel 
button to stop the procedure.
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Playing back the Jukebox list
Instead of single Songs, you can assign a Jukebox file to Player 1.

Opening a Jukebox list

  ▪ Open the Song Select window from the control panel

 > Press the SONG button in the PLAYER 1 section.

  ▪ Open the Song Select window from the display

 > Touch the name of the Song in the display.

  ▪ Select the Jukebox file

 > Browse through the files, until you find the Jukebox (.jbx) file, and open it.

You can quickly locate the Jukebox files by their icon.

The selected Jukebox list contains pointers to Songs residing in various drives and 
folders. Please do not move nor delete the Songs, nor disconnect any connected 
USB storage device containing the Songs.
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Playing the Jukebox list

  ▪ Start the Jukebox list

1 While in the Home > Main page, touch the Jukebox tab to see the list of Songs 
contained inside the selected Jukebox list.

2 Touch the name of the Song you want to start from.

3 Start and stop the Songs by pressing the PLAY/STOP (   ) button.

By default (with one of the All play options selected next to the list), all the Songs 
in the list will continue playing one after the other, until you don’t stop them.

4 Use the standard PLAYER 1 controls to play, stop, fast forward and rewind 
the Songs.
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  ▪ Move through the Songs

There are various ways to move through the Songs.

 > Touch in the list the Song you want to play.

 > Jump to the next Song in the list by touching the Next Song button in the 
Jukebox pane.

 > Jump to the previous Song by touching the Previous Song button in the 
Jukebox pane.

 > Press the STOP/GO TO START (   ) button to go back to the beginning of the 
current Song.



246| PlayingtheSongs

The special tracks 
(Melody, Drum & 
Bass)

Muting the melody or singer’s voice
You can mute the melody of the MIDI Song, or remove the singer’s voice from an 
MP3 Song, if you are going to play or sing live. This will avoid overlapping your 
playing or singing with the internal Sounds or the voice recorded in the MP3 Song.

Please note that programming an assignable switch will tie this function to a par-
ticular Keyboard Set or SongBook Entry. On the contrary, programming a Control 
button or a footswitch will offer a global option, that will not change when choos-
ing a different Keyboard Set or SongBook Entry.

Selecting a MIDI Song’s Melody track
One of the sixteen tracks of the MIDI Songs has to be chosen as the Melody track. 
While there isn’t an official standard, it is common practice to use Track #4 as the 
Melody track.

1 Go to Settings > Menu > Preferences > Song page.

2 Use the SMF Melody Track parameter to choose a track number.

3 You can activate this function by pressing BUTTON #8 in the CONTROL sec-
tion, when in MAIN mode. See below how to assign the Melody/Voice Remover 
command to an assignable switch or footswitch.
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Playing Drum & Bass
You can define two MIDI Song’s tracks as the Drum and Bass tracks. These tracks 
will play when selecting the Drum&Bass function, that you can assign to a switch, 
Control button or footswitch.

Please note that programming an assignable switch will tie this function to a par-
ticular Keyboard Set or SongBook Entry. On the contrary, programming a Control 
button or a footswitch will offer a global option, that will not change when choos-
ing a different Keyboard Set or SongBook Entry.

Selecting a MIDI Song’s Drum and Bass tracks
Two of the sixteen tracks of the MIDI Songs have to be chosen as the Drum and 
Bass tracks. It is common practice to use Track #2 as the Bass track and Track 
#10 as the Drum track in the Songs. Please note that the Bass track is usually 
Track #9 in the Styles.

1 Go to Settings > Menu > Preferences > Song page.

2 Use the SMF Drum&Bass Mode - Drum/Bass Track parameters to choose 
the track numbers.

3 You can activate this function by pressing BUTTON #7 in the CONTROL sec-
tion, when in MAIN mode. See below how to assign the Drum&Bass Mode com-
mand to an assignable switch or footswitch.
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Programming the switches for the 
special tracks

Programming an assignable switch
You can assign the Melody/Voice Remover and/or Drum&Bass Mode functions 
to an assignable switch.

1 Go to the Home > Menu > Switches page. As an alternative, keep the SHIFT 
button pressed, and press the ASSIGNABLE SWITCH you want to program. 

2 Assign the Melody/Voice Remover function to one of the Switch parameters.

3 If you want this assignable switch to remain programmed in the same way, 
even if you select a different Keyboard Set or SongBook Entry, lock this page.

4 If you want this as the setup at startup, keep the MY SETTING button pressed 
for about one second, and touch OK to confirm saving the My Setting Keyboard 
Set.
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Programming a footswitch
You can assign the Melody/Voice Remover and/or Drum&Bass Mode functions 
to a footswitch.

1 Go to the Settings > Menu > Controllers > Foot page.

2 Assign the Melody/Voice Remover function to the Pedal/Footswitch param-
eters corresponding to the footswitch connected to the instrument.

The changes will be automatically saved to the global settings.

Using the switch or footswitch to mute the melody or 
singer’s voice
1 While an Song is playing, press the programmed assignable switch or foot-
switch to remove the melody or singer’s voice.

2 Press the same switch or footswitch again to let the melody or singer’s voice 
reappear.
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Lyrics and chords

Choosing one of the Players
 > While in the Lyrics, Score or Markers page, you can touch either the Player 1 

or Player 2 button in the title bar to select the corresponding Player.

 > During playback, move the X-FADER slider to mix the two Players.

 > Move the X-FADER slider fully to the left to only listen to Player 1, fully to the 
right to only listen to Player 2. Move it to the center to balance the two Players.

The indicator over the corresponding Player section will turn on.

Where are lyrics and chords contained?
 > Inside the MIDI Songs. Lyrics and chords may be contained inside MIDI 

Songs as MIDI events.

 > Inside the MP3 Songs. Lyrics may be contained into MP3 Songs as ID3/
Lyrics3 and ID3/Frames tags.

 > In TXT files associated to Styles or Songs. Lyrics and chords may be con-
tained in a TXT file having the same name of a Style, a MIDI or MP3 Song, and 
residing in the same folder. You can also load a text file while playing a Style or 
a Song.

 > In TXT files linked to SongBook Entries. A TXT file can be linked to a 
SongBook Entry.

https://id3.org/Lyrics3v2
https://id3.org/Lyrics3v2
https://id3.org/id3v2.4.0-frames
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Reading the lyrics and chords 
contained in a Song
Lyrics and chords may be contained in a MIDI Songs as Lyrics MIDI events. This 
is the best way to use them, since synchronization with the Song is automatic.

Reading lyrics and chords

  ▪ Open the Lyrics page

 > Press the LYRICS button on the control panel. The Lyrics page will appear, 
and you will see the lyrics assigned to the selected Player.

Selected PlayerBeat indicator

Keyboard Sets (from the latest Style or SongBook Entry)
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  ▪ Read the lyrics

 > While the Song is playing, lyrics contained in a MIDI or MP3 Song will auto-
matically scroll in the display, in time with the music. Lyrics at the current position 
will be highlighted.

  ▪ Exit from the Lyrics page

 > When done with the lyrics, press either the LYRICS or the EXIT button.

Changing the text size
You can switch between two text sizes. Use the aA checkbox in the Lyrics page 
to change the font size.

 > Select the aA checkbox to choose a smaller font and see more text in one 
page.

 > Deselect the aA checkbox to choose a bigger font, and make the lyrics more 
readable at a distance.



Lyricsandchords |255Lyricsandchords |255

Showing/hiding chords
You can show or hide the chord symbols that might be included as Lyrics events 
in the MIDI Songs. Use the Chord checkbox in the Lyrics page.

 > Select the Chord checkbox to see the chord symbols. Chord symbols (if any) 
will appear above the lyrics, in time with the music.

 > Deselect the Chord checkbox to hide the chord symbols.

Chord transposition
When using the TRANSPOSE buttons, chord symbols may also be transposed, 
depending on the Master Transpose settings. To let the chord symbols be trans-
posed, go to the Settings > Menu > Tuning > Transpose Control page, and be sure 
one of the following settings is selected.

  ▪ Chord symbols transposed with the Songs

 > Select both the Song and Score checkboxes.
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  ▪ Songs transposed, but not the Chord symbols

1 Select the Song checkbox. Leave the Score checkbox not selected.

For more information about transposing the chord symbols, see Transposing the 
score and the chord symbols on page 483.
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Reading the lyrics and chords loaded as 
a text file
Lyrics and chords may be loaded as a text (TXT) file, either as a file having the 
same name of the Style or Song, linked from a SongBook Entry, or by loading it 
on-the-fly. They will have to be scrolled by using manual controls on the display, 
with a switch or a footswitch.

See Creating text files on a personal computer on page 260 for more informa-
tion on how to create correctly formatted text files.

Loading a text file with the same name of the Song
Lyrics and chords may be contained in a TXT file having the same name of a Style, 
a MIDI or MP3 Song. For example, if a ‘MySong.txt’ file exists in the same folder 
as the ‘MySong.mid’ file or ‘MySong.mp3’ file, loading this latter will load the TXT 
Lyrics file as well.

We recommend not to copy text files into a KST folder. If you want to add a text 
file to a Style, please copy the Style to an ordinary folder into one of the drives, 
together with the associated text file.

Please note that this text will prevail over any Lyrics event contained in the MIDI 
Song.

Linking text files to SongBook Entries
Lyrics and chords may be contained in a text (TXT) file linked from a SongBook 
Entry. The Entry may be either Style- or Song-based. See the chapter dedicated 
to editing a SongBook Entry.
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On-the-fly loading of Lyrics and chords from an external 
text file
When no lyrics or chords are contained or associated to the Style or Song, you can 
load a text (TXT) file after having chosen a Style or Song.

  ▪ Load a TXT file on-the-fly

An empty Lyrics page with a message will appear when you press the LYRICS 
button in one of the following cases:

 > The Song does not contain lyrics and chords.

 > No external text file is associated to the Style or the Song.

 > No text file is linked from a SongBook Entry.

In this case, do the following:

1 Keep the SHIFT button pressed and touch the center of the display.

2 The Select window will appear, and will let you choose a TXT file to be loaded.

3 With a TXT file selected, choose the Load command from the page menu 
(   ) to load it.

4 Press the EXIT button to return to the Lyrics page.
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Manually scrolling the text
If the text has been linked or loaded as a text (TXT) file, it will not scroll auto-
matically while the Song is playing back. You can manually scroll it in one of the 
following ways.

  ▪ Scroll the text on the display

 > Scroll the text by using the DIAL or UP/DOWN controls or the vertical scroll-
bar.

  ▪ Scroll the text with a switch, footswitch or Control button

1 Assign the Text Page Down command to a physical controller. If you want, 
you can also assign the Text Page Up command to a different controller, to move 
the text back.

 > If you want to assign it to an assignable switch, go to the Home > Menu > 
Switches > Switches page.

 > If you want to assign it to a footswitch, go to the Settings > Menu > Controllers 
> Foot page.

 > If you want to assign it to a Control button, go to the Settings > Menu > 
Controllers > Sliders/Buttons page.

2 Return to the Lyrics page, and scroll the text by using the programmed physi-
cal controller.

Please note that programming an assignable switch will tie the page scroll com-
mand to a particular Keyboard Set or SongBook Entry, dedicated to a particular 
Song based on an external text file. On the contrary, programming the footswitch 
or Control button will offer a global option, that will not change when choosing a 
different Keyboard Set or SongBook Entry.
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Creating text files on a personal 
computer

Choosing the correct text file format
By using the Unicode text encoding, Pa5X can support lyrics in several languages. 
The file must be a plain/normal text file, with Unicode UTF-8 (with BOM) encoding, 
and Windows-compliant end of line (CRLF).

To create a TXT file with the correct encoding, you can use a Windows PC or Mac 
with an advanced text editor. Two excellent applications you may use are Don Ho’s 
Notepad++ for Windows and Bare Bone’s BBEdit for Mac.

Language Text Encoding
When creating or editing a text file, we suggest you use the UTF-8 with BOM 
encoding. If this is not possible, please choose one of the following text encod-
ings when saving the file, being sure it is matching the language selected in Pa5X. 
Choosing a codeset for your text file is always recommended, being an added 
safety.

Language Encoding (Notepad++) Encoding (BBEdit)

Dutch WesternEuropean>Windows-1252 Western(WindowsLatin1)

English WesternEuropean>Windows-1252 Western(WindowsLatin1)

Estonian Baltic>Windows-1257 Baltic(Windows)

French WesternEuropean>Windows-1252 Western(WindowsLatin1)

German WesternEuropean>Windows-1252 Western(WindowsLatin1)

Greek Greek>Windows-1253 Greek(Windows)

Italian WesternEuropean>Windows-1252 Western(WindowsLatin1)

Polish CentralEuropean>Windows-1250 CentralEuropean(WindowsLatin2)

Russian Cyrillic>Windows-1251 Cyrillic(Windows)

Spanish WesternEuropean>Windows-1252 Western(WindowsLatin1)

Turkish Turkish>Windows-1254 Turkish(WindowsLatin5)



Lyricsandchords |261

Setting the language on Pa5X
To correctly read text on your Pa5X, be sure to set the Language parameter to 
your language. 

1 Go to the Settings > Menu > General Controls > Interface page.

2 Use the Language pop-up menu to select one of the available languages.

3 Touch the Change button to apply the selected language.

Please note that with text files encoded in ASCII (instead of Unicode), mismatches 
between the instrument’s selected language and the text file language may hap-
pen. In this case, we suggest to resave the text file with the correct encoding from 
a personal computer. As a (not recommended) alternative, you can change the 
instrument’s language, and reload the text file.
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Editing the TXT file on a Windows PC
1 Launch Notepad++.

2 Open the original TXT file.

3 Choose File > New to open a new tabbed window containing the new TXT file.

4 Choose Encoding > Character sets > [Your Language] > [Encoding].

5 Click on the tab containing the original TXT file.

6 Select all and copy the selected text.

7 Click on the tab containing the new TXT file.

8 Paste the copied text.

9 Save and assign a name to the new TXT file.

10 Load the file into your instrument, and check it.
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Editing the TXT file on a Mac
1 Launch BBEdit.

2 Open the original TXT file.

3 In the status bar (in the lower part of the window) find the Document Text 
Encoding parameter (it usually defaults to Unicode UTF-8). Click it to open the 
popup menu, and choose Unicode (UTF-8, with BOM).

4 Next to it in the status bar, find the Line Break Type parameter, usually 
defaulting to Unix (LF). Click it to open the popup menu, and choose Windows 
(CRLF).

5 Save a copy of the file by choosing File > Save As. Give the new file a name, and 
be sure that the Save As dialog box shows the correct Line breaks and Encoding.

6 Load the file into your instrument, and check it.
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Formatting text for the Pa-Series instruments
While in a text editor, text files must be formatted with non-proportional fonts 
(like Courier, Courier New, Letter Gothic, Lucida Sans, Menlo, Monaco, Vera Sans, 
or any other monospaced font). Up to 41 characters can fit a single line of text 
when using the smaller font size in the Pa, 24 when using the bigger font size.

 > Small font in a text editor and the Pa:

    

 > Big font in a text editor and the Pa:

    

Using imported text as a memo
Importing text files may be useful not only to load Lyrics, but also to load notes on 
the show. Please find below an example of playlist and gig outline.
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The Markers

Choosing the Markers from the display
The Markers allow for jumping to a saved point in a MIDI Song. Song Marker events 
contained in a MIDI Song can be read by Pa5X. You can also create your own 
Markers.

You can select the Markers from the STYLE ELEMENT / MARKER buttons in the 
lower-left area of the control panel, or from the Markers page on the display.

NOTE:Fromnowon,theSTYLE ELEMENT / MARKERbuttonswillonlybecalled
MARKER.

 > The MARKER buttons on the control panel let you quickly access the Markers 
of the current Player. You can still access the Markers while, for example, reading 
the Lyrics on the display.

 > The Markers page allows to select the Markers for the current Player, but also 
allow for pre-selecting Markers or Style Elements in the other Player while not yet 
selected. If a Style is assigned to the other Player, you will be able to pre-select 
the Style Elements instead.
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  ▪ Access the Markers page

1 Assign a MIDI Song to one or both Players.

2 Press the MARKER button on the right of the display to open the Markers 
window.

Selected PlayerBeat indicator

Keyboard Sets (from the latest Style or SongBook Entry)

When accessing this page, the current Player appears selected on top of the page. 
If it is playing, you can see it progressing in the beat indicator.

Each of the Markers in the list corresponds to one of the MARKER buttons on the 
control panel.

Name of the MarkerCorresponding MARKER button

Position (Measure, beat, tick)

  ▪ Make the markers list scroll automatically

Select the Auto Scroll checkbox, to let the markers list scroll automatically during 
playback, and always let the current marker be shown in the display.

If this checkbox is not selected, the list will not scroll with the Song.
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  ▪ Select a Marker in the current Player

 > While the Markers of the current Player appear in the display, touch one of 
them to select it. At the beginning of the next measure, the Song will jump to the 
saved position.

  ▪ Pre-select a Marker in the other Player

1 Touch the button corresponding to the other Player on top of the page.

If the other Player has a Style assigned, the corresponding page will show the 
Style Elements instead of the Markers.

When switching to the other Player, the beat indicator will show the activity of the 
newly selected Player. If it is in stop, there will be no activity shown.

2 Choose one of the Markers from the other Player to pre-select it.

3 When moving the X-FADER to select the other Player, you will find the se-
lected Marker ready to play.

4 If the newly selected Player is stopped, press the corresponding PLAY/STOP 
(   ) button to start it.

You can see the activity of the selected Player in the beat indicator.

5 If you want, press the PLAY/STOP (   ) button corresponding to the other 
Player to stop it.
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Choosing the Markers from the control 
panel
You can use the buttons in the MARKER section on the control panel to choose 
the Markers. The lower indicator on the left of the buttons will show that the 
Markers can be selected.

The buttons corresponding to the Markers are shown in the Markers page.

You can access the first 15 Markers from the MARKER buttons. Any additional 
Marker has to be selected from the display.

1 Be sure the lower indicator of the MARKER section is turned on, showing you 
can select the Markers.

2 If a button indicator is white, it means that it corresponds to a Marker. If it is 
dark, no Marker is associated with that button.

3 Press one of the buttons in the MARKER section on the control panel to jump 
to the corresponding Marker.

At the beginning of the next measure, the Song will jump to the saved position. 
The button indicator will become orange (Player 1) or blue (Player 2) depending 
on the selected Player.
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Creating and editing markers
You can add your own Markers to a MIDI Song, then save them into the MIDI Song.

  ▪ Open the Markers page

 > While a MIDI Song is assigned to the current Player, press the MARKER but-
ton on the right of the display. If there are no Markers in the Song, you will see an 
empty list.

  ▪ Add Markers

1 Start the Player by pressing the PLAY/STOP (   ) button.

Markers can be added even while the Player is not running, but adding them while 
the Song is running is easier.

2 When you reach the position you want to save as a Marker, touch the Add 
button.

 > If you touch Add within the early beats of the measure, the beginning of the 
current measure is saved as a Marker.

 > If you touch Add within the last beat of the measure, the beginning of the fol-
lowing measure is saved as a Marker. 
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3 Do the same for any of the following Markers.

4 Stop the Player by pressing the PLAY/STOP (   ) button. 

  ▪ Delete Markers

1 Touch the Marker to be deleted in the Markers list. 

2 Touch the Delete button to delete the selected Marker. 

3 Save the Markers (as described below).

  ▪ Edit the name and position of a Marker

1 Touch the Marker to be edited in the markers list.

2 Touch the Edit button to start editing the marker. The Edit Marker window 
will appear.
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3 While in the Edit Marker window, edit the position and name of the selected 
Marker.

4 Touch the OK button to save the Marker.

  ▪ Save the Markers in the MIDI Song

1 Press the EXIT button to exit from the Markers page.

2 Choose the Save Song command from the page menu (   ) to save the 
Markers in the MIDI Song.
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Looping a Song section
You can use the Markers to repeat a passage you need practicing.

1 Start the Player.

2 When you reach the beginning of the point you need practicing, touch the Add 
button to create a first Marker.

Usually, you will create the marker one or two measures before the actual start-
ing point.

3 When you reach the end of the point you need practicing, touch the Add but-
ton to create a second Marker.

4 Activate the loop in one of the following ways:

 > Select the first Marker, then select the Loop checkbox to repeat (loop) be-
tween the first and second marker.

 > Press twice the MARKER button corresponding to the first Marker to repeat 
(loop). Its indicator will start flashing.

5 Deactivate the loop, either by deselecting the Loop checkbox or by pressing 
the MARKER button again.

6 If you no longer need them, delete the Markers. In any case, they will be auto-
matically removed when choosing a different Song or turning off the instrument, 
if you don’t save the Song.
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The Score

Reading the music score
With MIDI Songs, you can have a music score of one of the tracks. This will let you 
read the score on the display or an external monitor (if connected).

Intelligent display of the score
Score generation is smart enough to ‘clean-up’ a track with automatic quanti-
zation, syncopation, key and clef generation. Even non-quantized tracks will be 
shown in a very readable way.
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Displaying the music score

  ▪ Show the music score

1 Choose a MIDI Song to play with the selected Player.

2 Press the SCORE button to open the Score page. A score of the selected track 
will be generated.

Depending on the content of the track, notes, chords and lyrics are shown in the 
staff.

Song name

Current staff Current position LyricsSelected trackClef

TempoChord symbols Selected Player

  ▪ Choose a track

 > Choose a track to be seen as music score by using the Trk pop-up menu.

Usually (but not always), the Melody is Track #4.
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  ▪ Choose the clef

 > Choose a different clef by using the Clef pop-up menu.

Usually, the correct clef is automatically assigned by the score generator.

Clef Meaning

Treble StandardTrebleclef.

Treble+8 Trebleclefwithtranspositiononeoctaveupper.

Treble-8 Trebleclefwithtranspositiononeoctavelower.

Bass StandardBassclef.

Bass-8 Bassclefwithtranspositiononeoctavelower.

  ▪ Exit from the Score page

 > When done with the score, press either the SCORE or the EXIT button.

Following the Song
You can always see where you are in the score by watching at these indicators:

 > A red vertical line on the left side of the score, showing indicating the current 
staff in play.

 > A red up-pointing triangle, showing the current position.
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Showing lyrics, chords, note names

  ▪ Read the Lyrics

 > Touch the Lyrics button to make the lyrics (if available) appear or disappear.

  ▪ Read the chords

 > Touch the Chord button to make the chord symbols (if available) appear or 
disappear.

  ▪ Read the note names

 > Touch the Note button to make the note name appear or disappear next to 
each note.

Muting or soloing the selected track
Mute a track if you are going to play or sing it live. This will avoid overlapping be-
tween your playing or singing and the internal Sounds.

Solo it if you want to listen to it in isolation.

 > Touch the Mute (M) button to listen or mute the selected track.

 > Touch the Solo (S) button to listen the selected track alone or together with 
the others.

 

You can save the Mute status by saving the MIDI Song.

You can also keep the selected track muted for all the subsequent Songs, by acti-
vating the Song Track Play/Mute lock in the Settings > Menu > General Controls 
> Lock page.
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Music score and transposition
When using the TRANSPOSE buttons, the music score and chord symbols in the 
Score page may be transposed in various ways. To decide if and how they are 
transposed, go to the Settings > Menu > Tuning > Transpose Control page, and 
be sure one of the following settings is selected.

  ▪ Transpose the score with the Songs

 > Select the Song and Score checkboxes.

 

  ▪ Transpose the score, but not the Songs

 > Select the Score checkbox, and deselect the Song one. 

For more information about transposing the score and chord symbols, see 
Transposing the score and the chord symbols on page 483. 
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Using the SongBook
What is the SongBook?
The basic idea behind the SongBook is that you always start from a song. By 
choosing an Entry from the SongBook, you choose a template for that song. 
Everything you need (Style, Song, Sounds, Mic and Guitar effects, Lyrics, Key, 
Tempo value) is there at the touch of a single button.

In other words, the SongBook is the onboard music database, allowing you to 
organize, sort and filter the Styles and Songs for easy retrieving. Each Entry 
of this database (a ‘song’) may include information like the artist, title, genre, 
number, key, tempo, and meter (time signature) of a specified song.

When choosing one of the Entries, the associated Style, MIDI or MP3 Song is 
automatically recalled. The Master Transpose value is automatically set. The Mic 
and Guitar Presets might also be recalled. Pads and a Chord Sequence are there.

You can add your own Entries to the SongBook, as well as edit the existing ones. 
KORG already supplies some hundred Entries as standard. You can assign four 
Keyboard Sets, four Pads and a Chord Sequence to each Entry. You can replace 
Sounds and Effects. You can choose an alternative Tempo, to get a different 
version of the same Style without having to duplicate it.

Also, you can link a TXT file to any Entry, to be used as the Lyrics of a song, even 
if there are no Lyrics inside the linked MID or MP3 file, or if you prefer to play 
the song live with the backing of the Styles.

Furthermore, to help you organize your show, the SongBook allows you to cre-
ate various Set Lists, that are collections of Entries that will suit your different 
types of show, and you can choose with the dedicated buttons on the display.
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Choosing the SongBook Entries

Choosing the SongBook Entries from the Book list
A large database is already included with the instrument. You may browse through 
this database and choose a SongBook Entry.

  ▪ Choose a SongBook Entry

1 Press the BOOK button in the SONGBOOK section to open the Book page.

2 Browse through the Entries.

Use the scrollbar in the display, or the DIAL or UP/DOWN controls to scroll.

Keep the SHIFT button pressed and touch one of the arrows of the scrollbar to 
jump to the previous or next alphabetical section.

3 When the Entry you are looking for appears in the display, touch it to assign 
it to the selected Player.
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After choosing the Entry, its name will appear just under the title bar (Player 1 or 
2 Entry), just above the name of the associated Style or Song. The name of the 
Entry in the list will appear highlighted.

Selected Entry Linked Style or Song (Player 1)

Name of the selected Entry (Player 1)

The linked Style and/or Song will be recalled. If at least one of the Players is play-
ing, a Style will be assigned to the selected Player, while a Song will be assigned 
to other Player.

Pads and Keyboard Sets will also be recalled. If the Style to Keyboard Set func-
tion is activated, Keyboard Set #1 will be selected. Any TXT file linked to the Entry 
will be shown in the Lyrics page. A Mic and a Guitar Preset will also be recalled. A 
Chord Sequence might be also loaded.
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Identifying the Entries by type
 The icons in the Type column will help you identify the Entry.

Type Meaning

Style-basedEntry.Whenchosen,itwillselectaStyle.

MIDISong-basedEntry.Whenchosen,itwillselectaSong.

MP3Song-basedEntry.Whenchosen,itwillselectaSong.
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Playing the SongBook Entries
You can play the selected Entry by using the same Player controls you would use 
to play a Style or a Song. Here is a recap.

  ▪ Play and pause the Style or Song

 > Press the PLAY/STOP (   ) button to start the SongBook’s song. The but-
ton’s indicator will turn on.

 > Press the PLAY/STOP (   ) button again to stop it. If it is a MIDI or MP3 Song, 
it will stop at the current position. The button’s indicator will turn off.

  ▪ Fast Forward the MIDI or MP3 Songs

1 Press the USER mode button in the CONTROL section.

2 As per factory programming, BUTTON #9 is the Fast Forward command.

 > Touch the FAST FORWARD (   ) button once to jump to the next measure 
(MIDI Song) or to the next second (MP3 Song).

 > Keep touching the FAST FORWARD (   ) button to scroll the Song continu-
ously. Release it when you have reached the desired position.

  ▪ Rewind the MIDI or MP3 Songs

1 Press the USER mode button in the CONTROL section.

2 As per factory programming, BUTTON #8 is the Fast Rewind command.

 > Touch the FAST REWIND (   ) button once to jump to the previous measure 
(MIDI Song) or to the previous second (MP3 Song).

 > Keep touching the FAST REWIND (   ) button to scroll the Song continuously. 
Release it when you have reached the desired position.

  ▪ Stop the MIDI or MP3 Song and return to the beginning

 > If the SongBook Entry is linked to a MIDI or MP3 Song, press the STOP/GO 
TO START (   ) button to stop the Player and move to the beginning of the Song. 
The button’s indicator will turn off.
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Sorting and filtering the SongBook 
Entries

Sorting by label/column
On top of the list you can find some labels, each one corresponding to a column of 
data. Depending on the view preferences, you can see a set chosen between Type, 
Name, Artist, Genre, Key, BPM, Meter, Number. You can choose one of the labels 
to sort the list according to that type of data.

Please note that the Artist and Key fields of all the supplied Entries have been 
intentionally left empty.

  ▪ Change the order of the list

 > Reorder the items according to a different sorting criterion by touching the 
corresponding label on top of the list.

 > By touching the label again, the order of the items will switch between as-
cending and descending.

  ▪ Choose which columns to show

To make the information easier to read, only some of the columns are shown at 
the same time. You can decide what to show.

1 Choose the Preferences command from the page menu (   ) to open the 
Preferences dialog.

2 Use the Columns menu to choose one of the predefined sets of columns to 
be shown.

3 When done, touch the OK button to close the dialog.
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Filtering the Entries
When you are looking for a particular artist, genre or other categories, you may 
‘filter’ the list to only see the type of Entries you are looking for. The more da-
tabase fields (or ‘tags’) are filled in an Entry, the more accurate filtering will be.

Please note that you can also find items inside the SongBook database by press-
ing the SEARCH button on the control panel. But while the Search function only 
searches for names, the Filter function allows for a more refined search on mul-
tiple parameters at the same time.

  ▪ Open the Filter dialog

 > While in the SongBook > Book page, touch the Filter button to open the Filter 
dialog.
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  ▪ Edit the filter criteria and activate the filters

1 Touch the Text Edit (   ) button next to the field you want to edit, to open the 
virtual keyboard and type the text string you are looking for.

For example, you may want to find all songs containing the word ‘love’ in the title 
(in any position in the string). If so, select the Name criterion, and enter the word 
‘love’. There is no distinction between upper and lowercase.

When done editing the name, confirm by touching the OK button under the virtual 
keyboard.

2 Repeat the above step for all the fields you want to include in your filter.

3 If you like, select a Meter and/or a range of Tempo values to be included in 
your filter criteria.
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  ▪ Delete the filter criteria you don’t need

 > Touch the Clear button to delete the text string or reset the parameter to a 
default value.

 > Touch the Clear All button to reset all filter criteria.

  ▪ Confirm the filters

 > When done editing the filter parameters, touch the OK button to close the 
Filter dialog and return to the Book page.

The Filtered checkbox will be automatically selected, and the filter will be activat-
ed. Only the Entries matching the entered criteria will be shown in the Book list.

  ▪ Deactivate the filters and see all the Entries again

 > Touch the Filtered checkbox to deselect it.
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Choosing the SongBook Entries by Song 
Number
You can select a SongBook Entry by entering its unique Song ID Number. Numbers 
associated with each Entry can be programmed in any of the SongBook Entry edit 
pages. (See Editing the Song Selection Number on page 299 for more informa-
tion).

To help you find a SongBook Entry by ID number, you can export a song list using 
the Export Book as Text File command from the page menu (   ), and use it as 
a reference.

1 To see the numbers while in the Book page, be sure the Number column is 
shown.

If it is not shown, choose the Preferences command from the page menu (   ), 
then use the Columns menu to choose one of the options including the Num col-
umn.

2 To select a SongBook Entry by entering its ID number, press the BOOK button 
again while you are in any page of the SongBook. The numeric keypad will appear, 
allowing you to enter the ID number corresponding to the desired Entry.

Please note that you can choose an Entry by ID number even if the Number col-
umn is not shown.
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Quick creation of a 
new SongBook Entry

Preparing the SongBook Entry
You can save a snapshot of the current status of the instrument in a new SongBook 
Entry, to be included into the SongBook database.

  ▪ Choose the Style or Song

 > Choose a Style or Song to be assigned to one of the Players.

  ▪ Choose the Tempo, Sounds and the Effects

 > You can choose a different Tempo for the Style.

 > You can choose different Sounds and Effects for the Style tracks.

 > Changes to a MIDI Song’s Sounds will not be saved to the SongBook Entry. 
Only the data included in the MID file will be used. If you want to change them, edit 
the MID file in Song Edit mode.

  ▪ Adjust the other performance settings

 > Select the Style Element to be automatically recalled.

 > Set the Volume levels and the Play/Mute status for the Style and MIDI Song 
tracks.

  ▪ Choose the Mic and Guitar Presets

 > Choose a Mic Preset and/or a Guitar Preset, and adjust their parameters.

  ▪ Choose the Pads

 > Assign the Pads to the PAD buttons.

  ▪ Choose the Chord Sequence

 > Choose a Chord Sequence, or record a new one that will be saved in the Entry.
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Saving the SongBook Entry
You can quickly save the settings into a new SongBook Entry.

1 Keep the BOOK button pressed for about one second to create a new 
SongBook Entry. The Save SongBook Entry dialog will appear.

As an alternative, go to one of the SongBook pages, and choose the Save Book 
Entry command from the page menu (   ).

2 If both options are offered (because you had selected a SongBook Entry from 
the list before editing it), decide if you want to create a new Entry (New SongBook 
Entry), or overwrite the selected one (Rename/Overwrite).

3 While in the Save SongBook Entry dialog, touch the Text Edit (   ) button 
next to the New Song Name parameter, to open the virtual keyboard and edit the 
name of the Entry.

4 After the virtual keyboard has been closed, touch the Save button to save the 
Entry to the SongBook database.
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Editing the SongBook
Editing the SongBook Entries

Choosing an existing SongBook Entry
 > Choose a SongBook Entry from the SongBook > Book page…

 > … or from the SongBook > Set List page (here shown in List View mode).
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Choosing the Sounds and the Effects
You can exit the SongBook, and repeat the same operations done to create a new 
SongBook Entry (see Preparing the SongBook Entry above).

In particular, you can choose a different Keyboard Set from the library, or choose 
different Keyboard Sounds, Effects, and all the settings for the Sounds and save 
them into a new Keyboard Set.

You can save up to four Keyboard Sets into the KEYBOARD SET buttons under 
the X-FADER.

All the other elements saved into a SongBook Entry can be edited from the dis-
play, as seen in the following pages.
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Choosing the Style or Song
With each SongBook Entry, a reference to a Style or Song is saved. When editing 
an Entry, you can change it with a different Style or Song.

1 Choose the SongBook Entry to be edited.

2 Go to the SongBook > Entry Edit > Player/Pad/KbdSet page.

3 Touch the Player button to open the Select window.

4 Choose a different Style or Song.

Choosing the Style controls
The selected Style Element, and the status of the Synchro and Memory functions, 
will be memorized when saving the SongBook Entry.
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Choosing the Pads
With each SongBook Entry, four Pads are saved. When editing an Entry, or creat-
ing a new one, you can replace the Pads.

1 If you want to edit an existing SongBook Entry, choose it.

2 Go to the SongBook > Entry Edit > Player/Pad/KbdSet page.

3 Touch the Pad you want to change, to open the Select window.

4 Choose a different Pad.
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Choosing the Keyboard Sets
With each SongBook Entry, four Keyboard Sets are saved. When editing an Entry, 
you can replace the older Keyboard Sets with new ones. 

  ▪ Set the starting point

 > Choose the SongBook Entry to be edited.

  ▪ Edit the Keyboard Sets

1 If you want to edit the Keyboard Sets, press the EXIT button to exit the 
SongBook. Don’t select a different SongBook Entry!

2 If you want, choose a different Keyboard Set from the library.

3 Edit the Keyboard Set, by choosing the Sounds, the Effects and the various 
performing parameters.

  ▪ Save the Keyboard Sets into the Entry

1 Press the BOOK button to access the SongBook again.

2 Go to the SongBook > Entry Edit > Player/Pad/KbdSet page.

3 Use the Keyboard Set area to choose the Keyboard Set(s) to save with the 
SongBook Entry.
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4 Use the All checkbox to decide if you want to save all the Keyboard Sets (up 
to four), or just one.

All Meaning

On The four Keyboard Sets contained in the KEYBOARD SET buttons under the
X-FADERwillbesavedintheSongBookEntry.

Off OnlytheselectedKeyboardSetwillbesavedintothetargetbutton.

5 If you deselected the All checkbox, choose a single Keyboard Set location 
to save the Keyboard Sounds to the selected Keyboard Set inside the SongBook 
Entry.

6 After choosing the target location, you can touch the Text Edit (   ) button 
and give the Keyboard Set a new name.

7 If you want to save more Keyboard Sets, repeat the above procedure for the 
other Keyboard Set locations inside the SongBook Entry.
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Choosing the Mic Preset and Guitar Preset
With each SongBook Entry are saved references to a Mic Preset and a Guitar 
Preset. When editing an Entry, you can replace them.

1 Choose the SongBook Entry to be edited, then go to the SongBook > Entry 
Edit > Mic/Gtr/ChordSeq page.

2 Touch the name of the Mic Preset or the Guitar Preset to open the Select 
window, and choose a preset.

3 Select the Global Settings checkbox if you want to use the presets chosen in 
the Settings > Mic/Guitar Setup > Setup pages.
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Choosing the Chord Sequence
A SongBook Entry may contain a Chord Sequence, to have a sequence of chords 
good for the song ready.

1 Choose the SongBook Entry to be edited, then go to the SongBook > Entry 
Edit > Mic/Gtr/ChordSeq page.

2 Touch the name of the Chord Sequence to open the Select window, and 
choose a Chord Sequence.

Editing the Song Selection Number
Each SongBook Entry can have a unique ID number (up to 9,999). You can type 
them to quickly recall an Entry (see Choosing the SongBook Entries by Song 
Number on page 289 for more information).

Assigning a number is not mandatory, but may help in quickly recalling the Entries, 
and as an alternative way of organizing them. For example, you may use the dif-
ferent 100s to create a different way of categorizing your entries by genre or age.

To help you find a SongBook Entry by ID number, you can export a song list using 
the Export as Text File command from the page menu (   ), and print it.

1 Choose the SongBook Entry to be edited.
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2 Go to the SongBook > Tags & Lyrics page.

3 Touch the Number parameter to open the virtual numeric keypad, and enter 
the ID number. If you enter an existing number, the first free number after that 
one will be automatically entered.
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Editing the database tags
The SongBook is a database. You can add to each SongBook Entry special archival 
data, or tags, that will later help in retrieving specific types of songs by using the 
SongBook > Book > Filter function.

1 Choose the SongBook Entry to be edited.

2 Go to the SongBook > Tags & Lyrics page.
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3 Edit the SongBook Entry’s database tags.

Tag Style-based Entry MID-based Entry MP3-based Entry

Genre MusicgenreassociatedwiththeEntry.

Artist NameoftheartistofthesongassociatedwiththeEntry.

KeyInfo OriginalkeyoftheEntry.ThefirstfieldistheRoot,thesecondoneistheMajor/
minormode.

Tempo Entry’sTempo.Thismaychange,ifaTempoChangeeventisincludedwithin
theassociatedresource.
YoucanmanuallychangethisvaluebyusingtheTEMPObuttonsonthecontrol
panel.AnychangewillonlybeshownaftersavingtheEntry.

OriginalTempoofthe
Style.

OriginalstartingTempo
oftheMIDfile.

Alwayszero(original
TempooftheMP3Song).

MeterInfo Entry’sMeter(or‘TimeSignature’).Thismaychange,ifaMeterChangeeventis
includedwithintheassociatedresource.

Master
Transpose

Entry’sMasterTransposevalue.WhentheEntryisselected,theMaster
Transposeofthewholeinstrumentisautomaticallychanged(unlessitisnot
locked).TheMasterTransposevaluesavedintheSongBookEntryoverrides
anyMasterTransposesettingcontainedintheassociatedresource.
YoucanmanuallychangethisvaluebyusingtheTRANSPOSEbuttonsonthe
controlpanel.AnychangewillonlybeshownaftersavingtheEntry.
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Linking a text file to the SongBook Entry
You can add Lyrics to any Entry as a linked TXT file. Since there is no automatic 
synchronization between this type of Lyrics and the associated Style or Song, you 
will have to scroll them manually (as explained in Reading the lyrics and chords 
loaded as a text file on page 257).

  ▪ Link Lyrics as a TXT file

1 Choose the SongBook Entry to be edited.

2 Go to the SongBook > Tags & Lyrics page.

3 Touch the name of the TXT file to open the file selector, and choose a TXT file 
to be linked to the current SongBook Entry.

4 Choose the Load command from the page menu (   ).

After having been selected, the name of the linked text file will appear.

5 Use the Song/File TXT radio-button to choose whether the Lyrics have to be  
read from the internal MIDI file data, or from the linked TXT file. This selection is 
only allowed if both types of Lyrics are available.
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  ▪ Unlink the TXT file

 > While in the same page, touch the Delete (   ) button.

 > As an alternative, touch the name of the TXT file to open the file selector 
again, and choose the Unload current command from the page menu (   ).

Checking the Information for the SongBook Entry
You can see some information on the selected SongBook Entry, to check, for ex-
ample, the name of the Entry, the linked Style or Song, the Chord Sequence and 
TXT file (if any).

1 Choose the SongBook Entry.

2 Go to the SongBook > Entry Edit > Info page.

If you selected a Style-based Entry:
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If you selected a Song-based Entry:

Adding notes to a SongBook Entry
You can add written notes to the entry.

1 Choose the SongBook Entry to be edited.

2 Go to the SongBook > Entry Edit > Info page.

3 Touch the Text Edit (   ) button to add the written note.

4 When done, touch the OK button to confirm the entered note.
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Saving the SongBook Entry
You can save your edits over a new or existing SongBook Entry.

1 Choose the Save Book Entry command from the page menu (   ). The Save 
SongBook Entry dialog will appear.

2 Choose whether you want to create a new Entry (New SongBook Entry), or 
overwrite the one you just edited (Rename/Overwrite).

3 If you want, you can deselect the All checkbox, and choose the elements you 
want to save.

4 Touch the Text Edit (   ) button next to the New Song Name parameter, to 
open the virtual keyboard and edit the name of the Entry.

5 After the virtual keyboard has been closed, touch the Save button to save the 
Entry to the SongBook database.
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Managing the 
SongBook Entries

Selecting the SongBook Entries

Multiple selection of SongBook Entries
While in the Book page of the SongBook, you can select several Entries at the 
same time before executing an operation.

  ▪ Set the Select mode

 > While in Book page, use the Selection Mode button to decide either to select 
the Entries in a consecutive or separate way.

Selection Mode Meaning

ChoosethisoptiontoselectthetargetEntriesseparately (i.e.,with
othernon-selectedEntriesinthemiddle).

ChoosethisoptiontoselectthetargetEntriesconsecutively(i.e.,all
inarow).
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  ▪ Select multiple Entries separately

1 Touch the Select Mode button to choose the SHIFT function.

2 Select the first Entry to be selected.

3 Press and keep the SHIFT button pressed.

4 Select a second Entry to be selected.

5 While keeping the SHIFT button pressed, continue selecting the other Entries 
to be selected.

6 Release the SHIFT button.

  ▪ Select multiple Entries consecutively

1 Touch the Select Mode button to choose the SHIFT function.

2 Select the first Entry to be selected.

3 Press and keep the SHIFT button pressed.

4 Select the last Entry to be selected.

5 Release the SHIFT button.
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  ▪ Deselect the Entries

 > To deselect one or more Entries, without deselecting everything, keep SHIFT 
pressed and touch the items to be deselected.

 > To deselect everything, select any other Entry. All selected Entries will be 
deselected.

Selected and active SongBook Entries
In the Book and Set List pages (List View mode), an Entry that is selected in the 
list and active is shown with a vertical line next to its name. Orange if it is assigned 
to Player 1, blue if assigned to Player 2.

If you select a different Style or Song, the Entry remains selected in the list, but 
it is no longer active, since its content has been replaced by a different Style or 
Song. The vertical line disappears.

If the Entry is still active, but you have deselected it (by keeping the SHIFT but-
ton pressed and touching the Entry’s name), the vertical line is still shown, but 
the Entry’s name is no longer highlighted. Any operation on the list will have no 
effect on this Entry.
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Deleting the SongBook Entries
1 While in the SongBook > Book page, select the song (or songs) to be deleted.

2 Choose the Delete Book Entry/Entries command from the page menu (   ), 
then confirm.

Deleting all the SongBook Entries and 
Set Lists
You may want to create your own Book list, after removing all the existing Entries 
and Set Lists.

CAUTION:PleasenotethatthisoperationwillpermanentlydeletealltheEntries
andtheSetLists.EntriesandSetListscreatedbytheusercan’tberecovered,if
youdon’thaveacopyofthem.BeforedeletingallSongBookdata,pleasebackup
yourownSongBook.

1 Go to any of the SongBook pages.

2 Choose the Delete Whole Book command from the page menu (   ), then 
confirm.

To recover the data you are going to delete:

 > A copy of the original factory data is always stored in a protected area of the 
internal memory. You can recover them by using the Factory Restore command 
in the File > Menu > Factory Restore page, and only selecting the SongBook as 
the type of data to restore.

 > You can make a copy of an edited SongBook before deleting its Entries, and 
then reload it. For more information, see Copying and moving data on page 718.
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Using the Set Lists
What are the Set Lists?
Set Lists are selections from the full Book list. They allow for smaller, custom-
ized lists, suitable for a single gig or your own music preferences. We already 
included some sample lists, that you can use for your own shows.

Choosing the Tile or List View
Set Lists can be used in Tile View or in List View. In Tile View, songs are shown as 
pages of tiles that you can quickly select by touching them. In List View, all songs 
are shown in a plain list, that you might prefer when playing the songs in a list one 
after the other.

  ▪ Switch between Tile View and List View

1 While in any SongBook page, choose the Preferences command from the 
page menu (   ) to open the Preferences dialog.

2 Use the Set List Views menu to switch between the Tile View and List View.

3 When done, touch the OK button to close the dialog.
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Playing a Set List from the Tile View
The Tile View shows the selected Set List as a set of songs assigned to the SET 
LIST buttons in the display.

  ▪ Choose the Set List

1 Go to the SongBook > Set List page. You can press the SET LIST button to 
open this page.

2 Be sure you are in Tile View, otherwise choose the Preferences command 
from the page menu (   ) to open the Preferences dialog, and select it.

3 Use the List pop-up menu to select one of the available Set Lists. 

The songs in the selected set are assigned to the SET LIST buttons in the display.

  ▪ Choose a page

The songs in the selected Set List are organized in ‘pages’ of twelve.

 > Use the page indicator in the top right corner of the page to go to a different 
page inside the selected Set List.
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  ▪ Choose a SongBook Entry

1 Be sure you are in the SongBook > Set List page.

2 Touch one of the tiles in the display, to choose the corresponding song. The 
selected song will appear highlighted.

  ▪ Play the Set List

 > Use the PLAY/STOP (   ) button to start and stop playback of the selected 
Style or Song.

 > Use the standard Player controls to start, pause or stop the Styles or Songs.

 > Move to a different song by touching the corresponding tile.
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Playing a Set List from the List View
The List View shows the selected Set List as a plain list of songs.

  ▪ Choose the Set List

1 Press the SET LIST button to open the SongBook > Set List page.

2 Be sure you are in List View, otherwise choose the Preferences command 
from the page menu (   ) to open the Preferences dialog, and select it.

3 Use the List pop-up menu to select one of the available Set Lists. 

The list of songs in the selected Set List will appear.

  ▪ Choose a SongBook Entry

1 Be sure you are in the SongBook > Set List page.

2 Browse through the Entries in the list. 
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3 Touch the name of the Entry you want to choose. The selected song will ap-
pear highlighted.

  ▪ Play the Set List

 > Use the PLAY/STOP (   ) button to start and stop playback of the selected 
Style or Song.

 > Use the standard Player controls to start, pause or stop the Styles or Songs.

 > Select a different song by touching the corresponding name in the list.

 > If you want to immediately jump to the previous or next song, use the dedi-
cated Select Previous and Select Next buttons under the list.

The color of the selection will always let you know if the song is assigned to Player 1 
(orange) or Player 2 (blue).
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Editing the Set Lists

Creating a new Set List

Creating or editing a Set List
 > Go to the SongBook > Set List page, then choose the New Set List command 

from the page menu (   ).

A new, blank list will be created and automatically selected.
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Editing the Set Lists
You can add, delete or reorder items from a Set List. The name of a modified Set 
List shows an asterisk (*) after the name.

Selecting a Set List for editing
1 Go to the SongBook > Set List page. Choose either the List View or Tile View.

2 Use the List pop-up menu to select the Set List to edit. 
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Adding songs to the selected Set List
1 Go to the SongBook > Book page.

2 Browse through the songs in your SongBook database.

3 When you see the song you are looking for, touch it. If you want to select mul-
tiple songs at the same time, keep the SHIFT button pressed, and select the songs.

4 Touch the Add to Set List button to open the Add Book Entry to Set List 
dialog appear.

5 Choose the position of the song(s) in the list, and touch the Add button to add 
the selected song(s) to the selected Set List.
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Rearranging the songs in the list
If the order of the songs added to the list is not the desired one, rearrange them. 
This can be done while in List View.

1 Go to the SongBook > Set List page, and choose the Set List you want to edit.

2 Touch the song you want to move.

3 Use the Move > Up (   ) and Move > Down (   ) buttons on the display 
to move the selected song to a different position in the list.

Deleting unwanted songs from the list
1 Go to the SongBook > Set List page, and choose the Set List you want to edit.

2 Touch the song you want to delete from the list.

3 Choose the Delete Set List Entry command from the page menu (   ), then 
confirm.

The song will be deleted from the Set List, but it will not be deleted from the Book 
list.
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Saving a Set List
1 While in the SongBook > Set List page, choose the Save Set List command 
from the page menu (   ) to open the Save List dialog.

2 Choose the Rename/Overwrite option to save over the selected Set List. If 
you prefer to create a new Set List, choose the New List option instead.

3 Touch the Text Edit (   ) button if you want to assign the Set List a different 
name. Edit the name and confirm to return to the Save List dialog.

4 When done, touch the Save button to confirm saving the list.

Deleting a Set List
1 While in the SongBook > Set List page, use the List pop-up menu to select 
the Set List to delete.

2 Choose the Delete Set List command from the page menu (   ), then con-
firm.

The songs contained in the list will not be deleted from the Book list.
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Exporting the Book 
and Set Lists as a 
text file

Exporting the lists
A list of the songs contained inside the Book and Set Lists can be exported, to be 
used as the playlist of the show.

1 While you are in the SongBook > Book or Set List page, choose the desired 
list order and filtering.

2 Choose the Export Book/Set List as Text File command from the page menu 
(   ) to open the Export as Text File dialog.
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3 Use the Device pop-up menu to choose a device where to save the list as a 
TXT file. The file will be saved in the device’s root.

4 You may change the name of the list. Touch the Text Edit (   ) icon to open 
the virtual keyboard and edit the name. When done editing the name, confirm by 
touching the OK button under the virtual keyboard.

5 When back at the Export as Text File dialog, confirm exporting by touching 
the OK button.

A TXT file containing the filtered data will be created. If a file with the same name 
already exists on the target device, it will be overwritten without waiting for con-
firmation.

To correctly display and print the list on a personal computer, use a fixed width 
(i.e., non-proportional) character in your text editor.
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Hints on editing the text lists
If you want to print a text list generated by Pa5X, move it to a personal computer 
and print it. By default, text lists are formatted so that they can immediately be 
printed (on a landscape-oriented sheet of paper) from any text editor.

You may however want to rearrange the list data, to choose a different sorting or 
select just some of the data. You can do it by using a spreadsheet program. As an 
example, here is how to do by using the freely available LibreOffice.

1 In LibreOffice, create a new Calc spreadsheet.

2 Open the text list generated by Pa5X.

3 The Text Import dialog will appear. Type a vertical bar (‘|’) in the Other field, 
to use it as a data field separator.

4 Click OK to confirm. You’ll get a spreadsheet with each field separated into a 
different column.

5 You can select and delete the columns you don’t need.
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6 To clean the empty rows, select any of the columns, and choose the Sort 
Ascending  command from the Data menu.

7 Confirm Extend selection to reorder all the other columns. When done, you’ll 
find the empty rows at the end of the spreadsheet. Select them, and delete them.

8 Sort the spreadsheet as you like.
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Using the SongBook 
with a tablet or 
personal computer

Choosing the SongBook Entries via MIDI
SongBook Entries can be remotely selected via MIDI. In addition, MIDI messages 
can be sent via MIDI when choosing a SongBook Entry. This is useful to synchro-
nize Pa5X to a digital music sheet reader (for example, a dedicate app running on 
a tablet).

When using Pa5X with a tablet, you should also program the app on the tablet. 
Please refer to the app’s user manual for more information. The supplied MIDI 
Preset is a starting point for setting the various parameters, but you may have to 
adapt them to the software.

Choosing the Tablet MIDI Preset
The Tablet MIDI Preset programs MIDI channel #16, so that it is used to send MIDI 
messages when selecting the SongBook Entries, or to receive MIDI messages to 
selecting them from an external device.

 > Go to the Settings > Menu > MIDI > General Controls page and choose the 
Tablet MIDI Preset.
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Editing an existing MIDI Preset
You can program or edit your own MIDI Preset for selecting SongBook Entries. A 
special MIDI channel used as the Control channel is needed to receive MIDI mes-
sages to select the SongBook Entries, or to send MIDI messages when selecting 
them.

  ▪ Configure the Control channel

1 Go to the Settings > Menu > MIDI > General Controls page and choose a MIDI 
Preset to be used as a starting point.

2 Go to the Settings > Menu > MIDI > Midi In Channel page, and assign the 
Control option to one of the sixteen available MIDI channels (usually one of the 
higher-numbered ones, for example #16).

3 Go to the Settings > Menu > MIDI > Midi Out Channel page, and assign the 
Control option to one of the sixteen available MIDI channels (the same as on the 
MIDI IN will work fine).

4 Go to the Settings > Menu > MIDI > Filters page, and be sure no needed type 
of data is filtered out.

5 When done, save these settings to a new or existing MIDI Preset, by choosing 
the Save Midi Preset command from the page menu (   ). 

Selecting the SongBook Entries via MIDI
At this point, Pa5X must receive on the special Control channel the NRPN Control 
Change messages #99 (MSB, with value 2) and #98 (LSB, with value 64) in fast 
succession, as an initialization string. This string must be sent only once, unless 
another NRPN control is sent on the same MIDI channel before selecting a differ-
ent SongBook Entry.

After the initialization string has been sent, you must send the selection string, 
made of two Control Change messages: CC#06 (Data Entry MSB) for the thou-
sands and hundreds, and CC#38 (Data Entry LSB) for the tens and units. The range 
of the Data Entry controls, in this case, is 0~99 (instead of the typical 0~127).
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The following examples show some typical situations.

 > Send the following string to select SongBook Entry #77:

Initialization string (CC#99, 98)

Thousands and hundreds (00xx)
Tens and units (xx77)

 > Send the following string to select SongBook Entry #100:

Initialization string (CC#99, 98)

Thousands and hundreds (01xx)
Tens and units (xx00)

 > Send the following string to select SongBook Entry #2563:

Initialization string (CC#99, 98)

Thousands and hundreds (25xx)
Tens and units (xx63)
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Sending MIDI messages when selecting 
SongBook Entries 
When the special Control channel is assigned to one of the MIDI OUT channels, 
MIDI messages are sent on this channel when choosing a SongBook Entry. The 
messages sent when selecting a SongBook Entry are the following (as seen in the 
previous section): 

 > An initialization string, made of the NRPN Control Change messages #99 
(MSB, with value 2) and #98 (LSB, with value 64) in fast succession. 

 > A selection string, made of the two Control Change messages CC#06 (Data 
Entry MSB) for the thousands and hundreds, and CC#38 (Data Entry LSB) for the 
tens and units. The range of the Data Entry controls, in this case, is 0~99 (instead 
of the typical 0~127).
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Using the Matrix
The Matrix lets you create up to three sets of Pads, that you can quickly select 
by choosing one of the Matrix Presets #1-3. It also offers a set of Mute controls.

The Matrix Pads are illuminated according to the color of the current Player (or-
ange for Player 1, blue for Player 2).

Using the Pads from the control panel
1 While in any of the Home pages, press one of the Matrix Preset 1-3 buttons 
under the Matrix, to select the corresponding set of Pads.

2 Press one of the Matrix Pads to trigger the corresponding Pad. If it is a looping 
sequence, press it again to stop it.
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Using the Pads from the display
1 While in the Home page, touch the Matrix tab to open the corresponding pane.

2 Touch one of the Pads 1-3 buttons to activate the corresponding set of Pads.

3 Touch one of the Matrix Pads to trigger the corresponding Pad. If it is a loop-
ing sequence, touch it again to stop it.
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Using the Mute buttons from the 
control panel
1 While in any of the Home pages, press the Matrix Preset #4 button under the 
Matrix, to select the Mute buttons.

2 Press one of the Matrix Pads to enable the corresponding Mute. Press it again 
to unmute the corresponding track.

You can see the corresponding tracks in the Home > Matrix pane.
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Using the Mute buttons from the display
1 While in the Home page, touch the Matrix tab to open the corresponding pane.

Mutes with a Style selected

Mutes with a MIDI Song selected

2 Touch the Preset #4 button to activate the Mute buttons.

3 Touch one of the Matrix Keys to enable the corresponding Mute. Touch it 
again to unmute the corresponding track.
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Programming the 
Matrix

While the Mute set is fixed, you can program the three Pad sets.

1 While in the Home page, touch the Matrix tab to open the corresponding pane.

2 Choose one of the Pads 1-3 sets.
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3 Touch the Expand (   ) button to see the Expanded view of the Matrix pane.

4 Touch the Edit button to put the set in edit mode.
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5 While in edit, you can touch one of the Matrix Pads to open the Pad Select 
window.

6 Select the Pad to be assigned to the selected Matrix Pad, then press the EXIT 
button to return to the Matrix pane.

7 If you want to remove one of the Pads, touch the Delete (   ) button in the top 
right corner of the Matrix Key.

8 Touch the Edit button again to exit the edit mode.
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9 Touch the Collapse (   ) button to return to the Normal view of the Matrix 
pane.

Changes to your programming will be saved automatically as global settings.

In case you want to restore the original factory settings, use the Factory Restore 
command you can find in the File > Menu > Factory Restore page.

WARNING: This operation will overwrite all the User data!
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Editing the Sound 
combinations

What is a ‘Sound combination’?
In Pa5X, Sounds are organized into groups sounding together. To call these 
group with a collective noun, we call them ‘Sound combinations’. They can be 
saved to a common structure that can later be recalled at once.

The available combinations are the Keyboard Sounds, the Pad Sounds, the Style 
Sounds, the MIDI Song Sounds. The corresponding structures where you can 
save them into are the Keyboard Set, the Style, the MIDI Song, the SongBook 
Entry.
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A – Choose a Sound combination
Sound combinations are groups of Sounds that are selected all at the same time. 
They can be found in the following places. Please note that you can only edit and 
save User elements (Factory and Local elements are protected).

Sound combination Type

KeyboardSets 
(fromthelibrary)

Soundsassignedtothekeyboard,saved in theKEYBOARDSET
LIBRARY.

KeyboardSets 
(fromaStyle)

Soundsassignedtothekeyboard,savedintheKEYBOARDSETsec-
tionandselectedwiththeStyles.

KeyboardSets 
(fromaSongBookEntry)

Soundsassignedtothekeyboard,savedintheKEYBOARDSETsec-
tionandselectedwithaSongBookEntry.

StyleSounds 
(fromaStyle)

SoundsoftheStyletracks.YoucansavethemwiththeStyle,but
theymightbeautomaticallychangedbytheProgramChangemes-
sagescontainedinsidetheStyle’sMIDIsequences.Youcaneditand
savethesemessagesinStyleEditmode.

StyleSounds 
(fromaSongBookEntry)

SoundsoftheStyletracks,selectedwithaSongBookEntry.

SongSounds 
(fromaMIDISong)

SoundsoraMIDISongtracks.YoucansavethemwiththeSong,
buttheymightbeautomaticallychangedbytheProgramChange
messagescontainedinsidetheMIDISong.Youcaneditandsave
thesemessagesinSongEditmode.

SongSounds 
(fromaSongBookEntry)

SoundsofaMIDISongtracks,selectedwithaSongBookEntry.

PadSounds
(fromthelibrary)

SoundsassignedtothePads.AcombinationofPadsisselectedby
theStyles.

PadSounds 
(fromaSongBookEntry)

SoundsofthePadtracks,selectedwithaSongBookEntry.
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Choosing a Keyboard Set from the library
 > Choose from the KEYBOARD SET LIBRARY section the Keyboard Set whose 

Sounds you want to edit.

Choosing a Keyboard Set from the current Style
 > Choose a Style, then the Keyboard Set (from the KEYBOARD SET section 

under the X-FADER) whose Sounds you want to edit.

Choosing a Style from the Library
 > Choose the Style whose Sounds you want to edit. Please note that you can 

only save the changes into the User Styles (not the Factory ones).

Choosing a MIDI Song
 > Choose the MIDI Song whose Sounds you want to edit.
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Choosing a Pad from the library
 > Choose a Pad in the Home > Menu > Pads page.

Choosing the Pads from the current Style
 > Choose a Style. The four individual Pads it contains can be accessed from the 

Home > Menu > Pads page (seen above).

Choosing a Keyboard Set, a Pad, a Style or a MIDI Song 
by selecting a SongBook Entry
 > Press the BOOK or SET LIST button, and choose a SongBook Entry containing 

the Keyboard Set, the Pad, the Style or the MIDI Song whose Sounds you want 
to edit.
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B – Access editing
The edit pages can be accessed by pressing the MENU button. They are organized 
in sections.

1 Be sure to be in the Home mode (the one appearing when turning the instru-
ment on). If not, press the EXIT button to get there.

2 Press the MENU button to access editing and see the Home mode’s edit 
menu. You will see the edit sections as big buttons.

3 Choose an edit section and edit page to access the parameters.
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C – Choose a Sound to edit
Most editing is done on the selected Sounds. These can be Sounds playing on the 
keyboard, or from a Pad, a Style or a MIDI Song.

Switching between the Keyboard, Pad, Style and MIDI 
Song Sounds
 > Repeatedly touch the TRACK SELECT button in the lower right corner of the 

page. The display will cycle between the Keyboard and Pad, and the Style or Song 
Sounds.
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Selecting the track/channel containing the Sound to be 
edited
 > Touch the individual track/channel to select it.

Selected mixer channel
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D – Save the changes
 > When finished editing, save the changes to a Sound combination. It can be a 

Keyboard Set, a Pad, a Style, a MIDI Song, a SongBook Entry. The following pages 
will detail how to do.
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Saving a Keyboard Set
Keyboard Sets can store the chosen Keyboard Sounds and settings. You can save 
your Keyboard Sets into the dedicated library, or into one of the four locations 
inside a User Style.

You can save onto a User Keyboard Set or Style. Factory and Local Keyboard Sets  
and Styles can’t be overwritten. If you want to edit and save a Factory or Local 
Keyboard Set, copy or save it into the User area.

Please note that saving the current combination of Keyboard Sets can be also 
done by saving a User Style.

NOTE:AllchangeswillbelostwhenchoosingadifferentKeyboardSet,unlessyou
savethem.

Saving the Keyboard Sets to the library
The library is where you organize the Keyboard Sets by type and category, inde-
pendently from a Style or SongBook Entry. You can recall these Keyboard Sets 
by using the KEYBOARD SET LIBRARY buttons, or from the Home > Main page.

  ▪ Open the Save dialog from the control panel

1 Switch the KEYBOARD SET LIBRARY section to the CATEGORY view mode.

2 Keep any of the KEYBOARD SET LIBRARY buttons pressed for about one 
second.
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  ▪ Open the Save dialog from the display

 > Choose the Save Keyboard Set command from the page menu (   ).

  ▪ Choose a target location

The Save Keyboard Set dialog will appear. If the selected Style is a Factory or 
Local one (that can’t be overwritten) you will only be allowed to save into the 
Keyboard Set Library.

Keyboard Set name

Touch to open the 
Select window and 
choose a target 
path

Keyboard Set file 
path

If the selected Style is a User one, you will be allowed to choose whether to save 
into one of the Style’s Keyboard Sets or into the Keyboard Set Library.

Touch to open the 
Select window and 
choose a target 
location

Keyboard Set name

Library/Style

Keyboard Set file 
path
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  ▪ Save over the same User Keyboard Set

 > If you want to overwrite the current User Keyboard Set, just touch the Save 
button.

  ▪ Rename the Keyboard Set

While in the Save Keyboard Set dialog, you may change the name of the Keyboard 
Set.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) or Select 
Folder button in the Save Keyboard Set dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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2 In Tile View mode, touch the folder where you want to save the new Keyboard 
Set.

3 To save a new file, don’t touch any of the Keyboard Sets in the folder (shown 
in the right side of the window). On the contrary, if you want to overwrite one of 
the existing elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Keyboard Set dialog, confirm the Save operation by 
touching the Save button.
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Saving Keyboard Sets into a Style
Styles can contain four Keyboard Sets. When choosing a Style, four Keyboard 
Sets matching the selected Style are automatically selected. You can recall these 
Keyboard Sets by using the KEYBOARD SET buttons under the X-FADER.

You can save the changes you made to Sound selection, mixing and other settings 
into a User Style. Factory and Local Styles can’t be overwritten. If you want to edit 
and save a Factory or Local Style, copy it into the User area.

  ▪ Open the Save dialog from the control panel

 > While a User Style is selected, keep any of the KEYBOARD SET buttons under 
the X-FADER pressed for about one second.

  ▪ Open the Save dialog from the display

 > While a User Style is selected, choose the Save Keyboard Set command from 
the page menu (   ).
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The Save Keyboard Set dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Keyboard Set name

Library/Style

Keyboard Set file 
path

  ▪ Rename the Keyboard Set

While in the Save Keyboard Set dialog, you may change the name of the Keyboard 
Set.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.
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  ▪ Choose between the Library and the Style

You can still decide if you want to save the changes into the Keyboard Set Library 
or the current User Style.

 > Use the to Library / to Style radio buttons to choose where to save the 
Keyboard Set.

  ▪ Save over the Keyboard Set #1

 > If you decided to save into the current User Style, Keyboard Set #1 is already 
selected, so just touch the Save button.

  ▪ Save to a different Keyboard Set location

1 If you want to save the Keyboard Set to a different location inside the same 
Style, touch the arrow next to the Select Style KbdSet parameter to open a pop-
up menu and choose a different location.

2 Confirm the Save operation by touching the Save button.
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Saving a Style
You can save the changes you made to Sound selection, mixing and other set-
tings into the dedicated library of User Styles. Factory and Local Styles can’t be 
overwritten. If you want to edit and save a Factory or Local Style, copy or save it 
into the User area.

NOTE:AllchangeswillbelostwhenchoosingadifferentStyle,unlessyousave
them.

  ▪ Open the Save dialog from the display

1 Choose the Save Style command from the page menu (   ).

The Save Style dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Style name

Style file path
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  ▪ Save over the same User Style

 > If you want to overwrite the current User Style, just touch the Save button.

  ▪ Rename the Style

While in the Save Style dialog, you may change the name of the Style.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) button in 
the Save Style dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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2 Touch the folder where you want to save the new Style.

3 To save a new file, don’t touch any of the Styles in the folder (shown in the right 
side of the window). On the contrary, if you want to overwrite one of the existing 
elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Style dialog, confirm the Save operation by touching 
the Save button.



360| EditingandsavingtheSoundcombinations

Saving a Pad
You can save the changes you made to the EQ, Volume and FX Send into a User 
Pad. You can save your Pad into the dedicated library, or into a User Style.

You can’t overwrite a Factory or Local Pad or Style. If you want to edit and save a 
Factory or Local Pad, copy or save it into the User area.

Please note that saving the current combination of Pads can be also done by sav-
ing a User Style.

NOTE:AllchangeswillbelostwhenchoosingadifferentPad,unlessyousavethem.

Saving the Pads to the library
The library is where you organize the Pads by type and category, independently 
from a Style or SongBook Entry. You can recall these Pads from the Home > Main 
page. The selected Pads can then be saved with a Style or SongBook entry.

  ▪ Open the Save dialog from the display

 > Choose the Save Pad command from the page menu (   ).
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  ▪ Choose a target location

The Save Pad dialog will appear. If the selected Style is a Factory or Local one, 
(that can’t be overwritten), you will only be allowed to save into the Pad Library.

Pad name

Touch to open the 
Select window and 
choose a target 
path

Pad file path

If the selected Style is a User one, you will be allowed to choose whether to save 
into one of the Style’s Pads or into the Pad Library.

Touch to open the 
Select window and 
choose a target 
location

Pad name

Library/Style

Source Pad

  ▪ Save over the same User Pad

 > If you want to overwrite the current User Pad, just touch the Save button.
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  ▪ Rename the Keyboard Set

While in the Save Pad dialog, you may change the name of the Pad.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) or Select 
Folder button in the Save Pad dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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2 In Tile View mode, touch the folder where you want to save the new Pad.

3 To save a new file, don’t touch any of the Pad in the folder (shown in the right 
side of the window). On the contrary, if you want to overwrite one of the existing 
elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Pad dialog, confirm the Save operation by touching 
the Save button.
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Saving Pads into a Style
Styles can contain four Pads. When choosing a Style, four Pads matching the se-
lected Style are automatically selected.

You can save the changes you made to Sound selection, mixing and other settings 
into a User Style. Factory and Local Styles can’t be overwritten. If you want to edit 
and save a Factory or Local Style, copy it into the User area.

  ▪ Open the Save dialog from the display

 > While a User Style is selected, choose the Save Pad command from the page 
menu (   ).

The Save Pad dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Pad name

Library/Style

Source Pad
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  ▪ Rename the Pad

While in the Save Pad dialog, you may change the name of the Pad.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Choose between the Library and the Style

You can still decide if you want to save the changes you made to the Pad into the 
Pad Library or the current User Style.

 > Use the to Library / to Style radio button to choose where to save the Pad.

  ▪ Save over Pad #1

 > If you decided to save into the current User Style, Pad #1 is already selected, 
so just touch the Save button.
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  ▪ Save to a different Pad location

1 If you want to save the Pad to a different location inside the same Style, touch 
the arrow next to the Select Style Pad parameter to open a pop-up menu and 
choose a different location inside the current User Style.

2 Confirm the Save operation by touching the Save button.
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Saving a MIDI Song
You can save different Sounds into the selected MIDI Song. Please note that any 
Program Change message contained in the Song can still change the Sounds dur-
ing playback.

NOTE:AllchangeswillbelostwhenchoosingadifferentSong,unlessyousave
them.

 > Choose the Save Song command from the page menu (   ).

The Save Song dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Song name

  ▪ Save over the same Song

 > If you want to overwrite the current Song, just touch the Save button.
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  ▪ Rename the Song

While in the Save Song dialog, you may change the name of the Song.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) button in 
the Save Song dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Browse through the folders, and choose a directory where to save the Song.

3 To save a new file, don’t touch any of the Songs in the folder. On the contrary, 
if you want to overwrite one of the existing elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Song dialog, confirm the Save operation by touching 
the Save button.

A Standard MIDI File will be created in the target storage device. The file will have 
a .mid extension.
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Saving a SongBook 
Entry

When choosing a SongBook Entry, four Keyboard Sets, four Pads, a Style or a 
Song matching the selected Entry are automatically selected. You can edit these 
elements, and then save your selection into the same, or a new SongBook Entry.

1 Choose the Style or Song the SongBook Entry will be based on. The Style 
includes four Keyboard Sets and four Pads.

2 Keep the BOOK button pressed for about one second to create a new 
SongBook Entry. The Save SongBook Entry dialog will appear.

As an alternative, go to one of the SongBook pages, and choose the Save Book 
Entry command from the page menu (   ).

3 If both options are offered (because you had selected a SongBook Entry from 
the list before editing it), decide if you want to create a new Entry (New SongBook 
Entry), or overwrite the selected one (Rename/Overwrite).

4 While in the Save SongBook Entry dialog, touch the Text Edit (   ) button 
next to the New Song Name parameter, to open the virtual keyboard and edit the 
name of the Entry.

5 After the virtual keyboard has been closed, touch the OK button to save the 
Entry to the SongBook database.



370| 



 |371

15
The Mixer



372| TheMixer

The Mixer

Mixing all the sound sources
Pa5X includes a powerful digital mixer. Here, all the internally generated sounds 
and effects, together with the external audio sources, can be controlled, mixed 
and routed.

The mixer settings can then be saved into the Keyboard Sets, the Songs, the 
Styles, the Pads or the SongBook Entries.

Metering the levels

Checking the Volume value
When moving a slider, check the Volume value in the strip display, or in the dis-
play just under the slider. The value in the strip display is shown for a short time, 
before returning to show the slider and button legends.

Volume Meaning

0…127 Volumevaluefromsilencetotheloudestlevel
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Checking which Sounds are playing
In the lowest area of various pages, an indicator shows which Sounds are playing.

This lets you see the source of the audio signal. When mixing, you can mute or 
solo the various channels, and see each Sound’s contribution to the overall mix.

Color Sound

Green KeyboardorPad

Orange StyleorSongfromPlayer1

Blue StyleorSongfromPlayer2

Metering the audio levels
While in the Mixer/FX edit section, a stereo level meter is always visible in the 
lower right side of the display.

Keep an eye on it while adjusting the volume and EQ levels, or the internal level 
of the effects. The color of the bars will warn about the risk of overloading and 
distort the final audio outputs.

Color Meaning

Green Audiolevelisfine.

Yellow Audiolevel isfine,but it isrunningnearthemaximum.Becarefulwhen
increasingthelevelofthechannelvolumeoranEQband,ortheinternal
volumeoftheeffects.

Red Theaudiooutputisbeingoverloaded.Ifthishappensoccasionallyonshort
peaks(likeapercussionhit),itmaystillbefine.Ifitremainstoolonginthe
red,lowerthechannelvolume,orfindtheoffendingEQbandoreffectlevel.
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Adjusting the Volume from the control 
panel
1 Use the mode buttons in the CONTROL section to select the groups of Sounds 
to control. By default, the MAIN group is selected, where you can control the audio 
inputs, the voice and the guitar effects, and entire groups of Sounds with a single 
slider. These are the main audio sources of the instrument.

2 If you want to control the individual Sounds of the Style or the MIDI Song, 
press the STYLE/SONG mode button in the CONTROL section.

3 Press the STYLE/SONG button again to cycle between Song Tracks 1-8 and 
9-16.
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4 To see which function is assigned to each slider or button, check the strip 
display under the sliders. Press the VIEW button on the left to alternate between 
the sliders and the buttons.

5 Use the sliders to adjust the volume.

Volume Meaning

0…127 VolumelevelinMIDIvalues
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Adjusting the Volume from the Home 
page

Mixing from the Home > Control pane
The Control pane of the Home page contains a selection of mixing controls. Here, 
you can quickly balance the volume of the Sounds and mute/unmute them.

1 Go to the Home > Control pane. By default, the Main group is selected, where 
you can control the audio inputs, the voice and the guitar effects, and entire 
groups of Sounds with a single slider.

2 If you want to control the individual Sounds of a Style or a MIDI Song, touch 
the Style/Song mode button.

3 If you are editing a MIDI Song, touch the Song 1-8/9-16 mode button again to 
cycle between the Song’s Tracks 1-8 and 9-16.
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4 To see which function is assigned to each slider or button, check the legends 
under the sliders.

5 Use the virtual sliders to adjust the volume.

Volume Meaning

0…127 VolumelevelinMIDIvalues
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Mixing from the Home > Mixer pane
For individual adjustment of each Sound’s volume level and pan, you can switch 
to the Mixer pane.

1 Go to the Home > Mixer pane.

2 Touch the TRACK SELECT button next to the tracks, to switch to a different 
group of eight tracks. Which one are displayed depends on the current elements 
(Keyboard Sounds, Pads, Style, Song).
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Mixing from the Mixer/FX page
The Mixer/FX edit section is the internal digital mixer of the instrument.

1 Go to the Home > Menu > Mixer/FX > Main page. You can also access this 
section from the Style/Song Edit > Menu.

You can jump to this page by touching the Mixer (   ) button in the Home > Mixer 
pane.
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2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song.

3 Use the vertical sliders to adjust the Volume.

4 Use the horizontal sliders to adjust the Pan (short for ‘panorama’, that is the 
Sound’s position in the stereo field).

Pan Meaning

L-64…L-1 Left

C00 Center

R+1…R+63 Right



TheMixer |381

Soloing and muting the Sounds
You can solo or mute the Sounds. Soloing can be useful to check how something 
sounds in isolation. Muting can be used to remove a Sound from a mix, either to 
check the final effect, or to replace it with a live player.

Muting from the control panel
1 Use the mode buttons in the CONTROL section to select the groups of Sounds 
to control. By default, the MAIN group is selected. Here you can mute the audio 
inputs and the voice effects, but not the internal Sounds.

2 If you want to mute the Sounds of a Style or a MIDI Song, press the STYLE/
SONG mode button in the CONTROL section.

3 Press the STYLE/SONG button again to cycle between Song Tracks 1-8 and 
9-16.
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4 To see which function is assigned to each slider or button, check the strip 
display under the sliders. Press the VIEW button to alternate between the sliders 
and the buttons.

5 Use the buttons to mute/unmute the corresponding track’s Sound.
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Muting from the Home > Control pane
1 Go to the Home > Control pane. By default, the Main group is selected, and 
this mode doesn’t contain Sound mute controls.

2 If you want to control the Sounds of the Style or the MIDI Song, touch the 
Style/Song mode button.

3 If you are editing a MIDI Song, touch the Song 1-8/9-16 mode button again to 
cycle between the Song’s Tracks 1-8 and 9-16.

4 To see which function is assigned to each slider or button, check the legends 
under the sliders.

5 Use the virtual buttons to mute/unmute the corresponding Sound.
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Soloing and muting from the Home > Mixer pane
1 Go to the Home > Mixer pane.

2 Touch the TRACK SELECT button next to the tracks, to switch to a different 
group of eight tracks. Which one are displayed depends on the current elements 
(Keyboard Sounds, Pads, Style, Song).

3 Use the Mute (   ) and Solo (   ) buttons to mute or solo the corre-
sponding Sound.
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Soloing and muting from the Mixer/FX section
1 Go to the Home > Menu > Mixer/FX > Main page. You can reach this page by 
touching the Mixer (   ) button in the Home > Mixer pane.

You can also access this section from the Style/Song Edit > Menu.

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song.

3 Use the Mute (   ) and Solo (   ) buttons to mute or solo the corre-
sponding Sound.
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Viewing and choosing the Sounds
The Home > Mixer pane, and the Mixer/FX > Main page also allows for choosing 
Sounds for the Keyboard, Pads, Style and MIDI Songs.

1 Go to one of the Mixer pages:

 > The Home > Mixer pane.

 > The Home > Menu > Mixer/FX > Main page. You can also reach this page by 
touching the Mixer (   ) button in the Home > Mixer pane. You can also access 
the Mixer page from the Style/Song Edit > Menu.

The following procedure will show the Mixer page.

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song.

3 Touch the name of the Sound you want to replace, and choose a different 
Sound.
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Under the name of the Sound, you can see the corresponding MIDI Program 
Change combo (Bank Select MSB, Banck Select LSB, Program Change).
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Equalizing the Sounds
Pa5X includes three-band channel equalization (EQ) on each individual mixer 
channel. Each Sound can be individually equalized.

The equalizer is a powerful tool to shape your sound. Be careful not to overdo, 
since excessive boost can overload the audio outputs and distort the sound. 
Sometimes, it is better to attenuate a band instead of boosting it, to make other 
sounds emerge through the mix.

Adjusting the EQ gain
1 Go to the Home > Menu > Mixer/FX > EQ page. You can also access this sec-
tion from the Style/Song Edit > Menu.

2 Keep the EQ Gain knob held on the screen, and move it to the desired level.

As an alternative, use the DIAL or UP/DOWN controls to change the value of the 
selected knob.

EQ Gain Meaning

HF (High Frequency)

-18…+18dB Highfrequencyequalization.Thisisashelvingcurvefilter.

MF (Middle Frequency)

-18…+18dB Middlefrequencyequalization.Thisisabellcurvefilter.

LF (Low Frequency)

-18…+18dB Lowfrequencyequalization.Thisisashelvingcurvefilter.
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Enabling or disabling the EQ
Each Channel EQ can be turned on or off. This can also be useful to check its ef-
fect while editing.

1 Go to the Home > Menu > Mixer/FX > EQ page. You can also access this sec-
tion from the Style/Song Edit > Menu.

2 Use the On/Off button on top of the EQ to enable or disable the Channel EQ.



390| TheMixer

Adjusting the EQ input sensitivity
Extreme equalization gains can overload the audio path and lead to distortion. 
You can, however, trim down the input to avoid overloading.

1 Go to the Home > Menu > Mixer/FX > EQ page. You can also access this sec-
tion from the Style/Song Edit > Menu.

2 Touch the gear (   ) button to open the EQ Controls dialog.

3 Use the Trim knob to attenuate the level of the signal passing through the 
equalizer.

Input Trim Meaning

0…99 Attenuationvalue

4 When done, press the EXIT button to close the dialog.
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Resetting the EQ
You can reset the EQ to the default (that is, ‘flat’) status.

1 Go to the Home > Menu > Mixer/FX > EQ page. You can also access this sec-
tion from the Style/Song Edit > Menu.

2 Touch the gear (   ) button to open the EQ Controls dialog.

3 Reset the current track’s EQ, or all the EQs of the group of tracks, as described 
below.

4 When done, press the EXIT button to close the dialog.

  ▪ Reset the EQ on the selected track

 > Touch the Current Track Reset button.

  ▪ Reset the EQ on a group of tracks

 > Touch the KbdSet/Pad/Style/Song Tracks Reset button.
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Saving the Mixer 
settings

You can save the mixer settings into a User Keyboard Set, Pad, Style, a MIDI Song 
or a SongBook Entry.

 > Choose the Save Keyboard Set (to Library/Style) command from the page 
menu (   ) to save the settings to a User Keyboard Set.

 > Choose the Save Pad command from the page menu (   ) to save the set-
tings to a User Pad.

 > Choose the Save Style command from the page menu (   ) to save the set-
tings into the current Style. Only User Styles can be overwritten.

 > Choose the Save Song command from the page menu (   ) to save the set-
tings into the current MIDI Song.

 > Choose the Save Book Entry command from the page menu (   ) to save the 
settings into a SongBook Entry.
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The Effects
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The Insert and Master 
Effects

All the effects of Pa5X
Pa5X includes a powerful multi-effect processor for the internal Sounds. These 
effects contribute in making the final sound of the instrument, adding vibe and 
a sense of space. There are up to twenty-three Insert and nine Master Effects, 
to which the Sounds can be sent from their internal mixer channel.

A separate Finalizer module for each of the Players, with EQ and limiting, takes 
care of the volume leveling and the sound shaping. The sound coming from the 
Pads, a Style or a MIDI Song is therefore already perfectly balanced before the 
final output stage.

The final mastering effects on the audio outputs, making the instrument’s sound 
‘blended’ and ‘produced’, are the result of KORG’s long-term cooperation with 
Waves Audio, the world reference in studio mastering effects. The included 
Waves MaxxAudio® suite of effects delivers sound that is louder, clearer, fuller, 
and more polished.

In addition to the above, Pa5X also includes a multi-effect processor for the 
microphone and guitar inputs, respectively called the Mic and the Guitar 
Processor. These incredible effects can be accessed directly from the controls 
of Pa5X, without having to patch-in any external effect processor. They are also 
sent to the Waves MaxxAudio®.

Player 1/2

IFX A 1-10EQ MFXA 1-3

MaxxAudio®

Style

IFX B 1-3EQ MFX B 1-3Keyboard

Mic FXMic In

Finalizer

MP3 Song

EQPads

MIDI Song

Guitar FXGuitar In

Line In
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The FX processors
Pa5X includes Insert and Master Effects (‘effect’ is often abbreviated as FX).

 > Insert Effects (IFX) are assigned to a single Sound, and process the whole 
signal passing through. The most common Insert Effects are amp simulators, cho-
rus, flanger, overdrive and distortion pedals, compressors, etc. Insert Effects are 
pre-fader, so the volume level of the mixer channel will not change the level of the 
signal entering the effect.

 > Master Effects (MFX) are effects shared by several different Sounds, that 
can be mixed in at different levels (by adjusting the send control). The most com-
mon Master Effects are delays and reverbs. Master Effects are post-fader, so the 
volume level of the mixer channel will change the level of the signal entering the 
effect.

Each group of Sounds can go to a different group and number of effects.

Sounds FX Group Insert FX Master FX

Keyboard FXB Three(3),sharedbetweenallthe
Sounds.

Three(3),commontoallthe
Sounds.

Pad FXA – Three(3),commontoallthe
Sounds.

Player1 FXA(+B) Uptoten(10),freelyassignable
toanySound.Uptothree(3)ef-
fectscanbeassignedtoasingle
Sound.

Three(3),commontoallthe
Sounds.WithMIDISongs,you
canalsousetheonesleftunused
fromGroupB.

Player2 FXA(+B) Uptoten(10),freelyassignable
toanySound.Uptothree(3)ef-
fectscanbeassignedtoasingle
Sound.

Three(3),commontoallthe
Sounds.WithMIDISongs,you
canalsousetheonesleftunused
fromGroupB.

Drum
Families

FXA Uptoseven(7),freelyassignable
toanyDrumFamily.Uptotwo
(2)effectscanbeassignedtoa
singleDrumFamily.
TheindividualDrumFamiliescan
beprocessedbytheirownInsert
FXs.ThefullDrumKitcanthen
befurtherprocessedbyitschan-
nelInsertFXs.

Three(3),sharedbetweenall
Sounds.
TheindividualDrumFamilies
havetheirownsendleveltothe
MasterFXs.Then,thefullDrum
Kithasitsowngeneralsend
levels.
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You can assign to the Master Effect processors any type of available effects, but 
we found it convenient to arrange them, most of the times, in the following way:

Master FX Type of effect

AFX1 ReverbprocessorforthePads,StyleandMIDISongSounds

AFX2 ModulatingFXprocessorforthePads,StyleandMIDISongSounds

AFX3 DelayprocessorforthePads,StyleandMIDISongSounds

BFX1 ReverbprocessorfortheKeyboardSounds

BFX2 ModulatingFXprocessorfortheKeyboardSounds

BFX3 Maychange
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Choosing the FX Group
With the Keyboard, Pad and Style Sounds, the FX Group is fixed and cannot be 
changed (you can only see it).

With MIDI Songs, you can freely choose between FX Group A and B for each of the 
Song tracks. Using Group A is usually recommended, to avoid overlapping with the 
Keyboard Sounds. Also, Group B effects can be changed when choosing a differ-
ent Keyboard Set, and this would impact on the Song. However, for more advanced 
programming of MIDI Songs, you are free to use both FX Groups.

1 Go to the Home > Menu > Mixer/FX > Insert FX page. You can also access 
this section from the Style/Song Edit > Menu.

Keyboard group shown



398| TheEffects

MIDI Song group shown

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song.

3 If it is allowed, choose an FX Group for each of the tracks.
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The Insert Effects
Each Sound can go to one or more Insert Effect processors.

Activating the Insert Effects
1 Go to the Home > Menu > Mixer/FX > Insert FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Use the On/Off buttons to enable or disable the Insert Effects.

Choosing the Insert Effects
1 Go to the Home > Menu > Mixer/FX > Insert FX page. You can also access 
this section from the Style/Song Edit > Menu.
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2 Touch the icon of the effect type to open the FX Edit window.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group

3 Depending on the selected effect, you can touch the Zoom In (   ) button 
to see the detailed parameters of the effect.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group
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4 Touch the Zoom Out (   ) button to return to the main parameters of the 
effect.

5 Touch the name of the selected effect on top of the dialog to open the FX 
Select window, and choose an effect.

6 If needed, edit the various parameters, as described in the part of the User 
Manual dedicated to the Effects for the Sounds.

7 You can adjust the Wet/Dry mix of the Insert Effects.

8 When finished editing, press the EXIT button to return to the previous page.

The Insert Effects on the Drum track
On the Drum track, you can access a separate window, and add Insert Effects to 
each Drum Family. The full Drum Kit is then sent to the Insert Effects of the mixer 
channel for further processing. This double layer of effects allows for finer shap-
ing of the sound.

1 Go to the Home > Menu > Mixer/FX > Insert FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song, until you see the 
Drum track.

3 Locate the Drum track, showing the Drum Family button.

Drum Family button
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4 Touch the Drum Family button to access the Drum Family IFX window.

IFX 1 and 2 on each Drum Family

Drum Families

5 Use the On/Off button to enable or disable the Insert Effects.

6 Touch the icon of the effect type to open the FX Edit window.

7 When finished editing, press the EXIT button to return to the previous page.
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The Master Effects
Each Sound can send its audio signal to one or more Master Effects.

Activating the Master Effects
1 Go to the Home > Menu > Mixer/FX > Master FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Use the On/Off button to enable or disable the Master Effects.

Please keep in mind that the Master Effects are assigned to all the Sounds of the 
same group. FX Group A is assigned to the Style and MIDI Song Sounds; FX Group 
B is assigned to Keyboard and Pad Sounds (but can also be assigned to selected 
MIDI Song Sounds).
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Choosing the Master Effects
1 Go to the Home > Menu > Mixer/FX > Master FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Touch the icon of the effect type to open the FX Edit window.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group
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3 Depending on the selected effect, you can touch the Zoom In (   ) button 
to see the detailed parameters of the effect.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group

4 Touch the Zoom Out (   ) button to return to the main parameters of the 
effect.

5 Touch the name of the selected effect on top of the dialog to open the FX 
Select window, and choose an effect.

6 If needed, edit the various parameters, as described in the part of the User 
Manual dedicated to the Effects for the Sounds.

7 You can adjust the Wet/Dry mix of the effects. With master effects, it is advis-
able to leave the mix all Wet, and use the individual mixer channels’ send level for 
mixing the dry and wet signals (as explained below). 

8 When finished editing, press the EXIT button to return to the previous page.
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Checking the effect’s resource usage
Pa5X uses high-quality algorithms to generate effects. Some of them may be very 
heavy on the main processor. Therefore, we added an indicator showing the pres-
sure on the processing resources next to each group of Master Effects.

1 Go to the Home > Menu > Mixer/FX > Master FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Check the resource pressure indicator next to each FX Group.

3 If the resources are starting to get short, or are already overloading, replace 
the most resource-heavy Insert or Master Effects with nearly equivalent, but 
lighter ones.
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Routing the Master Effects
The Master Effects of each group usually work in parallel. You can, however, set 
them into a serial chain, with FX2 and FX3 going into FX1.

1 Go to the Home > Menu > Mixer/FX > Master FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Touch the Routing button to open the Master Effects Routing window for the 
corresponding FX Group.

3 Use the FX2 and FX3 knobs to send their output to the input of FX1.

4 When finished editing, press the EXIT button to return to the previous page.
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Adjusting the send level to the Master Effects
You can adjust the level of the direct (dry) signal sent from each Sound to the 
Master Effects.

1 Go to the Home > Menu > Mixer/FX > MFX Send page. You can also access 
this section from the Style/Song Edit > Menu.

2 On each mixer channel, use the FX knobs to control the level of the direct 
(dry) signal sent to the corresponding Master FX processor (inside the selected 
FX Group, A or B).

Master 1, 2, 3 Meaning

0…127 FXSendlevelinMIDIvalues
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Adjusting the send level to the Master Effects on Drum-
type tracks
On tracks set to Drum mode (usually the Drum and Percussion tracks), you can 
access a separate mixer, and finely adjust the level of the direct (dry) signal sent 
from each Drum Family.

The send level of the full Drum or Percussion mixer channel is also adjusted in the 
main mixer. These are two separate layers of send controls, working together. So, 
we suggest to lower to zero the Drum and Percussion tracks send level in the main 
mixer, to avoid overloading the signal on the Master Effects.

1 Go to the Mixer/Tuning > FX Send page. You can also access this section from 
the Style/Song Edit > Menu.

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song, until you see the 
Drum and Percussion tracks.

3 Locate the Drum track, showing the Drum Family button.

Drum Family button
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4 Touch the Drum Family button to access the Drum Family MFX window.

MFX 1, 2 and 3 on each Drum Family

Drum Families

5 On each Drum Family strip, use the FX knobs to control the level of the direct 
(dry) signal sent to the corresponding Master FX processor (inside the selected 
FX Group, A or B).

Master Meaning

0…127 FXSendlevelinMIDIvalues

6 When finished editing, press the EXIT button to return to the previous page.

Including or excluding the dry (direct) signal in the 
Master Effects
The dry (or ‘direct’) signal is the raw sound, without the effects. It should normally 
be included in the signal coming out from the Master Effects, to give a sense of 
presence and position of the sound source.

This parameter is not needed for the Insert Effects, since they always include the 
dry signal.
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1 Go to the Home > Menu > Mixer/FX > EQ page. You can also access this sec-
tion from the Style/Song Edit > Menu.

2 Touch the gear (   ) button to open the EQ Controls dialog.

3 Use the On/Off button to enable or disable the Dry signal of the current track.

Dry Meaning

On Thedirectsignalissenttotheoutputs,mixedwiththeMasterEffects.

Sound L/R Out

Master FX

Off Thedirectsignalisremovedfromtheaudiooutputs,thatwillonlycontainthe
effectedsignal.Withstereoeffects,theeffectedsignalwillstillbepositioned
accordingtothePanvalue.
ThiswillworkinawaysimilartoanInsertEffects,wherethefulldrysignalis
alwaysprocessed.

Sound L/R Out

Master FX
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Copying the Insert and Master Effects
To speed up programming, you can copy the individual Insert or Master Effects. 
You can copy them between different elements (for example, between Styles and 
Song, or Keyboard Sets and Sounds).

The Copy/Paste operation only copies the parameters contained in the FX Edit 
window.

The Copy/Paste commands are contained in the FX Edit window itself.

  ▪ Copy the effect

1 Select the source element (Keyboard Set, Style, Song or Sound).

2 Go to the Mixer/Tuning > Insert FX page to copy an Insert Effects, or to the 
Master FX page to copy a Master Effects.

3 Touch the name of the effect to be copied, to open the corresponding FX 
Edit window.

4 Touch the Copy Effect (   ) button.

5 Press the EXIT button to exit.
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  ▪ Paste the effect

1 Select the target element (Keyboard Set, Style, Song or Sound).

2 Go to the Mixer/Tuning > Insert FX page to paste an Insert Effects, or to the 
Master FX page to paste a Master Effects.

3 Touch the name of the effect to be pasted, to open the corresponding FX 
Edit window.

4 Choose the Paste Effect (   ) button.

5 Press the EXIT button to exit. 
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Saving the Insert 
and Master Effects 
settings

You can save the Insert and Master Effects settings into a User Keyboard Set, Pad, 
Style, a MIDI Song or a SongBook Entry.

 > Choose the Save Keyboard Set command from the page menu (   ) to save 
the settings to a User Keyboard Set.

 > Choose the Save Pad command from the page menu (   ) to save the set-
tings to a User Pad.

 > Choose the Save Style command from the page menu (   ) to save the set-
tings into the current Style. Only User Styles can be overwritten.

 > Choose the Save Song command from the page menu (   ) to save the set-
tings into the current MIDI Song.

 > Choose the Save Book Entry command from the page menu (   ) to save the 
settings into a SongBook Entry.
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The Finalizer

Accessing the Finalizer
The Finalizer gives to the sound of a song a clear and punchy finish, before being 
sent to the mastering effects on the audio outputs. It also warrant a balanced level 
between all the Styles and Songs you will play.

There is a Finalizer for each of the Players. The Pads are processed according to 
the selected Player. Keyboard Sounds are not affected by the Finalizer. The set-
tings are saved into each Style or SongBook Entry.

The included effects are a four-band parametric equalizer and a limiter. These are 
studio-grade mastering effects, with a pleasant, warm analog sound, comparable 
to the best ‘outboard’ effects found in professional recording studios.

 > Go to the Home > Menu > Mixer/FX > Finalizer page. You can also access this 
section from the Style/Song Edit > Menu.
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Editing the Equalizer

Standard and expanded view
You can edit the main parameters of the equalizer from the main page.

However, you can touch the Expand (   ) button to access more parameters.

After having edited the parameters, you can go back to the reduced size by touch-
ing the Collapse (   ) button.
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Shelving- or bell-type EQ curves
The Shelf button in the Low and High bands is usually enabled, making them low- 
or high-shelving EQ curves. You can disable it to make them bell/peaking-type 
EQ curves.

A Low Shelf EQ allows for attenuating or boosting the level of the frequency range 
below the selected frequency. A High Shelf EQ allows for attenuating or boosting 
the level of the frequency range above the selected frequency.

A Bell/Peaking EQ allows for cutting or boosting the level of the frequency range 
around the selected center frequency.

Low-shelving+Gain

0dB

–Gain

High-shelving

Bell/peaking
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Setting the EQ
Use the EQ section to shape the sound.

 > Use the dB knob to set each EQ band’s gain.

dB (Gain) Meaning Value

Allbands CutsorboosttheselectedEQband. -18…+18dB

 > Use the Q knob to set each EQ band’s ‘quality factor’ or width.

Q (Width) Meaning Value

Allbands Qualityfactor,orbandwidth.Highervaluesmake
thebandnarrower,thereforetheEQmoreprecise
andfocusedonasingle frequency.Lowervalues
makethebandlarger, ‘coloring’awiderrangeor
frequencies.

1…10

 > Use the Hz knob to set the center frequency.

Hz (Frequency) Meaning Value

Low CenterfrequencyoftheEQband. 20Hz…1.00kHz

LowMid 50Hz…5.00kHz

MidHigh 300Hz…10.00kHz

High 500Hz…20.00kHz
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Setting the High Pass and Low Pass filters
In addition to the EQ bands, you can set an high-pass and a low-pass filter.

A High-Pass Filter cuts out the lower frequencies, letting you remove any rumble 
or excessive bass that may result from adding many instruments in the lower 
range.

A Low-Pass Filter cuts out the higher frequencies, making the sound somewhat 
‘softer’. It may also be used to remove any hiss or piercing sound that may be in 
some samples (like the sound of the violin bow on the strings, or a guitar’s feed-
back), or that may be emphasized when using effects boosting the higher range.

Filter Meaning Value

Hz(High-Pass) Frequencyfromwhichthefilterstartstocutthe
sound.

Off,20Hz…1.00kHz

Hz(Low-Pass) 500Hz…20.00kHz,
Off

db/octave Theintensityofthefilterdependsontheattenu-
ationperoctave,or ‘slope’.With6dB/octave,in-
tensityishalvedintheoctaveabovetheselected
frequency.With 12 dB/octave it is reduced four
times,andsoon.

6…24dB/octave
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Internal routing of the signal
You can choose if the Limiter or the EQ comes first in the Finalizer’s effect chain. 
You can put the Limiter first to tame any signal peak, and then add high-frequency 
‘shimmer’ back to the signal with the EQ. Or you can put the EQ first to cut uneven 
frequencies, and then let the Limiter smooth out the resulting sound.

Trimming the output gain
Use the Trim control to adjust the EQ’s output gain. The Finalizer’s output goes to 
the Mastering effects, and too loud a signal may overload their input.

Resetting the EQ parameters
You can reset the EQ parameters by touching the Reset button.
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Editing the Limiter

The Limiter
This parametric limiter allows for taming the volume peaks, giving an overall im-
pression of ‘glue’ and ‘blend’ to the sound coming from the Player.

Check if the In indicator is going into the red. If it is, the signal before the Limiter is 
too high. If the EQ comes before the Limiter, try reducing the EQ’s Trim control. If 
the Limiter comes first, check the signal chain before the Finalizer to see at which 
stage the signal is too ‘hot’.

While adjusting the Limiter’s parameters, check the Out indicator to see if the 
signal going out of the Limiter is clipping (red). If it is, reducing the Gain can solve 
the issue.
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The Gain Reduction (GR) indicator shows the amount of limiting going on. Usually, 
just a hint of limiting may make the signal smoother, without reducing the overall 
naturalness of the sound. But you may want to limit more aggressively for special 
effects, and you can do so by lowering the Threshold level.

Limiter Meaning Value

Ratio Thisistheamountofreductionoperatedbythelim-
iteroncetheThresholdlevelhasbeenreached.For
example,‘2:1’meansthatthelevelishalved.

1.0:1…50.0:1,Inf:1

Threshold(dB) Thisistheleveloverwhichthelimiterwillstartcom-
pressingthesignal.Lowervaluesmeanthatthelim-
iterwillstartworkingmoreoften.

-40…0dB

Attack Thisisthespeedatwhichthelimiterstartsoperating
whentheThresholdlevelisexceeded.Toofastanat-
tackmightcutthesound’sinitialtransients.Tooslow,
itcanlet‘bursts’ofsignalpass.

1…100ms

Release Thisisthespeedatwhichthelimiterendsoperating
afterthesignalisreturnedagainbelowtheThreshold
level.Toofastthereleasemightcutthesound’stail,
andthesuddenreleasemaycause‘pumping’.InEDM
music,thismaybeadesiredeffect.
Ontheotherside,alongerreleasetimemayaffect
partsoftheaudiothatshouldremainunaffected,for
examplelow-levelsoundslikereverbtailsormechani-
calnoises.

1…100ms

GainAdjust(dB) Limitingmaycause lossofoverallvolume level, so
youmaywantto‘make-up’theoutputlevelwiththis
control.

-Inf,-38…+24
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Saving the Finalizer 
settings

You can save the Finalizer settings into a User Style, a MIDI Song, a SongBook 
Entry.

 > Choose the Save Style command from the page menu (   ) to save the set-
tings into the current Style. Only User Styles can be overwritten.

 > Choose the Save Song command from the page menu (   ) to save the set-
tings into the current MIDI Song.

 > Choose the Save Book Entry command from the page menu (   ) to save the 
settings into a SongBook Entry.
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Tuning

Transpose
You can transpose each Sound by one or more semitones. This can be used, for 
example, to transpose a Sound when playing with the split keyboard, or to double 
a Sound by the octave.

1 Go to the Home > Menu > Mixer/FX > Bend/Tuning page. 

2 Use the ♭/♯ knobs to set the semitone transposition for each Sound.

Transpose Meaning

0 Standardtuning.

-36…+36 Transposevalue(insemitones).Twelvesemitones=oneoctave.
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Fine tuning
You can fine-tune each Sound. This can be useful to create a sense of realism and 
depth, replicating the slight lack of tuning precision typical of a real performer.

1 Go to the Home > Menu > Mixer/FX > Bend/Tuning page. 

2 Use the Detune knobs to set the fine tuning for each Sound.

Detune Meaning

0 Standardtuning.

-64…+63 Soundpitch(incentsofasemitone).
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Routing and 
polyphony

Using the internal or external Sounds
Usually, Pa5X plays the Sounds generated by the internal sound engine. However, 
you can choose to let it play the sounds of an external device (a sound module, a 
virtual instrument running on a personal computer).

1 Go to the Home > Menu > Track Control > Mode page. 

2 Use the Internal/External parameter to connect the corresponding track to 
the internal and/or external sound generation.

Int/Ext Meaning

Both Thetrackplaysboththeinternalsoundsandanexternalinstrumentcon-
nectedtotheMIDIOUTorUSBDEVICEport.

Internal Thetrackonlyplaysthesoundsgeneratedbytheinternalsoundgenerator.
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Int/Ext Meaning

External ThetrackonlyplaysanexternalinstrumentconnectedtotheMIDIOUT
orUSBDEVICEport.TheconnecteddevicemustreceivedataontheMIDI
channelassociatedwiththistrackonPa5X.
Pa5Xcanselectsoundsontheexternaldevice;theProgramChangebundle
isshownintheHome>Menu>Mixer/FX>Mainpage.

None Thetrackisnotconnectedtotheinternalsoundgenerator,nortoanex-
ternalone.
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Choosing the polyphony mode
Sounds can play polyphonically or monophonically, or behave as Drum Kits.

1 Go to the Home > Menu > Track Control > Mode page. 

2 Use the Type parameter to choose the polyphony mode.

Type Meaning

Drum Drum/Percussion track. This is typically assigned to the Drum and
PercussiontracksoftheStylesandMIDISongs.
SetaKeyboardSoundtoDrummode,ifyoudon’twantittobetransposed
(itwillbehaveasaDrumKit,evenifitisanordinarySound).Also,setitto
Drummodeifyouwishtoseparatelyadjustthevolumeandsetadifferent
outputforeachpercussivefamilyofaDrumKit.
DrumKitsarenevertransposed,whicheverthetypeoftracktheyareas-
signedto.
Thisparametercannotbeedited,itthetrackhasalreadybeensettoDrum
orPercussionmodeinStyleEditmode.

Poly Tracksofthistypearepolyphonic,meaningtheycanplaymorethanone
noteatthesametime.

Mono Tracksofthistypearemonophonic,meaningeachnewnotestopsthepre-
viousnote.

MonoRight AMonotrack,withpriorityassignedtotherightmost(highest)note.

MonoLeft AMonotrack,withpriorityassignedtotheleftmost(lowest)note.
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Quick editing of 
Sounds and Drum Kits

Quick editing of Sounds
You can edit the main parameters or a Sound. These changes are offset to the 
original values. They will be saved to a Sound combination (User Keyboard Set, 
User Style, SongBook, etc.), and not directly into a Sound. For deeper editing, 
please access Sound Edit.

Editing the Sounds
1 Go to the Home > Menu > Track Controls > Sound Edit page. 

2 Select the track containing the Sound to be edited.

3 If you like, start the Style or Song to listen to the changes during playback.

4 Use the Mute (   ) and Solo (   ) buttons to mute or solo the track you 
are editing, to isolate it from the other tracks.
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5 Use the knobs to edit the corresponding parameters. All the values are offsets 
referred to the value of the original Sound.

Sound parameter Meaning Value

Attack Attacktime.Thisisthetimeduringwhichthesoundgoes
fromzero(atthemomentwhenyoustrikeakey)toit’s
maximumlevel.

-64…+63
(offset)

Decay Decaytime.TimetogofromthefinalAttackleveltothe
minimumlevel.

Release Releasetime.This isthetimeduringwhichthesound
goesfromthesustainingphase,tozero.TheReleaseis
triggeredbyreleasingakey.

Cutoff Filtercutoff.Thissetsthesoundbrightness.

Resonance UsetheFilterResonancetoboostthecutofffrequency.

LFODepth IntensityoftheVibrato(LFO).

LFOSpeed SpeedoftheVibrato(LFO).

LFODelay Delay timebefore theVibrato (LFO)begins,after the
soundstarts.

Setting Portamento
Portamento is a smooth sliding transition from a note to the following one.

 > Select the Portamento > On checkbox to turn portamento on, or uncheck it 
to turn it off.

 > Use the Portamento > Time knob to adjust the speed of portamento.

Resetting the parameters

  ▪ Reset a track

 > Touch the Reset Current Track button to reset all changes to the selected 
track.

  ▪ Reset all tracks

 > Touch the Reset Keyboard Set Tracks or Reset Style Tracks button to reset 
all edited values in all the corresponding tracks.
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Quick editing of Drum Kits
You can edit the main parameters or a Drum or Percussion Kit. These changes 
are offset to the original values. They will be saved to a Sound combination (User 
Keyboard Set, User Style, SongBook Entry, etc.), and not directly into a Drum or 
Percussion Kit. For deeper editing, please enter Sound Edit.

In this page, you can adjust the volume and edit the main parameters for each 
family of Drum and Percussion instrument for the selected track. A list of families 
is shown below.

These parameters can be accessed only on tracks set to the Drum mode in the 
Track Controls > Mode page. Use them on tracks with a Drum Kit assigned, or you 
will not be able to hear any change.

Editing the Drum Kits
1 Go to the Home > Menu > Drum Editor > Drum Edit page. You can also access 
this section from the Style Edit > Menu.

2 Select a track set to the Drum mode (usually the Drum or Percussion track). 
The Drum Family icons on top of the page can now be selected.

3 If you like, start the Style or MIDI Song to listen to the changes during play-
back.

4 Use the Mute (   ) and Solo (   ) buttons to mute or solo the track you 
are editing, to isolate it from the other tracks.
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5 Select one of the Drum Family icons on top of the page.

Drum Family icon Drum family

Kickdrums

Snaredrums

Toms

Hi-Hatcymbals

Ride,Crashandothercymbals

Low-pitchedpercussions

High-pitchedpercussions

Specialeffects

6 Check the value of the selected parameter for all the Drum families. An over-
view of the current parameter can be seen under the icons of the Drum Families. 



QuickeditingofSoundsandDrumKits |435

This will let you compare the value of the selected family with all the others. The 
values appear dimmed (non-editable).

7 Select and edit the parameters. Most of the values are offsets referred to the 
value of the original Drum Kit.

DK parameter Meaning Value

Volume Instrument’sfamilyvolume. 0…127

EQHi Equalization,Highband.

-18…+18EQMid Equalization,Middleband.

EQLow Equalization,Lowband.

Attack Attacktime.Thisisthetimeduringwhichthesoundgoes
fromzero(atthemomentwhenyoustrikeakey)toit’s
maximumlevel.

-64…+63
(offset)

Decay Decaytime.TimetogofromthefinalAttackleveltothe
minimumlevel.

Cutoff Filtercutoff.Thissetsthesoundbrightness.

Resonance UsetheFilterResonancetoboostthecutofffrequency.

FineTune Fineinstrumenttuning.

CoarseTune Coarseinstrumenttuning.

AmbienceVolume VolumeoftheAmbienceeffects(environmentandme-
chanicalnoise).

AmbienceTime LengthoftheAmbienceeffects(environmentandme-
chanicalnoise).

Resetting the parameters

  ▪ Reset a Drum family

 > Touch the Reset Current Family button to reset all edited values.

  ▪ Resetting a track

 > Touch the Reset All Families button to reset all changes to the selected track.
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Setting the key and 
velocity range

You can program a key and velocity zone for each of the Keyboard Sounds. These 
can create separate zones for different Sounds.

Setting the Key Range
Key range is useful to create a set of Keyboard Sounds playing in different zones 
of the keyboard. For example, you may have French Horns and Woodwinds play-
ing in the center range of the keyboard, while only Woodwinds play on the higher 
range.

1 Go to the Home > Menu > Keyboard/Ensemble > Range/Velocity page.

2 Select the Keyboard Sound to be edited.

3 Use the Top Key and Bottom Key parameters to set the Top and Bottom limits 
of the Sound’s Key zone.

Key Meaning

C-1…G9 Selectedkey.TheTopvalueisalwayshigherthantheBottomvalue.
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Setting the Velocity Range
Velocity range is useful to create a sound made of up to three dynamic layers, 
assigning each of the Upper Sounds to a different velocity zone. As an example, 
you may choose MK II Suitcase as the Upper 1 Sound, and MK I Dyno as the Upper 
2 Sound. Then, set Upper 1 to Bottom=0, Top=80, and Upper 2 to Bottom=81, 
Top=127. The MK II Suitcase will play when playing softer, the MK I Dyno when 
playing louder.

1 Go to the Home > Menu > Keyboard/Ensemble > Range/Velocity page.

2 Select the Keyboard Sound to be edited.

 > Use the Top Velocity and Bottom Velocity parameters to set the Top and 
Bottom limits of the Sound’s Velocity zone.

Velocity Meaning

0…127 Velocityvalue.TheTopvalueisalwayshigherthantheBottomvalue.
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Saving the Track 
settings

You can save the Track settings into a User Keyboard Set, Pad, Style, a MIDI Song 
or a SongBook Entry.

 > Choose the Save Keyboard Set (to Library/Style) command from the page 
menu (   ) to save the settings to a User Keyboard Set.

 > Choose the Save Pad command from the page menu (   ) to save the set-
tings to a User Pad.

 > Choose the Save Style command from the page menu (   ) to save the set-
tings into the current Style. Only User Styles can be overwritten.

 > Choose the Save Song command from the page menu (   ) to save the set-
tings into the current MIDI Song.

 > Choose the Save Book Entry command from the page menu (   ) to save the 
settings into a SongBook Entry.
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The Digital Drawbars
What are the Digital Drawbars?
Digital Drawbars are special Sounds emulating the classic tonewheel organs. 
Settings for the Digital Drawbars are memorized in a Keyboard Set, a Style or a 
MIDI Song, and may be considered the equivalent of an organ’s preset. 

A single Digital Drawbars Sound can be assigned to the keyboard, and only one 
to the Style. A single Digital Drawbars Sound can be assigned to Tracks 1-8, and 
a single one to Tracks 9-16 or a MIDI Song.

You can assign the same Sound to different tracks in the same block (for ex-
ample, two different Accompaniment tracks in a Style). On the contrary, if you 
need the different manuals of an organ, you can assign each of them to a differ-
ent block (for example, the Upper manual to one of the Tracks 1-8, and the Lower 
manual to one of the Tracks 9-16).
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Choosing Digital Drawbars Sounds

By choosing a Keyboard Set
1 Open the Keyboard Set Select window.
2 Open the Organ category, and choose a Keyboard Set whose name begins 
with the ‘DWB’ (Drawbars) abbreviation.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).



442| DigitalDrawbars

By choosing a Sound
1 Open the Sound Select window.
2 Open the Organ category, and choose the DRAWBARS Sound.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

When choosing a Digital Drawbars Sound alone, we suggest to check the Use IFX 
option in the page menu (   ) of the Sound Select window. This will force selec-
tion of the effects included with the Sound (for the DRAWBARS, they are Organ 
Vibrato, CX-3 Amp e CX-3 Rotary Speaker).



TheDigitalDrawbars |443

Controlling the Digital Drawbars

Controlling the drawbars from the control panel
1 Select a Digital Drawbars Sound, or a Keyboard Set marked as DWB.

2 Press the EASY EDIT/DWB button in the CONTROL section of the control 
panel to select the Drawbars (DWB) mode.

3 To see which function is assigned to each slider or button, check the strip 
display under the sliders. Press the VIEW button to alternate between the sliders 
and the buttons.

4 Use the sliders and the buttons to change the drawbars registration and en-
able or disable the various features.
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Controlling the drawbars from the display
1 Select a Digital Drawbars Sound, or a Keyboard Set marked as DWB.

2 Go to the Home > Control pane, and select the Drawbars mode from the side 
tabs.

3 Use the virtual sliders and the buttons in the display to change the drawbars 
registration  and enable or disable the various features.
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Changing the drawbars registration 
Drawbars registration is the combination of the drawbars positions, and affects 
the harmonic content of the organ sound.

To adjust the position of the corresponding drawbars:

 > Use the CONTROL sliders on the control panel.

 > Drag the virtual sliders in the display.
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Turning the switches on/off
To enable or disable the sound parameters, or to trigger the controls, do as fol-
lows.

 > Use the CONTROL buttons on the control panel.

 > Use the soft buttons in the display.

Please note that Vibrato/Chorus, Overdrive, Brake and Rotary Slow/Fast con-
trols will be only working if the following Insert FXs are recalled and enabled for 
the Digital Drawbars Sound: Organ Vibrato/Chorus, CX-3 Amp, one of the Rotary 
Speakers.

  ▪ Percussion

Percussion adds a pronounced percussive sound to the attack segment of the 
organ sound. You can turn it on or off.

  ▪ Harmonic

You can change the harmonic content to the percussive attack. When the indica-
tor is on, the second harmonic is selected. When it is off, the third one is selected.
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  ▪ Leakage

Leakage increases the bleed of signal between adjacent tonewheels, with signal 
from other tonewheel entering an unwanted pickup. This makes the sound ‘dirtier’, 
but also richer. You can turn it on or off.

  ▪ Key On and Key Off

The organ keyboard can produce a click noise when pressed (Key On) or released 
(Key Off). You can turn this noise on or off.

  ▪ Vibrato/Chorus

This is a combined chorus and vibrato effect. How it behaves depends on the se-
lected options in the Sound. You can turn it on or off.

  ▪ Overdrive

The overdrive simulator recreates the amp distortion, increasing realism. You can 
turn it on or off.

  ▪ Brake

When enabling this control, the rotary speaker gradually slows down, and then 
stops entirely. When disabling it, the rotary speaker starts rotating again.

  ▪ Rotary Fast/Slow

The rotary speaker can run slow or fast. Turn this button on to make it run fast, 
turn it off to make it run slow.
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Editing the Digital 
Drawbars

Digital Drawbars and the effects
When editing a Digital Drawbar Organ, we suggest you start from one of the sup-
plied Keyboard Sets and use the effect routing we created for you.

If you prefer to create an entirely new set, please remember that some insert ef-
fects must be activated on the same track of the DRAWBARS Sound. To be sure 
they are automatically selected, check the Use IFX option from the page menu 
(   ) of the Sound Select window.

DWB FX IFX

Vibrato OrganVib/Chorus

Amplifier/Overdrive CX-3Amp

Rotor RotarySpeaker,RotarySpeakerOD,CX-3RotarySpeaker
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Accessing the Digital Drawbars Edit 
page

Accessing the edit page from the control panel
1 Choose a Keyboard Set containing a Digital Drawbars Sound, or a Digital 
Drawbars Sound.

2 Press the EASY EDIT/DWB button in the CONTROL section of the control 
panel, then press it a second time to access editing.

3 Press the EASY EDIT/DWB button again, or press the EXIT button, to exit 
from the edit page.

Accessing the edit page from the display
1 Choose a Keyboard Set containing a Digital Drawbars Sound, or a Digital 
Drawbars Sound.

2 Touch the Drawbars button in the Home > Control page, then touch it a sec-
ond time to access editing.

3 Touch the Drawbars button again, or press the EXIT button, to exit from the 
edit page.
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Editing the Digital Drawbars 
parameters

Editing the parameters
The Digital Drawbars Edit page lets you edit in depth the various parameters of 
the organ’s sound.

Please note that Vibrato/Chorus, Overdrive, Brake and Rotary Slow/Fast con-
trols will be only working if the following Insert FXs are recalled and enabled for 
the Digital Drawbars Sound: Organ Vibrato/Chorus, CX-3 Amp, one of the Rotary 
Speakers.



EditingtheDigitalDrawbars |451

Vibrato/Chorus
This effect simulates the vibrato and chorus circuitry (also called the Vibrato 
Scanner) of a vintage organ.

Parameters Meaning

On/Off UsethisswitchtoenableordisableVibrato/Chorus.

V1,V2,V3 Selectsoneofthevariationsofvibrato.

C1,C2,C3 Selectsoneofthevariationsofchorus.

Custom Allowsyourownprogrammingoftheparameters.
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Amplifier
This is a detailed model of the amp of a classic tone-wheel organ, producing a 
warm, fat tone. With the addition of the 3-band EQ, this amp simulation will allow 
you to create a very versatile distortion.

Please note that these parameters can only be accessed if the CX-3 Amp effect 
is selected.

Parameters Values Meaning

On/Off On,Off UsethisswitchtoenableordisabletheAmplifier.

Gain 0…100 Thisadjuststhepreampgain,thereforetheoverdrive.Withhigh-
erGainvalues,youcanreachheavydistortion;withGain=0,the
ampwillalwaysremainclean.
IfanExpressionpedalisconnected,youcanuseittocontrolthe
amountofoverdriveanddistortion(byassigningittheDrawbars
Overdrivefunction).

Bass -10…10 Adjuststhebassfrequencies.

Middle -10…10 Adjuststhemiddlefrequencies.

Treble -10…10 Adjuststhetreblefrequencies.

Level 0…100 Amp’soutputlevel.

Master Effects (FX1-3)
You can use the FX1, FX2 and FX3 buttons to enable or disable the corresponding 
send to the master effects.
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Percussion
Percussion adds a percussive sound to the attack segment of the organ sound.

Parameters Meaning

On/Off Usethisswitchtoenableordisablethepercussion.

Volume Volume level of the percussive sound. Soft makes percussion less
perceivable.

Decay Decayspeedofthepercussivesound(FastorSlow).

Harmonic SelectsapercussionharmonicbetweentheSecondandThirdone.

Mode IfAll, thepercussiveattack isplayedonallnotesofachord. If 1st, the
percussiveattackisplayedonlyonthefirstnoteofachordoragroupof
heldnotes.Releaseallnotestotriggerthepercussionagain.

Tone
Tone is the waveshape of the drawbars, producing the raw timbre.

Tone Meaning

Mellow Amellower-soundingwave.

Normal Aharder-soundingwave.
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Noise
Here you can enable/disable and set the level of Leakage, Key On and Key Off.

Noise Meaning

On/Off Usetheseswitchestoenableordisablethecorrespondingeffect.

Leakage SetsthelevelofLeakage,increasingthebleedofsignalbetweenadjacent
tonewheels,withsignalfromothertonewheelenteringanunwantedpickup.
Thismakesthesound‘dirtier’,butalsoricher.

KeyOn Set the level of the click noise produced by the organ keyboardwhen
pressed(KeyOn)orreleased(KeyOff).KeyOff

Rotor
The Rotary Speaker’s rotation speed, and the balance between horn and rotor, 
can be edited.

Please note the individual parameters can only be accessed if one of the insert 
effects (IFX) or master effects (MFX) has the Rotary Speaker effect assigned and 
activated. In case there isn’t, some or all of the parameters in this section might 
not be accessible.

Rotor Value Meaning

RotorOn/Off On,Off Usethisswitchtostartorstoptherotatingspeaker.

Fast On(Fast, 
Off(Slow)

Usethisbuttontoswitchtherotatingspeaker’sspeed(from
slowtofast,orvice-versa).

Rotor/Horn
Balance

Rotor,1…99,
Horn

Adjuststhebalancebetweenthelow-frequencyrotorand
thehigh-frequencyhorn.
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Drawbars
Drag the drawbars to create the raw sound of the tonewheels. Each drawbar corre-
sponds to an organ’s stop, corresponding to a harmonic, as in the following table. 
Pull a drawbar out to increase its volume, push it in to reduce it.

Stop Meaning

16’ Anoctavebelowthefundamentalfrequency(sub-octave).

51/3’ Onethirdbelowthefundamentalfrequency(sub-third).

8’ Fundamentalfrequency(unison).

4’ Anoctaveoverthefundamentalfrequency(firstharmonic).

22/3’ Onetwelfthoverthefundamentalfrequency(thirdharmonic).

2’ Twooctavesoverthefundamentalfrequency(secondharmonic).

13/5’ Oneseventeenthoverthefundamentalfrequency(fifthharmonic).

11/3’ Onenineteenthoverthefundamentalfrequency(sixthharmonic).

1’ Threeoctavesoverthefundamentalfrequency(eighthharmonic).
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Customizing the user 
interface

Display and control panel preferences

Choosing the chords and alphanumeric keyboard 
language
You can choose the language used to show chord names and the characters that 
can be inserted using the alphanumeric virtual keyboard. Please note that some 
of the characters can only be used when editing SongBook Entry names.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Use the Language pop-up menu to select one of the available languages.

3 Touch the Change button to apply the selected language.
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Control panel and Matrix illumination
You can adjust the brightness of the control panel’s button indicators, to adapt the 
control panel glowing/luminosity to the ambient light. A separate control allows 
for adjusting the Matrix buttons luminosity.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Use the Backlit > Panel and Matrix pop-up menus to select one of the avail-
able luminosity degrees.

Main display and strip display illumination
You can adjust the luminosity of the main display and strip display.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Use the Display Brightness > Main and Strip controls to adjust the corre-
sponding luminosity.
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Automatically closing the Select windows
You may prefer to leave a Select window open after you have chosen a Sound, 
Keyboard Set, Style, Song, Pad, Chord Sequence, Mic or Guitar Preset, to continue 
trying other elements in that window. Or, you may prefer it automatically closes 
after you have completed your choice. This is determined by the Display Hold 
parameter.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Select the Display Hold checkbox to let the Select windows remain open until 
you press the EXIT button. Deselect it to let the Select windows automatically 
close after you choose an element.
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Program Change and activity indicators

Showing/Hiding the Program Change number
You can make Program Change numbers be shown next to Sound names in the 
Sound Select window.

Please note that Program Change numbers are always shown in the Home > Menu 
> Mixer/FX > Main page.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Select/deselect the Show > Program Change checkbox.
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Showing/Hiding the track’s activity
You can turn on/off the Track Activity display. When it is turned on, you can 
monitor events coming from the internal Sounds or the MIDI messages. Incoming 
events are shown by the color changing on each track’s label.

This lets you see the source of the audio signal. When mixing, you can mute or 
solo the various channels, and see each Sound’s contribution to the overall mix.

Color Sound

Green Keyboard

Orange Style,SongorPadfromPlayer1

Blue Style,SongorPadfromPlayer2

1 Go to the Settings > Menu > General Controls > Interface page.

2 Select/deselect the Show > Track Activity checkbox.
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Automatic selection 
and locking

Automatically choosing Styles and 
Keyboard Sets
When the Auto Select option is activated, the latest Style or Keyboard Set you 
selected in a category will be automatically chosen when touching the name of 
that category. If no Style or Keyboard Set has been selected for that category, the 
first item it contains will be automatically chosen.

This way, you can select a Style or Keyboard Set at the press of a button, or the 
touch of a single icon.

Automatically selecting the Styles
When the Auto Select > Style parameter is activated, touching the name of a 
Style category in the Select window will automatically select the Style you latest 
selected in that category.

The Select window will still appear, so that you can select a different item if de-
sired.

1 Go to the Settings > Menu > General Controls > Interface page.
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2 Select the Auto Select > Style checkbox.

The assigned Styles are memorized when turning the instrument off.

Automatically selecting the Keyboard Sets from the 
library
When the Auto Select > Keyboard Set Library parameter is activated, press-
ing one of the KEYBOARD SET LIBRARY buttons, or touching the name of a 
Keyboard Set category in the Select window, will automatically select the 
Keyboard Set you latest selected in that category.

The Select window will still appear, so that you can select a different item if de-
sired.

1 Go to the Settings > Menu > General Controls > Interface page.

2 Select the Auto Select > Keyboard Set Library checkbox.

The assigned Keyboard Sets are memorized when turning the instrument off.
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Assigning startup elements to the 
Players
You can assign to the Players a Style or a Song to be automatically selected when 
turning the instrument on. This way, you will be immediately ready to start your 
performance.

You can also select a Jukebox (.jbx) file, so that you can have background music 
playing before the show begins.

1 Go to the Settings > Menu > General Controls > Startup page.

2 Touch the Select ( … ) button corresponding to each of the Players to select 
a Style or a Song.

3 If you want to choose the Style or Song currently assigned to the Players, 
touch the corresponding Catch button.
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Settings a startup level for the audio 
inputs, the Players and the keyboard
You can assign a startup volume to the audio inputs, the Players and the keyboard 
when turning the instrument on. This way, you will be sure all the elements are well 
balanced when beginning your performance.

1 Go to the Settings > Menu > General Controls > Startup page.

2 Use the parameters in the Mixer Startup Volume section to set the startup 
levels.
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Preventing level change for the audio 
inputs, the Players and the keyboard
You can prevent the volume of the sensitive controls for the audio inputs, the 
Players and the keyboard, to be accidentally changed.

1 Go to the Settings > Menu > General Controls > Startup page.

2 Use the checkboxes in the Controls Main – Slider Disabled section to disable 
the relevant sliders in the CONTROL section.
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Locking parameters to prevent changes
In various pages, next to some parameters, you can find a lock (   ) icon. All these 
locks are collected in the Settings > Menu > General Controls > Lock pages for 
easy access.

Locking the Control parameters
The Control section includes the Keyboard Sounds, Pads and Assignable Switches 
on the control panel.
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Control lock Meaning

AssignableSwitches Whenlocked,selectingaKeyboardSetwillnotchangethefunctions
assignedtotheAssignableSwitches.

Pad Whenlocked,selectingaStyleorSongBookEntrywillnotchangethe
Pads.

Lower Whenthislockisclosed,theLowerSound(anditsplay/mutestatus)
remainsunchangedwhenadifferentKeyboardSetorStyleisselected.
Asexpected,theLowerSoundwilldisappearwhenyouswitchfromthe
SplittotheFullkeyboardmode.
Hint:IfyouwantthesameLowersettingstobeusedduringallyour
shows,saveyourpreferredLowersettingstotheMYSETTINGKeyboard
Set(automaticallyselectedonstartup),andclosethislock.

KeyboardMode
(Split/Full)

Whenthislockisclosed,thestatusoftheSPLITbutton(thereforeof
thekeyboardmode)remainsunchangedwhenadifferentKeyboardSet
isselected.
Hint:IfyouwantthesameLowersettingstobeusedduringallyour
shows,saveyourpreferredLowersettingstotheMYSETTINGKeyboard
Set(automaticallyselectedonstartup),andclosethislock.

KeyboardSet1-4 Whenthislockisclosed,thefourcurrentlyselectedKeyboardSetsare
preserved,whenchoosingadifferentStyleorSongBookEntry.
Withthislockopen,selectingaStyleorSongBookEntrywillselectthe
fourKeyboardSetstheycontain.
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Locking the Style parameters
The Style section includes controls for the Styles.

Style locks Meaning

StyleTracksPlay/
Mute

Whenthislockisclosed,choosingaStyledoesnotchangethePlay/
MutestatusoftheStyletracks.Thisway,youcan,forexample,turn
thebasstrackoffduringawholeshow,toallowyourbassisttoplaythe
partlive.Also,youcouldmutealltheAcctracks,toonlyplaywiththe
DrumandBasstracks.

StyleElement Whenthislockisclosed,choosingaStyledoesnotchangetheselected
StyleElement(Variation,Intro...).ThislockdoesnotapplytotheFills
andBreak.
ThislockhasnoeffectontheStylesthatareautomaticallyselected
whenchoosingaSongBookEntry.Inthiscase,theStyleElementmemo-
rizedintheSongBookEntryisalwaysselected.

BassInversion When locked, choosing a Keyboard Set will not change the Bass
Inversionstatus.

ManualBass Whenlocked,choosingaKeyboardSetwillnotchangetheManualBass
status.

ChordSequence Whenlocked,choosingaStyleorSongBookEntrywillnotchangethe
ChordSequenceinmemory.

FillMode Whenlocked,theselectedFillModewillnotchangewhenchoosinga
differentStyleorSongBookEntry.
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Locking the Songs parameters
The Song section includes a single control for the MIDI Songs.

Style locks Meaning

SongTracksPlay/
Mute

Whenthislockisclosed,choosingaMIDISongdoesnotchangethe
Play/MutestatusoftheSongtracks.Thisway,youcan,forexample,
turnthesolotrackoffduringthewholeshow,toletyouplayorsingit
live.

Locking the Tuning parameters
The Tuning section includes controls for Transpose and Scale.

Tuning lock Meaning

MasterTranspose PreventsMasterTransposefromchangingwhenchoosingaSongBook
Entry.ItalsopreventstransposingwhenloadingaStandardMIDIFile
createdbyPa5XoranyinstrumentoftheKORGPa-Series.

ScaleTuning PreventstheScalesettingsfromchangingwhenchoosingaKeyboard
SetorSongBookEntry.
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System preferences

Setting the date and time for the files
Pa5X includes a battery-backed system calendar and clock. This allows for auto-
matically adding a time-stamp to the files, when they are created or edited.

1 Go to the Settings > Menu > General Controls > Clock & Power page.

2 Set the Time and Date. Input the Time as ‘hour : minute : second’. Input the 
Date as ‘Month / Day / Year’.

3 Choose whether you prefer the 12- or 24-hour time format using the Clock 
Format parameter.

4 After having edited all the parameters, touch the Apply button to apply the 
changes.
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Automatic power off
Pa5X can automatically enter standby after two hours of not being used, to save 
energy and help preserving the environment.

1 Go to the Settings > Menu > General Controls > Clock & Power page.

2 Select/deselect the Auto Power Off checkbox.

When this parameter is checked, a few minutes before automatic standby a mes-
sage will warn you that the instrument is going to be put in standby. All unsaved 
data currently in edit will be lost.

At this message, you can let the instrument enter standby, or you can touch the 
display, press any button on the display, or play the keyboard to leave it turned 
on and continue using it.
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Master Transpose and 
Tuning

Master Tuning
You can fine tune the instrument (in cents of a semitone), to adapt it to an acoustic 
instrument that is not possible to tune (for example an acoustic piano without a 
professional tuner or the right tools, or a period instrument).

1 Go to the Settings > Menu > Tuning > Master Tuning page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Use the Master Tuning parameter to fine tune the instrument.

Tuning Meaning

-100cents Lowestpitch(halfasemitonedown)

0cents Standardpitch(A4=440Hz)

+100cents Highestpitch(halfasemitoneup)
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Master Transpose

Transposing the instrument as whole
The instrument’s key can be transposed to make singing or playing together with 
another instrument more comfortable. The transpose value is usually shown in 
the status bar.

Master Transpose settings are also sent to any GM-compliant instrument con-
nected to the MIDI OUT or USB DEVICE port.

  ▪ Transpose down from the control panel

 > Use the TRANSPOSE > FLAT ( ♭ ) button to lower the Master Transpose in 
steps of one semitone.

  ▪ Transpose up from the control panel

 > Use the TRANSPOSE > SHARP ( ♯ ) button to raise the Master Transpose in 
steps of one semitone.

  ▪ Reset transposition

 > Press both TRANSPOSE buttons together.
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Choosing where to apply transposition
You can turn on or off the Master Transpose to any of the parts of the instrument.

1 Go to the Settings > Menu > Tuning > Transpose Control page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Use the Master Transpose section to turn each part on or off.

Part Applies to…

Keyboard AlltheKeyboardSounds.

Song MIDIandMP3Songs.YoucanusetheTransposepop-upmenutochoose
anadditionaltransposevalue.

Score MusicscoreintheScorepage.YoucanusetheTransposepop-upmenu
tochooseanadditionaltransposevalue.

MIDIINNotes MIDInotescomingfromtheMIDIINandUSBHOSTports.

Transposing the Keyboard Sounds
When the Master Transpose > Keyboard option is selected in the Settings > 
Menu > Tuning > Transpose Control page, Master Transpose will be applied to 
the Keyboard Sounds.

Transposing the SongBook Entries
When saving a SongBook Entry, the current Master Transpose value is also saved. 
Master Transpose might therefore change when choosing a SongBook Entry. To 
avoid this to happen, you may lock the Master Transpose option in the Settings 
Menu > General Controls > Lock > Tuning.
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Transposing the MP3 Songs
MP3 Songs can be transposed inside a range of -5…+6 semitones. This range is 
enough to cover all they keys, while avoiding excessive audio degradation. Any 
further transposing will be reversed to fit the range. So, you might see a +7 trans-
pose value (Just Fifth Up) shown in the display, but the MP3 Song will actually play 
5 semitones lower (Just Fourth Down).

Transposing the MIDI Songs
When saving a MIDI Song, the Master Transpose value is saved with the Song. This 
value is preserved when choosing the Song again.

When choosing a MIDI Song containing Master Transpose data, the instrument’s 
Master Transpose is modified. This may cause problems with other Songs or when 
playing the Styles. To avoid this to happen, you may lock the Master Transpose in 
Settings > Menu General Controls > Lock > Tuning.

Transposing the notes coming from the MIDI IN
Master Transpose can be applied or prevented on the notes entering the MIDI IN 
or USB HOST or DEVICE ports.

1 Go to the Settings > Menu > Tuning > Transpose Control page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Use the MIDI IN Notes option to activate/deactivate transpose on the incom-
ing MIDI notes.
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When is Master Transpose applied?
You can decide when the Master Transpose will take effect.

1 Go to the Settings > Menu > Tuning > Transpose Control page.

2 Use the Transpose Cue Mode pop-up menu to choose when transposition will 
be applied.

Transpose Meaning

NextMeasure WhenyoupresseitheroftheTRANSPOSEbuttons,thenewtranspose
settingwillnottakeeffectuntilthefirstbeatofthenextmeasureis
reached.

Immediate WhenyoupresseitheroftheTRANSPOSEbuttons,thenewtranspose
settingwill immediatelyoccurwhen thenextnote is playedby the
KeyboardorSong,andonthenextchordchangebytheStyle.If,for
example,youplayanoteonthekeyboardwhentheStyleisstillplaying
achord,onlytheKeyboardSoundswillbetransposed,andtheStyle
Soundswillonlybetransposedatthenextchord.



MasterTransposeandTuning |481

Master Transpose and Scale
You can define the relation between the Scale and the Master Transpose.

1 Go to the Settings > Menu > Tuning > Transpose Control page.

2 Use the Position > Scale and Transpose pop-up menu to choose where trans-
position will be applied in relation to the Scale.

Transpose position Meaning

Post-KB/Pre-Scale When thisoption is selected, noteswill be transposed immediately
aftertheyleavethekeyboard.TheScalewillbeappliedtothetrans-
posednotes.Forexample,ifyoualteredanE,andthensettheMaster
Transposeto+1,theEkeywillplayarealF,andthealteredkeyinthe
scalewillbeE♭(thatwillplayanalteredE).

Scale Tone
generatorTranspose

Post-KB&Scale Whenthisoptionisselected,allnotesaretransposedimmediatelybe-
foretheyentertheinternaltonegenerator,oraresenttotheMIDIOUT
orUSBDEVICEport,andaftertheScale.Forexample,ifyoualteredan
E,andsettheMasterTransposeto+1,thealteredkeyinthescalewill
stillbeE(thatwillplayanalteredF).

Scale
Tone

generatorTranspose

Drum Kits and Master Transpose
Drum Kits are never transposed. If you want an ordinary Sound not to be trans-
posed as well, assign it to a track set to Drum mode in the Home > Menu > Track 
Controls > Mode page.
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Opening the Master Transpose dialog
You can access most of the Master Transpose settings in the Master Transpose 
dialog.

1 Keep the SHIFT button pressed, and press one of the TRANSPOSE buttons 
to open the Master Transpose dialog.

2 After having edited the parameters, press the EXIT button to close the dialog.
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Transposing the score and the chord 
symbols

Where is transposition applied?
When using the TRANSPOSE buttons, the music score and chord symbols may 
also be transposed in the Lyrics and Score pages, depending on the Master 
Transpose settings. You can combine the transpose options in the following three 
ways. These options are detailed in the following pages.

Transpose options Score and Chord symbols

A Keyboard:On
Song:On
Score:Off

ScoreandChordsymbolsarenottransposed.
Thesongcanbereadandplayedbythekey-
boardplayer,butnotbyamusicalpartner.
Thekeyyouwillhearisdifferentfromtheone
youwillplay.

B Keyboard:Off
Song:On
Score:On

ScoreandChordsymbolsaretransposednow.
Thesongcanbereadandplayedbyboththe
keyboardplayerandthemusicianpartner.The
keyyouwillhearisthesameastheoneyou
willplay.

C Keyboard:On
Song:Off
Score:On

ScoreandChordsymbolsaretransposedas
well.Thesongcanbereadandplayedbythe
keyboardplayerbutnotbythemusicianpart-
ner.Thekeyyouwillhearisdifferentfromthe
oneyouwillplay.

When no transposition is applied, the score and chord symbols always appear as 
in the original file.
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Score and chord symbols can be read in the internal display and/or an external 
monitor. They can be useful for you – the keyboard player – and/or your musician 
partner (a singer, a guitar player, a sax player…).

A) Transposing the Keyboard and Songs, but not the 
Score and the Chord symbols
Choose this option to let Pa5X transpose what you play live, together with the 
songs, to a key that is more comfortable for your musician partner. You will be the 
one to read the (non-transposed) score and chord symbols.

For example you may want to play a song in the original C♯ Maj key, because you 
learned it in that key. Your musician partner, on the contrary, prefers to play it in 
D Maj, that might be more comfortable for her/him.

By choosing a transpose value of +1, the songs will be transposed to D Maj. You 
will play in C♯ Maj, but your notes will be transposed to D Maj. This means, as a 
reference, when playing the keyboard, a C will be transposed to sound as a C♯.

The score and chord symbols will not change, so you will still be able to read and 
play the score in the original key of C♯.
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1 Go to the Settings > Menu > Tuning > Transpose Control page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Select the Keyboard and Song checkboxes. Leave the Score checkbox not 
selected.

When changing the Master Transpose value, the keyboard and the songs will be 
transposed. The score and chord symbols will NOT be transposed.

B) Transposing the Songs, Score and Chord symbols, but 
not the Keyboard
Choose this option when you want to let Pa5X transpose the songs to a key that 
is more comfortable for you and your musician partner. Both of you will play in 
the transposed key. You and your musician partner will be able to read the (trans-
posed) score and chord symbols.

For example, both you and your musician partner want to play a song, originally in 
the key of C♯ Maj, in D Maj, because it is easier for both of you.
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By choosing a transpose value of +1, the songs will be transposed to D Maj. The 
keyboard will not be transposed, so you will play right in D Maj. This means, as a 
reference, that when playing the keyboard, a C will still be a C.

The score and chord symbols will change, so you will be able to read and play the 
score in the transposed key of D Maj.

1 Go to the Settings > Menu > Tuning > Transpose Control page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Select the Song and Score checkboxes. Leave the Keyboard checkbox not 
selected.

When changing the Master Transpose value, the keyboard will NOT be transposed, 
while the songs, score and chord symbols will be transposed.
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C) Transposing the Keyboard, Score and Chord symbols, 
but not the Songs
Choose this option to transpose what you play live to a more comfortable key, and 
let your musician partner play in the original key. You will be the one to read the 
(transposed) score and chord symbols.

For example, if you find a song in C♯ Maj too difficult to play, you can play it in 
C Maj. By choosing a transpose value of +1, what you play on the keyboard will be 
transposed to C♯ Maj. This means, as a reference, that when playing the keyboard, 
a C will be transposed to sound as a C♯.

The score and chord symbols will have a transpose value of -2, so that you can 
read them in the altered key.

The songs will not be transposed, so your musician partner will be in tune with 
them, but will not be able to read the correct score or the chords, because they 
are transposed for you, the keyboard player.
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1 Go to the Settings > Menu > Tuning > Transpose Control page.

As an alternative, keep the SHIFT button pressed and press either or the 
TRANSPOSE buttons.

2 Select the Keyboard and Score checkboxes. Leave the Song checkbox not 
selected.

When changing the Master Transpose value, the keyboard, score and chord sym-
bols will be transposed. The songs will NOT be transposed.
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Scale

Choosing the Main Scale
The main scale is usually applied to all or most of the Sounds. Some Sounds may 
use an alternative sub-scale. Some Style Elements may use alternative sub-scales. 
The main scale is used wherever there is no sub-scale assigned.

  ▪ Choose the main scale

1 Go to the Settings > Menu > Tuning > Scale/Tune page.

2 Use the Main Scale/Tune pop-up menu to choose the main scale of the in-
strument.

All Sounds, apart for those for which a different sub-scale has been selected when 
choosing a Keyboard Set, will use this scale.

  ▪ If needed, choose a root key

 > Use the Key parameter (needed with some scales) to set the scale root (there-
fore, the Sound’s tuning).
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Scales list

Scale Description

Equal Equaltuning,thestandardscaleformodernWesternmusic.Itismadeof
12identicalsemitones.

PureMajor Themainmajorchordsintheselectedkeyareperfectlytuned.

PureMinor Themainminorchordsintheselectedkeyareperfectedtuned.

Arabic AnArabicscale,usingquartersoftone.SettheKeyparameterasfollows:
C–forthe‘rastC/bayatiD’scale
D–forthe‘rastD/bayatiE’scale
F–forthe‘rastF/bayatiG’scale
G–forthe‘rastG/bayatiA’scale
A♯–forthe‘rastBb/bayatiC’scale

Pythagorean Pythagoreanscale,basedonthemusictheoriesofthegreatGreekphi-
losopherandmathematicianPythagoras.Itismostsuitableformelodies
withanancientflavor.

Werckmeister LateBaroqueandearlyClassicagescale.Verysuitablefor18thCentury
music.

Kirnberger Harpsichordscale,verycommonduringthe18thCentury.

Slendro ScaleoftheIndonesianGamelan.Theoctaveisdividedinfivenotes(C,D,
F,G,A).TheremainingnotesaretunedasintheEqualtuning.

Pelog ScaleoftheIndonesianGamelan.Theoctaveisdividedinsevennotes(all
whitekeys,whenKey is=C).Theblackkeysaretunedas intheEqual
tuning.

Stretch Simulatesthe‘stretched’tuningofanacousticpiano.Basicallyanequal
tuning, the lowestnotesareslightly lower,while thehighestnotesare
slightlyhigherthanthestandard.

User Userscale,onlyavailableasasub-scale.TheUserscalecanbesavedtoa
KeyboardSet.Youcan’tselectitasthemainscaleintheSettings.
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Choosing a Sub-Scale  
(Keyboard and Style Sounds)
You can assign a scale different from the main scale (therefore, a sub-scale) to the 
Keyboard Sounds. This will allow, for example, to play a piano solo with the Stretch 
tuning, while the backing tracks continue to play in the Equal tuning. A different 
sub-scale can be saved into each Keyboard Set.

You can also assign a sub-scale to all the Sounds of the Style, separately from the 
Sounds of a MIDI Song (that will still use the main scale). So, you will be able to 
play the Styles with a sub-scale, and the Songs with the main scale.

  ▪ Choose a sub-scale

1 Go to the Home > Scale/Tuning pane.

2 Use the Scale pop-up menu to choose the sub-scale. See above for a list of 
the available scales.

 > If needed, use the Key parameter (requested by some scales) to set the pre-
ferred key.
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  ▪ Assign the sub-scale to the Keyboard and/or Style Sounds

1 Go to the Settings > Menu > Tuning > Scale/Tune page.

2 Use the Assign QT Preset/Scale to pop-up menu to choose the Sounds to 
which the sub-scale is applied. All the other Sounds will use the main scale.

Scale Mode Meaning

KbdSetTracks Thesub-scalewillaffectalltheKeyboardSounds

UpperTracks Thesub-scalewillonlyaffecttheUpper1-3KeyboardSounds

KbdSet+StyleTracks Thesub-scalewillaffecttheKeyboardSoundsandtheStyle
Sounds.ItwillnotaffecttheMIDISongSounds.
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Choosing and editing the User Sub-
Scale (Keyboard and Style Sounds)
In addition to the supplied scales, you can program your own User sub-scale. The 
User sub-scale can then be saved to a Keyboard Set or Style, to allow for a differ-
ent scale fitting that particular musical style.

  ▪ Choose the User sub-scale

1 Go to the Home > Scale/Tuning pane.

2 Use the Scale pop-up menu to choose the User sub-scale.
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  ▪ Edit the User sub-scale

When the User sub-scale is selected, the keyboard diagram will become active, 
letting you program a custom scale.

 > Use the numbers appearing next to each note of the keyboard diagram to 
fine tune each note pitch. Detuning is referred to Equal tuning considered as ‘zero 
detune’.

Detuning Meaning

-99…+99 Notedetuningincentsorasemitone.Zeroisnodetuning(Equaltun-
ing),±50isafullquartertoneupordown,±99isnearlyonewhole
semitoneupordown.

  ▪ Save the User sub-scal

 > Save the changes to a Keyboard Set or a Style.



Scale |495

Using the Scale Presets

Choosing the Scale Presets from the display
You can instantly recall a Quarter Tone sub-scale, by just choosing one of the 
Scale Presets.

  ▪ Activate the Quarter Tone sub-scale

1 Go to the Home > Scale/Tuning pane.

2 Touch the Quarter Tone tab on top of the pane. The Scale Preset buttons 
will appear.
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  ▪ Choose a Scale Preset

 > Touch one of the Scale buttons to choose the corresponding Scale Presets. 
The saved Quarter Tone sub-scale will be selected.

 > Touch the same Scale button to deactivate the selected scale.

  ▪ Use the Quarter Tone sub-scale

 > Touch any note in the scale diagram whose pitch you want to lower, making it 
turn green (selected).

 > Touch the note again to make it return white, and reset to standard tuning.

Scale alterations made in this page are momentary and are not memorized. They 
is only meant to allow for quick scale alteration while playing.

  ▪ Deactivate the Quarter Tone sub-scale

 > Touch the Scale tab on top of the pane. The Scale Preset buttons will disap-
pear. The main scale will be in use again.
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Choosing a Scale Preset by using a button or footswitch
You can select a Scale Preset by assigning it to a switch or footswitch.

 > Go to the Settings > Menu > Controllers > Sliders/Buttons page, and assign 
the Quarter Tone function to one of the CONTROL buttons when in User mode.

 > Go to the Settings > Menu > Controllers > Foot page, and assign the desired 
Scale Preset to the footswitch.

Please note that programming an assignable switch will tie the Scale Preset selec-
tion to a particular Keyboard Set, Style’s Keyboard Set, or SongBook Entry. This 
means that you can prepare it for a particular song, requiring a particular scale.

On the contrary, programming the footswitch or a Control button will offer a glob-
al option, that will not change when choosing a different Keyboard Set, Style or 
SongBook Entry.
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Editing the Scale Presets
Quarter Tone scales (Scale Presets) are custom scales where detuning can be 
activated or deactivated while playing. Changing note tuning while playing is typi-
cal of Turkish and Middle East/Arabic music. The detuned interval is usually next 
to a quarter tone.

You can save up to sixteen Quarter Tone scales into the Scale Presets. The Scale 
Presets are global and do not change with Keyboard Sets, Styles or Songs.

  ▪ Program a Quarter Tone scale

1 Go to the Settings > Menu > Tuning > Scale/Tune page.

2 Touch one of the Scale buttons to choose a Scale Preset to be edited.

When no preset is selected, a default scale is automatically recalled. This scale 
assigns a -50 cent value (equivalent to a quarter tone down) to all the notes, and 
turns all scale degrees off. With no keys pressed, it is equivalent to the Equal tun-
ing.
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3 Program the User Quarter Tone sub-scale.

Lowered Quarter Tone

Value in cents

 > Touch one of the keys in the scale diagram to lower the corresponding scale 
degree by -50 cents (equivalent to one quarter tone). Touch it again to return to 
the standard tuning.

 > Use the numbers appearing next to each note of the keyboard diagram to 
fine tune each note pitch. Detuning is referred to Equal tuning considered as ‘zero 
detune’.

Detuning Meaning

-99…+99 Notedetuningincentsorasemitone.Zeroisnodetuning,±50isafull
quartertoneupordown,±99isnearlyonewholesemitoneupordown.
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  ▪ Save the new Quarter Tone sub-scale into a Scale Preset

1 Choose the Save Tuning Preset command from the page menu (   ) to open 
the Save Tuning Preset dialog.

2 Touch the Text Edit (   ) button if you want to assign the Scale Preset a new 
name. When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

3 Choose one of the Scale Preset locations to save the new scale, then confirm 
by touching the OK button.



Scale |501

Realtime Quarter Tone
To make realtime tuning changes faster, you can assign the Quarter Tone function 
to an assignable switch, a footswitch, or a Control button. This will make those 
sudden scale changes, typical of the Turkish and Middle East/Arabic music, quick 
and easy.

Since these realtime changes are not saved anywhere, the scale is easily ‘wiped-
out’ when selecting a different Keyboard Set, or when pressing the Quarter Tone 
switch again.

Programming a switch, button or footswitch as the 
Quarter Tone switch
 > Go to the Home > Menu > Switches > Switches page, and assign the Quarter 

Tone function to one of the assignable switches.

 > Go to the Settings > Menu > Controllers > Sliders/Buttons page, and assign 
the Quarter Tone function to one of the CONTROL buttons when in User mode.

 > Go to the Settings > Menu > Controllers > Foot page, and assign the Quarter 
Tone function to the footswitch.

Please note that programming an assignable switch will tie the Quarter Tone func-
tion to a particular Keyboard Set, Style’s Keyboard Set, or SongBook Entry. This 
means that you can program them for a particular song, requiring a particular 
scale.

On the contrary, programming the footswitch or a Control button will offer a glob-
al option, that will not change when choosing a different Keyboard Set, Style or 
SongBook Entry.
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Using the Quarter Tone function
1 If you want to check what is happening, go to the Home > Scale/Tuning pane, 
and select the Quarter Tone view.

In any case, the Quarter Tone function will be activated even if you are in any 
other page.

2 Lower some note pitches.

Keep the Quarter Tone switch, button or footswitch pressed. The keyboard will 
not play at this time. Press the notes whose pitch you want to lower. Release the 
switch, button or footswitch.

The detuned notes will appear in green in the keyboard diagram.

3 Play with your new scale. The pitch of the notes you have pressed are now 
lowered.

4 Reset the original scale.

Press and release the Quarter Tone switch, button or footswitch again, without 
playing any note. All the pitches will be reset, and the original scale will be recalled.
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Retuning the Style while playing

Style Element Scale, Chord Follow
While in the Style Edit > Menu > Element Track Controls > Scale/Tuning page, 
you can program a sub-scale for each Style Element, and enable the sub-scale on 
each track for that Style Element.

The scale’s root is usually C. With Chord Follow activated, it will change depending 
on the recognized chord. This option is global for the whole Style.

Enabling the Chord Follow option
1 Go to the Style Edit > Menu > Element Track Controls > Scale/Tuning page.

2 Use the Chord Follow checkbox to turn the option on or off.

While each Style Element can have its own scale, this option is common to all the 
Style Elements in a Style.
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Catch vs. Jump 
behavior

Setting the Catch/Jump preference
When moving a slider or a pedal, the value of the controlled parameter can im-
mediately jump to the current slider/pedal value, or wait for it to reach the current 
parameter value, and catch it only at that point.

1 Go to the Settings > Menu > Controllers > Hand page.

2 Use the Slider&Pedal > Mode pop-up menu to choose between the Catch and 
the Jump mode.

Mode Meaning

Catch Theparametervaluewillnotbeupdateduntilthesliderorpedalhas
reachedthecurrentvalue.Thisallowsforasmootheraction.

Jump Theparametervaluewillimmediatelyjumptothecurrentvalueofthe
sliderorpedal.Thisallowsforamoreimmediateresponse.
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User settings for the 
Control sliders and 
buttons

Using the sliders and buttons
The sliders and the buttons in the CONTROL section are always accessible, which-
ever the page you are in.

The way they work is chosen via the mode buttons on the right of the controls. 
How they work is explained in the dedicated section at the beginning of the man-
ual. For more information see The Control section on page 121.

The User mode controls the parameters that you are free to assign to the sliders 
and the buttons. This is a global setting, that is automatically saved.
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Programming the sliders and buttons
You can program a set of User Controls, accessed when in USER mode.

1 Go to the Settings > Menu > Controllers > Sliders/Buttons page.

2 Use the pop-up menus to program the Sliders and the Buttons.

For a list of the assignable controls, see Assignable functions on page 523.
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Assignable Switches

Programming the assignable switches

Assigning a function to the assignable switches
You can program the ASSIGNABLE SWITCHES in a different way for each 
Keyboard Set. Choosing a different set of Sounds may therefore also change the 
controls assigned to these switches, to match the different types of Sounds.

1 Go to the Home > Menu > Switches page.

2 Use one of the Switch 1…3 menus to choose a command to be assigned to the 
corresponding switch.

3 Save the changes to a Keyboard Set.

4 If you want the programming is not changed when choosing a different 
Keyboard Set, close the lock (   ) in the lower-right corner of the page.

For a list of the assignable controls, see Functions assignable to the buttons and 
footswitches on page 526.
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Using the assignable switches
Depending on the chosen Keyboard Set and the assigned functions, these control-
lers can do different things. With the DNC Sounds, the switches can either ‘book’ a 
function, that will be triggered while playing, or enable (or disable) it by pressing 
the button to ‘toggle’ it. In other cases, these switches can ‘toggle’ or ‘trigger’ the 
assigned function.

Indicator status Meaning

Off NoDNCfunctionassigned.

Purplesteady BookingDNCfunctionavailable.

Purpleblinking BookingDNCfunctionwaitingtobeexecuted.Then,itwillreturnsteady.

Lightgreensteady ToggleDNCfunctionavailable.

Lightgreenblinking Toggleactivated.Pressitagaintodisableit.
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Hand controllers

Programming the joystick

Assigning functions to the joystick
The left/right (X-, X+) movement of the joystick usually controls Pitch Bend. It 
can, however, control a Sound parameter, depending on the Sound programming.

The up/forward movement (Y+) is usually Modulation, and sometimes a different 
Sound parameter, depending on the Sound programming. The down/backward 
movement (Y-) can be assigned to various controls, or is left unused.

Assigning Sound parameters to the joystick can be done in Sound Edit.

Assigning the joystick to the Sounds
You can activate/deactivate the Joystick on each Keyboard Sound.

1 Go to the Home > Menu > Keyboard/Ensemble > Joystick/Pedal page.
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2 Use the Joystick X checkbox to turn the left/right Joystick movements on/
off on each Sound.

3 Use the Joystick Y checkbox to turn the up/down Joystick movements on/
off on each Sound.

4 Save the changes to a Keyboard Set.

Setting the Pitch Bend range
The Pitch Bend range is defined for each combination of Sounds, and can change 
with different Keyboard Sets, Styles, MIDI Songs or SongBook Entries.

1 Go to the Home > Menu > Mixer/FX > Bend/Tuning page.

2 Use the Bend knobs to set the Pitch Bend range for each Sound.

Bend Meaning

0 Nopitchbendallowed.

1…12 Maximumup/downpitchbendrange(insemitones).12=±1octave.

3 Save the changes to a Keyboard Set, a Style, a MIDI Song or a SongBook Entry.
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Programming the keyboard’s Velocity 
and After Touch

Assigning functions to Velocity and After Touch
Velocity usually controls the Sound’s loudness, while After Touch controls modu-
lation. However, they can be assigned to other roles by each individual Sound. 
Assigning Sound parameters can be done in Sound Edit.

Assigning After Touch to the Sounds
You can activate/deactivate After Touch on each Keyboard Sound.

1 Go to the Home > Menu > Keyboard/Ensemble > Ribbon/After Touch page.

2 Use the After Touch checkbox to turn the After Touch on/off on each 
Keyboard Sound.

3 Save the changes to a Keyboard Set.
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Adjusting the Velocity and After Touch sensitivity
You can define how the keyboard responds to your striking velocity and After 
Touch pressure.

1 Go to the Settings > Menu > Controllers > Hand page.

2 Use the Velocity Curve parameter to set the sensitivity of the keyboard to 
your playing strength.

Velocity Curve Meaning

Fixed Nodynamiccontrolavailable.Dynamicvaluesarefixed,asinclassic
organs.Whenthisoptionischosen,youcansetthefixedvelocityvalue.

Soft3…Hard3 Curves,fromthelightestonetothehardestone.

3 Use the After Touch Curve parameter to set the sensitivity of the keyboard 
to the pressure you apply after playing a key.

After Touch Curve Meaning

Soft3…Hard3 Curves,fromthelightestonetothehardestone.

Off TheAfterTouchisturnedoff.
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Programming the ribbon controller

Assigning functions to the ribbon controller
The function controlled by the ribbon depends on the selected Sounds. Assigning 
Sound parameters to the ribbon controller can be done in Sound Edit.

Assigning the ribbon controller to the Sounds
You can activate/deactivate the ribbon on each Keyboard Sound.

1 Go to the Home > Menu > Keyboard/Ensemble > Ribbon/After Touch page.

2 Use the Ribbon checkbox to turn the ribbon on/off on each Sound.

3 Save the changes to a Keyboard Set.
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Adjusting the ribbon controller’s sensitivity
You can define how sensitive is the ribbon controller to your finger’s swipe.

1 Go to the Settings > Menu > Controllers > Hand page.

2 Use the Ribbon > Sensitivity parameter to set the ribbon’s response.
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Foot controllers

Programming the Damper pedal
You can connect a footswitch, or a dedicated damper pedal, to the PEDAL > 
DAMPER connector on the back of the instrument. This pedal always works as a 
Damper pedal.

Assigning the Damper pedal to the Sounds
You can activate/deactivate the damper pedal on each Keyboard Sound. This is 
useful, for example, to only sustain some Upper Sounds and not the others.

1 Go to the Home > Menu > Keyboard/Ensemble > Joystick/Pedal page.

2 Use the Damper checkbox to turn the Damper pedal on/off on each Keyboard 
Sound.

3 Save the changes to a Keyboard Set.
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Programming the pedals/footswitches

Assigning a function to the pedals/footswitches
You can connect a footswitch or expression pedal to each of the two PEDAL > 
ASSIGNABLE connectors on the back of the instrument. Depending on the con-
nected type of pedal, you will choose a suitable function.

1 Connect the pedal or footswitch to one of the PEDAL > ASSIGNABLE con-
nectors.

2 Go to the Settings > Menu > Controllers > Foot page.

3 Use the Function pop-up menu to choose a control function.

For a list of the assignable controls, see Assignable functions on page 523.
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Choosing a curve presets for the expression pedal
With some functions assigned to an expression pedal, you can choose a curve, 
shaping the response of the function to the pedal.

1 Be sure to have connected an expression pedal, calibrated it, and selected a 
function.

2 Go to the Settings > Menu > Controllers > Foot page.

3 Touch one of the Curve buttons to select a curve preset.

Curve Meaning

Linearresponse.            

Exponentialresponse.Thefunctionvaluewillchangefastertowardthetopof
thepedalrange.

Logarithmicresponse.Thefunctionvaluewillchangeslowertowardthetopof
thepedalrange.

S-shapedresponse.Thefunctionvaluewillchangefastertowardthebottom
andthetopofthepedalrange,andwillbesmootherinthemiddle.

S-shapedwithoffsetresponse.Asthepreviousone,butstartingfromavalue
higherthanzero.
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Assigning the Expression pedal to the Sounds
Expression is a relative level control, always subtracted from the Volume value. It 
can be assigned to any continuous pedal (also called a Volume/Expression pedal).

As an example, imagine you have a Piano sound assigned to Upper 1, and a Strings 
sound assigned to Upper 2. If you turn the Expression switch on on Upper 2, and 
off on Upper 1, you can use a continuous pedal to control only the Strings’ volume, 
while the Piano’s volume remains unchanged.

1 Go to the Home > Menu > Keyboard/Ensemble > Joystick/Pedal page.

2 Use the Expression checkbox to turn the Expression pedal on/off on each 
Keyboard Sound.

3 Save the changes to a Keyboard Set.
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Calibrating the pedals and setting their 
polarity
If needed, you might have to calibrate the pedals to use their full range of values, 
without any ‘dead spot’. Also, this procedure allows to choose a pedal’s polarity, 
in case you are using a pedal working in reverse.

1 Go to the Settings > Menu > Controllers > Foot page.

2 Touch the Calibration button in the area of the pedal to calibrate, to make the 
Pedal/Footswitch Calibration dialog appear.

3 Fully press the pedal down, and while continuing to press touch the top (high-
lighted) button to confirm the maximum value.
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4 When the following dialog appears, release the pedal.

5 Touch the lower (now highlighted) button in the display to confirm the mini-
mum value. Check if the pedal is working properly. In case it isn’t, repeat the pro-
cedure. 

6 Press the EXIT button to return to the previous page.
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Assignable functions

Functions assignable to the sliders and 
continuous pedals
The following are the functions assignable to the sliders of the CONTROL section 
(CTL) and to the volume/expression pedals (PDL).

Continuous function Meaning CTL PDL

Off Nofunctionassigned. √ √

Volume

MasterVolume MasterVolumecontrol. √ √

KeyboardExpression VolumeoftheKeyboardSoundsrelativetothegeneral
volume.

√ √

KbdSetVolume VolumeofalltheKeyboardSounds. √

KbdUpper1…3Volume VolumeofthecorrespondingKeyboardSound. √

KbdLowerVolume √

Player1Volume VolumeofPlayer1. √ √

Player2Volume VolumeofPlayer2. √ √

PadsVolume VolumeofthePads. √ √

Pad1…4Volume VolumeofthecorrespondingPad. √

StyleDrum&Perc.Vol.(Gbl) VolumeoftheStyle’sDrum&Percussiontracks. √

StyleBassVol.(Gbl) VolumeoftheStyle’sBasstracks. √

StyleAccomp.Vol.(Gbl) VolumeoftheStyle’sAccompanimenttracks. √ √

Track1…8Volume VolumeofthecorrespondingMIDISongtrack. √

Track9/StyBassVolume VolumeofthecorrespondingMIDISongorStyletrack. √

Track10/StyDrumVolume √

Track11/StyPercVolume √

Track12/StyAcc1Volume √

Track13/StyAcc2Volume √

Track14/StyAcc3Volume √

Track15/StyAcc4Volume √

Track16/StyAcc5Volume √
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Continuous function Meaning CTL PDL

MP3Volume Volume of the MP3 Songs (equivalent to the MP3
Player>VolumeparameteryoucanfindintheSettings
>Audio/Video>MP3/Speakerpage).

√ √

Audio In controls

MicLevel MainVolumeoftheMicinput. √ √

MicLeadLevel LeveloftheLeadVoice. √ √

MicFXLevel LevelcontrolsfortheDelayandReverbMicFXs. √ √

MicHarmonyLevel LeveloftheHarmonyeffect. √ √

MicDoubleLevel LevelcontrolsfortheMicFXs. √ √

MicFilterLevel √ √

MicModLevel √ √

MicDelayLevel √ √

MicReverbLevel √ √

MicEQGainLow MicEQcontrols. √

MicEQGainMid √

MicEQGainHigh √

GuitarLevel ContinuouscontrolsassignedtotheGuitarProcessor. √ √

GuitarPresetFX1Level √ √

GuitarPresetFX2Level √ √

GuitarPresetFX3Level √ √

GuitarPresetFX4Level √ √

LineLevel VolumeoftheLineInput. √ √
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Continuous function Meaning CTL PDL

Joystick simulation

JoystickX+ Replicatesthejoystickmovementtotheright. √

JoystickX- Replicatesthejoystickmovementtotheleft. √

JoystickY+ Replicatesthejoystickforwardmovement. √

JoystickY- Replicatesthejoystickbackwardmovement. √

Sound parameters

UpperVDFCutoff Filtercutoff(fortheUpperSounds). √ √

UpperVDFResonance Filterresonance(fortheUpperSounds). √ √

FX parameters

FXCC12Ctrl StandardFXcontrollers, usedasDMSmodulations.
HowtheyworkdependsontheEffectsprogramming.

√ √

FXCC13Ctrl √ √
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Functions assignable to the buttons and 
footswitches
The following are the functions assignable to the buttons of the CONTROL sec-
tion (CTL), to the ASSIGNABLE SWITCHES (ASW) and to the footswitches (FSW).

Switch function Meaning CTL ASW FSW

Off Nofunctionassigned √ √ √

Keyboard

Split TurnstheSpliton/off. √

Memory TurnstheMemoryfunctionon/off. √

Ensemble TurnstheEnsemblefunctionon/off. √

KbdSet1…4 SelectsthecorrespondingKeyboardSetfrom
theKEYBOARDSETsectionundertheX-FADER.

√

KbdSetUp SelectsthenextStyle’sKeyboardSetfromthe
KEYBOARDSETsectionundertheX-FADER.

√

KbdSetDown SelectsthepreviousStyle’sKeyboardSetfrom
theKEYBOARDSETsectionundertheX-FADER.

√

StyletoKbdSet MakesthefirstKeyboardSetbeselectedwhen
choosingaStyle.

√ √ √

Upper1…3SoundSel OpenstheSoundSelectwindowforthecorre-
spondingUpperSound.

√ √ √

LowerSoundSel OpenstheSoundSelectwindowfortheLower
Sound.

√ √ √

SoundUp WhenaSoundisselected,choosesthenextone
inthelist.

√ √ √

SoundDown WhenaSoundisselected,choosestheprevious
oneinthelist.

√ √ √

Players

PlayPlayer1 StartstheStyleorSongassignedtoPlayer1. √

PlayPlayer2 StartstheStyleorSongassignedtoPlayer2. √

StopPlayer1 StopstheStyleorSongassignedtoPlayer1.The
Songreturnstothebeginning.

√

StopPlayer2 StopstheStyleorSongassignedtoPlayer2.
TheSongreturnstothebeginning.

√

SynchroStart Make the Player start or stop when playing
somethingonthekeyboard.

√

SynchroStop √

FadeIn/Out StartsorstopsthePlayer(s)withasmoothfade. √
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Switch function Meaning CTL ASW FSW

FastForward Movesforwardtheselectedsong. √ √

FastRewind Movesbackwardtheselectedsong. √ √

JukeboxPrevious SelectsthepreviousJukeboxentry. √ √

JukeboxNext SelectsthenextJukeboxentry. √ √

Style

Intro1…3/CountIn SelectsthecorrespondingIntro. √

Ending1…3 SelectsthecorrespondingEnding. √

Fill1…4 SelectsthecorrespondingFill. √

Break SelectstheBreak. √

Variation1…4 SelectsthecorrespondingVariation. √

VariationUp SelectsthenextVariation. √

VariationDown SelectsthepreviousVariation. √

ManualBass Let’syoufreelyplaythebassonthekeyboard. √ √ √

BassInversion Makesthebassnoteberecognizedwhenyou
playaninvertedchord.

√ √ √

Bass&LowerBacking WhentheStyleisnotplayingandthekeyboard
isinSplitmode,youcanplaytheLowerSound
withyourlefthand,whiletheBassstillplaysthe
chordroot.

√ √ √

ChordLatch Holds the recognizedchorduntil thepedal is
released.

√

Chord Sequence

ChordSeq.Record StartsrecordingaChordSequence. √

ChordSeq.Play StartsplayingaChordSequence. √

Pads

Pad1…4Sel Opens the Pad Select window for the corre-
spondingPad.

√ √ √

AllPadsOn/Off Starts/StopsallthePads. √ √ √

Pad1…4 Starts/StopsthecorrespondingPad. √

Tempo and Metronome

TapTempo/Reset SetstheTempovalueby‘tapping’itontheas-
signedcontroller.

√

TempoLock PreventstheTempovaluefromchanging. √

TempoUp ChangetheTempovalue. √

TempoDown √
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Switch function Meaning CTL ASW FSW

Ritardando Slowing down or making the Tempo faster,
according to the curves programmed in the
Settings>GeneralControls>Basicpage.

√ √ √

Accelerando √ √ √

MetronomeOn/Off TurnstheMetronomeon/off. √ √ √

Transpose

Transpose(♯) Transposestheinstrumentonesemitonedown
orup.

√

Transpose(b) √

UpperOctaveUp TransposestheUpperSoundsoneoctavedown
orup.

√

UpperOctaveDown √

Scale and Tuning

QuarterTone TurnsQuarterTonefunctionon/off. √ √ √

QuarterTonePreset1…16 SelectsoneofthepresetsshownintheHome>
Scale/Tuning>QuarterTonepane.

√ √

Mixer

TrackSelect Whileinapagewhereallthetracksareshown,
switchesbetweenthePads/KbdandtheStyle
view,andbetweenthePads/Kbd,Song1-8and
Song9-16view.

√ √

Tracks Mute and Solo

KbdUpper1…3Mute Mute/unmutethecorrespondingSound. √

KbdLowerMute √

Track1…8Mute Mute/Unmute the corresponding MIDI Song
track.

√ √ √

Track9/StyBassMute Mute/UnmutethecorrespondingMIDISongor
Styletrack.

√ √ √

Track10/StyDrumMute √ √ √

Track11/StyPercMute √ √ √

Track12/StyAcc1Mute √ √ √

Track13/StyAcc2Mute √ √ √

Track14/StyAcc3Mute √ √ √

Track15/StyAcc4Mute √ √ √

Track16/StyAcc5Mute √ √ √

Drum&BassMode MutesalltheStyleorMIDISongtracks,except
for the Bass and Drum tracks (as set in the
Settings>Preference>Songpage).Itdoesn’t
workonMP3Songs.

√ √ √

SoloSelectedTrack Turnstracksoloon/off. √ √ √
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Switch function Meaning CTL ASW FSW

Melody/VoiceRemover MutesthemelodytrackinaMIDISong,orre-
movestheleadvoicefromaMP3Song.(Atrack
canbesetastheMelodytrackintheSettings>
Preferences>Songpage).

√ √ √

Lyrics

TextPageUp Theseoptionsletyoumovetothepreviousor
nextpage,whenreadingatextfileautomatically
loadedwithaSongorSongBookEntry,ormanu-
allyloadedfromtheLyricspage.

√ √ √

TextPageDown √ √ √

SongBook

SetListNext SelectsthenextSongBookEntryintheselected
SetList.

√ √ √

SetListPrev SelectsthepreviousSongBookEntryinthese-
lectedSetList.

√ √ √

Pedals

DamperPedal Damperfunction.Correspondstotherightped-
alofanacousticpiano.Itholdsthenotesplayed
whenthepedalispresseddown.

√

SoftPedal Soft function.Corresponds to the ‘unacorda’
pedal of an acoustic piano.Makes the sound
softer.

√

SostenutoPedal Sostenuto function. Corresponds to the left
pedalofagrandpiano.Itholdsthenotesalready
heldwhenpressingthepedaldown.

√

Glide When thepedal ispressed,affectednoteson
Uppertracksarebentdown,accordingtoset-
tings for the Pitch Bend on the same tracks.
When the pedal is released, notes return to
thenormalpitch, at the speeddefined in the
Settings>GeneralControls>Basicpage.

√

Audio In On/Off and FX

MicOn/Off TurnstheMicrophoneinputon/off. √ √ √

MicLeadMute MutestheLeadvoice. √ √ √

MicTalkover TurnstheMicTalkoverfunctionon/off. √ √ √

MicFilterOn/Off TurnstheMicProcessorFiltersectionon/off. √ √ √

MicModOn/Off TurnstheMicProcessorModsectionon/off. √ √ √

MicDelayOn/Off TurnstheMicProcessorDelaysectionon/off. √ √ √

MicHarmonyOn/Off TurnstheMicProcessorHarmonysectionon/
off.

√ √ √

MicDoubleOn/Off TurnstheMicProcessorDoublesectionon/off. √ √ √

MicReverbOn/Off TurnstheMicProcessorReverbsectionon/off. √ √ √
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Switch function Meaning CTL ASW FSW

GuitarOn/Off TurnstheGuitarinputon/off. √ √ √

GuitarFX1On/Off TurnstheGuitarProcessorFX1sectionon/off. √ √ √

GuitarFX2On/Off TurnstheGuitarProcessorFX2sectionon/off. √ √ √

GuitarFX3On/Off TurnstheGuitarProcessorFX3sectionon/off. √ √ √

GuitarFX4On/Off TurnstheGuitarProcessorFX4sectionon/off. √ √ √

LineInOn/Off TurnstheLininputon/off. √ √ √

Mic and Guitar Presets

MicPreset OpenstheMicPresetSelectwindow. √ √ √

GuitarPreset OpenstheGuitarPresetSelectwindow. √ √ √

Drawbars

RotorBrakeOn/Off Triggers the Rotary Speaker’s Brake (rotary
speakerstopping).

√ √ √

RotarySpkrFast/Slow Switches between the Rotary Speaker’s Fast
andSlowrotationspeed.

√ √ √

DrawbarsPercOn/Off TurnstheDrawbarPercussionon/off. √ √ √

DrawbarsPercHarmonic TurnstheDrawbarPercussionHarmonicon/off. √ √ √

DrawbarsLeakage TurnstheDrawbarLeakageon/off. √ √ √

DrawbarsKeyOn TurnstheDrawbarKeyOnnoiseon/off. √ √ √

DrawbarsKeyOff TurnstheDrawbarKeyOffnoiseon/off. √ √ √

DrawbarsOverdrive TurnstheDrawbarOverdriveon/off. √ √ √

Sound and FX parameters

SoundController1…3 DNC Sound Controllers (CC#80, CC#81 and
CC#82).Theycontrolthefunctionassignedin
SoundEditinDNCSounds.

√ √ √

FXCC12Switch StandardFXswitches.Howtheyworkdepends
ontheEffectsprogramming.

√ √ √

FXCC13Switch √ √ √
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Additional programming

Setting the Accelerando/Ritardando times
Accelerando and Ritardando are controls you can assign to an assignable switch 
or footswitch. When the switch is pressed, Tempo will start gradually speeding 
up or down.

1 Go to the Settings > Menu > General Controls > Basic page.

2 Use the Accelerando/Ritardando > Step parameter to set the speed of 
Tempo change (from 1 to 6).

With higher values, the step change will be greater, and the speed will change fast-
er. With lower values, the step change will be smaller, and the speed will change 
more slowly.

3 Use the Accelerando/Ritardando > Curve parameter to set the curve of 
Tempo change (from 1 to 3).

Experiment the various options, to see the one that best fits your taste.
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Setting the Glide time
Glide is a control you can assign to a footswitch. When the footswitch is pressed, 
affected notes on the Upper parts are bent down, according to the Pitch Bend 
settings. When the footswitch is released, the notes return to the normal pitch, at 
the speed defined by the Glide Time parameter.

  ▪ Change the Pitch Bend values

1 Go to the Home > Menu > Mixer/FX > Bend/Tuning page.

2 Use the Bend parameter to set the Pitch Bend range (in semitones).

3 Save the changes to a Keyboard Set.
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  ▪ Change the Glide time

1 Go to the Settings > Menu > General Controls > Basic page.

2 Use the Glide > Time parameter to set the time needed to return to the stan-
dard pitch.
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Introduction to MIDI

Ports, channels, messages

What is MIDI?
MIDI stands for Musical Instruments Digital Interface. This interface lets you 
connect two (or more) musical instruments, or a computer and various musical 
instruments.

From a software point of view, MIDI is a protocol that describes messages for play-
ing notes and controlling them. It is sort of a grammar to let different instruments 
and computers speak the same language, and let the one tell the other what to do.

From a physical point of view, MIDI messages travel across the classic MIDI in-
terface or the USB port, a connector replacing the MIDI ports with a single port 
and cable. Personal computers, tablets and external controllers can be connected 
with a single USB cable.

Pa5X can be connected to a personal computer with no need of special software. 
However, for full and easy use of all its MIDI features, we suggest that you install 
the KORG USB-MIDI Driver, a special software that you can download from our 
web site (www.korg.com).

No audio signal is transmitted through MIDI. MIDI only consists of control mes-
sages.

Channels and messages
Basically, a MIDI or USB cable transmits 16 channels of data. Think to each MIDI 
channel as a TV channel: the receiver must be set on the same channel of the 
transmitter. The same happens with MIDI messages: when you send a Note On 
message on channel #1, it will be received on channel #1 only. This allows the 
instruments to be multitimbral: you can have more than one sound playing on the 
same MIDI instrument – one for each MIDI channel.

https://www.korg.com


IntroductiontoMIDI |537

There are various messages, but here are the most commonly used ones:

MIDI Message CC# Meaning

NoteOn Thismessageinstructsaninstrumenttoplayanoteonaspe-
cificchannel.Noteshavebothaname(C4standingforthe
centerC)andanumber(60beingtheequivalentforC4).A
NoteOffmessageisusedtosaythenotehasbeenreleased.
TogetherwiththeNoteOnmessage,aVelocityvalueisalways
sent.Thisvaluetellstheinstrumenthowloudthenotemust
play.

PitchBend(PB) Youcangeneratethismessageactingonthejoystick(Xdirec-
tion).Thepitchis‘bent’upordown.

ProgramChange(PC) When you select a Sound, a Program Changemessage is
generatedonthechannel.Usethismessage,togetherwith
ControlChange#00and#32,toremotelyselectPa5Xdata
fromasequenceroramasterkeyboard.

ControlChange(CC) Thisisawidearrayofmessages,controllingmostofthein-
strumentparameters.Someexamples:

BankSelectMSB 00 ThismessagepairisusedtoselectaSoundBank.Together
withtheProgramChangemessage,theyareusedtoselect
aSound.BankSelectLSB 32

Modulation 01 Thisistheequivalentofpressingupthejoystick.Avibrato
effectisusuallytriggeredon.

Volume 07 Usethiscontrollertosetthechannel’svolume.

Pan 10 Thisonesetsthechannel’spositiononthestereofront.

Expression 11 Usethiscontrollertosettherelativevolumeofatrack,with
themaximumvaluematchingthecurrentsettingoftheCC07
control.

DamperPedal 64 UsethiscontroltosimulatetheDamperpedal.

Tempo
Tempo is a global MIDI message, that is not tied to a particular channel. Each MIDI 
Song includes Tempo data.

Lyrics
Lyric Meta Events are intended to display text together with the music. Pa5X can 
read many of the available Lyrics format on the market.
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MIDI standards

Standard MIDI Files
Standard MIDI Files (abbreviated as SMF) are a practical way of exchanging songs 
between different instruments and computers. Pa5X uses the SMF format as its 
default MIDI Song format, so reading a song from a computer, or saving a song 
that a computer software can read, is not a problem at all.

The internal Players are compatible with SMFs format 0 (all data in one track; it is 
the most common format) and 1 (multitrack). Pa5X can read SMFs from the Home 
page, and modify/save them in Song Edit mode. Songs are saved in SMF format 0.

Pa5X can also display SMF lyrics and chord abbreviations in various formats avail-
able on the market.

Standard MIDI Files usually have the .mid or .kar filename extension.

The General MIDI standard
In addition to the Standard MIDI File (SMF) format, the General MIDI Standard 
(GM) allows further standardization between musical instruments. This exten-
sion of the basic MIDI standard sets some basic rules for compatibility between 
instruments:

 > A minimum of 16 MIDI channels is required.

 > A basic set of 128 Sounds, correctly ordered, is mandatory.

 > The Drum Kit must follow a standard note configuration.

 > Channel 10 has to be devoted to the Drum Kit.

Pa5X is compatible with the GM1 and GM2 standards.

The XG™ standard
Pa5X is compatible with the Sounds and Drum Kits of the XG standard.
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Global, Control and Chord channels

The Control channel
You can set a MIDI IN channel as the Control channel (in the Settings > Menu > 
MIDI > MIDI IN Channels page), to select Styles, Keyboard Sets and SongBook 
Entries from an external device (see the Appendix for a list of messages corre-
sponding to the internal data of Pa5X). On this channel you can also send controls 
to start/stop the Players, and select the Style Elements (see later in this part).

A MIDI OUT channel set as the Control channel (set in the Settings > Menu > 
MIDI > MIDI OUT Channels page) can be used to send messages when selecting 
SongBook Entries.

The Global channel
Any MIDI channel can be set as a Global channel (in the Settings > Menu > MIDI 
> MIDI IN Channels page), and can simulate the Pa5X integrated keyboard. When 
Pa5X is connected to a master keyboard, transmission should usually take place 
over the Global channel of Pa5X.

MIDI messages received over a Global channel are affected by the status of the 
SPLIT button, as well as by the split point. Therefore, if the SPLIT button’s indi-
cator is lit up, notes arriving to Pa5X over this channel will be divided by the split 
point into the Upper (above the split point) and Lower (below the split point) parts.

Notes received on a Global channel are used for the chord recognition of the au-
tomatic accompaniment. If the SPLIT indicator is turned on, only the notes below 
(Lower scan mode) or above (Upper scan mode) the split point will be used.
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The Chord 1 and Chord 2 channels
Two Chord channels (programmed in the Settings > Menu > MIDI > MIDI IN 
Control page) can be used to receive notes for the chord recognition. These notes 
will be combined with the notes received on the Global channel.

Contrary to the Global channel, the Chord channels are not affected by the split 
point. However, the status of the SPLIT button will change the way chords are 
recognized on the Chord channels:

Split status Chord Recognition mode

On DecidedbytheChordRecognitionparameteroftheSettings>Menu>
Preferences>Stylepage.YoucanplayasinglenotetoplayaMajorchord.

Off AlwaysFingeredorExpert,dependingontheprevioussituation.Youhave
toplayatleastthreenotesinorderforthechordtobedetected.

These two channels are especially useful for accordion players, that want to use a 
separate Chord channel for the chords, and another one for the bass played with 
the left hand. This way, chords and bass will both contribute to the chord recogni-
tion for the automatic accompaniment.
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Connecting MIDI 
devices

Connecting to another device: an 
overview
You can use either the MIDI or USB ports to connect Pa5X to other devices. When 
a USB port is available, it is the easier (therefore preferred) connection.

After connecting to the other device, you can quickly configure Pa5X by choos-
ing one of the supplied MIDI Presets. Or you can manually program all the MIDI 
parameters, and maybe save them into a new custom MIDI Preset.

Connecting Pa5X to a personal computer or tablet
You can use the USB DEVICE port to connect Pa5X to a personal computer or 
tablet. As an alternative, connect them through the MIDI IN and OUT connectors 
and a dedicated MIDI interface on the computer.

Connecting Pa5X to an external controller
You can use the MIDI IN port to connect external controllers (master keyboard, 
MIDI guitar, wind controller, MIDI accordion…) to Pa5X. You can also use the USB 
HOST port for a simpler connection to an external controller, like the KORG nano 
or micro series.

Connecting Pa5X to additional musical instruments
You can use the MIDI OUT port to connect additional musical instruments (for 
example, your preferred vintage sound expander) to be controlled from Pa5X.
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What are the various connectors used for
 > Use the USB DEVICE port to communicate with a computer or tablet. Connect 

it to the other device’s USB port (Type-A, sometimes named TO DEVICE).

 > Use the USB HOST port to receive data from an external controller. Connect 
it to the controller’s USB port (Type-B, sometimes named TO HOST).

 > Use the MIDI OUT port to send MIDI data to another musical instrument or 
computer. Connect it to the other device’s MIDI IN port.

 > Use the MIDI IN port to receive MIDI data from a controller or computer. 
Connect it to the other device’s MIDI OUT port.

To know how to match Sounds and MIDI channels, see Programming the MIDI 
channels on page 571.
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Connecting Pa5X to a personal 
computer or tablet
You can program a new song on a personal computer or tablet connected to Pa5X. 
The computer has to run sequencing or notation software. When a song is ready, 
you can transfer it to the internal drive of Pa5X, and read it with the internal 
Players.

Connection and settings
1 Install the KORG USB MIDI Driver, as explained in the following pages.

2 Connect Pa5X and the computer or tablet via the USB DEVICE port.

USB DEVICE USB

3 On the computer, activate the MIDI Thru function (please refer to the soft-
ware’s user manual).

4 In Pa5X, go to the Settings > Menu > MIDI > General Controls page and 
choose one of the Player or Tablet MIDI Preset.
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5 Still in the Settings > Menu > MIDI > General Controls page, deselect the 
Local Control checkbox to put the instrument in the Local Off status.

6 Press the EXIT button to return to the Home page.

7 Play the keyboard.

Notes played on the keyboard will go from the USB port of Pa5X to the USB port of 
the computer or tablet. Notes generated by the computer are sent from the USB 
port of the computer to the USB port of Pa5X.

The Sounds
The song that is played back by the external sequencer can select Pa5X Sounds 
through the MIDI messages Bank Select MSB, Bank Select LSB (bank selection, 
two messages), and Program Change (Sound selection). See the list of Sounds and 
corresponding MIDI values in the Appendix.

As a hint for people programming songs on a computer: even through this is 
not mandatory, for maximum compatibility you should set Bass on channel #2, 
Melody on channel #4, Drum Kit on channel #10, controls for the Harmonizer on 
channel #5.
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Connecting Pa5X to an external 
controller
You can control Pa5X with an external master controller, like a KORG synthesizer, 
a controller of the KORG micro or nano series, a digital piano, a wind or breath con-
troller, a MIDI pedalboard, guitar or accordion. These devices allow for complete 
replacement of the internal keyboard, or for adding new controllers to play some 
of the Sounds while still using the internal keyboard. Some of the controllers allow 
for easier mixing, or for playing percussions and special effects on a dedicated 
device.

Connection through the USB HOST port
If your controller has a USB port, you can use it to connect it to Pa5X.

 > Connect the USB HOST port (Type-A) of Pa5X to the USB port of the master 
controller (Type-B, sometimes named TO HOST).

Pa4X’s USB HOST
(Type-A connector)

External controller’s USB TO HOST
(Type-B connector)

USB HOST USB (TO HOST)
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Connection through the MIDI ports
If your controller has a MIDI interface, you can use it to connect it to Pa5X.

 > Connect the MIDI OUT port of the master controller to the MIDI IN port of 
Pa5X.

Pa5X’s MIDI IN External controller’s MIDI OUT

MIDI IN MIDI OUT

Setting the MIDI channels

  ▪ Program the master controller

Match the MIDI channel(s) on which the master controller will send data with those 
on which Pa5X will receive data.

1 In the master controller, set the MIDI channel(s) on which data will be trans-
mitted. Usually, channel #1 is the default setting.

2 If the master controller also includes a sound generator, set it to the Local Off 
status, to prevent it from sounding its own sounds and Pa5X’s sounds at the same 
time on the same channel(s).
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  ▪ Program Pa5X

Configure the MIDI channels on Pa5X.

1 Go to the Settings > Menu > MIDI pages.

2 Either choose a MIDI Preset, or manually program the MIDI IN channels.

 > If a MIDI Preset matching your type of connection exists, go to the Settings 
> Menu > MIDI > General Controls page and use the MIDI Preset pop-up menu 
to choose the MIDI Preset.

 

 > If no MIDI Preset matches your type of connection, go to the Settings > Menu 
> MIDI > MIDI IN Channel page and set the MIDI channels to match the incoming 
data. You can start from an existing MIDI Preset with some of the programming 
already set to your needs.
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 > If needed, go to the Settings > Menu > MIDI > Filters page and set the MIDI 
filters. Some MIDI Presets may include filters that you have to deactivate, or you 
may need to filter our some types of data.

 > You might also want to check the parameters in the Settings > Menu > MIDI 
> General Controls and MIDI IN Controls pages, to set things like MIDI Clock or 
transposition.

3 After having set the MIDI channels, the filters and any other data, you can save 
the new configuration into a new MIDI Preset, by choosing the Save MIDI Preset 
command from the page menu (   ).
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Installing the KORG USB-MIDI Driver
The USB DEVICE port can be used for MIDI communication between Pa5X and a 
personal computer or tablet. Use a standard A-to-B USB cable to connect your in-
strument and computer. A dedicated software driver can be found in the Support 
area of our web site (www.korg.com).

KORG USB-MIDI Driver system requirements
Be sure your personal computer meets the requirements, as described in the 
documents accompanying the driver.

Copyright notice
Copyright to all software included in this product is the property of KORG Inc. 
The license agreement for this software is provided separately. You must read 
this license agreement before you install this software. Your installation of this 
software will be taken to indicate your acceptance of this agreement.

Installing the KORG USB-MIDI Driver on a Windows PC
Please connect Pa5X to the computer via a USB cable only after having installed 
the KORG USB-MIDI Driver Tools.

1 Double-click on KORG USB-MIDI Driver Tools Setup v.n.nn.exe to run the 
installer (‘n.nn’ meaning the version number).

2 Follow the instructions appearing on the screen. At the end, the tools will be 
installed.

3 When installation is completed, connect the USB DEVICE port of your Pa5X to 
one of the USB ports of your Windows PC by using a standard A-to-B USB cable. 
The Auto Installer will immediately start. Complete the installation procedure, 
and confirm (if needed).

4 When finished, Pa5X will be able to communicate with your computer via USB.

You can access the tools and manuals from the Start menu.

https://www.korg.com/
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Installing the KORG USB-MIDI Driver on a Mac
1 Double-click on KORG USB- MIDI Driver v.n.n.n.dmg to open a virtual drive 
in the Finder (‘n.n.n’ meaning the version number).

2 Double-click on KORG USB-MIDI Driver.pkg to run the installer.

3 Follow the instructions appearing on the screen.

4 When installation is completed, eject the virtual drive, and connect the USB 
DEVICE port of your Pa5X to one of the USB ports of your Mac by using a standard 
A-to-B USB cable.

How Pa5X is seen from a MIDI application
After installation, the following ports will be shown in your MIDI application among 
the other MIDI devices:

Device Meaning

Pa5XKEYBOARD ThisallowsforreceptionofMIDImessagesfromPa5X(keyboardand
controllers)totheMIDIapplicationrunningonthecomputer.

Pa5XSOUND ThisallowsfortransmissionofMIDImessagesfromtheMIDIapplica-
tionrunningonthecomputer,totheinternaltonegeneratorofPa5X.
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Quick setup using the 
MIDI Presets

Choosing a MIDI Preset
Connecting an instrument to a master keyboard, an external controller, a personal 
computer or a tablet, usually requires some programming. To help you configure 
the MIDI channels, we have provided some MIDI Presets, that will automatically 
configure the MIDI parameters according to your needs.

1 Go to the Settings > Menu > MIDI > General Controls page.
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2 Touch the MIDI Preset button to open the Select window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 Browse through the files and folders, and choose one of the available MIDI 
Presets.

4 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdisturned
on.SeeDisplay Holdonpage75.

5 The name of the selected preset will appear in the MIDI Preset field, and all 
the MIDI parameters will be automatically configured.
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The MIDI Presets in detail
You will use the supplied MIDI Presets in the following cases:

MIDI Preset Use

Default Genericsettings,goodformostsituations

MasterKbd Whenconnectingtoanexternalmasterkeyboard

Player1 Whenusinganexternalsoundgenerator(anexpanderoravirtualin-
strument)drivenbyeitherPlayer1orPlayer2.Whenprogramminga
songonanexternalsequencerandPa5X’sSongEditmode,andyou
wanttousethemuchbettersoundsofPa5Xinsteadoftheonesofthe
computer’sinternalgenerator.

Player2

Accordion1 PlayalltheUpperpartswiththerighthand,theLowerpartwiththe
chordsection,theBasspartwiththebasssection.ChordstotheStyle
aresentwiththechord+basssectionscombined.IftheselectedChord
ScanmodeisUpperorUpper+Lower,youcanalsoplaychordswiththe
righthand.

Accordion2 PlaytheUpper1partwiththerighthand,theLowerpartwiththechord
section.ChordstotheStylearesentwiththechord+basssectionscom-
bined.

Accordion3 PlaytheUpper1partwiththerighthand,theLowerpartwiththechord
section,theBasspartwiththebasssection.ChordstotheStylearesent
fromasingleMIDIchannel.

Tablet Whenconnectingtoatablet,toremotelyselectSongBookEntries,or
sendMIDImessageswhenselectingthem.

KeyControl ToplaytheUpper3Soundwithanexternalkeyboard.

MixControl TocontroltheVolumeandPanofeachSoundwithanexternalcontrol-
ler.

PadControl Toplaypercussivesoundsorspecialeffects(ontheUpper3)froman
externalsetofpads.Youcanalsouseittosendchordstotheinternal
arranger.

X/YControl TocontroltwoseparatesoundparametersontheUpper1withanex-
ternalX/Ycontroller.

StudioControl Toconnectvariouscontrollersatthesametime.

BreathControl TocontroloneormoresoundparametersontheUpper1withabreath
controller.



554| MIDI

Parameter Default Master Kbd Tablet

MIDIINChannel

1 Ply1Tr1 Global -
2 Ply1Tr2 Control -
3 Ply1Tr3 - -
4 Ply1Tr4 - -
5 Ply1Tr5 - -
6 Ply1Tr6 - -
7 Ply1Tr7 - -
8 Ply1Tr8 - -
9 Ply1Tr9/StyBass - -
10 Ply1Tr10/StyDrum - -
11 Ply1Tr11/StyPerc - -
12 Ply1Tr12/StyAcc1 - -
13 Ply1Tr13/StyAcc2 - -
14 Ply1Tr14/StyAcc3 - -
15 Ply1Tr15/StyAcc4 - -
16 Ply1Tr16/StyAcc5 - Control

MIDIOUTChannel

1 Upper1 Upper1 -
2 Upper2 Upper2 -
3 Upper3 Upper3 -
4 Lower Lower -
5 - - -
6 - - -
7 - - -
8 - - -
9 - - -
10 - - -
11 - - -
12 - - -
13 - - -
14 - - -
15 - - -
16 - - Control

Chord1Ch. Off 1 Off
Chord2Ch. Off Off Off
MicProcessorCh. 5 5 5
MicProcessorOct.Trp. 0 0 0
MIDIINUp/LowOct.Trp. On On On
MIDIINVelocity Normal Normal Normal
MIDIINTrackMuteActive - On On
MIDIFilters AllOff SysExIn/Out AllOff
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Parameter Player 1 Player 2

MIDIINChannel

1 Ply1Tr1 Ply2Tr1
2 Ply1Tr2 Ply2Tr2
3 Ply1Tr3 Ply2Tr3
4 Ply1Tr4 Ply2Tr4
5 Ply1Tr5 Ply2Tr5
6 Ply1Tr6 Ply2Tr6
7 Ply1Tr7 Ply2Tr7
8 Ply1Tr8 Ply2Tr8
9 Ply1Tr9/StyBass Ply2Tr9/StyBass
10 Ply1Tr10/StyDrum Ply2Tr10/StyDrum
11 Ply1Tr11/StyPerc Ply2Tr11/StyPerc
12 Ply1Tr12/StyAcc1 Ply2Tr12/StyAcc1
13 Ply1Tr13/StyAcc2 Ply2Tr13/StyAcc2
14 Ply1Tr14/StyAcc3 Ply2Tr14/StyAcc3
15 Ply1Tr15/StyAcc4 Ply2Tr15/StyAcc4
16 Ply1Tr16/StyAcc5 Ply2Tr16/StyAcc5

MIDIOUTChannel

1 Ply1Tr1 Ply2Tr1
2 Ply1Tr2 Ply2Tr2
3 Ply1Tr3 Ply2Tr3
4 Ply1Tr4 Ply2Tr4
5 Ply1Tr5 Ply2Tr5
6 Ply1Tr6 Ply2Tr6
7 Ply1Tr7 Ply2Tr7
8 Ply1Tr8 Ply2Tr8
9 Ply1Tr9/StyBass Ply2Tr9/StyBass
10 Ply1Tr10/StyDrum Ply2Tr10/StyDrum
11 Ply1Tr11/StyPerc Ply2Tr11/StyPerc
12 Ply1Tr12/StyAcc1 Ply2Tr12/StyAcc1
13 Ply1Tr13/StyAcc2 Ply2Tr13/StyAcc2
14 Ply1Tr14/StyAcc3 Ply2Tr14/StyAcc3
15 Ply1Tr15/StyAcc4 Ply2Tr15/StyAcc4
16 Ply1Tr16/StyAcc5 Ply2Tr16/StyAcc5

Chord1Ch. Off Off
Chord2Ch. Off Off
MicProcessorCh. 5 5
MicProcessorOct.Trp. 0 0
MIDIINUp/LowOct.Trp. On On
MIDIINVelocity Normal Normal
MIDIINTrackMuteActive – –
MIDIFilters AllOff AllOff
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Parameter Accordion 1 Accordion 2 Accordion 3

MIDIINChannel

1 Global Upper1 Upper1
2 Lower Lower Lower
3 Ply1Tr9/StyBass - Ply1Tr9/StyBass
4 - Upper2 Upper2
5 - Upper3 Upper3
6 - - -
7 - - -
8 - - -
9 - Ply1Tr9/StyBass -
10 Ply1Tr10/StyDrum Ply1Tr10/StyDrum Ply1Tr10/StyDrum
11 Ply1Tr11/StyPerc Ply1Tr11/StyPerc Ply1Tr11/StyPerc
12 Ply1Tr12/StyAcc1 Ply1Tr12/StyAcc1 Ply1Tr12/StyAcc1
13 Ply1Tr13/StyAcc2 Ply1Tr13/StyAcc2 Ply1Tr13/StyAcc2
14 Ply1Tr14/StyAcc3 Ply1Tr14/StyAcc3 Ply1Tr14/StyAcc3
15 Ply1Tr15/StyAcc4 Ply1Tr15/StyAcc4 Ply1Tr15/StyAcc4
16 Ply1Tr16/StyAcc5 Ply1Tr16/StyAcc5 Ply1Tr16/StyAcc5

MIDIOUTChannel

1 Upper1 Ply1Tr1 Ply1Tr1
2 Upper2 Ply1Tr2 Ply1Tr2
3 Upper3 Ply1Tr3 Ply1Tr3
4 Lower Ply1Tr4 Ply1Tr4
5 - Ply1Tr5 Ply1Tr5
6 - Ply1Tr6 Ply1Tr6
7 - Ply1Tr7 Ply1Tr7
8 - Ply1Tr8 Ply1Tr8
9 - Ply1Tr9/StyBass Ply1Tr9/StyBass
10 - Ply1Tr10/StyDrum Ply1Tr10/StyDrum
11 - Ply1Tr11/StyPerc Ply1Tr11/StyPerc
12 - Ply1Tr12/StyAcc1 Ply1Tr12/StyAcc1
13 - Ply1Tr13/StyAcc2 Ply1Tr13/StyAcc2
14 - Ply1Tr14/StyAcc3 Ply1Tr14/StyAcc3
15 - Ply1Tr15/StyAcc4 Ply1Tr15/StyAcc4
16 - Ply1Tr16/StyAcc5 Ply1Tr16/StyAcc5

Chord1Ch. 2 2 2
Chord2Ch. 3 3 Off
MicProcessorCh. 5 5 5
MicProcessorOct.Trp. 0 0 0
MIDIINUp/LowOct.Trp. On On On
MIDIINVelocity 110 110 Normal
MIDIINTrackMuteActive - - –
MIDIFilters SysExIn/Out SysExIn/Out SysExIn/Out
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Parameter Key Control Mix Control Pad Control

MIDIINChannel

1 Upper3 Ply1Pad1 Upper3
2 - Ply1Pad2 -
3 - Ply1Pad3 -
4 - Ply1Pad4 -
5 - Lower -
6 - Upper3 -
7 - Upper2 -
8 - Upper1 -
9 - Ply1Tr9/StyBass -
10 - Ply1Tr10/StyDrum -
11 - Ply1Tr11/StyPerc -
12 - Ply1Tr12/StyAcc1 -
13 - Ply1Tr13/StyAcc2 -
14 - Ply1Tr14/StyAcc3 -
15 - Ply1Tr15/StyAcc4 -
16 - Ply1Tr16/StyAcc5 -

MIDIOUTChannel

1 - - -
2 - - -
3 - - -
4 - - -
5 - - -
6 - - -
7 - - -
8 - - -
9 - - -
10 - - -
11 - - -
12 - - -
13 - - -
14 - - -
15 - - -
16 - - -

Chord1Ch. Off Off 16
Chord2Ch. Off Off Off
MicProcessorCh. 5 5 5
MicProcessorOct.Trp. 0 0 0
MIDIINUp/LowOct.Trp. On On On
MIDIINVelocity Normal Normal Normal
MIDIINTrackMuteActive - - –
MIDIFilters AllOff AllOff AllOff



558| MIDI

Parameter X/Y Control Studio Control Breath Control

MIDIINChannel

1 Upper1 Upper1 Upper1
2 - Upper2 -
3 - Upper3 -
4 - Lower -
5 - Pad1 -
6 - Pad2 -
7 - Pad3 -
8 - Pad4 -
9 - Drum -
10 - Percussion -
11 - Bass -
12 - Acc1 -
13 - Acc2 -
14 - Acc3 -
15 - Acc4 -
16 - Acc5 -

MIDIOUTChannel

1 - - -
2 - - -
3 - - -
4 - - -
5 - - -
6 - - -
7 - - -
8 - - -
9 - - -
10 - - -
11 - - -
12 - - -
13 - - -
14 - - -
15 - - -
16 - - -

Chord1Ch. Off Off Off
Chord2Ch. Off Off Off
MicProcessorCh. 5 5 5
MicProcessorOct.Trp. 0 0 0
MIDIINUp/LowOct.Trp. On On On
MIDIINVelocity Normal Normal Normal
MIDIINTrackMuteActive – - -
MIDIFilters AllOff AllOff AllOff
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Editing the MIDI Presets
1 Choose a MIDI Preset containing programming similar to what you want to 
achieve.

2 While in the Settings > Menu > MIDI pages, edit the various parameters.

MIDI Presets can be considered as a starting point that can be freely tweaked. 
Once you have selected the most appropriate MIDI Preset for the connection to 
be made, you can modify the parameters as needed.

The parameters that will be saved to a MIDI Preset are the ones shown in the 
above table.
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Saving a MIDI Preset
You can save a MIDI Preset, to create a library of quick settings for the different 
setups.

  ▪ Open the Save MIDI Preset dialog

1 Go to the any page of the Settings > MIDI section.

2 Choose the Save MIDI Preset command from the page menu (   ). The Save 
MIDI Preset dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

MIDI Preset name

MIDI Preset file 
path

  ▪ Rename the MIDI Preset

While in the Save MIDI Preset dialog, you may change the name of the MIDI Preset.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save over the same MIDI Preset

 > If you want to overwrite the current MIDI Preset, just touch the Save button.
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  ▪ Save to a different MIDI Preset location

1 If you want to save to a different location, touch the Browse button to open 
the Select window.

2 Touch the folder where you want to save the new MIDI Preset. Don’t touch any 
of the existing MIDI Preset names, unless you want to overwrite them!

3 Find an empty location, shown as three hyphens (‘---’), and touch it.

4 Press the EXIT button to close the Select window and confirm your selection.

5 When back at the Save MIDI Preset dialog, confirm the Save operation by 
touching the Save button.
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Synchronizing with 
other instruments

Sending the MIDI Clock
The selected Player can send a MIDI Clock (Tempo synchronization) message to 
the other devices.

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Select the Clock Send checkbox to send the internal MIDI Clock to the MIDI 
IN and USB ports.

When the MIDI Clock signal is sent, you can make another instrument play at the 
same Tempo of Pa5X, and be controlled by its Play/Stop commands.
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Receiving the MIDI Clock
The Players can receive MIDI Clock (Tempo synchronization) messages from an 
external device.

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Use the Clock Source pop-up menu to choose a MIDI Clock source for the 
internal Players.

Clock Source Meaning

Internal MIDIClockisgeneratedbyPa5X’sinternalPlayers.

ExternalMIDI MIDIClockisreceivedfromtheMIDIINorUSBport.

ExternalUSB

This parameter is automatically set to Internal each time the instrument is turned 
on.
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Routing, processing 
and transposing

Connecting the keyboard to the internal 
or external sounds
The ‘local’ controls (keyboard, physical controllers) can be connected to the in-
ternal sounds directly, or echoed back from an external device.

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Use the Local Control parameter to connect or disconnect the keyboard and 
controllers to the internal sounds.

Local Control Meaning

On Whenyouplaythekeyboard,MIDIdataaresenttotheinternalsound
generator.IfSoundsareassignedtoaMIDIOUTchannel,dataarealso
senttotheMIDIOUTandUSBports.

Off ThekeyboardisconnectedtotheMIDIOUTandUSBports,butcannot
playtheinternalsoundgenerator.
Thisisveryusefulwhenworkingwithanexternalsequencer,tosend
notesandvariousMIDImessagesfromtheintegratedkeyboardand
controllerstotheexternalsequencer,andthenletthesequencersend
thembacktothesoundgenerator,withoutoverlappingandMIDIecho
effects.

This parameter is automatically activated each time the instrument is turned on.
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Converting notes to RX Noises
RX Noises are special ambience or mechanical sounds that allow Sounds to be 
more realistic. They are usually located above C7, depending on the Sound.

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Select the Note to RX Noise checkbox to convert incoming notes to RX Noises.

When this parameter is turned on, notes received from the MIDI IN or USB ports, 
or performed by the internal Players, in the RX Noises range, are recognized and 
converted to RX Noises.

This parameter is automatically activated each time the instrument is turned on.
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Transposing the notes received

Applying master and octave transposition to the notes 
received
1 Go to the Settings > Menu > Tuning > Transpose Control page.

2 Use the Master Transpose > MIDI IN Notes checkbox to choose if notes re-
ceived on the MIDI IN and USB ports have to be transposed.

Midi In Transpose Meaning

On NotesreceivedontheMIDIINandUSBportsaretransposedaccording
totheMasterTransposesettings.

Off DatareceivedontheMIDIINandUSBportsarenottransposed.
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Applying octave transposition to the notes received
The Upper/Lower Octave Transpose parameter activates/deactivates the Octave 
Transpose values for the Upper and Lower Sounds.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Upper/Lower Octave Transpose checkbox to choose if notes re-
ceived on the MIDI IN and USB ports have to be transposed when octave trans-
position is engaged.

Midi In Octave Meaning

On NotesreceivedontheMIDIINandUSBportsaretransposedaccording
totheOctaveTransposesettingforeachSound.

Off DatareceivedontheMIDIINandUSBportsarenottransposed.
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Applying octave transposition to the Keyboard Sounds
1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Upper Track Octave Transpose and Lower Track Octave Transpose 
parameters to transpose the MIDI notes received on the Upper and Lower Sounds.

Upper/Lower Octave Meaning

-2…0…+2 NotesreceivedontheMIDIINandUSBportsaretransposedbythe
numberofselectedoctaves.Forexample,ifyouselectthe+1value,a
C4receivedviaMIDIwillplayaC5inPa5X.

These parameters may be useful to many MIDI accordion players, whose MIDI 
interface may be transmitting on an unexpected octave.
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Playing muted tracks via MIDI
You can mute the internal Sounds when playing the internal keyboard. You 
can, however, still use these Sounds from an external controller (like a KORG 
microKEY). This will let you play one of the internal Sounds from an external 
keyboard, with no need for an additional sound generator and a mixer.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Track Mute Active checkbox to choose if notes received on the USB 
port will play on muted tracks.

Track Mute Active Meaning

On NoreceivedMIDIdatacanplayonmutedtracks.

Off ReceivedMIDIdatacanplayonmutedtracks.
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Choosing a fixed velocity value for the 
incoming notes
You can set a fixed velocity value for the notes received from MIDI.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Note Velocity Value parameter to set a fixed Note On velocity value 
for all the notes received via MIDI. This is useful when playing Pa5X with a MIDI 
accordion, often sending a fixed velocity value.

Depending on the status of the Fixed Note Off Velocity parameter, this may also 
affect the Note Off Velocity value.

Note Velocity Value Effect on the received Note On Velocity values

Normal Receivedvelocityvaluesareleftunchanged.

40…127 Allreceivedvelocityvaluesareconvertedtotheselectedvalue.

3 Use the Fixed Note Off Velocity parameter to set a fixed Note Off velocity 
value for all the notes received via MIDI. This is useful when playing with a con-
troller sending too high a Note Off velocity value, that may cause issues with the 
sounds of Pa5X.

The effect of this parameter also depends on the status of the Note Velocity 
Value parameter.

Fixed Note Off 
Velocity

Note Velocity 
Value

Effect on received Note Off Velocity values

On Anyvalue AllNoteOffVelocityvaluesaresetto25.

Off Normal Allvaluesareleftunchanged.

40…127 Allvaluesareset to thevaluespecifiedby theNote
VelocityValueparameter.
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Programming the MIDI 
channels

Programming the MIDI IN channels
1 Go to the Settings > Menu > MIDI > MIDI IN Channels page.

2 Use the Channel pop-up menus to assign an instrument’s track to each MIDI 
channel. Please note that MIDI Song and Style tracks are combined.

Track Meaning

Off Nothingassigned

Lower Keyboard’sLowerSound

Upper1...3 OneoftheKeyboard’sUpperSounds

StyDrum Style’sDrumSound

StyPercussion Style’sPercussionSound

StyBass Style’sBassSound

StyAcc1...5 OneoftheStyle’sAccompanimentSounds

Ply1/2Tr01...16 OneofthePlayers’tracks(Sounds).
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Track Meaning

Ply1/2Pad1...4 OneofthePadSounds

Global ChannelusedtosimulatePa5X’sintegratedcontrollers(keyboard,ped-
als,joystick)withanexternalkeyboardorcontroller.MIDImessages
comingonthischannelareseenasiftheyweregeneratedbyPa5X’s
integratedcontrollers.

Control On this channel, Pa5X receivesMIDImessages to remotely select
KeyboardSets,Styles,StyleElementsandSongBookEntries.Seethe
tablesintheAppendix,andlaterinthischapter,formoreinformation
aboutthedatareceived.
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Programming the MIDI OUT Channels
1 Go to the Settings > Menu > MIDI > MIDI OUT Channels page.

2 Use the Channel pop-up menus to assign an instrument’s track to each MIDI 
channel. Please note that MIDI Song and Style tracks are combined.

Track Meaning

Off Nothingassigned

Lower Keyboard’sLowerSound

Upper1...3 OneoftheKeyboard’sUpperSounds

StyDrum Style’sDrumSound

StyPercussion Style’sPercussionSound

StyBass Style’sBassSound

StyAcc1...5 OneoftheStyle’sAccompanimentSounds

Ply1/2Tr01...16 OneofthePlayers’tracks(Sounds).

Ply1/2Pad1...4 OneofthePadSounds

Chord UsethischanneltosendnotesrecognizedbytheChordRecognition
enginetotheMIDIOUTorUSBport.Thisisuseful,forexample,tocon-
trolanexternalHarmonizerplayingontheLowerpart(evenifthepart
ismuted).

Control Onthischannel,Pa5Xsendsmessagescorrespondingtotheselected
SongBookEntry.
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Filtering out MIDI messages
You can set up to eight filters for the MIDI data received or sent. Filters are applied 
to all MIDI channels at the same time.

1 Go to the Settings > Menu > MIDI > Filters page.

2 Use the MIDI IN Filters pop-up menus to choose filters on the data received.

3 Use the MIDI OUT Filters pop-up menus to choose filters on the data sent.

Filter Meaning

Off Nofilter

PitchBend PitchBend

MonoTouch Mono(orChannel)AfterTouch

PolyTouch PolyAfterTouch

Prg.Change ProgramChange

Sys.Exclusive SystemExclusive

AllCtrl.Ch. AllControlChangemessages

0…127 ControlChangemessage#0...127.Seethefollowingpagesforalistof
theavailableControlChangemessages.

Notes Noteevents
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Programming the Chord channels
1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Chord 1 Channel and Chord 2 Channel parameters to assign the 
Chord channels to a MIDI channel.

Chord channel Meaning

Off Chordchannelnotactivated.

1…16 AssignedChordchannel.TwoChordchannelscanbeusedtoreceive
notes forchord recognition.Thesenoteswillbecombinedwith the
notes thatgo through thechannel setasGlobal (dependingon the
ChordScansettings,Globalnotesmayberecognizedonlyunderor
abovethesplitpoint,iftheSPLITindicatorislitup).
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Control Change 
messages

The following is a table including all Control Change messages, and their effect on 
various functions of the instrument.

CC# CC Name Pa5X Function

0 BankSelectMSB Soundselection

1 Modulation1(Y+) Joystickforward

2 Modulation2(Y-) Joystickbackward

3 UndefinedController

4 FootController CC#04

5 PortamentoTime PortamentoTime

6 DataentryMSB DataentryMSB

7 Volume Sound/TrackVolume

8 Balance

9 UndefinedController

10 Pan Sound/TrackPanning

11 Expression Expression

12 FXController1 CC#12

13 FXController2 CC#13

14-15 UndefinedController

16 GeneralPurpose1 Ribboncontroller

17 GeneralPurpose2 CC#17

18 GeneralPurpose3 CC#18

19 GeneralPurpose4 CC#19

20 Undefinedcontroller CC#20

21 Undefinedcontroller CC#21

22-31 Undefinedcontroller

ControlChange#32-63aretheLSB(LeastSignificantByte)ofControlChange#0-31,i.e.the
MSB(MostSignificantByte),andarechangedaccordingtotheirMSBcounterparts.

64 Damper Damperpedal

65 PortamentoOn/Off PortamentoOn/Off
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CC# CC Name Pa5X Function

66 Sostenuto Sostenutopedal

67 Soft Softpedal

68 Legato

69 Hold2

70 SoundController1

71 SoundController2 Filterresonance

72 SoundController3 Releasetime

73 SoundController4 Attacktime

74 SoundController5 Brightness(Filtercutoff)

75 SoundController6 Decaytime

76 SoundController7 Vibratospeed

77 SoundController8 Vibratodepth

78 SoundController9 Vibratoinitialdelay

79 SoundController10

80 GeneralPurpose5 Pa5XSoundController1

81 GeneralPurpose6 Pa5XSoundController2

82 GeneralPurpose7 Pa5XSoundController3

83 GeneralPurpose8 CC#83

84 PortamentoControl

85-90 UndefinedController

91 FX1Depth A/BMasterFX1(reverb)sendlevel

92 FX2Depth

93 FX3Depth A/BMasterFX2(modulation)sendlevel

94 FX4Depth A/BMasterFX3(free)sendlevel

95 FX5Depth

96 DataIncrement

97 DataDecrement

98 NRPNLSB* Seetablebelow(*)

99 NRPNMSB* Seetablebelow(*)

100 RPNLSB SeeMIDIImplementationChart

101 RPNMSB SeeMIDIImplementationChart

102-119 UndefinedController

120 AllSoundOff AllSoundOff

121 ResetAllControllers ResetAllControllers
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CC# CC Name Pa5X Function

122 LocalControlOn/Off

123 AllNotesOff AllNotesOff

124 OmniOff

125 OmniOn

126 MonoOn

127 PolyOn

(*) The following NRPN messages are used to control the Sound and Drum Kit 
parameters.

NRPN CC#99
(MSB)

CC#98
(LSB)

CC#06
(Data Entry)

VibratoRate 1 8 0…127

VibratoDepth 1 9 0…127(a)

VibratoDecay 1 10 0…127(a)

FilterCutoff 1 32 0…127(a)

Resonance 1 33 0…127(a)

EGAttackTime 1 99 0…127(a)

EGDecayTime 1 100 0…127(a)

EGReleaseTime 1 102 0…127(a)

DrumFilterCutoff 20 dd 0…127(a)

DrumFilterResonance 21 dd(b) 0…127(a)

DrumEGAttackTime 22 dd(b) 0…127(a)

DrumEGDecayTime 23 dd(b) 0…127(a)

DrumCoarseTune 24 dd(b) 0…127(a)

DrumFineTune 25 dd(b) 0…127(a)

DrumVolume 26 dd(b) 0…127

DrumPanpot 28 dd(b) 0…127(a)

DrumRevSend(FX1) 29 dd(b) 0…127(a)

DrumModSend(FX2) 30 dd(b) 0…127(a)

DrumSend#3(FX3) 31 dd(b) 0…127(a)

(a).64=Nochangetotheoriginalparameter’svalue
(b).dd=DrumInstrumentNo.0…127(C0…C8)
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(*) The following NRPN messages are used to remotely select the SongBook 
Entries with their assigned ID number.

NRPN CC#99
(MSB)

CC#98
(LSB)

CC#06
(Data Entry 

MSB)

CC#38
(Data Entry 

LSB)

SongBookEntry 2 64 0…99 0…99

The Song Book Entry number is selected by combining the Data Entry MSB 
(CC#06) and LSB (CC#38) messages. You may think to SongBook Entries as or-
ganized in banks of 100 entries each, selected using the Data Entry MSB message. 
Then, you can use the Data Entry LSB message to select a SongBook Entry within 
the selected bank.
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Controlling the Styles 
and Songs via MIDI

You can remotely control the Players via MIDI. Please note that the Program 
Change and Control Change numbers shown in this page follow the 0-127 num-
bering system.

Selecting the Style Elements
You can remotely select the various Style Elements, by sending Program Change 
messages on the Control channel.

PC Style Element PC Style Element PC Style Element PC Style Element

80 Intro1 81 Intro2 82 Intro3/CountIn 83 Variation1

84 Variation2 85 Variation3 86 Variation4 87 Fill1

88 Fill2 89 Fill3 90 Fill4 91 Break

92 Ending1 93 Ending2 94 Ending3 –

Selecting the Player controls
You can remotely send various commands to the Players, by sending them 
Program Change messages on the Control channel.

PC Control PC Control PC Control

95 FadeIn/Out 96 StyletoKbdSet 97 AutoFill

98 Memory 99 BassInversion 100 ManualBass

101 TempoLock 103 – 104 Play/Stop(Player1)

105 Play/Stop(Player2) 106 SynchroStart 107 SynchroStop
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Selecting the Keyboard Sets (from a 
Style or SongBook Entry)
You can remotely select the Keyboard Sets of a Style or SongBook Entry (four 
buttons under the X-FADER).

After having selected a Style or a SongBook Entry, send a Program Change mes-
sages corresponding to the Keyboard Set (on the Control channel).

SongBook Entry PC SongBook Entry PC

KbdSet#1 64 KbdSet#2 65

KbdSet#3 66 KbdSet#4 67



582| MIDI

Controlling the 
Mic and Guitar 
Processors via MIDI

You can control the Mic and Guitar Processors via MIDI, for example by connecting 
a MIDI pedalboard to the MIDI IN port of Pa5X.

You can choose a MIDI Preset to automatically configure the MIDI parameters 
according to the connected controlling device, but you may also want to custom-
ize them.

Programming MIDI IN for the Mic Processor
You can choose the input channel, transposition and the note range.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Mic Processor > Channel parameter to choose a MIDI channel on 
which to receive chords or notes for the harmonizer.

3 Use the Mic Processor > In Octave Transpose parameter to transpose the 
chords or the notes received.
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4 Use the Mic Processor > In Note Range High/Low parameters to set a range 
or notes to be sent to the Harmony section of the Mic Processor.

Programming MIDI IN for the Guitar Processor
You can choose the input channel.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Guitar Processor > Channel parameter to choose a MIDI channel on 
which to receive control messages for the various effects.
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Choosing a Mic or Guitar Preset via MIDI
Mic and Guitar Presets can be selected by sending a series of messages on the 
MIDI channel assigned to the Mic/Guitar Processor.

 > Control Change #00 (Bank Select MSB) message with value ‘0’.

 > Control Change #32 (Bank Select LSB) message to choose the type of preset.

Type of Preset CC32 Value

Factory 0

User 1

Local 2

 > Program Change message to choose the preset.

Preset PC Number

Preset1…112 0…111

Controlling the Guitar Processors volume
You can control the level of the Guitar Processors by using the Control Change 
#07 (Volume) message on the assigned MIDI channel.

Turning the Guitar effects on/off
Each of the effects in a Guitar Preset can be turned on or off, by sending a Control 
Change message on the Guitar Processor MIDI channel. (This does not work with 
the Mic Presets).

FX On/Off CC Number

FX1 80

FX2 81

FX3 82

FX4 83
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Receiving chords or notes for the voice harmonizer
If you are using an external device (sequencer, master keyboard, MIDI accordi-
on…) to send chords or notes to the Mic Harmony section, you may want to set 
some MIDI parameters.

  ▪ Choose an appropriate MIDI Preset

First of all, check if there is an appropriate MIDI Preset. You can learn more about 
the available presets in the chapter dedicated to MIDI (see Quick setup using the 
MIDI Presets on page 551).

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Choose a MIDI Preset matching your MIDI configuration.

  ▪ Program the MIDI parameters

If you want to make your own custom settings, change some parameters.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Mic Processor > Channel parameter to choose a MIDI channel on 
which to receive chords or notes.

3 Use the Mic Processor > In Octave Transpose parameter to transpose the 
chords or the notes received.

4 Use the Mic Processor > In Note Range High/Low parameters to set a range 
or notes to be sent to the Harmony section of the Mic Processor.
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Controlling other 
musical resources 
via MIDI

The SongBook can be deeply integrated with a tablet or personal computer. For 
detailed instructions see Using the SongBook with a tablet or personal computer 
on page 325.
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Routing the internal 
Sounds to the 
outputs

Connecting the audio outputs
Connect the audio outputs as described in Connecting the audio outputs on page 
18. If installed, the (optional) PaAS amplification system will work in parallel 
with the main audio outputs.
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Choosing the audio outputs for the 
Sounds
Sounds from the Keyboard, the Styles or the MIDI Songs can be sent to separate 
audio outputs. This routing is global, and will not change when choosing a different 
Keyboard Set, Style or Song.

1 Go to the Settings > Menu > Audio/Video > Keyboard page, and select the 
audio output for each of the Keyboard Sounds.

2 Go to the Settings > Menu > Audio/Video > Player 1 page, and select the 
audio output for each of the Style , MIDI Song and Pad Sounds assigned to Player 1.
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3 Go to the Settings > Menu > Audio/Video > Player 2 page, and select the au-
dio output for each of the Style, MIDI Song and Pad Sounds assigned to Player 2.

Audio Output Meaning

Left+Right TheSoundissenttotheLeft&Rightouts,instereo.Itisalsosentto
thePaASAmplificationSystem,ifinstalled.TheSoundisalsosentto
theinternalFXprocessors.YoucanusetheMASTERVOLUMEsliderto
adjustthevolume.

Out1+2,
Out3+4

TheSoundissenttothe1&2or3&4sub-outs,instereo.Itissentto
theinternalInsertFXs,butnottotheMasterFXsandtheMaxxAudio
FXs.TheMASTERVOLUMEsliderhasnoeffectonit.

Out1…Out4 TheSoundissenttooneofthe1-4sub-outs.Itismixedtomono.It
issenttothe internal InsertFXs,butnottotheMasterFXsandthe
MaxxAudioFXs.TheMASTERVOLUMEsliderhasnoeffectonit.
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Choosing the audio outputs for the 
Drum Kits
Sounds from each Drum family, can be sent to a separate audio output. This rout-
ing is global, and will not change when choosing a different Keyboard Set, Style 
or Song.

Drum Kits can be treated as a whole as ordinary Sounds, or as sets of separate 
percussive families that can be routed to different audio outputs.

Drum Kits treated as ordinary Sounds
You can send the Drum Kit to an audio output (or output pair) as an ordinary 
Sound. All the Drum families will be sent to the output chosen for the track the 
Drum Kit is assigned to.

 > Go to the Settings > Menu > Audio/Video > Drum/Metro page, and choose 
the Drum Kit Output > As Track option.
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Drum Kits treated as separate Drum Families
Each Drum family can be sent to a separate audio output (or output pair). This is 
useful if you want, for example, to separately send the bass drum to an external 
compressor and sub-bass amplifier.

1 Go to the Settings > Menu > Audio/Video > Drum/Metro page, and choose 
the Drum Kit Output > As Drum Families option.

2 Use the parameters in the Drum Kit Families section to choose a separate 
output (or output pair) for each percussive family of instruments. The options are 
the same seen above for the ordinary Sounds.
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Routing the MP3 
Songs to the outputs

Choosing the audio outputs for the MP3 
Songs
You can send the MP3 Songs to a separate audio output (or output pair), for sepa-
rate mixing.

1 Go to the Settings > Menu > MP3/Speakers page.

2 Use the MP3 Player > Audio Out pop-up menu to choose an audio output (or 
output pair) for the MP3 Songs.

Audio Output Meaning

Left+Right TheMP3SongsaresenttotheLeft&Rightouts,instereo.Theyare
alsosenttothePaASAmplificationSystem,ifinstalled.Youcanusethe
MASTERVOLUMEslidertoadjustthevolume.

Out1+2,
Out3+4

TheMP3Songsaresenttothe1&2or3&4sub-outs,instereo.The
MASTERVOLUMEsliderhasnoeffectonthem.
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Setting the general volume of the MP3 
Songs
You can balance the volume of MP3 Songs against that of the MIDI Songs and  the 
Styles.

1 Go to the Settings > Menu > Audio/Video > MP3/Speakers page.

2 Use the MP3 Player > Volume parameter to set the maximum volume of the 
MP3 Player.

MP3 Volume Meaning

0…100 Maxvolumeinpercentage.
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Controlling the volume of the MP3 
Songs
You can adjust the volume of the MP3 Songs during playback.

1 Be sure the selected CONTROL mode is MAIN.

2 Depending on the Player the MP3 Song is assigned to, use either SLIDER #7 
(Player 1) or SLIDER #8 (Player 2) to adjust the Song volume.

As an alternative, use the Player 1/2 Volume controls you can find in the Home > 
Control page (with the Main view mode selected).
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Routing the metronome 
to the outputs

You can send the metronome click to any of the separate audio outputs (or output 
pairs). This will allow, for example, to send the click to the drummer’s headphone 
amplifier only.

1 Go to the Settings > Menu > Drum/Metro page.

2 Use the Metronome > Output pop-up menu to choose an audio output (or 
output pair) for the metronome click.

Audio Output Meaning

Left+Right TheMetronomeclickissenttotheLeft&Rightouts,instereo.Itisalso
senttothePaASAmplificationSystem,ifinstalled.Theclickisalsosent
totheinternalFXprocessors.YoucanusetheMASTERVOLUMEslider
toadjustthevolume.

Out1+2,
Out3+4

TheMetronomeclickissenttothe1&2or3&4sub-outs,instereo.It
isnotsenttotheinternalFXprocessors.TheMASTERVOLUMEslider
hasnoeffectonit.

Out1…Out4 TheMetronomeclickissenttooneofthe1-4sub-outs,inmono.Itis
notsenttotheinternalFXprocessors.TheMASTERVOLUMEslider
hasnoeffectonit.



Settingthemasteringeffectsontheaudiooutputs |597

Setting the mastering 
effects on the audio 
outputs

Turning the MaxxAudio on/off
The audio coming out of the Left+Right outputs can be processed by the 
MaxxAudio® effects. You can turn them MaxxAudio® effects on or off, to ex-
periment with the results of the processing.

1 Go to any page of the Settings > Menu > Waves section.

2 Use the On/Off button on top of the page to turn the MaxxAudio® effects 
on or off.

Please note that MP3 Songs are always recorded without the MaxxAudio® ef-
fects. This will avoid adding final processing to the processing already applied to 
the MP3 files.
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Choosing a Maxx Preset
The result of KORG’s long-term cooperation with Waves Audio, the MaxxAudio® 
suite helps making the sound louder, clearer, fuller, and more polished. These ef-
fects apply to the final stage of the audio path, just before the audio outputs.

You can quickly program the EQ and Master parameters by choosing a Maxx 
Preset.

1 Go to any page of the Settings > Menu > Waves section.

2 Touch the Maxx Preset name on top of the page.

As soon as you press the button or touch the display, the Maxx Preset Select 
window appears.

TypeGroups Selected MaxxPreset

PagesCurrent pathUpper level (folders) Current directory 
(Presets)
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Choosing a default Maxx Preset
Pa5X can automatically select a Maxx Preset depending on the type of audio 
output. You can choose the default presets that will be automatically selected.

1 Go to the Settings > Menu > Waves > Default Preset page.

2 Touch the Maxx Preset names to open the Select window and choose a Maxx 
Preset.

Maxx Preset Meaning

Out/HPPreset Audio Outputs or Headphones. Only considered when no PaAS
AmplificationSystemisinstalled,orwhentheheadphonesareinserted.

Amp.SystemPreset AmplificationSystem.OnlyconsideredwhenthePaASAmplification
Systemisinstalledandnoheadphonesareinserted.
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Editing the MaxxAudio® EQ
The MaxxAudio® EQ is a full-spectrum frequency equalization, positioned at the 
end of the signal chain, just before the main audio outputs. It gives you the power 
to design EQ curves and shape your sound. Based on Waves professional audio 
equalizers, this EQ features seven fully programmable bands with fully adjustable 
gain, frequency, and Q parameters.

Accessing the MaxxAudio® EQ
 > Go to the Settings > Menu > Waves > EQ page.

Turning the MaxxAudio® EQ on/off
 > Use the EQ checkbox to turn the EQ on/off.
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Programming the EQ
 > Look at the results of any edit in the diagram. The diagram shows the EQ 

curve. Its shape changes depending on the various parameter values.

 > Touch the curve shape on the top-left or top-right corner of the EQ diagram, 
and choose between the different types of curve for the lowest and highest bands.

EQ Shape Meaning

Bell-shapecurve,allowingfordetailedcorrectionofaspecificrangeoffrequen-
cies.TheselectedfrequencyisatthecenteroftheEQband.

Low-shelvingcurve,allowingforsmoothlycuttingorboostingthelowestfre-
quencies.Thiswillletyouaddmorebodytothesound(boost),orremoveboomy
frequencies(cut).

High-shelvingcurve,allowingforsmoothlycuttingorboostingthehighestfre-
quencies.Thiscanhelpadding‘air’tothemix(boost),orremovesibilance(cut).

Low-cut(orhigh-pass)curve,lettingyoucutthelowestfrequencies.Drastically
removingtheverylowfrequencieshelpsgettingridofbassfrequenciesoutof
theusefulmusicalrange,butstealingenergytothemix.

High-cut(orlow-pass)curve,lettingyoucutthehighestfrequencies.Drastically
removingtheveryhighfrequencieshelpsremovingunwantednoiseoutofthe
usefulmusicalrange.

 > Use the IN/OUT indicators to check the level of the audio entering and coming 
out of the MaxxAudio® processor. Be sure the indicators never go to the red area 
(since this means distortion).

 > Use the Gain parameter to change the emphasis or attenuation of the cor-
responding band. Use it to make the frequencies stronger or weaker.

 > Use the Freq parameter to change the center frequency of the correspond-
ing band. Center it on the problematic frequency, or the harmonics you want to 
emphasize or attenuate.
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 > Use the Q parameter to adjust the ‘quality factor’ of the EQ filter; higher val-
ues correspond to narrower, more accurate filters. Use higher values for near-
surgical correction on isolated frequencies, lower values for more musical, softer 
equalization.

 > Use the On/Off buttons under each band to turn the corresponding bands 
on or off.
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Editing the MaxxAudio® Master
The MaxxAudio® Master controls the MaxxBass, MaxxTreble, MaxxStereo and 
MaxxVolume effects. It is positioned at the end of the signal chain, just before 
the audio outputs, adds to the sound deeper, richer bass, and cleaner, warmer, 
more articulate treble with no loss of RMS (that is, average perceived volume). 
Processing also results in a stereo image that’s wider and more accurate.

Please keep in mind that summing-up all levels could cause distortion in the PaAS 
Amplification System or in external amplification systems. Be careful not to max-
out all sliders.

Accessing the MaxxAudio® Master
 > Go to the Settings > Menu > Waves > Master page.

Turning the separate effects on/off
 > Use the On/Off buttons under each slider to turn the corresponding effect 

on/off.
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Programming the Master effects
 > Use the IN/OUT indicators to check the level of the audio entering and coming 

out of the MaxxAudio® processor. Be sure the indicators never go to the red area 
(since this means distortion).

 > Use the virtual sliders to increase or decrease the level of the corresponding 
parameter.

If the input level is too high, decrease the level of the Sounds, Styles, Songs that 
are playing. Check the level of the Finalizer effect in the Home > Menu > Mixer/
FX section.

If the output level is too high, decrease the level of the various MaxxAudio® con-
trols (in particular, the Volume control).

MaxxBass
MaxxBass is for low frequency response beyond what your loudspeakers can de-
liver. You will hear low frequencies as much as 1.5 octaves below the limits of your 
loudspeakers.

MaxxBass isolates the low bass frequencies that can’t be reproduced by the loud-
speakers. The low frequencies are analyzed to create a complex set of higher 
frequency harmonics, which the loudspeakers can reproduce.

These harmonics are added back to the rest of the audio, replacing the original 
low frequencies. Your loudspeakers then reproduce the harmonic series, which 
are perceived by the brain as the original low frequencies. Finally, MaxxBass uses 
dynamic compression to focus and clarify the lower frequencies.

The result is a larger, more powerful sound, with extended bass response up to 1.5 
octaves below the roll-off frequency of the loudspeaker.

MaxxTreble
MaxxTreble is for enhanced high frequencies; it is ideal for one-way driver sys-
tems.

Using technologies originally developed for Waves own audio plug-ins, MaxxTreble 
is a non-linear dynamic processor that enhances high frequency response, deliv-
ering a clean and pleasant high end, while minimizing distortion.

Using MaxxTreble technology you will be able to deliver louder, crisper and better 
defined high end without having to worry about clipping or peak-limiting.
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MaxxStereo
MaxxStereo is for more realistic, wider stereo imaging. You will hear a wide, excit-
ing stereo image, similar to what you’d hear in a modern movie theater.

MaxxStereo spatial imaging technology improves the stereo separation of closely 
placed loudspeakers. With loudspeakers that are very close the one to the other 
(like in the optional PaAS Amplification System), MaxxStereo increases perceived 
separation for optimal imaging, with natural sound and a generous listening posi-
tion.

MaxxVolume
MaxxVolume is for dynamics compensation. It increases (or decreases) RMS lev-
els, delivering louder sound with no audible distortion.

It relies on Peak Limiting, that increases volume without clipping or audible distor-
tion; Low Level Compression, that increases the clarity of soft sounds, especially 
in noisy environments and at quiet volumes; and Noise Gating, that eliminates 
background signal and system noise.
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Saving a Maxx Preset
You can save a Maxx Preset, to create a library of settings for the different per-
forming situations (for example, for playing at rehearsals or on stage).

  ▪ Open the Save dialog

1 Go to the any page of the Settings > Waves section.

2 Choose the Save Maxx Preset command from the page menu (   ). The Save 
Maxx Preset dialog will appear.

Touch the Browse 
button to open the 
Select window and 
choose a target 
location

Maxx Preset name

Maxx Preset file 
path

  ▪ Rename the Maxx Preset

While in the Save Maxx Preset dialog, you may change the name of the Maxx 
Preset.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save over the same Maxx Preset

 > If you want to overwrite the current Preset, just touch the Save button.

  ▪ Save to a different Maxx Preset location

1 If you want to save to a different location, touch the Browse button and open 
the Maxx Preset Select window.
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2 Touch the folder where you want to save the new Maxx Preset. Don’t touch any 
of the existing Maxx Preset names, unless you want to overwrite them!

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

3 Find an empty location, shown as three hyphens (‘---’), and touch it.

4 Press the EXIT button to close the Select window and confirm your selection.

5 When back at the Save Maxx Preset dialog, confirm the Save operation by 
touching the Save button.
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Connecting a 
microphone

WARNING: Lower the master volume!
Before connecting or disconnecting something to one of the audio inputs, lower 
the Master Volume to zero. Preventing from doing it may damage the speakers 
and cause harm to your hearing!



Connectingamicrophone |611

Connecting and activating the 
microphone

Microphone types
There are two main types of microphones that you can connect to your Pa5X: 
dynamic and condenser.

Dynamic microphones don’t require powering. They are usually conceived for 
live use, and have a narrow cardioid or hypercardioid pattern for better rejec-
tion of stage noise.

Condenser microphones require phantom powering supplied by Pa5X. More 
commonly found in the studio, these microphones usually come with a wider 
cardioid pattern, capturing more ambience and a wider range of frequencies. 
Large-diaphragm condenser microphones are the preferred ones for studio 
voice applications.

Connecting the microphone
Use the MIC INPUT connector to connect a microphone. This is a combo con-
nector, featuring an XLR and a balanced (TRS) 1/4” (6.35 mm) jack on the same 
socket. We suggest to use the XLR jack to connect any microphone.

The 1/4” jack may be used to connect a dynamic microphone, if you don’t have a 
cable with an XLR connector. Please note there is no phantom power on it, so you 
can’t use it to connect a condenser microphone.
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Turning on/off the microphone channel
1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

3 Use BUTTON #1 (Mic On/Off) to turn the microphone channel on or off.

Please note that, for safety reasons, the input is always switched off when turning 
the instrument on.

As an alternative, use the Mic On/Off command you can find in the Home > 
Control pane (with the Main control mode selected).

Routing the microphone to one of the audio outputs
By default, the microphone is sent to the main Left and Right audio outputs. You 
can change the output routing and send it to any other output pair.

 > Go to the Settings > Menu > Audio/Video > Audio In page.

 > Set the Microphone In > Audio Out parameter to the desired audio output.

Audio Out Meaning

Left+Right MainLEFTandRIGHToutputs

Out1+2 Separatesub-outputs1-2

Out3+4 Separatesub-outputs3-4
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Powering a condenser microphone
Condenser microphones require powering, supplied as a +48V phantom power 
current on the XLR MIC input.

  ▪ Turn on the phantom power

1 Go to the Settings > Menu > Audio/Video > Audio In page, and select the 
+48V Phantom Power checkbox.

2 If it is off, turn on the Mic channel.

3 Sing into the microphone to check if the microphone is powered and working.

  ▪ Turn off the phantom power

When disconnecting a microphone from the XLR jack, the phantom power is au-
tomatically turned off. Phantom power is also automatically turned off each time 
you turn the Pa5X off.

As an alternative, you can go to the Settings > Menu > Audio/Video > Audio In 
page, and deselect the +48V Phantom Power checkbox.
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Adjusting the level of the microphone

Adjusting the microphone input gain
After having connected a microphone, adjust the input gain, to be sure it will not 
distort.

  ▪ Preparation before starting adjusting the gain

1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

3 Use BUTTON #1 (Mic On/Off) to turn on the microphone channel.

4 Use BUTTONS #2 (Harmony On/Off) and #3 (Double On/Off) to turn off the 
Harmony and Double effects. If on,  they would interfere with the adjustments.

As an alternative, use the Harmony On/Off and Double On/Off commands you 
can find in the Home > Control pane (with the Main view mode selected).
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  ▪ Adjust the gain

1 Use the GAIN knob next to the MIC INPUT connector to adjust the input gain 
(from +20 to +55 dB).

2 Sing into the microphone.

3 Check the input level in the Settings > Menu > Mic Setup > EQ/Dynamics 
page.

AUDIO IN color Meaning

Off Nosignalentering.

Green Low-tomid-levelsignalentering.Iftheindicatorturnsofftoooften,the
inputgainistoolow.UsetheGAINcontroltoincreasetheinputlevel.

Yellow Slightoverloadinthesignalpath.Thisisfineifitturnsononlyonsignal
peaks.

Red Clippingisoccurringinthesignalpath.UsetheGAINcontroltolowerthe
inputlevel.

Keep the level so that this indicator remains green most of the time, with yellow 
appearing at signal peaks. Never go to red.
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Adjusting the microphone volume
The microphone can be quickly turned on or off, and its volume in the mix ad-
justed, right from the control panel or from the main page.

1 Be sure the Mic channel is turned on.

2 Be sure the selected CONTROL mode is MAIN.

3 Use SLIDER #1 (Mic) to adjust the microphone channel volume.

As an alternative, use the Mic Volume control you can find in the Home > Control 
pane (with the Main view mode selected).

4 Start a Style or a Song to balance your voice against the Sounds.

5 Check that the audio is well balanced and is not distorting.
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Shaping the 
microphone input

Choosing a global Mic Preset
You can choose a global Mic Preset that will be automatically selected when turn-
ing the instrument on.

1 Go to the Settings > Menu > Mic Setup > Setup page.

2 Touch the name of the selected Global Mic Preset to open the Mic Preset 
Select window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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3 Choose one of the presets. For more details, see Choosing a Mic Preset on 
page 628.

4 Press the EXIT button to close the Select window and confirm your selection.
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Basic settings for the lead voice
The lead voice is your voice, or the one of your singer, entering the microphone 
input. You can apply the effects, before sending it to the Mic Processor.

 > Go to the Settings > Menu > Mic Setup > Setup page to set the controls for 
the lead voice.

Muting the lead voice
When the lead voice is muted, you will only listen to the harmony voices and ef-
fects. You will sing in the choir generated by Pa5X.

 > While in the Settings > Menu > Mic Setup > Setup page, use the Lead > Mute 
checkbox to make the lead voice appear or disappear from the mix.

Adjusting the level of the lead voice
You can adjust the level of the lead voice in the mix.

 > Go to the Settings > Menu > Mic Setup > Setup page, and use the Level knob 
to adjust the level of the lead voice.

Parameter Meaning Value

Level LeveloftheLeadVoice Off,-60dB…0dB
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Setting the Pitch Bend range
You can set the bending range (in semitones) applied to the harmony voices after 
receiving a Pitch Bend message.

 > While in the Settings > Menu > Mic Setup > Setup page, use the Pitch Bend 
Range parameter to set the range.
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Adding EQ, compression and gate to the 
lead voice
You can program equalization, compression and gate for the lead voice.

 > Go to the Settings > Menu > Mic Setup > EQ/Dynamics page.

Programming the Equalizer
Use the Equalizer to make the sound brighter or darker, reduce sibilance or boom-
iness, give more body to the voice. This is a 3-band Semi-Parametric EQ, including 
a High-Pass Filter.

The High-Pass Filter (HPF) cuts all the frequencies below the selected frequency 
(from 20 to 1000 Hz). This is useful to reduce plosive consonants or rumbling 
noise.
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The two Low and High EQ bands boost or cut all frequencies below or above the 
frequencies set by the Frequency (Hz) controls. They can be set either as Bell- or 
Shelving-shaped curves by using the Bell buttons.

EQ Shape Meaning

BellOn(Bell) Bell-shapecurve,allowingfordetailedcorrectionofaspecificrange
offrequencies.TheselectedfrequencyisatthecenteroftheEQ
band.

BellOff(LowShelving) Low-Shelvingcurve,allowingforsmoothlycuttingorboostingthe
lowestfrequencies.Thiswill letyouaddmorebodytothesound
(boost),orremoveboomyfrequencies(cut).

BellOff(HighShelving) High-shelvingcurve,allowingforsmoothlycuttingorboostingthe
highestfrequencies.Thiscanhelpadding‘air’(boost),orremove
sibilance(cut).

The Mid Parametric EQ boosts or cuts the frequencies within a selected band, 
that is defined by a center frequency selected with the Frequency (Hz) knob, and 
a width selected with the Q knob (the ‘Quality’ control).

The three Gain (dB) controls allow +/-18 dB of adjustment. The three Frequency 
(Hz) controls range from 20 Hz to 20 kHz.

Programming the Compressor
Use the Compressor to reduce the range between louder and softer singing to 
produce more even-sounding vocals.

We typically sing dynamically, like this (capitals are used to show louder dynam-
ics):

I LOVE to watch you WALK down the STREET

At acoustic singing levels with no, or very quiet instrumentation, this would sound 
fine. When amplified, however, the loud words become strident and even worse, 
quiet words can be lost in the instrument sounds. The louder the amplification sys-
tem and band the more pronounced the loud parts become. Compression seeks 
to do the following to your dynamics:

I LOVE to watch you WALK down the STREET
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Applied appropriately, the difference between loud and soft is reduced without 
killing the interesting dynamics in your performance.

The Threshold control sets the singing level at and above which the amount of 
gain reduction (compression) specified by the Ratio control will occur. The range is 
0 dB to -40 dB: 0 dB being the loudest input signal the Voice Processor can accept 
without distortion and -40 dB being a very quiet signal. If you sing consistently 
more quietly than the Threshold, you will not hear any compression. A good set-
ting for experimentation is -10 dB.

The Ratio control sets how much gain reduction you prefer when your voice level 
goes above the threshold. The range is from 1.0 : 1 (no gain reduction) to 50.0 : 1 
and then Inf : 1 (maximum vocal gain reduction ). A good setting where to start 
from for Ratio is 4.0 : 1.

The number on the left side of the : (colon) symbol is how loud the peaks in your 
singing have to be in order to achieve a 1 dB gain increase. A brief example of how 
adjusting the ratio of the compressor works is this: say a word you sang went 4 dB 
over the threshold when the Ratio was set to 4.0 : 1. The compressor would only 
allow it to go 1 dB louder.

Note that the Ratio control has to be set above 1.0 : 1 to apply any compression 
regardless of the setting of the Threshold.

Programing the Gate
Use the Gate if you hear feedback or there are other sounds entering the mic 
other than your voice.

A typical, fixed gate works by shutting off, or reducing the level of any signal below 
a threshold that you set. When you sing louder than that threshold, the gate will 
open and your vocal will come through the amplification system. When you aren’t 
singing, the gate will close and block sounds around you.

You can also turn the gate to Off with good results if you are in a quiet, low volume 
musical environment.



624| MicrophoneInput

Use the Threshold knob (ranging from 0 to 100) to define the minimum singing 
level you need to reach in order for the Gate to open and let your voice sound. 
The factory default setting is very sensitive to allow a wide range of singing levels 
but it may also allow more nearby instrumental sounds through when you are not 
singing. In this case, further adjustment from there and upward may be needed.

The factory setting is gentle enough that if your voice strays below the threshold, 
it is not cut off completely. If you are in a feedback-prone environment (loud moni-
tors plus EQ and Compress on) you can increase this to reduce more. A setting of 
‘0’ offers no gain reduction on your lead voice at all.

The Attack control sets how fast the Gate enters, and the Release control how fast 
it exits after the signal has exceeded the threshold or has fallen below. Experiment 
with them to see how effective the Gate may be in a particular situation.
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Talking with your 
audience

Soloing your voice (TalkOver)
During a show, you can lower the background music, so that you can be clearly 
heard by your audience.

Activating the TalkOver from the Home page
1 Go to the Home > Mic & Guitar pane.

2 Select the TalkOver checkbox to lower the background music and talk to your 
audience.

3 When done, touch the TalkOver checkbox again to deselect it, and make the 
music return to the normal volume.
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Activating the TalkOver from the Settings page
1 Go to the Settings > Menu > Mic Setup > Setup page to set the TalkOver 
parameters.

2 Use the On/Off button to turn the TalkOver function on/off.

Activating the TalkOver from a switch
You can assign the Mic TalkOver function to a CONTROL button, an assignable 
switch or a footswitch. See the relevant chapters for instructions on how to pro-
gram them.
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Setting the TalkOver mode and level
1 Go to the Settings > Menu > Mic Setup > Setup page to set the TalkOver 
parameters.

2 While in this page, use the Mode > Auto checkbox to choose between Manual 
and Auto TalkOver.

When in Auto mode, TalkOver will be automatically engaged when the Players 
are stopped. This way, you can talk to the audience between two songs, without 
having to touch the TalkOver On/Off button.

Use the Background Music Level control to set the level to which the volume of 
all Sounds (Keyboard, Players, Pad…) will be reduced when TalkOver is engaged. 
100% corresponds to no level reduction.
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Using the microphone 
effects and 
harmonization

The Mic Presets
The Mic effects can be saved into a Mic Preset. You can then select the saved 
presets, by choosing them from the library. A preset is also automatically selected 
when choosing a different SongBook Entry.

Choosing a Mic Preset

Choosing a Mic Preset from the library
1 Go to the Home > Mic & Guitar pane.
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2 Touch the name of the Mic Preset to open the Mic Preset Select window.

TypeGroups Selected Mic Preset

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory  
(Mic Presets)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

  ▪ Choose a Mic Preset

1 To choose one of the available groups from which to choose a Mic Preset, 
touch the buttons in the second line at the top of the window.

Group Meaning

Factory MicPresetsincludedatthefactory,thatcan’tbemodified.

User InternalmemoryareawhereyoucansaveneworeditedMicPresets,or
whereyoucanloadorcopyMicPresetsfromanexternalstoragedevice.
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2 You can choose a different category.

 > If you are in Tile View mode, touch one of the category folders in the left side 
of the Mic Preset Select window.

If not all the category folders can be seen in the current page, scroll through the 
page numbers to access the other folders.
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 > If you are in List View mode, touch the Root button to see the list of the cat-
egories, then choose a category from the list.

3 The Mic Presets contained in the selected folder appear in the right side of 
the window.

4 If the selected category folder contains more elements than the ones that 
can be seen in a page, browse through the pages. You can touch a page number 
to select it. Or use the DIAL or UP/DOWN buttons to move between the pages. If 
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the pages are more than the ones that can be contained in the list, use the left/
right arrows to scroll them in the display.

5 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

6 Touch the name of the Mic Preset you want to choose. 

7 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdoptionis
turnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Mic Preset in the dedicated area 
of the Mic & Guitar pane. The effects will change.

The Global Settings indicator will turn off, meaning that the current preset is the 
one you selected in the Mic & Guitar pane.
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Choosing a Mic Preset with a SongBook Entry
When choosing a SongBook Entry, the Mic Preset might change. This will happen 
if the Global Settings checkbox in the Home > Mic & Guitar pane is not selected. 
The status of this parameter is saved in the SongBook Entry. If it is turned on, the 
global Mic Preset will be used.

How to choose a global Mic Preset is described in Choosing a global Mic Preset 
on page 617.

Turning the effect modules on/off
A Mic Preset is made of several modules, each one specialized in a type of effect. 
You can turn each of the modules on off from the main page.

1 Go to the Home > Mic & Guitar pane.

2 Touch each of the modules to turn them on or off. A deactivated module ap-
pears dimmed.
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Mic Presets

Chord 1
Chord(Harm.Off)
1VoiceUp
2VoiceUp
3VoiceUp
2VoiceDown
Full1-2Up/1Down
Full2-2Up/2Down
FullChoir1
FullChoir2
1VoiceUp+Echo

Chord 2
WideChoir
HigherChoir
Gospel1(Male)
Gospel2(Mixed)

Gospel3(Female)
CloseChoir
Simple2ndVoice
2OctavesOnly
CathedralChoir
2VoicesUp+Echo

Note
NotesNatural
NotesNat.Female
NotesNat.Male
NotesWide
NotesNoLead

Double
2xDoubler
4xDoubler

HighChoir+Doubl
LowChoir+Doubl
Doubler+Octave

Shift
OperaOctaveUp
OperaOctaveDown
MixedOctaves
CrazyChoir
UnisonChoir

Scale
Scale(3)CMaj
Scale(3/5)CMaj
ScaleFullCMaj
Scale(3)Cmin
Scale(3/5)Cmin

FX
1Up+Autopitch
AnotherBrick
OctaveChild
OctaveMale
OctaveFemale
Panning+Delay
DistortedVoice
ChorusVoice
WahVox
CrazyBot

‘Global’ and ‘local’ (or temporary) Mic Preset
You can choose a ‘global’ Mic Preset that does not change when choosing a 
different SongBook Entry. Or you can choose a ‘local’ Mic Preset that is better 
suited to the individual SongBook Entry.

You can choose a Mic Preset from the library (Home > Mic & Guitar pane). This 
‘local’ Mic Preset is just temporary, and only becomes permanent when you save 
a SongBook Entry.

To change the type of Mic Preset, select or deselect the 
Global parameter in the Home > Mic & Guitar pane. This pa-
rameter is saved with each SongBook Entry.
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Correcting your voice intonation
The Autopich is optimized to produce corrective pitch correction as well as obvi-
ous effects made popular by a number of artists.

Choosing a Mic Preset with autopitch
All the Mic Presets include Autopitch. You may have to turn it on.

Turning autopitch on or off
 > Touch the Autopitch button in the Home > Mic & Guitar pane to turn it on/off.
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Harmonizing your voice
Harmonization adds a choir of voices to your lead voice.

Choosing a Mic Preset with harmony voices
 > Choose a Mic Preset containing the desired harmony type, as described in 

the previous pages.

By default, these are some useful presets to test harmonization:

Mic Preset Harmonization Type

Chord(Harm.Off) Chordalharmonization,especiallymeantforStyles.Youareexpected
toplaychordsonthekeyboard(therecognitionzonedependsonthe
ChordScansection).ChordsarealsoreceivedfromtheChordSequence.

NotesNatural Polyphonicharmonization,especiallymeantforMIDISongs.Notesare
expectedfromthekeyboardand/orfromatrackoftheactiveMIDISong
(bydefault,Track#5).
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Turning harmonization on or off
1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

3 Use BUTTON #2 (Harmony On/Off) to turn on/off the Harmony effect.

As an alternative, use the Harmony On/Off command you can find in the Home > 
Control page (with the Main view mode selected).

You can also turn it on/off from the Home > Mic & Guitar pane.
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Adjusting the harmonization level
 > Use SLIDER #2 (Harmony/Double) to adjust the harmony voices level.

As an alternative, use the Harmony/Double control you can find in the Home > 
Control page (with the Main view mode selected).
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Playing harmony
1 Play the keyboard. Depending on the chosen harmonization type, you will play 
chords or separate melody lines.

2 Sing along with the chords and melody lines you play on the keyboard.

Where do chords and notes come from?
Each Mic Preset contains settings to choose the source of the chords or notes. 
Depending on the preset, you will play on the keyboard, and/or let the MIDI Song 
send notes from a track selected from the preset.

You can find more information in the section dedicated to programming the Mic 
Presets (see Choosing a global Mic Preset on page 617).
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Doubling your voice
Doubling adds a second, subtly modified voice to your lead voice, making it thicker 
and stronger.

Choosing a Mic Preset with doubling
 > Choose a Mic Preset containing the desired doubling type, as described in 

the previous pages.

Turning doubling on or off
1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

3 Use BUTTON #3 (Double On/Off) to turn on/off the Double effect.

As an alternative, use the Double On/Off command you can find in the Home > 
Control page (with the Main view mode selected).

You can also turn it on/off from the Home > Mic & Guitar pane.

Playing the doubling voice
 > Just sing to hear your voice and the doubling voice.
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Using the effects
Effects can add modulation, ambience, improve or transform your lead voice and 
the added voices.

Effect module Meaning

Filter Steepfiltersemulatingthesoundofradios,phonesanddevicesthatgener-
allydegradetheaudiosignal.

Mod Subtlethickeningofthevoice.Thiseffectdoesafaithfuljobofemulating
classicdetune,chorus,flangerandthickeningsounds.

Delay Delayeffect.Thedelayissimilartoanecho,andcanhaveshortorlong
repetitionsdependingontheselectedMicPreset.

Reverb Reverbeffect.Thisaddsambiencetothevoices,smoothingandblending
them.

Choosing a Mic Preset with the desired effects
 > Choose a Mic Preset containing the desired effects, as described in the previ-

ous pages.

Turning the effects on or off
 > Touch the buttons in the Home > Mic & Guitar pane to turn each module on/

off.
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Adjusting the effects level
 > Use SLIDER #3 (Mic FX) to adjust the effects level.

As an alternative, use the Mic FX control you can find in the Home > Control page 
(with the Main view mode selected).
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Connecting a guitar

WARNING: Lower the master volume!
Before connecting or disconnecting something to one of the audio inputs, lower 
the Master Volume to zero. Preventing from doing it may damage the speakers 
and cause harm to your hearing!
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Connecting a guitar and activating the 
guitar input

Connecting the guitar
Use the GUITAR INPUT connector to connect a guitar. This input can also be 
used for compatible instruments, like a bass guitar, or an acoustic guitar or oud 
equipped with a pickup. This is an unbalanced (TS) 1/4” (6.35 mm) jack connector.

Turning on/off the guitar channel
1 Press the MAIN button in the CONTROL section.

2 Check in the strip display the functions assigned to the buttons. If they are 
not shown, press the VIEW button in the CONTROL section to see them.

3 Use BUTTON #4 (Guitar On/Off) to turn the guitar channel on or off.

Please note that, for safety reasons, the input is always switched off when turning 
the instrument on.

As an alternative, use the Guitar On/Off command you can find in the Home > 
Control pane (with the Main view mode selected).
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Routing the guitar to one of the audio outputs
By default, the guitar input is sent to the main Left and Right audio outputs. You 
can change the output routing to send it to any other output pair.

 > Go to the Settings > Menu > Audio/Video > Audio In page.

 > Set the Guitar In > Audio Out parameter to the desired audio output.

Audio Out Meaning

Left+Right MainLEFTandRIGHToutputs

Out1+2 Separatesub-outputs1-2

Out3+4 Separatesub-outputs3-4



Connectingaguitar |647

Adjusting the guitar input gain
After having connected a guitar, adjust the input gain, to be sure it will not distort.

  ▪ Preparation before starting adjusting the gain

1 Be sure the selected CONTROL mode is MAIN.

2 Use BUTTON #4 (Guitar On/Off) to turn on the guitar channel.

  ▪ Adjust the gain

1 Use the GAIN knob next to the GUITAR INPUT connector to adjust the input 
gain (from 0 to +43 dB). 

2 Play the guitar.

3 Check the input level in the Settings > Menu > Guitar Setup > Setup page.
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AUDIO IN color Meaning

Off Nosignalentering.

Green Low-tomid-levelsignalentering.Iftheindicatorturnsofftoooften,the
inputgainistoolow.UsetheGAINcontroltoincreasetheinputlevel.

Yellow Slightoverloadinthesignalpath.Thisisfineifitturnsononlyonsignal
peaks.

Red Clippingisoccurringinthesignalpath.UsetheGAINcontroltolowerthe
inputlevel.

Keep the level so that this indicator remains green most of the time (even at signal 
peaks). For best results, keep the input level low (not exceeding -20 dB, as shown 
in the input meter). Guitars with a higher output level may overdrive more easily. 
Experiment with your own guitar.
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Adjusting the guitar volume
The guitar input can be quickly turned on or off, and its volume in the mix adjusted, 
right from the control panel or from the main page.

1 Be sure the Guitar channel is turned on.

2 Be sure the selected CONTROL mode is MAIN.

3 Use SLIDER #4 (Guitar) to adjust the guitar channel volume.

As an alternative, use the Guitar Volume control you can find in the Home > 
Control pane (with the Main view mode selected).

4 Start a Style or a Song to balance the guitar against the Sounds.

5 You can also adjust the input gain again, by using the GAIN knob next to the 
GUITAR INPUT connector.

6 Check that the audio is well balanced and is not distorting.
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Shaping the guitar 
input

Choosing a global Guitar Preset
You can choose a global Guitar Preset that will be automatically selected when 
turning the instrument on.

1 Go to the Settings > Menu > Guitar Setup > Setup page.

2 Touch the name of the selected Guitar Preset to open the Guitar Preset 
Select window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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3 Choose one of the presets. For more details, see Choosing a Guitar Preset on 
page 652.

4 Press the EXIT button to close the Select window and confirm your selection.
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Using the guitar 
effects

The Guitar Presets
The Guitar effects can be saved into a Guitar Preset. You can then select the pre-
set, either by choosing them from the library, or by choosing a different SongBook 
Entry.

Choosing a Guitar Preset

Choosing a Guitar Preset from the library
1 Go to the Home > Mic & Guitar pane.
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2 Touch the name of the Guitar Preset to open the Guitar Preset Select win-
dow.

TypeGroups Selected Guitar Preset

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory  
(Guitar Presets)

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

  ▪ Choose a Guitar Preset

1 To choose one of the available groups from which to choose a Guitar Preset, 
touch the buttons in the second line at the top of the window.

Group Meaning

Factory GuitarPresetsincludedatthefactory,thatcan’tbemodified.

User InternalmemoryareawhereyoucansaveneworeditedGuitarPresets,or
whereyoucanloadorcopyGuitarPresetsfromanexternalstoragedevice.
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2 You can choose a different category.

 > If you are in Tile View mode, touch one of the category folders in the left side 
of the Guitar Preset Select window.

If not all the category folders can be seen in the current page, scroll through the 
page numbers to access the other folders.
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 > If you are in List View mode, touch the Root button to see the list of the cat-
egories, then choose a category from the list.

3 The Guitar Presets contained in the selected folder appear in the right side 
of the window.

4 If the selected category folder contains more elements than the ones that can 
be seen in a page, browse through them. You can touch a page number to select 
it. Or use the DIAL or UP/DOWN buttons to move between the pages. If the pages 
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are more than the ones that can be contained in the list, use the left/right arrows 
to scroll them in the display.

5 If you are lost while browsing though the data, you can return to the folder 
containing the selected element by touching the Locate (   ) button.

6 Touch the name of the Guitar Preset you want to choose. 

7 If you want to close the Select window (and it does not close by itself), press 
the EXIT button.

HINT:Whenawindowdoesnotclosebyitself,itmeanstheDisplay Holdoptionis
turnedon.SeeDisplay Holdonpage75.

In the end, you will see the name of the selected Guitar Preset in the dedicated 
area of the Mic & Guitar pane. The effects will change.

The Global Settings indicator will turn off, meaning that the current preset is the 
one you selected in the Mic & Guitar pane.
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Choosing a Guitar Preset with a SongBook Entry
When choosing a SongBook Entry, the Guitar Preset might change. This will hap-
pen if the Global Settings checkbox in the Home > Mic & Guitar pane is not se-
lected. The status of this parameter is saved in the SongBook Entry. If it is turned 
on, the global Mic Preset will be used.

How to choose a global Mic Preset is described in Choosing a Guitar Preset on 
page 652.

Turning the effect modules on/off
A Guitar Preset is made of several modules, each one specialized in a type of ef-
fect. You can turn each of the modules on off from the main page.

1 Go to the Home > Mic & Guitar pane.

2 Touch each of the modules to turn them on or off. A deactivated module ap-
pears dimmed.
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Guitar Presets

Clean
CleanAC30SC
BlackComboSC
FunkySC
VOXAC15SC
CleanAC30HB
BlackComboHB
FunkyHB
Acoustic

Overdrive
OverdAC30SC
VOXAC15TBSC
UKBluesSC

StoneCombo
OverdAC30HB

Distortion
DistAC30TBSC
HighVoltage
UK80sHB
UK90sHB
DistAC30TBHB
ModdedODHB
BoutiqueHB
BigLead

Delay
You2Delay
StreetsName
WallDelay
CleanBPMDelay
AmbientTapeDly

Modulation
ComboTremSC
Rotary
StereoChorus
FloydVibe
OrangePhaser
ClassicFlanger

ClassicChorus
PitchShiftMod

FX
VOXWah
GuitarOctaver
5thBelow
AutoReverse
SwellDelay
PadGuitar

Note:
SC=SingleCoil, 
HB=Humbucker

‘Global’ and ‘local’ (or temporary) Guitar Preset
You can choose a ‘global’ Guitar Preset that does not change when choosing a 
different SongBook Entry. Or you can choose a ‘local’ Guitar Preset that is bet-
ter suited to the individual SongBook Entry.

You can choose a Guitar Preset from the library (Home > Mic & Guitar pane). 
This ‘local’ Guitar Preset is just temporary, and only becomes permanent when 
you save a SongBook Entry.

To change the type of Guitar Preset, select or deselect the 
Global parameter in the Home > Mic & Guitar pane. This pa-
rameter is saved with each SongBook Entry.
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Using the effects
A Guitar Preset is made of four effect modules. Each preset can include different 
types of effects.

Choosing a Guitar Preset with the desired effects
 > Choose a Guitar Preset containing the desired effects, as described in the 

previous pages.

Turning the effects on or off
 > Touch the buttons in the Home > Mic & Guitar pane to turn each module on/

off.
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Controlling the effects via MIDI
You can control the guitar effects via MIDI, for example by connecting a MIDI 
pedalboard to the MIDI IN port of Pa5X.

  ▪ Choose an appropriate MIDI Preset

First of all, check if there is an appropriate MIDI Preset. You can learn more about 
the available presets in the chapter dedicated to MIDI (see Quick setup using the 
MIDI Presets on page 551).

1 Go to the Settings > Menu > MIDI > General Controls page.

2 Choose a MIDI Preset matching your MIDI configuration.

  ▪ Program the MIDI parameters

If you want to make your own custom settings, change some parameters.

1 Go to the Settings > Menu > MIDI > MIDI IN Controls page.

2 Use the Guitar Processor > Channel parameter to choose a MIDI channel on 
which to receive the control data.
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Line Audio 

Inputs
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Connecting a line 
audio device

WARNING: Lower the master volume!
Before connecting or disconnecting something to one of the audio inputs, lower 
the Master Volume to zero. Preventing from doing it may damage the speakers 
and cause harm to your hearing!
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Connecting the line audio device
Use the LINE INPUT connectors to receive audio from an external device. These 
inputs are all line-level. Do not directly connect guitars, microphones or power 
amplifiers.

WARNING: Connecting a power amplifier to these inputs will damage the instru-
ment!

 > Use the LINE 1 > LEFT and/or RIGHT connectors to connect the audio outputs 
of another keyboard, the outputs of a voice or guitar effect processor, or the line 
outs of a stage mixer. Connect either of them to receive a mono signal. These are 
balanced (TRS) 6.35 mm, or 1/4”, jack connectors.

 > Use the LINE 2 > STEREO mini-jack (3.5 mm, or 1⁄8”) connector to connect 
an external media player (including a smartphone or a tablet).
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Turning the line channel on/off
1 Be sure the selected CONTROL mode is MAIN.

2 Use BUTTON #5 (Line On/Off) to turn the line input channel on or off.

Please note that, for safety reasons, the input is always switched off when turning 
the instrument on.

As an alternative, use the Line On/Off command you can find in the Home > 
Control pane (with the Main view mode selected).
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Routing the line input to one of the 
audio outputs
By default, the line input is sent to the main Left and Right audio outputs. You can 
change the output routing to send it to any other output pair.

 > Go to the Settings > Menu > Audio/Video > Audio In page.

 > Set the Line In > Audio Out parameter to the desired audio output.

Audio Out Meaning

Left+Right MainLEFTandRIGHToutputs

Out1+2 Separatesub-outputs1-2

Out3+4 Separatesub-outputs3-4

Keep the level so that this indicator remains green most of the time, with orange 
appearing at signal peaks. Never go to red.
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Adjusting the line channel volume
The line input can be quickly turned on or off, and its volume in the mix adjusted, 
right from the control panel or from the main page.

1 Be sure the Line channel is turned on.

2 Be sure the selected CONTROL mode is MAIN.

3 Use SLIDER #5 (Line) to adjust the Line channel volume.

As an alternative, use the Line Volume control you can find in the Home > Control 
pane (with the Main view mode selected).

4 Start a Style or a Song to balance the audio input against the Sounds.

5 Check that the audio is well balanced and is not distorting. If needed, lower 
the output level of the Line source.
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Searching for files 
and other elements

Using the Search function
Depending on the page, you can search for different types of data. For example, 
while in the File pages you can only search for files, while in the Home pages you 
can search for several different types of data (Styles, Songs, Lyrics…).

The Search function is also available while a Select window is open. It is not avail-
able in all pages, since sometimes there are no relevant data to search for a par-
ticular page (for example, the Settings pages).

  ▪ Access the Search window

 > Press the SEARCH button to open the Search window.
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  ▪ Choose the type of data to look for

 > If needed, use the What menu to choose the type of item you are looking for.

  ▪ Choose a storage device and folder

When searching for some types of data, you can choose a storage device and 
folder where to do your search. When one of the allowed types of data is chosen, 
the Browse button will be enabled.

Searching in a storage device other than the internal memory is not allowed for 
Sounds, SongBook Entries, Microphone and Guitar Presets.

1 While in the Search window, touch the Browse button to open the File Browser.

2 The File browser appears. You can switch between Tile View and List View 
mode by using the Show as List option in the page menu (   ).
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3 While in the Tile View mode, touch the storage device on the left, and browse 
through the folders on the right. Touch a folder to open it. Touch the Up button to 
close the current folder and go to a higher level in the directory. Touch the Root 
button to return to the top level of the device.

4 When you have opened the folder containing the file you are looking for, press 
the EXIT button to close the File browser and return to the Search window. The 
name of the selected folder will be shown in the title bar of the Search window.

  ▪ Type a text string and start searching

1 Type the name of the item you are looking for. There is no difference between 
upper and lower cases (“LOVE” is the same as “Love” or “love”).

2 If you want to delete the full string, keep the Backspace button pressed.
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3 When finished entering the name, touch the Search button. After a while, the 
list of items found in the selected place(s) will start showing on the display.

The time needed to complete a search depends on the type and size of the 
device(s) and the number of items.

Please wait for the current search to be completed, or touch the Stop button to 
stop the current search and do a new one.

  ▪ Searching for a different text strings

1 Enter the new search string in the text field.

2 Touch the Search button again.
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  ▪ Select the item found and assign it to a Player

1 If you have found what you were looking for, touch its name in the list.

2 When choosing a Style, Song, Pad or Chord Sequence, a dialog will ask you to 
choose the target Player.

3  Choose the target Player. If you want to close this dialog without selecting 
anything, press the EXIT button instead.
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Overview on file 
management

You can access the File pages by pressing the FILE button. File pages are where 
you manage files and drives.

The File page structure
You can see the content of a File page as Tiles or as a List. To choose the View 
mode, select or deselect the Show as List option in the page menu (   ).
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This is in Tile View mode:

Type Page menuSelected file

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or folders 
inside the drive or folder selected 

in the upper level)

This is in List View mode:
TypeGroups Selected element

Current pathList (drives, folders or files)
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The drives and the internal memory

Choosing between the User area and the Drives
The User area of the internal memory is a space where Pa5X keeps your custom 
data. The whole content of the User area can be saved to a drive into a KST fold-
er. Custom data are, for example, the User Styles, Pads, Keyboard Sets, Sounds, 
SongBook Entries, Microphone or Guitar Presets, and other types of data you can 
edit and create.

The Drives are the storage devices where you can save data from the User area 
of the internal memory. Data will be saved into a KST folder. Among the drives is 
included the internal one called the KORG DISK, the drives connected to the USB 
HOST ports, and the SD card.

Data can also be directly used from the Drives, without first having to load them. 
You can play a Keyboard Set, a Style, a Pad or a Chord Sequence after having 
selected it from an ordinary folder inside one of the drives.

 > In a File page, touch the Internal button to see the content of the internal 
memory (the User area). 

 > In a Select window, touch the User button to see the content of the internal 
memory. 

 > Touch the Drives button to see the drives’ content, and manage the data from 
the KST folders or from ordinary folders.

KST folders and ordinary folders
The internal User are is mirrored in the drives by the KST folders. You can save 
the whole content of the User memory (‘All’) into a KST folder. And you can load 
a KST folder into the User memory.

KST folders are like the ordinary folders you can find in your personal computer, 
but their content must follow a particular order. Since Pa5X expects its data to 
be organized in a particular way, you can’t change the position of the contained 
folders.
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Selecting a drive in Tile View mode
While in Tile View mode, you can see two directory levels at the same time. The 
upper level, in the left side of the display, containing a list of drives or folders. 
Touch one of them to see its content in the right side of the display.

Under it, you can see the page number selector. Scroll through the different pag-
es, if the drives or folders are too many to fit in a single page.

 > Touch the name of the drive to select it, and see its content in the right side 
of the display.
 > You can return to this list, after having gone deep into the folder hierarchy, by 

touching the Root button, or going up one step a time by touching the Up button.
 > You can return to the folder containing the latest selected file by touching the 

Locate (   ) button.
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Selecting a drive in List View mode
While in List View mode, you can see the current directory as a list of files and 
folders. You can open a folder by touching it.

 > Touch the name of the drive to select it, and see its content taking place of 
the drives in the list.
 > You can return to the list of the drives, after having gone deep into the folder 

hierarchy, by touching the Root button, or going up one step a time by touching 
the Up button.

Supported device
Pa5X supports external devices, like hard disk drives or USB memory sticks, for-
matted FAT32 or FAT16 with long file names.

For maximum compatibility, we recommend to format an external device before 
saving data on it the first time (see Formatting a drive on page 733).

You can access the following storage devices (usually shown with their actual 
name):

Drive Meaning

KORGDISK Storagespaceinsidetheinternaldrive(separatefromtheUserarea)

SDUSER Storagespaceinsidethe(optional)SDcard

USBF StoragedeviceconnectedtothefrontUSBHOSTport

USBR1 StoragedeviceconnectedtotherearUSBHOST1port

USBR2 StoragedeviceconnectedtotherearUSBHOST2port
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Files, folders, directories

Browsing through the files and folders in Tile View mode
While in Tile View mode, you can see the files and folders on the right side of the 
File pages.

Under the elements, you can see the page number selector. Scroll through the 
different pages, if the elements are too many to fit in a single page. You can touch 
a page number to select it.

If the pages are more than the ones that can be contained in the list, use the left/
right arrows to scroll them in the display. Or use the DIAL or UP/DOWN buttons 
to move through the pages.
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Browsing through the files and folders in List View mode

  ▪ Going though the directory levels

While in List View mode, you can see the current directory as a list of files and 
folders. You can open a folder by touching it.

  ▪ Browsing through the files and folders

Use the vertical scrollbar in the display, or the DIAL or UP/DOWN controls to 
scroll the list of files or folders.

When the file or folder you are looking for appears in the display, touch it to open 
or select it.

  ▪ Sorting by label/column

On top of the list you can find some labels, each one corresponding to a column 
of data. You can choose one of the labels to sort the list according to that type 
of data.

  ▪ Changing the order of the list

 > Reorder the items according to a different sorting criterion by touching the 
corresponding label on top of the list.

 > By touching the label again, the order of the items will switch between as-
cending and descending.
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Current file path
The place in the drive you are currently exploring is always shown under the file 
list. This is called the file path.

Closing a folder and returning up
The two buttons next to the directory path allow for closing the current folder and 
going up in the drive hierarchy.

 > Go up one step by touching the Up button.

 > Return to the top level by touching the Root button.

Returning to the folder containing the latest select 
element
If you are lost through the folders while searching for a file, you can immediately 
return to the folder containing the latest selected file.

 > Return to the folder by touching the Locate (   ) button.
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The files

Selecting and deselecting files
 > Select a file or folder by touching it.

Selected drive (USB-F), whose content is shown on the right

Selected folder (Style), whose content is shown on the right
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Selected file (Future Funk), underlined in red

 > Deselect it by keeping the SHIFT button pressed, and touching the file to  be 
deselected.

 > As an alternative, you can deselect any file by touching one of the drives or 
folders in the left side of the display. You can also touch again the open drive or 
folder.

Selecting multiple items at once
In some pages, you can select multiple items. Multiple selection is only allowed 
on the right side of the page.

To do it, select the first item, then press and keep the SHIFT button pressed while 
selecting the other items. When the last item has been selected, release the SHIFT 
button.

To deselect one or more items, keep SHIFT pressed and touch the item to be de-
selected. To deselect everything, touch the containing folder or drive in the left 
side of the display.

Selecting all the content of the current directory
1 While in the File pages, browse through the folders to open the one whose 
content you want to select.

2 Choose the Select All command from the page menu (   ) to select all the 
files and folders it contains.
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Types of files
The following table describes all the file and folder types Pa5X can read or write.

Extension File/folder type

KST AlltheUserdata.Thisisareservedfoldercontainingotherreservedfolders.

KSC KeyboardSet(fromthelibrary)

STG Style

PDC Pad

CSC ChordSequence(fromthelibrary)

MID StandardMIDIFile,SMF(MIDISong)

MP3 MP3file(MP3Song)

JBX Jukebox

TXT Plaintextfile

SBD SongBook’sBookdatabase(canonlybeusedaspartoftheSongBookbundle)

SBL SongBook’sSetList(canonlybeusedaspartoftheSongBookbundle)

GBL GlobalSettings(canonlybeusedaspartoftheSettingsbundle)

MPR MIDIPresets

QTP QuarterToneScalePresets

VOC MicrophonePreset

GTR GuitarPreset

MXP MaxxAudioPreset

PCG Sound

KMP Multisample

PCM Sample

AIF AIFFaudiofiles

WAV WAVEaudiofiles

Pa5X can also read (but not write) the following types of data.

Extension File type

PKG OperatingSystemandMusicalResourcefiles

KAR Karaokefile

PCG KORGTritonPrograms

KMP KORGTrinity/TritonKeymaps

KSF KORGTrinity/TritonSample

SF2 SoundbankformatbyCreativeLabs
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Ordinary data and reserved data
Each drive can contain files and folders. Drives (including the internal KORG DISK) 
are organized as computer drives. The User area of the internal memory is slightly 
more rigidly structured, due to the need of having the data always ready to play.

Some types of data are freely organized in the same way as files and folders in 
a computer, and you can see them listed in alphabetical order. These are the 
Keyboard Sets, Styles, Pads, Chord Sequences, and the Songs.

Some other types of data are organized in a reference grid. These are the Sounds, 
Mic Presets, Guitar Presets, MIDI Presets, as well as other types of data. These 
types of data have to be always found where expected by other types of data.

Empty locations
When saving items organized in a reference grid, empty locations are shown as 
three hyphens (‘---’). This will allow for saving the element at a precise position in 
the reference grid.
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When saving items organized as individual files, they are saved in alphabetical 
order, with no need for a grid.
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Page menu and file operations
When one or more files or folders are selected, you can choose a command from 
the page menu (   ) to execute an action on it or them (Load, Save, Copy…).

The commands are usually followed by a dialog, asking you to make additional 
choices, or just confirm.
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The edit menu
Some global operations can be done in other pages of the File mode.

1 While in one of the File pages, press the MENU button on the control panel, 
and touch one of the buttons to choose the corresponding edit section of the File 
mode.

2 Press the EXIT button on the control panel to return to the main page of the 
File mode.
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Using musical 
resources directly 
from the drives

The Drive musical resources
You can choose Keyboard Sets, Styles, Pads and Chord Sequences from any in-
ternal or external drive. You can organize them inside ordinary folders, to create 
libraries of favorite resources directly read, for example, from an USB pendrive. 
There is no need to first copy them to the User area of the internal memory.

Creating your libraries in the drives
To put your musical resources into an ordinary folder, you can use either a per-
sonal computer or the dedicated functions of Pa5X. In Pa5X, you can find the Copy 
and Paste commands in the page menu (   ) of the File pages and the Select 
windows. (See Copying and moving data on page 718).
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Choosing the musical resources in the 
drives
You can choose the Drive musical resources from any internal or external drive.

1 If you are reading from an external device, connect the device to one of the 
USB HOST ports.

2 Open the Select window for the resource you want to choose. While in the 
Home > Main page, touch the name of the Style, Song or Pad assigned to one 
of the Players. While in the Home > Chord page, touch the name of the Chord 
Sequence. While in other pages, touch the name of a musical resource to open 
the relevant Select window.

3 In the Select windows, be sure the correct type of data is selected. For ex-
ample, if you need the Styles, choose the Style type.

4 Touch the Drives button to select the corresponding group.

5 Select the drive containing the elements in the left side of the display.
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6 Browse through the files and folders inside the selected drive.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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Loading Pa5X data 
from the drives

Loading from a KST folder
You can load a KST folder, or part of its content, into the User area of the internal 
memory. You can load the full memory content (a KST folder), a folder inside it 
(type of data, like all the Keyboard Sets or Styles), a folder inside it (a category/
bank), or a single file from a category/bank.

The KST folders can be contained inside ordinary folders in the drives.

You can load data into User folders, but not into Factory or Local ones.

HINT:ToloaddatafromanolderPa-Seriesinstrument,youhavetofirstconvert
theSETfolder(wheretheoldcontentissaved)intoaPa5XKSTfolderbyusingthe
File > Menu > Data Conversionfunction.Seelaterinthischapter.

  ▪ Choose the data to be loaded

You will select from a drive the data to be loaded into the internal memory.

1 If you are loading from an external device, connect the device to one of the 
USB HOST ports.
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2 Press the FILE button to see the main File page.

Type Selected file (if any)

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or 
folders inside the drive or folder 

selected in the upper level)

3 Touch the Drives button, to see the content of the internal and external drives. 
The image above shows a typical display of this page.

4 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.
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5 Touch a KST folder to see its content. In the following example, the “My Show 
Set.KST” folder has been selected. This folder contains all the User data of a Pa5X. 
In this situation, all the User files contained in the KST folder are selected.

6 Touch a type of data to see all the available banks (folders containing indi-
vidual elements in the internal memory). In the following example, the Style banks 
are shown. At this point, all the Style banks are selected.



694| File,SearchandDrives

7 If you want to load a bank, touch it to open it, and see the individual files it 
contains. Don’t touch any file in the folder. In this situation, the full content of the 
folder is selected. If you accidentally touch a file, keep the SHIFT button pressed 
and touch it again to deselect it.

8 If you want to load a single file, touch a folder to open it, and see the individual 
files it contains. When you see the file you want to load, touch it to select it. If you 
want to select multiple files, keep the SHIFT button while touching them.
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  ▪ Choose the Load command

 > When the file or folder you want to load is selected, choose the Load command 
from the page menu (   ) to open the Load dialog.

  ▪ Choose a destination

Once the source data has been selected, you can choose a destination in the Load 
dialog. The dialog that appears may vary, depending on the source data.

 > The following dialog appears when the full KST folder has been selected, with 
no folder selected.

Type of dataSource KST folder

 > The following dialog appears when a type of data (Style, Keyboard Set…) has 
been selected.

Type of dataSource KST folder
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 > The following dialog appears when a bank (of Styles, Keyboard Sets…) has 
been selected.

Type of data and source bank name

Touch to create a new bank

Source KST folder

Target bank

 > The following dialog appears when a single file has been selected.

Type of data and source file name

Touch to create a new bank

Source KST folder

Target bank

  ▪ Merge or Replace the data at the destination

Choose whether you want to Merge or Replace the data.

 > If you select the Replace All checkbox, all the existing User files of the se-
lected type (Style, Keyboard Set…) in the internal memory will be replaced by the 
ones you are loading.

 > If the Replace All checkbox will remain unselected, the files you are loading 
will be merged with the ones already existing in the internal memory. Only the files 
with the same name will be replaced.

WARNING: Please note that replacing will delete all the data being replaced.
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  ▪ Load the data

1 Confirm loading.

 > If you are happy with the selected destination, continue as it is.

 > If you want to select a different destination in the internal memory, touch the 
down-pointing arrow next to the bank name, and choose a different bank.

 > If you want to create a new bank, touch the New button.

2 Touch the Load button to confirm, or Cancel to stop the procedure. After 
confirming, any item you are overwriting will be deleted.
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Loading data based on User Samples
When loading a KST folder containing Sounds based on User Samples, all User 
Samples in memory are deleted. If there are unsaved User Samples in memory, 
save them before loading the new ones.

To see if a KST folder contains User Samples, open it and check if a PCM folder 
is included.

If you want to load new User Sample without deleting the ones already contained 
in memory, load the individual Sounds instead of a whole KST folder.

What if loading User Samples is 
interrupted?
When you load User Sounds based on User Samples, you might reach the maxi-
mum size of the sample memory, or the maximum number of samples allowed in 
memory.

In this case, the Load operation is interrupted, and all the samples and multi-
samples just loaded are removed from the memory. All the samples and multi-
samples already contained in the memory before starting the Load operation are 
left untouched.

Merging User Samples from various 
sources
When you load a KST folder, all the User Samples in memory are deleted. To merge 
samples from several sources, do the following.

1 Load a KST folder containing samples you want to merge with other samples.

2 Load single Sounds from other KST folders.

3 Go to the Sample Edit mode, and load or import samples from other sources.

4 Save all the content of the memory over the same or a new KST folder.
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Converting data from 
Pa4X

Supported Pa4X data
Pa5X has extensive support for data from Pa4X.

 > User Sounds, User Drum Kits and User Samples are converted.

 > Keyboard Sets are converted.

 > Styles and Pads are converted. Chord Sequences saved into the Styles are 
converted.

 > Chord progressions in the Intro and Ending Style Elements are now shown in 
the Chords track.

 > The Global/Settings, MIDI Presets, Scale Presets and Maxx Presets are not 
converted.

 > The User Voice Presets are not converted.

 > The SongBook is converted and the Sounds, Styles and Mic/Voice Presets are 
remapped to an equivalent one, when available. Pads, Chord Sequences saved in 
the Entries are converted. Linked resources (MID, MP3, TXT files) are relinked 
according to the rules described in the following section.

 > Sounds and Drum Kits from localized versions (like the MUSIKANT or the 
ORIENTAL) may be missing after the conversion on the INTERNATIONAL version. 
Other data may be missing as well.

 > Data that are missing from the original SET folder will be missing in the con-
verted KST folder. For example, you might have saved the User Keyboard Sets, 
but not the User Sounds or Samples, and these will be missing.

This section might have to be translated
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Converting the Pa4X data
Before loading the data from Pa4X you have to first convert its SET folders into 
Pa5X’s KST folders, where the converted data will be automatically saved.

Please note that conversion times may be long. A progress bar will show the cur-
rent situation on the display.

When the conversion is done, the ConvertReport.txt file containing a list of con-
version messages will appear inside the new KST folder.

  ▪ Save the old data into a SET folder

Before moving the data to Pa5X, save all the older instrument’s memory content 
into a new SET folder onto an USB storage device.

  ▪ Collect the linked SongBook files (MID, MP3, TXT files)

The SongBook can link MID, MP3 and TXT files from multiple sources, for example 
the internal drive and external USB storage devices, or different folders inside 
them. Conversion will try to preserve the same structure.

Collect all the linked files into the root or a single parent folder inside the Pa5X’s 
KORG DISK. Copy the entire containing folder, and not only the individual files. 
The original directory structure will have to remain the same as in the original.

Please choose this position carefully, since moving the data it contains after the 
conversion will break the links inside the SongBook Entries.
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For example, you can move everything into the root of the internal drive, as in the 
following example.

My
Evening
Show

My
Song.mid

MIDI Files

My
Holidays
Show

Miscs My
Song.mp3

MP3 Files

Pa4X

Pa5X

KORG
DISK

USB F

KORG
DISK

My
Lyrics.txt

My
Lyrics.txt

USB R

My
Evening
Show

My
Song.mid

MIDI Files

My
Holidays
Show

Miscs My
Song.mp3

MP3 Files
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Or, to leave the root cleaner, create a folder in the root (‘From Pa4X’ in this ex-
ample), and move everything into it – still preserving the original paths.

My
Evening
Show

My
Song.mid

MIDI Files

My
Holidays
Show

Miscs My
Song.mp3

MP3 Files

Pa4X

Pa5X

KORG
DISK

USB F

KORG
DISK

My
Lyrics.txt

My
Lyrics.txt

USB R

My
Evening
Show

From
Pa4X

My
Song.mid

MIDI Files

My
Holidays
Show

Miscs My
Song.mp3

MP3 Files
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  ▪ Convert the data

When you have the older data ready, connect the USB storage device(s) in which 
they are contained to Pa5X.

1 Press the FILE, then the MENU button to open the File > Menu page.

2 Touch the Data Conversion button to open the Data Conversion page.

Name of the destination KST folder

Folder where to find the MID, MP3 and TXT files linked to the SongBook Entries

Source of the old SET folder
Destination of the new KST folder

3 Touch the Source > Browse (…) button to open the file browser and choose 
the source SET folder containing the Pa4X data.
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4 Touch the Destination > Browse (…) button to open the file browser and 
choose a destination for the converted KST folder.

5 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name. When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

6 Choose the drive or folder where you collected the linked SongBook files (MID, 
MP3, TXT files) by touching the SongBook Remap Path > Browse (…) button and 
opening the file browser.

NOTE:ThisparameterwillremaindimmedifnoSongBookdataisfoundinsidethe
sourceSET folder.

With the root of the internal drive selected

With a folder (‘From Pa4X’) in the root of the internal drive selected
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7 Be sure all the fields are filled.

8 Touch the Convert button, and wait for the files to be converted into the new 
format.
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Loading the converted data
After having converted the Pa4X data, you can load them into Pa5X. Please check 
their integrity after loading.

  ▪ Load the data

When done converting data from Pa4X, load the new KST folder.

1 Before loading the converted data, please make a backup of your existing 
User data. Save all of them into a new KST folder.

2 Then load the converted data. Go to the File > Main page and find the new 
KST folder.

3 Touch the folder to open it, and choose the Load command from the page 
menu (   ). The Load All dialog will appear.

4 Choose whether you want to Merge or Replace the data.

 > If you select the Replace All checkbox, all the existing User files of the se-
lected type (Style, Keyboard Set…) in the internal memory will be replaced by the 
ones you are loading.

 > If the Replace All checkbox will remain unselected, the files you are loading 
will be merged with the ones already existing in the internal memory. Only the files 
with the same name will be replaced.

WARNING: Please note that replacing will delete all the data being replaced. Be 
sure to have a backup of the data you don’t want to lose.
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  ▪ Check the converted data

While most data will be converted flawlessly, some might not. Some data may 
require further editing.

Check if all the Keyboard Sets, Sounds, Styles and Pads are working as expected. 
If not, edit them. In some case, you may prefer to replace the older data with the 
better ones offered by Pa5X.

In the SongBook, both the Book list and the Set Lists are converted. If a resource 
is missing from an Entry, a hashtag (#) is shown before the name.

If this happen, go to the Entry Edit page and relink the missing resource, or find a 
new one that can replace the older.

You can also see the missing resources by opening the ConvertReport.txt file that 
you can find inside the new KST folder.

  ▪ Save the edited KST folder

If you have edited the converted data, save it as a KST folder. You can either over-
write the existing folder, or create a new one.
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  ▪ Clean the User memory

If you prefer to clean the User memory, after having checked the converted data, 
you can use the File > Menu > Factory Restore command. After restoring the 
data, turn the instrument off, then on again.

After the memory has been cleaned, you can reload the separate data from any 
KST folder, including the Pa5X data you previously backed-up, and portions of the 
converted Pa4X data.

Please note that the SongBook always needs the linked MID, MP3 and TXT files at 
the original position. If they are not reloaded, or are placed in a different way, they 
will not be found. If this happens, reload them at the original position, or relink 
them in the SongBook > Entry Edit pages.
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Saving Pa5X data to 
the drives

Saving to a KST folder
You can save the User area of the internal memory, or part of it, into a KST folder. 
You can save the full memory content (a KST folder), a folder inside it (type of 
data, like all the Keyboard Sets or Styles), a folder inside it (a category/bank), or 
a single file from a category/bank.

The KST folders can be saved inside ordinary folders in the drives.

You can save User data, but not Factory or Local data.

  ▪ Choose the data to be saved

You will select from the internal memory the data to be saved into a drive.

1 If you are saving to an external device, connect the device to one of the USB 
HOST ports.

This section might have to be translated
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2 Press the FILE button to see the main File page.

Type Selected file (if any)

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or 
folders inside the drive or 

folder selected in the upper 
level)

3 Touch the Internal button, to see the content of the User area in the internal 
memory. In this situation, all the User files contained in the internal memory are 
selected.
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4 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the internal memory (the “All” level).

5 Touch a type of data to see all the available banks (folders containing indi-
vidual elements in the internal memory). In the previous example, the Keyboard 
Set banks are shown. At this point, all the Keyboard Set banks are selected.

6 If you want to save a bank, touch it to open it, and see the individual files it 
contains. Don’t touch any file in the bank. In this situation, the full content of the 
bank is selected. If you accidentally touch a file, keep the SHIFT button pressed 
and touch it again to deselect it.
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7 If you want to save a single file, touch a bank to open it, and see the individual 
files it contains. When you see the file you want to save, touch it to select it. If you 
want to select multiple files, keep the SHIFT button while touching them.

  ▪ Choose the Save command

1 When the file or folder you want to save is selected, choose the Save command 
from the page menu (   ) to open the Save dialog.

2 If no target KST folder has been selected yet, a message will ask you to choose 
or create a new one.

Touch to choose a target KST folder

Message warning no KST folder has been selected
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  ▪ Choose a target KST folder

3 Touch the Select ( … ) button to open the Destination KST window.

4 Touch the target storage device on the left, and browse through the folders 
to find the one where you want to save your data.

5 Touch the KST folder you want to choose as the target of the Save operation.

6 Press the EXIT button to return to the Save dialog.



714| File,SearchandDrives

  ▪ Create a new KST folder

You can create a new, empty KST folder to save your data without overwriting 
anything.

1 While in the Destination KST window, choose the Create New .KST command 
from the page menu (   ). The Create KST dialog will appear.

2 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name. 

3 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

4 Press the EXIT button to return to the Save dialog.

  ▪ Choose a destination

Once the source data and a target KST folder have been selected, you can choose 
a destination in the Save dialog. The dialog that appears may be different, de-
pending on the source data.
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 > The following dialog appears when the All folder has been selected, with no 
folder inside it selected.

Type of data

Touch to choose a target KST folder

Target KST folder

 > The following dialog appears when a type of data (Style, Keyboard Set…) has 
been selected.

Type of data

Touch to choose a target KST folder

Target KST folder
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 > The following dialog appears when a bank (of Styles, Keyboard Sets…) has 
been selected.

Type of data and source bank name

Touch to create a new bank

Touch to choose a target KST folder

Target KST folder

Target bank

 > The following dialog appears when a single file has been selected.

Type of data and source file name

Touch to create a new bank

Touch to choose a target KST folder

Target KST folder

Target bank
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  ▪ Merge or Replace the data at the destination

Choose whether you want to Merge or Replace the data.

 > If you select the Replace All checkbox, all the existing files of the selected 
type (Style, Keyboard Set…) in the target folder will be replaced by the ones you 
are saving.

 > If the Replace All checkbox will remain unselected, the files you are saving 
will be merged with the ones already existing in the target folder. Only files with 
the same name will be replaced.

Warning: Please note that replacing will delete all the data being replaced.

  ▪ Save the data

1 Confirm saving.

 > If you are happy with the selected destination, continue as it is.

 > If you want to select a different destination in the target folder, touch the 
down-pointing arrow next to the bank name, and choose a different bank.

 > If you want to create a new bank, touch the New button.

2 Touch the Save button to confirm, or Cancel to stop the procedure. After 
confirming, any item you are overwriting will be deleted.

What if saving is interrupted?
If, when saving, there isn’t enough free space in the target drive, the Save opera-
tion is interrupted. Any new KST folder you were creating will be removed. If you 
were saving over an existing KST folder, this is restored. No data will be saved.

Please choose a different (and bigger) target device, and repeat the Save opera-
tion.
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Copying and moving 
data

User area, KST folders, ordinary folders
You can cut, copy and paste files in the User area of the internal memory and in 
the Drives, by using the dedicated Cut, Copy and Paste commands in the page 
menu (   ) of the File pages and the Select windows.

You can copy or move inside the same drive, or from a drive to a different one 
(both devices must be connected to Pa5X during the copy or move operation).

You can cut User data, but not Factory or Local data. Copying and moving from 
the User area and the KST folders is subject to some limitations, due to the re-
served structure of these folders. Due to these limitations, the Cut and Paste 
commands may not always be available.
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Copying and moving from a Select 
window
While in a Select window, you can copy or move data of the type you are selecting 
(Keyboard Set, Style…). You have full access to the relevant data in the User area 
of the internal memory.

This is also where you can copy and move elements that are organized in a rigid 
structure, like the Sounds, Mic and Guitar Presets, or MIDI Presets.

  ▪ Choose the data to be copied

1 If you are copying from or to an external device, connect the device to one of 
the USB HOST ports.

2 While in the Home pages, touch the type of data (Style, Keyboard Set…) you 
want to open in the corresponding Select window. The following example shows 
a Style Select window.

TypeGroups Selected Style (or Song)

PagesCurrent pathUpper level (folders 
corresponding to Categories)

Current directory 
(Styles)

3 Touch the Factory button if the source is a Factory element in the internal 
memory, touch the Local button if the source is a Local element in the internal 
memory, touch the User button if the source is a User element in the internal 
memory, or the Drives button if it is a folder in one of the drives.
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Note:FactoryandLocaldatacan’tbecut.

  ▪ Select the files

1 Browse through the folders (banks). Touch a folder to open it. Touch the Up 
button to close the current folder and see the upper directory. Touch the Root 
button to return to the main directory of the drives.

2 Touch a folder to see its content. Ordinary folders (like the ones in a PC) have 
a free organization. KST folders have the same fixed structure as the User area 
of the Internal memory. 
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In the following example, the “My Show Set.KST” folder has been selected. This 
type of folder contains the User data of a Pa5X. In this situation, all the User files 
contained in the KST folder are selected.

3 While in a KST folder, touch a type of data to see all the available banks. In 
the following example, the Style banks are shown. At this point, all the Style banks 
are selected.

4 If you want to copy or move a bank, touch it to open it, and see the individual 
files it contains. Don’t touch any file in the bank. In this situation, the full content 
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of the bank is selected. If you accidentally touch a file, keep the SHIFT button 
pressed and touch it again to deselect it.

5 If you want to copy or move a single file, touch a bank to open it, and see the 
individual files it contains. When you see the file you want to copy or move, touch 
it to select it.
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  ▪ Choose the Copy or Cut command

 > When the file or folder you want to copy or move is selected, choose the Copy 
or Cut command from the page menu (   ) to open the Copy or Cut dialog.

WARNING: Please note that, at the end of the Cut operation, the original data will 
be deleted from the original position.

  ▪ Choose a destination

Once the source data has been selected, you can choose a destination.

1 Browse through the folders.

2 If you are pasting into a rigidly structured bank (for example, a Sound, a Mic 
or Guitar Preset, a MIDI Preset…) choose one of the available empty locations, 
shown as three hyphens (‘---’).

3 When you are in the drive or folder where you want to copy or move the data, 
or have selected the empty location, choose the Paste command from the page 
menu (   ).

The files you are copying or moving will be merged with the ones already exist-
ing in the target position. Only files with the same name will be replaced (after 
confirmation).
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Copying and moving from the File pages
While in the File pages, you can copy or move data of any type. You have limited 
access to the User area of the internal memory and to KST folders, where you 
can’t cut or paste data. This is to preserve the data structure integrity.

In these pages you can’t copy or move elements that are organized in a rigid struc-
ture, like the Sounds, Mic and Guitar Presets, or MIDI Presets.

  ▪ Choose the data to be copied

1 If you are copying from or to an external device, connect the device to one of 
the USB HOST ports.

2 Press the FILE button to see the main File page.

Type Selected file (if any)

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or 
folders inside the drive or folder 

selected in the upper level)

3 Touch the Internal button to see the User area in the internal memory, touch 
the Drives button to see the drives. You have no access to the Factory or Local 
area. The image above shows a typical display of this page.
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4 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.

5 Touch a folder to see its content. Ordinary folders (like the ones in a PC) 
have a free organization. KST folders have the same fixed structure as the User 
area of the Internal memory. You can browse them as seen in the previous section 
(devoted to copying and moving from the Select windows).

6 If you want to copy or move a folder, touch it to open it, and see the individual 
files it contains. Don’t touch any file in the folder. In this situation, the full content 
of the folder is selected. If you accidentally touch a file, keep the SHIFT button 
pressed and touch it again to deselect it.
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7 If you want to copy or move a single file, touch a folder to open it, and see the 
individual files it contains. When you see the file you want to copy or move, touch 
it to select it.

  ▪ Choose the Copy or Cut command

 > When the file or folder you want to copy or move is selected, choose the Copy 
or Cut command from the page menu (   ) to open the Copy or Cut dialog.

WARNING: Please note that at the end of the Cut operation, the original data will 
be deleted from the original position.

  ▪ Choose a destination

Once the source data has been selected, you can choose a destination.

1 Browse through the folders.

2 When you are in the drive or folder where you want to copy or move the data, 
choose the Paste command from the page menu (   ).

The files you are copying or moving will be merged with the ones already exist-
ing in the target position. Only files with the same name will be replaced (after 
confirmation).
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Overwriting existing files or folders
When pasting, a file or folder with the same name of the file or folder being pasted 
might be found in the target position. In this case, Pa5X will ask you if you want 
to overwrite it.

When a duplicate file or folder is met, the following dialog will appear:

Overwrite Meaning

No Thefileorfolderisnotoverwritten.Thesourcefileorfolderisnotpast-
ed.Theprocedurewillcontinuewiththeotherfilesandfolders.

Yes Thefileorfolderisoverwritten.Theprocedurewillcontinuewiththe
otherfilesandfolders.

Yes(to)All Thefileorfolderisoverwritten.Anyfollowingduplicatefileorfolders
willbeoverwrittenaswell,withoutthisdialogboxappearingagain.The
procedurewillcontinuewiththeotherfilesandfolders.

Cancel Theprocedureisinterrupted.
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Renaming files and 
folders

You can rename files and folders, both in the File and the Select pages. Renaming 
folders allows, for example, to customize the name of the User banks. You can 
rename User data, but not Factory or Local data.

1 If you are renaming data from an external device, connect the device to one 
of the USB HOST ports.

2 Go to one of the File or Select pages.

 > Touch the type of data (Style, Keyboard Set…) of which you want to open the 
corresponding Select window. You will be able to rename the files and folder for 
that type of data.

 > Press the FILE button to access the File pages. You will be able to rename 
ordinary files and folders.

3 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.

4 Select the file or folder you want to rename.

5 Choose the Rename command from the page menu (   ) to open the Rename 
dialog.

6 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name. 
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7 When done editing the name, confirm by touching the OK button under the 
virtual keyboard. Depending on the type of data, the banks may be reorganized 
by alphabetical order.

8 When back at the Rename dialog, touch the OK button to confirm, or Cancel 
to stop the procedure.
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Deleting files and 
folders

You can delete files and folders, both in the File and the Select pages. You can 
delete from both the internal memory and the drives. You can delete User data, 
but not Factory or Local data.

1 If you are deleting data from an external device, connect the device to one of 
the USB HOST ports.

2 Go to one of the File or Select pages.

 > Touch the type of data (Style, Keyboard Set…) you want to open the cor-
responding Select window for. You will be able to rename the files and folder for 
that type of data.

 > Press the FILE button to access the File pages. You will be able to delete 
ordinary files and folders.

3 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.

4 Select the file(s) or folder(s) you want to delete. Keep the SHIFT button 
pressed to select multiple elements.

5 Choose the Delete command from the page menu (   ) to open the Delete 
dialog.

6 Touch the OK button to confirm, or Cancel to stop the procedure.

WARNING: If you confirm, any of the selected items will be deleted!

NOTE: You can’t delete an MP3 file while it is assigned to one of the Players.
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Creating new folders 
or banks

Folder and banks are very similar, but there is a subtle difference between them.

 > Folders are generic containers, that can contain any type of file and folder. 
They are exactly like the folders in a computer’s file system.

 > Banks are specialized containers, organizing Pa5X proprietary data (like 
Styles or Pads) into the internal memory and into reserved KST folders.

  ▪ Create a new folder or bank

1 If you are creating a new folder or bank into an external device, connect the 
device to one of the USB HOST ports.

2 Go to one of the File or Select pages.

 > Touch the type of data (Style, Keyboard Set…) you want to open the cor-
responding Select window for. You will be able to create new banks for that type 
of data.

 > Press the FILE button to access the File pages. You will be able to  create new 
ordinary folders.

3 Browse through the folders. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.

4 When the containing folder is open, choose the New Folder or New Bank com-
mand from the page menu (   ) to open the New Folder or New Bank dialog. A 
new folder will be created inside the current directory. A new bank will be created 
next to the current directory.
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5 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name. 

6 When done editing the name, confirm by touching the OK button under the 
virtual keyboard. Depending on the type of data, the banks may be reorganized 
by alphabetical order.

7 When back at the New Folder or New Bank dialog, touch the OK button to 
confirm, or Cancel to stop the procedure.
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Formatting a drive
The Format function lets you initialize a device. Pa5X uses a PC-compliant device 
format (FAT32).

1 Touch the drive you want to format.

2 Choose the Format command from the page menu (   ).

WARNING: Formatting a storage device deletes all the data it contains!

  ▪ Choose the device to be formatted

1 If you are formatting an external device, connect the device to one of the USB 
HOST ports.

2 Press the FILE button to see the main File page.

3 Touch the Drive button to see the connected drives.

4 In the left column, touch the drive to be formatted.
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5 Choose the Format command from the page menu (   ) to open the Format 
dialog.

6 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name. When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

Since it is a reserved name, you cannot rename the label (name) of the internal vol-
ume (‘KORG DISK’). When formatting the internal drive, the label cannot be edited.

Also, if you try to rename the internal volume when Pa5X is connected to a PC 
through the USB port, the original name will be automatically restored.

Please note that renaming a device, containing MIDI Songs or MP3 Songs used in 
the SongBook, will break the links to the files. We suggest to give the device the 
same name it had before formatting.

7 Touch the OK button to start formatting, or the Cancel button to stop the 
procedure. If you confirm, a warning appears.

8 Touch Yes to confirm, or No to exit.
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Getting information 
on drives and files

Getting information on the selected 
items
You can get information on the select file(s) or folder(s), including size, path, modi-
fication date and protection status.

1 While in any of the File pages, select one or more items. Keep the SHIFT but-
ton pressed to select multiple elements.

2 Choose the Object(s) Info command from the page menu (   ).

3 Touch the OK button to close the dialog.
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Getting information on the selected 
device
You can get information on the selected drive.

1 While in any of the File pages, touch the Drives button to see the drives.

2 Touch one of the connected drives in the left side of the display. If the drives 
are not shown, touch the Root button to see them.

3 Choose the Device Info command from the page menu (   ).

Pa5X will check the health status of the connected devices, and report if there is 
damaged data on it. If there is, please use a personal computer to run a disk scan-
ning utility and try to repair it.

4 Touch the OK button to close the dialog.
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Getting information on the operating 
system
You can get information on the current operating system version. Please check 
our web site to see if a new version is available.

1 While in any of the File pages, choose the System Info command from the 
page menu (   ).

2 Touch the OK button to close the dialog.
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Protecting storage 
devices and files

Protecting the files in the internal drive
You can protect the files in the internal drive (‘KORG DISK’) from saving. This can 
be useful to be sure you have all the necessary data ready during a show.

1 Go to the Settings > Menu > Preferences > Files page.

As an alternative, keep the SHIFT button pressed and press the FILES button to 
open the Preferences > Files page.

2 Select the Protect > KORG DISK checkbox to protect the files from writing.

3 Deselect it to allow writing the files again.
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Protecting any file from writing

  ▪ Protect the files or folders

1 While in any of the File pages, select one or more items in one of the external 
drives and choose the Protect command from the page menu (   ).

2 When the warning message appears, touch Yes to confirm (or No to cancel).

Choosing this command will protect the selected file(s). If you selected a folder, 
all the files it contains will be protected from saving or erasing. The lock icon will 
appear next to the file name(s).

  ▪ Unprotect the files or folders

1 While in any of the File pages, select one or more items in one of the external 
drives and choose the Unrotect command from the page menu (   ).

2 When the warning message appears, touch Yes to confirm (or No to cancel).
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Changing the file 
display preferences

Showing files of unknown type
To make file lists cleaner and easier to browse through, files that cannot be used 
can be hidden when using the File operations.

1 Go to the Settings > Menu > Preferences > Files page.

As an alternative, keep the SHIFT button pressed and press the FILES button to 
open the Preferences > Files page.

2 Select the Unknown Files checkbox to show files of unknown type.
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Backing up and 
restoring the musical 
resources

Backing-up the data from the internal 
memory
We recommend you frequently make a backup copy of all the data in the internal 
memory. This will save your work in case of errors while saving, or any type of 
accidental data loss.

  ▪ Choose the source and target device and folder

1 If you are backing-up to an external device, connect the device to one of the 
USB HOST ports.

2 Press the FILE button to see the main File page.
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3 Touch the Internal button, to see the content of the User area of the internal 
memory. In this situation, all the User files contained in the internal memory are 
selected.

4 While the All folder is selected, choose the Save command from the page 
menu (   ) to open the Save dialog.

5 If no target KST folder has been selected yet, a message will ask you to choose 
or create a new one. See the instructions regarding the Save operations, for de-
tails on how to choose or create a target KST folder.

HINT:WesuggestyoucreateanewKSTfolder.Saveabackupintoanew,blankKST
folder,foreaseofarchvingandretrievingdata.

Touch to choose a target KST folder

Message warning no KST folder has been selected
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6 Once the target KST folder has been selected, its name will appear in the 
Save dialog.

Type of data

Touch to choose a target KST folder

Target KST folder

  ▪ Merge or Replace the data at the destination

Choose whether you want to Merge or Replace the data.

 > If you select the Replace All checkbox, all the existing files of the selected 
type (Style, Keyboard Set…) in the target folder will be replaced by the ones you 
are saving. This can be useful if you want to replace all the data from an older 
backup.

 > If the Replace All checkbox will remain unselected, the files you are sav-
ing will be merged with the ones already existing in the target folder. Only files 
with the same name will be replaced. This can be useful to create an incremental 
backup over an existing one.

WARNING: Please note that replacing will delete all the data being replaced.

  ▪ Save the data

 > Touch the Save button to confirm, or Cancel to stop the procedure. After 
confirming, any item you are overwriting will be deleted.

After saving, please don’t touch anything in the saved KST folder, or the backup 
could be made unusable.

If you want, you can zip the KST folder, to be sure it will be preserved from any 
change.
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Restoring the archived data
You can restore the data you previously backed up into a KST folder. If you want to 
only restore a bank, or individual files, please follow the Load instructions.

  ▪ Choose the data to be loaded

You will select from a drive the data to be loaded into the internal memory.

1 If you are restoring from an external device, connect the device to one of the 
USB HOST ports.

2 Press the FILE button to see the main File page.

Type Selected file (if any)

PagesCurrent pathUpper level (drives or folders 
inside the selected drive)

Current directory (files or 
folders inside the drive or folder 

selected in the upper level)
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3 Touch the Drives button, and browse through the folders to find the KST 
folder where you saved your data. Touch a folder to open it. Touch the Up button 
to close the current folder and see the upper directory. Touch the Root button to 
return to the main directory of the drives.

4 When you find it, touch the KST folder to select it.
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  ▪ Load the data

1 When the KST folder you want to load is selected, choose the Load command 
from the page menu (   ) to open the Load dialog.

Type of dataSource KST folder

  ▪ Merge or Replace the data at the destination

Choose whether you want to Merge or Replace the data.

 > If you select the Replace All checkbox, all the existing files of the selected 
type (Style, Keyboard Set…) in the internal memory will be replaced by the ones 
you are loading. This can be useful to fully restore a particular setup.

 > If the Replace All checkbox will remain unselected, the files you are loading 
will be merged with the ones already existing in the internal memory. Only files 
with the same name will be replaced. This is useful if you want to merge the data 
from different sessions.

WARNING: Please note that replacing will delete all the data being replaced.

2 Touch the Load button to confirm, or Cancel to stop the procedure. After 
confirming, any item you are overwriting will be deleted.
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Restoring the original 
Factory data

You can restore your Pa5X to the same status it was when new, or when you did 
the latest operating system updated. The Factory Restore allows for deleting all  
the User data, or part of them.

Please note that the Factory Restore command leaves the Add-On resources 
untouched, as it happens with Factory-type data.

1 Press the FILE button to access the File pages.

2 Press the MENU button to see the edit menu of the File mode.

3 Touch the Factory Restore button to access the Factory Restore page.

4 Choose if you want to restore all the User data, or just some of them.
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 > Leave the All checkbox selected if you want all the User data to be restored 
to the original status.

 > Deselect the All checkbox, and select only the desired data, if you want to only 
restore some types of data.

5 Touch the Restore button, then confirm.

WARNING: This command will delete from the internal memory all the selected 
types of User data. Be sure to have a copy of the data you want to preserve.

6 When done, a message will appear, confirming the User area in the internal 
memory has been restored.

7 Turn the instrument off, then on again.Propagate to the other manuals.
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Accessing the 
internal drives from 
a personal computer

In order to exchange files, you can access one of the internal drives of Pa5X from 
a personal computer. You don’t need any dedicated driver to connect Pa5X and 
the personal computer.

  ▪ Connect Pa5X to the personal computer

 > Use a standard USB cable to connect the USB DEVICE port of Pa5X to an USB 
port of the personal computer.

  ▪ Enable USB communication

1 Go to the File > Menu > USB Connection page, and use the Device menu to 
choose the internal drive to be shared.

2 Touch the Enable button to start sharing. The icon of the Pa5X’s internal drive 
will appear in your personal computer.
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While USB file transfer is enabled, you cannot access other functions in Pa5X. MIDI 
Over USB is also disabled.

After starting the USB connection, accessing the internal drive from the computer 
may take some time, depending on the size of the internal drive and the amount 
of data it contains.

Do not try to change the label (name) of its internal drive when Pa5X is connected 
to a personal computer. If you try to do it, the original name is automatically re-
stored. This name is reserved and can’t be changed.

Also, do not modify the structure of the KST folders, or you will no longer be able 
to use them on Pa5X. Only use the USB connection for data exchange purpose, or 
to modify ordinary folders.

  ▪ Disable USB communication

1 When finished transferring the files, you can disconnect Pa5X from the per-
sonal computer.

 > On a Windows PC, select the dedicated command by clicking on the USB de-
vice icon (   ) with the right mouse button. 

 > On a Mac, select the USB device icon (   ), then select the Eject command or 
drag the drive icon to the eject icon in the Dock (   ) .

2 In Pa5X, touch the Disable button to disable the USB DEVICE port for file 
transfer, and gain access to all the instrument’s functions.

WARNING: Do not disconnect USB communication before the personal computer 
has really finished transferring files. Sometimes, the on-screen indicator tells the 
procedure has been completed BEFORE it has really finished. Disconnecting USB 
communication (or disconnecting the USB cable) before data transfer has been 
completed may cause data loss.
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Care of the storage 
devices

Pa5X can save most of the data contained in memory to the internal drive, a 
microSD card installed in the dedicated slot, or to external devices (like hard 
drives or USB memory sticks) connected to the USB HOST ports. Here are some 
precautions when handling these devices.

Internal drive write protection
You can protect the internal drive from writing, by using the software protection 
found in the Settings > Menu > Preferences > Files page (Protect > KORG DISK 
checkbox).

Precautions
 > Do not remove a device or move the instrument while the device is operating.

 > In order to avoid losing data in case of damage, make a backup copy of the 
data contained in a device. You can backup your data to a personal computer, and 
from there to a backup unit. You can transfer data from the internal drives of Pa5X 
to a personal computer by using the USB DEVICE connection.

 > Do not leave an USB device connected to the USB ports while carrying the 
instrument, or it may be damaged.

 > Keep the memory devices or the instrument away from sources of magnetic 
fields, for example televisions, refrigerators, computers, monitors, speakers, cel-
lular phones and transformers. Magnetic fields can alter the contents of the de-
vices.

 > Do not keep memory devices in very hot or wet places, do not expose them to 
direct sunlight and do not store them without use in dusty or dirty places.

 > Do not place heavy objects on top of the devices.
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Add-On musical 
resources

The Add-Ons
You can install Add-On packages of musical resources. This will let you add new 
collections of Samples, Sounds, Styles, or other resource into the reserved Local 
area, without having to use the User area. Please read the documentation supplied 
with the Add-On for more information.

Protected and non-protected Add-Ons
Add-On musical resources can be non-protected, or protected via a dedicated 
microSD card (that will act as a protection key). If they are protected, the protec-
tion key must be inserted into the lower microSD slot on the back of the instru-
ment.

Storage area available in the protection key (microSD 
card)
When a microSD card containing a protection key is inserted into the dedicated 
slot, you can also use it as a storage device.

Only a single Add-On at a time can be used
Only a single Add-On can be used at a time. If installing a different Add-On, the 
older one will be replaced.
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Local musical resources
Musical resources added by the Add-On can be accessed from the Local area in 
the various Select windows.

The Local area may however be localized and show a different name, depending 
on the installed Add-On. Please refer to the documentation accompanying the 
Add-On.

Local resources are like Factory ones. You can’t delete or overwrite them.

Protected resource symbol
Protected musical resources are shown with a key symbol (   ) next to the re-
source’s name.

 > Styles and Pads (that are freely organized as single files) only show the key 
symbol after having been selected.

Protected Style

Protected Pads
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 > Sounds and Drum Kits (that are organized in banks) show the key symbol in 
the Select window.



Add-Onmusicalresources |755

Installing, using and removing the Add-
Ons

Installing an Add-On
You install the Add-Ons as any operating system update. Please refer to the docu-
mentation supplied with the Add-On for detailed instructions.

NOTE:Add-OnscanonlybeinstalledinthePa5XINTERNATIONAL.

Getting information on the installed Add-On
You can get information on the installed Add-On in the File > Menu > Add-On 
page. Detailed information may be contained in the documentation supplied with 
the Add-On.
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Removing the installed Add-On
You can deinstall an Add-On. By deinstalling an Add-On, the corresponding re-
sources are removed from the Local area.

Please note that the File > Factory Restore command leaves the Add-On re-
sources untouched, as it happens with Factory-type data.

1 Go to the File > Menu > Add-On page.

2 Touch the Remove button. A message appears, asking you to confirm.

3 After confirming, please turn the instrument off, then on again.
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Possible issues with the installed Add-On

  ▪ Error when preloading resources at startup

In case there was an error while preloading the protected resources when turning 
the instrument on, the ‘Failed to preload’ message appears. Turn the instrument 
off and then on again to see if this can solve the issue.

If the issue is not solved, please try reinstalling the Add-On again. If this doesn’t 
solve this issue, please contact the Add-On’s developer.

  ▪ Protected resources and missing protection key

When the protection key is not found, and there are protected resources in the 
Local area, a warning message appears when turning the instrument on, advising 
about the presence of protected resources, and asking to insert the appropriate 
protection key.

You can either turn the instrument off and install the protection key, or just pro-
ceed and avoid using the protected resources.

If you had protected Styles and Pads assigned to the Players in Settings > Menu 
> General Controls > Startup, they will not sound.
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If you try to select a protected resource without the protection key inserted, you 
can’t actually load it.

 > Resources organized in a reference grid (like Sounds or Drum Kits) appear 
dimmed.

 > Resources that are organized freely (Styles and Pads) appear as regular files, 
but when trying to select them you get an error message.

 > In Sample Edit mode you can’t see the LOC (Local) bank of multisamples or 
drum kits.

If you turn the instrument off and install the protection key, the protected re-
sources will start working again.

As an alternative, in case you don’t plan to use them again in your instrument, you 
can delete the protected resources from the internal memory, by following the 
procedure described above.
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Recording MP3 Songs

Recording an MP3 Song

  ▪ Prepare for recording

 > Either choose a Style or Song, if you want to record them in the new Song. 
You can choose either MIDI or MP3 Songs.

 > Choose a Keyboard Set to assign Sounds to the keyboard.

 > Choose a Mic Preset to add effects to your voice, and a Guitar Preset to add 
effects to the guitar.

 > If you want, set all the other performance parameters (Pads, Chord Sequence, 
Split, Chord Recognition…).

  ▪ Access recording

1 Press the REC/EDIT button to open the Record/Edit menu.
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2 Choose the Audio Rec option to access the MP3 Record page.

  ▪ Set the recording parameters

 > Use the Quality pop-up menu to choose the preferred MP3 audio quality.

The higher the sound quality, the larger the MP3 file that will be generated. 

Please note that MP3 files recorded with lower sampling rates might not sound 
as good as expected. With MP3 files there is always a trade-off between higher 
quality and smaller file size.

Quality Meaning

Highest 256kbps

High 192kbps

Medium 128kbps

 > Use the Unit pop-up menu to choose a drive where to temporary store the 
recorded MP3 file.

This is not the final destination of your file, since you will be able to choose a dif-
ferent location after recording. However, be sure there is enough space for the 
temporary file, by checking the Disk Free Space parameter. The current file size 
is always shown by the File Length parameter.
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  ▪ Record the MP3 Song

1 Touch the REC button in the display to start recording.

The REC button will change to STOP, and the REC indicator will start flashing in 
the top left corner of the display.

2 Start playing your song.

During recording, use the MP3 Record dialog to check the Run Time, File Length 
and the Free Space on the storage device.

  ▪ Exit the MP3 Record dialog without stopping recording

 > If you like, press the EXIT button to exit the MP3 Record dialog and navigate 
through the pages, without stopping to record. 

If you exit from the MP3 Record dialog while recording, a red REC indicator will 
continue flashing in the display.

 > To access the MP3 Record dialog again, and see the file length or stop record-
ing, press the REC/EDIT button again.

  ▪ Stop recording

 > Touch the STOP button in the display to stop recording.
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What can you record into an MP3 Song?
Everything you sing in the microphone, play with the guitar or play on the key-
board; what is generated by the Styles and the MIDI or MP3 Songs performed 
by the Players; the events generated by the Pads effects – everything will be 
recorded.
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Saving the MP3 Song
After having stopped recording, the MP3 Record dialog will allow you to choose 
a location for saving the MP3 file.

1 Touch the Text Edit (   ) button to give the MP3 file a name.

2 Touch the name of the disk to select a storage device where to save the file.

3 Touch the Save button to save the MP3 file.

After saving, you can listen to the MP3 Song with the Players. The MP3 file can 
also be moved to a personal computer for listening or further editing.

Overdubbing MP3 Songs
MP3 Songs are compressed audio. Compression replaces the original audio 
stream with encoded audio, taking less space while preserving high sound qual-
ity. Overdubbing is the process of recording audio over existing audio.

When overdubbing an MP3 Song in MP3 Record mode, you recompress a com-
pressed file, and artifacts will be amplified. If you transpose the MP3 Song, 
pitch-shifting artifacts will be added and further degrade the resulting audio.

It is suggested to compose using the internal Sounds and MIDI Songs. You can 
transpose and overdub MIDI Songs without any audio degradation. When done 
with your song, you can record it as an MP3 file.
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The Song Record/Edit 
mode

Accessing the Song Record/Edit mode
You can record and edit MIDI Songs in Song Edit mode. Pa5X includes a 16-track 
MIDI sequencer.

1 If you want to edit an existing MIDI Song, assign it to Player 1. Be sure this 
Player is selected.

2 Press the REC/EDIT button on the control panel to see the Record/Edit menu.
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3 Touch the Song Edit button in the menu, and confirm if you agree to lose any 
unsaved changes. The main page of the Song Edit mode will appear.

Record parameters Song name Song position, Tempo, Meter

Tracks Track Select button

4 Press the MENU button on the control panel, and touch one of the buttons to 
choose the corresponding edit section of the Song Edit mode.

5 Press the EXIT button on the control panel to return to the main page of the 
Song Edit mode.
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Listening to the Song
While in the Song Edit mode, you can use the Player 1 controls to listen to the 
Song. However, please remember that a track is always selected for recording, so 
anything you’ll play on the keyboard will be recorded, and may damage the Song.

You can also mute and solo each track, by using the dedicated Mute (   ) and 
Solo (   ) buttons.

To deactivate the Solo from all the tracks, you can also choose the Disable Solo 
command from the page menu (   ).

Saving the MIDI Song
When finished editing the Song parameters, choose the Save Song command from 
the page menu (   ) to save the Song. More details on saving Song at the end of 
this section.

Exiting the Song Edit mode
To exit from the Song Edit mode, press the EXIT or the REC/EDIT button again. 
In case there are unsaved data, a message will warn you.
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Recording MIDI Songs

Preparing to record

Setting the Record parameters
While in the Edit Song > Main page, you can record a MIDI Song made of up to 16 
MIDI tracks.

When you enter the Multitrack Sequencer mode, you could simply start recording. 
However, there are some additional settings that you might want to do.

  ▪ Setting the recording mode

Recording can happen by overdubbing existing data, or overwriting them.

 > Use the Rec Mode pop-up menu to choose the Overdub or Overwrite record-
ing mode.

Recording Mode Meaning

Overdub Thenewlyrecordedeventswillbemixedtoanyexistingevents.

Overwrite Thenewlyrecordedeventswillreplaceanyexistingevents.
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  ▪ Setting the recording resolution

You can use automatic rhythm correction while recording.

 > Set the recording Resolution.

Resolution Meaning

High Noquantizationapplied

(1/32)… (1/8)
Gridresolution,inmusicalvalues.Forexample,whenyouselect1/16,
allnotesaremovedtothenearest1/16division.Whenyouselect1/8,all
notesaremovedtothenearest1/8division.The1/12and1/24values
aretriplets.

No quantization

1/16

1/8

  ▪ Setting the Tempo mode and the metronome click

You can set the Tempo mode, and turn on the metronome click.
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 > Use the Tempo Mode pop-up menu to choose the way Tempo events will be 
recorded.

Tempo Mode Meaning

Manual Manual reading. The latestmanual Tempo setting (made using the
TEMPObuttons) is considered thecurrentTempovalue.NoTempo
changeeventswillberecorded.Thisisveryusefulwhenyouwantto
recordtheSongatamuchslowerspeedthantheactualTempo.

Auto Autoreading.TheSequencerplaysbackalltherecordedTempoevents.
NoTempochangeeventsarerecorded.

Record All Tempo changesmade during recording will be recorded to the
MasterTrack.Tempoisalwaysrecordedinoverwritemode(olddatais
replacedbythenewdata).

 > Select the Metronome checkbox to turn on the metronome click.

  ▪ Setting the Tempo and Meter value

You can set the Tempo value and the starting Meter of the Song.

 > Use the BPM (Beats Per Minute) parameter to change the Tempo value.

 > Use the Meter parameter to change the Meter (or Time Signature). Please 
note that you can only change this value before recording anything.
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Choosing the Sounds

  ▪ Choose the Sounds from the Main page

You choose the Sounds directly from the Song Edit > Main page.

1 Touch the track whose Sound you want to change.

2 Touch the name of the corresponding Sound to open the Sound Select win-
dow.

3 Choose a Sound, then press the EXIT button to return to the Song Edit > 
Main page.

4 Repeat the same procedure with all the other tracks.

  ▪ Choose the Sounds from the Mixer page

You choose the Sounds going to the Song Edit > Mixer page.

1 Touch the Mixer (   ) button to go to the Song Edit > Mixer page.

2 For each track, touch the name of the corresponding Sound to open the Sound 
Select window.

3 Choose a Sound, then press the EXIT button to return to the Song Edit > 
Main page.
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Recording

First-take recording

  ▪ Choose the starting position

You can choose the measure from which start recording.

 > Use the M(eaure) parameter to choose the measure from which to start re-
cording.

Please note you can only select one of the existing measures in the Song. If the 
Song is still empty, you can only choose the first measure.

  ▪ Select the track to record

 > While in the Edit Song > Main page, touch the track to be recorded. Its indica-
tor will change to red.
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  ▪ Start recording

1 Press the PLAY/STOP (   ) button to start recording.

A 1-measure precount will play before the recording actually begins. When it 
begins, record freely.

2 When finished, press the PLAY/STOP (   ) button to stop recording.

3 Select a different track, and go on recording the whole Song, one track at a 
time.

Second-take recording
You may want to record additional events, or replace a previously recorded track. 
If so, repeat recording.

  ▪ Prepare to record

1 While in the Song Edit > Main page, touch the track to be recorded.

2 Use the M(easure) parameter to choose the measure from which to start re-
cording.

3 Use the Rec Mode pop-up menu to choose the Overdub or Overwrite record-
ing mode. Choose Overdub if you want to add events to the same track, Overwrite 
if you want to replace recorded data.

Overdub is useful, for example, when recording different percussive instruments 
in subsequent cycles.

  ▪ Start recording

1 Press the PLAY/STOP (   ) button to start recording.

A 1-measure precount will play before the recording actually begins. When it 
begins, record freely.

2 When finished, press the PLAY/STOP (   ) button to stop recording.
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Saving the Song
When done recording, you should save the Song.

1 Choose the Save Song command from the page menu (   ) to open the Save 
Song dialog.

2 Choose a location where to save the Song.

More details are in Saving the MIDI Songs on page 785.
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The Mixer and the 
Effects

You can edit the Mixer and Effect parameters by going to the Song Record > Menu 
> Mixer/FX pages.

You can also jump to this page by touching the Mixer (   ) button in the Song 
Edit > Main page.

The editable parameters are exactly the same explained for the Home mode. See 
The Mixer on page 371.
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The Track parameters
You can edit the Song Track parameters by going to the Song Record > Menu > 
Track Controls and to the Song Record > Menu > Drum Editor pages.

The editable parameters are exactly the same explained for the Home mode. See 
The Track parameters on page 425.
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Editing the MIDI 
events

The Event Edit page
The Event Edit is the page where you can edit each single MIDI event of the se-
lected track. You can, for example, replace a note with a different one, or change 
its playing strength (that is, velocity value).

You can edit the MIDI events by going to the Song Record > Menu > Event Edit 
pages.

b. Jump to 
the event 

at the 
current 

position

c. Edit the 
events

a. Choose 
the track 

to edit
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The Event Edit procedure
Here is the general procedure to follow for the event editing.

  ▪ Filtering the events shown

 > Go to the Song Edit > Menu > Event Edit > Filter page to select the events 
to hide.

Filter Meaning

Note/RXNoise NotesandRXNoiseevents

ProgramChange ProgramChangeevents

ControlChange ControlChangeevents

Tempo/Meter TempoandMeter(timesignature)

Aftertouch Mono(Channel)Aftertouchevents

PolyAftertouch PolyphonicAftertouchevents

PitchBend PitchBendevents
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  ▪ Edit the events

1 Go back to the Song Edit > Event Edit > Event Edit page.

2 Use the Track pop-up menu to select the track to edit. When this parameter 
is selected, you can use the DIAL or UP/DOWN buttons to quickly explore the 
tracks.

The list of events contained in the selected track will appear in the display. Some 
events at the beginning of the track, as well as the ‘End Of Track’ event (marking 
its ending point) cannot be edited, and appear dimmed.

The Tempo track contains the initial Tempo, Meter and Key Signature events.

The Master track contains Volume and Tuning events.

3 Scroll though the various events by using the vertical scrollbar.

4 Touch the event to be edited, and edit it.

Measure/
Position

Type Value 1 Value 2 Duration/
Length

 > Select the M (Measure), and use the DIAL or UP/DOWN buttons to change 
event’s position.

 > Select the Type parameter, and use the the DIAL or UP/DOWN buttons to 
change the event type.
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 > Select the Value 1 and Value 2 parameters, and use the DIAL or UP/DOWN 
buttons to edit them. In case of numeric values, you can also touch them twice to 
open the numeric keypad.

Event Type Value 1 Value 2

Ordinary tracks (1-16)

Note Notename Velocity

RXNoise Notename Velocity

Program ProgramChangenumber –

Control ControlChangenumber ControlChangevalue

PitchBend Bendingvalue –

AfterTouch Mono(Channel)Aftertouchvalue –

PolyAfterTouch NotetowhichtheAftertouchis
applied

PolyAftertouchvalue

Tempo track

Tempo Tempochange –

Meter Meter(timesignature)change(a) –

KeySign KeySignature(b) –

Master track

Volume MasterVolumevalue –

Scale OneoftheavailablepresetScales RootnotefortheselectedScale

UserScale Alterednote Notealteration(c)

QuarterTone Alterednote Notealteration(0,50)(c)

QTClear ResetofallQuarterTone(QT)
changes

–

(a).Meterchangescan’tbeeditedorinsertedseparatelyfromameasure.ToinsertaMeter
change,usetheInsertfunctionintheEditsectionandinsertaseriesofmeasureswiththenew
meter.Existingdatacanthenbecopiedorenteredtothesemeasures
(b).ThisisthekeysignatureshownintheScore.Ifthiseventismissing,theScorewillbeshown
asifitwasinthekeyofCMajor.
(c).ToeditUserScaleandQuarterTonesettings,selectthefirstvalue,thenselectthescale’s
degreetoedit.Editthesecondvaluetochangethetuningoftheselectednoteofthescale.

 > If a Note event is selected, select the D (Duration/Length) parameter, and 
use the DIAL or UP/DOWN buttons to change the event’s length.
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  ▪ Jump to a different measure

1 Touch the Go/Catch button to go to a different measure. The Go To Measure 
dialog will appear:

2 Enter a target measure and touch OK to confirm The first event available in 
the target measure will be selected.

  ▪ Insert events

1 Touch an even at the position where you want to insert a new event.

2 Touch the Insert button to insert an event at the current position. A Note 
event with default values will be inserted.

3 Edit the event type and values as needed.

  ▪ Delete events

 > Select an event, then touch the Delete button to delete it.

  ▪ Edit other tracks

 > When editing is complete, select a different track to edit.

  ▪ Exit Event Edit

 > When finished editing the Song, press the EXIT button to go back to the Song 
Edit > Main page. As an alternative, you can press the MENU button to jump to 
any other Edit Song page.
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Saving the MIDI Songs
Save the Song after recording or editing. If it is not saved, changes will be lost 
when exiting the Edit Song mode.

1 While in Song Edit mode, choose the Save Song command from the page 
menu (   ) to open the Save Song dialog.

Song name

Touch to open the 
Select window and 
choose a target 
path

  ▪ Save over the same Song

 > If you want to overwrite the current Song, just touch the Save button.

  ▪ Rename the Song

While in the Save Song dialog, you may change the name of the Song.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.
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  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) button in 
the Save Song dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Browse through the folders, and choose a directory where to save the Song.

3 To save a new file, don’t touch any of the Songs in the folder. On the contrary, 
if you want to overwrite one of the existing elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Song dialog, confirm the Save operation by touching 
the Save button.

A Standard MIDI File will be created in the target storage device. The file will have 
a .mid extension.

A setup measure, containing various Song initialization parameters, will be in-
serted at the beginning of the Song.
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Overview on the Style 
and Pads

Styles and Pads are music patterns automatically played by the Pa5X’s internal 
arranger when you play a chord, to give you a live backing.

KORG supplies a huge amount of professionally crafted Styles and Pads with 
Pa5X. However, you are free to customize them, or to create totally new Styles 
and Pads on your own.

Styles and Pads share most of the same structure and recording/editing opera-
tions. Here is how they are made.

How Styles are made

Tracks and virtual musicians
A Style can be played by up to eight different virtual musicians. Each one is re-
corded in a track. They are Bass, Drum, Percussion, and five Accompaniment 
tracks (for strings, guitar, piano or other instruments).

Drum and Percussion tracks are not transposed. The Bass track is dedicated to 
the harmony root. You can freely choose the type of track (see Editing the track 
type, trigger, tension on page 854).

There may be a special Guitar track, that you can program with a dedicated editor 
(see Recording a Guitar track on page 822).

Each track can play music patterns organized into Style Elements (SE) and Chord 
Variations (CV).
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Style Elements (SE)
A Style is made of a series of Style Elements (Intro, Variation, Fill, Ending…), each 
one corresponding to a section of a song. Variations can be used for Verses and 
Choruses, but also for Bridges and improvisational passages.

The Style Elements can be selected:

 > By using the corresponding STYLE ELEMENT buttons in the lower-left area 
of the control panel.

 > By touching the corresponding buttons in the Style Elements page in the 
display (accessed by pressing the STYLE ELEMENT / MARKER button in the 
upper-right area of the control panel).

 > Automatically selected by the Auto Fill function.
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Chord Variations (CV)
Each Style Element includes the Chord Variations. Each Style or Pad track can 
have different Chord Variations. When you play in the chord recognition area, 
the arranger scans the keyboard and detects which chord you are playing. Then, 
depending on the selected Style Element, it chooses for each track the correct 
Chord Variation to be played for the recognized chord.

For example, if you play a C Major while Variations 1 is selected, the arranger will 
select the Chord Variation corresponding to the C Major chord for Variation 1. If 
you play the same chord while Fill 2 is select, the arranger will select the Chord 
Variation corresponding to the C Major chord for Fill 2.

Chord Variation Table
How each Chord Variation is associated to the recognized chord is decided by the 
Chord Variation Table. Each Style Element Track contains a freely programmable 
Chord Variation Table, that has the following structure:

Recognized Chord Chord Variations (CV)

Variation 1-4 Intro 1-3, Fill 1-4, Break, 
Ending 1-3

Major

CV1–CV6 CV1–CV2

6

M7,♭5, M7(♭5)

sus,sus2,M7sus

m

m6

m7,m7(♭5),m(M7)

7,7(♭5),7sus4

dim,dim7,dim(M7)

♯5

7(♯5),M7(♯5)

omit3,omit5
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Chords
After deciding what Chord Variation to play (according to the Chord Variation 
Table), the arranger triggers the right pattern for each track. Since each pattern is 
written in a particular key (for example, C Major, G Major or E minor), the arranger 
transposes it according to the scanned chord. Notes in the pattern are carefully 
transposed, to make them work fine with all the recognized chords.

What happens when you play a chord
To summarize, when you play a chord in the chord recognition area, the arrang-
er checks which Style Element is in use, then determines which Chord Variation 
should be used for the recognized chord in a track. Then, the patterns of that 
Chord Variation are transposed to match the recognized chord. And so on every 
time you play a chord.

What to record in a Style
Recording a Style means recording Chord Variations for each track, and doing so 
for each of the Style Elements.

You don’t have to record all the available Chord Variations for all the tracks and 
Style Elements. Often you only need to record a single Chord Variation for each 
Style Element.

Exceptions are the Intro 1 and Ending 1, where we suggest to record a Major and 
minor Chord Variations.
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The Style structure
To explain the Style structure, we can use a tree structure, as shown in the fol-
lowing diagram:

Drum
Perc
Bass
Acc1
Acc2
Acc3
Acc4
Acc5

Style Element:
Variation 1

Tracks
Recognized

Chords

CVT (Chord Variation Table)

CV1
CV2
CV3
CV4
CV5
CV6

M
m
7
6
sus
dim
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How Pads are made

The Pads
A Pad is basically a single-track, single Style Element Style. Most of what applies 
to Style recording also applies to Pad recording. There are two different catego-
ries of Pads: Loop-type (   ) and One Shot-type (   ).

Pad type Meaning

Loop Cyclingsingle-trackpatterns,thatcanbetransposedbyplayingdiffer-
entchordsonthekeyboard–exactlyasaStyletrack.Theycanalsobe
Drumtracks,thatwillnotbetransposed.

OneShot Singlehits.Whiletheyaremostlyusedasnon-transposingevents,they
canalsobetransposingnotesorchords.Basically,theyaresingle-note
orsingle-chordpatterns(seebelow).

Each Pad is made up of up to six smaller units, called Chord Variations (CV). Each 
Chord Variation is assigned to a single track (the Pad track).

Exactly as with the Styles, when playing a chord in the chord recognition area, 
the corresponding Chord Variation is recalled. Recognized chords are associated 
to a Chord Variation by means of the Chord Variation Table. Each Pad contains a 
Chord Variation Table.

The Pad structure
The Pad structure is the same of a single-track Style Element, as shown in the 
following diagram:

Pad Pad Element

Track
Recognized

Chords

CVT (Chord Variation Table)

CV1
CV2
CV3
CV4
CV5
CV6

M
m
7
6
sus
dim
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What to record in a Pad
Recording a Pad means recording Chord Variations for the Pad track. You don’t 
need to record all Chord Variations. It is often only needed to record just a single 
Chord Variation.

Recorded MIDI data
When recording Styles and Pads, non-supported events are filtered out. Here are 
the allowed events.

Recorded MIDI data CC#

Note

RXNoise

PitchBend

ChannelAfterTouch

Modulation1(JoystickY+) 01

Breath/Modulation2(JoystickY–) 02

Pan 10

Expression 11

CC#12 12

CC#13 13

Ribbon 16

Damper(Hold1) 64

FilterResonance(HarmonicContent) 71

ReleaseTime 72

AttackTime 73

LowPassFilterCutoff(Brightness) 74

CC#80(Pa5XSoundController1) 80

CC#81(Pa5XSoundController2) 81

CC#82(Pa5XSoundController3) 82

A/BMasterFX1(reverb)sendlevel 91

A/BMasterFX2(modulation)sendlevel 93

A/BMasterFX3(free)sendlevel 94
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The Style and Pad 
Record/Edit modes

Accessing the Style Record/Edit mode
You can edit and save the User Styles. Factory Styles are protected. If you access 
editing with a Factory Style, a temporary copy is automatically created in memory, 
and you will then be prompted to save it into a new User Style.

1 If you want to edit an existing Style, assign it to the selected Player.

2 Press the REC/EDIT button on the control panel to see the Record/Edit menu.
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3 If you want to edit the current Style, touch the Style Edit button in the menu. 
If you want to create a new Style, touch the New Style button in the menu , and 
confirm if you agree to lose any unsaved changes. In both cases, the main page 
of the Style Edit mode will appear.

Style nameParameters Measure, Beat, Tempo

Mixer

4 Press the MENU button on the control panel, and touch one of the buttons to 
choose the corresponding edit section of the Style Edit mode.
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5 Press the EXIT button on the control panel to return to the main page of the 
Style Edit mode.

Saving the Style
When finished editing the Style, choose the Save Style command from the page 
menu (   ) to save the Style. More details on saving Styles at the end of this 
section.

Exiting the Style Edit mode
To exit from the Style Edit mode, press the EXIT or the REC/EDIT button again. 
A message will warn you that any unsaved data will be lost.
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Accessing the Pad Edit mode
You can edit and save the User Pads. Factory Pads are protected. If you access 
editing with a Factory Pad, a temporary copy is automatically created in memory, 
and you will then be prompted to save it into a new User Pad.

1 If you want to edit the Pads contained in an existing Style, assign it to the se-
lected Player. If you want to edit the Pads contained in a SongBook Entry, select it.

2 Press the REC/EDIT button on the control panel to see the Record/Edit menu.

3 If you want to edit one of the selected Pads, touch the Pad Edit button in the 
edit menu. You are asked to choose one of the four Pads from the Select Pad to 
Edit window. Touch the Pad you want to edit.

4 If you want to create a new Pad , touch the New Pad button in the edit menu.
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5 The main page of the Pad Edit mode will appear.

Pad nameChord Variation parameters Measure, Beat, Tempo

Chord and NTT parameters

6 Press the MENU button on the control panel, and touch one of the buttons to 
choose the corresponding edit section of the Pad Edit mode.

7 Press the EXIT button on the control panel to return to the main page of the 
Pad Edit mode.
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Saving the Pad
When finished editing the Pad, choose the Save Pad command from the page 
menu (   ) to save the Pad. More details on saving Pads at the end of this section.

Exiting the Pad Edit mode
To exit from the Pad Edit mode, press the EXIT or the REC/EDIT button again. A 
message will warn you that any unsaved data will be lost.
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Listening to the Style or Pad

Testing chords
While in Style/Pad Edit mode, the keyboard can play chords to drive the recorded 
musical patterns. You can do it in any edit page, apart for the Main and Event 
Edit ones.

Listening to the results
1 Press the MENU button, and go to one of the edit pages (apart for the Main 
and Event Edit one).

2 Press the PLAY/STOP (   ) button and play some chords to check how it 
works. Press the PLAY/STOP (   ) button again to stop playback.

3 If you want to continue recording, press the EXIT button, and return to the 
Main page of the Style/Play Edit mode.
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Choosing the Style 
and Pad Sounds

Style Sounds, Style Element Sounds
You can assign Sounds to the Style as a whole, and they will not change when 
changing Style Element (for example, when going from Variation 1 to Variation 
2). These are the Sounds that you can assign while in the Home mode.

Or, you can assign different Sounds to each Style Element, to let them change 
when choosing a different Style Element. If you want to assign different Sounds 
to a Style Element, you can do it in the Style Edit mode.

Assigning Sounds to the Style

Choosing Sounds for the Style as a whole
The Sounds you assign to the Style while in the Home mode will be the main ones 
used by the Style. They may be overridden by Sounds assigned to each Style 
Element, as described in the next pages.

Having a single Sound assigned to a track for the whole Style is like having each 
player in a band playing the same instruments for the whole song, as it usually 
happens in a live gig. It is the recommended way, since it is also the easiest way to 
deal with the insert effects and EQ.

Please note that any change can only be saved into a User Style. If you want to 
customize a Factory Style, you can access editing with it, but will then be prompt-
ed to save to a User Style.
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  ▪ Assign Sounds to the Style tracks

1 With the User Style to be edited assigned to Player 1, go to any of the edit 
pages where the Sound names are shown. For example, go to the Home > Menu 
> Mixer/FX > Main page.

2 Touch the TRACK SELECT button in the bottom right corner to switch to the 
Style Sounds. The name of the button will change to Style.
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You will now see the name of the Sounds assigned to the Style tracks.

3 Touch the name of the Sound to open the Sound Select window, and choose 
a Sound for the track. When done, press the EXIT button to return to the current 
page.

  ▪ Save the assigned Sounds

 > When done assigning the Sounds to each track of the Style, save the changes 
by choosing the Save Style from the page menu (   ).

Drum and Percussion Kits
Drum Kits (including Percussion Kits) are special Sounds, where each note of the 
keyboard is a different percussive instrument. To preserve the kit’s mapping, 
Drum Kits are not affected by transposition. Usually, you will assign Drum Kits 
to the Drum and Percussion track.

Digital Drawbars and the Style tracks
Digital Drawbars are special Sounds emulating the classic tonewheel organs. 
Settings for the Digital Drawbars assigned to the Style tracks are saved in the 
Style, and may be considered the equivalent of an organ’s preset. You can have 
a single Digital Drawbars Sound for all the Style tracks. You can assign the same 
Digital Drawbars Sound to more Style tracks at once.
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Assigning Sounds to the Style Elements

Choosing Sounds for each Style Element
You can assign different Sounds to each Style Element. This will allow, for ex-
ample, to have an acoustic guitar as the accompaniment for Variation 1 (that will 
be used for a Verse), and an electric guitar for Variation 2 (that will be used for 
the Chorus).

  ▪ Choosing a Sound from the Style Edit > Main page

1 Go to the Style Edit > Main page.

a. Select a track

b. Choose 
a Sound

2 Use the Element parameter to choose a Style Element. As an alternative, 
press the corresponding button on the control panel to select one of the Style 
Elements (INTRO 1 … ENDING 3).

3 Touch the track to be selected in the mixer area.

4 Touch the name of the Sound to open the Sound Select window, and choose 
a Sound. When done, press the EXIT button to return to the current page.

5 Repeat the same operation for other tracks and Style Elements.
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  ▪ Choosing a Sound from other edit pages

The Sounds can be also chosen from any page of the Style Edit mode, where the 
name of the Sounds appear. For example, let’s see how to do it in the main Mixer/
FX page.

1 Go to the Style Edit > Menu > Mixer/FX > Main page.

2 Press the corresponding button on the control panel to select one of the Style 
Elements (INTRO 1 … ENDING 3).

3 Touch the name of the Sound to be replaced, to open the Sound Select win-
dow, and choose a Sound. When done, press the EXIT button to return to the 
current page.

4 Repeat the same operation for other tracks and Style Elements.
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Assigning a Sound to the Pad
Pads only have a single Style Element and track, so there is a single Sound for the 
whole Pad.

1 Go to the Pad Edit > Main page.

2 Touch the name of the Sound to open the Sound Select window, and choose 
a Sound. When done, press the EXIT button to return to the current page.
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Mixing the Sounds and the Effects
Mixing the Style Sounds and adding the Effects can be done in the same way seen 
for all the other types of Sounds. For more details, see The Mixer on page 371 
and The Effects on page 393.
1 To access the Mixer and the Effect, go to the Style/Pad Edit > Menu > 
Mixer/FX pages.

You can also jump to this page by touching the Mixer (   ) button in the Style/
Pad Edit > Main page.

2 Edit the mixer and effect parameters. Please note that Styles and Pads make 
use of the FX Group A.
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Recording the Styles 
or Pads in realtime

Setting the recording parameters

Choosing what to record

  ▪ Choosing the Style track, Style Element and Chord Variation

With Styles, you record one or more Chord Variations for each Style track, inside 
a Style Element. This is the musical pattern you listen when playing a chord.

Pads are made of a single Pad Element and a single Pad track, so you only have 
to choose the Chord Variation.

1 Go to the Style/Pad Edit > Main page.

2 With Styles, choose the Style track to be recorded.

3 With Styles, use the Element pop-up menu to choose a Style Element. As an 
alternative, press the corresponding button on the control panel to select one of 
the Style Elements (INTRO 1 … ENDING 3).

Each Style Element corresponds to a button on the control panel carrying the 
same name. After selecting a Style Element, select a Chord Variation for actual 
editing (see below).

Style Element Meaning

Intro1…End3 SelectedStyleElement
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4 Choose the Chord Variation to be recorded, and set the recording parameters.

With Styles:

With Pads:

 > Use the Chord Var pop-up menu to choose a Chord Variation inside the se-
lected Style/Pad Element.

When the name of a Chord Variation is in lowercase and in round brackets, like 
(cs1) or (cs6), the Chord Variation is empty.

Style Element Chord Variation

Var1,Var2,Var3,Var4 CV1…CV6

Intro1,Intro2,Intro3,Fill1,Fill2,Fill3,Fill4,Break,
Ending1,Ending2,Ending3

CV1…CV2

Pad Element Chord Variation

Pad’ssingleElement CV1…CV6

  ▪ Adjusting the total Chord Variation length

 > Use the CV Length (Chord Variation Length) parameter to set the length of 
the Chord Variation (in measures).

The maximum length of the selected Chord Variation can be 32 measures. When 
playing a Style or Pad, this will be the overall length of the musical pattern.

You can only edit this parameter if the Chord Variation is still empty.
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Tempo, Meter, Resolution

  ▪ Setting the recording Tempo

While recording, you might want to use a different Tempo than the one saved in 
the Style. This alternative value will allow you, for example, to record at a slower 
speed, or to experiment with different values while listening what you recorded.

When playing Pads in Home mode, their Tempo is always that of the current Style 
or MIDI Song. While in record, you can choose a slower Tempo, to make recording 
easier.

 > Use the BPM parameter to set the recording Tempo value.

As an alternative, use the TEMPO buttons to change the recording Tempo.

This value will be saved in the Style, but not in the Pad.

HINT:IncaseyouwanttocreateTempovariationsinaStyle,insertTempoScaling
eventsintheDrumTrack(StyleEdit>EventEditpage).PadsalwaystakeTempo
valuesfromtheStyleorMIDISongassignedtothesamePlayer.

  ▪ Choosing the Meter of the Style Element or Pad

Each Style Element can have a different Meter/Time Signature. The Meter can 
only be changed when the Style Element is empty, with nothing already recorded 
in it.

This doesn’t apply to Pads, that are made of a single Element.

1 Use the Meter parameter to set the Meter (Time Signature) of the Style 
Element or Pad.

You can only edit this parameter if the Style Element or Pad is still empty.
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2 Start recording, and the meter will be recorded into the selected Style 
Element or the Pad.

If you want to change the Meter after having recorded something, you will have to 
delete all the Chord Variations in the current Style Element or Pad. You can do it 
either with the Delete Current Chord Variation command in the Main page of the 
Style/Pad Edit mode, or by using the Style/Pad Edit > Menu > Style/Pad Edit > 
Cut Measure function.

  ▪ Choosing the Resolution

 > Use the Resolution parameter to set quantization during recording.

Quantization is a way of correcting timing errors; notes played too soon or too 
late are moved to the nearest axis of a rhythmic grid, set with this parameter, thus 
playing perfectly in time.

Resolution Meaning

High Noquantizationapplied

(1/32)… (1/8)
Gridresolution,inmusicalvalues.Forexample,whenyouselect1/16,
allnotesaremovedtothenearest1/16division.Whenyouselect1/8,
allnotesaremovedtothenearest1/8division.The1/6,1/12and1/24
valuesaretriplets.

No quantization

1/16

1/8
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Synchronizing

  ▪ Cue mode for the Style and Pad Element

You can decide how a Variation or Fill Style Element will enter after having been 
selected.

 > Go to the Style/Pad Edit > Main page, and use the Cue mode pop-up menu 
to choose the way the Style/Pad Element will enter.

Cue mode Meaning

Immediate,first
measure

TheStyleElemententersimmediately,andbeginsfromthefirstmea-
sure.OnlyavailableonFills.

Immediate,current
measure

TheStyleElemententers immediately,andbeginsfromthecurrent
measure.OnlyavailableonFills.

Nextmeasure,
beginning

TheStyleElemententersatthebeginningofthenextmeasure,and
beginsfromthefirstmeasureofthenewpattern.Availableonboth
FillsandVariations.

Nextmeasure,
currentmeasure

TheStyleElemententersatthebeginningofthenextmeasure,and
beginsfromthecurrentmeasure.OnlyavailableonVariations.

Immediate,beginning TheStyleElemententersimmediately,andbeginsfromthefirstmea-
sureofthenewpattern.OnlyavailableonFills.

Nextbeat,beginning TheStyleElemententersatthenextbeat.OnlyavailableonFills.
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Choosing the original key/chord and the note 
transposition table
You will record the musical patterns in a particular key (say, C), matching a chord 
type (say, Major). You will then specify the chord root and type used by each track, 
to let the arranger transpose the recorded patterns to any other key.

  ▪ Accessing the key/chord and note transposition table

1 Go to the Style/Pad Edit > Main page.

2 Select a Style track to be edited. Please note that these parameter do not 
apply to the Drum and Percussion tracks.

With Styles:

With Pads:
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  ▪ Choosing the Original Key/Chord for the selected track

 > Use the Chord > Root and Chord > Type pop-up menus to define the original 
key/chord root and chord type for the selected Style track (or the Pad track) in 
the current Chord Variation.

When playing this exact chord, the recorded patterns will play without any trans-
formation. No transposition, no processing will be applied.

When you select a track, the original key/chord assigned to the selected track will 
be shown. All recorded tracks will play back on that same key/chord. For example, 
if the original key/chord for the Acc1 track is A7th, when selecting the Acc1 track 
all the other tracks will play on the A7th key/chord.

In the example above, you will record the Acc1 track in the AMajor key, with notes 
pertaining to the A7th scale. This exact pattern will be recalled when an A7th 
chord will be recognized.

HINT:ToconformtoKORGspecifications,itisadvisabletorecordboththeMajor
andminorChordVariationsfortheIntro1andEnding1StyleElements.

  ▪ Choosing an NTT for the selected track

 > Use the Note Transposition Table > Type and Table parameters to choose an 
NTT (Note Transposition Table) for the selected Style track (or the Pad track) of 
the current Chord Variation.

An NTT is a set of sophisticated algorithms that lets the arranger know how to 
transpose pattern notes, when a chord that does not match the original chord of 
a Chord Variation is recognized.

For example, if you only recorded a Chord Variation for the CMaj chord, when a 
CMaj7 is recognized on the keyboard the arranger will transpose some notes to 
create the missing 7th.

NTT parameters are not used by Drum and Percussion tracks, and are therefore 
dimmed when selecting these tracks.
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There are two types of NTTs, conceived for different cases:

NTT Type Description

Parallel Allnotesaretransposed.Thesetablesareideallysuitedtomelodyparts.

as written as played back

Fixed Thearrangermovesasfewnotesaspossible,makinglegatolinesandchord
changesmorenatural.Theyareideallysuitedtochordtracks(piano,strings,
pads,etc...).

as written as played back
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These are the NTT Type/Table combinations:

NTT Type NTT Table Description

Parallel Root Therootnote(inCMaj=C)istransposedtothemissingnotes.

As recorded When playing a C7

Parallel Fifth The5thnote(inCMaj=G)istransposedtothemissingnotes.

As recorded When playing a C7

Parallel i-Series Alloriginalpatternsmustbeprogrammedon the “Maj7”or
“min7”chords.WhenloadingoldKORGi-SeriesStyles,thisop-
tionisautomaticallyselected.

As recorded When playing a C When playing a C7

Parallel NoTranspose Thechordshapeisnotmodified,andismovedtothenewkey
unchanged.Thepatternplaysexactlytherecordednotes,and
ismovedtothenewkeyasitis.Thisisthestandardsettingof
Intro1andEnding1inKORG’soriginalStyles(whereachord
progressionisusuallyrecorded).

Fixed Chord Thistablemovesasfewnotesaspossible,makinglegatolines
andchordchangesmorenatural.It isideallysuitedtochord
tracks(strings,pianoetc...).ContrarytotheParallelmode,the
programmedchordalwaysstaysintheproximityitsoriginalpo-
sition,lookingforcommonnotesbetweenthechords.

Fixed NoTranspose The programmed notes are never transposed when chords
are changed. They can’t even be transposed by theMaster
Transpose.

To conform to KORG specifications, it is advisable to set the NTT to ‘Parallel/No 
Transpose’ on the Intro 1 and Ending 1.



818| RecordingandeditingtheStylesandPads

Recording the Style or Pad
After having chosen the Style track, Style Element and Chord Variation, go on 
recording. Be sure to be in the Main page or the Style Edit or Pad Edit mode.
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Using the metronome
 > Use the Metro checkbox to turn the metronome on or off while recording.

 > As an alternative, use BUTTON #9 (Metro) while the CONTROL section is in 
STYLE/SONG mode.

Recording

  ▪ Select the Style track to record

 > While in the Style Edit > Main page, touch the track to be recorded. The red 
Record (   ) icon will appear.

The Pad track is always enabled for recording.

  ▪ Record

1 Press the PLAY/STOP (   ) button to start recording.

A 1-measure precount will play before the recording actually begins. When it 
begins, record freely.

While recording, the notes can be recorded and played back over the full keyboard 
range. The Local Control parameter is automatically set to On, to allow playing 
on the keyboard.

2 Recording will happen in cycle. The pattern will last for some measures, ac-
cording to the CV Length value, then will start again from the beginning.

At any subsequent cycle, you can add notes and overdub the previous recording. 
This is very useful, for example, to record different percussive instruments at any 
cycle on a Drum or Percussion track.

3 When finished, press the PLAY/STOP (   ) button to stop recording.
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  ▪ Record other tracks of the same Chord Variation

 > While not recording, select a different track and go on recording all the tracks 
you want to record in the current Chord Variation.

  ▪ Record other Chord Variations of the Style Element or Pad

 > When finished recording the Chord Variation, you can select a different Chord 
Variation to complete the Style Element or Pad.

  ▪ Record other Style Elements of the Style

 > When finished recording the Style Element, record the other Style Elements 
to complete the Style.
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Deleting the current Chord Variation
 > If you want to delete the selected Chord Variation, touch the Delete Current 

Chord Variation button, then confirm.

Saving the Style or Pad
 > When finished recording the new Style or Pad, choose the Save Style or Save 

Pad command from the page menu (   ) to save it.

Exiting the Style/Pad Record mode without saving
 > To exit the Style/Pad Edit mode without saving any change, press the EXIT 

button, or choose the Exit from Record command from the page menu (   ), 
and confirm.
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Recording a Guitar 
track

Simulating a real guitar
Guitar Mode allows for easy creation of realistic rhythm guitar parts, without the 
artificial, unmusical playing typical of MIDI programming of guitar parts. In Guitar 
Mode, each chord is played according to its real position on the guitar neck, and 
not generated by simply transposing a written pattern.

Recording a Guitar track is unlike recording the other tracks, where you play ex-
actly all the notes of a melody line or all the chords of an accompaniment part. 
With Guitar tracks you simulate how a guitar player uses his or her left and right 
hand, by doing the following:

 > Record the keys corresponding to the strumming modes.

 > Record an arpeggio using the six keys corresponding to the six guitar strings 
(and the special keys corresponding to the root and fifth notes).

 > Record RX Noises and use Humanization to add realism to the pattern.

 > Add regular patterns, for melodic or chordal passages.

Assigning a Sound to the Guitar track
1 While in Home mode, assign the User Style or Pad to be edited to Player 1.

2 Assign to the track to be used as the Guitar track a Guitar Sound. How to 
choose Sounds for Styles or Pads is described in Choosing the Style and Pad 
Sounds on page 802.

3 When done assigning the Sounds to the Guitar track, save the changes by 
choosing the Save Style from the page menu (   ).
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The Guitar track recording procedure
Here is the general procedure to follow for recording a Guitar track in Guitar Mode.

  ▪ Enable a Guitar track for recording

1 Access Style Edit or Pad Edit mode.

2 If the track is not set to be the Guitar track, set it to the correct type.

 > With Styles, go to the Style Edit > Menu > Track Type > Type/Trigger/
Tension page.

 > With Pads, to to the Pad Edit > Menu > Pad Type & Control page.

3 Set one of the Style’s Accompaniment tracks, or the Pad track, as the Guitar 
(GTR) track.

4 While in the Style Edit > Main page, select the Style track set as the Guitar 
track. The Guitar Mode page will become available.
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  ▪ Access Guitar Mode and set the recording parameters

1 Select the Guitar track, and go to the Guitar Mode page.

2 Set the recording parameters. Choose the Style Element and Chord Variation. 
If it is yet to be done, choose the Recording Length, to set the length of the pat-
tern to be recorded.
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With Styles:

With Pads:

3 Set the Root/Type parameters, being sure they match the other tracks. For 
example, if you are recording the other tracks in Gm7, choose Gm7 for the Guitar 
track.
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  ▪ Start recording

1 Press the PLAY/STOP (   ) button to start recording. After the 1-measure 
precount, start recording.

2 Record the guitar part. You can record what appears listed in the following 
diagram and table, by pressing the notes in the corresponding range. More details 
about these controls are later in this section.

61-keys
76-keys
88-keys

RX NoisesStrumming

Single strings, 
arpeggios, power 
chords

Free melodies 
or chords

What Where

Strumming(selectsthepositionontheneck) fromC1toB1

Singlestrings,arpeggiosorpowerchords 
(selectsthepositionontheneck)

fromC2toB2

Simplemelodiesorchords 
(similartoanAccompanimenttrack)

fromC3toB6

RXNoises(ifincludedintheSound) fromC7totheendoftheMIDIscale

3 Press the PLAY/STOP (   ) button to stop recording.

4 If you want, go on, and record other Chord Variations of the same Style/Pad 
Element, then record other Style Elements of the Style.
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The Guitar Mode page in detail
Most parameters in the Guitar Mode page are the same as in the Main page, but 
there are some parameters unique to playing the guitar.

Reading the fingerboard diagram
When recording strumming (in the range C1-B1) or arpeggios (C2-B2), you can see 
how a chord is composed on the fingerboard diagram.

Fingered string

Fifth

Barré

Capo

Non-playing/muted stringCapo

Here is the meaning of the various symbols:

Symbol Meaning

Orangedot Fingeredstring(i.e.,playednote).

Whitedot Fifth,playingontheD#2key.

X Nonplayedormutedstring.

Emptygreybar Barré(afingercrossingallthestrings,likeamobilecapo).

Solidredbar Capo.
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Choosing a Key/Chord
With Guitar tracks, the Chord parameters usually sets the chord used for prelis-
tening while programming the pattern.

Intro 1 and Ending 1 behave in a different way, since they usually contain a chord 
progression.

Selecting a Capo
A capo (from the Italian ‘capotasto’, ‘head of fingerboard’) is a movable bar at-
tached to the fingerboard of the guitar, to uniformly raise the pitch of all the 
strings. Its use makes the strings shorter, therefore changing the timbre and po-
sition of the chords (but not their shape).

This might prevent some strings from sounding, depending on the chord position. 
The following example shows a C Major chord fingered with no capo, and the same 
chord with a capo on the fifth position.

Fret = 0

Fret = V

 > Use the Capo > Fret pop-up menu to choose a Capo (‘capotasto’).

Capo Meaning

0 Openstring–nocapo.

I…XII Positionofthecapooverthefingerboard(where“I”correspondstothefirst
fret,“II”tothesecondone,andsoon).
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Selecting the lowest and highest strings
You can choose a range of strings over which the pattern will play. For example, 
you might want to limit strumming to the highest notes, like in the typical funky 
rhythm guitar.

The following example shows the same C Major chord played on all six strings, on 
the highest four strings, then on the highest four strings, but with a capo added 
on the fifth fret.

Strings 1-6, fret 0

Strings 1-4, fret 0

Strings 1-4, fret V

 > Use the Strings > High/Low parameter pair to choose the highest and lowest 
strings to play.

String Meaning

1…6 Selectedstring(s).Thepatternwillbeplayedbetweenthesestrings.
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Recording the guitar pattern
After having set the various parameters, you can start recording the guitar. Each 
zone of the keyboard is dedicated to a particular technique.

Recording strumming
While recording, you can select a type of strumming.

 > Press one of the keys in the octave from C1 to B1.

By pressing these keys, you play the corresponding type of strumming.
61-keys
76-keys
88-keys

Note Strum

C1 FullDown

C#1 FullDownMute

D1 FullUp

D#1 FullUpMute

E1 FullDownMuteBody

F1 FullDownSlow

F#1 FullDownSlowMute

G1 FullUpSlow

G#1 UpMute4-Strings

A1 Down4-Strings

A#1 DownMute4-Strings

B1 Up4-Strings
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Recording single strings, arpeggios or power chords
While recording, you can select single strings, power chords or fast arpeggios.

 > Use the keys in the octave from C2 to B2 to select single strings or power 
chords.

By pressing these keys, you can play arpeggios or power chords. You can either 
play a free arpeggio with the six guitar chords assigned to the keys from C to A, 
or play one of the faster arpeggios on the higher keys.

The root note is always available on the C# key, while the fifth note is always 
assigned to the D# key; with them, you can always play the lowest notes of an 
arpeggio.

This octave also includes a ‘mute all strings’ key (F#).
61-keys
76-keys
88-keys

Note String(s)

C2 VIString(E)

C#2 RecognizedChordRoot

D2 VString(A)

D#2 RecognizedChordFifth

E2 IVString(D)

F2 IIIString(G)

F#2 MuteAllStrings

G2 IIString(B)

G#2 PowerChord

A2 IString(e)

A#2 FullDown/Up

B2 Down/Up4-Strings
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Recording free melodies or chords
Together with strums and arpeggios, you can record regular patterns made of free 
melodies or chords, exactly as if the track was of the Accompaniment type. This is 
useful when you need some short melodic or chordal passages (for example, the 
closing of a strumming pattern, or a lead solo during an Intro or Ending).

You can record the pattern by playing in the range from C3 to B6, as shown by 
the diagram.

61-keys
76-keys
88-keys

Recording RX Noises
RX Noises are noises generated on the guitar during a performance. Some are 
already included in the strumming patterns. Here you can add more to taste, for 
increased realism.

 > Press one of the keys from C7 and up to trigger RX Noises.
61-keys
76-keys
88-keys

Note RX Noise

C7andup RXNoises(dependingontheSound)

Choosing a Chord Shape
You can choose Chord Shapes in the Event Edit page, by entering a C0 note with 
different velocity values. The following table shows how a certain velocity value 
corresponds to how a chord is played in a particular position and on a certain 
number of strings.

Playing the same chord with different positions in the same pattern will simulate 
the typical behavior of a guitar player.

Out of the 88-note piano range

Velocity =  Chord Shape

61-keys
76-keys
88-keys
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Vel. Range from Str. to Str. Position

0 6Strings I VI 0

1 6Strings I VI 0

2 6Strings I VI 1

3 6Strings I VI 2

4 6Strings I VI 3

5 6Strings I VI 4

6 6Strings I VI 5

7 5StringsBass II VI 0

8 5StringsBass II VI 1

9 5StringsBass II VI 2

10 5StringsBass II VI 3

11 5StringsBass II VI 4

12 5StringsBass II VI 5

13 5StringsTreble I V 0

14 5StringsTreble I V 1

15 5StringsTreble I V 2

16 5StringsTreble I V 3

17 5StringsTreble I V 4

18 5StringsTreble I V 5

19 4StringsBass III VI 0

20 4StringsBass III VI 1

21 4StringsBass III VI 2

22 4StringsBass III VI 3

23 4StringsBass III VI 4

24 4StringsBass III VI 5

25 4StringsMiddle II V 0

26 4StringsMiddle II V 1

27 4StringsMiddle II V 2

28 4StringsMiddle II V 3

29 4StringsMiddle II V 4

30 4StringsMiddle II V 5

31 4StringsTreble I IV 0

32 4StringsTreble I IV 1

33 4StringsTreble I IV 2
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Vel. Range from Str. to Str. Position

34 4StringsTreble I IV 3

35 4StringsTreble I IV 4

36 4StringsTreble I IV 5

37 3StringsBass IV VI 0

38 3StringsBass IV VI 1

39 3StringsBass IV VI 2

40 3StringsBass IV VI 3

41 3StringsBass IV VI 4

42 3StringsBass IV VI 5

43 3StringsMiddleBas III V 0

44 3StringsMiddleBas III V 1

45 3StringsMiddleBas III V 2

46 3StringsMiddleBas III V 3

47 3StringsMiddleBas III V 4

48 3StringsMiddleBas III V 5

49 3StringsMiddleTreble II IV 0

50 3StringsMiddleTreble II IV 1

51 3StringsMiddleTreble II IV 2

52 3StringsMiddleTreble II IV 3

53 3StringsMiddleTreble II IV 4

54 3StringsMiddleTreble II IV 5

55 3StringsTreble I III 0

56 3StringsTreble I III 1

57 3StringsTreble I III 2

58 3StringsTreble I III 3

59 3StringsTreble I III 4

60 3StringsTreble I III 5

61 2StringsBass V VI 0

62 2StringsBass V VI 1

63 2StringsBass V VI 2

64 2StringsBass V VI 3

65 2StringsBass V VI 4

66 2StringsBass V VI 5

67 2StringsMiddleBas IV V 0
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Vel. Range from Str. to Str. Position

68 2StringsMiddleBas IV V 1

69 2StringsMiddleBas IV V 2

70 2StringsMiddleBas IV V 3

71 2StringsMiddleBas IV V 4

72 2StringsMiddleBas IV V 5

73 2StringsMiddle III IV 0

74 2StringsMiddle III IV 1

75 2StringsMiddle III IV 2

76 2StringsMiddle III IV 3

77 2StringsMiddle III IV 4

78 2StringsMiddle III IV 5

79 2StringsMiddleTreble II III 0

80 2StringsMiddleTreble II III 1

81 2StringsMiddleTreble II III 2

82 2StringsMiddleTreble II III 3

83 2StringsMiddleTreble II III 4

84 2StringsMiddleTreble II III 5

85 2StringsTreble I II 0

86 2StringsTreble I II 1

87 2StringsTreble I II 2

88 2StringsTreble I II 3

89 2StringsTreble I II 4

90 2StringsTreble I II 5
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Editing the Chords track
Here is how to insert Key Signature and Chord events in the Chords track of the 
Intro and Ending Style Elements.

  ▪ Go to the Style Edit > Event Edit page

1 If you want to edit an existing Style, choose it.

2 Press the REC/EDIT button on the control panel to see the Record/Edit menu.

3 If you want to edit the current Style, touch the Style Edit button in the menu. 
If you want to create a new Style, touch the New Style button in the menu, and 
confirm if you agree to lose any unsaved changes. In both cases, the Main page of 
the Style Edit mode will appear.

4 Press the MENU button on the control panel, and touch the Event Edit buttons 
to go to the Event Edit page.

5 Choose one of the Style Elements where you want to edit the Chords track. 
This track is available for the Intro 1-3 and the Ending 1-3 Style Elements.

6 Use the Element pop-up menu to choose a Style Element (between Intro 1-3 
and Ending 1-3). As an alternative, press the corresponding button on the control 
panel to select one of the Style Elements (INTRO 1-3 or ENDING 1-3).

7 Use the CV pop-up menu to choose a Chord Variation inside the selected 
Style Element.

Change “main page” with “Main page” 
wherever is needed in the manuals.

Editing the Chords 
track

The Chords track in Styles
A Chords track can be accessed in the Event Edit page of the Style Edit mode, 
when an Intro or an Ending is selected. This track contains the pattern’s Key 
Signature and the Chords.

 > The Key Signature is the original key of the selected pattern. The first chord 
in that pattern doesn’t always match the key signature (a pattern that is in the D 
minor key, for example, could start with an F Major chord, that is a chord played 
on the 3rd degree of the D minor scale).

When a chord is recognized on the keyboard, the recognized chord is linked to the 
original key signature, and the pattern is transposed accordingly.

 > The Chord events are used to play chord progressions on the Guitar Mode 
tracks, all the other Style and Pad tracks (assuming they are not set with a No 
Transpose-type NTT), and the Keyboard Ensemble (if enabled). You can see these 
chords playing in the Chords area on top of each page.

In a Style, only the Intro and Ending Style Elements can contain a chord progres-
sion. Usually, only Intro 1 and Ending 1 are reserved to chord progressions.

The Chord events are saved as MIDI Text Meta Events.
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Editing the Chords track
Here is how to insert Key Signature and Chord events in the Chords track of the 
Intro and Ending Style Elements.

  ▪ Go to the Style Edit > Event Edit page

1 If you want to edit an existing Style, choose it.

2 Press the REC/EDIT button on the control panel to see the Record/Edit menu.

3 If you want to edit the current Style, touch the Style Edit button in the menu. 
If you want to create a new Style, touch the New Style button in the menu, and 
confirm if you agree to lose any unsaved changes. In both cases, the Main page of 
the Style Edit mode will appear.

4 Press the MENU button on the control panel, and touch the Event Edit buttons 
to go to the Event Edit page.

5 Choose one of the Style Elements where you want to edit the Chords track. 
This track is available for the Intro 1-3 and the Ending 1-3 Style Elements.

6 Use the Element pop-up menu to choose a Style Element (between Intro 1-3 
and Ending 1-3). As an alternative, press the corresponding button on the control 
panel to select one of the Style Elements (INTRO 1-3 or ENDING 1-3).

7 Use the CV pop-up menu to choose a Chord Variation inside the selected 
Style Element.

Change “main page” with “Main page” 
wherever is needed in the manuals.
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8 Use the Track pop-up menu to choose the Chords track.

  ▪ Scroll the list

 > Scroll though the various events by using the scrollbar.

 > As an alternative, Touch the Go Meas. button to go to a different measure. The 
Go To Measure dialog will appear. Enter a target measure and touch OK to confirm 
The first event available in the target measure will be selected.

  ▪ Edit the Key Signature

1 Selects one of the Style Elements containing the Chords track (Intro 1-3 or 
Ending 1-3).

2 Use the Track pop-up menu to choose the Chords track.

3 Use the DIAL or UP/DOWN buttons to change the key signature.
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  ▪ Insert Chords

1 Selects one of the Style Elements containing the Chords track (Intro 1-3 or 
Ending 1-3).

2 Use the Track pop-up menu to choose the Chords track.

3 Insert a new chord.

 > If the track contains no chords, touch the Key Signature line. A new chord will 
be inserted at the beginning of the pattern.

 > If the track contains a chord, touch the one that is nearer to the position where 
you want to insert the new chord.

4 Touch the Insert button to add a new chord.

  ▪ Edit the chord

You can change the position and chord type.

 > Touch the event to be edited, and edit it.

Measure/Position Type Root Type Extension

 > Select the M (Measure), and use the DIAL or UP/DOWN buttons to change 
event’s position. As an alternative, touch it a second time to open the numeric 
keypad.

 > Select the Root parameter, and use the use the DIAL or UP/DOWN buttons 
to change the chord’s root.

 > Select the Type and Extension parameters, and use the use the DIAL or UP/
DOWN buttons to edit them.

Please see the chord type abbreviations in the table contained in the Abbreviations 
and Velocity values corresponding to the chord types section below.

  ▪ Delete a chord

You can delete the Chord events.

1 Touch the Chord event to be deleted.

2 Touch the Delete button to delete the selected chord.
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Programming chord progressions for 
the Intros and Endings on an external 
sequencer
You can program the chords for the Intro and Ending Style Elements on an ex-
ternal sequencer.

  ▪ Connect Pa5X to an external sequencer

If you want to listen the Style you are editing on the external sequencer with the 
Sounds of Pa5X, connect Pa5X to a personal computer via MIDI, or through the 
USB DEVICE port. 

  ▪ Create a Style template in Pa5X

You can start editing a Style from scratch, or by using an existing Style as a tem-
plate. Here is how to do.

1 In Pa5X, choose a Style similar to the one you want to create. This will be a 
good start point for your work in the external sequencer.

2 Export the Style as a Standard MIDI File, by going to the Style Edit > Menu > 
Import/Export > Export SMF page.

The exported Standard MIDI File will contain the structure of the Style, and the 
SysEx messages used to automatically select a Chord Variation when editing it 
on the external sequencer.

3 Leave Pa5X connected to the external sequencer, and in Style Edit mode, with 
the original Style selected.

4 Be sure the Clock Source is set to Internal (in the Settings > Menu > MIDI > 
General Controls page).
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  ▪ Edit the Style on the external sequencer

1 Load the Standard MIDI File into your preferred sequencer.

2 Edit the various patterns of the new Style.

  ▪ Edit the chords on the external sequencer

Edit the chord progression for the Intro 1 and/or Ending 1 Style Elements (or any 
other Intro or Ending).

You can enter the chords as Text Meta Events into the Chords/Global track (with 
an All or Omni MIDI channel assigned). These chords can also be seen in the score 
page of the external sequencer, and will be seen in Pa5X’s Lyrics and Score pages.

Since Meta Events are not transmitted via MIDI, if you want to listen your edits 
on the connected Pa5X, you have to enter the chords in the track(s) that will have 
to play them.

Input chords as Note events ranging from C-1 to B-1 as the chord root, and their 
Velocity value to choose the corresponding chord type, as shown in the table 
contained in the Abbreviations and Velocity values corresponding to the chord 
types section below.

  ▪ Import the Style into Pa5X

1 Import the Style saved as a Standard MIDI File from the external sequencer, 
by going to the Style Edit > Menu > Import/Export > Import SMF page.

2 Refine the Style in Pa5X’s Style Edit mode.
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Abbreviations and Velocity values 
corresponding to the chord types
This table shows the following types of data, to be used for chord progressions in 
Intro 1 and Ending 1 (or any other Intro or Ending):

 > Chord Types, describing the chord.

 > Equivalent Chord event in the Chords track, as shown in Pa5X’s Event Edit 
page. This is also the Text Meta Event shown in the Chord/Global track in a se-
quencer.

 > Equivalent Velocity value assigned to the root note, as shown in an individual 
track in a sequencer.

Chord Type Chord / Text Meta Event Velocity value

Major (leaveblank) 1

Major7th M7 2

Suspended4th sus 3

Major7thsuspended4th M7sus 4

Minor6th m6 5

Minor7thflat5th m7(b5) 6

Dominant7th 7 7

7thsuspended4th 7sus 8

Diminishedmajor7th dim(M7) 9

Augmented7th 7(#5) 10

Majorw/o3rd (1+5) 11

Flat5th b5 12

Major6th 6 13

Major7thflat5th M7(b5) 14

Suspended2nd sus2 15

Minor m 16

Minor7th m7 17

Minormajor7th m(M7 18

7thflat5th 7(b5) 19

Diminished dim 20

Augmented #5 21

Augmentedmajor7th M7(#5) 22

Majorw/o3rdand5th (1+8) 23
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Chord Type Chord / Text Meta Event Velocity value

Diminished7th dim7 24

Added9th (add9) 25

Augmentedaddedsharp9th (add#9) 26

Addedflat9th (addb9) 27

Addedflat9thsharp11th (addb9/#11) 28

Added9thsharp11th (add9/#11) 29

Addedsharp9thsharp11th (add#9/#11) 30

Added11th (add11) 31

Addedsharp11th (add#11) 32

6th9th 6/9 33

6th9thsharp11th 6/9(#11) 34

6thsharp11th 6(#11) 35

Major9th M9 36

Major9thsharp11th M9(#11) 37

Major7thsharp11th M7(#11) 38

Major13th M13 39

Major13thsharp11th M13(#11) 40

Major9thflat5th M9(b5) 41

Major13thflat5th M13(b5) 42

Suspendedadded9th sus(add9) 43

Suspendedaddedflat9th sus(addb9) 44

Major9thsuspended M9sus 45

Major7thsuspendedadded13th M7sus(add13) 46

Major13thsuspended M13sus 47

Minoradded9th m(add9) 48

Minoradded9th11th m(add9/11) 49

Minoradded11th m(add11) 50

Minor6th9th m6/9 51

Minor6thadded11th m6(add11) 52

Minor6th9thadded11th m6/9(add11) 53

Minor9th m9 54

Minor7thadded11th m7(add11) 55

Minor11th m11 56

Minor7thadded13th m7(add13) 57
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Chord Type Chord / Text Meta Event Velocity value

Minor9thadded13th m9(add13) 58

Minor13th m13 59

Minor7thadded11th13th m7(add11/13) 60

Minor9thflat5th m9(b5) 61

Minor11thflat5 m11(b5) 62

Minor7thflat511th m7(b5/11) 63

Minor9thMajor7th m9(M7) 64

MinorMajor7thadded13th mM7(add13) 65

Minor6th9thMajor7th m6/9(M7) 66

9th 9 67

9thsharp11th 9(#11) 68

7thsharp9thsharp11th 7(#9/#11) 69

7thsharp11th 7(#11) 70

13th 13 71

13thsharp9th 13(#9) 72

7thflat9th 7(b9) 73

7thflat9thsharp11th 7(b9/#11) 74

7thsharp9th 7(#9) 75

13thsharp11th 13(#11) 76

7thsharp11th13th 7(#11/13) 77

13thsharp9thsharp11th 13(#9/#11) 78

13thflat9thsharp11th 13(b9/#11) 79

13thflat9th 13(b9) 80

7thadded13th 7(add13) 81

7thaddedflat13th 7(addb13) 82

7thflat5th13th 7(b5/13) 83

9thflat5th 9(b5) 84

7thflat5thflat9th 7(b5/b9) 85

7thflat5thsharp9th 7(b5/#9) 86

13thflat5th 13(b5) 87

13thflat5thflat9th 13(b5/b9) 88

13thflat5thsharp9th 13(b5/#9) 89

9thsuspended 9sus 90

7thsuspendedflat9th 7sus(b9) 91
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Chord Type Chord / Text Meta Event Velocity value

Diminishedadded9th dim(add9) 92

Diminishedaddedflat9th dim(addb9) 93

DiminishedMajor7th9th dim(M7/9) 94

DiminishedMajor7th9th11th dim(M7/9/11) 95

DiminishedMajor7th11th dim(M7/11) 96

Sharp5thadded9th #5(add9) 97

Sharp5thadded9th #5(add#9) 98

Sharp5thadded11th #5(add#11) 99

7thsharp5thsharp11th 7(#5/#11) 100

9thsharp5th 9(#5) 101

7thsharp5thsharp9th 7(#5/#9) 102

7thsharp5thflat9th 7(#5/b9) 103

7thalteredflat9th 7(altb9) 104

7thalteredsharp9th 7(alt#9) 105

9thsharp5thsharp11th 9(#5/#11) 106

Major9thsharp5th M9(#5) 107

Major7thsharp5thsharp9th M7(#5/#9) 108

Major7thsharp5thsharp11th M7(#5/#11) 109

Major9thsharp5thsharp11th M9(#5/#11) 110
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As an example, a typical C Major progression will be entered as follows in Pa5x’s 
Event Edit page and in a sequencer on a personal computer:

Chord Text Meta Event content Note / Velocity

CMajor C C-1/001

AMinor7th Am7 A-1/002

DMinor Dm D-1/016

GDominant7th G7 G-1/007



EditingtheChordstrack |847

Importing and exporting the Chords 
track
As explained later in this chapter (see Importing and exporting the Styles on page 
892), you can import or export a Style, for editing on an external sequencer, as 
a Standard MIDI File.

The Standard MIDI File may include notes or chords intended to create a chord 
progression in the Intro and Ending Style Elements (usually, Intro 1 and Ending 1).

The chords when importing a Style
When importing a Style created with an external sequencer as a Standard MIDI 
File (in the Style Edit > Import/Export > Import SMF page), Text Meta Events 
found in the Chords/Global track will be converted into Chord events into the 
Style’s Chords track.

If Note events in the C-1 to B-1 range are found in the MIDI channel corresponding 
to the track(s) to be driven by the chords, they will be converted to Chord events 
into the Style’s Chords track, and Text Meta Events will be ignored.

If different notes are found in different tracks, the more recent one will be the 
chord for all the tracks, so that they will always be aligned.
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The chords when exporting a Style
As explained in the same section, you can export a Style as a Standard MIDI File 
(in the Style Edit > Import/Export > Export SMF page), to be edited with an ex-
ternal sequencer. The Chord events in the Style’s Chords track will be converted 
into Text Meta Events in the Chords/Global channel, and into Note events in the 
MIDI channel corresponding to the Style track(s).

With the external sequencer connected to Pa5X, you will be able to edit the Style 
(as a Standard MIDI File) from a personal computer, while listening your edits with 
the Sounds of Pa5X.
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Editing the Styles and 
the Pads

Choosing the Pad type
When triggered, Pads can play once or loop until you stop them.

1 Go to the Pad Edit > Menu > Pad Type & Control page.

2 Use the Pad Type pop-up menu to choose the type of Pad.

There are two different categories of Pads: Loop-type (   ) and One Shot-type 
(   ).

Pad type Meaning

Loop Cyclingsingle-trackpatterns,thatcanbetransposedbyplayingdiffer-
entchordsonthekeyboard–exactlyasaStyletrack.Theycanalsobe
Drumtracks,thatwillnotbetransposed.

OneShot Singlehits.Whiletheyaremostlyusedasnon-transposingevents,they
canalsobetransposingnotesorchords.Basically,theyaresingle-note
orsingle-chordpatterns(seebelow).

Please note that, while in Pad Record, the pattern is always played back in loop, 
even if this parameter is set to One Shot.
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Editing Volume and Expression

Style/Pad track volume
You can set the Volume (MIDI CC#07) value for each one of the Style tracks, and 
for the single Pad track. Please keep in mind that the Volume value is the same for 
all the Style Elements of a Style. For individual adjustments for each of the Style 
Elements, use Expression (MIDI CC#11) instead.

You can set the volume of the Style tracks from any page where the Volume slid-
ers appear. The following one is an example that will help you adjust in parallel 
Volume and Expression.

1 Go to the Style Edit > Menu > Element Track Controls > Expression page.
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With Pads, go to the Pad Edit > Menu > Pad Type & Control page.

Style Element/Pad relative level (Expression)
You can set different Expression (MIDI CC#11) values for each of the tracks in a 
Style Element. Since Expression is a relative volume control, you can use it to 
lower the level compared to the overall volume of the Style.

This is especially useful to create a gradual volume change, for example of a string 
ensemble or a brass section after a sforzando. It is also useful when different 
Sounds are assigned to the same track in different Style Elements, and the level 
of these Sounds is different.

With Pads, Expression allows gradual volume changes, and can help balancing the 
Pads between them.
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1 Go to the Style Edit > Menu > Element Track Controls > Expression page.

You set the Expression value for the Pad in the Pad Edit > Menu > Pad Type & 
Control page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).
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  ▪ Adjust the Expression levels

You can quickly and easily adjust the Expression (CC#11) level of all the tracks in 
a Style Element. This allows for a more precise control over the volume level of 
all Style Element.

1 While in this page, select one of the Style Elements by pressing its button in 
the control panel.

2 Press the PLAY/STOP (   ) button to start playback.

3 Use the Expression knobs to adjust the Expression level of the correspond-
ing tracks.

4 Repeat the above operation with all the desired Style Elements.

A track’s volume may be changed by an Expression event contained in a track. 
If you don’t want this to happen, go to the Event Edit page and delete or edit it.

5 Press the PLAY/STOP (   ) button to stop playback.
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Editing the track type, trigger, tension
You can edit the track type, its response to retriggering, and add harmonic ten-
sion.

1 Go to the Style Edit > Menu > Track Type > Type/Trigger/Tension page.

You can access these parameters for the Pad in the Pad Edit > Pad Type & Control 
page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).



EditingtheStylesandthePads |855

  ▪ Choose the Track Type

 > Use the Track Type parameter to set the type of the corresponding track.

Track type Meaning

Accompaniment(ACC) When a chord is recognized, the original notes are transposed
tomatch the recognizedchord, according to the selectedNote
TranspositionTable(NTT).

Bass(BAS) ItbehavesliketheAccompanimenttracks,butplayingthechord’s
root(orthebassnoteofaslashedchord).

Drum/Percussion(DRM) Notranspositionisapplied.Theoriginalpatternplaysalways.This
isusefultoavoidaDrumKit,anSFXoraSlicedLooptobetrans-
posed.

Guitar(GTR) Whenachordisrecognized,thearrangertriggerstheoriginalpat-
ternona‘virtualguitar’,keepingcareofhownotesareplayedon
theguitarfretboard.PleasenotethataGuitartrackmayalsocon-
tainsomepatternstypicalofanAccompanimenttrack–auseful
additionforshort‘free-form’passages,likeashortleadsolo.

  ▪ Select the Trigger Mode

 > Use the Trigger Mode parameter to define how Bass- and Acc-type tracks are 
retriggered when the chord is changed. This also works in the Acc-like zone of a 
Guitar track.

Trigger Mode Meaning

Off Eachtimeyouplayanewchord,currentnoteswillbestopped.Thetrack
willremainsilentuntilanewnotewillbeplayedbythepattern.

Retrigger(Rt) Thesoundwillbestopped,andnewnotesmatchingtherecognized
chordwillbeplayedback.

Repitch(Rp) Notesalreadyplayingwillberepitchedtomatchtherecognizedchord.
Therewillbenobreakinthesound.ThisisveryusefulonGuitar,Bass,
StringsandBrasstracks.

  ▪ Choose the Tension

 > Select the Tension checkbox to make the accompaniment’s harmony richer 
and more interesting, by adding tension.

Tension adds notes (a 9th, 11th and/or 13th) that have actually been recognized in 
the played chord, but aren’t written in the Style/Pad pattern (usually programmed 
up to the 7th).
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  ▪ Testing the pattern

1 Press the PLAY/STOP (   ) button to start the Style or Pad.

2 Play some chords and choose the different Style Elements, to test the pat-
terns with the new settings.

3 Press PLAY/STOP (   ) button again to stop playback.
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Setting the key range and wrap-around 
point
The Sounds, like the acoustic instruments they imitate, sound better in their natu-
ral range. When the accompaniment pattern exceeds this range, it can be trans-
posed to fall in the best range.

Enabling the Sound Key Range
You can enable or disable the alternative Key Range of the instrument.

1 Go to the Style Edit > Menu > Track Type > Range/Wrap page.

You can access these parameters for the Pad in the Pad Edit > Pad Type & Control 
page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).



858| RecordingandeditingtheStylesandPads

3 Use the Sound Range checkbox to turn the Key Range on/off for each Sound.

Kbd Range Meaning

On TheSound’sKeyRangeisconsidered.Whenatrackgoesoverthelower
orhigherKeyRangepoint, it isautomaticallytransposed,toremain
insidetheprogrammedrange.

Off NoSound’sKeyRangeconsidered.

Setting the Sound Key Range
Setting the Key Range automatically transposes any pattern’s note that would 
otherwise play too high or too low in pitch, compared to the original acoustic 
instrument’s natural range, when transposed by the arranger. This will result in 
more natural sounding instruments.

For example, the standard lower limit for a concert flute is C4. The transposed 
pattern could exceed this limit, and sound unnatural. A Bottom limit set to C4 for 
the flute track will solve the problem.

Different Key Range values can be set for each Style Element. This will help forc-
ing a preferred range in a particular section of the song, to simulate a particular 
piano comping style, adapt to the arrangement, or to avoid overlapping of instru-
ments over different tracks.

1 Go to the Style Edit > Menu > Element Track Controls > Range page.
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You set the Key Range for the Pad in the Pad Edit > Pad Track Controls > 
Settings page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).

3 Use the Top and Bottom parameters to set the bottom and top limit of the 
keyboard range for the corresponding track of the selected Style Element.

While recording in the Main page, the Key Range is ignored. It will be used when 
playing back the Style and in the edit pages.

4 Press the PLAY/STOP (   ) button and play some chords to check how it 
works. With Styles, select any Style Element using the control panel button. Press 
the PLAY/STOP (   ) button again to stop playback.
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Setting the Wrap Around point
You can set the wrap-around point for each Sound.

1 Go to the Style Edit > Menu > Track Type > Range/Wrap page.

You can access these parameters for the Pad from the Pad Edit > Menu > Pad 
Type & Control page.
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2 Use the Wrap Around knob to set a wrap-around point.

The wrap-around point is the highest key for the accompaniment track. When 
the detected chord’s pitch is too high, the Style (or Pad) pattern might be trans-
posed to a range that is too high, therefore sound unnatural. So, when the pattern 
reaches the wrap-around point, it will jump to a lower octave.

It is advisable to set different wrap-around points for each track, to avoid that all 
tracks ‘jump’ to a different octave at the same time. For more realistic results, we 
suggest to consider the actual range of the real instrument.

Wrap Around Meaning

1…12 Maximumtransposition(insemitones)ofthetrack,referredtotheorigi-
nalKey/ChordoftheStylepattern.
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Adjusting the RX Noise level
You can set the RX Noises level. These are all the extraneous noises generated 
while playing some instruments, in particular acoustic or electric guitars and bass 
guitars.

1 Go to the Style Edit > Menu > Element Track Controls > Guitar/Noise page.

You set the RX Noise parameter for the Pad in the Pad Edit > Menu > Type & 
Control page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).

3 Use the RX Noise parameters to adjust the volume of RX Noises in the cor-
responding tracks. This control applies to all types of tracks (provided the Sound 
contains RX Noises).
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Editing Guitar Humanization
You can set the ‘human feel’ of the Guitar tracks.

1 Go to the Style Edit > Menu > Element Track Controls > Guitar/Noise page.

You set the RX Noise and Humanize parameters for the Pad in the Pad Edit > 
Menu > Type & Control page.

2 With Styles, press the corresponding button on the control panel to select one 
of the Style Elements (INTRO 1 … ENDING 3).

3 Use the Humanize Guitar parameters to apply a random value to the position, 
velocity and length of notes of Guitar tracks. This only works on tracks set to the 
Guitar type (in the Style Edit > Track Type > Type/Trigger/Tension page, or the 
Pad Edit > Type & Control page).

4 Press the PLAY/STOP (   ) button and play some chords to check how it 
works. Select any Style Element using the control panel button. Press the PLAY/
STOP (   ) button again to stop playback.
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Programming a sub-scale
While in the Style Edit > Element Track Controls > Scale/Tuning page, you can 
program a sub-scale for each Style Element, and enable the sub-scale on each 
track of the Style Element.

For details on programming the scales, see Tuning and Scale on page 475.
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Editing the Chord Table
You can assign a Chord Variation to each of the main recognized chord. When a 
chord is recognized, the assigned Chord Variation will be automatically selected 
by the arranger to play the accompaniment.

1 Go to the Style Edit > Menu > Chord/Variation Table > Chord Table page.

With a Pad, go to the Pad Edit > Menu > Pad Chord Table > Chord Table page.

2 With Styles, select one of the Style tracks on the bottom of the page.
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3 With Styles, press the corresponding button on the control panel to select 
one of the Style Elements (INTRO 1 … ENDING 3). Pads have no Style Elements.

4 Use the Chord Variation pop-up menus to assign a Chord Variation to each 
of the chords.

5 Press the PLAY/STOP (   ) button and play some chords to check how it 
works. Select any Style Element using the control panel button. Press the PLAY/
STOP (   ) button again to stop playback.
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Checking the available Chord Variations
You can see which of the Style tracks and Style Elements contain Chord Variations, 
and which of the Chord Variations contains data. Pads only include a single track 
and a single Pad Element, so don’t need this page.

1 Go to the Style Edit > Menu > Chord/Variation Table > Chord Variations 
page.

2 Select one of the tracks to see the assigned Chord Variations.

Cell status Meaning

Yellowbackground TheChordVariationisavailablefortheselectedtrack.

Yellowtextongreybackground TheChordVariationisnotavailablefortheselectedtrack,
butitisavailableforothertracks.

Whitetextongreybackground TheChordVariationisnotavailableinanytrack.

While in the Chord Table page you can see which Chord Variations have been 
used in the current Style Element Track, this page lets you get an overview on 
which Chord Variations are contained in the whole Style. If there are unused Chord 
Variations, you may choose to delete them to make the Style file lighter, or to 
assign them to a chord. On the contrary, you might see that additional Chord 
Variations are needed for one or more Style Elements.
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Track Type and Poly/Mono mode
Editing the Style Track Type and Poly/Mono mode can be done in the same way 
seen for all the other types of Sounds. For more details, see The Track parameters 
on page 425.

1 To access the Track Type and Poly/Mono mode, go to the Style Edit > Menu 
> Track Control > Mode page.

With Pads, go to the Pad Edit > Menu > Pad Type & Control page.

2 Edit the parameters.
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Quick Sound Edit and Drum Edit
Quick editing the Sounds and Drums can be done in the same way seen for all the 
other types of Sounds and Drum Kits. For more details, see The Track parameters 
on page 425.

1 To access the Quick Sound Edit, go to the Style/Pad Edit > Menu > Track 
Control > Sound Edit page. With Styles, select the track to be edited.

Quick Sound Edit for Styles

Quick Sound Edit for Pads
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2 To access Drum Edit, go to the Style/Pad Edit > Menu > Drum Editor > Drum 
Edit page. With Styles, select the Drum or Percussion track. With Pads, be sure 
the selected Pad is of Drum type.

Drum Edit for Styles

Drum Edit for Pads

3 With Styles, before editing the parameters for a track, choose the Style 
Element in which it is contained. Press the corresponding button on the control 
panel to select one of the Style Elements (INTRO 1 … ENDING 3).
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Choosing a Fill Mode for each Fill/Break
The Fill Mode parameters allow for automatically choosing a Variation at the end 
of each Fill, after having pressed one of the  FILL or BREAK buttons. These set-
tings can be saved to a Style or a SongBook Entry, so you can have a different Fill 
Mode configuration for each Style or Song in a SongBook Entry.

1 Go to the Style Edit > Menu > Style Controls > Fill Mode page.

As an alternative, you can access these parameters in the Home > Menu > Style 
Controls > Fill Mode page.

2 Use the Fill Mode > 1…5/Brk pop-up menus to choose a Fill Mode for the 
corresponding Fill/Break.

Fill Mode Meaning

Off ThesameVariation,playingbeforeselectingaFill,willbeselectedagain.

1&2…3&4 ThespecifiedVariationswillbealternativelyselected,whenoneofthem
is selected.Forexample,with the 1&2option, ifVariation 1 is selected,
Variation1andVariation2willbealternativelyselectedaftertheendof
theFill.

Up/Down The next higher/lower numbered Variation is selected, in cycle. After
Variation4,anUpcommandwillselectVariation1.AfterVariation1,aDown
commandwillselectVariation4.

Increase/
Decrease

Thenexthigher/lowernumberedVariationisselected.WhenVariation4is
reached,anInccommandwillselectVariation4again.WhenVariation1is
reached,aDeccommandwillselectVariation1again.

Variation1…4 Fill toVariation (->1,->2,->3,->4) automatically selectsoneof the four
availableStyleVariationsattheendofthefill.
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Auto Fill and Fill Mode
Auto Fill and Fill Mode can interact, by doing strictly related things:

 > When the Auto Fill is enabled (AUTO FILL indicator on), you can choose a 
Variation by pressing one of the VARIATION buttons. This will automatically 
select a Fill, then the chosen Variation. This is the easiest way to select the 
Variation best fitting the next song section, and let the instrument automatically 
choose a Fill for you.

 > When the Fill Mode is programmed in a Style or SongBook Entry, you can 
choose a Fill or Break by pressing one of the FILL or BREAK buttons. The cho-
sen Fill or Break will be played back, then the programmed Variation will be 
automatically selected. This is a sophisticated way of creating complex pattern 
pattern s of Fills and Variations.

Please note that, while Auto Fill is a global setting, Fill Mode is tied to a Style 
or SongBook Entry.
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Editing the Style/Pad patterns
You can edit the Style/Pad pattern data in the Style/Pad Edit > Style/Pad Edit 
section. With Pads, there are only a single track and Pad Element.

Quantizing
The quantize function may be used to correct any timing mistake after recording, 
or to give the pattern a ‘groovy’ feeling.

1 Go to the Style/Pad Edit > Style/Pad Edit > Quantize page.

2 Select the Track, Style Element (E) and Chord Variation (CV) to edit.

Track Meaning

All Alltracksselected

Bass…Acc5 Selectedtrack
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3 Use the Resolution pop-up menu to choose the quantize resolution.

Resolution Meaning

(1/32)… (1/4)
Gridresolutionafterrecording,inmusicalvalues.Forexample,when
youselect1/16,allnotesaremovedtothenearest1/16division.When
youselect1/8,allnotesaremovedtothenearest1/8division.A‘b…f’
characteraddedafterthevaluemeansswing-quantization.The1/6,
1/12and1/24valuesaretriplets.

No quantization

1/16

1/8

4 Use the Start Tick and End Tick parameters to set the beginning and ending 
of the passage to be quantized.

If a Chord Variation is four measures long, and you want to select it all, the Start 
will be positioned at 001.01.000, and the End at 005.01.000.

5 Use the Bottom Note and Top Note parameters to set key range to edit.

These parameters are only available when a Drum or Percussion track is selected. 
If you select the same note as the Bottom and Top parameters, you can select a 
single percussive instrument in a Drum Kit.

6 After having set the various parameters, touch Execute.

7 Press the PLAY/STOP (   ) button to check how it works. Press the PLAY/
STOP (   ) button again to stop playback.
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Transposing
The transpose function may be used to transpose the selected track(s).

After transposing, please don’t forget to readjust the Key/Chord parameter in the 
main page of the Style/Pad Record mode.

1 Go to the Style/Pad Edit > Style/Pad Edit > Transpose page.

2 Select the Track, Style Element (E) and Chord Variation (CV) to edit.

Track Meaning

All All tracksselected,apart for the tracksset inDrummode (like the
DrumandPercussiontracks).ThewholeselectedChordVariationwill
betransposed.

Bass…Acc5 Selectedtrack.

3 Use the Value parameter to choose the transpose value.

Value Meaning

-127…127 Transposevalue(insemitones)

4 Use the Start Tick and End Tick parameters to set the beginning and ending 
of the passage to be transposed.

If a Chord Variation is four measures long, and you want to select it all, the Start 
will be positioned at 001.01.000, and the End at 005.01.000.

5 Use the Bottom Note and Top Note parameters to set key range to edit.
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6 If you select the same note as the Bottom and Top parameters, you can select 
a single percussive instrument in a Drum Kit. Since in a Drum Kit each instrument 
is assigned to a different note of the scale, transposing a percussive instrument 
means assigning the part to a different instrument.

7 Selective transpose can also be used to avoid transposing RX Noises (trans-
posing only notes under C7).

8 After having set the various parameters, touch Execute.

9 Press the PLAY/STOP (   ) button to check how it works. Press the PLAY/
STOP (   ) button again to stop playback.
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Editing Velocity data
You can change the velocity (dynamics) value of notes in the selected track.

When an RX Sound is assigned to the track being edited, the resulting sound may 
change, since this kind of Sounds is made of several different layers triggered by 
different velocity values.

Also, a fade-out may result in the level ‘jumping’ up next to the zero, since a high-
er-level layer may be selected by low velocity values.

1 Go to the Style/Pad Edit > Style/Pad Edit > Velocity page.

2 Select the Track, Style Element (E) and Chord Variation (CV) to edit.

Track Meaning

All All tracksselected.Thevelocity forallnotesof thewhole selected
ChordVariationwillbechanged.

Bass…Acc5 Selectedtrack.

3 Use the Velocity parameter to choose the transpose value.

Value Meaning

-127…127 Velocitychangevalue(inMIDIvalue)
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4 Use the Start Tick and End Tick parameters to set the beginning and ending 
of the passage to be edited.

If a Chord Variation is four measures long, and you want to select it all, the Start 
will be positioned at 001.01.000, and the End at 005.01.000.

5 Use the Bottom Note and Top Note parameters to set key range to edit.

If you select the same note as the Bottom and Top parameters, you can select a 
single percussive instrument in a Drum Kit. Selecting a range can also be used to 
only edit RX Noises (from C7) or ordinary notes (under C7).

6 After having set the various parameters, touch Execute.

7 Press the PLAY/STOP (   ) button to check how it works. Press the PLAY/
STOP (   ) button again to stop playback.
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Deleting data from measures
The Delete page is where you delete MIDI events out of the Style or Pad. This 
function does not remove measures from the pattern. To remove whole measures, 
use the Cut function instead.

1 Go to the Style/Pad Edit > Style/Pad Edit > Delete page.

2 Select the Track, Style Element (E) and Chord Variation (CV) to edit.

Track Meaning

All Alltracksselected.Afterdeletion,theselectedChordVariationwillre-
mainempty.

Bass…Acc5 Selectedtrack.
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3 Use the Event pop-up menu to choose the type of event to delete.

Event Meaning

AnyEvent Allevents.ThemeasuresarenotremovedfromtheChordVariation.

Note&RXNoise Allnotesintheselectedrange.

DuplicateNotes&
RXNoise

Allduplicatenotes.Whentwonoteswiththesamepitchareencoun-
teredonthesametick,theonewiththelowestvelocityisdeleted.

AfterTouch
(Mono/Poly)

AfterTouchevents.

PitchBend PitchBendevents.

ProgramChange ProgramChangeevents,excludingthebundledControlChange#00
(BankSelectMSB)and#32(BankSelectLSB).
Thiskindofdataisautomaticallyremovedduringrecording.

AnyControlChange All Control Change events, for example Bank Select, Modulation,
Damper,SoftPedal…

CC0/32…CC127 SingleControlChangeevents.DoubleControlChangenumbers(like
00/32)areMSB/LSBbundles.
SomeCCdataareautomaticallyremovedduringrecording.

4 Use the Start Tick and End Tick parameters to set the beginning and ending 
of the passage to be deleted.

If a Chord Variation is four measures long, and you want to select it all, the Start 
will be positioned at 001.01.000, and the End at 005.01.000.

5 Use the Bottom Note and Top Note parameters to set key range to edit.

These parameters are available only when the All or Note option is selected. If you 
select the same note as the Bottom and Top parameters, you can select a single 
percussive instrument in a Drum Kit. Selecting a range can also be used to only 
edit RX Noises (from C7) or ordinary notes (under C7).

6 After having set the various parameters, touch Execute.

7 Press the PLAY/STOP (   ) button to check how it works. Press the PLAY/
STOP (   ) button again to stop playback.
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Cutting out existing measures, or inserting empty 
measures
You can delete a selected measure (or a series of measures) from the selected 
Chord Variation. All the following events will be moved back, to replace the cut 
measure(s).

Or, you can insert empty measures, starting at the chosen position. All the fol-
lowing events will be moved forward, to make room for the inserted measures.

1 Go to the Style/Pad Edit > Style/Pad Edit > Cut/Insert page.

2 Select the Track, Style Element (E) and Chord Variation (CV) to edit.

Track Meaning

All Alltracksselected

Bass…Acc5 Selectedtrack

  ▪ Cut existing measures

1 Use the Start parameter to select the first measure to be cut.

2 Use the Length parameter to choose the number of measures to be cut.

3 After having set the various parameters, touch Execute.
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  ▪ Insert empty measures

1 Use the Start parameter to select the measure from which to start inserting 
empty measures.

2 Use the Length parameter to choose the number of measures to insert.

3 After having set the various parameters, touch Execute.

  ▪ Listen to the result

 > Press the PLAY/STOP (   ) button to check how it works. Press the PLAY/
STOP (   ) button again to stop playback.
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Copying the Style/Pad patterns
You can copy the Style/Pad pattern data in the Style/Pad Edit > Style/Pad Edit 
section. With Pads, you cannot select a track or Style Element to edit.

Copying from a Style
You can copy a track, Chord Variation or Style Element from the same or a differ-
ent Style. Be warned that copying will overwrite all data at the target.

1 Go to the Style/Pad Edit > Menu > Style/Pad Edit > Copy from Style page.
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2 Use the From Style parameter to choose the source Style.

 > If you want to copy a Chord Variation to a different Chord Variation in the 
same Style, leave the “current” Style selected as the source.

 > If you want to copy from a different Style, touch the Select button, and choose 
the source Style.

 > If you want to choose the current Style again, touch the Current button.

3 Press the corresponding button on the control panel to quickly choose one of 
the Style Elements (INTRO 1 … ENDING 3). As an alternative, use the Element 
pop-up menu.

4 Use the From E pop-up menu to choose the source Style Element (E), and the 
To E pop-up menu to choose the target one.

E (Style Element) Meaning

All AllStyleElements,i.e.thewholeStyle.Youcan’tchangethetarget,that
isautomaticallysettoAll.

Intro1…End3 SingleStyleElement.

Due to the different structure, you can only copy over similar Style Elements, for 
example from a Variation to another Variation.

5 Use the From Track pop-up menu to choose the source track, and the To 
Track pop-up menu to choose the target one.

Track Meaning

All AlltracksoftheselectedStyle,StyleElementorChordVariation.

Bass…Acc5 SingletrackoftheselectedStyle,StyleElementorChordVariation.
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6 Use the From CV pop-up menu to choose the source Chord Variation (CV), and 
the To CV pop-up menu to choose the target one.

CV (Chord Variation) Meaning

All AllChordVariations,i.e.thewholeStyleElement.Youcan’tchangethe
target,thatisautomaticallysettoAll.

CV1…CV6 SingleChordVariation.TheavailableChordVariationcanbedifferent
inthedifferentStyleElements.

7 After having set the various parameters, touch the Execute button. Be warned 
that copying will overwrite all data at the target.
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Copying from a Pad
You can copy a Chord Variation or all of a Pad’s Chord Variations.

1 Go to the Style/Pad Edit > Menu > Style/Pad Edit > Copy from Pad page.

2 Use the From Pad parameter to choose the source Pad. Touch the Select but-
ton, and choose the source Pad.
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3 There is no need to choose a source Style Element, since the Pad has only 
one of them. Use the To E pop-up menu to choose the target Style Element (E).

E (Style Element) Meaning

All AllElements.

Intro1…End3 SingleStyleElement.

4 There is no need to choose a source Style Element, since the Pad has only one 
of them. Use the To Track pop-up menu to choose the target one.

Track Meaning

All AllElements.

Bass…Acc5 SingletrackoftheselectedPadorChordVariation.

5 After having set the various parameters, touch the Execute button. Be warned 
that copying will overwrite all data at the target.

When you copy over an existing Chord Variation, Program Change data is not 
copied, to leave the original Sounds unchanged for that Chord Variation.
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Editing the MIDI events
The Event Edit is the page where you can edit each single MIDI event of the se-
lected Chord Variation. You can, for example, replace a note with a different one, 
or change its playing strength (that is, velocity value).

The Event Edit procedure

  ▪ Go to the Event Edit page

 > Go to the Style/Pad Edit >Menu > Event Edit > Event Edit page.

  ▪ Choose the Style Element, Chord Variation and Track

1 Press the corresponding button on the control panel to quickly choose one of 
the Style Elements (INTRO 1 … ENDING 3). As an alternative, use the Element 
pop-up menu. The Pad has only one of them.

2 Use the CV pop-up menu to select a Chord Variation (CV).

3 Use the Track pop-up menu to select a track. The Pad has only one of them.

  ▪ Listen to the patterns

 > Press the PLAY/STOP (   ) button and play some chords to check how it 
works. Press the PLAY/STOP (   ) button again to stop playback.
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  ▪ Edit the events

Once you have select a Style Element, Chord Variation and Track, the list of the 
events contained in the selected track will appear in the display. Some events on 
the beginning of the Chord Variations, as well as the ‘End Of Track’ event (marking 
its ending point) cannot be edited, and appear dimmed.

1 Scroll though the various events by using the scrollbar.

2 Touch the event to be edited, and edit it.

Measure/Position Type Value 1 Value 2 Duration/Length

 > Select the M (Measure), and use the DIAL or UP/DOWN buttons to change 
event’s position. As an alternative, touch it a second time to open the numeric 
keypad.

 > Select the Type parameter, and use the use the DIAL or UP/DOWN buttons 
to change the event type.

 > Select the Value 1 and Value 2 parameters, and use the use the DIAL or UP/
DOWN buttons to edit them. In case of numeric values, you can also touch them 
twice to open the numeric keypad.

 > If a Note event is selected, select the D (Duration/Length) parameter, and 
use use the DIAL or UP/DOWN buttons to change the event’s length. As an alter-
native, touch it a second time to open the numeric keypad.

  ▪ Jump to a different measure

1 Touch the Go Meas. button to go to a different measure. The Go To Measure 
dialog will appear.

2 Enter a target measure and touch OK to confirm The first event available in 
the target measure will be selected.

  ▪ Insert events

 > Touch the Insert button to insert an event at the current Position (M). A Note 
event with default values will be inserted.

  ▪ Delete events

 > Select an event, then touch the Delete button to delete it.
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Hiding the events from the Event Edit list
1 Go to the Style/Pad Edit >Menu > Event Edit > Filters page.

2 Check the event types you want to hide.
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Filter Meaning

Note/RXNoise NotesandRXNoiseevents.

ProgramChange ProgramChangeevents.

ControlChange ControlChangeevents.OnlythefollowingControlChangenumbersare
allowedwithStyles.

Control function CC#

Modulation1(JoystickY+) 1

Breath/Modulation2(JoystickY–) 2

Pan 10

Expression(a) 11

CC#12 12

CC#13 13

Ribbon 16

Damper 64

FilterResonance 71

ReleaseTime 72

AttackTime 73

LowPassFilterCutoff 74

Pa5XSoundController1(CC#80) 80

Pa5XSoundController2(CC#81) 81

Pa5XSoundController3(CC#82) 82

A/BMasterFX1(reverb)sendlevel 91

A/BMasterFX2(modulation)sendlevel 93

A/BMasterFX3(free)sendlevel 94

(a). Expression events cannot be inserted at the starting Position
(001.01.000).AnExpressionvalueisalreadyamongthedefault‘header’
parametersoftheStyleElementorPad,andcanbeaccessedinthe
ElementTrackControls>Expressionpage.

Tempo/Meter TempoScalingevents(Drumtrackonly).

AfterTouch AfterTouchevents.

PolyAfterTouch PolyphonicAfterTouchevents.

PitchBend PitchBendevents.
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Importing and 
exporting the Styles

Importing a Standard MIDI File to a 
Style

Preparing a Standard MIDI File ‘separated by markers’
You can convert a Standard MIDI File ‘separated by markers’ into a Style. This is a 
single Standard MIDI File containing all the Chord Variations and Style Elements 
(Variation 1, Variation 2, etc.) each one separated by a marker (the same events 
used in a MIDI Song).

The Standard MIDI File to be imported must be programmed as if it was a set of 
Pa5X’s Chord Variations. Here are the rules.

  ▪ Style Element / Chord Variation parameters

When importing a MIDI file, parameters like CV Length, Meter, Tempo Changes and 
Expression are recognized. Program Changes are imported only to empty  tracks.

 > The Chord Variation length is the same as the imported MIDI file. 

 > Chord, Chord Table, Expression, and any other Style Element parameter, 
must be manually programmed in the relevant Style/Pad Edit pages.

 > The starting Tempo, and each track’s Volume, must be programmed in the 
Home mode, and then saved in the new Style/Pad.

 > The starting Meter (Time Signature) is used for the whole Style.

  ▪ MIDI events

When importing, only the events allowed for recording are imported (as shown 
in the table on page 794). Some controllers are reset at the end of the pattern.
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  ▪ Note length

If a note extends beyond the last measure of the Chord Variation, an additional 
measure is appended (for example, if a note extends after the end of the fourth 
measure in a 4-measure pattern, a 5-measure Chord Variation will be generated).

  ▪ MIDI channels

When programming a Chord Variation on an external sequencer, please assign 
each Style track to the correct MIDI channel (In and Out), according to the fol-
lowing table.

Style Track MIDI Channel

Bass 09

Drum 10

Percussion 11

Accompaniment1 12

Accompaniment2 13

Accompaniment3 14

Accompaniment4 15

Accompaniment5 16

  ▪ Naming conventions

The naming structure for the markers inside the SMF is ‘encvn’, whose single com-
ponents are shown in the following table:

Component Meaning

e StyleElement(‘v’=Variation,‘i’=Intro,‘f’=Fill,‘e’=Ending,‘br’=Break).

n Style Element number (‘1’~’4’ for Variations and Fills, ‘1’~’3’ for Intros and
Endings).TheBreakhasnonumber.

cv ChordVariation(‘cv’=ChordVariation–nootherchoicesallowed).

n ChordVariationnumber(1~6forVariations,1~2foralltheothers;theBreack
hasnoChordVariations).
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It is mandatory not to use capital letters in marker names. Some examples of 
valid names:

 > ‘i1cv2’ = Intro1 – Chord Variation 2

 > ‘v4cv3’ = Variation 4 – Chord Variation 3

Examples of non accepted names:

 > ‘V1cv2’, ‘v1CV2’, ‘intro i1cv2’, ‘v1cv1 chorus’

The order of the Chord Variations inside the SMF is not relevant. They can be 
freely placed inside the SMF.

Below, you can find a screenshot of a test file created in Steinberg Cubase, just as 
an example of how a SMF separated by markers can look like. Considering analo-
gies between actual workstations, it will not look much different in other applica-
tions like Digital Performer, Logic Pro, Pro Tools or Studio One.
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Importing a Standard MIDI File into a Style
1 Go to the Style Edit > Import/Export > Import SMF page.

2 Use the From Song parameter to choose a MID file to import. Touch the Select 
button to open the file selector.

3 Touch the Execute button to import the Standard MIDI File.
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Exporting a Style
You can export a whole Style as an SMF separated by markers, that is, a single SMF 
containing all the Chord Variations and Style Elements (Variation 1, Variation 2, 
etc.) each one separated by a marker (the same events used in Song Play mode).

1 Go to the Style Edit > Menu > Import/Export > Export SMF page.

The (non editable) To Song parameter shows the name of the Standard MIDI File 
that will be automatically generated.

2 Touch the Execute button to export it as a Standard MIDI File. A standard file 
selector will appear. Select the target device and directory, then touch Save. A 
dialog box will appear, letting you assign a name to the file.

This operation will create, in the selected device, an SMF format 0 (Zero), con-
taining all the MIDI data included in the selected Style or Pad, with each Chord 
Variation starting from a different marker (named as per the naming convention 
explained in the Import section above).
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Saving the Style or 
Pad

Saving the Styles
You can save the new or edited Style as a User Style.

  ▪ Open the Save dialog from the display

 > Choose the Save Style command from the page menu (   ).

The Save Style dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Style name

Style file path
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  ▪ Save over the same User Style

 > If you want to overwrite the current User Style, just touch the Save button.

  ▪ Rename the Style

While in the Save Style dialog, you may change the name of the Style.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) button in 
the Save Style dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).
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2 Touch the folder where you want to save the new Style.

3 To save a new file, don’t touch any of the Styles in the folder (shown in the right 
side of the window). On the contrary, if you want to overwrite one of the existing 
elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Style dialog, confirm the Save operation by touching 
the Save button.
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Saving the Pads
You can save the new or edited Pad as a User Pad.

  ▪ Open the Save dialog from the display

 > Choose the Save Pad command from the page menu (   ).

The Save Pad dialog will appear.

Touch to open the 
Select window and 
choose a target 
location

Pad name

Pad file path

  ▪ Save over the same User Pad

 > If you want to overwrite the current User Pad, just touch the Save button.

  ▪ Rename the Pad

While in the Save Pad dialog, you may change the name of the Pad.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.
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  ▪ Save to a different place

1 If you want to save to a different folder, touch the To (target path) button in 
the Save Pad dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Touch the folder where you want to save the new Pad.

3 To save a new file, don’t touch any of the Pads in the folder (shown in the right 
side of the window). On the contrary, if you want to overwrite one of the existing 
elements, touch it.
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4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Pad dialog, confirm the Save operation by touching 
the Save button.
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Recording Chord 
Sequences

You can record a Chord Sequence, that can then be saved to the dedicated library 
or in the selected User Style. The new Chord Sequence can then be used with any 
other Style.

Please note that recording a new sequence will delete the exiting one (if any).

  ▪ Prepare recording

1 Go to the Home > Main page, and choose a Style. If you want to save the new 
Chord Sequence in the Style, choose a User Style (Factory Style can’t be over-
written).

2 Go to the Home > Chords pane.

  ▪ Start recording

1 Touch the Record (   ) button in the display. The button will start flashing in 
red. Any sequence already selected will be deleted from memory.
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2 At this point, you can start recording in one of two ways:

 > If the SYNCHRO START indicator is turned off, play the first chord of the 
sequence, and keep it held. Then press the PLAY/STOP (  ) button to start 
recording.

 > If the SYNCHRO START indicator is turned on, recording will start as soon as 
you play a chord.

3 While recording, the Record (   ) button in the display will be steadily red. 
Check the recognized chords appearing in the display.

  ▪ Stop recording

1 Stop recording in one of two ways:

 > Press the PLAY/STOP (   ) button on the control panel. The Style will stop. 
The CHORD > SEQUENCE indicator will become white to show that there is a 
Chord Sequence available.

 > Touch the Record (   ) button in the display. The button will go dark. The Style 
will continue to play. The CHORD > SEQUENCE indicator will become orange or 
blue, and the recorded Chord Sequence will play in loop.

2 At this point, you can use the CHORDS > SEQUENCE button to turn the se-
quence on or off.

3 Check if the recorded chords are correct.

  ▪ Save the Chord Sequence

The Chord Sequence will remain in memory until you record a new Chord 
Sequence, choose a different Style or SongBook Entry, or turn the instrument off.

If the sequence is locked, it will not change when choosing a different Style or 
SongBook Entry.

To avoid losing it, save it, as described in the following pages.
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Saving a Chord 
Sequence

You can save your Chord Sequences into the dedicated library, or as the Chord 
Sequences inside a User Style.

You can’t overwrite a Factory or Local Chord Sequence or Style. If you want to edit 
and save a Factory Chord Sequence, copy or save it into the User area.

Please note that saving the Chord Sequence can be also done by saving a User 
Style.

NOTE:AllchangeswillbelostwhenchoosingadifferentChordSequence,unless
yousaveit.

Saving Chord Sequences to the library
The library is where you organize the Chord Sequences by type and category, 
independently from a Style or SongBook Entry. You can recall these Chord 
Sequences from the Home > Chord page. The selected Chord Sequence can then 
be saved with a Style or SongBook entry.

  ▪ Open the Save dialog from the display

 > Choose the Save Chord Sequence (to Library) command from the page menu 
(   ).
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  ▪ Choose a name and target location

The Save Chord Sequence dialog will appear. If the selected Style is a Factory or 
Local one, and you can’t save on it, you will only be allowed to save into the Chord 
Sequence Library.

Chord Sequence 
name

Touch to open the 
Select window and 
choose a target 
location

Chord Sequence 
file path

If the selected Style is a User one, you will be allowed to choose whether to save 
into the Style or into the Chord Sequence Library.

Chord Sequence 
name
Library/Style

Source Chord 
Sequence

  ▪ Rename the Chord Sequence

While in the Save Chord Sequence dialog, you may change the name of the Chord 
Sequence.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.
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  ▪ Save to a different location

1 If you want to save to a different folder, touch the To (target location) button 
in the Save Chord Sequence dialog, and open the Save To window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Touch the folder where you want to save the new Chord Sequence.
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3 To save a new file, don’t touch any of the Chord Sequences in the folder (shown 
in the right side of the window). On the contrary, if you want to overwrite one of 
the existing elements, touch it.

4 Press the EXIT button to close the Save To window and confirm your selec-
tion.

5 When back at the Save Chord Sequence dialog, confirm the Save operation 
by touching the Save button.

Saving Chord Sequences into a Style
Styles can contain a Chord Sequence. When choosing a Style, a Chord Sequence 
matching with the selected Style is automatically selected.

You can save a new Chord Sequence into a User Style. Factory Styles can’t be 
overwritten. If you want to edit and save a Factory Style, copy it into the User area.

 > While a User Style is selected, choose the Save Chord Sequence command 
from the page menu (   ).

The Save Chord Sequence dialog will appear.

Chord Sequence 
name
Library/Style

Source Chord 
Sequence
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  ▪ Rename the Chord Sequence

While in the Save Chord Sequence dialog, you may change the name of the Chord 
Sequence.

1 Touch the Text Edit (   ) button to open the virtual keyboard and edit the 
name.

2 When done editing the name, confirm by touching the OK button under the 
virtual keyboard.

  ▪ Save the Chord Sequence

 > There is a single Chord Sequence location in the Style, so just touch the Save 
button.
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Editing Sounds

Creating your own Sounds
You can edit each single parameter of a Sound. Pa5X is, at its core, a powerful 
sample-based synthesizer, with advanced analogue-like sound shaping features.

Sound generation
At the base of each Sound there are Samples, that are recordings of real sounds.

Each Sample is assigned to a separate zone of the keyboard together with other 
Samples to create a Multisample. One or two Multisamples are assigned to each 
Oscillator.

Up to twenty-four stereo Oscillators can be put together to make a Sound. In a 
Sound, Oscillators are balanced, layered, and processed by the Effects.

Sounds are the basic unit of the Pa5X’s timbre, and can be combined in combi-
nations called Keyboard Sets. They can also be individually assigned to Style, 
Pads and MIDI Song tracks.

Sounds, Drum Kits, Digital Drawbars
Pa5X features different types of Sounds:

 > Ordinary Sounds. These are normal instrument Sounds, like pianos, strings, 
basses.

 > Drum Kits. These are drum and percussion kits, where each note (key) of 
the keyboard is a different percussive instrument.

 > Digital Drawbars. These are Sounds simulating electromechanical organs. 
Their complex structure, and the special usage, require their settings to be 
saved into a Keyboard Set. They are explained in a dedicated chapter.

Before pressing the MENU button to access the edit pages, you should select a 
Sound of the type you wish to edit or create.
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Accessing the Sound Edit mode
You can edit and save the User Sounds. Factory Sounds are protected. If you ac-
cess editing with a Factory Sound, a temporary copy is automatically created in 
memory.

1 Press the REC/EDIT button on the control panel to see the Record/Edit menu.



914| EditingtheSounds

2 Touch the Sound Edit button in the menu. The main page of the Sound Edit 
mode will appear.

Sound name, Program Change

Quick edit controls

Voice Mode

Effects
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3 Press the MENU button on the control panel, and touch one of the buttons to 
choose the corresponding edit section of the Sound Edit mode.

Sound Edit Menu page with an ordinary Sound selected

Sound Edit Menu page with a Drum Kit selected

4 Press the EXIT button on the control panel to return to the main page of the 
Sound Edit mode.



916| EditingtheSounds

Saving the Sound
When finished editing the Sound parameters in the main page of the Sound mode, 
choose the Save Sound command from the page menu (   ) to save the Sound. 
More details on saving Sounds are at the end of this section.

Exiting the Sound Edit mode
To exit from the Sound Edit mode, press the EXIT or the REC/EDIT button again. 
In case the Sound has not been saved, it will in memory until you turn the instru-
ment off. You can continue editing later.
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Listening to the individual Sounds
While in the Sound Edit mode, the selected Sound can always play across the full 
keyboard range. The split point will be ignored.

Choosing a Sound
1 While in the main page of the Sound mode, touch the name of the Sound to 
open the Sound Selection window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Browse through the Sounds, and touch the Sound you want to select.

Playing via MIDI
In Sound Edit mode, Pa5X receives and transmits on the same channel as the 
Upper 1 part. If the Global channel is assigned to a MIDI channel, notes can also 
be received on this channel.

MIDI channels can be programmed in the Settings > Menu > MIDI > MIDI IN 
Channels page.
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Customizing the 
Sounds

While in the main page of the Sound Edit mode, you can edit the main parameters 
of the Sound, using ‘macro’ commands adding an offset to the actual parameters.
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Using the Macro Edit controls
 > Use the Macro Edit controls to edit the main parameters of the Sound.

All values are an offset of the original values memorized in the Sound (they are 
added to or subtracted from the original values). The position of these controls is 
reset after you save the Sound, or choose a different Sound.

Realtime Control Meaning

Attack Attacktime.ThisisthetimeduringwhichthesoundgoesfromtheStart
level(atthemomentwhenyoupressakey)totheAttacklevel.

Decay Decaytime.TimetogofromthefinalAttackleveltothebeginningof
theSustain.

Release Releasetime.Thisisthetimeduringwhichthesoundgoesfromthe
sustainingphase,tozero.TheReleaseistriggeredbyreleasingakey.

Note-on

Note-off

Attack
Time

Decay
Time

Release Time

Attack Level

Sustain
Level

Time

Break Point

Start
Level

Slope
Time

Amplifier EG

Volume

Cutoff Filtercutoff.Thissetsthesoundbrightness.

Frequency

Level

Low Pass

12dB/oct

24dB/oct

This is a filter that cuts the high-frequency 
region above the cutoff frequency.
This is the most common type of filter, and is 
used to cut part of the overtone components, 
making an originally bright timbre sound more 
mellow (darker).
When the “Filter Type” is Low Pass Resonance, 
the cutoff will have a steeper slope.

Resonance Use the FilterResonance to boost the part of the sound spectrum
aroundthecutofffrequency.

LFODepth IntensityoftheVibrato(LFO).

LFOSpeed SpeedoftheVibrato(LFO).

LFODelay DelaytimebeforetheVibrato(LFO)begins,afterthesoundstarts.
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Setting the Voice Assign mode
Voice Assign mode is where you choose wether the Sound will play in poly or mono 
mode, and how legato will work in mono mode.

 > Use the Poly and Mono radio buttons to choose whether the Sound will play 
polyphonically (chords allowed) or monophonically (only melodies, one voice at 
a time).

 > When Mono mode is selected, use the Legato pop-up menu to choose the 
type of legato.

Legato Meaning

LegatoOff Legatophrasingwillproducethesamesoundasdetachedplaying.

Legato Legatowillmakethesecondnote’sattacksmoother.EnvelopeandLFO
willnotberetriggered.Thisisparticularlyeffectiveanalogsynth-type
sounds.

LegatoOffset Whenyouplaylegato,thesecondandsubsequentnoteswillrestart
withoutplayingtheattackpartofthesample.Thisisparticularlyeffec-
tivewithrealsounds,likewindinstruments.
Theresultingeffectdependsontheselectedmultisample.

Choosing the effects
Sounds are sent to three Insert Effect processors (IFX 1-3) and three Master 
Effect processor (MFX 1-3).

The recommended Insert FXs depend on the Sound, and they might even not be 
assigned. An acoustic piano, for example, usually don’t require them.

Master FX can be freely assigned. The first one is usually a reverb, the second a 
modulating effect, the third one anything that can be useful for the sound.

 > Use the On/Off switch to turn on or off the corresponding effect.

 > Touch the name of the effect to open its editing window.

 > Touch the name of the effect to choose a different one.
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Full editing of the 
Sounds

Choosing the oscillators (OSC)
While in a page asking for an oscillator to be selected for editing, use the row of 
buttons at the bottom of the page to select one of the available oscillators. The 
number of available oscillators depends on the Oscillators Count parameter (in 
the Sound Edit > Basic > Sound page).

When oscillators cannot be select, since the parameters contained in the current 
page are global and valid for the full Sound, these buttons are dimmed, and can-
not be selected.
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Setting the Sound’s basic parameters
Before editing the oscillators, choose the number of oscillators in the Sound, the 
Sound’s mono/poly mode, and the transpose and legato ranges.

 > Go to the Sound Edit > Menu > Basic > Sound page.

Setting the number of oscillators
The Oscillators Count section is where you choose how many voices will be used 
by a single Sound.

  ▪ Choosing the number of oscillators

 > Use the Oscillators Count parameter to choose the number of oscillators (up 
to 24) the Sound is based on.

The total polyphony varies depending on the number of oscillators used by the 
Sound (a maximum of 160 with only 1 oscillator per voice).
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  ▪ Limiting the number of oscillators when polyphony is low

 > Use the Low Priority parameter to allow the higher-numbered oscillators to 
be turned off when the instrument is short on voices. Keep in mind that, with a 
dense polyphony, missing oscillators might not even be heard.

Low Priority Meaning

0 Nooscillatorwillbeturnedoffinanycase.

1 Thehighest-numberedoscillatorwillbeturnedoff,ifneeded.

2 Thetwohighest-numberedoscillatorscanbeturnedoff,oneafterthe
other,ifneeded.

[n]…24 Then-numberedoscillators(upto24)canbeturnedoff,oneafterthe
other,ifneeded.

Limiting transposition to a defined key range
You can make some parts of the Sound, for example in a keyboard range contain-
ing special effects that shouldn’t be transposed, fall out of the Transpose Range.

 > Use the Transpose Range (Top Key and Bottom Key) parameters to limit 
transposition to a defined key range. Notes will only be transposed if falling inside 
this range.

This is useful to avoid RX Sounds to be transposed (therefore reassigned do dif-
ferent sounds) when transposing a Sound. Set these values so that all RX Noises 
assigned to any oscillator will fall out of the Transpose Range. For example, if you 
assigned an RX Noise to a G7 on OSC1, and an RX Noise to an A7 on OSC2, set the 
Top Key value no higher than F♯7 (just below the lowest RX Noise).
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Polyphony, triggering, legato
The Voice Assign Mode section is where you choose polyphony, triggering and 
legato.

  ▪ Choosing the mono/poly mode

 > Use the Poly and Mono radio buttons to choose whether the Sound will play 
polyphonically (chords allowed) or monophonically (only melodies, one voice at 
a time).

  ▪ Choosing retriggering mode

 > When the selected mode is Poly, use the Single Trigger checkbox to choose 
the triggering mode.

Single Trigger Meaning

On Whenthesamenoteisplayedrepeatedly,thepreviousnotewillbesi-
lencedbeforethenextnoteissounded,sothatthenotesdonotoverlap.

Off Whenthesamenoteisplayedrepeatedly,thepreviousnotewillnotbe
silencedbeforethenextnoteissounded.
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  ▪ Activating Legato

 > When the selected mode is Mono, use the Legato pop-up menu to choose the 
type of legato.

Legato Meaning

LegatoOff Legatophrasingwillproducethesamesoundasdetachedplaying.

Legato Legatowillmakethesecondnote’sattacksmoother.EnvelopeandLFO
willnotberetriggered.Thisisparticularlyeffectiveanalogsynth-type
sounds.

LegatoOffset Whenyouplaylegato,thesecondandsubsequentnoteswillrestart
withoutplayingtheattackpartofthesample.Thisisparticularlyeffec-
tivewithrealsounds,likewindinstruments.
Theresultingeffectdependsontheselectedmultisample.

  ▪ Choosing the Mono note priority

 > When the selected mode is Mono, use the Priority pop-up menu to specify 
which note will be given priority when two or more notes are played simultane-
ously.

Priority Meaning

Low Thelowestnotewilltakepriority.

High Thehighestnotewilltakepriority.

Last Thelastnotewilltakepriority.

  ▪ Holding notes

 > Select the Hold checkbox to let the notes play even after releasing the keys.

This is especially useful for percussive sounds, that you will trigger and let alone 
sounding.
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Setting the Sound Controllers Mode
You can use the assignable switches, footswitch, Control button and the joystick 
as DNC Sound Controllers. Depending on the Sound, these controllers can ‘book’ 
or ‘toggle’ a DNC function.

You can program the following controllers:

Sound Controller Meaning

SC1-3 Three functions thatcanbeassignedtoanassignableswitch, foot-
switch,orControlbutton.

Y- Backwardjoystickmovement(pull).

Y+ Forwardjoystickmovement(push).

The controllers can work in two ways:

Sound Controller 
Mode

Meaning

Booking Activatethecontrollerto‘book’itsfunction,thenplay.Thecontroller
willbeautomaticallydeactivated.

Toggle Usethecontrollerto‘toggle’itsfunctionbetweenactivatedandde-
activated.

The assigned controller type and status is shown by the indicators on the assign-
able switches.

Indicator status Meaning

Off NoDNCfunctionassigned.

Purplesteady BookingDNCfunctionavailable.

Purpleblinking BookingDNCfunctionwaitingtobeexecuted.Then,itwillreturnsteady.

Lightgreensteady ToggleDNCfunctionavailable.

Lightgreenblinking Toggleactivated.Pressitagaintodisableit.
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Detecting Legato
Two notes can be considered legato when there is very little or no time between 
them (and they can even be overlapping). You can adjust the instrument’s sensi-
tivity to detect legato.

Legato can be used to trigger an oscillator, by assigning one of the Legato triggers 
to the Trigger Mode parameter (in the Sound Edit > Basic > Oscillator page).

  ▪ Adjusting the time gap

 > Use the Max Time parameter to set the delay between notes (1…999 ms), to 
consider them legato, even if there is a very small gap before them.

This is useful to avoid some notes in a chord are played legato, and some others 
non-legato. Notes played with a small gap are still considered legato notes. A 
value of approx. 15 ms is usually considered effective when playing chords.

  ▪ Adjusting the legato key range

 > Use the Max Range parameter to set the range (1…127 semitones) within 
which notes can be considered legato. If you play a wider interval, the notes are 
always considered non-legato.

This is typical of some acoustic instruments, where legato is only possible within 
a small interval, but not on wider ones.

As an example, please try the ‘Trumpet 2 DN1’ sound, where the Max Range is 5 
semitones. Play legato with intervals smaller than 5 semitones, and you will hear 
how smoother legato notes will become. Play legato with wider intervals, and le-
gato smoothing will be lost.
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Setting the oscillator’s basic 
parameters
Each of the oscillators can play one or two different stereo multisamples (High 
and Low layers), separated by a velocity switch.

 > Go to the Sound Edit > Menu > Basic > Oscillator page.

The multisamples
The Multisample section contains the basic parameters of the assigned multi-
samples.
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  ▪ Choosing and setting the multisamples

 > Use the High and Low pop-up menus to choose the multisample’s bank 
(Factory or User).

 > Use the numeric field next to the multisample name to choose the multi-
sample inside the selected bank.

Bank Meaning

FTY Factorymultisamples,suppliedbyKORGasstandard.

USR Usermultisamples,loadedwhenloadingsomeUserSounds.

The High multisample will be triggered by velocities equal or higher than the Vel 
SW L–>H value. If you do not want to use velocity switching, set the switch to a 
value of 1, and only assign the High multisample.

If you create a new Sound based on User samples, the User samples must be 
loaded from an internal or external drive. In case samples are not loaded, no sound 
will be heard, even if the Sound or multisample can be selected and its name ap-
pears in the display.

 > Use the Offset parameters to specify the point where the multisample(s) will 
start to play. With some multisamples this parameter is not available.

Offset Meaning

Off Thesoundwillstartfromthebeginningofthemultisamplewaveform.

1st…6th Thesoundwillbeginfromtheoffsetlocationpredeterminedforeach
sample.

NoAttack Theinitialportionofthemultisampleisignored.

AMS ActivatestheAlternateModulationSource(seebelow).

PseudoRandom (OnlyworkswhenmorethanasingleOffsetpointisavailableinthe
multisample).RandomlyselectsoneoftheavailableOffsetpoints.

 > Select the Reverse checkbox to reverse the samples in the multisample (read-
ing starts from the end). This can only be activated on some multisamples.

 > Use the Stereo/Mono parameter to select the stereo mode or one of the mono 
channels.

 > Use the Level parameters to specify the volume level of each multisample.

Depending on the multisample, high settings of this parameter may cause the 
sound to distort when a chord is played. If this occurs, lower the level.
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  ▪ Setting octave and fine tuning

 > Use the Octave parameter to adjust the pitch of the selected oscillator in 
octave units (-2…+1). The normal octave is 0 (Zero).

 > Use the Transpose parameter to adjust the pitch of the selected oscillator 
over a range of ±1 octave (-12…+12 semitones).

 > Use the Tune parameter to adjust the pitch of the sample over a range of ±1 
octave (-1200…+1200 cents of a semitone) .

  ▪ Setting the velocity switch between the Low and High layers

 > Use the Vel SW L–>H parameter to set the velocity value dividing the High 
and Low multisamples for the selected oscillator. Notes struck at this value or 
harder will be played by the High multisample. A value of 1 makes only the High 
multisample play.

  ▪ Choosing an AMS (Alternate Modulation Source)

When the AMS option is assigned to the Offset parameter, the Offset Intensity by 
AMS and AMS parameters become available. A list of AMS sources can be found 
at the end of this chapter.

When the Offset Intensity by AMS parameter has a positive value, the selected 
Offset point will depend by the AMS value. For example, with the Velocity AMS, 
playing softly will select the Off or 1st Offset, while playing loudly will select the 
6th or No Attack Offset.

When the Offset Intensity by AMS parameter has a negative value, the selec-
tion will happen in reverse (higher-numbered Offsets will be selected before the 
lowest-numbered ones).
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Oscillator triggering
Triggering Mode is how the oscillator will start after pressing a key or a controller.

  ▪ Choosing the oscillator triggering mode

 > Use the first Trigger Mode > Mode pop-up menu to choose the event trigger-
ing the selected oscillator.

Trigger Mode (What) Meaning

NoteOn Theoscillatorstartsplayingwhenanoteisplayed.

NoteOff(VOn) Theoscillatorstartsplayingwhenanoteisreleased.NoteOnVelocity
isconsidered.
Thisisusefultocreatesoundssuchasthe‘click’thatisheardwhena
harpsichordnoteisreleased.Inthiscase,settheSustainparameterto
0(seetheAmp>AmpEGpage).

NoteOff(VOff) Astheabove,butNoteOffVelocityisnotconsidered.

LastNoteOff(VOn) Theoscillatorstartsplayingonlywhenthelastnoteofachordorlegato
sequenceisreleased.NoteOnVelocityisconsidered.

LastNoteOff(VOff) Astheabove,butNoteOffVelocityisnotconsidered.

NaturalRelease Theoscillator startsplayingwhenanote is released. Its amplitude
startsfromthecurrentamplitudelevel.Ifthesound’svolumeisalready
atzero,thisoscillatorisnotretriggered.

AfterTouch TheoscillatorstartsplayingwhenanAfterTouchmessagewithavalue
ofatleast90isreceived.TheVelocityvalueisthesameasthelatest
NoteOnmessage.TheoscillatorwillstopplayingwhentheAfterTouch
valuefallsbacktozero.
Hint:This(likethefollowingTriggers)isespeciallyusefultotriggerhar-
monicsorgrowlswhenanoteisalreadyplaying.

JoystickY+ Astheabove,butwiththejoystick,assignedastheSoundController,
pushedatleasthalf-wayforward(value64).Thiscontrolisequivalent
toaCC#01(Modulation)ControlChangemessage.

JoystickY- Astheabove,butwiththejoystick,assignedastheSoundController,
pulledatleasthalf-wayback(value64).Thiscontrolisequivalenttoa
CC#02(BreathController)ControlChangemessage.
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 > Use the second Trigger Mode > Mode pop-up menu to choose an addition-
al condition before triggering the selected oscillator. For example, a Normal-
triggered oscillator will always play, while a Legato-triggered oscillator will only 
play when a note is played legato.

Trigger Mode (How) Meaning

Normal Theoscillatoralwaysplayswhenakey,oranothertriggeringcontrol
choseninthefirstmenu,ispressed.

Legato Theoscillatoronlyplayswhenthenoteisplayed‘legato’.Thedelayand
pitchintervalfromthepreviousnotearealsotobeconsidered,asset
intheSoundEdit>Basic>Soundpage(LegatoasOSCTriggerpa-
rameter).

LegatoUp LikeLegato,butthisisonlyactivatedwhenthesecondnoteisoutofthe
MaxRangevalue(assetintheSoundEdit>Basic>Soundpage)andit
ishigherthanthefirstone.

LegatoDown LikeLegato,butthisisonlyactivatedwhenthesecondnoteisoutofthe
“MaxRange”value(assetintheSoundEdit>Basic>Soundpage)and
itislowerthanthefirstone.

NotLegato TheoscillatoronlyplayswhenthenoteisNOTplayedlegato(itisthe
oppositeoftheabovechoice).Thisonlyworksifatleastanoscillatoris
settoLegato;ifthereisn’t,thisbehavesasaNormaltrigger.

SoundController1 TheoscillatoronlyplayswhenaCC#80(SoundController1)message
isreceived.Pressandreleasethecorrespondingphysicalcontroller,
andthenextnotewillalsotriggertheselectedoscillator.Ifyoukeep
itpressed,theoscillatorwillcontinuetobetriggereduntilyourelease
thecontroller.
Note:InSoundEditmode,theAssignableSwitch1isautomaticallyas-
signedtoSoundController1.
Hint:This(likethefollowingSoundControllers)isespeciallyusefulto
enableadifferentnuancetothefollowingnote(s).

SoundController2 Astheabove,butwiththeCC#81(SoundController2)message.
Note:InSoundEditmode,theAssignableSwitch2isautomaticallyas-
signedtoSoundController2.

SoundController3 Astheabove,butwiththeCC#82(SoundController3)message.
Note:InSoundEditmode,theAssignableSwitch3isautomaticallyas-
signedtoSoundController3.

SoundControllerY+ Astheabove,butwiththejoystick,assignedastheSoundController,
pushedatleasthalf-wayforward(value64).Thecontrolleristurned
offwhenthejoystickisreleased.ThiscontrolisequivalenttoaCC#01
(Modulation)ControlChangemessage.

SoundControllerY- Astheabove,butwiththejoystick,assignedastheSoundController,
pulledat leasthalf-wayback(value64).Thecontroller isturnedoff
whenthe joystick isreleased.Thiscontrol isequivalenttoaCC#02
(BreathController)ControlChangemessage.



FulleditingoftheSounds |933

Trigger Mode (How) Meaning

Cycle1 Alloscillatorswiththissametriggermodeassignedwillplayincycle.
Forexample,ifOscillators1,2and4areassignedtheCycle1trigger
mode,thefollowingnotewilltriggerOscillator1,then2,then4,then
1again.
Hint:Thisisespeciallyusefultotriggerdifferentsoundnuancesorcre-
atevector-likesoundsequences.

Cycle2 Astheabove,forusewithadifferent(andparallel)groupofoscillators.
HavingtwoCycleTriggerModesallowsforcyclingstereomultisamples.

Random Astheabove,butwitharandomselectionofoscillatorswithintheas-
signedgroup.

  ▪ Choosing a delay before note start

 > Use the Delay parameter to set a lapse (0…5000ms) between pressing a key 
(or in general triggering the oscillator) and hearing the beginning of the sound.

  ▪ Reversing the controllers

 > Select the OSC Off (when Sound Controllers are On) checkbox to reverse 
the way Sound Controllers work. With this parameter checked, the current oscil-
lator will not play when one of the Sound Controllers (Sound Controller 1, Sound 
Controller 2, Sound Controller 3, Sound Controller Y+, Sound Controller Y-) is 
activated.

It should be applied to oscillators with the After Touch, Joystick Y+, Joystick 
Y-, Normal, Legato, Legato Up, Legato Down, Not Legato, Cycle 1, Cycle 2, and 
Random trigger modes, that can be turned off by using a switch, footswitch or the 
joystick programmed as a Sound Controller.
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Setting the velocity and key zone
You can limit the selected oscillator to play inside a defined velocity zone and key 
range. This will allow for creating different key and velocity layers.

 > Go to the Sound Edit > Menu > Basic > Velocity/Range page.

  ▪ Setting a velocity zone

 > Use the Velocity Zone (Top and Bottom) parameters (0…127) to specify the 
velocity zone for the selected oscillator.

  ▪ Setting a key range

 > Use the Keyboard Range (Top Key and Bottom Key) parameters (C-1…G9) to 
specify the note range for the selected oscillator.

  ▪ Scaling the received velocity values

 > Use the Scaled Velocity (Top and Bottom) parameters (0…127) to scale the 
velocity values received by the oscillator. By using the Velocity Zone, an oscilla-
tor may be limited to a restricted range (say, 10 to 20), that may result in weak 
dynamics when the associated sample is triggered.

By assigning a different value to these parameters, the restricted range will be 
expanded to a wider range (for example, the lowest range value of 10 may be 
converted to a Scaled Velocity value of 0, and the highest range value of 20 may 
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be converted to a Scaled Velocity value of 127). All values included between the 
minimum and maximum value are scaled accordingly.

As a consequence, you can create an RX Sound of guitar, by assigning the guitar 
fret noise to the 10~20 velocity range. When a dynamics value between 10~20 is 
received, the real velocity value is scaled to the Scaled Velocity values, and will 
play louder.
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Programming the Damper pedal

Programming the pedal
Pa5X carefully recreates the way an acoustic piano Damper pedal works.

 > Go to the Sound Edit > Menu > Basic > Damper Mode page.

  ▪ Choosing a Damper pedal mode

 > Use the Damper Mode pop-up menu to choose how the Damper pedal will 
work on the selected oscillator.

Damper Mode Meaning

Normal TheDamperpedalworksasusual:bykeepingitpressed,thenotedecay
islengthened,tosimulatethelongernotedecayofanacousticpiano.

DamperOff TheDamperpedalisdeactivatedfortheselectedoscillator.
ChooseDamperOff,ifyouplantousetheselectedoscillatorintheBasic
>DamperTriggerpagetotriggersounds.
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Damper Mode Meaning

Resonance/Halo TheDamperpedalenablesamultisample,normallyusedforthePiano
Resonance/Haloeffect.Ifthepedalispressedwhenthenoteisalready
playing,thespeedatwhichthemultisampleappearsanddisappears,
andthevolumeitcanreach,dependontheResonance/Haloparam-
etersprogrammedbelow.
Hint:ThisDampermodeismuchmorerealisticthantheNormalmode,
butalso‘steals’morenotesfromtheoverallpolyphony,andisespecially
suggestedforsolopianoplaying.
Note:Half-pedaling,aswellasDampermessagesreceivedviaMIDI(as
ControlChange#64),controltheleveloftheResonance/Haloeffect.

Repedaling ThismodeactsastheNormalmode,butalsoenablestheDamperpedal
effectwhenthepedalispressedafterthenotehasbeenreleased(Note
Off).Inthiscase,theDampereffectstartsfromthecurrentRelease
level,anddecaysslowly.
DonotuseRepedalinginSoundsusedbyStyletracks.

  ▪ Programming the Resonance/Halo

You can program the Resonance/Halo effect that is enabled by the Resonance/
Halo Damper Mode (see above). These parameters only affect the Resonance/
Halo that is enabled when pressing the Damper pedal down when a note is already 
playing.

 > Use the Attack Time parameter to set the time needed to the Resonance/
Halo to reach the maximum level after the Damper pedal has been pressed. Values 
(0…99) are relative to the current Amplitude Envelope Attack value.

 > Use the Release Time parameter to set the time needed to the Resonance/
Halo to fade out after the Damper pedal has been released. Values (0…99) are 
relative to the current Amplitude Envelope Release value.

 > Use the Volume Scaling parameter to set the volume of the Resonance/Halo 
effect. Values (0…100%) are relative to the current level of the sound, as de-
termined by the sum of the Multisample Volume, Velocity value and the current 
Amplitude Envelope value. 0% is no volume at all.

  ▪ Setting a key range without dampers

In an acoustic piano, the felt dampers can only dampen strings up to a certain 
note. Starting from that note (usually G6), it is as if the Damper pedal was always 
pressed down, and the dampers removed from the strings.

 > When the Damper is in Normal mode (see above), use the No Note Off Range 
> From Note parameter to choose the note (C♯-1…G9) starting from which notes 
are never dampened.

This parameter has no effect on the Resonance/Halo mode.
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Triggering notes when pressing or releasing the Damper 
pedal
Special effects can be achieved by triggering notes with the Damper pedal.

 > Go to the Sound Edit > Menu > Basic > Damper Trigger page.

The parameters in this page apply to the Sound as a whole, and not to a single 
oscillator.

As warned by the message on the lower area of the display, triggered notes must 
fall out of the Transpose Range programmed in the Sound Edit > Basic > Sound 
page. Please either choose a note out of that range, or edit the Transpose Range, 
so that the note is either higher or lower than that range.

Damper Trigger Sample

Transpose Range

  ▪ Playing a note when pressing the Damper pedal

The Damper On Trigger parameters allow to play a note when pressing the 
Damper pedal (Damper On).

This is useful when a special sample is assigned to a particular note (for exam-
ple, pedal down squeaking in the Sound ‘German Grand Solo’, breathing in the 
‘Harmonica 1 DNC’ Sound…).
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 > Choose a Note, and set its Velocity.

 > Select the Note Off on Damper Off checkbox to make the sound stop when 
the Damper pedal is released.

  ▪ Playing a note when releasing the Damper pedal

The Damper Off Trigger parameters allow to play a note when releasing the 
Damper pedal (Damper Off).

Releasing the Damper pedal can play a special sample assigned to a particular 
note (for example, Damper pedal release noise in the ‘German Grand Solo’ Sound).

 > Choose a Note, and set its Velocity.
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Equalizing the Sound
You can use a three-band, semi-parametric equalizer on each oscillator.

 > Go to the Sound Edit > Menu > Basic > EQ page.

  ▪ Activating the EQ

 > Use the On/Off button to activate the equalizer on the selected oscillator.

  ▪ Trimming and programming the EQ

 > Use the Trim knob to limit the level of the signal passing through the equalizer 
(0…99). Extreme equalization values can overload the audio circuits and lead to 
distortion. This control lets you set equalization as desired, and at the same time 
avoid overloading.

 > Use the EQ controls to create the equalization curve.

EQ Control Meaning Value

LowGain Low frequencies equalization. This is a shelving
curvefilter.

-18…+18dB

Mid(Middle)Gain Middlefrequenciesequalization.Thisisabellcurve
filter.

-18…+18dB

Mid(Middle)Freq Centrefrequencyofthemiddlefrequenciesequal-
ization.

0.100…10kHz

Hi(High)Gain High frequenciesequalization.This is a shelving
curvefilter.

-18…+18dB
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Setting the Drum Kit’s basic 
parameters
When editing a Drum Kit, you first choose and set the percussive samples assigned 
to each key and velocity layer.

 > Go to the Sound Edit > Menu > Drum Kit > Drumkit page.

Selecting and setting a key
The key can be selected and programmed in the KEY section.

  ▪ Choosing the key to edit

 > Use the Key parameter to select a key. As an alternative, select it by pressing 
a key on the keyboard.

  ▪ Choosing the number of layers per key

Each key can have a variable number of velocity zones (layers). This allows for 
assigning different samples to different playing velocity strengths.
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 > Use the Layers pop-up menu to choose the number of layers assigned to the 
selected key. Depending on the number of selected layers, a different number of 
velocity switches will become available.

  ▪ Turning the key on or off

 > Use the Assign checkbox to turn the selected key on/off. When a key is not 
assigned, the next assigned key on the right will extend over it.

  ▪ Selecting the dry or ambient portion of the sound

You can separately listen to the dry or ambient portion of the percussive samples 
while editing.

 > Use the Dry+Amb pop-up menu to choose the dry and/or ambient portion of 
the sound.

Layer and velocity switch
After having selected a key to edit, choose the velocity layer.

  ▪ Choosing the layer to edit

 > Use the radio buttons in the Layer Selector & Velocity Sample Switch area 
to select the layer to edit. The available number of layers depend on the Layers 
pop-up menu in the area above.

  ▪ Editing the velocity switches

Each of the velocity switch values in the Layer Selector & Velocity Sample 
Switch area separates two adjacent layers of the selected key. Notes stricken 
harder than a velocity switch will be played by the layer on the right, while notes 
stricken softer are played by the layer on the left.

The first and last values are not editable, and are always 001 and 127 (respec-
tively).
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Choosing and setting the drum samples
Use the Drum Sample section to assign a percussive sample to the selected veloc-
ity layer inside the selected key.

The available parameters depend on the selected sample.

  ▪ Choosing a drum sample

 > Use the Drum Sample parameters to assign a different drum sample to each 
layer. You can use velocity to switch between the available samples. Offset and 
Level can be adjusted independently for the various drum samples.

Use the pop-up menus to choose the bank (Factory or User).

Use the numeric field next to the sample name to choose the sample inside the 
selected bank.

Bank Meaning

FTY Factorysamples,suppliedbyKORGasstandard.

USR Usersamples,loadedwhenloadingsomeUserDrumKits.

The sample you select for the current layer will be triggered by velocities higher 
than the value of the velocity switches. If you do not wish to use velocity switch-
ing, assign just one layer to the selected key, and assign a sample only to layer 1.

If you create a new Drum Kit based on User samples, the User samples must be 
loaded from an internal or external drive. In case samples are not loaded, no sound 
will be heard, even if the Drum Kit can be selected and its name appears in the 
display.

 > Select the Rev (Reverse) checkbox to play the sample in reverse (if this is 
allowed by the sample). In the case of samples that were originally specified to 
loop, the sample will be played back in one-shot reverse mode. If the sample was 
originally set to reverse, it will playback without change.
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  ▪ Setting a sample start offset

 > Use the Offset pop-up menu to specify the point where the sample will start 
to play. Please note that this parameter is not available on all the Drum samples.

Offset Meaning

Off Thesoundwillstartfromthebeginningofthesample.

1st…6th Thesoundwillbeginfromtheoffsetlocationpre-determinedforeach
sample.

NoAttack Theinitialportionofthemultisampleisignored.

AMS ActivatestheAlternateModulationSource(seebelow).

PseudoRandom (OnlyworkswhenmorethanoneOffsetpointisavailableinthemulti-
sample).RandomlyselectsoneoftheavailableOffsetpoints.

 > Use the AMS and Int(ensity) parameters to choose the AMS modulation 
source and its intensity.

When the Intensity parameter has a positive value, the selected Offset point will 
depend on the AMS value. For example, with the Velocity AMS, playing softly will 
select the Off or 1st Offset, while playing loudly will select the 6th or No Attack 
Offset.

When the Intensity parameter has a negative value, the selection will happen in 
reverse (higher-numbered Offsets will be selected before the lowest-numbered 
ones).

  ▪ Setting the sample level

 > Use the Dry Lev(el) parameter to specify the level of the sample.

  ▪ Programming the sample envelope

 > Use the Attack and Decay parameters to offset the selected sample’s EG 
Attack and Decay segments.

  ▪ Programming the filter

 > Use the Cutoff and Resonance parameters to set the cutoff frequency and 
resonance for the filter applied to the selected sample.
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  ▪ Setting transpose and fine tuning

 > Use the Transpose parameter (-64…+63 semitones) to transpose the select-
ed sample. Use it to change the pitch of the selected key.

 > Use the Tune parameter (-99…+99 cents of a semitone) to fine-tune the as-
signed sample.

  ▪ Adjusting the ambient level and time

 > Use the Amb Level / Time parameters to adjust the ambient level and decay 
time.

These parameters are only available if the selected Drum sample is of the Ambient 
type. When these parameters are available, Level controls the volume of the direct 
(dry) sounds, while Amb. Level and Time control the volume and length of the 
ambience respectively.
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Equalizing the Drum Kit
Each of the drum samples can be processed with a three-band, semi-parametric 
equalizer.

 > Go to the Sound Edit > Menu > Drumkit > EQ page.

  ▪ Choosing the key to edit

 > Use the Key parameter to select a key. As an alternative, select it by pressing 
a key on the keyboard.

The Layers and Assign parameters are the same as in the Drumkit page.

  ▪ Trimming and programming the EQ

 > Use the On/Off button to activate the equalizer on the selected layer.

 > Use the Trim knob to limit the level of the signal passing through the equalizer 
(0…99). Extreme equalization values can overload the audio circuits and lead to 
distortion. This control lets you set equalization as desired, and at the same time 
avoid overloading.
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 > Use the EQ controls to create the equalization curve.

EQ Control Meaning Value

LowGain Low frequencies equalization. This is a shelving
curvefilter.

-18…+18dB

Mid(Middle)Gain Middlefrequenciesequalization.Thisisabellcurve
filter.

-18…+18dB

Mid(Middle)Freq Centrefrequencyofthemiddlefrequenciesequal-
ization.

0.100…10kHz

Hi(High)Gain High frequenciesequalization.This isa shelving
curvefilter.

-18…+18dB
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Mixing the Drum Kit layers
You can see all the drum samples, dry/ambient levels, and velocity switches of 
the available layers in a single page. While in this page, you can see which layer 
is playing.

 > Go to the Sound Edit > Menu > Drumkit > Velocity Switch Level page.

  ▪ View which layer is playing

 > Play a note on the keyboard. Depending on the velocity, an indicator will turn 
on on the extreme right of the page, next to the layer that is playing.

  ▪ Choose the drum sample

 > Use the FTY/USR parameter to choose the bank (Factory or User).

Bank Meaning

FTY Factorysamples,suppliedbyKORGasstandard.

USR Usersamples,loadedwhenloadingsomeUserDrumKits.

 > Use the numeric field next to the sample name to choose the sample inside 
the selected bank.
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  ▪ Adjust the dry/ambient level

 > Use the Dry and Ambient Level parameters to adjust the level of the dry and 
ambient portion of the sound.

  ▪ Adjust the velocity switch

 > Use the Vel parameter to adjust the velocity switch between the layers.
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Mixing and retriggering the drum 
samples
You can choose a triggering mode, and mix the key (usually a percussive sound 
with its different velocity layers) with the other keys. All layers of the selected key 
will get the same settings.

 > Go to the Sound Edit > Menu > Drumkit > Voice/Mixer page.

  ▪ Choosing the key to edit

 > Use the Key parameter to select a key. As an alternative, select it by pressing 
a key on the keyboard.

The Layers and Assign parameters are the same as in the Drumkit page.

  ▪ Choosing polyphony, retriggering and legato

 > Use the Single Trigger checkbox to choose the triggering mode.

Single Trigger Meaning

On Whenthesamekey(note)isplayedrepeatedly,thepreviousnotewillbe
stoppedbeforethenewnoteistriggered,sothattheywillnotoverlap.

Off Whenthesamekey(note)isplayedrepeatedly,thepreviousnotewill
notbestoppedbeforethenewnoteistriggered.
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  ▪ Creating exclusive groups

Exclusive Groups are sets of mutually exclusive keys, stopping each other. For 
example, if the Open Hi-Hat and Closed Hi-Hat are assigned the same Exclusive 
Group, playing an Open Hi-Hat will stop the Closed Hi-Hat playing.

Exclusive Group Meaning

None NoExclusiveGroupassigned.Theselectedkeywillnotbestoppedby
anyotherkey.

1…127 ExclusiveGroupsassignedtotheselectedkey.Whenyouplaythiskey,
allotherkeysassignedtothesameExclusiveGroupwillbestopped,and
thiskeywillbestoppedbyotherkeysassignedtothesameExclusive
Group.

  ▪ Fading out the grouped samples

Use the Choke Fade Out Time parameter to set the speed at which the samples 
pertaining to the same Exclusive Group will fade out, when another key in the 
same group is pressed. This is useful to simulate, for example, the Hi-Hat pedal, 
‘chocking’ the semi-open sounding note only gradually.

Use the Subgroup Choke Off checkbox to let the previously sounding note in the 
same Exclusive Group (including the same note) play when a new key in the same 
group is played. This is useful to simulate, for example, a Ride Cymbal, whose 
notes are not ‘choked’ by playing subsequent notes.

  ▪ Enabling Note On and Note Off

 > Select the Enable Note On Receive checkbox to enable reception of the Note 
On (Key On) message. If this parameter is not selected, the key will not play.

 > Select the Enable Note Off Receive checkbox to enable reception of the Note 
Off (Key Off) message. If this parameter is not selected, the sample will continue 
to play up to its end.

  ▪ Setting the Level, Pan and FX Send mixing parameters

 > Use the Level parameter to set the level of the selected key.

 > Use the Pan parameter to set the position of the selected key in the stereo 
panorama.

 > Use the Send to MFX1-3 parameters to set the MFX1, MFX2 and MFX3 send 
level for the selected key.
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Modulating pitch
Pitch can change depending on the note and the activated controllers. Pa5X also 
includes LFO generators that can modulate the pitch.

 > Go to the Sound Edit > Menu > Pitch > Pitch Mod(ulation) page.

Controlling pitch
The oscillator’s pitch can follow the natural scale, or a different pitch ‘slope’.

  ▪ Setting the Pitch Slope

 > Use the Pitch Slope parameter (-1.0…+2.0) to change pitch depending on the 
note position on the keyboard.

Normally you will leave this parameter at +1.0. Positive (+) values will cause the 
pitch to raise as you play higher notes, and negative (–) values will cause the pitch 
to fall as you play higher notes.

With a value of 0, there will be no change in pitch, and the C4 pitch will sound 
regardless of the keyboard location you play.
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The diagram shows how the Pitch Slope and pitch are related:

Pitch

Key

2oct
1oct
1oct

C4 C5

+2

+1

0

–1

  ▪ Controlling the pitch with physical controllers

 > Use the Pitch Mode pop-up menu to set the Pitch Bend direction.

Pitch Mode Meaning

Normal Linearbending.

FixedScale Whenthisparameteristurnedononanoscillator,PitchBendandSub
Scalehavenoeffectonitstuning.Therelevantparametersaregreyed
outandnon-selectable.

HighestPitchBend
only

Onthisoscillator,PitchBendisonlyactivatedonthehighestnotecur-
rentlyplayingonthekeyboard.

LowestPitchBend
only

Onthisoscillator,PitchBendisonlyactivatedonthelowestnotecur-
rentlyplayingonthekeyboard.

 > Use the Ribbon to Pitch parameter to set the Pitch Bend range (-12…0…+12 
semitones) controlled by the Ribbon Controller message (CC#16). The Ribbon 
Controller message can be received from MIDI or contained in a Standard MIDI 
File.

 > Use the JS (+X) parameter to specify how the pitch will change when the 
joystick is moved all the way to the right (-60…+12 semitones). A setting of 12 
produces 1 octave of change.

For example if you set this to +12 and move the joystick all the way to the right, 
the pitch will rise one octave above the original pitch.

 > Use the JS (-X) parameter to specify how the pitch will change when the joy-
stick is moved all the way to the left (-60…+12 semitones). A setting of 12 pro-
duces 1 octave of change.

For example, if you set this to -60 and move the joystick all the way to the left, the 
pitch will fall five octaves below the original pitch. This can be used to simulate the 
downward swoops that a guitarist produces using the tremolo arm.
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  ▪ Choosing a pitch modulation source

 > Use the Pitch > AMS (Alternate Modulation Source) pop-up menu to select 
a modulation source for the pitch of the selected oscillator. A list of the available 
AMS sources is in the Appendix.

The Intensity parameter (-12.00…+12.00) specifies the depth and direction of the 
effect produced by the AMS. With a value of 0, no modulation will be applied. With 
a value of 12.00, the pitch will change up to one octave.

For example, if you choose the JS (-Y) AMS and move the joystick downwards, the 
pitch will rise if this parameter is set to a positive (+) value, or fall if this parameter 
is set to a negative (–) value. The range is a maximum of one octave.

Controlling the Pitch EG (Envelope Generator)
Use the Pitch EG parameters to controls the Pitch EG unique to all oscillators.

  ▪ Linking pitch to the envelope

 > The Intensity parameter (-12.00…+12.00) specifies the depth and direction of 
the Pitch EG modulation. With a value of 12.00, the pitch will change a maximum 
of ±1 octave.

  ▪ Linking pitch to an AMS modulation

 > Use the Pitch EG > AMS parameter to select a modulation source for the pitch 
EG of the selected oscillator. A list of the available AMS sources is in the Appendix.

 > Use the Pitch EG > Intensity parameter to specify the depth and direction of 
the AMS. For example, if you choose the Velocity AMS and set this value to +12.00, 
the velocity will control the range of pitch change produced by the pitch EG in a 
range of ±1 octave. As you play more softly, the pitch change will draw closer to 
the pitch EG levels.
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The Pitch EG > AMS and Pitch EG > Intensity will be summed to determine the 
depth and direction of the pitch modulation applied by the pitch EG.

Pitch change (level)

Softly played
(Intensity (Pitch EG) setting)

Strongly played with a
negative (–) value

Strongly played with
a positive (+) value

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Programming Portamento
Portamento adds a slide between notes (a smooth change in pitch from one note 
to the next).

 > Select the Enable checkbox to activate the portamento effect. Portamento 
will also be switched on or off when the CC#65 (Portamento SW) message is re-
ceived.

 > Select the Fingered checkbox to make portamento restart when playing a 
note. When Fingered is enabled, playing legato will turn Portamento on, while 
playing detached will turn it off again.

 > Use the Mode pop-up menu to choose the Portamento mode.

Mode Meaning

Rate Portamentowilltakeaparticulartimetoglideagivendistanceinpitch–for
instance,onesecondperoctave.Putanotherway,glidingseveraloctaves
willtakemuchlongerthanglidingahalf-step.

Time Portamentowillalwaystakethesameamountoftimetoglidefromonenote
toanother,regardlessofthedifferenceinpitch.Thisisespeciallyuseful
whenplayingchords,sinceitensuresthateachnoteinthechordwillend
itsglideatthesametime.
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 > Use the Time parameter to set the portamento time (000…127). Increasing 
the value will produce a slower change in pitch.

 > Use the AMS and Intensity parameters to choose the AMS modulation source 
and its intensity for the Time parameter.

The Intensity parameter controls the depth and direction of the Portamento Time 
AMS modulation.

Controlling the LFO
Use the LFO 1/2 parameters to controls the LFO (Low Frequency Oscillation) on 
the selected oscillators. LFO generators are programmed in the Sound Edit > LFO 
> LFO 1 and LFO 2 pages.

 > Use the LFO 1/2 Int parameter to set the intensity (-12…0…+12) of the cor-
responding LFO. Negative values will invert the LFO shape.

 > Use the JS+Y parameter to set the intensity (-12…0…+12) of the correspond-
ing LFO when the joystick is pushed forward. Negative values will invert the LFO 
shape.

 > Use the AMS and Intensity parameters to choose an AMS to modulate the 
corresponding LFO, and the intensity of the modulation.
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Programming the pitch envelope (Pitch 
EG)
Pa5X includes a pitch envelope generator (Pitch EG) that can vary the pitch over 
time.

 > Go to the Sound Edit > Menu > Pitch > Envelope Generator page.

You can see the shape of the envelope in the diagram on top of the page.

Setting the Pitch EG levels and times
Pitch EG can be programmed by setting the Level and Time parameters of the 
envelope segments.

Note-on Note-off

Attack
Time

Decay
Time

Start Level Release Level

Release Time

Attack Level+99 = approximately 1 octave

–99 = approximately 1 octave

0 = pitch when
key is held
(sustained)

Time

Time-varying pitch settings (when Pitch EG Intensity = +12.00)
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 > Use the Level parameters (-99…+99) to specify the amount of pitch change.

EG Level Meaning

Start Amountofpitchchangeatnotestart.

Attack Amountofpitchchangewhentheattacktimehaselapsed.

Release Amountofpitchchangewhenthereleasetimehaselapsed.

The actual amount of pitch change will depend on the Envelope Generator > Pitch 
Mode > Intensity parameters. For example, with an Intensity setting of +12.00, a 
Level setting of +99 would raise the pitch one octave, and a Level setting of –99 
would lower the pitch one octave.

 > Use the Time parameters (0…99) to specify the time over which the pitch 
change will occur.

EG Time Meaning

Attack Timeoverwhichthepitchwillchangefromnote-onuntilitreachesthe
pitchspecifiedastheattacklevel.

Decay Timeoverwhichthepitchwillchangeafterreachingtheattacklevel
untilitreachesthenormalpitch.

Release Timeoverwhichthepitchwillchangefromnote-offuntilitreachesthe
pitchspecifiedasthereleaselevel.

Modulating the Pitch EG

  ▪ Modulating the Pitch EG levels

Use the Level Modulation > AMS 1/2 parameters to select a modulation source 
for the Pitch EG > Level parameters.

 > Use the Level Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the modulation generated by AMS1 or AMS2. With a value 
of 0, the levels specified by the Level parameters will be used.

For example, if you choose the Joystick Y+ AMS, moving the Joystick up will 
change the Level parameters. The direction of the change is specified by St (Start 
Level Swing) and At (Attack Level Swing). When the Joystick is released, the Pitch 
EG levels will return to their own settings.

If you choose the Velocity AMS, higher absolute values of Intensity will produce 
increasingly wider changes in Pitch EG levels when playing harder. The direction 
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of the change is specified by St (Start Level Swing) and At (Attack Level Swing). 
As you play more softly, the pitch change will be closer to the Pitch EG levels.

 > Use the St (Start Level Swing) and the At (Attack Level Swing) parameters 
to specify the direction of change in Level > Start and Level > Attack caused by 
the AMS. 

If the Intensity is a positive (+) value, a setting of + will increase the EG level, and 
a setting of – will decrease it. With a value of 0 there will be no change.

Pitch EG change (level) (AMS=JS-Y/Velocity, Intensity= positive (+) value

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

A note played softly with 
Start Level Swing set at 0, 
Attack Level Swing set to +, 
the Joystick pulled on

A note played strongly with 
Start Level Swing set to 0, 
Attack Level Swing set to +, 
the Joystick pulled on

A note played strongly with 
Start Level Swing set to 0, 
Attack Level Swing set to –, 
the Joystick pulled on

  ▪ Modulating the Pitch EG times

Use the Time Modulation > AMS parameter to select a modulation source for the 
Pitch EG > Time parameters.

 > Use the Time Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the effect that AMS will have on the Time parameters. With 
a value of 0, the pitch EG times will be just as specified by the Time settings.

The alternate modulation value at the moment that the EG reaches each point will 
determine the actual value of the EG time that comes next.

For example, the decay time will be determined by the alternate modulation value 
at the moment that the attack level is reached.

When this parameter is set to values of 16, 33, 49, 66, 82, or 99, the specified EG 
times will speed up as much as 2, 4, 8, 16, 32, or 64 times respectively (or slowed 
down to 1/2, 1/4, 1/8, 1/16, 1/32, or 1/64 of the original time).

For example, with the Velocity AMS, increasing the absolute value of Intensity will 
allow strongly-played notes to increase the changes in pitch EG Time values. The 
direction of the change is specified by At (Attack Time Swing) and Dc (Decay Time 
Swing). As you play more softly, the pitch EG times will more closely approach the 
actual settings of the pitch EG.

 > Use the At (Attack Time Swing) and the Dc (Decay Time Swing) parameters 
to specify the direction in which AMS will affect the Time > Attack and Decay pa-
rameter. With positive (+) values of Intensity, a setting of + will cause the time to 
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be lengthened, and a setting of – will cause the time to be shortened. With a value 
of 0 there will be no change.

Pitch EG changes (Time) (AMS = Velocity, Intensity = positive (+) value)

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

A note played softly with 
Attack Time Swing set to + and 
Decay Time Swing set to +

A note played strongly with 
Attack Time Swing set to + 
and Decay Time Swing set to +

A note played strongly with 
Attack Time Swing set to – and 
Decay Time Swing set to – 
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Programming the filters
As in a subtractive analogue synthesizer, filters are the main agents of the sound’s 
timbre quality. Envelope and modulation allow for timbral shift over time, making 
the sound alive.

Choosing the filters
You can choose one of two filters for the selected oscillator.

 > Go to the Sound Edit > Menu > Filter > Type page.

With Low Pass Resonance selected

With Low Pass & High Pass selected
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  ▪ Choosing the filter type

 > Use the Filters radio buttons to choose the type of filter for the selected 
oscillator.

Filter Type Meaning

LowPassResonance Thisisa24dB/octfilter.WhentheLowPassfiltertypeisselected,only
filterAwillbeactivated.

LowPass&HighPass Thesearetwo12dB/octfiltersinseries.WhentheLowPass&HighPass
filtertypeisselected,filterBwillbeactivated.

  ▪ Trimming the filter input

 > Use the Trim parameter (00…99) to adjust the level at which the audio signal 
generated by the selected oscillator enters filter A.

If this value is too high, the sound may distort when Resonance is set to a high 
value, or when you play a chord.

Programming the filters

  ▪ Programming filter A

 > Use the Filter A > Frequency parameter to set the cutoff frequency of filter 
A (00…99).

Frequency

Level

Low Pass

12dB/oct

24dB/oct

This is a filter that cuts the high-frequency 
region above the cutoff frequency.
This is the most common type of filter, and is 
used to cut part of the overtone components, 
making an originally bright timbre sound more 
mellow (darker).
When the “Filter Type” is Low Pass Resonance, 
the cutoff will have a steeper slope.

 > Use the Filter A > Resonance parameter to set the resonance of filter A 
(00…99).
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The resonance emphasizes the overtone components that lie in the region of the 
cutoff frequency specified by Frequency, producing a more distinctive sound. 
Increasing this value will produce a stronger effect.

 > Use the Res. Mod. by AMS parameter to choose a modulation source for the 
Resonance parameter.

The effect of resonance

Low Pass
Level

Low resonance value High resonance value

 > Use the Intensity parameter (-99…+99) to specify the depth and direction 
of the effect that Res. Mod. by AMS will have on the resonance level specified by 
Resonance.

For example, if Velocity has been selected, playing harder or softer will affect the 
resonance.

With positive (+) values, the resonance will increase as you play harder, and as 
you play softer the resonance will approach the level specified by the Resonance 
setting.

With negative (–) values, the resonance will decrease as you play harder, and as 
you play softer the resonance will approach the level specified by the Resonance 
setting.

The resonance level is determined by summing the Resonance and Intensity val-
ues.

  ▪ Programming filter B

When both filters are activated, you can also program filter B.

 > Use the Filter B > Frequency parameter to set the cutoff frequency of filter 
B (00…99).

This parameter is only available when the selected filter type is Low Pass & High 
Pass.

Level

Frequency

High Pass

This filter cuts the low-frequency range that 
lies below the cutoff frequency. By cutting the 
lower overtones, it lightens the tone.

12dB/oct
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Modulating the filters
You can modulate the filter cutoff frequency of the selected oscillator. Modulation 
will add dynamic timbre variation.

Programming realtime filter modulation
 > Go to the Sound Edit > Menu > Filter > Mod(ulation) page.

When the filter type is Low Pass Resonance, the parameters for filter B will not 
be editable (dimmed).

Tracking the cutoff frequency across the keyboard
Keyboard Tracking changes the timbre quality across the keyboard.

 > Use the Key Low/High parameters (C–1…G9) to change the filter cutoff fre-
quency across the keyboard for the selected oscillator.

Keyboard Tracking varies the cutoff frequency according to the position of the 
key on the keyboard. How the cutoff frequency is affected by the keyboard loca-
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tion can be specified by the Key Low, Key High, Ramp Low, Ramp High, and the 
Intensity to A/B parameters.

Keyboard tracking will apply to the range below the specified Low note number, 
and above the specified High note number.

 > Use the Ramp Low/High parameters to specify the slope of the keyboard 
tracking (-99…+99).

Cutoff frequency

Key

Low Ramp=+99

Low Ramp=+43

Low Ramp=0

Low Ramp=–62

Low Ramp=–99

High Ramp=+99

High Ramp=+62

High Ramp=0

High Ramp=–43

High Ramp=–99

Low Key High Key

 > Set the Intensity to A and Intensity to B parameters (-99…+99) to specify 
the depth and direction of the changes applied to filters A and B.

For the range of notes between Key Low and Key High, the cutoff frequency will 
change according to the keyboard location (pitch).

Modulating the Filter EG (Envelope Generator)
The filter envelope can be controlled while playing.

 > Use the Velocity to A/B parameter (99…+99) to specify the depth and direc-
tion of the effect that velocity will have on the time-varying changes created by 
the filter EG (as set on Filter > Filter EG) to control the filter A/B cutoff frequency.

With positive (+) values, playing harder will cause the filter EG to produce greater 
changes in cutoff frequency. With negative (–) values, playing harder will also 
cause the filter EG to produce greater changes in cutoff frequency, but with the 
polarity of the EG inverted.

 > Use the Int to A/B parameters (-99…+99) to specify the depth and direction 
of the effect that the time-varying changes created by the filter EG will have on 
the filter A/B cutoff frequency.
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With positive (+) settings, the sound will become brighter when the EG levels set 
by Filter EG Level and Time parameters are in the ‘+’ area, and darker when they 
are in the ‘–’ area.

With negative (–) settings, the sound will become darker when the EG levels set 
by Filter EG Level and Time parameters are in the ‘+’ area, and brighter when they 
are in the ‘–’ area.

 > Use the AMS pop-up menu to select a modulation source for the filter EG ap-
plied to the cutoff frequency of filters A and B.

 > Use the Int to A/B parameters (-99…+99) to specify the depth and direction 
of the effect that the AMS will have on filter A/B.

The sum of the settings for Velocity to A/B, Intensity to A/B, and (AMS) Intensity 
to A/B will determine the depth and direction of the effect produced by the filter 
EG.

Changes in cutoff frequency

Softly played Strongly played
Setting to –

Strongly played
Setting to +

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Modulating the filters cutoff frequency
You can control the filters with a modulation source.

 > Use the AMS 1/2 parameters to select a modulation source for the filter A/B 
cutoff frequency.

 > Use the Intensity (AMS 1/2) parameters to specify the depth and direction 
of the AMS 1/2.

When AMS1 is JS X, a positive (+) value for this parameter will cause the cutoff 
frequency to rise when the joystick is moved toward the right, and fall when the 
joystick is moved toward the left. With a negative (–) value for this parameter, the 
opposite will occur.

This value is summed to the setting of the Filter A/B Frequency.
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Applying LFO to the filters
You can use LFO to apply cyclic modulation to the cutoff frequency of the filters. 
This will create cyclical changes in tone on the selected oscillator.

 > Go to the Sound Edit > Menu > Filter > LFO Mod(ulation) page.

  ▪ Modulating the filters with the LFOs

 > Use the LFO 1/2 > Intensity to A/B parameters (-99…+99) to specify the 
depth and direction of the modulation that LFO 1/2 (set on Sound Edit > LFO > 
LFO 1 or LFO 2) will have on the cutoff frequency of filter A/B. Negative (–) set-
tings will invert the phase.

Change in cutoff

Low setting High setting

 > Use the JS (Joystick) –Y Intensity to A/B parameters (-99…+99) to modulate 
LFO with the joystick pulled back.

By moving the joystick in the Y direction (toward yourself), you can control the 
depth at which LFO 1/2 modulates the cutoff frequency of filter A/B. This param-
eter specifies the depth and direction of the control.

Higher settings of this parameter will produce greater increases in the effect of 
LFO 1/2 on the filter when the joystick is moved toward yourself.
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 > Use the LFO 1/2 > AMS pop-up menus to select a modulation source for the 
cutoff frequency of both filters A and B.

The Intensity to A/B parameters (-99…+99) set the depth and direction of the 
effect that the AMS will have on filter A/B.

For example if the AMS is Joystick Y+, higher settings of this parameter will allow 
greater change to be applied to LFO 1/2 when you move the Joystick up in the Y 
axis.
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Programming the filter envelope (Filter 
EG)
You can create an envelope to vary over time the cutoff frequency of the filters 
on the selected oscillator.

 > Go to the Sound > Filter > Envelope Generator page.

You can see the shape of the envelope in the diagram on top of the page.

Setting the Filter EG levels and times
Filter EG can be programmed by setting the Level and Time parameters of the 
envelope segments.

The result will depend on the filter type. For example, with the Low Pass Resonance 
filter, positive (+) values of EG Intensity will cause the tone to be brightened by 
positive (+) levels, and darkened by negative (–) levels.
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Also, the effect of these settings on the filter cutoff frequency depends by the 
Velocity and Intensity parameters of the Filter > Modulation page.

Note-on

Note-off

Attack
Time

Start
Level Decay

Time
Release
Time

Release
Level

Attack Level

The specified
cutoff
frequency

Sustain Level

Time

Break
Point
Level

Slope
Time

 > Use the Level parameters (-99…+99) to specify the amount of cutoff fre-
quency change.

EG Level Meaning

Start Changeincutofffrequencyatthetimeofnote-on.

Attack Changeincutofffrequencyaftertheattacktimehaselapsed.

Break(BreakPoint) Changeincutofffrequencyafterthedecaytimehaselapsed.

Sustain Changeincutofffrequencythatwillbemaintainedfromaftertheslope
timehaselapseduntilnote-offoccur.

Release Changeincutofffrequencythatwilloccurwhenthereleasetimehas
elapsed.

 > Use the Time parameters (0…99) to specify the time over which the cutoff 
frequency change will occur.

EG Time Meaning

Attack Timeoverwhichthelevelwillchangefromnote-onuntiltheattacklevel
isreached.

Decay Timeoverwhichthelevelwillchangefromtheattackleveltothebreak
pointlevel.

Slope Timeoverwhichthelevelwillchangeafterthedecaytimehaselapsed
untilthesustainlevelisreached.

Release Timeoverwhichthelevelwillchangeafternote-onoccursuntilthere-
leaselevelisreached.
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Modulating the Filter EG

  ▪ Modulating the Filter EG levels

 > Use the Level Modulation > AMS parameter to select the source that will 
control the Level parameters of the filter EG.

 > Use the Level Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the AMS. With a value of 0, the levels specified by the 
Frequency parameter will be used.

For example, if AMS is Velocity, and you set St (Start Level Swing), At (Attack Level 
Swing) and Br (Break Level Swing) to + and set Intensity to a positive (+) value, 
the EG levels will rise as you play harder. If Intensity is set to a negative (–) value, 
the EG levels will fall as you play harder.

 > Use the St (Start Level Swing), At (Attack Level Swing) and Br (Break Level 
Swing) parameters to specify the direction in which AMS will affect the Start, 
Attack and Break Point.

When Intensity has a positive (+) value, a setting of + for this parameter will allow 
the AMS to raise the EG level, and a setting of – will allow AMS to lower the EG 
level. With a value of 0 there will be no change.

Filter 1 EG changes (level) (AMS = Velocity, Intensity = a positive (+) value)

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Softly played note with Start 
Level Swing, Attack Level Swing, 
and Break Level Swing set to +

Strongly played note with Start 
Level Swing, Attack Level Swing, 
and Break Level Swing set to +

Strongly played note with Start 
Level Swing, Attack Level Swing, 
and Break Level Swing set to – 
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Modulating the Filter EG times

 > Use the Time Modulation > AMS 1/2 parameters to select a modulation 
source for the Time parameters of the filter EG.

 > Use the Time Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the effect that the AMS will have on the Time parameters. 
With a value of 0, the filter EG times will be just as specified by the Time settings.

For example, if the AMS is set to FltKTr +/+, the EG Time parameters will be con-
trolled by the Keyboard Tracking settings. With positive (+) values of this parame-
ter, positive (+) values of Ramp Low/High will lengthen the EG times, and negative 
(–) values of Ramp Low/High will shorten the EG times. The direction of change 
is specified by At (Attack Time Swing), Dc (Decay Time Swing), Sl (Slope Time 
Swing), and Rl (Release Time Swing).

With a value of 0, the times specified by the Frequency parameter will be used.

If the AMS is set to Velocity, positive (+) values of this parameter will cause EG 
times to lengthen as you play more strongly, and negative (–) values will cause EG 
times to shorten as you play more strongly.

 > Use the At (Attack Time Swing), Dc (Decay Time Swing), Sl (Slope Time 
Swing) and Rl (Release Time Swing) parameters to specify the direction in which 
the AMS will affect the Time > Attack, Decay, Slope and Release parameters.

With positive (+) values of Intensity, a setting of + will cause the time to be length-
ened, and a setting of – will cause the time to be shortened. With a value of 0 there 
will be no change.

Filter 1 EG changes (Time) (AMS = Velocity, Intensity = a positive (+) value)

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Softly played note with Attack, 
Decay, Slope and Release 
Level Swings set to +

Strongly played note with 
Attack, Decay, Slope and 
Release Level Swings set to +

Strongly played note with 
Attack, Decay, Slope and 
Release Level Swings set to – 
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Programming amplitude and pan
You can program the amplitude and pan of each oscillator. Amplitude is the vol-
ume of the oscillators. Pan is the position of the oscillators in the stereo panorama. 
With amplitude envelope you can make the sound volume vary over time.

Setting the basic amplitude and pan values
You can set the basic volume and pan values of the selected oscillator.

 > Go to the Sound Edit > Menu > Amp > Level/Pan page.

  ▪ Setting the amplitude’s basic level

 > Use the Amp > Level parameter (-Inf, -50.0…+0.0dB) to set the volume of 
the selected oscillator.

The volume of a Sound can be controlled by CC#7 (Channel Volume) and CC#11 
(Expression). The resulting level is determined by multiplying the values of CC#7 
and CC#11. The Global MIDI channel is used for this control.
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  ▪ Setting the pan’s basic position

 > Use the Pan > Level parameter to set the stereo position (panorama) of the 
selected oscillator.

This parameter is not available when editing a Drum Kit. Use the individual Pan 
control for each key instead (see the Sound Edit > Drumkit > Voice/Mixer page).

Pan Meaning

Random Thesoundwillbeheardfromadifferentlocationateachnote-on.

L-63…C00…R+63 SoundplacedfromLeft(L)toRight(R).AvalueofC00isCenter(C).

The pan of a Sound can be controlled by CC#10 (Pan). A CC#10 value of 0 or 1 will 
place the sound at the far left, a value of 64 will place the sound at the location 
specified by the Pan setting for each oscillator, and a value of 127 will place the 
sound at the far right.

Modulating the pan position
Modulating the pan position makes the sound live between the stereo channels.

 > Use the AMS pop-up menu to choose the modulation source that will modify 
the pan. This change will be relative to the Pan setting.

The Intensity parameter (-99…+99) specifies the depth of the effect produced 
by AMS. For example, if Pan is set to C064 and AMS is Note Number, positive (+) 
values of this parameter will cause the sound to move toward the right as the note 
numbers increase beyond the C4 note (i.e., as you play higher), and toward the left 
as the note numbers decrease (i.e., as you play lower). Negative (–) values of this 
parameter will have the opposite effect.
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Modulating amplitude
Modulating the amplitude level of each oscillator makes the sound alive and ever-
changing.

 > Go to the Sound Edit > Menu > Amp > Mod(ulation) page.

Tracking the amplitude across the keyboard
Use the Keyboard Track parameters to adjust the volume of the selected oscilla-
tor across the keyboard.

 > Use the Key Low/High parameters (C–1…G9) to specify keyboard tracking for 
the note number at which keyboard tracking will begin to apply. The volume will 
not change between Key Low and Key High.

Keyboard tracking will apply to the range below the specified Low note number, 
and above the specified High note number.

 > Use the Ramp Low/High parameters to specify the slope of the keyboard 
tracking (-99…+99).
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With positive (+) values of the Ramp Low parameter, the volume will increase as 
you play notes below the Key Low note number. With negative (–) values, the vol-
ume will decrease.

With positive (+) values of the Ramp High parameter, the volume will increase 
as you play notes above the Key High note number. With negative (–) values, the 
volume will decrease.

Here is an example of volume changes produced by keyboard location and Ramp 
settings:

Volume

Key

Ramp Low=+99

Ramp Low=0

Ramp Low=–99

Ramp High=+99

Ramp High=0

Ramp High=–99

Key Low Key High

Modulating amplitude
Use the Amp Modulation parameters to specify how the volume of the selected 
oscillator will be affected by velocity and modulations sources.

 > Use the Velocity Intensity parameter (-99…+99) to link velocity and volume.

With positive (+) values, the volume will increase as you play more strongly. With 
negative (–) values, the volume will decrease as you play more strongly.

Volume change (with positive (+) values of this parameter)

Softly played Strongly played

Note-on
Note-off

Note-on
Note-off
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 > Use the AMS 1/2 pop-up menus to select one or two modulation sources for 
the volume of the amp for the selected oscillator. Velocity cannot be selected as 
a source.

The Intensity parameter (-99…+99) specifies the depth and direction of the AMS. 
The actual volume will be determined by multiplying the value of the changes 
produced by the amp EG with the values of Alternate Modulation etc., and if the 
levels of the amp EG are low, the modulation applied by Alternate Modulation will 
also be less.

For example, if AMS is set to Joystick Y+, positive (+) values of this parameter 
will cause the volume to increase when you move the Joystick up in the Y axis. 
However if the EG settings etc. have already raised the volume to its maximum 
level, the volume cannot be increased further.

With negative (–) values of this parameter, the volume will decrease when pressure 
is applied to the keyboard.
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Modulating amplitude with the LFOs
LFO is a cyclic modulation. Applied to the amplitude it produces an effect usually 
called ‘tremolo’. There are two LFO generators.

 > Go to the Sound Edit > Menu > Amp > LFO page.

 > Use the LFO 1/2 > Intensity parameters (-99…+99) to adjusts the effect of 
the cyclic modulation that LFO 1/2 (set in the LFO > LFO 1 and LFO 2 pages) will 
apply on the amp EG. Negative (–) settings will invert the phase.

Change in cutoff

Low setting High setting

 > Use the AMS pop-up menus to select a modulation source for the LFO Intensity 
volume of the amp for the selected oscillator.

The Intensity parameter (-99…+99) specifies the depth and direction of the AMS.
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Programming the amplitude envelope (Amp 
EG)
You can create time-varying changes in the volume of the selected oscillator.

 > Go to the Sound Edit > Menu > Amp > Envelope Generator page.

The diagram on top of the page shows the Amplitude envelope line.

Setting the Amp EG levels and times
Amp EG can be programmed by setting the Level and Time parameters of the 
envelope segments.

Note-on

Note-off

Attack
Time

Decay
Time

Release Time

Attack Level

Sustain
Level

Time

Break Point

Start
Level

Slope
Time

Amplifier EG

Volume
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 > Use the Level parameters (-99…+99) to specify the volume level that will be 
reached at the end of the segment.

EG Level Meaning

Start Volumelevelatnote-on.Ifyouwantthenotetobeginataloudlevel,
setthistoahighvalue.

Attack Volumelevelthatwillbereachedaftertheattacktimehaselapsed.

Break(BreakPoint) Volumelevelthatwillbereachedafterthedecaytimehaselapsed.

Sustain Volume level thatwill bemaintained fromafter the slope timehas
elapseduntilnote-offoccur.

 > Use the Time parameters (0…99) to specify the time over which the volume 
level is reached.

EG Time Meaning

Attack Timeoverwhichthevolumewillchangeafternote-onuntilitreaches
theattacklevel.Ifthestartlevelis0,thiswillbetherisetimeofthe
sound.

Decay Timeoverwhichthevolumewillchangefromwhenitreachestheattack
leveluntilitreachesthebreakpointlevel.

Slope Timeoverwhichthevolumewillchangefromwhenitreachesthebreak
pointleveluntilitreachesthesustainlevel.

Release Timeoverwhichthevolumewillchangeafternote-offuntilitreaches0.

Modulating the Amp EG

  ▪ Modulating the Amp EG levels

 > Use the Level Modulation > AMS parameter to select a modulation source for 
the Level parameters of the Amp EG.

 > Use the Level Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the AMS.

For example, if the AMS is Velocity, setting St (Start Level Swing), At (Attack Level 
Swing) and Br (Break Point Level Swing) parameters to + and setting Intensity to 
a positive (+) value, will cause the amp EG volume levels to increase as you play 
harder. Setting Intensity to a negative (–) values will cause the amp EG volume 
levels to decrease as you play harder. With a value of 0, the levels will be as speci-
fied on Level parameters.
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 > Use the St (Start Level Swing), At (Attack Level Swing) and Br (Break Level 
Swing) parameters to specify the direction in which AMS will affect the Level > 
Start, Attack and Break Point levels.

When Intensity has a positive (+) value, a setting of + for this parameter will allow 
the AMS to raise the EG level, and a setting of – will allow AMS to lower the EG 
level. With a value of 0 there will be no change.

Amp 1 EG changes (Level) (AMS=Velocity, Intensity = a positive (+) value)

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Softly played note when Start Level 
Swing=0 and Attack Level Swing 
and Break Level Swing are set to +

Strongly played note when Start Level 
Swing=0 and Attack Level Swing and 
Break Level Swing are set to +

Strongly played note when Start Level 
Swing=0 and Attack Level Swing and 
Break Level Swing are set to +

  ▪ Modulating the Amp EG times

 > Use the Time Modulation > AMS 1/2 parameters to select a modulation 
source for the Time parameters of the Amp EG.

 > Use the Time Modulation > Intensity parameters (-99…+99) to specify the 
depth and direction of the effect that the AMS will have on the Time parameters. 
With a value of 0, the Amp EG times will be just as specified by the Time settings.

For example, if the AMS is Amp KTrk +/+, the (Amp) Keyboard Track settings (in 
the Edit Sound > Amp > Mod page) will control the EG Time parameters. With 
positive (+) values of this parameter, positive (+) values of Ramp (Ramp Setting) 
will cause EG times to be lengthened, and negative (–) values of Ramp (Ramp 
Setting) will cause EG times to be shortened. The direction of the change is speci-
fied by the At (Attack Time Swing), Dc (Decay Time Swing), Sl (Slope Time Swing), 
and Rl (Release Time) parameters.

If the AMS is set to Velocity, positive (+) values of this parameter will cause EG 
times to lengthen as you play heavily, and negative (–) values will cause EG times 
to shorten if you play heavily. With a value of 0, the EG times will be as specified 
by the Level parameters.

 > Use the At (Attack Time Swing), Dc (Decay Time Swing), Sl (Slope Time 
Swing) and Rl (Release Time Swing) parameters to specify the direction in which 
the AMS will affect the Time > Attack, Decay, Slope and Release parameters.
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With positive (+) values of Intensity, a setting of + will cause the time to be length-
ened, and a setting of – will cause the time to be shortened. With a value of 0 there 
will be no change.

Amp 1 EG changes ( Time) (AMS= Velocity, Intensity= a positive (+) value)

Amp 1 EG changes ( Time)
(AMS=Amp K Trk +/+, Intensity = a positive (+) value)
(When Amp Keyboard Track “Low Ramp”= a positive (+) value, and 
“High Ramp” = a positive (+) value)

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Note-on
Note-off

Low-pitched note played with 
Attack, Decay, Slope, and 
Release Time Swing at +

Softly played note with 
Attack, Decay, Slope and 
Release Time Swing at +

High -pitched note played with 
Attack, Decay, Slope, and 
Release Time Swing at –

Strongly played note with 
Attack, Decay, Slope and 
Release Time Swing at +

Strongly played note with 
Attack, Decay, Slope and 
Release Time Swing at –
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Programming the LFO
LFO (Low Frequency Oscillation) can be used to cyclically modulate the Pitch, 
Filter, and Amp of each oscillator. There are two LFO units for each oscillator (LFO 
1 and LFO 2).

 > Go to the Sound Edit > Menu > LFO > LFO 1 or LFO 2 page, depending on the 
LFO to program.

Choosing the LFO waveform and settings
You can choose the LFO waveform, program it and synchronize it.
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  ▪ Choosing the LFO waveform and frequency

 > Use the Waveform parameter to choose the LFO waveform. The numbers ap-
pearing on the right of some of the LFO waveforms indicate the phase at which 
the waveform will begin.

Triangle wave

Phase will change
randomly at each key-in

Sawtooth down Ø

Square wave

Sine wave

Guitar vibrato

Triangle 0

Triangle 90

Triangle
Random

Saw 0

Saw 180

Square

Sine

Guitar

Exponential
Triangle

Exponential
Saw Down

Exponential
Saw Up

Step Triangle – 4

Step Triangle – 6

Step Saw – 4

Step Saw – 6

Random1 (S/H):
Conventional sample & hold (S/H) in which 
the level changes randomly at fixed intervals 
of time
Random2 (S/H):
Both the levels and the time intervals will 
change randomly.
Random3 (S/H):
The maximum level and minimum level will 
alternate at random intervals of time (i.e., a 
square wave with random period).

Random4 (Vector)
Random5 (Vector)
Random6 (Vector)
These types cause Random 1–3 to change 
smoothly. They can be used to simulate the 
instability of acoustic instruments etc.

 > Use the Frequency parameter to set the LFO frequency (00…99). This param-
eters adjusts the speed of the vibrato.

 > Use the Offset parameter to specify the central value of the LFO waveform.

For example, with a value of 0 as shown in the following diagram, the vibrato that 
is applied will be centered on the note-on pitch. With a value of +99, the vibrato 
will only raise the pitch above the note-on pitch, in the way in which vibrato is ap-
plied on a guitar.

When the Waveform is Guitar, the modulation will occur only in the positive (+) 
direction even if you set the Offset to 0.

Here are offset settings and pitch change produced by vibrato:

offset = –99 offset = 0 offset = +99Pitch

Pitch at note-on
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  ▪ Synchronizing the LFO with the key press

 > Select the Key Sync checkbox to synchronize the LFO to the key presses.

Key Sync Meaning

On TheLFOwillrestarteachtimeyouplayanote,andanindependentLFO
willoperateforeachnote.

Off TheLFOeffectthatwasstartedbythefirst-playednotewillcontinueto
beappliedtoeachnewly-playednote.(Inthiscase,DelayandFadewill
beappliedonlytotheLFOwhenitisfirststarted).

  ▪ Fading the LFO

 > Use the Fade parameter (00…99) to specify the time elapsed from the LFO 
start to its maximum amplitude. When Key Sync is Off, the fade will apply only 
when the LFO is first started.

Here is how Fade affects the LFO (when Key Sync is On):

Note-on Note-off
Fade

Delay

  ▪ Delaying the LFO

 > Use the Delay parameter (0…99) to specify the time elapsed from note-on 
to the LFO starting to apply. When Key Sync is Off, the delay will apply only when 
the LFO is first started.

Fading vibrato is typical of wind instruments, where vibrato enters gradually.
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Modulating LFO frequency
Use the Frequency Modulation parameters to set the two alternate modulation 
sources to adjust the speed of the LFO for the selected oscillator.

 > Use the AMS 1/2 pop-up menus to choose the modulation sources that will 
adjust the frequency of the selected oscillator’s LFO. LFO 1 can be modulated by 
LFO 2.

 > Use the Intensity parameters (-99…+99) to set the modulation depth and 
direction.

This parameter specifies the depth and direction of the effect that the AMS will 
have. When this parameter is set to a value of 16, 33, 49, 66, 82, or 99, the LFO 
frequency being can be increased by a maximum of 2, 4, 8, 16, 32, or 64 times 
respectively (or decreased by 1/2, 1/4, 1/8, 1/16, 1/32, or 1/64 respectively).

For example, if the AMS is Note Number, positive (+) values of this parameter will 
cause the oscillator LFO to speed up as you play higher notes. Negative (–) values 
will cause the oscillator LFO to slow down as you play higher notes. This change 
will be centered on the C4 note.

If the AMS is set to JS +Y, raising the value of this parameter will cause the oscil-
lator LFO 1 speed to increase as the joystick is moved away from yourself. With a 
value of +99, moving the joystick all the way away from yourself will increase the 
LFO speed by approximately 64 times.
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Synchronizing the LFOs
Use the Frequency MIDI/Tempo Sync parameters to synchronize the LFO to the 
Player’s Tempo.

 > Select the MIDI/Tempo Sync checkbox to synchronize the LFO to the Player’s 
Tempo. The values specified in Frequency and Frequency Modulation will be ig-
nored.

 > Use the Time Base pop-up menu to choose a note length, and the Times pa-
rameter to choose a multiple of it. This will be the LFO frequency.

For example if the Time Base is  (quarter note) and Times is 04, the LFO will 
perform one cycle every four beats.

These parameters are not available when editing a Drum Kit.
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Adding effects to the Sound
You can send the Sound to the effects of the FX B Group (usually reserved to the 
Keyboard Sounds).

 > Go to the Sound Edit > Menu > Effects > Effects page.
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Activating and choosing the effects
Each Sound can go into the insert and master effect processors. These settings 
are usually overridden, for example, by the Keyboard Set or Style’s own effects.

These insert effects will, however, be used when the Use IFX and/or Use MFX 
options are selected in the page menu (   ) of the Sound Select window before 
choosing a Sound.

  ▪ Activate the effects

 > Use the On/Off buttons to turn on or off the corresponding effect.
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  ▪ Choose the effects

1 Touch the name of the effect to open the FX Edit page.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group

2 Touch the name of the selected effect on top of the dialog to open the FX 
Select window, and choose an effect.

3 If needed, edit the various parameters, as described in the part of the User 
Manual dedicated to the Effects for the Sounds.

4 You can adjust the Wet/Dry mix of the effects. With master effects, you can 
use either the Send Level knobs in this page, or the individual mixer channels’ 
send level for mixing the dry and wet signals.

5 When finished editing, press the EXIT button to return to the previous page.
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Setting the effect parameters
All the parameters in this page are the same seen in the Mixer section. Please 
check The Insert and Master Effects on page 394.

 > Use the Send Level knobs (0…127) next to the Master Effects to set the level 
of the Sound going to the effect.

 > Use the Routing > Send to FX1 knobs to route the corresponding master ef-
fect back to the input of Master FX1, and create a serial effect chain.

 > Select the Direct Signal checkbox to add the dry signal to the effected signal. 
If this is not selected, only the effected signal will be heard.
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Sound Edit utilities
In the page menu (   ) you can find utilities to be used while programming.

Listening to a single oscillator
 > Check the Solo Oscillator item in the page menu (   ) to solo the selected 

oscillator, and mute the other oscillators.

 > Uncheck it to unmute all the oscillators.

When this function is activated, the Solo [n] indicator (n = oscillator number) 
blinks on the title bar. While in this situation, you can select a different oscillator 
to be soloed.
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Copying the oscillators
You can copy all the settings of an oscillator onto the other oscillators.

1 Choose the Copy Oscillator command from the page menu (   ). The Copy 
Oscillator dialog will appear.

2 Touch the From Sound button to open the Sound Select window, and choose 
the source Sound.

3 Use the From Oscillator parameter to choose the source oscillator to copy 
from.

4 Use the To Oscillator parameter to choose the target oscillator where to copy 
the source settings onto.

5 Touch the OK button to confirm.

Copying Drum Kits
You can copy the kit of percussive instruments from a different Drum Kit.

1 Choose the Copy Drum Kit command from the page menu (   ). The Copy 
Drum Kit dialog will appear.
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2 Touch the From Drum Kit button to open the Sound Select window, and 
choose the source Drum Kit.

3 Use the From Key parameters to choose the range of keys to copy from.

4 Use the To Key parameter to choose the key from which to start copying.

5 Touch the OK button to confirm.

Copying the effects
To speed up programming, you can copy the effects to a different Sound.

1 Choose the Sound which effects you want to copy.

2 Choose the Copy Master Effects and/or Copy Insert Effects command from 
the page menu (   ) to copy the corresponding effects.

3 Chose the Sound where you want to paste the effects.

4 Choose the Paste Master Effects and/or Paste Insert Effects command from 
the page menu (   ) to paste the corresponding effects.

Initializing a Sound
 > Choose the Initialize Sound command from the page menu (   ) to delete all 

parameters, and reset them to a default value.

Comparing with the original Sound
You can compare the Sound you are editing with the original Sound. 

 > Check the Compare item in the page menu (   ) to listen to the original 
Sound.

 > Uncheck this item to recall the Sound in edit.

While this function is on, the Compare indicator blinks on the page header. You 
cannot edit the Sound while you are in Compare mode.
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Moving and rearranging the oscillators
You can move the oscillators to a different position, to rearrange them in the way 
you prefer.

1 Choose the Osc Mover command from the page menu (   ). The Osc Mover 
window will appear.

While in this window you can see the following information on each of the oscil-
lators.

Parameter Meaning

Osc Oscillatornumber

MSH NumberoftheHighMultisample

MSHName NameoftheHighMultisample

MSL NumberoftheLowMultisample

MSLName NameoftheLowMultisample

VelRange Velocityrange

TrgEvent Eventtriggeringtheoscillator

TrgCond Conditiontriggeringtheoscillator(asdeterminedbytheTriggerMode
parametersintheSoundEdit>Menu>Basic>Oscillatorpage)

2 Use the Move Oscillator parameter to select the oscillator to be moved.

3 Use the To Position parameter to select the target position.

4 Touch the Move button to swap the source and target oscillators, then con-
firm.

5 When done, touch the Exit button to close the window.
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Saving the Sounds
After editing, you can save all the edited parameters into a User Sound location 
in memory.

NOTE:ChangescanonlybesavedontoUserSounds.

1 While in Sound Edit mode, choose the Save Sound command from the page 
menu (   ) to open the Save Sound dialog.

Sound name

Sound bank Sound locationTouch to open the Sound 
Select window

2 You may change the name of the Sound. Touch the Text Edit (   ) button to 
open the virtual keyboard and edit the name.

When done editing the name, confirm by touching the OK button under the virtual 
keyboard.

3 When back at the Save Sound dialog, if you want to save onto a different loca-
tion touch the Browse button and open the Sound Select window. The Sounds are 
organized in a rigid grid. Choose a location as if you were choosing a Sound. Blank 
locations are shown as a series of dashes (‘–––’).

4 When back at the Save Sound dialog, confirm the Save operation by touching 
the Save button.

CAUTION: If you write over an existing Sound, the existing Sound will be deleted. 
Please save on a storage device any User Sound you don’t want to lose.
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AMS (Alternate 
Modulation Sources)

When the AMS abbreviation is encountered, an Alternate Modulation can be ap-
plied to the corresponding parameter. Alternate Modulation allows for realtime 
control of the effect. The following table shows the available modulation sources.

AMS Description Note

Off DonotuseAlternateModulation

PitchEG PitchEG

FilterEG FilterEGwithinthesameoscillator

AmpEG AmpEGwithinthesameoscillator

LFO1 LFO1withinthesameoscillator

LFO2 LFO2withinthesameoscillator

FltKTrk+/+ Filter keyboard tracking
withinthesameoscillator

+/+ The direction of the effect will be
determinedbythesign(positiveornega-
tive)oftheRampLoworRampHighset-
ting.
+/– The direction of the effect will be
determinedbythesignoftheRampLow
setting,andbytheoppositesignofthe
RampHigh setting (50 for a setting of
+50,and+50forasettingof50).
0/+ RampLowwillhavenoAMSeffect.
ThesignoftheRampHighsettingwillde-
terminethedirectionofitseffect.
+/0 The sign of the Ramp Low setting
willdeterminethedirectionofitseffect.
RampHighwillhavenoAMSeffect.

FltKTrk+/–

FltKTrk0/+

FltKTrk+/0

AmpKTrk+/+ Amp keyboard tracking
withinthesameoscillatorAmpKTrk+/–

AmpKTrk0/+

AmpKTrk+/0

NoteNumber Notenumber

Velocity Velocity

PolyAT PolyphonicAfterTouch(received/transmittedviaMIDIorcontained
inStandardMIDIFiles)

ChannelAT AfterTouch(ChannelAfterTouch)

JoystickX JoystickX(horizontal)axis

Joystick+Y Joystick+Y(verticalupward)direction(CC#01)

Joystick–Y Joystick–Y(verticaldownward)direction(CC#02)
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AMS Description Note

JS+Y&AT/2 Joystick +Y (vertical up-
ward) direction and After
Touch

Theeffectwillbecontrolledbythe joy-
stick+Y(verticallyupward)andbyafter
touch. In this case, the effect of after
touch will be only half of the specified
intensity.

JS–Y&AT/2 JoystickY(verticaldown-
ward) direction and After
Touch

Theeffectwillbecontrolledbythe joy-
stickY(verticallydownward)andbyaf-
tertouch.Inthiscase,theeffectofafter
touch will be only half of the specified
intensity.

Assign.Pedal Assignablefootpedal(CC#04)

RibbonCtl. Ribboncontroller(CC#16)

CC#18 CC#18

CC#17 CC#17

CC#19 CC#19

CC#20 CC#20

CC#21 CC#21

CC#17[+] CC#17positivevaluesonly

CC#19[+] CC#19positivevaluesonly

CC#20[+] CC#20positivevaluesonly

CC#21[+] CC#21positivevaluesonly

Damper Damperpedal(CC#64)

CC#65 Portamentoswitch(CC#65)

Sostenuto Sostenutopedal(CC#66)

CC#80 SoundController1(CC#80)

CC#81 SoundController2(CC#81)

CC#82 GeneralPurpose#7(CC#82)

CC#83 GeneralPurpose#8(CC#83)

Tempo TempovaluefromPlayer1orexternalMIDIclock

VelocityPlus KeyOnandKeyOffVelocityareused

VelocityExp VelocitywithExponentialcurve(highervelocitynotesareevenlouder)

VelocityLog VelocitywithLogarithmiccurve(highervelocitynotesareweakerthan
withthelinearVelocity)
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Diagrams of the AmpKTrk sources follow.

Note Number

Amp

Key Low Key High

AMS = Amp K Trk +/+
AMS Intensity = positive (+) value

Ramp Low
= +50

Ramp High
= +50

Depth and direction of modulation

zero

+ max

- max

example of Amp
Keyboard Track settings

AMS = Amp K Trk +/–
AMS Intensity = positive (+) value

Depth and direction of modulation

zero

+ max

- max

AMS = Amp K Trk 0/+
AMS Intensity = positive (+) value

Depth and direction of modulation

zero

+ max

- max

AMS = Amp K Trk +/0
AMS Intensity = positive (+) value

Depth and direction of modulation

zero

+ max

- max
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Making new sounds 
with Sampling

Creating new Sounds or Audio Grooves
Pa5X includes a full-featured sampler, that allows you to create new Samples, new 
Multisamples and new synced Audio Grooves. In addition to recording, you can 
load Samples, Multisamples, Sounds and banks of Sounds from various formats.

Creating new ordinary or percussive Sounds
Sampling allows you to create new sounds, by recording from an external source 
(for example, a microphone or a CD or media player) connected to Pa5X’s audio 
inputs, or by loading files from a storage device.

To be used, Samples must then be assigned to a Multisample or a Drum Kit. A 
Multisample allows you to arrange samples into separate zones of the keyboard. 
Drum Kits allows you to assign a different sample to each note of the keyboard, 
with up to six dynamic layers per note and up to four round-robins.

Multisamples can then be assigned to Sounds. Sounds created with this function 
can be used as any ordinary Sound, and assigned to any part/track.

Creating Audio Grooves
Another powerful feature of the Sampling mode is the Time Slice, that lets you add 
realism to MIDI tracks by creating Audio Grooves. Cycling rhythm samples, usu-
ally named ‘audio grooves’, can be ‘sliced’ into separate percussive instruments. 
Combined with MIDI tracks, the ‘sliced’ audio groove can be kept in sync with the 
Tempo, and can play slower or faster than the original groove.
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Accessing the Sample Edit mode
1 Press the REC/EDIT button on the control panel to see the Record/Edit menu.

2 Touch the Sample Edit button in the menu. The main page of the Sample Edit 
mode will appear.

Sample name

Parameters

Waveform

Please note that no sound will be heard when you first enter Sampling mode.
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3 Press the MENU button on the control panel, and touch one of the buttons to 
choose the corresponding edit section of the Sound Edit mode.

4 Press the EXIT button on the control panel to return to the main page of the 
Sample Edit mode.

5 To exit from the Sample Edit mode, press the EXIT or the REC/EDIT button 
again. In case there are unsaved data, a message will warn you.
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Loading samples and 
multisamples

Loading samples from a drive

Supported Sample formats
You can load samples in the following formats.

Sample format Meaning

KSF KORG’snativesampleformat,usedbythePa-Seriesarrangers,andwith
theirlegacyintheTrinityandTritonseriesofworkstations.Filenamesmust
havethe.ksfextension.Youcanloadbothcompressedanduncompressed
samples.

AIFF AppleMac’spreferredformatforaudio.Filenamesmusthavethe.aifex-
tension.

WAVE MicrosoftWindowspreferredformatforaudio.Filenamesmusthavethe
.wavextension.

You can load samples (mono or stereo) in a 8 or 16-bit resolution, and a sampling 
frequency rate from 11,025 to 48,000Hz. Loaded samples always preserve their 
original resolution.

If the sample exceeds the maximum size allowed (1,048,576 samples, correspond-
ing to 1 Megasample, either mono or stereo), it will be truncated. A warning will 
appear in the display.

Please be aware that, by loading new samples, the sample currently in edit will 
be lost if not saved. Before loading, use the Save command to save the sample in 
edit, if not yet saved.

As an alternative to loading individual samples, you can import sounds or multi-
samples and their assigned samples, as described later in this chapter.
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Loading a sample
1 While in the Sample Edit > Main > Edit page, choose the Load Sample com-
mand from the page menu (   ), to open the Load Sample window.

You can switch between Tile View and List View mode by using the Show as List 
option in the page menu (   ).

2 Browse through the files, then select the sample to load, and choose the Load 
command from the page menu (   ). The sample will be loaded in the sample 
editor.
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3 After loading a sample, you can edit it in the other pages of the Sample Edit 
section. If it is an Audio Groove, continue editing it with the Time Slice function 
(see later).

4 After having loaded a sample, choose the Save command from the page menu 
(   ), to open the Save Sample window and save the sample into the internal User 
Sample memory.

5 Be sure the the Save as new sample option is selected, and touch the Save 
button to save the sample.

To create a new User Sound, load or record more samples, save them into the 
internal User Sample memory, then join them into a multisample (as described 
later in this chapter). Then use the multisample into a User Sound (as described 
in the chapter dedicated to the Sound Edit pages).
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Choosing a sample from the internal 
sample memory
Before editing, you can choose one of the samples you saved into the internal 
User Sample memory.

1 While in the Sample Edit > Main > Edit page, touch the name of the sample in 
edit, and open the Sample Select window.

Please note that the Sample Select window will not open, if no sample has been 
saved.

2 While in the Sample Select window, scroll through the samples, then touch 
the one you want to select and edit.
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This window contains various information about the samples in memory.

Parameter  Meaning

# Progressivenumberofthesample.

Name Nameofthesample.

Comp Whenthecheckmarkappears,thesampleiscompressed.Youcanenable/
disablecompressionwhenwritingthesample(intheSaveSampledialog).

Prot Whenthecheckmarkappears,thesampleiscopyprotected.Besurethe
protectionkeywasinsertedwhenturningtheinstrumenton,oryouwillnot
beabletousetheprotecteddata.Ifyouforgottodoit,inserttheprotection
keyandrestarttheinstrument.

Prel Whenthecheckmarkappears,thesamplecontainsthe‘PlayfromPreload
Buffer’flag,andwillbeentirelyloadedintomemory.Youcanenable/disable
thisflagwhenwritingthesample(intheSaveSampledialog).Thistypeof
samplecan’tbecompressed.

3 If you want to exit from this window without selecting anything, press the 
EXIT button.
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Importing Sounds or multisamples

Supported Sounds and Multisample formats
You can import Sounds and Multisamples (including the contained samples) in 
formats other than the native Pa-Series format.

You can import the following file formats.

File format Meaning

PCG KORG’snativeProgram(Sound)format,usedbytheTritonseriesofwork-
stations.Thefilenamehasthe.pcgextension.NotethatDrumKitscannot
beimported.

KMP KORG’snativemultisampleformat,usedbytheTrinityandTritonseriesof
workstations.Thefilenamehasthe.kmpextension.

SF2 SoundbankformatbyCreativeLabs.Thefilenamehasthe.sf2extension.
Multisampledataareimported.DuetothedeepdifferenceswithKORG’s
ownformat,someInstrumentsfromtheSF2filecouldnotbeimported(for
example,Instrumentswithoverlappingzones).

Importing a Sound or multisample
1 Go to the Sample Edit > Menu > Multisample page, and choose the Import 
command from the page menu (   ) to open the Import File window.
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2 Browse through the files, then select the one to import, and choose the Import 
command from the page menu (   ).

3 If you are importing from a bank of Triton Programs, you’ll be asked to choose 
one of the Programs it contains, and a target User Sound location where to load it.

4 Once the source and destination are selected, confirm by touching OK.

Imported Sounds, multisamples and sample are automatically stored in the in-
ternal User Sample memory, and will not be lost when turning the instrument off.

When importing a multisample, take note of its name; you will need it in Sound 
mode, when assigning the multisample to a new Sound.

Importing a single multisample
When importing a single multisample, you can edit its name during import.

Importing PCG files
When importing a PCG file, you can choose between a single Program or a whole 
bank.
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 > Choose Program to choose a single Program (corresponding to a Pa-Series 
Sound); touch the Program number and dial in the corresponding number. Choose 
a target Sound location where to load the imported Program.

 > Choose Bank to import all the Programs from the selected bank. Touch the 
Sound Bank name to choose a target bank where to load the imported Programs.

Due to the differences between Pa5X and the older KORG instruments, some 
differences may arise during conversion. When reading a PCG file, Pa5X tries to 
use exactly the same multisamples as in Triton. If this is not possible, it looks for 
a similar multisample. If this is also not possible, an <empty> multisample will 
be selected. Go to the Sound mode, and select a multisample suitable for the 
imported Program.

Not all Triton’s PCG data are imported. Insert FX, EQ, Arpeggio, Combi, Global and 
Drum Kit data are not loaded.

Importing SF2 files
When importing an SF2 file, you can choose between a single multisample or the 
whole bank.

 > Choose Multisample to choose a single multisample (that is, SF2 Instruments); 
touch the multisample number and dial in the corresponding number.

 > Choose Complete Bank to import all the multisamples from the selected bank.

Check Override Sample Names if you want to assign the sample names a pro-
gressive number. In this case, when importing a multisample whose name is, for 
example, ‘Piano’, you will have all samples renamed as ‘Piano_001’, ‘Piano_002’, 
and so on.



Loadingsamplesandmultisamples |1013

Freeing memory
If you get a messages warning there isn’t enough memory to load all samples or 
resources, choose the Delete command from the page menu (   ) to clean the 
User Sample memory, then retry. Please note that importing single multisamples 
is the safest way to avoid filling the memory with unnecessary data.

As an alternative, you can compress some or all the samples in memory, as de-
scribed later in this chapter.



1014| EditingtheSamples

Recording samples or 
audio grooves

Connecting the audio sources and 
setting the levels

Connecting the audio source
1 To avoid harmful noises while connecting the audio inputs, set the MASTER 
VOLUME control to zero.

2 Connect the source to be recorded (for example, a microphone or an external 
player) to the relevant audio input(s) on the rear of the instrument.
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3 Go to the Settings > Menu > Audio/Video > Audio In page to set the signal 
routing for the input source.

4 Select the 48V Phantom Power checkbox to enable the phantom power, in 
case a condenser microphone has been connected.

5 When the source has been connected, move the MASTER VOLUME control to 
a position other than zero.

6 Press the EXIT button to return to the previous page.
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Accessing the Sample Record page
 > While in the main page of the Sample Edit mode, touch the Record tab to go 

to the Sample Edit > Main > Record page.

Enabling the audio source and adjusting the levels
1 While in the Sample Edit > Main > Record page, use the Source pop-up menu 
to choose the input source.

2 If you are recording from the line inputs, use the Record Mode pop-up menu 
to choose one or both stereo channels.

3 Adjust the source’s volume. If you are recording with a microphone or gui-
tar, use the corresponding GAIN knob of the back of the instrument. If you are 
sampling from a line source (like an external player or another instrument), set 
the source’s own output level. If possible, set the output level of the source to be 
sampled to the maximum.

Watch at the meters in the display to check the input level. The better level is be-
tween -3dB and 0dB. Ideally, you should never go to 0dB. When the Clip indicators 
turn red, the signal is too hot and is clipping (distorting).

Should clipping happen, the Clip indicators would turn red. Touch one of them to 
reset these indicators.
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Recording

Recording a sample
Next, you’ll record the sound or audio groove.

1 If you can, first start the source to be recorded, then touch the Record 
(   ) button in the display to start recording.

As an alternative, touch the Record (   ) button in the display, and immediately 
start the source to be recorded. In any case, you will be able to remove the initial 
part of the sample after recording, by moving forward the Start point.

Sampling will happen at 16 bit, 48 kHz.

2 Touch the Record (   ) button in the display again to stop recording. When the 
memory is full, the sampling automatically stops. A maximum of 21.8 seconds is 
allowed for each sample.

3 Go to any other Sample Edit > Main page, and play the keyboard to listen to 
the sampled sound.

4 If you are not satisfied with the recorded sound, return to the Sample Edit > 
Record page, and touch the Record (   ) button again, to repeat recording. Touch 
the Record (   ) button again to stop recording.

5 When finished sampling your sound, save it to the internal User Sample mem-
ory.

6 Repeat the above procedure for all the samples you need.

Recording more samples for a Sound
To create an ordinary Sound, you need more samples to make a multisample. The 
best strategy is to record samples at a fixed distance, for example at each octave, 
diminished fifth, minor third, major second.

1 Repeat the recording procedure to create other samples.

2 Save the samples.

3 When finished, go to the Sample Edit > Menu > Multisample page to create 
a multisample.
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Recording more samples for a Drum Kit
In a Drum Kit, each percussive sound is assigned to a different key. To create a 
Drum Kit, you have to record all the percussive samples making part of the Drum 
Kit (for example, the bass drum, the snare drum, the cymbals, the congas…).

1 Repeat the recording procedure to create other samples.

2 Save the samples.

3 When finished, exit Sample Edit mode.

4 Choose a Drum Kit to be used as a template for your new  one, and access 
Sound Edit mode.

5 Go to the Sound Edit > Menu > Drum Kit page to create a new drum kit.

Editing an Audio Groove
If the new sample is an Audio Groove, go to the Sample Edit > Menu > Time Slice 
page to continue editing it.



Editingthesamples |1019

Editing the samples

Editing the basic sample parameters
After recording, loading or importing, you can edit the samples.

1 Go to the Sample Edit > Main > Edit page.

2 Load, import or record the samples, as seen in the previous pages.

3 Touch the name of the sample to open the Sample Select window, and choose 
a sample.

This page allows you to cut, trim or normalize a sample, as well as edit the loop 
points. The sample can be played over the full keyboard.
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Reading the sample waveform diagram
The diagram shows the sample’s waveform evolving during time (x-axis), and its 
changing amplitude (y-axis). It also shows the Start, End and Loop points. The 
area included between the Start and End points appears highlighted. The Loop 
Start point appears as a yellow vertical line.

Use the Zoom controls to change the size of the waveform shown in the diagram. 
When a button is greyed-out, it means the maximum or minimum value has been 
reached.

Increase the 
horizontal size

Increase the vertical 
size

Decrease the vertical 
size

Full zoom inFull zoom out

Decrease the 
horizontal size

Changing the sample length
When recording, you may have included exceeding materials at the beginning 
and/or ending of the sample. You can cut them out of the sample.

 > Use the Start parameter to edit the sample’s start point (in samples). Match 
the start point with the actual attack of the sound you can see in the diagram.

If the Start point reaches the Loop Start point, this latter is also moved forward.
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 > Use the End parameter to edit the sample and loop end point (in samples). 
Match this point to the actual end of the sound you can see in the diagram.

When saving the edited sample, the segments exceeding the Start and End points 
will be permanently removed.

Changing the loop start point
The loop is the cycling segment at the end of a sample, allowing for playing long 
notes while still using short recordings.

 > Be sure the Loop On checkbox is selected in the Sample Edit > Main > Loop 
page. Otherwise, moving the loop start point will have no effect.

 > When back to the Sample Edit > Edit page, use the Loop Start parameter to 
adjust the Loop Start point. When you adjust this parameter, an audible click may 
appear, due to a pitch and/or level mismatch between the starting and ending 
points of the loop. Move the Loop Start and Loop/Sample End point, so that the 
click can no longer be heard.

When editing audio grooves, the Loop Start should match the Sample Start point. 
This parameter usually differs from the Sample Start in ordinary sounds (that is, 
a guitar, a piano, a voice…).

Forcing the use of ‘zero-crossing’ points
When the Use Zero checkbox is selected, the Start, Loop Start and End points 
always fall on the nearest zero-crossing point (that is, a point where the waveform 
crosses the x-axis, and goes from negative to positive, or from positive to nega-
tive values). This will make loops more accurate, and will reduce the risk of clicks.

Choosing the original note
 > Use the Original Note parameter to choose the sample’s original pitch.

While this parameter has no immediate effect on the sound, it will be useful to 
identify the original pitch of the sample and when assigning a sample to the mul-
tisample.

For example, if you sample a C4, set this parameter to ‘C4’. When the sample 
will be assigned to a keyboard zone of the multisample, it will be transposed (if 
needed) according to this parameter, to avoid a change of the original pitch.
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Normalizing the sample
Normalization automatically rescales the level of the selected sample. Peaks will 
be raised to 0dB (that is, maximum volume before clipping), while the remaining 
parts of the sample will be proportionally raised.

This helps optimizing the sample’s level relative to other samples, making all sam-
ples sound more uniformly. It also helps optimizing signal/noise ratio, by prevent-
ing further stages of amplification from increasing any residual noise.

 > While in any Sample editing page, choose the Normalize command from the 
page menu (   ).

Cutting away part of the sample
You can cut away the selected part of the sample.

1 While in the Edit page, use the Start and End points to choose the segment 
to cut away.

2 Choose the Cut command from the page menu (   ).

Cutting away the unused parts of the sample (trimming/
cropping)
You can cut away the non-selected parts of the sample.

1 While in the Edit page, use the Start and End points to choose the segment 
to preserve.

2 Choose the Trim/Crop command from the page menu (   ).
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Editing the sample loop
After editing the sample, you can fine-tune the loop.

 > Go to the Sample Edit > Main > Loop page.

The loop is a cycling portion of a sampled sound. Looping is a technique used to 
reduce the sampling time, cycling a portion of the sound to create the sustaining 
phase of the sound. After the attack stage, most sounds repeat the same wave-
form during their sustain stage.

Reading the loop diagram
The diagram lets you fine tune the loop points, by watching at the Loop End (left 
half of the diagram) and Loop Start (right half of the diagram) points matching at 
the center of the diagram. A good-sounding loop is shown as a continuous, non-
breaking line.

Use the Zoom controls to change the size of the looping ends shown in the dia-
gram. When a button is greyed-out, it means the maximum or minimum value has 
been reached.

Zoom out

Zoom in
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Changing the loop points
 > Be sure the Loop On checkbox is selected.

 > Use the Loop Start parameter to adjust the Loop Start point.

 > Use the End parameter to adjust the Loop End point (always matching the 
Sample End point).

Protecting the loop length
 > Use the Loop Lock to fix the length of the loop being edited. When it is closed, 

moving the Loop Start automatically moves the Loop/Sample End point, or vice 
versa.

This is convenient when you are creating a rhythmic loop to match a specific 
Tempo.

Using crossfade looping
When looping the pitched sample of a complex sound such as strings or woodwinds 
to make the sound sustain, it is necessary to create a long loop to preserve the rich 
character of the sound’s body. Crossfade Loop can be used to minimize the dif-
ference in pitch and level between the beginning and ending of the loop region, to 
create a natural-sounding loop. In order to solve such problems, Crossfade Loop 
causes the sound to change gradually from the end to the beginning of the loop.

In practice, here is how it works. A specific length (the Crossfade Length value) 
of the waveform immediately before the beginning of the loop is taken and mixed 
with the end portion. At this time, the waveform level of the portion immediately 
before the end (the length specified by Crossfade Length) will gradually decrease, 
and the waveform level immediately before the beginning of the loop will gradually 
increase as the two are mixed.

When the Loop On checkbox is selected, and the Start and Loop Start parameters 
have different values, the Crossfade button becomes available.
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1 Touch the Crossfade button to open the Crossfade Loop dialog:

2 Use the Crossfade Length parameter to specify the length of the sample that 
you wish to crossfade. You can enter it either as the number of samples, or a 
percentage (%). If you set this as a percentage, the number of samples will be 
calculated automatically.

If you set this to 50%, crossfade will be performed on the second half of the region 
between loop start and loop end.

The Crossfade Length cannot be greater than the smaller length between the 
Sample Start – Loop Start points, or the Loop Start – Sample End points.

3 Use the Curve radio buttons to specify how the volume will change in the 
crossfading region.

Curve Meaning

Linear Thevolumewillchangelinearly.

Power Thevolumewillchangenon-linearly.SometimesasettingofLinearwill
producetheimpressionthatthevolumehasdroppedinthemiddleof
thecrossfadecurve.Insuchcases,usePower.
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Getting information on the sample in 
edit
You can get information on the sample being edited.

 > Go to the Sample Edit > Main > Sample Info page.

Sample Edit Info Meaning

SelectedSamples NumberofsamplesselectedbetweentheStartandEndpoints.

Samples Totalsizeofsamplesinthesamplefilebeingedited.

SamplingFrequency Samplingfrequencyofthesamplebeingedited.
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Getting information on the User Sample 
memory
In case you receive a message warning about not having enough User Sample 
memory, you can check what is filling it up. You will then be able to delete some 
data or compress the samples.

 > Go to the Sample Edit > Main > Memory Info page for information on the 
number and size of the samples, drum samples and multisamples in the User 
Sample memory.

Pa5X can use up to 4 GB of User Sample Memory without compression. This is the 
maximum amount of non-compressed samples that can be loaded or recorded. 
In case you need more User Sample memory, you can compress the samples and 
then load up to 8 GB of samples.

PCM Memory Usage Meaning

Samples Numberofsamplesinmemory.

SamplesSize Totalsizeofthesamplesinmemory.

PreloadBufferSize Sizeofthememorybufferreservedtopreloadingsamplesfromthe
virtualmemory(residingontheinternaldrive)totheRAMmemory.

DrumSamples Numberofdrumsamplesinmemory.

Multisamples Numberofmultisamplesinmemory.
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Saving, exporting or 
deleting the samples

Saving the sample
If you are creating a sample to be used in an ordinary Sound or Drum Kit, save the 
sample to the internal User Sample memory.

1 While in any page of the Sample Edit > Main  section, choose the Save com-
mand from the page menu (   ) to open the Save Sample dialog.

2 You may change the name of the sample. Touch the Text Edit (   ) button 
to open the virtual keyboard and edit the name. When done editing the name, 
confirm by touching the OK button under the virtual keyboard.

3 If you are saving a percussive sample, use the Drum Sample family pop-up 
menu to assign it to a Drum Sample family.

4 Select an option to choose a location where to save the sample:

 > Choose Save as a new Sample to save to a new location.

 > Select Save to to overwrite an existing sample. In this case, the existing sam-
ple will be deleted.

5 If you want to compress the sample, select the Compression checkbox.
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Pa5X comes with 4 GB of User Sample memory. This is the maximum amount of 
non-compressed samples that can be loaded or recorded. In case you need more 
User Sample memory, you can compress the samples and then load up to 8 GB 
of samples.

6 Confirm the Save operation by touching the Save button.

Compression, short loops, low volume
Loops shorter than 16 samples, and samples with volume too low (often resulting 
from sample slicing) can’t be compressed. If you can’t write a sample, disable the 
Compression option in the Save Sample dialog, then retry writing.

Play from preload buffer
When the Play from preload buffer option in the Save Sample dialog is selected, 
the sample will be entirely loaded to the RAM memory the next time it is selected.

This option is normally not needed. You can however select it when you need the 
sample to play over the full pitch range, or if you plan to use the sample in reverse.

With some samples, you may not be able to transpose up enough, and higher-
pitched notes may sound at the wrong pitch. Since samples entirely read from 
RAM can be transposed higher than samples read directly from drive, if there are 
issues with higher-pitched notes, you may want to try with this option checked.

Also, reversing User Samples is only allowed when the samples are fully loaded 
into the RAM memory.

Preload buffer and compression
Since compression can’t be applied to samples loaded to RAM, when the 
Compression parameter is checked you can’t select the Play from preload buf-
fer parameter.

Compressed samples can be transposed more than non-compressed samples 
read directly from drive. They can be transposed less than non-compressed sam-
ples entirely read from RAM.

Type of sample Transposition

Non-compresseddirect-from-drive Less

Compresseddirect-from-drive Average

Non-compressedfromRAM More
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Exporting samples
You can export the sample in edit to one of two popular computer audio file for-
mats (WAVE and AIFF).

1 While in any page of the Sample Edit > Main section, choose the Export com-
mand from the page menu (   ), to open the Export Sample window.

2 Touch the Destination parameter to choose a target location in the drives.

3 You may change the name of the sample. Touch the Text Edit (   ) button 
to open the virtual keyboard and edit the name. When done editing the name, 
confirm by touching the OK button under the virtual keyboard.

4 Use the File Type pop-up menu to choose the file format in which to export 
the sample.

5 Confirm saving by touching the OK button.
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Deleting samples
You can delete a sample, all the unused samples, or all the samples.

Accessing the Delete Sample dialog
 > While in any page of Sample Edit > Main section, choose the Delete command 

from the page menu (   ) to open the Delete Sample dialog.

Deleting a sample
 > Select the Selected [n] option, choose the sample to be deleted, and touch 

OK to confirm.

Deleting all the unassigned samples
 > Select the Not assigned to any Multisample/Drumkit option, and touch OK 

to confirm.

This command deletes only samples not yet assigned to any Multisample or Drum 
Kit. Use this option with care, since you may delete samples you would like to 
preserve, but have not yet been assigned.
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Deleting all the samples, multisamples and drum samples
 > Select the All Samples, Multisamples, Drum Samples option, and touch OK 

to confirm.

Select this command to delete all samples, multisamples and drum samples from 
the User Sample memory. This operation completely resets the User Sample 
memory, and may be used to clean-up any trouble with memory management.
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Compressing the User Samples
Pa5X can read and play compressed User Samples. It can compress User Samples 
when saving them, or in batch. Sample compression allows for doubling the avail-
able User Sample memory.

Compressed samples can no longer be decompressed. If you want to keep the 
original samples, please save a copy before compressing them.

Compressing User Samples when saving them
You can compress a User Sample while writing it to the internal User Sample 
memory.

1 While in any page of the Sample Edit > Main  section, choose the Save com-
mand from the page menu (   ) to open the Save Sample dialog.

2 While in this dialog, select the Compression checkbox, to reduce the size of 
the sample up to a half of its original size. Please note that compression may re-
quire a long time.
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Compressing all User Samples in memory
You can compress all the User Samples contained in the User Sample memory.

1 While in any page of the Sample Edit mode, choose the Compress all samples 
command from the page menu (   ) to run compression.

2 A message appears, warning about the long times needed to compress all the 
samples. Touch Yes to confirm.

Please do not turn the instrument off while compression is going on.
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Multisamples

Creating multisamples
After having recorded, loaded or imported all the needed samples, you can cre-
ate a multisample. The multisample is a way of organizing several samples on the 
keyboard. Each sample is assigned to a Keyboard Zone (or Index), with a higher 
and a lower limit. Later, the multisample will be assigned to an oscillator in an 
ordinary Sound.

Accessing the Multisample Edit page
 > Go to the Sample Edit > Menu > Multisample > Edit page.

In this page you will assign the sample(s) to a multisample. Each sample will be 
assigned to a different keyboard zone.
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Choosing the multisample to edit
1 While in the Sample Edit > Menu > Multisample > Edit page, touch the name 
of the multisample in edit, and open the Multisample Select window.

2 While in the Multisample Select window, scroll through the samples, then 
touch the one you want to select and edit.
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3 Touch the name of a multisample to select it.

Reading the multisample diagram
The keyboard diagram shows the selected Keyboard Zone (highlighted), and its 
Original Note (in red). Use the big ‘–’ and ‘+’ buttons on its side to scroll the dia-
gram one octave lower or upper.
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Assigning samples to the keyboard

  ▪ Creating a new zone

By default, a new multisample contains a single zone.

 > Touch the Insert button to split the current zone in half, and create a new zone 
(Index) on the left of the selected one.

 > Touch the Add button to add a new zone (Index) after the last one.

  ▪ Deleting a zone

You can delete zones, when no longer needed.

 > Touch the Delete button to delete the selected zone (Index). The zone on the 
right of the deleted one is automatically extended to fill the gap.

  ▪ Selecting a zone

 > Play a note on the keyboard to select the corresponding zone (Index).

As an alternative, use the Index parameter to choose the corresponding zone.

The total number of zones in the multisample is shown by the second number of 
the Index parameter.

  ▪ Adjusting the zone range

 > Use the From … To pair of parameters to adjust the range of the selected 
zone (Index).

The minimum size is one key. When reducing the range of a zone, the adjacent one 
is automatically increased to fill the gap.

  ▪ Assigning a sample to the selected zone

A zone always corresponds to a single sample.

 > Use the Sample parameter to choose a sample.

To create a silent zone, create it and assign no sample to it.
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  ▪ Setting the original note

 > Use the Original Note parameter to automatically transpose the assigned 
sample on the keyboard. When you play this note, the sample will sound exactly 
as it was recorded.

By default, this parameter will match the Original Note value assigned when edit-
ing the sample in the Sample Edit > Main > Edit page.

The note set with this parameter appears highlighted in the keyboard diagram.

  ▪ Adjusting the level and pitch

 > Use the Level parameter to adjust the relative level of the selected zone. This 
value can only be a negative offset to the overall volume of the multisample.

 > Use the Pitch parameter to fine tune the selected sample in cents (1 cent = 
1/100 of a semitone).

  ▪ Editing the selected sample

 > Touch the Edit Sample button to go to the Sample Edit > Main > Edit page 
with the selected sample.
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Overview of the assigned samples and zones
You can see the overall map of the samples assigned to the zones, and edit their 
range on the keyboard.

 > Go to the Sample Edit > Menu > Multisample > Key Assign page.

Samples Keyboard Zones

 > Scroll through the zones by using the big up/down arrows under the list of 
samples on the left side of the page.

 > Edit the zone range, when needed, by using the low and high zone limits ap-
pearing on the left and the right of the keyboard zone diagrams. Please note you 
can’t edit the lower note of the lowest sample (always set to C-1).

 > The Original Note of each sample is shown in red.
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Saving, exporting 
or deleting the 
multisamples

Saving the multisample
Before creating a Sound, save the multisample to the internal User Sample mem-
ory.

1 While in any page of Sample Edit > Multisample section, choose the Save 
command from the page menu (   ) to open the Save Multisample dialog.

2 You may change the name of the multisample. Touch the Text Edit (   ) but-
ton to open the virtual keyboard and edit the name. When done editing the name, 
confirm by touching the OK button under the virtual keyboard.

3 Select an option to choose a location where to save the multisample:

 > Choose Save as a new Multisample to save to a new location.

 > Select Save to to overwrite an existing location. In this case, the existing mul-
tisample will be deleted.

4 Confirm the Save operation by touching the Save button.
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Exporting multisamples
You can export the multisample in edit, together with all the linked samples. The 
Export operation generates a KMP file (KORG’s proprietary file format for mul-
tisamples), and a folder containing a series of KSF files (KORG’s proprietary file 
format for samples) inside the same directory.

When exporting a stereo multisample, assign a different name to the Left and 
Right channel files, to avoid overwriting them. A ‘-L’ and ‘-R’ suffix is usually added 
after the name of this kind of files.

1 While in any page of the Sample Edit > Multisample section, choose the 
Export command from the page menu (   ), to open the Export Multisample 
dialog.

2 Touch the Destination parameter to choose a target location in the drives.

3 You may change the name of the multisample. Touch the Text Edit (   ) but-
ton to open the virtual keyboard and edit the name. When done editing the name, 
confirm by touching the OK button under the virtual keyboard.

4 Confirm saving by touching the OK button.
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Deleting multisamples
You can delete a multisample, the samples left unused after deleting the multi-
sample, all the multisamples, or all the samples and multisamples.

Accessing the Delete Multisample dialog
 > While in any page of Sample Edit > Multisample section, choose the Delete 

command from the page menu (   ) to open the Delete Multisample dialog.

Deleting a multisample
 > Select the Selected [n] option, choose the multisample to be deleted, and 

touch OK to confirm.

Deleting all the unassigned samples
 > Select the Delete Unassigned Samples checkbox to also delete all the sam-

ples left free after deleting the multisample, and not used by other multisamples.

Use this option with care, since you may delete samples you would like to pre-
serve, to be later used in new multisamples still to be created.
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Deleting all multisamples not assigned to any Sound
 > Select the Not assigned to any Sound (+Samples/Drum Samples) option, 

and touch OK to confirm.

Select this command to delete from the User Sample memory all the multisam-
ples, samples and drum samples that are not used by any Sound or Drum Kit. This 
will clean up the memory from all ‘unlinked’ multisamples, samples  and drum 
samples that have remained in memory after deleting some Sounds or Drum Kits.

If you want to only delete all the ‘unlinked’ samples and drum samples, without 
deleting any multisample or drum kit, please use the Delete command that can 
be accessed from the page menu (   ) of the Sample Edit > Main pages. Be sure 
to choose the Not assigned to any Multisample/DrumKit option in the Delete 
Sample dialog.

Deleting all the multisamples
 > Select the All Multisamples option, and touch OK to confirm.

Deleting all the samples, multisamples and drum samples
 > Select the All Samples, Multisamples, Drum Samples option, and touch OK 

to confirm.

Select this command to delete all samples, multisamples and drum samples from 
the User Sample memory. This operation completely resets the User Sample 
memory, and may be used to clean-up any trouble with memory management.
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Sounds and Drum Kits

Creating new Sounds from 
multisamples
You can create a new Sound while in Sound Edit mode.

1 Go to the Sound Edit mode.

2 Choose a Sound similar to the one you are going to create.

If you prefer to start from a blank, default situation, choose the Initialize Sound 
command from the page menu (   ).

3 Go to the Sound Edit > Menu > Basic > Oscillator page.

4 Select one of the available oscillators from the radio buttons at the bottom 
of the page.

5 Use the parameters in the Multisample section to assign the multisample 
to the High or Low layer of the selected oscillator. Your new multisample can be 
found in the USR bank of multisamples.

6 Go on editing the Sound, as shown in the pages dedicated to Sound editing.
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Creating new Drum Kits from 
percussive samples
You can create a new Drum Kit while in Sound mode.

1 Go to the Sound Edit mode.

2 Choose a Drum Kit similar to the one you are going to create.

If you prefer to start from a blank, default situation, choose the Initialize Sound 
command from the page menu (   ).

3 Go to the Sound Edit > Menu > DrumKit > DrumKit page.

4 Use the Key parameter to select a key. As an alternative, select it by pressing 
a key on the keyboard.

5 Select one of the available velocity layers from the radio buttons under the 
keyboard diagram.

6 Use the parameters in the Drum Sample section to assign a sample to the 
current layer or the selected oscillator. Your new sample can be found in the USR 
bank of samples.

7 Go on editing the Drum Kit, as shown in the pages dedicated to Sound editing.
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Assigning the new Sound or Drum Kit to 
a track
The new Sounds or Drum Kits are contained in the User folders. Assign them to 
the Keyboard, Pad, Style or Song tracks, as you would do with any other Sound or 
Drum Kit. Drum Kits are better suited for the Drum or Percussion track.

When done, save the Sound set (Keyboard Set, SongBook Entry, Pad, Style, MIDI 
Song) to preserve your editing.
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Audio Grooves

Creating Audio Groove Sounds or Drum 
Kits with Time Slicing

Creating separate samples from a sliced audio groove
After recording or loading an audio groove, you must ‘slice’ it to create a series of 
separate percussive samples, and a multisample or drumkit to organize them on 
the keyboard. In the end, you will save it as a new Sound or Drum Kit.

An Audio Groove converted to a Sound or Drum Kit can play at different Tempo 
values. However, please remember that it will not be transposed when playing 
different chords, since it is still audio data, that cannot be transposed.

How it works
Time Slicing detects the attacks (that is, for example, kick and snare shots) inside 
a rhythmic audio groove, and automatically divides the audio groove into indi-
vidual percussive samples. The sliced percussive samples will be automatically 
assigned to different keys in a multisample, and the multisample to a Sound.

Within the generated multisample, a separate sample is assigned to a different 
note on the keyboard, starting from C♯1. By playing an ascending chromatic scale 
with this multisample, you could recreate the original audio groove.

In addition to changing the groove’s Tempo without affecting its pitch, this will let 
you change the order in which the samples are played, change the timing, and edit 
the pattern to freely recreate a new rhythm loop.
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Slicing
1 Go to the Sample Edit > Menu > Time Slice page.

2 Use the Meter parameter to specify the Meter of the original sample.

3 Use the Measures parameter to specify the length of the original sample in 
measures. Preferably, you will load a groove 1- or 2-measures long.

4 The BPM (Beats Per Minute) parameter specifies the Tempo (in Beats Per 
Minute) of the original sample. This value is automatically calculated, based on the 
Start and End parameters (from the Sample Edit > Main page), and on the Meter 
and Measures parameters (from this page).

If you know these data, manually enter the Meter, Measures and BPM parameters, 
to make the slicing more accurate. The BPM value can be only adjusted to values 
lower than the one automatically calculated. This can be useful, for example, when 
the actual sample is shorter than the entered Meter and Measures values.

Meas.1 Meas.2

In the example above, the actual groove lasts only up to the first half of Measure 2. 
The recognized Tempo may be 130, but you know that the real Tempo is 100. Set 
the BPM value to 100, and a rest will be added to the end of the groove, to allow 
it to loop seamlessly.

5 Touch the Slice button to slice the original audio groove.
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The generated samples and multisample
Individual samples generated from slicing the audio groove are assigned to the 
following keys, while in Sample Edit mode. To access the lower notes, you may 
want to use the UPPER OCTAVE buttons to transpose the keyboard.

When saving, after editing is complete, only the sliced samples are preserved. The 
notes from C0 to C1 are deleted.

Key Assigned sample/pattern Speed %

C0 Fullpatterncyclingathalfthespeed 50%

C♯0 Fullpatterncyclingatvariousspeeds 53%

D0 56%

D♯0 60%

E0 63%

F0 67%

F♯0 71%

G0 75%

G♯0 80%

A0 84%

A♯0 89%

B0 94%

C1 Fullpatterncyclingattheoriginalspeed 100%

C♯1andabove Separateslicedsamples –

The generated Groove
After slicing, a diagram will show the individual sliced samples separated by verti-
cal lines:
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Testing the generated multisample
 > To test the full pattern at different speed, play a note from C0 (half speed) to 

C1 (original speed). See table above.

 > To test the single sliced samples, play notes from C♯1 and above. If you play a 
full chromatic scale, you can play the original pattern.

If too many samples have been generated, and the keyboard can’t fit them all, use 
the UPPER OCTAVE buttons to transpose the keyboard, and also listen to the 
samples exceeding the lower and upper limit.

Adjusting the slicing parameters
 > If the Slice procedure didn’t produce satisfactory results, adjust the Release 

parameter, and touch the Slice button again.

Adjusting the Release value changes the number of recognized attacks, by vary-
ing the speed needed to the Slice engine to start working again on the next one. 
For example, in the following example, if the Release value is too high (that is, too 
long), the second attack may be lost:

 > If this, again, does not produces good results, try to also adjust the Threshold 
parameter, and touch the Slice button again.

 > Since a Tempo value rounding happens during the Slice operation, and the 
loop may not be accurate, you may need to adjust both the Start and End param-
eters of the Sample Edit > Main page, to make the groove loop flawlessly. After 
editing these parameters, touch the Slice button again.

Go on experimenting different settings. Editing an audio groove is a pure matter 
of experimentation.
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Extending the sample tails
When using the sliced grooves with a Tempo slower than the original, an annoying 
gap may be heard between a sample and the following one. The Extend function 
allows you to fix this problem by adding a ‘tail’ to all samples, making their decay 
smoother and more musical.

1 After slicing and testing the groove, use the Extend function if needed.

2 Go to the Sample Edit > Menu > Time Slice page.

3 Adjust the Extend > By parameter to set the length of the ‘tail’ added to the 
samples (in percentage). A setting of 20-30% is usually suitable to most grooves.

Depending on the Tempo of the Style that will include this groove, use high or low 
values. If you will slow down the groove very much, assign higher values to this 
parameter, otherwise you may assign lower values.

Be careful with the higher By values, because the Extend function may add au-
dible artifacts.
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4 Use the Extend Mode pop-up menu to specify if the added ‘tail’ must decay in 
a linear way, or sustain for a longer time and then fall suddenly. Choose the Extend 
method suitable for the processed materials.

Extend Mode Meaning Shape

Normal Mostsuitableforpercussivesoundwithashort(butnotim-
mediate)decay.The‘tail’envelopeislinear,andthelevelde-
caysfast.

Long Mostsuitableforcymbals,whosesoundshouldbesustained
upuntilthenextnote.The‘tail’envelopeissustainedandfalls
slowly,thenfallssuddenlynexttotheend.

5 Touch the Extend button.

6 After the Extend operation has been completed, test the pattern.

 > To test the full pattern at different speed, play a note from C0 (half speed) to 
C1 (original speed). See table above.

 > To test the single sliced samples, play notes from C♯1 and above. If you play a 
full chromatic scale, you can play the original pattern.

7 If the Extend operation didn’t produce satisfactory results, change the set-
tings and repeat it.
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Saving the Audio Groove Slices as a 
Sound or Drum Kit
Once the Time Slicing procedure is completed, you can save the sliced samples as 
a new Sound or Drum Kit, together with a series of separate percussive samples, 
and a multisample or a drumkit arranging them on the keyboard.

In addition, a MIDI Groove containing the original sequence converted to MIDI 
events will also be created. The MIDI Groove is in Standard MIDI File (SMF) format.

1 While in the Sample Edit > Time Slice page, choose the Save command from 
the page menu (   ) to open the Save Time Slice dialog.

Touch here 
to select the 
Standard MIDI 
File location

Sound/Drum Kit 
type

Touch here 
to select the 
Sound/Drum Kit 
location

Sound/Drum Kit 
name

2 You may change the name of the Sound or Drum Kit. Touch the Text Edit (   ) 
button to open the virtual keyboard and edit the name. When done editing the 
name, confirm by touching the OK button under the virtual keyboard.

3 When back at the Save Sound dialog, choose the type of target by using the 
Sound Type pop-up menu.

Sound Type Meaning

DrumKit ThedatawillbesavedintoaDrumKit.YoucanuseDrumFamiliestosend
eachsampletoaseparategroupofInsertFXs,andseparatelycontrolthe
sendtotheMasterFXs.

Program ThedatawillbesavedintoanordinarySound.Thisformatismorecompact,
withasinglemultisample.Itcan’tsendeachsampletoaseparategroupof
FXs.
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4 Choose where to save the Sound or Drum Kit by touching the Sound > Select 
button. This will open the Sound Select window. Empty locations are shown as a 
series of dashes (‘–––’).

5 When back at the Save Time Slice dialog, choose where to save the generated 
MIDI Groove by touching the Groove SMF > Select button. This will open the File 
window, and you will be able to choose a folder in the drives where to save the file.

6 When back at the Save Time Slice dialog, confirm the Save operation by 
touching the OK button.

After generating the new Sound or Drum Kit and the MIDI Groove, import the MIDI 
Groove (as described below).



1056| EditingtheSamples

Importing the MIDI Groove to a Style or 
Pad track
After generating the MIDI Groove from an Audio Groove, you can use it in a Style’s 
or Pad’s track.

1 Exit from the Sample Edit mode.

2 Access Style/Pad Edit mode, either creating a new Style/Pad or editing an 
existing one.

3 Go to the Style/Pad Edit > Menu > Import/Export > Import Groove page.

4 Touch the From MIDI File > Select button to choose the MIDI Groove.

5 Use the To Track pop-up menu to choose a target track. We suggest the 
Percussion track, since the Drum track is better left free for standard Drum Kit 
sounds (for count-ins, breaks, etc.).

If you saved the Audio Groove Slices as a Drum Kit, be sure the track is set to 
Drum mode.

6 Use the Element and CV pop-up menus to choose a target Style Element and 
Chord Variation.

7 Touch the Execute button to confirm.
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Using the Audio Groove Slices in other 
Sounds or Drum Kits
You can use the multisample or drum kits and the samples generated by a Time 
Slicing operation in other Sounds or Drum Kits.

Creating a new Sound based on the Audio Groove Slices
1 Go to the Sound Edit mode, and choose a Sound similar to the one to which 
you want to assign the multisample to.

If you prefer to start from blank programming, choose the Initialize Sound com-
mand from the page menu (   ).

2 Go to the Sound Edit > Menu > Basic > Oscillator page, and select one of the 
oscillators.

3 Choose the new multisample from the USR area, and assign it to one of the 
two layers (High or Low).

4 Choose the Save Sound command from the page menu (   ), and save the 
Sound to an empty User location.
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Creating a new Drum Kit based on the Audio Groove 
Slices
1 Go to the Sound Edit mode, and choose a Drum Kit Sound similar to the one 
to which you want to assign the drum kit to.

If you prefer to start from blank programming, choose the Initialize Sound com-
mand from the page menu (   ).

2 Go to the Sound Edit > Menu > Drumkit > Drumkit page, and use the Key 
parameter to choose a note in the Drum Kit. Each note corresponds to one of the 
slices you want to use.

3 Choose one of the layers, and assign it a sample from the USR area.

4 Choose the Save Sound command from the page menu (   ), and save the 
Sound to an empty User location.
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Editing the Mic 
Presets

Accessing Mic Preset page
You can edit and save the User Mic Presets. Factory Mic Presets are protected. If 
you access editing with a Factory Mic Preset, a temporary copy is automatically 
created in memory.

1 While in the Home mode, press the MENU button to see the Home Edit menu.
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2 Touch the Mic Preset button in the menu. The Mic Preset page will appear.

3 Press the EXIT button if you want to return to the main Home page.
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Choosing, enabling and balancing the 
effects
While in the Mic Preset page, you can choose a Mic Preset, turn on/off the various 
effect blocks, choose the effects for each block, and adjust the level of each block.

Preset name

FX icons FX names FX levels

 > Touch the name of the Preset to choose a different Mic Preset.

 > Touch the icon of an effect to turn the corresponding block on/off. An equiva-
lent On/Off button is also found in all the effect editing pages.

 > Touch the name of an effect to open the FX Edit window for that block. Press 
the EXIT button to return to this page.

 > Adjust the Level of each block to balance the effects.
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The Auto Pitch
Depending on the settings, the Auto Pitch function can work as a subtle and trans-
parent pitch correction, or as a massive Cher-like effect.

1 While in the Mic Preset page, touch the name of the Auto Pitch effect to open 
the Auto Pitch dialog.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

 > Use the Smoothing control to make note transitions slower or faster. Too fast 
a transition, and the change may sound ‘jumpy’. Too slow, and excessive glissan-
do or ‘smoothing’ may appear. Higher values make the transition slower, and the 
smoothing effect higher.

 > Use the Hysteresis control to set how far from the target note the source note 
can go, before the target note will change. Higher values maintain the note even 
in case of heavy oscillations in the source note.
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 > Use the Set pop-up menu to choose the Auto Pitch Preset.

Auto Pitch Preset Meaning

AtuneScale AutoTunescale

NaturalScale Thetargetnotesispartoftheselectedscale

NaturalChromatic Thetargetnotesispartofthechromaticscale,withpreferenceforthe
naturalscale

Robot Amoreartificial-soundingcorrection

 > User the Scale and Root parameters to choose a reference scale to which to 
adapt the target notes.
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Editing the Harmony voices
You can edit the Harmony voices.

1 While in the Mic Preset page, touch the name of the Harmony effect to open 
the Harmony window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.
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Setting the general harmony parameters
The top area of the page contains general parameters for choosing the type of 
harmonization and the control source.

  ▪ Choosing the harmony type

 > Use the Type pop-up menu to choose the type of harmonization.

Harmony Type Meaning

Chord Chordsaretobeplayedonthekeyboard,bytheChordSequencer,re-
ceivedfromaMIDISongorviaMIDI.Whenthistypeisselected,you
canchoosethesourceofthecontrollingchords(asexplainedbelow).

Scale Harmonynotesareadaptedtotheselectedscale.Whenthistypeis
selected,youcanchoosetheKey/Scale(asexplainedbelow).

Shift Harmonynotesareexactlytheindicatedintervalaboveorunderthe
Leadvoice.

Notes Harmonyvoicesplaythenotesplayedonthekeyboard,receivedfrom
aMIDISongorviaMIDI.Whenthistypeisselected,youcanchoosethe
sourceofthecontrollingnotes(asexplainedbelow).

  ▪ Choosing the source of chords or notes

 > Use the Style Play Control pop-up menu to choose a source for chords or 
notes controlling harmony with the Styles.

Control (Style) Meaning

ChordScan PlaychordsornotesintheareachosenwiththeCHORDbuttonsinthe
controlpanel.

Lower PlaychordsornotesintheLowerarea(underthesplitpoint).

Upper PlaychordsornotesintheUpperarea(abovethesplitpoint).

Full Playchordsornotesoverthefullextensionofthekeyboard.
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 > Use the Song Play Control pop-up menu to choose a source for chords or 
notes controlling harmony with the Songs.

Control (Song) Meaning

Off NotracksendschordsnotestotheHarmonymodule.Chordscanstill
bereceivedviaMIDI.

Track01…16 ChordsornotesarereceivedfromoneoftheSongtracks.

ChordScan PlaychordsornotesintheareachosenwiththeCHORDbuttonsinthe
controlpanel.

Lower PlaychordsornotesintheLowerarea(underthesplitpoint).

Upper PlaychordsornotesintheUpperarea(abovethesplitpoint).

Full Playchordsornotesoverthefullextensionofthekeyboard.

  ▪ Choosing the Key and Scale

When the Scale Harmony Type is selected, all of the chords in an entire song and 
your melody can belong to a single key. You can input this key by using the Key 
parameter.

Use the Scale parameter to choose a type of scale for the harmony notes. You 
can choose between 3 Major and 3 Minor alternate scales that can be chosen if 
your harmony intervals sound incorrect at certain chord/melody combinations.

When the match of Key and song is correct, a Scale harmonization is nearly indis-
tinguishable from recorded harmony. There are limitations however:

 > Scale works for many, but not all songs.

 > Scale works best with 3rd harmony intervals (Voice > Harmony Scale pop-up 
menu); adding the 5th reduces the number of compatible songs.

You should be singing with musical backing and stay true to a A=440Hz reference. 
This could be a recorded song or other musicians. Choose a simple song to start 
with. Determine the key of your song; this is often the first or last chord in a song 
without extensions. For example G Major is a valid key, Gm7b5 is not.

If you’re lucky the first time, you’ll be rewarded with soaring harmony over your 
whole chorus or song. If not, you can try the following:

 > Try a different Key, perhaps a 5th away from your first choice.

 > Choose a different Major or Minor alternate Scale.

 > Choose a Set with only the 3rd (High) interval.
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  ▪ Choosing a Harmony set

 > Use the Set pop-up menu to choose a set of voices for the Harmony block. The 
name of the chosen set will give an idea of what the voices will do.

  ▪ Adjusting the Lead level

 > Use the Lead Att(enuation) control to lower the level of the lead voice in the 
mix.

  ▪ Adjusting the Harmony level

 > Use the Harmony Level control to adjust the level of the Harmony voices.
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Programming the individual harmony voices
The center area of the page contains parameters to program the individual voices. 
It is different, depending on the selected Harmony Type.

Harmony Type Individual Voice Box

Chord

Scale

Shift

Notes

 > Touch the Voice 1-4 buttons to choose the harmony voice to program.

  ▪ Chord type: Choosing the Harmony Voicing

Harmonies will be generated depending on the recognized chord and the chosen 
voicing.

 > For each voice, use the Harmony Voicing pop-up menu to specify the relation 
of the harmony note to the input note with respect to the current chord.

In Chord mode presets, the harmony voices are always notes in the chord. A set-
ting of High will result in the harmony voice being the next note above the input 
voice in the chord. For instance, if the chord was C Major and the input note was 
an E, an High setting would produce a G harmony voice, just above the input E.
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  ▪ Scale type: Choosing the Harmony Scale

Harmony intervals will be adapted to the selected scale.

 > For each voice, use the Harmony Scale pop-up menu to specify the interval 
of the harmony note with respect to the input note in the scale.

The range of values goes from -2VE, which is 2 octaves below the input note, to 
+2VE which is two octaves above the input note. For example, a setting of +3 will 
result in a harmony voice a third above the input voice.

  ▪ Shift type: Choosing the Harmony Shift

Harmonies will be a fixed interval in reference to the input note.

 > Use the Harmony Shift pop-up menu to choose the interval the harmony voice 
is shifted relative to the input note. The values range from -24 semitones to +24 
semitones.

  ▪ Notes type: Programming the envelope

Harmonies will be the ones played by the source (keyboard, Style, Song).

 > Use the Octave Transpose parameter to transpose the harmony notes.

 > Use the Attack parameter to add a gentle volume fade-in when you strike a 
note during a sustained sung note. The values range from 0 to 1000 milliseconds.

 > Use the Release parameter to add a smooth fade-out if you release your note 
as you continue to sing. The values range from 0 to 2000 ms.

 > Use the Smoothing parameter to make the voice attack smoother and better 
in tune.

At low values, Smoothing acts like pitch correction for the harmony voices. With 
the voices corrected like this, some Portamento is usually required to help soften 
note to note transitions unless a robot-like effect is desired. Higher values offer 
progressively less correction. Like Portamento, setting each voice with a unique 
value of the Smoothing parameter helps the harmonies sound more natural. 
Please note that high values of smoothing will sound out of tune.

  ▪ Choosing the individual voice’s gender

 > Use the Gender parameter to make timbre adjustment to the voice. Values 
below 0 lend each voice a more masculine and deeper effect, and values above 0 
lend a more feminine or thinner effect.
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  ▪ Adjusting the Level and Pan of the individual voices

 > Use the Level parameter to control the relative volume of each voice. This is 
also where voices are turned on an off. The range of values goes from Off to 0 dB 
(Full). Typically all voices are set at the same level unless you want to highlight or 
minimize a particular voicing interval.

 > Use the Pan parameter to set a unique pan position for each voice. There are 
64 possible steps in each of the left and right pan positions.

When the Notes Harmony Type is selected, you can select between Narrow, 
Medium and Wide panning.

Portamento, humanize and vibrato
For the preset as a whole, you can add expression, by programming portamento, 
humanize and vibrato.

  ▪ Setting portamento time

 > Use the Portamento parameter to set the portamento time.

Portamento is a delayed response to the pitch movement of your singing voice. It 
is also referred to as ‘Glide’ in synthesizers. The range of values equals approxi-
mately how long the upwards or downwards slide will take to reach each new note.

  ▪ Humanizing the harmony voices

 > Use the Humanize pop-up menu to choose a humanization style.

The term ‘humanize’ simply means the application of processes designed to in-
crease realism. All harmony modes usually benefit from careful application of 
humanization styles that make each harmony voice respond with small pitch and 
timing variations different from your voice. Each Humanize Style configures each 
of the four voices differently; Voice 1 has slightly different parameter values than 
say Voice 4 in the same style but all four voices will work together to produce a 
useful overall effect.

The various Humanization styles consist of various amounts of the following modi-
fiers:
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Onset pitch events – This is also known as ‘scooping’ which adds a generated pitch 
trajectory for each new note that is different than the sung note.

Pitch modulation – A random wave generator wobbles the pitch in non-periodic 
ways to simulate even the finest singers’ pitch variation.

Timing delay and modulation – Singers are unable to start notes at the same time 
with the exactness of a machine so this algorithm applies slight delays to the onset 
of notes and then adds modulated time variation to sustained portions of notes.

Level (volume) modulation – This effect is like a subtle tremolo with a non-peri-
odic or semi random waveform that simulates the way different singers change 
note volumes as they sing.

 > Use the Amount parameter to vary the amount of humanization for the har-
mony voices. Most of the styles were designed at middle values to allow you to 
add or remove effects as you see fit.

  ▪ Adding vibrato

 > Use the Vibrato pop-up menu to choose a vibrato style.

Vibrato assists in providing separation between your dry singing voice and the 
harmonies as well as to add some movement to the rigid pitch contour in Notes 
mode harmony. Even the smallest amount of vibrato applied to your harmony 
voices can achieve this. Like the Humanize effects, each voice is treated slightly 
differently by the Vibrato algorithm so the voices don’t all sound exactly the same.

 > Use the Amount parameter to vary the amount of vibrato intensity for the 
overall style with this parameter. All the styles were designed to be useful at mid-
dle values but you can add or remove vibrato as you like.
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Programming the EQ
The bottom-right area of the page contains the final equalizer for the block.

 

 > Use the EQ LF and EQ HF controls to apply Low-Frequency and High-
Frequency equalization to all the harmony voices.

 > Use the HPF control to adjust the High-Pass Filter, useful to remove rumble 
or boominess.
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Editing the Doubler effect
1 While in the Mic Preset page, touch the name of the Doubler effect to open 
the Doubler window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

The Double effect uses the same type of Humanization technology as in the 
Harmony effect to create up to four overdubbed versions of your voice. The voices 
are set to unison intervals as opposed to the moveable intervals available for the 
harmony voices. Double simulates the sound of a vocalist overdubbing their vocal 
part multiple times. Many of the edit parameters for the Doubling page are the 
same as for Harmony page.

  ▪ Choosing a Double set

 > Use the Set pop-up menu to choose settings for the Double block. The name 
of the chosen set will give an idea of what the voices will do.

  ▪ Adjusting the Lead level

 > Use the Lead Att(enuation) control to lower the level of the lead voice in the 
mix.
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  ▪ Adjusting the Doubler level

 > Use the Doubler Level control to adjust the level of the doubling voices.

  ▪ Adjusting the Level and Pan of the individual voices

 > Use the Level parameter to control the relative volume of each voice. This is 
also where voices are turned on an off. The range of values goes from Off to 0 dB 
(Full). Typically all voices are set at the same level unless you want to highlight or 
minimize a particular voicing interval.

 > Use the Pan parameter to set a unique pan position for each voice. There are 
100 possible steps in each of the left and right pan positions.

  ▪ Humanizing the Doubler voices

 > Use the Humanize pop-up menu to choose a humanization style.

The term ‘humanize’ simply means the application of processes designed to in-
crease realism. Contrary to the same parameter of the Harmony page, humaniza-
tion is the same for all the doubling voices.

 > Use the Amount parameter to vary the amount of humanization.

  ▪ Programming the EQ

 > Use the final equalizer parameters for this block. The parameters are the 
same seen for the Harmony block.
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Editing the Filter effect
1 While in the Mic Preset page, touch the name of the Filter effect to open the 
Filter window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

You can assign to this block effects from the Filter, Dynamics and Frequency cat-
egories. For details about the effects, see Effects for the Sounds on page 1089.

Filters can be used, for example, to emulate the sound of radios, phones and de-
vices that generally degrade the audio signal.
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Editing the Mod effect
1 While in the Mic Preset page, touch the name of the Modulation effect to open 
the Modulation window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

You can assign to this block effects from the Modulator and Mixed categories. For 
details about the effects, see Effects for the Sounds on page 1089.

You can use modulation for different effects, ranging from subtle but lush thicken-
ing to creatively destructive.
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Editing the Delay effect
1 While in the Mic Preset page, touch the name of the Delay effect to open the 
Delay window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

You can assign to this block effects from the Delay category. For details about the 
effects, see Effects for the Sounds on page 1089.

The delay effect is a configurable echo. You can control how far apart the echoes 
occur (Delay Time), and whether the echoes fade out quickly or slowly or build on 
themselves. In addition, there are filtering and stereo controls that allow you to 
create many popular delay sounds.
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Editing the Reverb effect
1 While in the Mic Preset page, touch the name of the Reverb effect to open 
the Reverb window.

2 Edit the parameters, as described below.

3 When done, return to the Mic Preset page by pressing the EXIT button.

You can assign to this block effects from the Reverb category. For details about 
the effects, see Effects for the Sounds on page 1089.

Reverb is arguably the most common vocal effect. It can add a spaciousness that 
softens the abrupt beginnings and endings of lyric phrases. Many reverb types are 
meant to imitate the natural sound of spaces like churches, clubs and halls but not 
all. Some reverb effects are recreations of electro-mechanical effects meant to 
imitate real spaces like plates and springs.

Reverbs are made up of early reflections and the longer reverberant sounds known 
as the tails. There are usually controls to control the balance of room level and 
tail. Additionally, a small delay can be added between the dry voice and the reverb 
signal that adds clarity by briefly separating the dry voice from its reverb. By far 
the most important control for reverb is the level. A single reverb patch can have 
a different result for the audience whether it is mixed quietly or boldly in the mix.
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Mixing the lead voice and the effects
While in the Voice Preset > FX Mixer page, you can set the master level of the 
effects, and internally route the effects.

1 Go to the Home > Menu > Mic Preset > FX Mixer page.

2 Adjust the levels.

 > Turn the effect blocks on/off by touching the corresponding icons.

 > Use the Level control to adjust the level of each effect block inside the Mic 
Preset.

 > Use the Delay/Reverb > Level control to adjust the level of the Delay and 
Reverb blocks at the same time.

 > Use the Lead to Mod/Delay/Rev controls to adjust the level of the lead voice 
going into the corresponding effect.

 > Use the HRM/D to Mod/Delay/Rev controls to adjust the level of the har-
mony/double voices going into the corresponding effect.

 > Use the Mod to Delay control to adjust the level of the Mod effect going into 
the Delay.

 > Use the Delay to Rev control to adjust the level of the Delay effect going into 
the Reverb.
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Adjusting the microphone input to your 
voice
You can globally adjust the level of the singer’s voice against the effects. This 
will balance the particular voice, without altering the internal balance of the Mic 
Preset.

1 Go to the Settings > Menu > Mic Setup > Setup page.

2 Adjust the Voice Settings parameters.

 > Use the Voice Settings > Lead > Level knob to adjust the volume of the lead 
voice.

 > If you want, select the Mute checkbox to exclude the direct lead voice signal 
from the mix. Only the effected part will remain.

3 Press the EXIT button, the return to the Home > Menu > Mic Preset page.
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Saving the Mic 
Presets

After editing, you can save all the edited parameters into a User Mic Preset loca-
tion in memory.

NOTE:ChangescanonlybesavedontoUserMicPresets.

1 While in the Mic Preset page, choose the Save Mic Preset command from the 
page menu (   ) to open the Save Mic Preset dialog.

Preset name

Presets bank Preset locationTouch to open the Mic Preset 
Select window

2 You may change the name of the Preset. Touch the Text Edit (   ) button to 
open the virtual keyboard and edit the name.

When done editing the name, confirm by touching the OK button under the virtual 
keyboard.

3 When back at the Save Mic Preset dialog, if you want to save onto a different 
location touch the Browse button and open the Mic Preset Select window. The 
Presets are organized in a rigid grid. Choose a location as if you were choosing a 
Preset. Blank locations are shown as a series of dashes (‘–––’).

4 When back at the Save Mic Preset dialog, confirm the Save operation by 
touching the Save button.

CAUTION: If you write over an existing Mic Preset, the existing Preset will be 
deleted. Please save on a storage device any User Presets you don’t want to lose. 
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Editing the Guitar 
Presets

Accessing Guitar Preset page
You can edit and save the User Guitar Presets. Factory Guitar Presets are pro-
tected. If you access editing with a Factory Guitar Preset, a temporary copy is 
automatically created in memory.

1 While in the Home mode, press the MENU button to see the Home Edit menu.



EditingtheGuitarPresets |1085

2 Touch the Guitar Preset button in the menu. The Guitar Preset page will 
appear.

3 Press the EXIT button if you want to return to the main Home page.
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Choosing, enabling and balancing the 
effects
While in the Guitar Preset page, you can choose a Guitar Preset, turn on/off the 
various effect blocks, choose the effects for each block, and adjust the general 
volume of the Preset.

Preset name

Wet/Dry balance

FX On/Off

FX names FX icons Preset level

 > Touch the name of the Preset to choose a different Guitar Preset.

 > Use the On/Off button to turn the effect block on/off. These switches are also 
found in all the effect editing pages.

 > Touch the name or icon of an effect to open the FX Edit window and choose 
a different effect for that block. Press the EXIT button to return to this page.

 > Adjust the Wet/Dry mix to balance between the effect (Wet) and the direct 
(Dry) component of each block’s audio signal.

 > Use the Level parameter to adjust the general level of the Preset.
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Editing the Guitar effects
While in the Guitar Preset page, you can edit each of the effects in the blocks.

1 Touch the name or icon of an effect to open the FX Edit window for that block.

2 Edit the parameters. The effects are the same you can assign to the Sounds. 
For details, please see Effects for the Sounds on page 1089.

3 When done, press the EXIT button to return to the Guitar Preset page.



1088| EffectsfortheGuitar

Saving the Guitar 
Presets

After editing, you can save all the edited parameters into a User Guitar Preset 
location in memory.

NOTE:ChangescanonlybesavedontoUserGuitarPresets.

1 While in the Guitar Preset page, choose the Save Guitar Preset command 
from the page menu (   ) to open the Save Guitar Preset dialog.

Preset name

Presets bank Preset locationTouch to open the Guitar 
Preset Select window

2 You may change the name of the Preset. Touch the Text Edit (   ) button to 
open the virtual keyboard and edit the name.

When done editing the name, confirm by touching the OK button under the virtual 
keyboard.

3 When back at the Save Guitar Preset dialog, if you want to save onto a differ-
ent location touch the Browse button and open the Guitar Preset Select window. 
The Presets are organized in a rigid grid. Choose a location as if you were choosing 
a Preset. Blank locations are shown as a series of dashes (‘–––’).

4 When back at the Save Guitar Preset dialog, confirm the Save operation by 
touching the Save button.

CAUTION: If you write over an existing Guitar Preset, the existing Preset will be 
deleted. Please save on a storage device any User Presets you don’t want to lose.
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Editing the effects

The FX processors
In Pa5X, Sounds are sent to the Insert (IFX) and Master (MFX) Effects. The rout-
ing can be done in the Mixer/FX pages, both in the Home and the Edit modes. All 
of them can be edited.

A selection of the effects described in this chapter can also be used in the Mic 
Presets and the Guitar Presets.
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Accessing the insert effects (IFX)
1 Go to the Home > Menu > Mixer/FX > Insert FX page. You can also access 
this section from the Style/Song Edit > Menu.

FX group
FX on/off

Selected 
FX type

2 Touch the TRACK SELECT button to switch between the Sounds of the 
Keyboard and Pads, and the ones of the Style or the MIDI Song.

3 Use the On/Off buttons to enable or disable the Insert Effects.

4 Touch the icon of the effect type to open the FX Edit window.
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Accessing the master effects (MFX)
1 Go to the Home > Menu > Mixer/FX > Master FX page. You can also access 
this section from the Style/Song Edit > Menu.

2 Use the On/Off button to enable or disable the Master Effects.

Please keep in mind that the Master Effects are assigned to all the Sounds of the 
same group. FX Group A is assigned to the Style and MIDI Song Sounds; FX Group 
B is assigned to Keyboard and Pad Sounds (but can also be assigned to selected 
MIDI Song Sounds).

3 Touch the icon of the effect type to open the FX Edit window.
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Accessing the Mic or Guitar effects
Some of the effects used in the Mic and Guitar Presets are the same as the ones 
used for the Sounds. The voice-specific effects are different than the ones de-
scribed in this chapter, and are described in the dedicated chapter.

1 Go to the Home > Menu > Mic/Guitar Preset > Preset page.

2 Touch the name of the effect to open the FX Edit window.
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Editing the effects
The FX Edit window may change, depending on the type of effect in edit.

 > Compressor used as an Insert FX:

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group

 > Reverb used as a Master FX:

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group
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1 Depending on the selected effect, you can touch the Zoom In (   ) button 
to see the detailed parameters of the effect.

FX processor

FX mix and modulation

Selected FX
Copy/paste commands

Zoom

FX parameters

FX group

2 Touch the Zoom Out (   ) button to return to the main parameters of the 
effect.

3 Touch the name of the selected effect on top of the dialog to open the FX 
Select window, and choose an effect.

4 If needed, edit the various parameters, as described in the following pages.

5 You can adjust the Wet/Dry mix of the effects. With master effects, it is advis-
able to leave the mix all Wet, and use the individual mixer channels’ send level for 
mixing the dry and wet signals (as explained below). 

6 When finished editing, press the EXIT button to return to the previous page.
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Choosing a Dynamic Modulation Source 
(DMS)
You can modulate one of the effect parameters by using MIDI messages gener-
ated by the internal physical controllers or by MIDI data recorded in one of the 
Style or Song tracks.

  ▪ Choose the modulation track

 > With insert effects, the modulation is always received from the track they are 
assigned to. For example, if the insert effect is assigned to the Upper 1 Sound, it 
will be modulated by the Upper 1 Sound.

 > With master effects, you must choose a modulating track. Go to the Home 
> Menu > Mixer/FX > Master FX page containing the master effect you want to 
edit. You can also access this section from the Style/Song Edit > Menu. Use the 
Mod. (Modulating Track) parameter to choose the modulating Sound/part/track.
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  ▪ Choose the modulation source

 > While in the FX Edit page (for both the insert or master effects), use the Src 
(Source) parameter to choose the physical controller or the type of MIDI data that 
will modulate the effect.

Pa5X uses the Dynamic Modulation Source (DMS) system, a highly flexible and 
powerful matrix of modulation. See below a list of available sources.
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DMS Note

Off Nomodulation

Gate1

Gate1+Dmpr Gate1+Damper

Gate2

Gate2+Dmpr Gate2+Damper

NoteNr NoteNumber

Velocity NoteVelocity

ExpoVelocity ExponentialNote
Velocity

AfterTouch AfterTouch

JSX JoystickLeft/Right

JS+Y(CC#01) JoystickForward

JS-Y(CC#02) JoystickBackward

MIDI(CC#04)

MIDI(CC#12) FXMIDIController1

MIDI(CC#13) FXMIDIController2

Ribb.(CC#16) RibbonController

MIDI(CC#18)

MIDI(CC#17)

MIDI(CC#19)

DMS Note

MIDI(CC#20)

MIDI(CC#21)

MIDI(CC#17+)

MIDI(CC#19+)

MIDI(CC#20+)

MIDI(CC#21+)

Damper(CC#64)

Porta.SW(CC#65) PortamentoSwitch

Sostenuto(CC#66) SostenutoPedal

MIDI(CC#67)

MIDI(CC#80)

MIDI(CC#81)

MIDI(CC#82)

MIDI(CC#83)

MIDI(CC#85)

MIDI(CC#86)

MIDI(CC#87)

MIDI(CC#88)

Tempo
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  ▪ Notes about the Gate modulation sources

Gate 1+Dmpr is at maximum during note-on, and will stop when all keys are re-
leased. The effect will remain at maximum even after the keys are released, as 
long as the damper (sustain) pedal is pressed.

Gate1,Gate1+Dmpr

Gate1

Note

Dmpr
1 2 31 2 3

Damper Pedal

Gate1+Dmpr

Time

On
Off

Gate2, Gate2+Dmpr (Gate2+Damper) is essentially the same as for Gate 1 or Gate 
1 + Dmpr. However when Gate 2 or Gate 2 + Dmpr are used as a dynamic modula-
tion source for the Envelope Generator, a trigger will occur at each note-on. (In 
the case of Gate 1 and Gate 1 + Dmpr, the trigger occurs only for the first note-on.)

Gate2,Gate2+Dmpr

Gate2

Note

Dmpr
1 2 31 2 3

Damper Pedal

Gate2+Dmpr

Time

On
Off

  ▪ Set the modulation intensity

 > While in the FX Edit page (for both the insert or master effects), use the Amt 
(Amount) parameter to set the intensity of modulation. This is an offset to the 
normal value received from the source.
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Adapting the reverb to the room size
Pa5X includes a master offset for all the reverbs. Use it to adjust reverb tails to the 
room where you are playing. Use negative values when you are in a very reverber-
ant room, positive values if the room is too dry.

1 Go to the Global > General Controls > Basic page.

2 Use the Reverb Offset parameter to change the reverb master.

Reverb Offset Meaning

-50…+50 Valuesubtractedoraddedtothereverblength.
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Effects list
The following list contains all the Factory Effects. Detailed information on each 
effect’s parameter are contained in the following pages.

Amplifier
OD/HiGain+Wah
StereoGuitarCab
StereoBassCab
BassAmpModel
BassAmp+Cab
TubePreAmpModel
StereoTubePreAmp
MicModel+PreAmp
Comp+AmpSim
Comp+OD/HiGain
OD/HG+AmpSim
Wah+AmpSim
Decimator+Amp
AmpSim+Tremolo
OD/HyperGain+Wah
GuitarAmp+P4EQ
BassTubeAmp+Cab
StereoMic+PreAmp
AmpCleanCombo
AmpCalifornia
AmpTweed
AmpModdedOD
GuitarCab+NR
GuitarAmp+Cab
AmpCleanCombo+Cab
AmpCalifornia+Cab
AmpTweed+Cab
AmpModdedOD+Cab
CX-3Amp

Delay
L/C/RDelay
Stereo/CrossDelay
StereoMultitapDelay
StereoModDelay

StereoDynamicDelay
StereoAutoPanDelay
TapeEcho
SequenceBPMDelay
L/C/RBPMDelay
StereoBPMDelay
StereoBPMMultitapDelay
StereoBPMModDelay
StereoBPMAutoPanDelay
TapeEchoBPM
L/C/RLongDelay2

Stereo/CrossLongDelay2

HoldDelay2

LCRBPMLongDelay2

StereoBPMLongDelay2

ClassicTapeEcho

Dynamics
StereoCompressor
StereoLimiter
MultibandLimiter
StereoMasteringLimiter
StereoGate
StereoMulitbandLimiter
DynamicCompressor

Filter
StereoParametric4EQ
Stereo6BandEQ3

StereoGraphic7EQ
StereoExciter/Enhancer
StereoIsolator
StereoWah/AutoWah
StereoVintageWah
StereoRandomFilter
StereoMultiModeFilter

TalkingModulator
2VoiceResonator
P4EQ+Exciter
P4EQ+Wah
Vocoder3

VOXWah
VOXTrebleBooster

Frequency
StereoSubOscillator
GrainShifter
Detune
PitchShifter
PitchShifterBPM
PitchShiftMod.
StereoPitchShifter2

StereoPitchShifterBPM2

Mixed
StereoDecimator
StereoAnalogRecord
Doppler
Scratch
AutoReverse
P4EQ+Chorus/Flanger
P4EQ+Phaser
P4EQ+MultitapDelay
Compressor+Wah
Compressor+P4EQ
Compressor+Chorus/Flanger
Compressor+Phaser
Compressor+MultitapDelay
Limiter+P4EQ
Limiter+Chorus/Flanger
Limiter+Phaser
Limiter-MultitapDelay
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Exciter+Compressor
Exciter+Limiter
Exciter+Chorus/Flanger
Exciter+Phaser
Exciter-MultitapDelay
OD/HG+Cho/Flng
OD/HG+Phaser
OD/HG+Mt.Delay
Decimator+Compressor
Chor/Flang+MultitapDelay
PianoBody/Damper
MultitapChorus/Delay
StereoLimiter+6BandEQ3

Modulator
StereoChorus
StereoHarmonicChorus
StereoBiphaseMod
MultitapChorus/Delay
Ensemble
PolysixEnsemble
StereoFlanger

StereoRandomFlanger
StereoEnvelopeFlanger
StereoPhaser
StereoRandomPhaser
StereoEnvelopePhaser
StereoVibrato
StereoAutoFadeMod.
StereoTremolo
StereoEnvelopeTremolo
StereoAutoPan
StereoPhaser+Tremolo
StereoRingModulator
OrganVibrato/Chorus
RotarySpeaker
Phaser+Chorus/Flanger
RotarySpeakerOD
U-Vibe
OrangePhaser
SmallPhaser
ClassicChorus
ClassicFlanger
ClassicTremolo

BlackChorus/Flanger
CX-3RotarySpeaker

Reverb
ReverbHall
ReverbSmoothHall
ReverbWetPlate
ReverbDryPlate
ReverbRoom
ReverbBrightRoom
EarlyReflections
ReverbGate
EarlyReflectionsHiDens2

ReverbSpring
ToneLabReverbRoom
O–verb1

Note:
1:MFX1only
2:MFX2-3only
3:IFXonly
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Effect parameters

Amplifier
Pa5X includes accurate guitar and bass amplifier and cabinet modeling. Some of 
the effects combine an amplifier and a cabinet model.

Modelling amplifiers
Pa5X comes with a wide selection of the best amps, that offer the widest pos-
sible array of great tones. The operating mode of the preamp and power amp, the 
response of the tone controls, and their placement within the circuit will change 
depending on the type of amp you select, precisely replicating the exact gain and 
tonal character of the original amp. The all-important power amp stage (class A or 
AB) and negative-feedback circuit (or lack thereof) are also carefully simulated.

The volume controls
Two main controls affect the volume (or gain) and at the same time the tone of the 
amp: Drive or Drive Gain (controlling the preamp gain and the amount of preamp 
distortion) and Volume, Output or Out Level (controlling the preamp output lev-
el). Each control has its own specific job, and the sound of a particular amp model 
can vary over a very wide range just depending on the settings of these controls.

In addition, the Trim or Cabinet Trim control (a power attenuator) is placed be-
tween the output of your amp and the input of your speaker cabinet. At the end of 
the signal path, the Wet/Dry parameter in the FX Edit page, and the Master knob 
in the Mixer/FX > MFX Send page, control the level of the final mix and allows you 
to balance all your presets to each other.

We have made the relationship between preamp and power amp work in the same 
way as in the original amps. Therefore, to obtain truly authentic tones, please use 
the Pre/Drive Gain parameter to control the preamp distortion, and the Volume 
parameter to control the distinctive distortion and warmth of the power amp 
stage.

Be advised that setting the Drive Gain too high will result in heavy distortion, and 
is not recommended.
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Tube talk
‘Tubes’ is the name adopted in the USA, while ‘valves’ is the British equivalent. As 
all the amps we’ve modelled come from one of the two countries just mentioned, 
we will use the corresponding term in the following descriptions.

Also, please note that an ECC83 preamp valve is the British version of a 12AX7 
preamp tube used in the USA.

Modelling speaker cabinets
The accurate amp models can be paired with speaker cabinet models of the same 
quality. The output stage of a tube amp works in close harmony with the varying 
impedance curve of the speaker(s) it is driving. This intimate and vital relation-
ship plays a major role in producing the warm, punchy sound and pleasing feel of 
tube amps.

Modelling a speaker cabinet is not just a case of frequency response, but is a 
combination of frequency response, transient response (how a speaker reacts 
to the strength of how a note is played), and the all-important interaction of the 
amps output to the speaker’s impedance curve. In addition, other vitally impor-
tant factors that have to be taken into account when modelling a cabinet are the 
actual physical dimensions of the enclosure (cabinet), the unique tonality of said 
enclosure (which will be affected by both the type and thickness of the wood it is 
made of) and whether it boasts an open, semi-open or closed-back design.
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Amplifier types
These are the available amplifier types.

Amp Type Meaning

VOXAC15 VOXAC15manufacturedin1962

VOXAC15TB VOXAC15TB(anAC15modifiedbytheadditionofatopboostcircuit).

VOXAC30 NormalchannelofaVOXAC30TB

VOXAC30TB BrilliantchannelofaVOXAC30TB

UKBLUES UK-manufacturedvintagestackamphead

UK70’S HightreblechannelofaUK-manufactured100Wampheadfrom1969

UK80’S UK-manufactured100Wattheadfrom1983

UK90’S Leadchannelofa100Wdualchannelhead

UKMODERN UK-manufactured100Wmodernamp

USMODERN High-gainampwithmetalplate

USHIGAIN 1991model100Wampheadcoveredinsnake-skin

BOUTIQUEOD Overdrivechannelofahigh-end100Whandmadeamp

BOUTIQUECL Cleanchannelofahigh-end,hand-made100Wamp

BLACK2x12 2x12comboampindispensableforcountryorbluesplayers

TWEED-1x12 Comboampcoveredintweedcloth

TWEED-4x10 4x10comboampdesignedforbassguitar

6L6 GenericUSamps

EL84 GenericVOXamps

EL34 GenericUKamps

SS GenericSolidStateamps
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Cabinet types
When a cabinet can be chosen, these are the available types.

Cabinet Type Meaning

TWEED-1x12 Open-backcabinetwithone12”Alnicomagnetspeaker,typically
usedforblues.ItisusuallypairedwiththeTweedAmp.

TWEED-4x10 Open-backcabinetwithfour10”8OhmAlnicomagnetspeakers,
wiredinparallelforatotalof2Ohmsimpedance.

BLACK-2x10 Open-backcabinetwithtwo10”ceramicmagnet35Wattspeakers.

BLACK-2x12 Americanopen-backcabinetwithtwo12”ceramicmagnetspeak-
ers.Theyare8Ohmunitswiredinparallelfora4Ohmtotalload.

VOXAC15-1x12 VOXAC15open-backcabinetwithone12”VOXBlueAlnicospeaker,
manufacturedbyCelestioninIpswich,England.

VOXAC30-2x12 VOXAC30open-backcabinetwithtwo12”VOXBlueAlnicos,wired
inseriesfor16Ohms.

VOXAD412-4x12 VOXAD412 closed-back cabinetwith four 12” custom-designed
CelestionspeakerswithNeodymiummagnets.

UKH30-4x12 Closed-backclassiccabinetwithfour30W12”speakers.Madeinthe
late’60sbythesamefamousUKampcompanyastheUKT754x12.

UKT75-4x12 Closed-back cabinet loaded with four modern 75W 12” British
speakers.

USV30-4x12 Closed-backcabinetwithfour30W12”speakers.Thisbigcabinet
usesfourUKmadeVintagenamedspeakersandisknownforits
deepbassandhighenddetail.
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Amp + Cabinet combinations
These are the recommended combinations of guitar amp models and cabinet 
simulators:

Amp Type Cabinet Type

VOXAC15 VOXAC15-1x12

VOXAC15TB VOXAC15-1x12

VOXAC30 VOXAC30-2x12

VOXAC30TB VOXAC30-2x12

UKBLUES UKH30-4x12

UK70’S UKH30-4x12

UK80’S UKT75-4x12

UK90’S UKT75-4x12

UKMODERN UKT75-4x12,USV30-4x12

USMODERN USV30-4x12

USHIGAIN USV30-4x12,UKT75-4x12

BOUTIQUEOD UKH30-4x12

BOUTIQUECL UKH30-4x12

BLACK2x12 BLACK-2x12

TWEED-1x12 TWEED-1x12

TWEED-4x10 TWEED-4x10
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OD / Hi Gain + Wah
This distortion effect utilizes an Overdrive mode and a Hi-Gain mode. Controlling 
the wah effect, the 3-band EQ, and the amp simulation will allow you to create 
versatile distortion sounds. This effect is suitable for guitar and organ sounds.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+ Amp Simulation
3 Band PEQ

Output Level

Direct Mix

Pre Low-cut

D-mod

Wah

Mode: Overdrive / Hi-Gain
Drive

Driver

a Wah Off,On SwitchesWahon/off

Src Off…Tempo Selects themodulationsource that switches the
Wahonandoff

Sw Toggle,
Moment

Selects the switching mode for the modulation
sourcethatswitchestheWahonandoff

b WahSweepRange –10…+10 SetstherangeofWah

WahSweepSrc Off…Tempo Selects themodulation source that controls the
Wah

c DriveMode Overdrive,
Hi-Gain

Switchesbetweenoverdriveandhi-gaindistortion

d Drive 1…100 Setsthedegreeofdistortion

PreLow-cut 0…10 Setsthelowrangecutamountofthedistortionin-
put

e OutputLevel 0…50 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutputlevel

Amt –50…+50 Setsthemodulationamountoftheoutputlevel

f LowCutoff[Hz] 20…1.00k Sets the center frequency for Low EQ (shelving
type)

Gain[dB] –18…+18 SetsthegainofLowEQ
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g Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ1(peak-
ingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

h Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ2(peak-
ingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2

i DirectMix 0…50 Setstheamountofthedrysoundmixedtothedis-
tortion

SpeakerSimulation Off,On Switchesthespeakersimulationon/off

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Wah

The Wah parameter switches the wah effect on/off.

  ▪ a: Sw

This parameter sets how the wah effect is switched on and off via the modulation 
source.

When “Sw” = Moment, the wah effect is usually turned off. It is turned on only 
when you press the pedal or operate the joystick.

 When a value for the modulation source is less than 64, “off” speed is 
selected, and when the value is 64 or higher, “on” is selected. 

When “Sw” = Toggle, the wah effect is switched between on and off each time you 
press the pedal or operate the joystick.

 The switch will be turned on/off each time the value of the modulation 
source exceeds 64.
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  ▪ b: Wah Sweep Range

  ▪ b: Wah Sweep Src

This parameter sets the sweep range of the wah center frequency. A negative 
value will reverse the direction of sweep. The wah center frequency can be con-
trolled by the modulation source specified in the “Wah Sweep Src” parameter.

  ▪ d: Pre Low-cut

Cutting the signal in the low range before it is input to the Distortion will create 
a sharp distortion.

  ▪ d: Drive

  ▪ e: Output Level

The degree of distortion is determined by the level of input signal and the setting 
of “Drive”. Raising the “Drive” setting will cause the entire volume level to in-
crease. Use the “Output Level” parameter to adjust the volume level. The “Output 
Level” parameter uses the signal level input to the 3-Band EQ. If clipping occurs 
at the 3-Band EQ, adjust the “Output Level” parameter.
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Stereo Guitar Cab
This simulates the acoustical character of a guitar amp’s speaker cabinet.

Left

Trim

Trim

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Cabinet Simulator

Cabinet Simulator

a Trim 0…100 Setstheinputlevel

b Type TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

c Air 0…100 Setsthemicposition

d Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Bass Cab
This simulates the acoustical character of a bass amp’s speaker cabinet.

Left

Trim

Trim

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Cabinet Simulator

Cabinet Simulator

a Trim 0…100 Setstheinputlevel

b CabinetType Selectsthecabinettype

LA-4x10 Four10”speakers/LAsoundcabinet

MODERN-4x10 Four10”aluminum-conespeakers/modern
cabinet

METAL-4x10 Four10”aluminum-conespeakers/modern
cabinet

CLASSIC-8x10 Eight10”speakers/classiccabinet

UK-4x12 Four12”speakers/UK-manufacturedcabinet

STUDIO-1x15 One15”speaker/studiocombocabinet

JAZZ-1x15 One15”speaker/jazzcombocabinet

VOXAC100-2x15 Two15”speakers/cabinetforVoxAC100

US-2x15 Two15”speakers/US-manufacturedcabinet

UK-4x15 Four15”speakers/UK-manufacturedcabinet

LA-1x18 One18”speaker/ 
LAsoundcabinet

COMBI-1x12&1x18 One12”andone18”speakercombination
cabinet

c Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Bass Amp Model
This simulates a bass amp.

+

Left

Right

FX Amt

Volume

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

D-mod

Bass Amp Model

a AmpType Selectstheamplifiertype

LASTUDIO AnampthatistypicaloftheLAsound.

JAZZ Acomboampfavoredbyjazzbassists.

GOLDPANEL Anampdistinctiveforitseye-catchinggoldpanelandclean
sound.

SCOOPED Anamptypicalof80’ssounds.

VALVE2 Atubeampsuitableforrock.

VALVE AtubeampwiththeULTRALOswitchturnedON.

CLASSIC Atubeampwhosebasiccharacterchangesaccordingtothe
settingofthevaluedial.

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutputlevel

Amt –100…+100 Setsthemodulationamountoftheoutputlevel

c Bass 0…100 Setsthebass(lowrange)level

d Middle 0…100 Setsthemiddle(midrange)level

MidRange 0…4 Setsthemid-frequencyrange

e Treble 0…100 Setsthetreble(highrange)level

f Presence 0…100 Setsthepresence(high-frequencytone)
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g Wet/Dry Dry, 1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Bass Amp + Cab
This simulates a bass amp and speaker cabinet.

+

Left

Right

FX Amt

Volume

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

D-mod

Bass Amp Model1 Cabinet Simulator

a AmpType LASTUDIO,JAZZ, 
GOLDPANEL,SCOOPED,
VALVE2,VALVE,CLASSIC

Selects the type of the amplifier 

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selects themodulation source for the
outputlevel

Amt –100…+100 Setsthemodulationamountoftheout-
putlevel

c Bass 0…100 Setsthebass(lowrange)level

d Middle 0…100 Setsthemiddle(midrange)level

MidRange 0…4 Setsthemid-frequencyrange

e Treble 0…100 Setsthetreble(highrange)level

f Presence 0…100 Setsthepresence(high-frequencytone)

g Cabinet
Simulater

Off,On Switchesthecabinetsimulatoron/off

h Cabinet
Type

LA-4x10,MODERN-4x10, 
METAL-4x10,CLASSIC-8x10, 
UK-4x12,STUDIO-1x15, 
JAZZ-1x15,VOXAC100-2x15, 
US-2x15, 
UK-4x15, 
LA-1x18,COMBI-1x12&1x18

Selectsthecabinettype
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i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Amp Type

  ▪ h: Cabinet Type

This is the recommended combinations of Bass Amp Models and Cabinets:

AmpType CabinetType

LASTUDIO LA-4x10,LA-1x18

JAZZ JAZZ-1x15

GOLDPANEL MODERN-4x10

SCOOPED METAL-4x10

VALVE2 CLASSIC-8x10

VALVE CLASSIC-8x10

CLASSIC COMBI-1x12&1x18
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Tube PreAmp Model
This effect simulates a two-stage vacuum tube preamp. You can make individual 
settings for two vacuum tubes connected in series. This lets you create the warm 
sound typical of vacuum tubes.

+ Tube Pre Amp1 Tube Pre Amp2

Left

Right

FX Amt

Output Level

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

–
+
Invert

a Tube1LowCut
[Hz]

Thru,21…8.00k Setsthecutofffrequencyforthelowcutfilterof
stage1

HighCut[Hz] 53…20.00k,Thru Setsthecutofffrequencyforthehighcutfilter
ofstage1

b Tube1Gain[dB] –24.0…+24.0 Setstheinputgainforstage1

Saturation[%] 0…100 Setstheinput/outputresponseforstage1

c Tube1Bias 0…100 Setsthebiasvoltageforstage1

d Tube1Phase Normal, 
WetInvert

Turnsphasereversalon/off

e Tube2LowCut
[Hz]

Thru,21…8.00k Setsthecutofffrequencyforthelowcutfilterof
stage2

HighCut[Hz] 53…20.00k,Thru Setsthecutofffrequencyforthehighcutfilter
ofstage2

f Tube2Gain[dB] –24.0…+24.0 Setstheinputgainforstage2

Saturation[%] 0…100 Setstheinput/outputresponseforstage2

g Tube2Bias 0…100 Sets the bias voltage for stage 2 

h Tube2Output
Level[dB]

–48.0…+0.0 Setstheoutputlevel

i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ b, f: Saturation [%]

With higher settings of this value, the waveform will change at high gain levels, 
tending to cause distortion. Lower settings of this value will produce linear re-
sponse.

Mic/Pre Amp - Saturation

In

Out
Saturation = 0
Saturation = 50

Saturation = 100

Bias = 0

  ▪ c: Tube1 Bias

This expresses the effect that changes in vacuum tube bias have on the distortion 
of the waveform. Higher settings of this value will produce distortion even at low 
gain levels. Since this will also change the overtone structure, you can use it to 
control the tonal character.

In

Out

Satulation = 50

Bias = 0
Bias = 50
Bias = 100

Mic/Pre Amp - Bias

  ▪ d: Tube1 Phase

With the Wet Invert setting, the phase of the signal will be inverted between stage 
1 and stage 2. Since “Bias” is applied to the inverted signal in stage 2, this will 
change the tonal character.
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Stereo Tube Pre Amp
This is a stereo vacuum tube preamp simulator (Tube PreAmp Model 
(Tube PreAmp Modeling)).

Left

Right

FX Amt

Output Level

FX Amt

Stereo In - Stereo Out

Tube Pre Amp1 Tube Pre Amp2

Tube Pre Amp1 Tube Pre Amp2

Left

Right

FX Amt

FX Amt

–
+

–
+

Invert
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Mic Model+Pre Amp
This effect simulates a mic and vacuum tube preamp. You can choose from various 
types of mic and positions to create differing sonic characters.

+ Tube Pre AmpMic Simulation

Left

Right

FX Amt

Output Level

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

a MicType VintageDynamic,
MultiCondenser,
Percussion
Condenser,Drums
Dynamic, 
VocalDynamic, 
MultiDynamic,Vocal
Condenser,Vocal
Tube,KickDynamic

Selectsthetypeofmic

b MicPosition Close,On,Off,Far Setsthemicplacementdistance

c TubeLowCut[Hz] Thru,21…8.00k Setsthefrequencyofthelowcutfilter

HighCut[Hz] 53…20.00k,Thru Setsthefrequencyofthehighcutfilter

d TubeGain[dB] –24.0…+24.0 Setsthe inputgaintothevacuumtube
preamp

Saturation[%] 0…100 Sets the input/output response of the
preamp

e TubeBias 0…100 Setsthebiaslevelofthepreamp

f TubeOutputLevel[dB] –48.0…+0.0 Setstheoutputlevelofthepreamp

g Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ b: Mic Position

This expresses the effect that the mic position has on the sound. The Close setting 
is the closest mic position, and the Far setting is the farthest.
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Comp + Amp Sim
This effect combines a mono compressor and an amp simulation. You can change 
the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Compressor
Routing

Amp Simulation

Amp Simulation Filter
LEQ HEQEQ Trim

Output Level

Envelope - Control

Comp

COMPRESSOR

a [C] 
Sensitivity

1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

c [C]EQTrim 0…100 SetstheEQinputlevel

d [C]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

AMP SIM

e [A]AmplifierType SS,EL84,6L6 Selectsthetypeofguitaramplifier

f Routing Comp›Amp, 
Amp›Comp

Switches the order of the compressor and amp
simulation

g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Comp + OD / Hi Gain
This effect combines a mono compressor and an overdrive/high-gain distortion. 
You can change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Overdrive / Hi-Gain

3 Band PEQ

Output Level

Mode: Overdrive / Hi-Gain
Drive

Driver

Compressor

Output Level

Envelope - Control

Comp
FX Amt

COMPRESSOR

a [C]Sensitivity 1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

OD/HI-GAIN

c [O]DriveMode Overdrive,Hi-Gain Switches between overdrive and high-gain
distortion

Drive 1…100 Setsthedegreeofdistortion

d [O]OutputLevel 0…50 Setstheoverdriveoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheover-
driveoutputlevel

Amt –50…+50 Setsthemodulationamountoftheoverdrive
outputlevel

e [O]LowCutoff[Hz] 20…1.00k SetsthecenterfrequencyforLowEQ(shelv-
ingtype)

Gain[dB] –18…+18 SetsthegainofLowEQ

f [O]Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ1
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1
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g [O]Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ2
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2

h [O]Wet/Dry Dry, 
1:99…99:1,Wet

Setstheoverdriveeffectbalance

Src Off…Tempo Selects theWet/Drymodulation source for
theoverdrive

Amt –100…+100 SetstheWet/Drymodulationamountforthe
overdrive

i Routing Comp›OD/HG,
OD/HG›Comp

Switches the order of the compressor and
overdrive

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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OD / HG + Amp Sim
This effect combines a mono overdrive/high-gain distortion and an amp simula-
tion. You can change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Amp Simulation

Amp Simulation Filter

Overdrive / Hi-Gain

3 Band PEQ

Output Level

Mode: Overdrive / Hi-Gain
Drive

Driver



1126| EffectsfortheSounds

OD/HI-GAIN

a [O]DriveMode Overdrive,Hi-Gain Switches between overdrive and high-gain
distortion

Drive 1…100 Setsthedegreeofdistortion

b [O]OutputLevel 0…50 Setstheoverdriveoutputlevel

Src Off…Tempo Selects themodulationsource for theover-
driveoutputlevel

Amt –50…+50 Setsthemodulationamountoftheoverdrive
outputlevel

c [O]LowCutoff[Hz] 20…1.00k SetsthecenterfrequencyforLowEQ(shelv-
ingtype)

Gain[dB] –18…+18 SetsthegainofLowEQ

d [O]Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ1
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

e [O]Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ2
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2

AMP SIM

f [A]AmplifierType SS,EL84,6L6 Selectsthetypeofguitaramplifie

g Routing OD/HG›Amp,Amp
›OD/HG

Switchestheorderoftheoverdriveandamp

h Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Wah + Amp Sim
This effect combines a mono wah and an amp simulation. You can change the 
order of the effects.

FX Amt

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Amp Simulation

Amp Simulation Filter

Wah/Auto Wah

Wah

D-mod

Envelope
Sweep Mode

D-mod
Auto

LFO

LFO

WAH

a [W]FrequencyBottom 0…100 Setsthelowerlimitofthewahcenterfrequen-
cy

FrequencyTop 0…100 Sets the upper limit of the wah center fre-
quency

b [W]SweepMode Auto, 
D-mod, 
LFO

Selectsthecontrolfromauto-wah,modulation
source,andLFO

Src Off…Tempo Selects the modulation source for the wah
whenSweepMode=D-mod

c [W]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Resonance 0…100 Setstheresonanceamount

LPF Off,On Switchesthewahlowpassfilteronandoff

d [W]Wet/Dry Dry,1:99…99:1,
Wet

Setsthewaheffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
wah

Amt –100…+100 SetstheWet/Drymodulationamountforthe
wah

AMP SIM

e [A]AmplifierType SS,EL84,6L6 Selectsthetypeofguitaramplifier
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f Routing Wah›Amp,Amp
›Wah

Switchestheorderofthewahandampsimula-
tion

g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Decimator + Amp
This effect combines a mono decimator and an amp simulation. You can change 
the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Decimator
Routing

Amp Simulation

Amp Simulation Filter
Pre LPF High Damp

Output Level
Decimator

Resolution

DECIMATOR

a [D]PreLPF Off,On Turn theharmonicnoisecausedby lowered
samplingonandoff

HighDamp[%] 0…100 Setstheratioofhigh-rangedamping

b [D]SamplingFreq[Hz] 1.00k…48.00k Setsthesamplingfrequency

Resolution 4…24 Setsthedatabitlength

c [D]OutputLevel 0…100 Setsthedecimatoroutputlevel

AMP SIM

d [A]AmplifierType SS,EL84,6L6 Selectsthetypeofguitaramplifier

e Routing Decimator›Amp,
Amp›Decimator

Switchestheorderofthedecimatorandamp
simulation

f Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Sim + Tremolo
This effect combines a mono amp simulation and a tremolo.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Amp Simulation Tremolo

Amp Simulation Filter Tremolo

LFO: Tri/Sin/Vintage/Up/Down LFO Shape

AMP SIM

a [A]AmplifierType SS,EL84,6L6 Selectsthetypeofguitaramplifier

TREMOLO

b [T]LFOWaveform Triangle,Sine,
Vintage,Up,Down

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

c [T]LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

d [T]Depth 0…100 SetsthedepthofLFOmodulation

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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OD / HyperGain + Wah
This distortion effect has two modes: overdrive and hyper-gain that produces a 
strong distortion. A higher high-gain setting is required for this effect relative to 
a normal-size effect.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Amp Simulation
3 Band EQ

Output Level

Direct Mix

Pre Low-cut

D-mod

Wah

Mode: Overdrive / Hyper-Gain
Drive

Driver+

a Wah Off,On SwitchesWahon/off

Src Off…Tempo Selectsthemodulationsourcethatswitch-
estheWahonandoff

Sw Toggle,Moment Selectstheswitchingmodeforthemodula-
tionsourcethatswitchestheWahonand
off

b WahSweepRange –10…+10 SetstherangeofWah

WahSweepSrc Off…Tempo Selects themodulation source that con-
trolstheWah

c DriveMode Overdrive,Hyper-Gain Switches between overdrive and hi-gain
distortion

d Drive 1…120 Setsthedegreeofdistortion

PreLow-cut 0…10 Setsthelowrangecutamountofthedis-
tortioninput

e OutputLevel 0…50 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheout-
putlevel

Amt –50…+50 Setsthemodulationamountoftheoutput
level

f LowCutoff[Hz] 20…1.00k Sets the center frequency for Low EQ
(shelvingtype)

Gain[dB] –18…+18 SetsthegainofLowEQ
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g Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ
1(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

h Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ
2(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2

i DirectMix 0…50 Setstheamountofthedrysoundmixedto
thedistortion

SpeakerSimulation Off,On Switchesthespeakersimulationon/off

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Guitar Amp + P4EQ
This combines a guitar amp simulation (which even faithfully replicates the distor-
tion and tone control circuitry) with a four-band equalizer.

By using this in conjunction with St. Guitar Cabinet (Stereo Guitar Cabinet), you 
can obtain an even more realistic guitar sound that simulates a guitar amp + 
speaker cabinet.

In alternative, you can use the combined Guitar Amp + Cabinet effect, that does 
not include an EQ, but only takes a single FX slot.

+

Left

Right

FX Amt

Volume

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Parametric 4Band EQ

D-mod

Guitar Amp Model

a AmpType VOXAC15,VOX
AC15TB,VOXAC30,
VOXAC30TB,
UKBLUES,UK70’S, 
UK80’S,UK90’S, 
UKMODERN,
USMODERN, 
USHIGAIN,
BOUTIQUEOD,
BOUTIQUECL,
BLACK2x12,
TWEED-1x12, 
TWEED-4x10

Selectsthetypeoftheamplifier

DriveGain 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level
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c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence/Cut 0…100 Sets the presence (high-frequency tone). With
VOXamps, it simulates theTopCut on the
originalAC30;withhighervalues,itcutsthe
highfrequenciesmore.

e PostP4EQ Thru,On Selectsthroughoronfortheequalizer

f Band1Cutoff[Hz] 20…1.00k Setsthecenterfrequencyof
Band1

Q 0.5…10.0 SetsBand1’sbandwidth

Gain[dB] –18…+18 SetsthegainofBand1

g Band2Cutoff[Hz] 50…5.00k Setsthecenterfrequencyof
Band2

Q 0.5…10.0 SetsBand2’sbandwidth

Gain[dB] –18…+18 SetsthegainofBand2

h Band3Cutoff[Hz] 300…10.00k Setsthecenterfrequencyof
Band3

Q 0.5…10.0 SetsBand3’sbandwidth

Gain[dB] –18…+18 SetsthegainofBand3

i Band4Cutoff[Hz] 500…20.00k Setsthecenterfrequencyof
Band4

Q 0.5…10.0 SetsBand4’sbandwidth

Gain[dB] –18…+18 SetsthegainofBand4

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Amp Type

  ▪ d: Presence/Cut

If the Amp Type is VOX AC15…VOX AC30TB, this sets the attenuation of the high-
frequency range. For other types, this sets the boost of the high-frequency range. 
This corresponds to the Cut knob control of amps made by the VOX Corporation.
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  ▪ e: Post P4EQ

By chaining this with 19: St.Guitar Cabinet you can simulate the combination of 
a guitar amp and speaker cabinet. In this case, we recommend that you set Post 
P4EQ to “Thru,” but if necessary you can turn it “On” and adjust the tone.
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Bass Tube Amp + Cab
This simulates a bass amp (with gain and drive) and speaker cabinet.

+

Left

Right

FX Amt

Volume

Drive

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

D-mod

Bass Amp Model2 Cabinet Simulator

a AmpType Selectsthetypeoftheamplifier

STUDIOCOMBO A tube combo ideal for the Motown
sound

VOXAC100 A100WtubeampAC100madebyVox

UKMAJOR A200WtubeampmadeintheUK

b DriveGain 0…100 Setstheinputgain

c Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourceforthe
outputlevel

Amt –100…+100 Setsthemodulationamountoftheout-
putlevel

d Bass 0…100 Setsthebass(lowrange)level

e Middle 0…100 Setsthemiddle(midrange)level

f Treble 0…100 Setsthetreble(highrange)level

g Presence 0…100 Sets the presence (high-frequency
tone)

h CabinetSimulator Off,On Switchesthecabinetsimulatoron/off
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i CabinetType LA-4x10,MODERN-4x10, 
METAL-4x10,CLASSIC
-8x10, 
UK-4x12,STUDIO-1x15, 
JAZZ-1x15,VOXAC100-
2x15, 
US-2x15, 
UK-4x15, 
LA-1x18,COMBI-1x12&
1x18

Selectsthecabinettype

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Amp Type

  ▪ i: Cabinet Type

  ▪ Recommended Combinations of Bass Amp Models and Cabinets:

AmpType CabinetType

STUDIOCOMBO STUDIO-1x15

AC100 VOXAC100-2x15

UKMAJOR UK-4x15,UK-4x12
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Stereo Mic + Pre Amp
This is a stereo mic and preamp simulator (Mic Model+PreAmp 
(Mic Modeling + PreAmp)). For example you might use this to simulate micing of 
a stereo source such as a rotary speaker.

Tube Pre AmpMic Simulation

Tube Pre AmpMic Simulation

Left

Right

FX Amt

Output Level

FX Amt

Stereo In - Stereo Out
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Amp Clean Combo
This models the clean channel of a amp that went on sale in 1975 and contained 
two 12” speakers. As the name suggests, it produces a clean tone with a tight 
sounding character, and a deep and compact low-end. When pushed hard the bass 
tends to crumble. The original amp doesn’t have a Presence control but does have 
a Bright Switch. The Presence control on your Pa4X emulates this switch when Off 
and On, plus all points in-between.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Booststheupperfrequenciesabovethenor-
maltreblecontrolrangeforaddedhigh-end

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp California
This 45W American combo amp with four 10” speakers, produced in South 
California during the years 1963–1968, was known for its big, clean sound and 
its warm and husky sound when driven heavily. This amp’s medium output and 
powerful sound was a favorite in clubs.

Original’s tube compliment: 4 x 12AX7 in the preamp, 1 x 5AR4 rectifier tube, 2 x 
6L6 tubes in the power amp, plus 2 x 12AT7 tubes.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Tweed
This 40W American-made tweed-covered 1957 model combo amp with two 12” 
speakers is known for its rich, clean tone that is ideal for classic rock, blues, and 
country. By raising the volume you can also produce a powerful and punchy over-
drive sound. It quickly became a favorite of the greatest bands of the ’60s, and is 
what you can call ‘the classic tone’. Its nickname came from the use of lacquered 
tweed fronted with vintage brown/gold grille cloth, that gave it that sophisticated 
look.

Original’s tube compliment: 4 x 12AX7 in the preamp, 2 x 5U4 rectifier tube, 2 x 
GT6L6 tubes in the power amp.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Modded OD
This models the Overdrive channel of a 100W boutique amp head produced in 
North Hollywood. Its beautifully deep and rounded low-end, delightfully transient 
midrange attack and sweet treble, with an harmonically rich overdrive, the lush-
est clean tone, woody attack and blooming sustain, make it an instant pleasure 
to play.

Original’s tube compliment: 2 x 12AX7s in the preamp, 1 x 12AX7s rectifier, 4 x 
EL34s (or 6L6s) in the power amp.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Guitar Cab + NR
Guitar cabinet and Noise Reduction.

NRSens Off,1…100 NoiseReductionsensitivity

a Trim 0…100 Setstheinputlevel

b Type TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

c Air 0…100 Setsthemicposition

d Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Guitar Amp + Cab
As the Guitar Amp effect, minus the EQ, plus the cabinet.

+ Guitar Amp Model

Left

Right

Wet / Dry

Volume

Wet / Dry

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out

D-mod

Cabinet Simulator

a AmpType VOXAC15,VOX
AC15TB,VOXAC30,
VOXAC30TB,
UKBLUES,UK70’S, 
UK80’S,UK90’S, 
UKMODERN,
USMODERN, 
USHIGAIN,
BOUTIQUEOD,
BOUTIQUECL,
BLACK2x12,
TWEED-1x12, 
TWEED-4x10

Selectsthetypeoftheamplifier

b DriveGain 0…100 Setstheinputgain

c Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

d Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

Treble 0…100 Setsthetreble(highrange)level

Presence/Cut 0…100 Sets the presence (high-frequency tone).
WithVOXamps,itsimulatestheTopCuton
theoriginalAC30;withhighervalues,itcuts
thehighfrequenciesmore.
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e CabinetType TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

CabinetTrim 0…100 Setstheinputlevel

CabinetAir 0…100 Setsthemicposition

f NoiseGateOn/Off On,Off SwitchesGateon/off

Threshold 0…100 Setsthelevelatwhichgatingisapplied

Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

g Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Clean Combo + Cab
As the Amp Clean Combo effect, plus cabinet.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e CabinetType TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

f CabinetTrim 0…100 Setstheinputlevel

g CabinetAir 0…100 Setsthemicposition

h NoiseGateOn/Off On,Off SwitchesGateon/off

Threshold 0…100 Setsthelevelatwhichgatingisapplied

Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp California + Cab
As the Amp California effect, plus the cabinet.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e CabinetType TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

f CabinetTrim 0…100 Setstheinputlevel

g CabinetAir 0…100 Setsthemicposition

h NoiseGateOn/Off On,Off SwitchesGateon/off

Threshold 0…100 Setsthelevelatwhichgatingisapplied

Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Tweed + Cab
As the Amp Tweed effect, plus the cabinet.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e CabinetType TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

f CabinetTrim 0…100 Setstheinputlevel

g CabinetAir 0…100 Setsthemicposition

h NoiseGateOn/Off On,Off SwitchesGateon/off

Threshold 0…100 Setsthelevelatwhichgatingisapplied

Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Amp Modded OD + Cab
As the Amp Modded OD effect, plus the cabinet.

a Drive 0…100 Setstheinputgain

b Volume 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutput
level

Amt –100…+100 Sets themodulation amount of the output
level

c Bass 0…100 Setsthebass(lowrange)level

Middle 0…100 Setsthemiddle(midrange)level

d Treble 0…100 Setsthetreble(highrange)level

Presence 0…100 Setsthepresence(high-frequencytone)

e CabinetType TWEED-1x12, 
TWEED-4x10,
BLACK-2x10, 
BLACK-2x12,
VOXAC15-1x12, 
VOXAC30-2x12, 
VOXAD412-4x12,
UKH30-4x12, 
UKT75-4x12,
USV30-4x12

Selectsthecabinettype

f CabinetTrim 0…100 Setstheinputlevel

g CabinetAir 0…100 Setsthemicposition

h NoiseGateOn/Off On,Off SwitchesGateon/off

Threshold 0…100 Setsthelevelatwhichgatingisapplied

Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

i Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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CX-3 Amp
This is a detailed model of the amp of a classic tone wheel organ. With the addi-
tion of the 3 band EQ, this amp simulation will allow you to create a very versatile 
distortion. This amp model is especially suitable for organ sounds.

You can select one of two amp models, or a direct line out from the organ’s pre-
amp. Type 1 is a standard powered amp for organ, producing a warm, fat tone. Type 
2 yields a less colored tone, with more high frequencies than Type 1. Preamp is 
the sound of a direct line out from the organ, without the amp gain (but with all 
the other controls).

AMP

a Type AmpType1,2,Preamp Typeofampmodel.PreAmpbypasses
theampgain.

Gain 0…100 SetsthegainwhenTypeissettoType
1orType2.ItdoesnotapplyiftheAmp
TypeissettoPreAmp.
YoucanuseanExpressionpedaltocon-
troltheamountofoverdriveanddistor-
tion.WithhigherGainvalues,youcan
reachheavydistortion;withGain=0,
theampwillalwaysremainclean.

Src Off…Tempo Selectsthemodulationsourceforthe
gainlevel

Amt –100…+100 Amountofmodulationsource

EQ

b Bass –10…+10 Adjuststhebassfrequencies.

Middle –10…+10 Adjuststhemiddlefrequencies.

Treble –10…+10 Adjuststhehighfrequencies.

OUTPUT

c Level 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourceforthe
outputlevel

Amt –100…+100 Amountofmodulationsource

EXPRESSION

d Minimum 0…100 Minimumallowedvalue

Expression 0…100 Startingvalue

Src Off…Tempo Selectsthemodulationsourceforthe
Expressionlevel

ExpressionMode Add TheExpressionpedalwillworkingto-
getherwiththesetExpressionparam-
eter



Effectparameters |1151

Multiple TheExpressionpedalactionwillwork-
ing together with the set Expression
parameter; theExpressionparameter
willsetthemaximumlevel

Overwrite TheExpression pedalwill control the
Expressionlevel
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Delay

L/C/R Delay
This multitap delay outputs three Tap signals to the left, right, and center respec-
tively. You can also adjust the left and right spread of the delay sound.

C Delay

R Delay

Left

Right

Feedback

Spread

FX Amt

FX Amt

 FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

Input Level D-mod

High Damp Low Damp

L DelayInput Level D-mod

+
Level

Level

Level

a LDelayTime
[msec]

0…2730 SetsthedelaytimeofTapL

Level 0…50 SetstheoutputlevelofTapL

b CDelayTime
[msec]

0…2730 SetsthedelaytimeofTapC

Level 0…50 SetstheoutputlevelofTapC

c RDelayTime
[msec]

0…2730 SetsthedelaytimeofTapR

Level 0…50 SetstheoutputlevelofTapR

d Feedback 
(CDelay)

–100…+100 SetsthefeedbackamountofTapC

Src Off…Tempo Selects the modulation source of the TapC feedback
amount

Amt –100…+100 Sets the modulation amount of the TapC feedback
amount

e HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

f InputLevel
Dmod[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel
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g Spread 0…50 Setsthewidthofthestereoimageoftheeffectsound

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ e: High Damp [%]

  ▪ e: Low Damp [%]

These parameters set the damping amount of high range and low range. The tone 
of the delayed sound becomes darker and lighter as it feeds back.

  ▪ g: Spread

This parameter sets the pan width of the effect sound. The stereo image is wid-
est with a value of 50, and the effect sound of both channels is output from the 
center with a value of 0.
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Stereo/Cross Delay
This is a stereo delay, and can by used as a cross-feedback delay effect in which 
the delay sounds cross over between the left and right by changing the feedback 
routing.

Delay

Delay

Stereo/Cross

Left

Right

Feedback

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

Spread

Stereo/Cross

a Stereo/Cross Stereo,Cross Switchesbetweenstereodelayandcross-feed-
backdelay

b LDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortheleftchannel

c RDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortherightchannel

d LFeedback –100…+100 Setsthefeedbackamountfortheleftchannel

Src Off…Tempo Selectsthemodulationsourceoffeedback
amount

AmtL –100…+100 Setsthemodulationamountoftheleftchannel
feedback

e RFeedback –100…+100 Setsthefeedbackamountfortherightchannel

AmtR –100…+100 Setsthemodulationamountoftherightchannel
feedback

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g LowDamp[%] 0…100 Setsthedampingamountinthelowrange

h InputLevelDmod[%] –100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Spread –50…+50 Setsthewidthofthestereoimageoftheeffect
sound
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j Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Multitap Delay
The left and right Multitap Delays have two taps respectively. Changing the rout-
ing of feedback and tap output allows you to create various patterns of complex 
effect sounds.

Left

Right

Feedback

Spread

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

Delay

Delay

Feedback

Tap1 Level ModeMode
(1)

(2)

(1)
(2)

Tap1=(1)
Tap2=(2)

a Mode Normal,Cross
Feedback,
CrossPan1,
CrossPan2

Switchestheleftandrightdelayrouting

b Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

c Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

d Tap1Level 0…100 SetstheTap1outputlevel

e Feedback(Tap2) –100…+100 SetstheTap2feedbackamount

Src Off…Tempo SelectsthemodulationsourceoftheTap2feedback
amount

Amt –100…+100 SetsthemodulationamountoftheTap2feedback
amount

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g LowDamp[%] 0…100 Setsthedampingamountinthelowrange

h InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Spread –100…+100 Sets thewidth of the stereo image of the effect
sound

Src Off…Tempo Selectsthemodulationsourceoftheeffectsound’s
stereoimagewidth

Amt –100…+100 Setsthemodulationamountoftheeffectsound’s
stereoimagewidth
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j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

Mode: Normal Mode: Cross Feedback Mode: Cross Pan1 Mode: Cross Pan2

  ▪ a: Mode

You can change how the left and right delay signals are panned by modifying the 
routing of the left and right delay as shown in the figure above. You need to input 
different sounds to each channel in order for this parameter to be effective.

  ▪ d: Tap1 Level

This parameter sets the output level of Tap1. Setting a different level from Tap2 
will add a unique touch to a monotonous delay and feedback.
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Stereo Mod Delay
This stereo delay uses an LFO to sweep the delay time. The pitch also varies, creat-
ing a delay sound which swells and shimmers. You can also control the delay time 
using a modulation source.

Left

Right

Feedback

LFO Phase

FX Amt

FX Amt

Stereo In - Stereo Out

LFO: Tri / Sine

Modulation Mode

D-mod

LFO

D-mod

Delay

Delay

L/R: +/+ +/–

LFO Shape

Response

LFO Sync

a ModulationMode LFO,D-mod SwitchesbetweenLFOmodulationcontrolandmod-
ulationsourcecontrol

b D-modModulation L/R:+/+, 
L/R:+/–

ReversedL/Rcontrolbymodulationsource

Src Off…Tempo Selects themodulationsource thatcontrolsdelay
time

Response 0…30 Setstherateofresponsetothemodulationsource

c LFOWaveform Triangle,
Sine

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

d LFOSync Off,On SwitchesLFOresetoff/on

Src Off…Tempo SelectsthemodulationsourcethatresetstheLFO

e LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO



Effectparameters |1159

f MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

g LLFOPhase[deg] –180…+180 SetsthephaseobtainedwhentheleftLFOisreset

LDepth 0…200 SetsthedepthoftheleftLFOmodulation

h RLFOPhase[deg] –180…+180 SetsthephaseobtainedwhentherightLFOisreset

RDepth 0…200 SetsthedepthoftherightLFOmodulation

i LDelayTime[msec] 0.0…1000.0 Setsthedelaytimefortheleftchannel

LFeedback –100…+100 Setsthefeedbackamountofleftdelay

j RDelayTime[msec] 0.0…1000.0 Setsthedelaytimefortherightchannel

RFeedback –100…+100 Setsthefeedbackamountofrightdelay

k Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ b: D-mod Modulation

When the modulation source is used for control, this parameter reverses the left 
and right modulation direction.

  ▪ d: LFO Sync

  ▪ d: Src

  ▪ g: L LFO Phase [deg]

  ▪ h: R LFO Phase [deg]

If “LFO Sync” is On, the LFO will be reset by the modulation source that is received.

The “Src” parameter sets the modulation source that resets the LFO. For example, 
you can assign Gate as a modulation source so that the sweep always starts from 
the specified point.
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“L LFO Phase” and “R LFO Phase” set the phase obtained when the left and right 
LFOs are reset. In this way, you can create changes in pitch sweep for the left and 
right channels individually.

 The effect is off when a value of the modulation source specified in the 
“Src” parameter is 63 or smaller, and the effect is on when the value is 64 or 
higher. The LFO is triggered and reset to the “L LFO Phase” and “R LFO Phase” 
settings when the value changes from 63 or smaller to 64 or higher.
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Stereo Dynamic Delay
This stereo delay controls the level of delay according to the input signal level. 
You can use this as a ducking delay that applies delay to the sound only when you 
play keys at a high velocity or only when the volume level is low.

Delay

Left

Right

Feedback Spread

FX Amt

FX Amt

Stereo In - Stereo Out

High Damp Low Damp

High Damp Low Damp

Threshold

Delay

FB Out

Control TargetAttack, ReleaseEnvelope+

a ControlTarget None,Out,FB Selectsfromnocontrol,output,andfeedback

Polarity +,– Reverseslevelcontrol

b Threshold 0…100 Setstheleveltowhichtheeffectisapplied

Offset 0…100 Setstheoffsetoflevelcontrol

c Attack 1…100 Setstheattacktimeoflevelcontrol

d Release 1…100 Setsthereleasetimeoflevelcontrol

e LDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortheleftchannel

f RDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortherightchannel

g Feedback –100…+100 Setsthefeedbackamount

h HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

i Spread –100…+100 Sets thewidth of the stereo image of the effect
sound

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Control Target

This parameter selects no level control, delay output control (effect balance), or 
feedback amount control.

  ▪ a: Polarity

  ▪ b: Threshold

  ▪ b: Offset

  ▪ c: Attack

  ▪ d: Release

The “Offset” parameter specifies the value for the “Control Target” parameter 
(that is set to None), expressed as the ratio relative to the parameter value (the 
“Wet/Dry” value with “Control Target”=Output level, or the “Feedback” value 
with “Control Target”=Feedback).

When “Polarity” is positive, the “Control Target” value is obtained by multiplying 
the parameter value by the “Offset” value (if the input level is below the thresh-
old), or equals the parameter value if the input level exceeds the threshold.

When “Polarity” is negative, Control Target value equals the parameter value if 
the input level is below the threshold, or is obtained by multiplying the parameter 
value by the “Offset” value if the level exceeds the threshold.

The “Attack” and “Release” parameters specify attack time and release time of 
delay level control.

Dynamic Delay

Threshold
Dry

Envelope

Wet

Target=Output Level
Polarity= (–)

Wet

Target=Output Level
Polarity= (+)

Delay Time

Time

(Ducking Delay)

Release
Attack

Level
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Stereo AutoPan Delay
This stereo delay effect pans the delay sound left and right using the LFO.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase

LFO Shape

Pan

Pan

LFO: Tri / Sin

Depth

Delay

Delay

High Damp Low Damp

High Damp Low Damp

Feedback

a LDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortheleftchannel

LFeedback –100…+100 Setsthefeedbackamountfortheleftchannel

b RDelayTime[msec] 0.0…1360.0 Setsthedelaytimefortherightchannel

RFeedback –100…+100 Setsthefeedbackamountfortherightchannel

c HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

d LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

e Phase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

f PanningFreq[Hz] 0.02…20.00 Setsthepanningspeed

g MIDISync Off,On Switchesbetweenusingthefrequencyofthepan-
ningspeedandusingthetempoandnotes

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … Selectsthetypeofnotestospecifythedelaytime
forthepanningspeed

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forthepanningspeed
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h PanningDepth 0…100 Setsthepanningwidth

Src Off…Tempo Selectsthemodulationsourceforthepanningwidth

Amt –100…+100 Setthemodulationamountofthepanningwidth

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Tape Echo
This effect simulates a tape echo unit with three playback heads. The distortion 
and tonal change typical of magnetic tape are also reproduced.

Wah Flatter

D-mod

Tap2/3
Position

+ Tape
Saturation

Left

Right

FX Amt

Trim

PanLevel

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Feedback

Feedback Amt

High / Low DampPre Tone
Delay

(1)

(2)

(3)

Delay Time

a Delay(Tap1)[msec] 0…2700 Setsthedelaytime(tap1)

Src Off…Tempo Selectsthemodulationsourceofthedelaytime

Amt –2700… 
+2700

Setsthemodulationamountofdelaytime

b Tap2Position[%] 0…100 SetsthepositionofTap2relativetotheTap1delay
timethedepthofpitchvariation

c Tap3Position[%] 0…100 SetsthepositionofTap3relativetotheTap1delay
timethedepthofpitchvariation

d Tap1Level 0…100 SetstheTap1outputlevel

Pan L,1…99,R Setsthestereoimageoftap1

FBAmt –100…+100 SetstheTap1feedbackamount

e Tap2Level 0…100 SetstheTap2outputlevel

Pan L,1…99,R Setsthestereoimageoftap2

FBAmt –100…+100 SetstheTap2feedbackamount

f Tap3Level 0…100 SetstheTap3outputlevel

Pan L,1…99,R Setsthestereoimageoftap3

FBAmt –100…+100 SetstheTap3feedbackamount

g Feedback 0…100 SetstheamountoffeedbackforTaps1,2,and3

Src Off…Tempo Selectsthemodulationsourceoffeedbackamount

Amt –100…+100 Setsthefeedbackamount
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h HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

i Saturation 0…100 Setsthedistortionamount

j InputTrim 0…100 Setstheinputgain

PreTone 0…100 Setsthetoneoftheinput

k WowFlutter[Hz] 0.02…1.00 Setsthefrequencyatwhichpitchvariationwilloccur

WowFlutterdepth 0…100 Setsthedepthofpitchvariation

l Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Delay (Tap1) [msec]

  ▪ a: Src

  ▪ a: Amt

  ▪ b: Tap2 Position [%]

  ▪ b: Tap3 Position [%]

The delay time for Tap 2 and 3 is specified as a proportion (%) relative to “Delay 
(Tap1).” Even if you use dynamic modulation to control “Delay (Tap1),” Tap 2 and 3 
will change at the same proportion.

  ▪ d: FB Amt

  ▪ e: FB Amt

  ▪ f: FB Amt

  ▪ g: Feedback

The feedback output from Tap 1, 2, and 3 is mixed according to the “FB Amt,” and 
then the final amount of feedback is specified by “Feedback.”
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Sequence BPM Delay
This four-tap delay enables you to select a tempo and rhythm pattern to set up 
each tap.

Delay

Left

Right

Feedback

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

Input Level D-mod

High Damp Low Damp

Input Level D-mod

+

Tempo
BPM

BPM

Rythm Pattern

Pan

a BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

b RhythmPattern
x… e e e 3

Selectsarhythmpattern

c Tap1Pan L,1…99,R SetsthepanningofTap1

Tap2Pan L,1…99,R SetsthepanningofTap2

Tap3Pan L,1…99,R SetsthepanningofTap3

Tap4Pan L,1…99,R SetsthepanningofTap4

d Feedback –100…+100 Setsthefeedbackamount

Src Off…Tempo Selectsthemodulationsourceoffeedbackamount

Amt –100…+100 Setsthefeedbackamount

e HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

f InputLevel
Dmod[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel
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g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: BPM

  ▪ b: Rhythm Pattern

With the tempo specified by the “BPM” parameter (or the MIDI Clock tempo if 
“BPM” is set to MIDI), the length of one beat equals the feedback delay time, and 
the interval between taps becomes equal. Selecting a rhythm pattern will auto-
matically turn the tap outputs on and off. When “BPM” is set to MIDI, the lower 
limit of the “BPM” is 44.
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L/C/R BPM Delay
The L/C/R delay enables you to match the delay time with the song tempo. You 
can also synchronize the delay time with the arpeggiator or sequencer. If you 
program the tempo before performance, you can achieve a delay effect that syn-
chronizes with the song in real-time. Delay time is set by notes.

C Delay

Left

Right

Feedback

Spread

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

Input Level D-mod

High Damp Low Damp

L DelayInput Level D-mod

+
Level

Level

Level

Tempo
BPM

BPM Base Note x Times
Base Note x Times
Base Note x Times

R Delay
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a BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

TimeOver? ---,OVER! Displaysanerrormessagewhenthedelaytimeexceedsthe
upperlimit

b LDelayBase
Note

… SelectsthetypeofnotestospecifythedelaytimeforTapL

Times x1…x32 SetsthenumberofnotestospecifythedelaytimeforTapL

Level 0…50 SetstheoutputlevelofTapL

c CDelayBase
Note

… electsthetypeofnotestospecifythedelaytimeforTapC

Times x1…x32 SetsthenumberofnotestospecifythedelaytimeforTapC

Level 0…50 SetstheoutputlevelofTapC

d RDelayBase
Note

… SelectsthetypeofnotestospecifythedelaytimeforTapR

Times x1…x32 SetsthenumberofnotestospecifythedelaytimeforTapR

Level 0…50 SetstheoutputlevelofTapR

e Feedback 
(CDelay)

–100…+100 SetsthefeedbackamountofTapC

Src Off…
Tempo

SelectsthemodulationsourcefortheTapCfeedback

Amt –100…+100 SetsthemodulationamountoftheTapCfeedback

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

g InputLevel
Dmod[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…
Tempo

Selectsthemodulationsourcefortheinputlevel

h Spread 0…50 Setsthewidthofthestereoimageoftheeffectsound

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…
Tempo

SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource



Effectparameters |1171

  ▪ a: Time Over? 

You can set the delay time up to 5,460msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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Stereo BPM Delay
This stereo delay enables you to set the delay time to match the song tempo.

Left

Right

Feedback

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

Tempo
BPM

BPM Base Note x Times
Base Note x Times

Adjust [%]
Adjust [%]

Delay

Delay

a BPM MIDI, 
40.00… 
300.00

MIDI syncs to the system tempo; 40–300 sets the tempo
manuallyforthisindividualeffect

TimeOver?L ---,OVER! Displaytheerrormessageiftheleftchanneldelaytimeex-
ceedstheupperlimit

R ---,OVER! Displaytheerrormessageiftherightchanneldelaytimeex-
ceedstheupperlimit

b LDelayBase
Note

… Selectsthetypeofnotestospecifytheleftchanneldelaytime

Times x1…x32 Setsthenumberofnotestospecifythe leftchanneldelay
time

Adjust[%] –2.50…
+2.50

Fine-adjusttheleftchanneldelaytime

c RDelayBase
Note

… Selectsthetypeofnotestospecifytherightchanneldelay
time

Times x1…x32 Setsthenumberofnotestospecifytherightchanneldelay
time

Adjust[%] –2.50…
+2.50

Fine-adjusttherightchanneldelaytime

d LFeedback –100…+100 Setsthefeedbackamountfortheleftchannel

Src Off…
Tempo

Selectsthemodulationsourceoffeedbackamount

AmtL –100…+100 Setsthemodulationamountoftheleftchannelfeedback



Effectparameters |1173

e RFeedback –100…+100 Setsthefeedbackamountfortherightchannel

AmtR –100…+100 Setsthemodulationamountoftherightchannelfeedback

f HighDamp
[%]

0…100 Setsthedampingamountinthehighrange

g LowDamp
[%]

0…100 Setsthedampingamountinthelowrange

h InputLevel
Dmod[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…
Tempo

Selectsthemodulationsourcefortheinputlevel

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…
Tempo

SeethelistofDMS(DynamicModulationSources)atthebe-
ginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Time Over? L, R

You can set the delay time up to 2,730msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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Stereo BPM Multitap Delay
This four-tap delay enables you to select a tempo and rhythm pattern to set up 
each tap.

Tempo
BPM

BPM Base Note x Times
Base Note x Times

Left

Right

Feedback

Spread

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

Delay

Delay

Feedback

Tap1 Level ModeMode
(1)

(2)

(1)
(2)

Tap1=(1)
Tap2=(2)

a Mode Normal,Cross
Feedback,
CrossPan1,
CrossPan2

Switchestheleftandrightdelayrouting

b BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver?1 ---,OVER! Displaysanerrormessagewhenthedelaytimefor
Tap1exceedstheupperlimit

2 ---,OVER! Displaysanerrormessagewhenthedelaytimefor
Tap2exceedstheupperlimit

c Tap1BaseNote … Selectsthetypeofnotestospecifythedelaytime
forTap1

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forTap1

d Tap2BaseNote … Selectsthetypeofnotestospecifythedelaytime
forTap2

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forTap2

e Tap1Level 0…100 SetstheTap1outputlevel
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f Feedback(Tap2) –100…+100 SetstheTap2feedbackamount

Src Off…Tempo SelectsthemodulationsourceoftheTap2feedback
amount

Amt –100…+100 SetsthemodulationamountoftheTap2feedback
amount

g HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

h InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Spread –100…+100 Setsthewidthofthestereoimageoftheeffectsound

Src Off…Tempo Selectsthemodulationsourceoftheeffectsound’s
stereoimagewidth

Amt –100…+100 Sets themodulationamountof theeffect sound’s
stereoimagewidth

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo BPM Mod Delay
This is a stereo modulation delay that lets you synchronize the delay time to the 
tempo of the song.

Tempo
BPM

BPM Base Note x Times
Base Note x Times

Left

Right

Feedback

LFO Phase

FX Amt

FX Amt

Stereo In - Stereo Out

LFO: Tri / Sine

Modulation Mode

D-mod

LFO

D-mod

Delay

Delay

L/R: +/+ +/–

LFO Shape

Response

LFO Sync
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a ModulationMode LFO,D-mod SwitchesbetweenLFOmodulationcontrolandmod-
ulationsourcecontrol

b D-modModulation L/R:+/+, 
L/R:+/–

ReversedL/Rcontrolbymodulationsource

Src Off…Tempo Selects themodulationsource thatcontrolsdelay
time

Response 0…30 Setstherateofresponsetothemodulationsource

c LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

d LFOSync Off,On SwitchesLFOresetoff/on

Src Off…Tempo SelectsthemodulationsourcethatresetstheLFO

e LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

f MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

g LLFOPhase[deg] –180…+180 SetsthephaseobtainedwhentheleftLFOisreset

Depth 0…200 SetsthedepthoftheleftLFOmodulation

h RLFOPhase[deg] –180…+180 SetsthephaseobtainedwhentherightLFOisreset

Depth 0…200 SetsthedepthoftherightLFOmodulation

i BPM(Delay) MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver?L ---,OVER! Displaytheerrormessageiftheleftchanneldelay
timeexceedstheupperlimit

R ---,OVER! Displaytheerrormessageiftherightchanneldelay
timeexceedstheupperlimit

j LDelayBaseNote … Selectsthetypeofnotestospecifytheleftchannel
delaytime

Times x1…x32 Setsthenumberofnotestospecifytheleftchannel
delaytime

Feedback –100…+100 Setsthefeedbackamountofleftdelay
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k RDelayBaseNote … Selectsthetypeofnotestospecifytherightchannel
delaytime

Times x1…x32 Setsthenumberofnotestospecifytherightchannel
delaytime

Feedback –100…+100 Setsthefeedbackamountofrightdelay

l Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ i: Time Over? L, R

You can set the delay time up to 2,550msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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Stereo BPM AutoPan Delay
This stereo auto panning delay enables you to set the delay time to match the 
song tempo.

Tempo
BPM

BPM Base Note x Times
Base Note x Times

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase

LFO Shape

Pan

Pan

LFO: Tri / Sin

Depth

Delay

Delay

High Damp Low Damp

High Damp Low Damp

Feedback

a BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver?L ---,OVER! Displaytheerrormessageiftheleftchanneldelay
timeexceedstheupperlimit

R ---,OVER! Displaytheerrormessageiftherightchanneldelay
timeexceedstheupperlimit

b LDelayBaseNote … Selectsthetypeofnotestospecifytheleftchannel
delaytime

Times x1…x32 Setsthenumberofnotestospecifytheleftchannel
delaytime

Feedback –100…+100 Setsthefeedbackamountfortheleftchannel

c RDelayBaseNote … Selectsthetypeofnotestospecifytherightchannel
delaytime

Times x1…x32 Setsthenumberofnotestospecifytherightchannel
delaytime

Feedback –100…+100 Setsthefeedbackamountfortherightchannel

d HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange
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e LFOWaveform Triangle,Sine SelectstheLFOWaveform

Shape –100…+100 ChangesthecurvatureoftheLFOWaveform

LFOPhase –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

f PanningFreq[Hz] 0.02…20.00 Setsthepanningspeed

g MIDISync Off,On Whenthis ison,thepanLFOspeedissetbyBPM,
BaseNote,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … Selectsthetypeofnotestospecifythedelaytimefor
thepanningspeed

Times x1…x32 Setsthenumberofnotestospecifythedelaytimefor
thepanningspeed

h PanningDepth 0…100 Setsthepanningwidth

Src Off…Tempo Selectsthemodulationsourceforthepanningwidth

Amt –100…+100 Setthemodulationamountofthepanningwidth

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Tape Echo BPM
This is a tape echo that lets you synchronize the delay time to the tempo of the 
song.

Wah Flatter

D-mod

Tap2/3 Position

+ Tape
Saturation

Left

Right

FX Amt

Trim

PanLevel

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Feedback

Feedback Amt

High / Low DampPre Tone
Delay

(1)

(2)

(3)

Delay Time
�PM

�PM

�ase �ote � TimesTempo

a BPM(Delay) MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

Tap1DmodSrc Off…Tempo Selectsthemodulationsourceofthedelaytime

b Tap1DelayNote … Selectsthetypeofnotestospecifythedelaytime(tap1)

Times x1…x32 Setsthenumberofnotestospecifythedelaytime(tap1)

TimeOver? ---,OVER! Displaysanerrormessagewhenthedelaytimeexceeds
theupperlimit

c Tap1DmodNote … Selectsthenotevalueusedtospecifythedelaytime
whenthemodulationisatmaximum

Times x1…x32 Specifiesthenumberofnotesusedtospecifythedelay
timewhenthemodulationisatmaximum

d Tap2Position
[%]

0…100 SetsthepositionofTap2relativetotheTap1delaytime
thedepthofpitchvariation

e Tap3Position
[%]

0…100 SetsthepositionofTap3relativetotheTap1delaytime
thedepthofpitchvariation

f Tap1Level 0…100 SetstheTap1outputlevel

Pan L,1…99,R Setsthestereoimageoftap1

FBAmt –100…+100 SetstheTap1feedbackamount
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g Tap2Level 0…100 SetstheTap2outputlevel

Pan L,1…99,R Setsthestereoimageoftap2

FBAmt –100…+100 SetstheTap2feedbackamount

h Tap3Level 0…100 SetstheTap3outputlevel

Pan L,1…99,R Setsthestereoimageoftap3

FBAmt –100…+100 SetstheTap3feedbackamount

i Feedback 0…100 SetstheamountoffeedbackforTaps1,2,and3

Src Off…Tempo Selectsthemodulationsourceoffeedbackamount

Amt –100…+100 Setsthedepthbywhichfeedbackamountwillbemodu-
lated

j HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

k Saturation 0…100 Setsthedistortionamount

l InputTrim 0…100 Setstheinputgain

PreTone 0…100 Setsthetoneoftheinput

m WowFlutter[Hz] 0.02…1.00 Setsthefrequencyatwhichpitchvariationwilloccur

WowFlutter
depth

0…100 Setsthedepthofpitchvariation

n Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Tap1 Dmod Src

  ▪ b: Tap1 Delay Note

  ▪ b: Times

  ▪ c: Tap1 Dmod Note

  ▪ c: Times

If “Tap1 Dmod Src” is Off or the selected modulation is at 0, the delay time will be 
the length specified by “Tap1 Delay Note” and “Times.”
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If “Tap1 Dmod Src” is other than Off, the delay time will change so that it will be 
as specified by “Tap1 Dmod Note” and “Times” when the maximum modulation is 
reached.

  ▪ b: Time Over? 

You can set the delay time up to 5,400msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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L/C/R Long Delay
This multitap delay outputs three Tap signals to left, right and center respectively. 
You can set a maximum of 5,460msec for the delay time.

C Delay

R Delay

Left

Right

Feedback

Spread

FX Amt

FX Amt

 FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

Input Level D-mod

High Damp Low Damp

L DelayInput Level D-mod

+
Level

Level

Level

a LDelayTime[msec] 0…5460 SetsthedelaytimeofTapL

Level 0…50 SetstheoutputlevelofTapL

b CDelayTime[msec] 0…5460 SetsthedelaytimeofTapC

Level 0…50 SetstheoutputlevelofTapC

c RDelayTime[msec] 0…5460 SetsthedelaytimeofTapR

Level 0…50 SetstheoutputlevelofTapR

d Feedback(CDelay) –100…+100 SetsthefeedbackamountofTapC

Src Off…Tempo SelectsthemodulationsourcefortheTapCfeed-
back

Amt –100…+100 SetsthemodulationamountoftheTapCfeedback

e HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

f InputLevelDmod[%] –100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

g Spread 0…50 Setsthewidthofthestereoimageoftheeffect
sound
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h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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St/Cross Long Delay (Stereo/Cross Long Delay)
This is a stereo delay, and can by used as a cross-feedback delay effect in which 
the delay sounds cross over between left and right by changing the feedback rout-
ing. You can set a maximum of 2,730msec for the delay time.

Delay

Delay

Stereo/Cross

Left

Right

Feedback

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

SpreadStereo/Cross

a Stereo/Cross Stereo,Cross Switches between stereo delay and cross-feed-
backdelay

b LDelayTime[msec] 0.0…2730.0 Setsthedelaytimefortheleftchannel

c RDelayTime[msec] 0.0…2730.0 Setsthedelaytimefortherightchannel

d LFeedback –100…+100 Setsthefeedbackamountfortheleftchannel

Src Off…Tempo Selectsthemodulationsourceoffeedbackamount

Amt –100…+100 Sets themodulationamountof the left channel
feedback

e RFeedback –100…+100 Setsthefeedbackamountfortherightchannel

Amt –100…+100 Setsthemodulationamountoftherightchannel
feedback

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g LowDamp[%] 0…100 Setsthedampingamountinthelowrange

h InputLevelDmod[%] –100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Spread –50…+50 Setsthewidthof thestereo imageoftheeffect
sound
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j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource



1188| EffectsfortheSounds

Hold Delay
This effect records the input signal and plays it back repeatedly. You can control 
the start of recording and reset via a modulation source. Easy to use for real-time 
performances.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Pan
Delay

D-mod

D-mod

Loop Time: Auto/ ...5400ms

+

Tempo
BPM

BPM Base Note x Times

REC Control

RST Control

a LoopTime[msec] Auto,1…10800 SetsAutomaticlooptimesetupmodeorspeci-
fieslooptime

b LoopBPMSync Off,On Specifieswhetherdelay time isset inmillisec-
onds,orasanotevaluerelativetotempo

c BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver? ---,OVER! Anerrorindicationthatappearsifdelaytimeex-
ceedstheupperlimitwhenMIDI/TempoSync=On

d LoopBaseNote … Selectsthetypeofnotestospecifythedelaytime

Times x1…x32 Sets thenumberof notes to specify thedelay
time

e RECControlSrc Off…Tempo Selectscontrolsourceforrecording

f RSTControlSrc Off…Tempo Selectscontrolsourceforreset

g ManualRECControl RECOff, 
RECOn

Setstherecordingswitch

h ManualRSTControl Off,RESET Setstheresetswitch
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i Pan L100…L1,C,R1…
R100

Setsthestereoimageoftheeffect

Src Off…Tempo Selectsthemodulationsourceofstereoimageof
theeffect

Amt –100…+100 Setsthemodulationamountofstereoimageof
theeffect

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Loop Time [msec]

With Auto, the loop time is automatically set. Otherwise, you can specify the loop 
time.

When Auto is selected, the Loop Time is automatically set to the time it takes for 
a performance recorded while the Modulation Source or “Manual REC Control” is 
on. However, if the time length exceeds 10,800msec, the loop time will be auto-
matically set to 10,800msec.

  ▪ c: Time Over?

You can set the delay time up to 10,800msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.

  ▪ b: Loop BPM Sync

  ▪ c: BPM

  ▪ d: Loop Base Note

  ▪ d: Times

If “Loop BPM Sync” is on, the “Times” setting is ignored; the loop time is deter-
mined by “BPM,” “Loop Base Note,” and “Times.” Even in this case, the delay time 
cannot exceed 10,800 msec.
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  ▪ “Hold” procedure (when Loop Time = Auto)

1 Select the following options for each parameter:

Parameter Option

LoopTime[msec] Auto

RECControlSrc JS+Y:#01

RSTControlSrc JS–Y:#02

ManualRECControlJS–Y:#02 RECOff

ManualRSTControl RESET

LoopBPMSync Off

It should be noted that all recordings will be deleted while Reset is On.

2 Set “Manual RST Control” = Off

Reset is cancelled and the unit enters Rec ready mode.

3 Push the joystick in the +Y direction (forward) and play a phrase you wish 
to hold. When you pull the joystick to its original position, the recording will be 
finished and the phrase you just played will be held.

Loop Time is automatically set only for the first recording after resetting. If 
the time length exceeds 10,800msec, Loop Time will be automatically set to 
10,800msec. (If you have set “Times” to 1–10,800msec, the specified loop time 
will be used regardless of the time taken from pushing the joystick forward until 
it is pulled back. However, the recording method remains the same. The phrase 
being played while the joystick is pushed forward will be held.)

4 If you made a mistake during recording, pull the joystick in the –Y direc-
tion (back) to reset. In this way, the recording will be erased. Repeat step 4. again.

5 The recorded phrase will be repeated again and again. You can use this 
to create an accompaniment.

6 By pushing the joystick in the +Y direction (forward), you can also over-
dub performances over the phrase that is being held.

  ▪ e: REC Control Src

  ▪ g: Manual REC Control

“REC Control Src” selects the modulation source that controls recording.

If this modulation is on, or if “Manual REC Control” is set to On, you can record 
the input signal. If a recording has already been carried out, additional signals will 
be overdubbed.
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 The effect is off when a value for the modulation source specified for the 
“REC Control Src” parameter is 63 or smaller, and the effect is on when the value 
is 64 or higher.

  ▪ f: RST Control Src

  ▪ h: Manual RST Control

The “RST Control Src” parameter specifies the modulation source that controls 
the reset operation.

When you set this modulation source to On, or “Manual RST Control” to RESET, 
you can erase what you recorded. If the Loop Time parameter has been set to 
Auto, the loop time is also reset.

 The effect is off when a value for the modulation source specified for the 
“RST Control Src” parameter is 63 or smaller, and the effect is on when the value 
is 64 or higher.
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LCR BPM Long Delay
The L/C/R delay enables you to match the delay time with the song tempo.

C Delay

R Delay

Left

Right

Feedback

Spread

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

Input Level D-mod

High Damp Low Damp

L DelayInput Level D-mod

+
Level

Level

Level

Tempo
BPM

BPM Base Note x Times
Base Note x Times
Base Note x Times

a BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver? ---,OVER! Displaysanerrormessagewhenthedelaytimeex-
ceedstheupperlimit

b LDelayBaseNote … Selectsthetypeofnotestospecifythedelaytime
forTapL

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forTapL

Level 0…50 SetstheoutputlevelofTapL

c CDelayBaseNote … electsthetypeofnotestospecifythedelaytime
forTapC

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forTapC

Level 0…50 SetstheoutputlevelofTapC

d RDelayBaseNote … Selectsthetypeofnotestospecifythedelaytime
forTapR

Times x1…x32 Setsthenumberofnotestospecifythedelaytime
forTapR

Level 0…50 SetstheoutputlevelofTapR
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e Feedback 
(CDelay)

–100…+100 SetsthefeedbackamountofTapC

Src Off…Tempo SelectsthemodulationsourcefortheTapCfeed-
back

Amt –100…+100 SetsthemodulationamountoftheTapCfeedback

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

LowDamp[%] 0…100 Setsthedampingamountinthelowrange

g InputLevelDmod[%] –100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

h Spread 0…50 Setsthewidthof thestereo imageoftheeffect
sound

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Time Over?

You can set the delay time up to 10,920msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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Stereo BPM Long Delay
The stereo delay enables you to match the delay time with the song tempo.

Left

Right

Feedback

FX Amt

FX Amt

Stereo In - Stereo Out

Input Level D-mod

Input Level D-mod

High Damp Low Damp

High Damp Low Damp

Tempo
BPM

BPM Base Note x Times Adjust [%]
Base Note x Times Adjust [%]

Delay

Delay

a BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300sets
thetempomanuallyforthisindividualeffect

TimeOver?L ---,OVER! Displaytheerrormessageiftheleftchannelde-
laytimeexceedstheupperlimit

R ---,OVER! Display theerrormessage if the rightchannel
delaytimeexceedstheupperlimit

b LDelayBaseNote … Selectsthetypeofnotestospecifytheleftchan-
neldelaytime

Times x1…x32 Setsthenumberofnotestospecifytheleftchan-
neldelaytime

Adjust[%] –2.50…+2.50 Fine-adjusttheleftchanneldelaytime

c RDelayBaseNote … Selects the type of notes to specify the right
channeldelaytime

Times x1…x32 Sets the number of notes to specify the right
channeldelaytime

Adjust[%] –2.50…+2.50 Fine-adjusttherightchanneldelaytime

d LFeedback –100…+100 Setsthefeedbackamountfortheleftchannel

Src Off…Tempo Selects the modulation source of feedback
amount

LAmt –100…+100 Setsthemodulationamountoftheleftchannel
feedback



Effectparameters |1195

e RFeedback –100…+100 Setsthefeedbackamountfortherightchannel

RAmt –100…+100 Setsthemodulationamountoftherightchannel
feedback

f HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g LowDamp[%] 0…100 Setsthedampingamountinthelowrange

h InputLevelDmod[%] –100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Time Over? L, R

You can set the delay time up to 5,460msec. If the delay time exceeds this limit, 
the error message “OVER!” appears in the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.
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Classic Tape Echo
This models a famous analog tape echo unit. On the original device, “echo” was 
created by a playback head, and the “delay time” was specified by adjusting the 
speed of the motor. The warmth and subtlety of the echoes it generated made this 
“lo-fi” unit a favorite with many pro musicians.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out

+ Delay

Feedback

Low DampTone
Input Level
D-mod

a Time 0…2700 Thisparametersetsthedelaytime.

Src Off…Tempo SelectsthemodulationsourceofTime

Amt –100…+100 SetsthedepthbywhichTimewillbemodulated

b Feedback 0…100 Setstheamountoffeedback

Src Off…Tempo Selectsthemodulationsourceoffeedbackamount

Amt –100…+100 Sets the depth by which feedback amount will be
modulated

c Tone 0…99 Setsthetoneoftheinput.
Thismodelsthereducedhighfrequenciesofananalog
tapedelay,beforethesaturationstage.Lowersettings
createadarkertone.
Thiscutsthehighfrequenciesinboththemainoutput
andthefeedback.Highersettingscreateabrighter
tone.

d LowDamp[%] 0…100 Setsthedampingamountinthelowrange

e InputLevelDmod –100…+100 Amountofinputlevelmodulation

Src Off…Tempo SelectsthemodulationsourceofInputLevelDmod.
SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart
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f Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Dynamics

Stereo Compressor
This effect compresses the input signal to regulate the level and give a “punchy” 
effect. It is useful for guitar, piano, and drum sounds. This is a stereo compressor. 
You can link left and right channels, or use each channel separately.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

EQ Trim

EQ Trim

LEQ HEQ

LEQ HEQ
Compressor

Compressor

Envelope Select

Output Level

Output Level

Envelope - Control

Envelope - Control

a EnvelopeSelect L/RMix, 
L/R
Individually

Determineswhethertheleftandrightchannelsare
linkedorusedseparately

b Sensitivity 1…100 Setsthesensitivity

c Attack 1…100 Setstheattacklevel

d EQTrim 0…100 SetstheEQinputlevel

e PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)ofthe
low-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

f PreLEQGain[dB] –15.0…+15.0 SetsthegainoftheLowEQ

PreHEQGain[dB] –15.0…+15.0 SetsthegainoftheHighEQ

g OutputLevel 0…100 Setstheoutputlevelofthecompressor

Src Off…Tempo Selectsthemodulationsourceforthecompressor
outputlevel

Amt –100…+100 Sets themodulationamount for thecompressor
outputlevel
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h Wet/Dry Dry,
1:99…99:1,
Wet

SetstheBalancebetweenthewetanddrysignal

Src Off…Tempo SelectsamodulationsourceforWet/Dry

Amt –100…+100 SetsthemodulationamountforWet/Dry

  ▪ a: Envelope Select

This parameter selects whether the left and right channels are linked to control 
both signals simultaneously, or whether each channel is controlled independently.

  ▪ b: Sensitivity

  ▪ g: Output Level

The “Sensitivity” parameter sets the sensitivity of the compressor. If this param-
eter is set to a higher value, lower level sounds will be boosted. With a higher 
Sensitivity, the overall volume level is higher. To adjust the final volume level, use 
the “Output Level” parameter.

Sensitivity=100

Sensitivity=40Dry

Wet

Time

Level
Compressor - Sensitivity

Lo
ud

er
 

  ▪ c: Attack

This parameter controls the attack level.

Dry

Wet

Time

Level
Attack=80
Attack=20

Compressor - Attack
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Stereo Limiter
The Limiter regulates the input signal level. It is similar to the Compressor, except 
that the Limiter compresses only signals that exceed the specified level to lower 
unnecessary peak signals. The Limiter applies a peaking-type EQ to the trigger 
signal (which controls the degree of the Limiter effect), allowing you to set any 
band width to be covered. This effect is a stereo limiter. You can link left and right 
channels, or use each channel individually.

Left

Right

FX Control BUS 1
FX Control BUS 2

FX Amt

FX Amt

Stereo In - Stereo Out

Limiter

Limiter

Envelope Source

Gain Adjust

Gain Adjust

Side PEQ
Envelope - Control

Envelope - Control

Trigger Monitor+

Envelope Select

a EnvelopeSelect L/RMix, 
LOnly,ROnly,
L/RIndividually

Selectsfromlinkingbothchannels,controlling
onlyfromleftchannel,onlyfromtherightchan-
nel,orcontrollingeachchannelindividually

b Ratio 1.0:1…
50.0:1,
Inf:1

Setsthesignalcompressionratio

c Threshold[dB] –40…0 Sets the level abovewhich thecompressor is
applied

v Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

e GainAdjust[dB] –Inf,–38…+24 Setstheoutputgain

Src Off…Tempo Selects themodulation source for theoutput
gain

Amt –63…+63 Setsthemodulationamountoftheoutputgain

f SidePEQInsert Off,On Togglesbetweenon/offofthetriggersignal’s
EQ

TriggerMonitor Off,On Switches between effect outputmonitor and
triggersignalmonitor
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g SidePEQCutoff[Hz] 20…12.00k Sets the EQ center frequency for the trigger
signal

Q 0.5…10.0 SetstheEQbandwidthforthetriggersignal

Gain[dB] –18.0…+18.0 SetstheEQgainforthetriggersignal

h Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo DynamicModulationsources

Amt –100…+100 Amountofmodulationsource

  ▪ a: Envelope Select

When L/R Mix is selected for this parameter, the left and right channels are linked 
to control the Limiter using the mixed signal. If L Only (or R Only) is selected, the 
left and right channels are linked, and the Limiter is controlled via only the left 
(or right) channel.

With L/R individually, the left and right channels control the Limiter individually.

  ▪ b: Ratio

  ▪ c: Threshold [dB]

  ▪ e: Gain Adjust [dB]

This parameter sets the signal compression “Ratio”. Compression is applied only 
when the signal level exceeds the “Threshold” value.



1202| EffectsfortheSounds

Adjust the output level using the “Gain Adjust” parameter, since compression 
causes the entire level to be reduced.

Input Level

Output Level

Threshold

Ratio=1.0 : 1

Ratio=2.0 : 1
Ratio=4.0 : 1

Ration=Inf : 1

Louder 

Lo
ud

er
 

Time

Level

Threshold

Ratio=Inf : 1

Ratio=2.0 : 1
Ratio=4.0 : 1

Dry Ratio=1.0 : 1

Limiter - Threshold / Ratio
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  ▪ d: Attack

  ▪ d: Release

These parameters set the attack time and release time. A higher attack time will 
cause the compression to be applied more slowly.

Threshold

Ratio=Inf : 1
Attack=1
Release=1

Ratio=Inf : 1
Attack=100
Release=100

Dry

Wet

Wet

Release

Attack

Limiter - Attack / Release

  ▪ f: Trigger Monitor

Setting this parameter On will cause the trigger signal to be output, instead of 
the effect sound. Use this parameter to check the trigger signal with EQ applied.

Usually, set this to Off.

  ▪ f: Side PEQ Insert

  ▪ g: Side PEQ Cutoff [Hz]

  ▪ g: Q

  ▪ g: Gain [dB]

These parameters are used to set the EQ applied to the trigger signal.

The Limiter determines whether the compression is applied or not, based on the 
post-EQ trigger signal. Setting the equalizer allows you to set the Limiter to re-
spond to any frequency band.
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Multiband Limiter
This effect applies the Limiter to the low range, mid range, and high range of the 
input signal. You can control dynamics for each range to adjust the sound pres-
sure of the low range, mid range, and high range in a different way from the EQ.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Gain Adjust
Mid Offset

Low Offset

High Offset

Envelope - Control

Envelope - Control

Envelope - Control

Low

Mid

High

Band-Pass Filters

+ Limiter

Limiter

Limiter

a Ratio 1.0:1…50.0:1,
Inf:1

Setsthesignalcompressionratio

b Threshold[dB] –40…0 Setsthelevelabovewhichthecompressorisap-
plied

c Attack 1…100 Setstheattacktime

d Release 1…100 Setsthereleasetime

e LowOffset[dB] –40…0 Gainofthelow-rangetriggersignal

f MidOffset[dB] –40…0 Gainofthemid-rangetriggersignal

g HighOffset[dB] –40…0 Gainofthehigh-rangetriggersignal

h GainAdjust[dB] –Inf, 
–38…+24

Setstheoutputgain

Src Off…Tempo Selectsthemodulationsourcefortheoutputgain

Amt –63…+63 Setsthemodulationamountoftheoutputgain

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ e: Low Offset [dB]

  ▪ f: Mid Offset [dB]

  ▪ g: High Offset [dB]

These parameters set the gain of the trigger signal.

For example, if you do not want to apply compression to the high range, reduce the 
“High Offset” value down below the “Threshold” level. In this way, the high range 
limiter will not respond, and compression will not be applied.
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Stereo Mastering Limiter
This is a stereo limiter that is optimized for mastering songs.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Limiter

Limiter
Out Ceiling

Out Ceiling

Envelope - Control+

a Threshold[dB] –30.0…0.0 Setsthelevelabovewhichthecompressorisap-
plied

b OutCeiling[dB] –30.0…0.0 Setstheoutputgain

c Release[msec] 0.50…1000.0 Setsthereleasetime

d Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Gate
This effect mutes the input signal when it falls below a specified level. You can 
also invert the on/off status of the gate, or use note-on/off messages to turn the 
gate on/off directly.

Left

Right

FX Control BUS 1
FX Control BUS 2

FX Amt

FX Amt

Stereo In - Stereo Out

Envelope Source
Gain Adjust

Gain Adjust

Side PEQ
Envelope - Control

Envelope - Control

Trigger Monitor+

Envelope Select
GateDelay

GateDelay

D-mod

a EnvelopeSource D-mod,Input Selectsthesourcetocontrolthegate:D-modcon-
trol,orusetheinputsignalasatrigger

b EnvelopeSelect L/RMix, 
LOnly, 
ROnly

Selectsthecontrolsignal:leftandrightlinked,left
only,orrightonly

Src Off…Tempo Selectsthesourcethatwillcontrolthegatewhen
EnvelopeSrc=D-mod

c Threshold 0…100 Setsthelevelatwhichgatingisapplied

Polarity +,– Switchesthepolarityofgating

d Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

e DelayTime[msec] 0…100 Setsthedelaytimeforthegateinput

f SidePEQInsert Off,On Switchesthetriggersignalequalizeron/off

TriggerMonitor Off,On Switchesbetweenmonitoringtheeffectoutputand
thetriggersignal

g SidePEQCutoff[Hz] 20…12.00k Setsthecenterfrequencyoftheequalizerforthe
triggersignal

Q 0.5…10.0 Setsthebandwidthoftheequalizerforthetrigger
signal

Gain[dB] –18.0…+18.0 Setsthegainoftheequalizerforthetriggersignal
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h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ c: Threshold

  ▪ d: Attack

  ▪ d: Release

“Threshold” specifies the level at which gating occurs when “Envelope Select” is 
set to L/R Mix, L Only, or R Only.
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“Attack” and “Release” specify the attack time and release time of the gate.

Input Level

Output Level

Threshold

Louder 
Lo

ud
er

 

Threshold

Attack=1
Release=1

Attack=100
Release=100

Dry

Wet

Wet

Attack Release

Gate - Attack / Release

Gate - Threshold

  ▪ c: Polarity

This inverts the polarity of the gate on/off operation. With the  
“–” setting, the gate will close when the input signal exceeds the specified level. 
The direction in which the modulation source opens or closes the gate will also 
be reversed.

  ▪ e: Delay Time [msec]

This sets the delay time for the input to the gate. When using shorter Attack Time 
settings, you can lengthen the Delay Time so that the sound is input after the 
gate opens.
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Stereo Multiband Limiter
This is a stereo multiband limiter.

Left

Right

FX Amt

FX Amt

Stereo  In - Stereo Out

Gain Adjust

Limiter

Limiter

Limiter

Envelope - Control

Envelope - Control

Envelope - Control

Gain Adjust
Limiter

Limiter

Low

Mid

High

Envelope - Control

Envelope - Control

Envelope - Control

Low

Mid

High

Offset

�and-�ass Filters

Limiter

a Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

b Threshold[dB] –40…0 Setsthe levelabovewhichthecompressor isap-
plied

c Attack 1…100 Setstheattacktime

d Release 1…100 Setsthereleasetime

e LowOffset[dB] –40…0 Setsthelowrangegainoftriggersignal

f MidOffset[dB] –40…0 Setsthemidrangegainoftriggersignal

g HighOffset[dB] –40…0 Setsthehighrangegainoftriggersignal

h GainAdjust[dB] –Inf, 
–38…+24

Setstheoutputgain

Src Off…Tempo Selectsthemodulationsourcefortheoutputgain

Amt –63…+63 Setsthemodulationamountoftheoutputgain

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Dynamic Compressor
This effect reduces the dynamic range of the input signal, to regulate the level 
and give a ‘punchy’ effect. It is useful for guitar, piano, and drum sounds. This is 
a true stereo effect; you can link the left and right channels, or use each channel 
separately.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

EQ Trim

EQ Trim

LEQ HEQ

LEQ HEQ
Compressor

Compressor

Envelope Select

Output Level

Output Level

Envelope - Control

Envelope - Control

a Sensitivity 1…100 Thiscontrolstheamountofcompression.Increasing
thevalueboostslowerlevelsounds,andraisesthe
overallvolume.
Toadjustthefinalvolume,usetheLevelparameter.

b Attack 1…100 Setstheattacklevel

c Level 0…100 Setstheoutputlevelofthecompressor

Src Off…Tempo Selectsthemodulationsourceforthecompressor
outputlevel

Amt –100…+100 Sets themodulationamount for thecompressor
outputlevel

d Wet/Dry Dry,
1:99…99:1,
Wet

SetstheBalancebetweenthewetanddrysignal

Src Off…Tempo SelectsamodulationsourceforWet/Dry

Amt –100…+100 SetsthemodulationamountforWet/Dry
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Filter (EQ and Filters)

Stereo Parametric 4EQ
This is a stereo 4-band parametric equalizer. You can select peaking type or shelv-
ing type for Band 1 and 4. The gain of Band 2 can be controlled by dynamic modu-
lation.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Band1 Band2 Band3 Band4
PEQ PEQ PEQ PEQ

LEQ

LEQ

HEQ

HEQ

PEQ PEQ PEQ PEQ

Trim

Trim

D-mod

a Trim 0…100 Setstheinputlevel

b Band1Type Peaking,
Shelving-Low

SelectsthetypeofBand1

c Band4Type Peaking,
Shelving-High

SelectsthetypeofBand4

d Band2DynamicGain
Src

Off…Tempo SelectsthemodulationsourceoftheBand2gain

Amt[dB] –18.0…+18.0 SetsthemodulationamountofBand2gain

e Band1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18.0…+18.0 SetsthegainofBand1

f Band2Cutoff[Hz] 50…10.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18.0…+18.0 SetsthegainofBand2

g Band3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18.0…+18.0 SetsthegainofBand3
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h Band4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18.0…+18.0 SetsthegainofBand4

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ b: Band1 Type

  ▪ c: Band4 Type

Selects a filter type for Band 1 and 4.

3dB

3dB

Band1 Cutoff Band4 Cutoff

0dB

+Gain

–Gain Band1 Type=Peaking
Band1 Type=Shelving Low

Band4 Type=Peaking
Band4 Type=Shelving High

Parametric 4EQ - Band1, Band4 Type

Band2 Cutoff

Band2 Cutoff

0dB

+6dB

+15dB

Band2 Gain[dB]= +6.0
Band2 Gain Mod Amount[dB]= +9.0

D-mod

0dB

+6dB

–�9dB

Band2 Gain[dB]= +6.0
Band2 Gain Mod Amount[dB]= –15.0

D-mod

Parametric 4EQ - Band2 Gain Mod

  ▪ e, f, g, h: Q

These parameters set the bandwidth of each equalizer. The higher the value, the 
narrower the band becomes.
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  ▪ d: Band2 Dynamic Gain Src

  ▪ d: Amt [dB]

You can control the gain of Band 2 using the modulation source.

Stereo 6 Band EQ
This is the same as the Stereo Parametric 4EQ effects, but with the addition of a 
high-pass and a low-pass filter (see Stereo Parametric 4EQ on page 1212).
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Stereo Graphic 7EQ
This is a stereo 7-band graphic equalizer. The bar graph of the gain setting for 
each band gives you a clear, visual idea of frequency responses. You can select a 
center frequency setting for each band from twelve types, according to the sound.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Band1 Band2 Band3 Band4Trim

Trim

Band5 Band6 Band7 

Band1 Band2 Band3 Band4 Band5 Band6  Band7 

a Type 1:Wide1,2:Wide2,
3:Wide3,4:HalfWide
1,5:HalfWide2,6:Half
Wide3,7:Low, 
8:WideLow,9:Mid,
10:WideMid,11:High,
12:WideHigh

Selects a combination of center frequencies for
eachband

b Trim 0…100 Setstheinputlevel

c Band1[dB] –18.0…+18.0 SetsthegainofBand1

d Band2[dB] –18.0…+18.0 SetsthegainofBand2

e Band3[dB] –18.0…+18.0 SetsthegainofBand3

f Band4[dB] –18.0…+18.0 SetsthegainofBand4

g Band5[dB] –18.0…+18.0 SetsthegainofBand5

h Band6[dB] –18.0…+18.0 SetsthegainofBand6

i Band7[dB] –18.0…+18.0 SetsthegainofBand7

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Type

This parameter selects a combination of center frequencies for each band. The 
center frequency of each band is shown in the right of the screen.

You can configure a 21-Band Graphic EQ ranging from 80 Hz to 18 kHz if you 
route three Graphic 7-Band EQ effects in series, with a setting of 7:Low, 9:Mid, 
and 11:High for each EQ.
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St.Exciter/Enhncr (Stereo Exciter/Enhancer)
This effect is a combination of the Exciter, which adds a punch to the sound and 
the Enhancer, which adds spread and presence.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

EQ Trim

LEQ HEQ

EQ Trim

Delay

Delay

Depth

D-mod

Exciter

Exciter
Enhancer

a ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

Src Off…Tempo SelectsthemodulationsourceoftheExciterinten-
sity

Amt –100…+100 SetsthemodulationamountoftheExciterintensity

b EmphasisFreq 0…70 Setsthefrequencytobeemphasized

Src Off…Tempo Selectsthemodulationsourceofthefrequencyto
beemphasized

Amt –70…+70 Setstheamountofmodulationofthefrequencyto
beemphasized

c EnhancerDelayL
[msec]

0.0…50.0 SetsthedelaytimefortheEnhancerleftchannel

d EnhancerDelayR
[msec]

0.0…50.0 SetsthedelaytimefortheEnhancerrightchannel

e EnhancerDepth 0…100 SetsthedeterminestowhatdegreetheEnhancer
effectisapplied

Src Off…Tempo Selects the modulation source of the Enhancer
width

Amt –100…+100 SetsthemodulationamountoftheEnhancerwidth

f EQTrim 0…100 Setsthe2-bandEQinputlevel

g PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)ofthe
low-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer
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h PreLEQGain[dB] –15.0…+15.0 GainoftheLoEQ

PreHEQGain[dB] –15.0…+15.0 GainoftheHighEQ

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Exciter Blend

This parameter sets the depth (intensity) of the Exciter effect. Positive values give 
a frequency pattern (to be emphasized) different from negative values.

  ▪ b: Emphasis Freq

This parameter sets the frequency to be emphasized. Higher values will empha-
size lower frequencies.

  ▪ c: Enhancer Delay L [msec]

  ▪ d: Enhancer Delay R [msec]

These parameters set the delay time for the Enhancer left and right channel. 
Specifying a slightly different delay time for the left and right channel will add a 
stereo image, depth, and width to the sound.
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Stereo Isolator
This is a stereo effect that separates the input signal into low, mid, and high-fre-
quency bands, and controls the volume of each band independently. For example 
you can separately boost or cut the kick, snare, and hi-hat sounds from a drum 
signal in realtime.

D-mod

D-mod

D-mod

Left

Right

FX Amt

FX Amt

Stereo  In - Stereo Out

Trim

Isolator

Low

Mid

High

Trim

Low

Mid

High

a Trim 0…100 Setstheinputlevel

b Low/Mid[Hz] 100…500 Sets the frequency at which the low and mid
bandsaredivided

c Mid/High[Hz] 2000…6000 Sets the frequency at which themid and high
bandsaredivided

d LowGain[dB] –Inf, 
–59…+12

Setsthelow-frequencygain

Src Off…Tempo Selects the source that willmodulate low-fre-
quencygain

Amt –72…+72 Setstheamountbywhichthelow-frequencygain
willbemodulated

e MidGain[dB] –Inf,–59…+12 Setsthemid-frequencygain

Src Off…Tempo Selectsthemodulationsourceformid-frequency
gain

Amt –72…+72 Setstheamountbywhichthemid-frequencygain
willbemodulated
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f HighGain[dB] –Inf,–59…+12 Setsthehigh-frequencygain

Src Off…Tempo Selectsthemodulationsourceforhigh-frequency
gain

Amt –72…+72 Sets the amount by which the high-frequency
gainwillbemodulated

g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Wah / Auto Wah
This stereo wah effect allows you to create sounds from vintage wah pedal simula-
tion to auto-wah simulation, and much broader range settings.

Stereo In - Stereo Out

D-mod

Envelope Sens
Envelope Shape

Response

FX Amt

Wah
Sweep Mode

D-mod
Auto

Left

Right FX Amt

LFO
LFO

Wah

+
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a FrequencyBottom 0…100 Setsthelowerlimitofthewahcenterfrequency

FrequencyTop 0…100 Setstheupperlimitofthewahcenterfrequency

b SweepMode Auto,D-mod, 
LFO

Selects the control from auto-wah, modulation
source,andLFO

Src Off…Tempo Selectsthemodulationsourceforthewahwhen
SweepMode=D-mod

Respon 0…100 SetstheresponsespeedwhenSweepMode=Auto
orD-mod

c EnvelopeSens 0…100 Setsthesensitivityofauto-wah

EnvelopeShape –100…+100 Setsthesweepcurveofauto-wah

d LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

e MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … Selects the type of notes that specify the LFO
speed

Times x1…x32 Sets the number of notes that specify the LFO
speed

f Resonance 0…100 Setstheresonanceamount

LowPassFilter Off,On Switchesthewahlowpassfilteronandoff

g OutputLevel 0…100 Setstheoutputleveloftheeffectsound

Src Off…Tempo Selectsthemodulationsourcethatwillcontrolthe
effectoutputlevel

Amt –100…+100 Setsthemodulationamountoftheeffectoutput
level

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource



Effectparameters |1223

  ▪ a: Frequency Bottom

  ▪ a: Frequency Top

The sweep width and direction of the wah filter are determined by the “Frequency 
Top” and “Frequency Bottom” settings.

Max
D-mod

Frequency

Bottom=25

Top=75

H
ig

he
r

MaxZero
Higher D-mod

Frequency

Bottom=60

Top=30

H
ig

he
r

Zero
Higher

Frequency

Bottom=25

Top=75

H
ig

he
r

Frequency

Bottom=75

Top=25

H
ig

he
r

Sweep Mode=Auto

Envelope EnvelopeTime

Wah

Woo Woo

Woo

Envelope

Wah Wah

Time

Woo

Woo

Wah

Wah

Sweep Mode=D-mod

  ▪ b: Sweep Mode

This parameter changes the wah control mode. Setting “Sweep Mode” to Auto will 
select an auto-wah that sweeps according to envelope changes in the input signal 
level. Auto-wah is frequently used for funk guitar parts and clav sounds.

When “Sweep Mode” is set to D-mod, you can control the filter directly via the 
modulation source in the same way as a wah pedal.

When “Sweep Mode” is set to LFO, the effect uses LFO to sweep in cycle.

  ▪ c: Envelope Sens

This parameter sets the sensitivity of auto-wah. Increase the value if the input 
signal is too low to sweep. Reduce the value if the input signal is so high that the 
filter is stopped temporarily.
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  ▪ c: Envelope Shape

This parameter determines the sweep curve for auto-wah.

Time

Level

Envelope

value = 0...–100
value = 0...+100

Envelope Shape

  ▪ d: LFO Frequency [Hz]

  ▪ e: MIDI Sync

When “MIDI/Tempo Sync”=Off, the LFO speed uses the LFO Frequency parameter 
setting. When “MIDI/Tempo Sync”=On, the LFO speed follows the “BPM”, “Base 
Note”, and “Times” settings.

  ▪ e: BPM

  ▪ e: Base Note

  ▪ e: Times

One cycle of LFO sweep is obtained by multiplying the length of a note (  … ) 
(selected for “Base Note”, in relation to the tempo specified in “BPM”, or the MIDI 
Clock tempo if “BPM” is set to MIDI) by the number specified in the Times param-
eter.
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Stereo Vintage Wah
This effect simulates the tonal character of a vintage wah pedal. You can custom-
ize the tone and range settings.

Mode
Preset Setting

Custom Parameters

Stereo In - Stereo Out

D-mod

Envelope Sens

Shape / Invert
Response

FX Amt

Wah
Sweep Mode

D-mod
Auto

Left

Right FX Amt

LFO
LFO

Wah

+

a Mode Preset,
Custom

Selectseitherpresetorcustomsettings

Shape –100…+100 Setsthecurveofthesweep

Invert Off,On Invertsthepolarityofthesweep

b FrequencyBottom 0…100 Sets the lower limitof thewahcenter frequency
whenMode=Custom

FrequencyTop 0…100 Setstheupper limitofthewahcenterfrequency
whenMode=Custom

c ResonanceBottom 0…100 Sets the lower limit of resonance amount when
Mode=Custom

ResonanceTop 0…100 Sets the upper limit of resonance amountwhen
Mode=Custom

d SweepMode Auto, 
D-mod, 
LFO

Selects the control from auto-wah, modulation
source,andLFO

Src Off…Tempo Selects themodulationsource for thewahwhen
SweepMode=D-mod

Manual 0…100 SetsthecenterfrequencywhenSweepMode=D-
modandSource=Off

e EnvelopeSens 0…100 Setstheauto-wahsensitivity

Response 0…100 SetsthespeedofresponsewhenSweepMode=Auto
orD-mod



1226| EffectsfortheSounds

f LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

g MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 Sets the number of notes that specify the LFO
speed

h OutputLevel 0…100 Setstheoutputleveloftheeffectsound

Src Off…Tempo Selectsthemodulationsourcethatwillcontrolthe
effectoutputlevel

Amt –100…+100 Setsthemodulationamountoftheeffectoutput
level

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Shape

This parameter specifies the sweep curve of the wah. It applies to all control via 
auto-wah, modulation source, and LFO, and lets you adjust subtle nuances of the 
wah effect.

  ▪ a: Mode

  ▪ b: Frequency Bottom

  ▪ b: Frequency Top

  ▪ c: Resonance Bottom

  ▪ c: Resonance Top

If Mode=Preset, this simulates a vintage wah pedal. In this case, internally fixed 
values are used for Frequency Bottom/Top and Resonance Bottom/Top, and these 
settings will be ignored. The settings for Frequency Bottom/Top and Resonance 
Bottom/Top are valid if Mode=Custom.
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Stereo Random Filter
This stereo band pass filter uses a step-shape waveform and random LFO for 
modulation. You can create a special effect from filter oscillation.

Filter

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Filter

LFO Phase

LFO: Step-Tri/Random

a LFOWaveform Step-Tri,
Random

SelectstheLFOWaveform

LFOPhase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

b LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsthemodulationsourceusedforbothLFO
speedandstepspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

c LFOStepFreq[Hz] 0.05…50.00 Sets theLFOstep speed (speed that changes in
steps

Amt –50.00… 
+50.00

SetsthemodulationamountofLFOstepspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 Sets the number of notes that specify the LFO
speed
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e StepBaseNote … SelectsthetypeofnotestospecifytheLFOstep
speed

Times x1…x32 SetsthenumberofnotestospecifytheLFOstep
speed

f Manual 0…100 Setsthefiltercenterfrequency

Src Off…Tempo Selectsthemodulationsourceforthefiltercenter
frequency

Amt –100…+100 Sets themodulationamount for thefiltercenter
frequency

g Depth 0…100 Setsthemodulationdepthoffiltercenterfrequency

Src Off…Tempo Selectsthemodulationsourceoffiltermodulation

Amt –100…+100 Setsthemodulationamountoffiltermodulation

h Resonance 0…100 Setstheresonanceamount

i Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: LFO Phase [degree]

Offsetting the left and right phases alters how modulation is applied to the left 
and right channels, creating a swelling affect.

0 +90 +180 [degree]

0 [degree]–90–180

LFO Phase
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  ▪ a: LFO Waveform

  ▪ b: LFO Frequency [Hz]

  ▪ c: LFO Step Freq [Hz]

When “LFO Waveform” is set to Step-Tri, LFO is a step-shape, triangle wave-
form. The “LFO Frequency” parameter sets the original triangle waveform speed. 
Changing the “LFO Step Freq” parameter enables you to adjust the width of the 
steps.

When “LFO Waveform” is set to Random, the “LFO Step Freq” parameter uses a 
random LFO cycle.

Step Frequency

LFO Frequency

Step Frequency
Step-Tri Random

Random Filter LFO

  ▪ d: BPM

  ▪ e: Step Base Note

  ▪ e: Times

The width of an LFO step, or a cycle of random LFO, is obtained by multiplying the 
length of a note ( … ) (selected for “Step Base Note”, in relation to the tempo 
specified in “BPM,” or the MIDI Clock tempo if “BPM” is set to MIDI) by the number 
specified in the “Times” parameter.

  ▪ i: Wet/Dry

The effect sound’s phase will be reversed when you set this parameter in the 
negative range of values.
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Stereo Multi Mode Filter
This is a multi-mode filter with four types; low pass, high pass, band pass, and 
band reject. You can use LFO or dynamic modulation to vary the cutoff frequency 
or resonance.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Multimode Filter Driver

Driver

Trim Output

OutputTrim

LFO Phase

LFO: Tri / Sine LFO Shape

LPF

HPF

BPF

BRF

Filter Type

Multimode Filter

a Type LPF,HPF,
BPF,BRF

Selectsthetypeoffilter

Trim 0…100 Setstheinputlevel

b Cutoff 0…100 Setsthecutofffrequency(centerfrequency)

Src Off…Tempo Selectsthemodulationsourceofthecutoff

Amt –100…+100 Setsthemodulationamountofthecutoff

c Resonance 0…100 Setstheresonanceamount

Src Off…Tempo Selectsthesourcethatwillmodulatetheamount
ofresonance

Amt –100…+100 Sets the amountbywhich the resonancewill be
modulated

d LFOWaveform Triangle,Sine SelectstheLFOWaveform

Phase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

Depth 0…100 SetsthedepthtowhichtheLFOwillmodulatethe
cutofffrequency
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e LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

f MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 Sets the number of notes that specify the LFO
speed

g DriveSW Off,On Switchesdistortionon/offwithinthefilter

OutputLevel 0…100 Setstheoutputlevel

h DriveGain 0…100 Setsthedistortionamount

LowBoost 0…100 Setstheamountoflow-rangeboost

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Talking Modulator
This effect adds an unusual character, like a human voice, to the input signal. 
Modulating the tone via dynamic modulation, you can create an interesting effect 
that sounds as if the guitar or synthesizer is talking.

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out 
Left

Right

FX Amt

FX Amt

+

D-mod
Voice Top: A

Voice Center: I
Voice Bottom: U

A - I - U - E - OTalking Modulator

LFO
D-mod

LFO

Sweep Mode
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a SweepMode D-mod,LFO Switchesbetweenmodulationsourcecontroland
LFOcontrol

b ManualVoiceControl Bottom,
1…49,Center,
51…99,Top

Voicepatterncontrol

Src Off…Tempo Selects themodulation source that controls the
voicepattern

c VoiceTop A,I,U,E,O Selectsavowelsoundatthetopendofcontrol

d VoiceCenter A,I,U,E,O Selectsavowelsoundinthecenterofcontrol

e VoiceBottom A,I,U,E,O Selectsavowelsoundatthebottomendofcontrol

f FormantShift –100…+100 Setsthefrequencytowhichtheeffectisapplied

Resonance 0…100 SetstheLevelofresonanceofthevoicepattern

g LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

h MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 Sets the number of notes that specify the LFO
speed

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ c: Voice Top

  ▪ d: Voice Center

  ▪ e: Voice Bottom

These parameters assign vowels to the top, center, and bottom position of the 
controller.
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For example, when “Voice Top”=A, “Voice Center”=I, and “Voice Bottom”=U:

If “Sweep Mode”is set to D-mod and Ribbon is selected as the modulation source, 
moving your finger from the right to left of the ribbon controller will change the 
sound from “a” to “i,” then “u.”

If Sweep Mode is set to LFO, the sound will change cyclically from “a” to “i,” “u,” 
“i,” then “a.”

+ MaxZeroD-mod
– Max

Voice Bottom Voice Center Voice Top

U

I

AA

O

E

JS X
Ribbon

JS +Y
JS –Y
etc… 

Zero
+ Max

Talking Modulator Control

  ▪ f: Formant Shift

This parameter adjusts the frequency level to which the effect is applied. If you 
wish to apply the effect to a higher-range sound, set this parameter to a higher 
value; to apply the effect to a lower-range sound, set this to a lower value.

  ▪ f: Resonance

This parameter sets the intensity of resonance for the voice pattern. A larger 
value will add more character to the sound.
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2 Voice Resonator
This effect resonates the input signal at a specified pitch. You can set the pitch, 
output level, and pan settings for two resonators individually. You can control the 
resonance intensity via an LFO.

Left

Right

Resonance

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

High Damp

High DampTrim

Trim

+

Level

Level Pan

Pan

Control Mode

D-mod

LFO

Manual

Invert: On/Off

Resonator

Resonator

Pitch, Fine [cents]

a ControlMode Manual,LFO,
D-mod

Switchesthecontrolsofresonanceintensity

LFO/D-mod
Invert

Off,On ReversestheVoice1and2controlwhenLFO/D-mod
isselected

b LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

D-modSrc Off…Tempo Selectsthemodulationsourcethatcontrolsresonance
intensity

c MIDISync Off,On When this is on, theLFOspeed is setbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00…300.00

MIDIsyncstothesystemtempo;40–300setsthetem-
pomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

d Mod.Depth –100…+100 Sets the amount of resonance intensity control via
LFO/D-mod

Trim 0…100 Setstheinputlevelattheresonator

e Voice1:Pitch C0…B8 Setsthevoice1Pitchforresonance

Fine[cents] –50…+50 Fine-adjuststhevoice1pitchforresonance

Level 0…100 SetstheVoice1outputlevel
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f Voice1:
Resonance

–100…+100 SetstheintensityofresonancewhenControlMode=
Manual

HighDamp[%] 0…100 Setsthedampingamountofresonantsoundinthehigh
range

Pan L6…L1,C,R1…
R6

SetstheVoice1stereoimage

g Voice2:Pitch C0…B8 Setsthevoice2Pitchforresonance

Fine[cents] –50…+50 Fine-adjuststhevoice2pitchforresonance

Level 0…100 SetstheVoice2outputlevel

h Voice2:
Resonance

–100…+100 SetstheintensityofresonancewhenControlMode=
Manual

HighDamp[%] 0…100 Setsthedampingamountofresonantsoundinthehigh
range

Pan L6…L1,C,R1…
R6

SetstheVoice2stereoimage

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Control Mode

  ▪ f: Voice 1: Resonance

  ▪ h: Voice 2: Resonance

This parameter determines the resonance intensity.

When “Control Mode” = Manual, the “Resonance” parameter sets the intensity of 
resonance. If the “Resonance” parameter has a negative value, harmonics will be 
changed, and resonance will occur at a pitch one octave lower.

When “Control Mode” = LFO, the intensity of resonance varies according to the 
LFO. The LFO sways between positive and negative values, causing resonance to 
occur between specified pitches an octave apart in turn.

When “Control Mode” = D-mod, the resonance is controlled by the dynamic modu-
lation source. If JS X or Ribbon is assigned as the modulation source, the pitch 
an octave higher and lower can be controlled, similar to when LFO is selected for 
Control Mode.
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  ▪ a: LFO/D-mod Invert

When “Control Mode” = LFO or D-mod, the controlled phase of either Voice 1 or 
2 will be reversed. When the resonance pitch is set for Voice 1 (Resonance has a 
positive value), Voice 2 will resonate at a pitch an octave below (Resonance has 
a negative value).

  ▪ f: Voice 1: Pitch

  ▪ f: Fine [cents]

  ▪ h: Voice 2: Pitch

  ▪ h: Fine [cents]

The Pitch parameter specifies the pitch of resonance by note name. The “Fine” 
parameter allows for fine adjustment in steps of cents.

  ▪ g: High Damp [%]

  ▪ i: High Damp [%]

This sets the amount of damping amount for the high frequencies of the resonant 
sound. Lower values create a metallic sound with a higher range of harmonics.
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P4EQ + Exciter
This effect combines a mono four-band parametric equalizer and an exciter.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Trim
+ Exciter

Parametric 4Band EQ Exciter

P4EQ

a [E]Trim 0…100 SetstheparametricEQinputlevel

b [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

c [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

d [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

e [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

EXCITER

f [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

g [X]EmphasisFreq 0…70 Setsthefrequencyrangetobeemphasized

h Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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P4EQ + Wah
This effect combines a mono four-band parametric equalizer and a wah. You can 
change the order of the connection.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Trim
+

Parametric 4Band EQ
Routing

Wah/Auto Wah

D-mod

Envelope
Sweep Mode

D-mod
Auto

LFO
LFO

Wah

P4EQ

a [E]Trim 0…100 SetstheparametricEQinputlevel

Routing P4EQ›Wah, 
Wah›P4EQ

Changestheorderoftheparametricequalizer
andwahconnection

b [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

c [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

d [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

e [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

WAH

f [W]FrequencyBottom 0…100 Setsthelowerlimitofthewahcenterfrequency

FrequencyTop 0…100 Setstheupperlimitofthewahcenterfrequency
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g [W]SweepMode Auto, 
D-mod, 
LFO

Selectsthecontrolfromauto-wah,modulation
source,andLFO

Src Off…Tempo Selectsthemodulationsourceforthewahwhen
SweepMode=D-mod

h [W]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Resonance 0…100 Setstheresonanceamount

LPF Off,On Switchesthewahlowpassfilteronandoff

i [W]Wet/Dry Dry,1:99…
99:1,Wet

Setsthewaheffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
wah

Amt –100…+100 Sets theWet/Drymodulationamount for the
wah

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Vocoder
This effect applies the timbral character of a different signal (the modulator) to 
the input signal (the carrier).

A common use of this effect is to produce the sound of various instruments by in-
putting a voice to the Modulator via a microphone. A special effect is also achieved 
by using rhythm or effect sounds. Strings or distortion guitar sounds with a lot of 
harmonics are suitable as Carrier signals.

When this effect is selected, the microphone input no longer goes to the Voice 
Processor, but is routed to this FX processor.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Stereo In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Band Pass Filter
Envelope

Carrier Trim

Modulator Trim

Modulator High Mix

Noise
Generator

Noise Level

+
+

FX Control BUS 1
FX Control BUS 2

Modulator Source

Modulator Select

++

a CarrierTrim 0...100 Setsthecarrierinputlevel

b Modulator
Trim

0...100 Setsthemodulatorinputlevel

c Modulator
Source

Input,FXControl
1,FXControl2

ChooseeitherFXControl 1or2 toselect themicro-
phoneinputasthemodulator.
Choose FX Control 1 for the Left Line input, or FX
Control2fortheRightLineinput.
ChooseInputtousetheSoundasthemodulator.Ifyou
wanttousethekeyboardasthemodulator,applythe
VocodereffecttooneoftheUpperSounds.

d Modulator
Select

L/RMix,LOnly, 
ROnly

Selectswhethertousetheleft/rightmix,onlyleft,or
onlyrightofthemodulatorinput

e FormantShift –2...+2 Setstheheightofthefrequencyforthevocodereffect

f Response 0...100 Setsthespeedoftheresponsetothemodulatorinput
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g NoiseLevel 0...100 SetsthenoisemixleveltotheCarrier

Src Off...Tempo Selectsthemodulationsourceforthenoisemixlevel

Amt –100...+100 Setsthemodulationamountforthenoisemixlevel

h Modulator
HighMix

0...100 Setsthehigh-rangeoutputlevelofthemodulator

i LowGain[dB] –12...+12 Setsthelow-rangeoutputlevelofthevocoder

HighGain[dB] –12...+12 Setsthehigh-rangeoutputlevelofthevocoder

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ e: Formant Shift

By offsetting the Carrier filter, you can adjust the height of the frequency range 
to which the vocoder effect is applied. The tonal quality will change significantly.

  ▪ g: Noise Level

This parameter enables you to mix white noise with the Carrier.

  ▪ h: Modulator High Mix

This parameter sets the high-range output level of the modulator sound. If the 
modulator is a human voice, it will make the words more clear.

  ▪ Using the vocoder with the microphone input

When programming the Vocoder, you can start from one of the specially pro-
grammed Vocoder Keyboard Sets (in the Synth group) as templates.

To use a voice from a microphone as a modulator:

1 Turn the microphone channel off (you can use BUTTON #1 while in the MAIN 
mode of the CONTROL section).

2 Connect a microphone to the MIC audio input.

3 Set Modulator Source to FX Control 1.

4 Speak into the microphone while you use the GAIN knob (next to the MIC 
input) to adjust the level as high as possible without allowing distortion to occur.
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With these settings, the sound from the microphone will be used as the modulator. 
While you play, speak into the mic; it will sound as though the instrument is talking.

If the effect sound is distorted, adjust the Carrier Trim and Modulator Trim.

Please remember to set the Carrier track’s Dry parameter to Off, and the Send 
value to 127.

You can add reverb to the Vocoder, by way of the to MFX1 parameter.
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VOX Wah
This effect is modeled on two legendary VOX wah pedals: the V847 and the V848 
Clyde McCoy model. Thanks to their unique ‘throaty’ tone, these are the only 
wah pedals that many professionals will consider putting under their feet. Played 
musically, they can make your melody lines cry like a baby—or howl like a man 
possessed!

A great tonal trick is to find a ‘sweet spot’ within the range of the Wah pedal and 
then leave it there. This ‘stuck-Wah’ can be very effective when used tastefully, 
producing a distinctive sound that will cut through any mix.

D-mod

Auto Sensitivity
Envelope

Mode

Pedal

Auto

Wet / Dry
Left

Right
Wet / Dry

+ Wah

Attack / Polarity

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out 

a Type V847,V848 Effectmodel

b Open 0…99 Levelwhenopen

Close 0…99 Levelwhenclose

c Mode Auto,Pedal Selectseitherautoorpedalmode

d PedalSource Off…Tempo Selectsthemodulationsourcewheninpedalmode

PedalManual 0…99 Levelwheninpedalmode

e AutoSensivity 0…100 Sensitivitywheninautomode

AutoPolarity Up,Down Polaritywheninautomode

AutoAttack 0…99 Attacktime
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f Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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VOX Treble Booster
Vintage booster of high frequencies.

a Drive 0...99 Amountoftheboosteffect

b Level 0...99 Generallevel

c Tone 0…100 Toneoftheeffect

d Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Frequency

Stereo Sub Oscillator
This effect adds very low frequencies to the input signal. It is very useful when 
simulating a roaring drum sound or emphasizing powerful low range. This effect 
is different from the equalizer in that you can add very low range harmonics. You 
can also adjust the oscillator frequency to match a particular note number, for 
use as an octaver.

FX Amt

Note No.
OSC Mode

Fixed

Note (Key Follow)

Sine OscillatorFixed Frequency
Pitch

Note Interval, Fine

Stereo In - Stereo Out

Left

Right
FX Amt

Envelope Sens
Envelope Shape

Envelope Shape

D-mod

Pre LPF

Envelope Sens Pre LPF

a OSCMode Note(Key
Follow),Fixed

Determineswhethertheoscillatorfrequencyfol-
lowsthenotenumberorwhetheritisfixed

b NoteInterval –48…0 Sets the pitch difference from the note number
whenOSCMode=Note(KeyFollow)

NoteFine –100…+100 Fineadjustmentoftheoscillatorfrequency

c FixedFrequency[Hz] 10.0…80.0 SetstheoscillatorfrequencywhenOSCMode=Fixed

Src Off…Tempo Selectsthemodulationsourcefortheoscillatorfre-
quencywhenOSCMode=Fixed

Amt –80…+80 Setstheoscillatorfrequencymodulationamount
whenOSCMode=Fixed

d EnvelopePreLPF 1…100 Sets the upper limit of the frequency range for
whichverylowharmonicsareadded

e EnvelopeSens 0…100 Setsthesensitivitywithwhichverylowharmonics
areadded

EnvelopeShape –100…+100 Setstheoscillator’svolumeenvelopecurve
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f Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: OSC Mode

  ▪ b: Note Interval

  ▪ b: Note Fine

The “OSC Mode” parameter selects the oscillator operation mode. When Note 
(Key Follow) is selected, the oscillator’s frequency is determined based on the 
note number, allowing you to use it as an octaver. The “Note Interval” parameter 
sets the pitch offset from the original note number by semitone steps. The “Note 
Fine” parameter allows you to fine-tune in steps of cents.

  ▪ d: Envelope Pre LPF

This parameter sets the upper limit of the frequency range to which very low 
harmonics are added. Adjust this parameter if you do not want to add lower har-
monics to the higher range.
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Grain Shifter
This effect cuts extremely short samples (‘grains’) from the input signal waveform 
and plays them repeatedly, giving a mechanical character to the sound.

+

Left

Right

Sample Cycle

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

LFO

D-mod Trigger

Grain Shifter

a Duration 0…100 Setsthedurationofthegrain

Src Off…Tempo Selectsthesourcethatwillmodulatethedurationofthe
grain

Amt –100…+100 Sets the amount by which the grain duration will be
modulated

b LFOSyncSrc Off…Tempo SelectsthemodulationsourcethatwillresettheLFO

c LFOSample
Cycle[Hz]

0.02…20.00 Setsthefrequencyatwhichthegrainwillbeswitched

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,BaseNote,
andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed
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e Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Duration

  ▪ c: LFO Sample Cycle [Hz]

Duration sets the length of the sampled grain, and the LFO Sample Cycle controls 
how often a new grain is sampled. In between Sample Cycles, the current grain is 
repeated continuously. 

In

Out

Sample Cycle / Duration

Sample Cycle

Duration
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Detune
Using this effect, you can obtain a detune effect that offsets the pitch of the effect 
sound slightly from the pitch of the input signal. Compared to the chorus effect, 
a more natural sound thickness will be created.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Input Level

Input Level

+
High Damp

Delay

Feedback

Detune

a PitchShift[cents] –100…+100 Setsthepitchdifferencefromtheinputsignal

Src Off…Tempo Selectsamodulationsourceforpitchshift

Amt –100…+100 Setsthemodulationamountforpitchshift

b DelayTime[msec] 0…1000 Setsthedelaytime

c Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

d InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

e Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ d: Input Level Dmod [%]

  ▪ d: Src

This parameter sets the dynamic modulation of the input level.

Input Level

Lo
ud

er

MaxZero
Higher D-mod

Input Level

MaxZero
Higher D-mod

x1.0

x0.5 Input Level Dmod= +100
Input Level Dmod= +50

Lo
ud

er

x1.0

x0.5

Input Level Dmod= –100
Input Level Dmod= –50

Input Level Dmod
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Pitch Shifter
This effect changes the pitch of the input signal. You can select from three types: 
Fast (quick response), Medium, and Slow (preserves tonal quality). You can also 
create an effect in which the pitch is gradually raised (or dropped) using the delay 
with feedback.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Input Level

Input Level

+
High Damp

Delay

Feedback

Pitch Shifter

Feedback Position

Pre Post

a Mode Slow,Medium,
Fast

SwitchesPitchShiftermode

b PitchShift
[1/2tone]

–24…+24 Setsthepitchshiftamountbystepsofasemitone

Src Off…Tempo Selectsthemodulationsourceofpitchshiftamount

Amt –24…+24 Setsthemodulationamountofpitchshiftamount

c Fine[cents] –100…+100 Setsthepitchshiftamountbystepsofacent

Amt –100…+100 Setsthemodulationamountofpitchshiftamount

d DelayTime
[msec]

0…2000 Setsthedelaytime

e Feedback
Position

Pre,Post Switchesthefeedbackconnection

f Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g InputLevel
Dmod[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel
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h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Mode

This parameter switches the pitch shifter operating mode. With Slow, tonal quality 
will not be changed too much. With Fast, the effect becomes a Pitch Shifter that 
has a quick response, but may change the tone. Medium is in-between these two. 
If you do not need to set too much pitch shift amount, set this parameter to Slow. 
If you wish to change the pitch significantly, use Fast.

  ▪ b: Pitch Shift [1/2tone]

  ▪ b: Src

  ▪ b: Amt

  ▪ c: Fine [cents]

  ▪ c: Amt

The amount of pitch shift will use the value of the Pitch Shift plus the Fine value. 
The amount of modulation will use the b: Amt value plus the c: Amt.

The same Modulation Source is used for both Pitch Shift and Fine.

  ▪ e: Feedback Position

  ▪ f: Feedback

When Feedback Position is set to Pre, the pitch shifter output is again input to 
the pitch shifter. Therefore, if you specify a higher value for the Feedback param-
eter, the pitch will be raised (or lowered) more and more each time feedback is 
repeated.

If Feedback Position is set to Post, the feedback signal will not pass through the 
pitch shifter again. Even if you specify a higher value for the Feedback parameter, 
the pitch-shifted sound will be repeated at the same pitch.
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Pitch Shifter BPM
This pitch shifter enables you to set the delay time to match the song tempo.

BPM
BPM Base Note x Times

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Input Level

Input Level

+
High Damp

Delay

Feedback

Pitch Shifter

Feedback Position

Pre Post

Tempo

a Mode Slow,
Medium,
Fast

SwitchesPitchShiftermode

b PitchShift[1/2tone] –24…+24 Setsthepitchshiftamountinstepsofasemitone

Src Off…Tempo Selectsthemodulationsourceofpitchshiftamount

Amt –24…+24 Setsthemodulationamountofpitchshiftamount

c Fine[cents] –100…+100 Setsthepitchshiftamountinstepsofonecent

Amt –100…+100 Setsthemodulationamountofpitchshiftamount

d BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

TimeOver? ---,OVER! Displaysanerrormessagewhenthedelaytimeex-
ceedstheupperlimit

e DelayBaseNote … Selectsthetypeofnotestospecifythedelaytime

Times x1…x32 Setsthenumberofnotestospecifythedelaytime

f FeedbackPosition Pre,Post S w i t c h e s  t h e  f e e d b a c k 
connection

g Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange
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h InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ d: BPM

  ▪ e: Delay Base Note

  ▪ e: Times

The delay time is the duration of “Times” number of “Delay Base Note” note values 
at the “BPM” tempo (or if “BPM” is set to MIDI, the tempo determined by MIDI 
Clock).

  ▪ d: Time Over?

You can set the delay time up to 5,290msec. If the delay time exceeds this limit, 
the error message “OVER!” appears on the display. Set the delay time parameters 
so that this message will not appear. “Time Over?” is only a display parameter.



Effectparameters |1257

Pitch Shift Mod
This effect modulates the detuned pitch shift amount using an LFO, adding a clear 
spread and width to the sound by panning the effect sound and dry sound to the 
left and right. This is especially effective when the effect sound and dry sound 
output from stereo speakers are mixed.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

LFO: Tri / Sqr

Pan

+ Pitch Shifter

a PitchShift[cents] –100…+100 Setsthepitchdifferencefromtheinputsignal

b LFOWaveform Triangle,Square SelectstheLFOWaveform

c LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

e Depth –100…+100 SetstheLFOmodulationdepthforpitchshiftamount

Src Off…Tempo Selectsthemodulationsourceofthedepthofmodu-
lation

Amt –100…+100 Setsthemodulationamountofthedepthofmodula-
tion

f Pan L,1:99…99:
1,R

Setsthepanningeffectsoundanddrysoundsepa-
rately
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g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Pitch Shift [cents]

  ▪ e: Depth

These parameters set the amount of pitch shift and amount of modulation by 
means of the LFO.

Pitch

H
ig

he
r

Pitch Shift Mod - Pitch Shift / Depth

Lo
w

er

Original Pitch
Pitch Shift (+ value)

LFO Waveform=Triangle
Depth (+value)

LFO Waveform=Square
Depth (–value)

  ▪ g: Pan

  ▪ h: Wet/Dry

The Pan parameter pans the effect sound and dry sound to the left and right. With 
L, the effect sound is panned left, and the dry sound is panned right. With a Wet/
Dry = Wet setting, the effect and dry sound will be output in a proportion of 1:1.
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Stereo Pitch Shifter
This is a stereo pitch shifter. The pitch shift amount for the left and right channels 
can be reversed from each other.

Left

Right

Feedback Spread

FX Amt

FX Amt

Stereo In - Stereo Out

High Damp

High Damp

Input Level

Input Level

Feedback Position
Pre

Pre

Post

Post

DelayPitch Shifter

DelayPitch Shifter

a Mode Slow,
Medium,Fast

SwitchesPitchShiftermode

L/RPitch Normal, 
Up/Down

Determines whether or not the L/R pitch shift
amountisinverted

b PitchShift[1/2tone] –24…+24 Setsthepitchshiftamountinstepsofasemitone

Src Off…Tempo Selectsthemodulationsourceofpitchshiftamount

Amt –24…+24 Setsthemodulationamountofpitchshiftamount

c Fine[cents] –100…+100 Setsthepitchshiftamountinstepsofonecent

Amt –100…+100 Setsthemodulationamountofpitchshiftamount

d LDelay[msec] 0…2000 Setsthedelaytimefortheleftchannel

e RDelay[msec] 0…2000 Setsthedelaytimefortherightchannel

f Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g FeedbackPosition Pre,Post Switchesthefeedbackconnection

Spread –100…+100 Setsthewidthofthestereoimageoftheeffectsound

h InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinputlevel
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i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: L/R Pitch

When you select Up/Down for this parameter, the pitch shift amount for the right 
channel will be reversed. If the pitch shift amount is positive, the pitch of the left 
channel is raised, and the pitch of the right channel is lowered.
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Stereo Pitch Shifter BPM
This stereo pitch shifter enables you to set the delay time to match the song 
tempo.

Tempo
BPM

BPM Base Note x Times
Base Note x Times

Left

Right

Feedback Spread

FX Amt

FX Amt

Stereo In - Stereo Out

High Damp

High Damp

Input Level

Input Level

Feedback Position
Pre

Pre

Post

Post

DelayPitch Shifter

DelayPitch Shifter

a Mode Slow,Medium,Fast SwitchesPitchShiftermode

L/RPitch Normal, 
Up/Down

DetermineswhetherornottheL/Rpitchshift
amountisinverted

b PitchShift[1/2tone] –24…+24 Setsthepitchshiftamountinstepsofasemi-
tone

Src Off…Tempo Selectsthemodulationsourceofpitchshift
amount

Amt –24…+24 Sets the modulation amount of pitch shift
amount

c Fine[cents] –100…+100 Sets thepitch shift amount in stepsof one
cent

Amt –100…+100 Sets the modulation amount of pitch shift
amountSetsthemodulationamountofpitch
shiftamount

d BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300sets
thetempomanuallyforthisindividualeffect

TimeOver?L ---,OVER! Displaytheerrormessageiftheleftchannel
delaytimeexceedstheupperlimit

R ---,OVER! Displaytheerrormessageiftherightchannel
delaytimeexceedstheupperlimit
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e LDelayBaseNote … Selectsthetypeofnotestospecifytheleft
channeldelaytime

Times x1…x32 Setsthenumberofnotestospecifytheleft
channeldelaytime

f RDelayBaseNote … Selectsthetypeofnotestospecifytheright
channeldelaytime

Times x1…x32 Setsthenumberofnotestospecifytheright
channeldelaytime

g FeedbackPosition Pre,Post Switchesthefeedbackconnection

Spread –100…+100 Setsthewidthofthestereoimageoftheef-
fectsound

h Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

i InputLevelDmod
[%]

–100…+100 Setsthemodulationamountoftheinputlevel

Src Off…Tempo Selectsthemodulationsourcefortheinput
level

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Mixed

Stereo Decimator
This effect creates a rough sound like a cheap sampler by lowering the sampling 
frequency and data bit length. You can also simulate noise unique to a sampler 
(aliasing). 

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Pre LPF

Pre LPF

High Damp Output Level

High Damp Output Level

Sampling Frequency

Decimator

Decimator

D-mod

LFO

Resolution

Resolution

a PreLPF Off,On Selectswhether theharmonicnoisecausedbya
decreaseinsamplingfrequencyisgeneratedornot

HighDamp[%] 0…100 Setstheratioofcutofthehighrange

b SamplingFreq[Hz] 1.00k… 
48.00k

Setsthesamplingfrequency

Src Off…Tempo Selectsthemodulationsourceofthesamplingfre-
quency

Amt –48.00k… 
+48.00k

Setsthemodulationamountofthesamplingfre-
quency

c LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed
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d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 Sets the number of notes that specify the LFO
speed

e Depth 0…100 Sets the depth of the sampling frequency LFO
modulation

Src Off…Tempo SelectstheLFOmodulationsourceofthesampling
frequency

Amt –100…+100 SetstheLFOmodulationamountofthesampling
frequency

f Resolution 4…24 Setsthedatabitlength

g OutputLevel 0…100 Setstheoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoutputlevel

Amt –100…+100 Setsthemodulationamountoftheoutputlevel

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Pre LPF

If a sampler with a very low sampling frequency receives very high-pitched sound 
that could not be heard during playback, it could generate pitch noise that is un-
related to the original sound. Set “Pre LPF” to On to prevent this noise from being 
generated.

If you set the “Sampling Freq” to about 3 kHz and set “Pre LPF” to Off, you can 
create a sound like a ring modulator.

  ▪ f: Resolution

  ▪ g: Output Level

If you set a smaller value for the “Resolution” parameter, the sound may be dis-
torted. The volume level may also be changed. Use “Output Level” to adjust the 
level.
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Stereo Analog Record
This effect simulates the noise caused by scratches and dust on analog records. It 
also reproduces some of the modulation caused by a warped turntable.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Analog Record
Simulation

Pre EQ

Pre EQ

EQ Trim

EQ Trim

a Speed[RPM] 331/3,45,78 Setsther.p.m.ofarecord

b Flutter 0…100 Setsthemodulationdepth

c NoiseDensity 0…100 Setsthenoisedensity

NoiseTone 0…100 Setsthenoisetone

d NoiseLevel 0…100 Setsthenoiselevel

Src Off…Tempo Selectsthemodulationsourceforthenoiselevel

Amt –100…+100 Setsthemodulationamountofthenoiselevel

e ClickLevel 0…100 Setstheclicknoiselevel

Src Off…Tempo Selectsthemodulationsourcefortheclicknoise
level

Amt –100…+100 Setsthemodulationamountoftheclicknoiselevel

f EQTrim 0…100 SetstheEQinputlevel

g PreEQCutoff[Hz] 300…10.00k SetstheEQcenterfrequency

Q 0.5…10.0 SetstheEQbandwidth

Gain[dB] –18.0…+18.0 SetstheEQgain

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ b: Flutter

This parameter enables you to set the depth of the modulation caused by a warped 
turntable.

  ▪ e: Click Level

This parameter enables you to set the level of the click noise that occurs once 
every rotation of the turntable. This simulation reproduces record noise, and the 
noise generated after the music on a vinyl record finishes.
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Doppler
This effect simulates the “Doppler effect” of a moving sound with a changing 
pitch, similar to the siren of an passing ambulance. Mixing the effect sound with 
the dry sound will create a unique chorus effect.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Pan Depth

D-mod

+

Trigger LFO Mode = 1-Shot

Doppler

LFO
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a LFOMode Loop,1-Shot SwitchesLFOoperationmode

Src Off…Tempo SelectsthemodulationsourceofLFOreset

b LFOSync Off,On SwitchesbetweenLFOresetonandoffwhenLFOMode
issettoLoop

c LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,BaseNote,
andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

e PitchDepth 0…100 Setsthepitchvariationofthemovingsound

Src Off…Tempo Selectsthemodulationsourceofpitchvariation

Amt –100…+100 Setsthemodulationamountofpitchvariation

f PanDepth –100…+100 Setsthepanningofthemovingsound

Src Off…Tempo Selectsthemodulationsourceofpanning

Amt –100…+100 Setsthemodulationamountofpanning

g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: LFO Mode

  ▪ a: Src

  ▪ b: LFO Sync

The “LFO Mode” parameter switches LFO operation mode. When Loop is selected, 
the Doppler effect will be created repeatedly. If “LFO Sync” is set to On, the LFO 
will be reset when the modulation source specified with the “Src” parameter is 
turned on.
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When “LFO Mode” is set to 1-Shot, the Doppler effect is created only once when 
the modulation source specified in the “Src” field is turned on. At this time if you 
do not set the “Src” parameter, the Doppler effect will not be created, and no ef-
fect sound will be output.

 The effect is off when a value for the modulation source specified for the 
“Src” parameter is smaller than 64, and the effect is on when the value is 64 or 
higher. The Doppler effect is triggered when the value changes from 63 or smaller 
to 64 or higher.

  ▪ e: Pitch Depth

With the Doppler effect, the pitch is raised when the sound approaches, and the 
pitch is lowered when the sound goes away. This parameter sets this pitch varia-
tion.

  ▪ f: Pan Depth

This parameter sets the width of the stereo image of the effect sound. With larger 
values, the sound seems to come and go from much further away. With positive 
values, the sound moves from left to right; with negative values, the sound moves 
from right to left.

Pitch

H
ig

he
r

Doppler - Pitch / Pan Depth

Lo
w

er

Original Pitch

Left Center Right

Pitch Depth

Pan Depth
<       <     <    <  < <<<<<< >>>>>> >  >    >     >       >

VolumeLouder Louder

Pan Depth
= (–) value

Pan Depth
= (+) value
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Scratch
This effect is applied by recording the input signal and moving the modulation 
source. It simulates the sound of scratches you can make using a turntable.

Input

D-mod

Envelope Select

D-mod
Envelope Control

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+ Scratch Direct
Mix

D-mod

Rec Control Scratch

a ScratchSource Off…Tempo Selectsthemodulationsourceforsimulationcontrol

b Response 0…100 SetsthespeedoftheresponsetotheScratchSrc

c EnvelopeSelect D-mod,Input Selectswhetherthestartandendofrecordingiscon-
trolledvia themodulation sourceor the input signal
level

Src Off…Tempo Selectsthemodulationsourcethatcontrolsrecording
whenEnvelopeSelectissettoD-mod

d Threshold 0…100 SetstherecordingstartlevelwhenEnvelopeSelectis
settoInput

e Response 0…100 Setsthespeedoftheresponsetotheendofrecording

f DirectMix AlwaysOn,
AlwaysOff,
CrossFade

Selectshowadrysoundismixed

g Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Scratch Source

  ▪ b: Response

The Scratch Source parameter enables you to select the modulation source that 
controls simulation. The value of the modulation source corresponds to the play-
back position. The Response parameter enables you to set the speed of the re-
sponse to the modulation source.

+ MaxZero

Scratch!
D-mod

– Max
JS X
Ribbon

JS+Y
JS–Y
etc… 

Zero + Max

Scratch Source

Recorded Sound

Scratch Source

Start ��a�bac� �o�ition �nd

  ▪ c: Envelope Select

  ▪ c: Src

  ▪ d: Threshold

When “Envelope Select” is set to D-mod, the input signal will be recorded only 
when the modulation source value is 64 or higher.

When “Envelope Select” is set to Input, the input signal will be recorded only when 
its level is over the Threshold value.

The maximum recording time is 2,730msec. If this is exceeded, the recorded data 
will start being erased from the top.

  ▪ e: Response

This parameter enables you to set the speed of the response to the end of record-
ing. Set a smaller value when you are recording a phrase or rhythm pattern, and 
set a higher value if you are recording only one note.
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  ▪ f: Direct Mix

With Always On, a dry sound is usually output. With Always Off, dry sounds are 
not output. With Cross Fade, a dry sound is usually output, and it is muted only 
when scratching.

Set Wet/Dry to 100 to use this parameter effectively.
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Auto Reverse
This effect records the input signal and automatically plays it in reverse (the ef-
fect is similar to a tape reverse sound).

Input

D-mod

Envelope Select

D-mod
Envelope Control

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+ Auto Reverse Direct
Mix

Rec/Reverse Play
Control

a RecMode Single,Multi Setstherecordingmode

b ReverseTime
[msec]

20…2640 Setsthemaximumdurationofthereverseplayback

c Envelope
Select

D-mod,Input Selectswhetherthestartandendofrecordingiscon-
trolledviathemodulationsourceortheinputsignallevel

Src Off…Tempo Selectsthemodulationsourcethatcontrolsrecording
whenEnvelopeSelectissettoD-mod

d Threshold 0…100 SetstherecordingstartlevelwhenEnvelopeSelectisset
toInput

e Response 0…100 Setsthespeedoftheresponsetotheendofrecording

f DirectMix AlwaysOn,
AlwaysOff,
CrossFade

Selectshowadrysoundismixed

g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Rec Mode

  ▪ b: Reverse Time [msec]

When “Rec Mode” is set to Single, you can set up to 2,640msec for “Reverse 
Time.” If recording starts during the reverse playback, the playback will be inter-
rupted.

When “Rec Mode” is set to Multi, you can make another recording during the 
reverse playback. However, the maximum Reverse Time is limited to 1,320msec.

If you wish to record a phrase or rhythm pattern, set “Rec Mode” to Single. If you 
record only one note, set “Rec Mode” to Multi.

The “Reverse Time” parameter specifies the maximum duration of the reverse 
playback. The part in excess of this limit will not be played in reverse. If you wish 
to add short pieces of the reverse playback of single notes, make the “Reverse 
Time” shorter.

RecRec

Mode/Reverse Time

Input

Mode = Single

Mode = Multi

Time

Reverse Time Reverse Time

Envelope Select = InputReverse Reverse

  ▪ c: Envelope Select

  ▪ c: Src

  ▪ d: Threshold

These parameters select the source to control the start and end of recording.

When “Envelope Select” is set to D-mod, the input signal will be recorded only 
when the value of the modulation source selected by the Src parameter is 64 or 
higher.
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When “Envelope Select” is set to Input, the input signal will be recorded only when 
its level exceeds the Threshold level.

When recording is completed, reverse playback starts immediately.
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P4EQ + Chorus/Flanger
This effect combines a mono four-band parametric equalizer and a chorus/flanger.

Left

Right

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Trim
+

Parametric 4Band EQ Chorus/Flanger

FX Amt

Chorus/Flanger

Feedback

LFO: Tri / Sine

Cho/Flng FX Amt

Normal

Wet Invert
Output Mode+

–

P4EQ

a [E]Trim 0…100 SetstheparametricEQinputlevel

b [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

c [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

d [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

e [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

CHORUS/FLANGER

f [F]LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform
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g [F]DelayTime
[msec]

0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

h [F]Cho/FlngWet/
Dry

-Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger

Src Off…Tempo SelectstheWet/Drymodulationsourceforthecho-
rus/flanger

Amt –100…+100 SetstheWet/Drymodulationamountforthechorus/
flanger

i [F]OutputMode Normal, 
WetInvert

Selectstheoutputmodeforthechorus/flanger

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ i: Output Mode

When Wet Invert is selected, the right channel phase of the chorus/flanger effect 
sound is inverted. This creates pseudo-stereo effects and adds spread.

However, if a mono-input type effect is connected after this effect, the left and 
right sounds may cancel each other, eliminating the chorus/flanger effects.
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P4EQ + Phaser
This effect combines a mono four-band parametric equalizer and a phaser.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

Trim
+

Parametric 4Band EQ Phaser

Phaser

Resonance

LFO: Tri / Sine

Phaser FX Amt

Normal

Wet Invert
Output Mode

–
+
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P4EQ

a [E]Trim 0…100 SetstheparametricEQinputlevel

b [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

c [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

d [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

e [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

PHASER

f [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

g [P]Manual 0…100 Setsthefrequencytowhichtheeffectisapplied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

h [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
phaser

Amt –100…+100 Sets theWet/Drymodulationamount for the
phaser

i [P]OutputMode Normal, 
WetInvert

Selectsthephaseroutputmode

j Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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P4EQ + Multitap Delay
This effect combines a mono four-band parametric equalizer and a multitap delay.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

Trim
+

Parametric 4Band EQ Multitap Delay

Feedback

High Damp
Delay (2)(1)

Mt.Dly FX Amt

P4EQ

a [E]Trim 0…100 SetstheparametricEQinputlevel

b [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

c [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

d [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

e [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

MULTITAP DELAY

f [D]Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

g [D]Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

Feedback(Tap2) –100…+100 SetstheTap2feedbackamount

h [D]HighDamp[%] 0…100 Setsthedampingamountinthehighrange
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i [D]Mt.DelayWet/Dry Dry,
1:99…99:1,
Wet

Setsthemultitapdelayeffectbalance

Src Off…Tempo Selects theWet/Drymodulation source for the
multitapdelay

Amt –100…+100 SetstheWet/Drymodulationamountforthemul-
titapdelay

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Compressor + Wah
This effect combines a mono compressor and a wah. You can change the order of 
the connection.

Left

Right

FX Amt

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Compressor
Routing

Wah/Auto Wah

Wah

D-mod

Envelope
Sweep Mode

D-mod
Auto

LFO

LFO

LEQ HEQEQ Trim

Output Level

Envelope - Control

Comp
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COMPRESSOR

a [C] 
Sensitivity

1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

c [C]EQTrim 0…100 SetstheEQinputlevel

d [C]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

WAH

e [W]FrequencyBottom 0…100 Setsthelowerlimitofthewahcenterfrequency

FrequencyTop 0…100 Setstheupperlimitofthewahcenterfrequency

f [w]SweepMode Auto, 
D-mod, 
LFO

Selects the control from auto-wah, modulation
source,andLFO

Src Off…Tempo Selectsthemodulationsourceforthewahwhen
SweepMode=D-mod

g [W]LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Resonance 0…100 Setstheresonanceamount

LPF Off,On Switchesthewahlowpassfilteronandoff

h [W]Wet/Dry Dry, 
1:99…99:1,
Wet

Setsthewaheffectbalance

Src Off…Tempo Selects theWet/Drymodulation source for the
wah

Amt –100…+100 SetstheWet/Drymodulationamountforthewah

i Routing Comp›Wah,
Wah›Comp

Switchestheorderofthecompressorandwah

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Compressor + P4EQ
This effect combines a mono compressor and a four-band parametric equalizer. 
You can change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Compressor

Trim

Parametric 4Band EQ

Output Level

Envelope - Control

Comp

COMPRESSOR

a [C]Sensitivity 1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

P4EQ

c [E]Trim 0…100 SetstheparametricEQinputlevel

d [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

e [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

f [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3

g [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

h Routing Comp›P4EQ,
P4EQ›Comp

Switchestheorderofthecompressorandparametric
EQ
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i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Compressor + Chorus/Flanger
This effect combines a mono compressor and a chorus/flanger. You can change 
the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Compressor Chorus/Flanger

Chorus/Flanger

Feedback

LFO: Tri / Sine

Cho/Flng FX Amt

Normal

Wet Invert
Output Mode

–
+

LEQ HEQEQ Trim
Comp

Output Level

Envelope - Control

COMPRESSOR

a [C] 
Sensitivity

1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

c [C]EQTrim 0…100 SetstheEQinputlevel

d [C]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

CHORUS/FLANGER

e [F]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

f [F]DelayTime[msec] 0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

g [F]Cho/FlngWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger
,

Src Off…Tempo SelectstheWet/Drymodulationsourcefor
thechorus/flanger

Amt –100…+100 SetstheWet/Drymodulationamountforthe
chorus/flanger
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h [F]OutputMode Normal, 
WetInvert

Selects the output mode for the chorus/
flanger

i Routing Comp›Flanger,
Flanger›Comp

Switches theorder of the compressor and
chorus/flanger

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ h: [F]Output Mode

  ▪ i: Routing

When Wet Invert is selected, the right channel phase of the chorus/flanger effect 
sound is inverted. This creates pseudo-stereo effects and adds spread.

However, if a mono-input type effect is connected after this effect, the left and 
right sounds may cancel each other, eliminating the chorus/flanger effects.

When “Routing” is set to Flanger/Comp, “[F]Output Mode” will be set to Normal.
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Compressor + Phaser
This effect combines a mono compressor and a phaser. You can change the order 
of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Compressor

LEQ HEQEQ Trim
Comp

Output Level

Envelope - Control

Phaser

Phaser

Resonance

LFO: Tri / Sine

Phaser FX Amt

Normal

Wet Invert
Output Mode

–
+

COMPRESSOR

a [C] 
Sensitivity

1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

c [C]EQTrim 0…100 SetstheEQinputlevel

d [C]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

PHASER

e [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

f [P]Manual 0…100 Setsthefrequencytowhichtheeffectisapplied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

g [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
phaser

Amt –100…+100 Sets theWet/Drymodulation amount for the
phaser

h [F]OutputMode Normal, 
WetInvert

Selectsthephaseroutputmode
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i Routing Comp›Phaser,
Phaser›Comp

Switchestheorderofthecompressorandphaser

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Compressor + Multitap Delay
This effect combines a mono compressor and a multitap delay. You can change 
the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Compressor

LEQ HEQEQ Trim

Output Level

Envelope - Control

Multitap Delay

Feedback

High Damp
Delay (2)(1)

Mt.Dly FX Amt

Comp

COMPRESSOR

a [C]Sensitivity 1…100 Setsthesensitivity

b [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

c [C]EQTrim 0…100 SetstheEQinputlevel

d [C]PreLEQGain
[dB]

–15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

MULTITAP DELAY

e [D]Tap1Time
[msec]

0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

f [D]Tap2Time
[msec]

0.0…1360.0 SetstheTap2delaytime

Feedback 
(Tap2)

–100…+100 SetstheTap2feedbackamount

g [D]HighDamp[%] 0…100 Setsthedampingamountinthehighrange
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h [D]Mt.DelayWet/
Dry

Dry, 
1:99…99:1,Wet

Setsthemultitapdelayeffectbalance

Src Off…Tempo Selects theWet/Drymodulation source for the
multitapdelay

Amt –100…+100 SetstheWet/Drymodulationamountforthemul-
titapdelay

i Routing Comp›Mt.Delay,
Mt.Delay›Comp

Switchestheorderofthecompressorandmultitap
delay

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Limiter + P4EQ
This effect combines a mono limiter and a four-band parametric equalizer. You can 
change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Limiter

Trim

Parametric 4Band EQ

Limiter
Gain Adjust

Envelope - Control

LIMITER

a [L]Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

Threshold[dB] –40…0 Setsthe levelabovewhichthecompressor isap-
plied

b [L]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

c [L]GainAdjust[dB] –Inf, 
–38…+24

Setsthelimiteroutputgain

P4EQ

d [E]Trim 0…100 SetstheparametricEQinputlevel

e [E]B1Cutoff[Hz] 20…1.00k SetsthecenterfrequencyofBand1

Q 0.5…10.0 SetsthebandwidthofBand1

Gain[dB] –18…+18 SetsthegainofBand1

f [E]B2Cutoff[Hz] 50…5.00k SetsthecenterfrequencyofBand2

Q 0.5…10.0 SetsthebandwidthofBand2

Gain[dB] –18…+18 SetsthegainofBand2

g [E]B3Cutoff[Hz] 300…10.00k SetsthecenterfrequencyofBand3

Q 0.5…10.0 SetsthebandwidthofBand3

Gain[dB] –18…+18 SetsthegainofBand3
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h [E]B4Cutoff[Hz] 500…20.00k SetsthecenterfrequencyofBand4

Q 0.5…10.0 SetsthebandwidthofBand4

Gain[dB] –18…+18 SetsthegainofBand4

i Routing Limiter›P4EQ,
P4EQ›Limiter

SwitchestheorderofthelimiterandparametricEQ

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: [L]Ratio

  ▪ a: Threshold [dB]

  ▪ c: [L]Gain Adjust [dB]

This parameter sets the signal compression “[L]Ratio”. Compression is applied 
only when the signal level exceeds the “Threshold” value.

Adjust the output level using the “Gain Adjust” parameter, since compression 
causes the entire level to be reduced.

Input Level

Output Level

Threshold

Ratio=1.0 : 1

Ratio=2.0 : 1
Ratio=4.0 : 1

Ration=Inf : 1

Louder 

Lo
ud

er
 

Time

Level

Threshold

Ratio=Inf : 1

Ratio=2.0 : 1
Ratio=4.0 : 1

Dry Ratio=1.0 : 1

Limiter - Threshold / Ratio
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Limiter + Chorus/Flanger)
This effect combines a mono limiter and a chorus/flanger. You can change the 
order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Chorus/Flanger

Feedback
Cho/Flng FX Amt

Normal

Wet Invert
Output Mode–

+

Limiter

Limiter

Gain Adjust

Envelope - Control

LEQ HEQEQ Trim
Chorus/Flanger

LFO: Tri / Sine

LIMITER

a [L]Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

Threshold[dB] –40…0 Setsthelevelabovewhichthecompressorisap-
plied

b [L]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

c [L]GainAdjust[dB] –Inf, 
–38…+24

Setsthelimiteroutputgain

CHORUS/FLANGER

d [F]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

e [F]DelayTime[msec] 0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

f [F]EQTrim 0…100 SetstheEQinputlevel

g [F]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ
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h [F]Cho/FlngWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
chorus/flanger

Amt –100…+100 Sets theWet/Drymodulation amount for the
chorus/flanger

i [F]OutputMode Normal, 
WetInvert

Selectstheoutputmodeforthechorus/flanger

Routing Limiter›
Flanger,
Flanger›
Limiter

Switches the order of the limiter and chorus/
flanger

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Limiter + Phaser
This effect combines a mono limiter and a phaser. You can change the order of 
the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Limiter

Limiter
Gain Adjust

Envelope - Control

Phaser

Phaser

Resonance

LFO: Tri / Sine

Phaser FX Amt

Normal

Wet Invert
Output Mode

–
+

LIMITER

a [L]Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

Threshold[dB] –40…0 Setsthelevelabovewhichthecompressoris
applied

b [L]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

c [L]GainAdjust[dB] –Inf, 
–38…+24

Setsthelimiteroutputgain

PHASER

d [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

e [P]Manual 0…100 Setsthefrequencytowhichtheeffectisap-
plied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

f [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

Src Off…Tempo Selects the phaser’s Wet/Dry modulation
source

Amt –100…+100 Setsthephaser’sWet/Drymodulationamount

g [P]OutputMode Normal, 
WetInvert

Selectsthephaseroutputmode
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h Routing Limiter›Phaser,
Phaser›Limiter

Switchestheorderofthelimiterandphaser

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Limiter + Multitap Delay
This effect combines a mono limiter and a multitap delay. You can change the 
order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Multitap Delay

Feedback

High Damp
Delay (2)(1)

Mt.Dly FX Amt

Limiter

Limiter
Gain Adjust

Envelope - Control
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LIMITER

a [L]Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

Threshold[dB] –40…0 Setsthe levelabovewhichthecompressor isap-
plied

b [L]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

c [L]GainAdjust[dB] –Inf, 
–38…+24

Setsthelimiteroutputgain

MULTITAP DELAY

d [D]Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

e [D]Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

Feedback –100…+100 SetstheTap2feedbackamount

f [D]HighDamp[%] 0…100 Setsthedampingamountinthehighrange

g [D]Mt.DelayWet/
Dry

Dry,
1:99…99:1,
Wet

Setsthemultitapdelayeffectbalance

Src Off…Tempo Selects themultitapdelay’sWet/Drymodulation
source

Amt –100…+100 Sets the multitap delay’s Wet/Dry modulation
amount

h Routing Limiter›
Mt.Delay,
Mt.Delay›
Limiter

Switchestheorderofthelimiterandmultitapdelay

i Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Exciter + Compressor
This effect combines a mono exciter and a compressor. You can change the order 
of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Compressor

LEQ HEQEQ Trim
Comp

Output Level

Envelope - Control

Exciter

Exciter

EXCITER

a [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

b [X]Emphasis
Frequency

0…70 Setsthefrequencyrangetobeemphasized

c [X]EQTrim 0…100 SetstheEQinputlevel

d [X]PreLEQGain
[dB]

–15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

COMPRESSOR

e [C] 
Sensitivity

1…100 Setsthesensitivity

f [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

g Routing Exciter›Comp,
Comp›Exciter

Switchestheorderoftheexciterandcompressor

h Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Exciter + Limiter
This effect combines a mono exciter and a limiter. You can change the order of 
the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing

LEQ HEQEQ Trim
Exciter

Exciter Limiter

Limiter
Gain Adjust

Envelope - Control

EXCITER

a [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExciteref-
fect

b [X]EmphasisFrequency 0…70 Setsthefrequencyrangetobeemphasized

c [X]Trim 0…100 SetstheEQinputlevel

d [X]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

LIMITER

e [L]Ratio 1.0:1… 
50.0:1,Inf:1

Setsthesignalcompressionratio

f [L]Threshold[dB] –40…0 Setsthelevelabovewhichthecompressor
isapplied

g [L]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

h [L]GainAdjust[dB] –Inf, 
–38…+24

Setsthelimiteroutputgain

i Routing Exciter›Limiter,
Limiter›Exciter

Switchestheorderoftheexciterandlimiter

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Exciter + Chorus/Flanger
This effect combines a mono limiter and a chorus/flanger.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Chorus/Flanger

Chorus/Flanger

Feedback

LFO: Tri / Sine

Cho/Flng FX Amt

Normal

Wet Invert
Output Mode

–
+

LEQ HEQEQ Trim
Exciter

Exciter

EXCITER

a [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

b [X]EmphasisFrequency 0…70 Setsthefrequencyrangetobeemphasized

c [X]Trim 0…100 SetstheEQinputlevel

d [X]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

CHORUS/FLANGER

e [F]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

f [F]DelayTime[msec] 0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

g [F]Cho/FlngWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger

Src Off…Tempo Selects theWet/Drymodulationsource for
thechorus/flanger

Amt –100…+100 SetstheWet/Drymodulationamountforthe
chorus/flanger

h [F]OutputMode Normal, 
WetInvert

Selects the output mode for the chorus/
flanger
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i Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Exciter + Phaser
This effect combines a mono limiter and a phaser.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+
LEQ HEQEQ Trim

Exciter

Exciter Phaser

Phaser

Resonance

LFO: Tri / Sine

Phaser FX Amt

Normal

Wet Invert
Output Mode

–
+

EXCITER

a [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

b [X]EmphasisFrequency 0…70 Setsthefrequencyrangetobeemphasized

c [X]Trim 0…100 SetstheEQinputlevel

d [X]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

PHASER

e [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

f [P]Manual 0…100 Setsthefrequencytowhichtheeffectisap-
plied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

g [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

Src Off…Tempo Selects theWet/Drymodulationsource for
thephaser

Amt –100…+100 SetstheWet/Drymodulationamountforthe
phaser

h [P]OutputMode Normal, 
WetInvert

Selectsthephaseroutputmode
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i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Exciter + Multitap Delay
This effect combines a mono exciter and a multitap delay.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Multitap Delay

Feedback

High Damp
Delay (2)(1)

Mt.Dly FX Amt

LEQ HEQEQ Trim
Exciter

Exciter

EXCITER

a [X]ExciterBlend –100…+100 Setstheintensity(depth)oftheExcitereffect

b [X]EmphasisFrequency 0…70 Setsthefrequencyrangetobeemphasized

c [X]Trim 0…100 SetstheEQinputlevel

d [X]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

MULTITAP DELAY

e [D]Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

f [D]Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

Feedback(Tap2) –100…+100 SetstheTap2feedbackamount

g [D]HighDamp[%] 0…100 Setsthedampingamountinthehighrange

h [D]Mt.DelayWet/Dry Dry,
1:99…99:1,Wet

Setsthemultitapdelayeffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
multitapdelay

Amt –100…+100 Sets theWet/Drymodulationamount for the
multitapdelay

i Wet/Dry Dry,
1:99…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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OD/HG + Cho/Flng
This effect combines a mono overdrive/high-gain distortion and a chorus/flanger. 
You can change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Chorus/Flanger

Chorus/Flanger

Feedback

LFO: Tri / Sine

Cho/Flng FX Amt

Normal

Wet Invert
Output Mode

–
+

Overdrive / Hi-Gain

3 Band PEQ

Output Level

Mode: Overdrive / Hi-Gain
Drive

Driver

OD/HI-GAIN

a [O]DriveMode Overdrive,Hi-
Gain

Switchesbetweenoverdriveandhigh-gaindis-
tortion

Drive 1…100 Setsthedegreeofdistortion

b [O]OutputLevel 0…50 Setstheoverdriveoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheoverdrive
outputlevel

Amt –50…+50 Sets the modulation amount of the overdrive
outputlevel

e [O]LowCutoff[Hz] 20…1.00k SetsthecenterfrequencyforLowEQ(shelving
type)

Gain[dB] –18…+18 SetsthegainofLowEQ

f [O]Mid1Cutoff[Hz] 300…10.00k Sets the center frequency for Mid/High EQ 1
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

g [O]Mid2Cutoff[Hz] 500…20.00k Sets the center frequency forMid/High EQ 2
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2
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CHORUS/FLANGER

h [F]LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

i [F]DelayTime
[msec]

0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

j [F]Cho/FlngWet/
Dry

-Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
chorus/flanger

Amt –100…+100 Sets theWet/Drymodulation amount for the
chorus/flanger

k [F]OutputMode Normal,Wet
Invert

Selectstheoutputmodeforthechorus/flanger

Routing OD/HG›Flanger,
Flanger›OD/HG

Switchestheorderoftheoverdriveandchorus
/flanger

l Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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OD/HG + Phaser
This effect combines a mono overdrive/high-gain distortion and a phaser. You can 
change the order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Routing
Overdrive / Hi-Gain

3 Band PEQ

Output Level

Mode: Overdrive / Hi-Gain
Drive

Driver

Phaser

Phaser

Resonance

LFO: Tri / Sine

Phaser FX Amt

Normal

Wet Invert
Output Mode

–
+

OD/HI-GAIN

a [O]DriveMode Overdrive,Hi-Gain Switchesbetweenoverdriveandhigh-gain
distortion

Drive 1…100 Setsthedegreeofdistortion

b [O]OutputLevel 0…50 Setstheoverdriveoutputlevel

Src Off…Tempo Selectsthemodulationsourcefortheover-
driveoutputlevel

Amt –50…+50 Sets themodulationamountof theover-
driveoutputlevel

e [O]LowCutoff[Hz] 20…1.00k Sets the center frequency for Low EQ
(shelvingtype)

Gain[dB] –18…+18 SetsthegainofLowEQ

f [O]Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ
1(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

g [O]Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ
2(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2
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PHASER

h [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

i [P]Manual 0…100 Sets the frequency towhich theeffect is
applied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

j [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourcefor
thephaser

Amt –100…+100 SetstheWet/Drymodulationamountfor
thephaser

k [P]OutputMode Normal, 
WetInvert

Selectsthephaseroutputmode

Routing OD/HG›Phaser,
Phaser›OD/HG

Switches the order of the overdrive and
phaser

l Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo Seethe listofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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OD/HG + Mt.Delay
This effect combines a mono overdrive/high-gain distortion and a multitap delay.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Multitap Delay

Feedback

High Damp
Delay

(2)(1)
Mt.Dly FX Amt

Overdrive / Hi-Gain

3 Band PEQ

Output Level

Mode: Overdrive / Hi-Gain
Drive

Driver

OD/HI-GAIN

a [O]DriveMode Overdrive,Hi-
Gain

Switches between overdrive and high-gain
distortion

Drive 1…100 Setsthedegreeofdistortion

b [O]OutputLevel 0…50 Setstheoverdriveoutputlevel

Src Off…Tempo Selects themodulation source for theover-
driveoutputlevel

Amt –50…+50 Setsthemodulationamountoftheoverdrive
outputlevel

e [O]LowCutoff[Hz] 20…1.00k SetsthecenterfrequencyforLowEQ(shelv-
ingtype)

Gain[dB] –18…+18 SetsthegainofLowEQ

f [O]Mid1Cutoff[Hz] 300…10.00k SetsthecenterfrequencyforMid/HighEQ1
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ1

Gain[dB] –18…+18 SetsthegainofMid/HighEQ1

g [O]Mid2Cutoff[Hz] 500…20.00k SetsthecenterfrequencyforMid/HighEQ2
(peakingtype)

Q 0.5…10.0 SetsthebandwidthofMid/HighEQ2

Gain[dB] –18…+18 SetsthegainofMid/HighEQ2
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MULTITAP DELAY

h [D]Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

i [D]Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

Feedback –100…+100 SetstheTap2feedbackamount

j [D]HighDamp[%] 0…100 Setsthedampingamountinthehighrange

k [D]Mt.DelayWet/Dry Dry,1:99…99:1,
Wet

Setsthemultitapdelayeffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsourceforthe
multitapdelay

Amt –100…+100 SetstheWet/Drymodulationamountforthe
multitapdelay

l Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Decimator + Compressor
This effect combines a mono decimator and a compressor. You can change the 
order of the effects.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Decimator
Routing

Pre LPF High Damp

Output Level
Decimator

Resolution

Compressor

Comp
Output Level

Envelope - Control

DECIMATOR

a [D]PreLPF Off,On Turntheharmonicnoisecausedbylowered
samplingonandoff

HighDamp[%] 0…100 Setstheratioofhigh-rangedamping

b [D]SamplingFreq[Hz] 1.00k…48.00k Setsthesamplingfrequency

Resolution 4…24 Setsthedatabitlength

c [D]OutputLevel 0…100 Setsthedecimatoroutputlevel

COMPRESSOR

d [C]
Sensitivity

1…100 Setsthesensitivity

e [C]Attack 1…100 Setstheattacklevel

OutputLevel 0…100 Setsthecompressoroutputlevel

f Routing Decimator›Comp, 
Comp›Decimator

Switches the order of the decimator and
compressor

g Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list ofDMS (DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Chor/Flang + Multitap Delay
This effect combines a mono chorus/flanger and a multitap delay.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+
LEQ HEQEQ

Trim

Multitap Delay

Feedback

High Damp

Delay (2)
(1)

Chorus/Flanger

Cho/Flng
FX Amt

Mt.Dly
FX Amt

Chorus/Flanger

Feedback

LFO: Tri / Sine

CHORUS/FLANGER

a [F]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

b [F]DelayTime[msec] 0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

c [F]EQTrim 0…100 SetstheEQinputlevel

d [F]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ

e [F]Cho/FlngWet/Dry –Wet…–1:99,Dry, 
1:99…Wet

Setstheeffectbalanceofthechorus/
flanger

MULTITAP DELAY

f [D]Tap1Time[msec] 0.0…1360.0 SetstheTap1delaytime

Tap1Level 0…100 SetstheTap1outputlevel

g [D]Tap2Time[msec] 0.0…1360.0 SetstheTap2delaytime

Feedback –100…+100 SetstheTap2feedbackamount

h [D]HighDamp[%] 0…100 Setsthedampingamountinthehigh
range
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i [D]Mt.DelayWet/Dry Dry,1:99…99:1,Wet Setsthemultitapdelayeffectbalance

Src Off…Tempo SelectstheWet/Drymodulationsource
forthemultitapdelay

Amt –100…+100 SetstheWet/Drymodulationamountfor
themultitapdelay

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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PianoBody / Damper
This effect simulates the resonance of the piano sound board caused by the string 
vibration, and also simulates the resonance of other strings that are not being 
played when you press the damper pedal. It will create a very realistic sound when 
applied to acoustic piano sounds.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

D-mod

Piano
Body/Damper
Simulation

Damper

+

a SoundBoardDepth 0…100 Sets the intensity of resonance of the sound
board

b DamperDepth 0…100 Setstheintensityofthestringresonancecre-
atedwhenthedamperpedalispressed

Src Off…Tempo Selectsthemodulationsourceofdampereffect

c Tone 1…100 Setstonalqualityofeffectsound

d MidShape 0…36 Setsthemidrangeoftonalquality

e Tune –50…+50 Finetuning

f Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Sound Board Depth

This parameter sets the intensity of resonance of the piano sound board.

  ▪ b: Damper Depth

  ▪ b: Src

This parameter sets the resonance intensity of the other strings created when 
the damper pedal is pressed. The “Src” parameter selects the modulation source 
from which the damper effect is applied. Usually, select Damper #64 Pdl (Damper 
pedal).

 The effect is off when a value for the modulation source specified for 
the “Src” parameter is 63 or smaller, and the effect is on when the value is 64 or 
higher.

  ▪ c: Tone

  ▪ d: Mid Shape

These parameters control the tonal quality of the effect sound.

  ▪ e: Tune

Since this effect simulates the resonance of the strings, the sound varies depend-
ing on the pitch. If you have changed tuning using the “Master Tuning” (Global > 
General Controls > Basic), adjust this parameter value.
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Multitap Chorus/Delay
This effect has six chorus blocks with different LFO phases. You can produce a 
complex stereo image by setting a different delay time and depth for each block. 
You can control the delay output level via a modulation source.

Left

Right

Feedback FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

+

LFO: Triangle

0 [degree]
180 [degree]
60 [degree]

240 [degree]
120 [degree]
300 [degree]

Tap1 Delay
Tap2 Delay
Tap3 Delay

Tap5 Delay
Tap6 Delay

Tap4 Delay

D-mod On/Off Control

Panning Preset

a LFOFrequency[Hz] 0.02…13.00 SetsthespeedoftheLFO

b Tap1(000)[msec] 0…2000 SetstheTap1(LFOphase=0degrees)de-
laytime

Depth 0…30 SetstheTap1chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap1output

c Tap2(180)[msec] 0…2000 SetstheTap2(LFOphase=180degrees)
delaytime

Depth 0…30 SetstheTap2chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap2output

d Tap3(060)[msec] 0…2000 SetstheTap3(LFOphase=60degrees)
delaytime

Depth 0…30 SetstheTap3chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap3output
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e Tap4(240)[msec] 0…2000 SetstheTap4(LFOphase=240degrees)
delaytime

Depth 0…30 SetstheTap4chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap4output

f Tap5(120)[msec] 0…2000 SetstheTap5(LFOphase=120degrees)
delaytime

Depth 0…30 SetstheTap5chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap5output

g Tap6(300)[msec] 0…2000 SetstheTap1(LFOphase=300degrees)
delaytime

Depth 0…30 SetstheTap6chorusdepth

Status AlwaysOn,Always
Off,On›Off(Dm),
Off›On(Dm)

Selectson,off,ormodulationsourcefor
thecontrolofTap6output

h PanningPreset 1:L123456R, 
2:L135246R, 
3:L135246R, 
4:L145632R

Selectsthestereopanningpatternfor
eachtap

i Tap1Feedback –100…+100 SetstheTap1feedbackamount

Src Off…Tempo SelectsthemodulationsourcefortheTap
outputlevel,feedbackamount,andeffect
balance

Amt –100…+100 SetsthemodulationamountofTap1feed-
backamount

j Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ b, c, d, e, f, g: Status

These parameters set the output status of each Tap.

Always On: Output is always on. (No modulation)

Always Off: Output is always off. (No modulation)
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On/Off (dm): Output level is switched from on to off depending on the modulation 
source.

Off/On (dm): Output level is switched from off to on depending on the modulation 
source.

Combining these parameters, you can change from 4-phase chorus to two-tap 
delay by crossfading them gradually via the modulation source during a perfor-
mance.

  ▪ h: Panning Preset

This parameter selects combinations of stereo images of the tap outputs.

Stereo Limiter+6BandEQ
This is the same as the Limiter + P4EQ effect, but with with the addition of a high-
pass and a low-pass filter (see Limiter + P4EQ on page 1292).
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Modulator

Stereo Chorus
This effect adds thickness and warmth to the sound by modulating the delay time 
of the input signal. You can add spread to the sound by offsetting the phase of the 
left and right LFOs from each other.

Chorus

Chorus

Left

Right

LFO Phase

FX Amt

FX Amt

Stereo In - Stereo Out

EQ Trim

EQ Trim

LEQ HEQ

LEQ HEQ

LFO: Tri / Sine

a LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOPhase[degree] –180…+180 Sets theLFOphasedifferencebetween the left
andright

b LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

c MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … Selects the type of notes that specify the LFO
speed

Times x1…x32 Sets the number of notes that specify the LFO
speed

d LPreDelay[msec] 0.0…50.0 Setsthedelaytimefortheleftchannel

RPreDelay[msec] 0.0…50.0 Setsthedelaytimefortherightchannel
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e Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo SelectsthemodulationsourcefortheLFOmodula-
tiondepth

Amt –100…+100 SetsthemodulationamountoftheLFOmodula-
tiondepth

f EQTrim 0…100 SetstheEQinputlevel

g PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)of
thelow-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

h PreLEQGain[dB] –15.0…+15.0 GainoftheLowEQ

PreHEQGain[dB] –15.0…+15.0 GainoftheHighEQ

i Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ d: L Pre Delay [msec]

  ▪ d: R Pre Delay [msec]

Setting the left and right delay time individually allows you to control the stereo 
image.
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Stereo Harmonic Chorus
This effect applies chorus only to higher frequencies. This can be used to apply a 
chorus effect to a bass sound without making the sound thinner. You can also use 
this chorus block with feedback as a flanger.

Left

Right

Feedback

LFO Phase

LFO: Tri / Sine

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

Low Level

Low Level

High Level

High Level

High/Low Split Point
High Damp

Chorus/Flanger

Chorus/Flanger

a LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOPhase[de-
gree]

–180…+180 SetstheLFOphasedifferencebetweentheleftand
right

b LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00…
+20.00

SetsthemodulationamountofLFOspeed

c MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDI syncs to the system tempo;40–300sets the
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

d PreDelay[msec] 0.0…50.0 Setsthedelaytimefromtheoriginalsound

e Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo SelectsthemodulationsourceoftheLFOmodulation
depth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulation
depth
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f High/LowSplit
Point

1…100 Setsthefrequencysplitpointbetweenthelowand
highrange

g Feedback –100…+100 Setsthefeedbackamountofthechorusblock

HighDamp[%] 0…100 Setsthehighrangedampingamountofthechorus
block

h LowLevel 0…100 Setsthelowrangeoutputlevel

HighLevel 0…100 Setsthehighrange(chorus)outputlevel

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ f: High/Low Split Point

This parameter sets the frequency that splits the high and low range. Only the high 
range will be sent to the chorus block.

  ▪ g: Feedback

Sets the feedback amount of the chorus block. Increasing the feedback will allow 
you to use the effect as a flanger.
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Stereo Biphase Mod
This stereo chorus effect adds two different LFOs together. You can set the 
Frequency and Depth parameters for each LFO individually. Depending on the 
setting of these LFOs, very complex waveforms will create an analog-type, un-
stable modulated sound.

Chorus/Flanger

Left

Right

Feedback

180 [degree]

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

LFO1: Tri / Sine
LFO2: Tri / Sine

Chorus/Flanger

High Damp

a LFO1Waveform Triangle,Sine SelectsLFO1waveform

LFO2 Triangle,Sine SelectsLFO2waveform

PhaseSw 0deg, 
180deg

SwitchestheLFOphasedifferencebetween
leftandright

b LFO1Frequency[Hz] 0.02…30.00 SetstheLFO1speed

Src Off…Tempo SelectsthemodulationsourceofLFO1&2
speed

LFO1Amt –30.00… 
+30.00

SetsthemodulationamountofLFO1speed

c LFO2Frequency[Hz] 0.02…30.00 SetstheLFO2speed

Amt –30.00… 
+30.00

SetsthemodulationamountofLFO2speed

d Depth1 0…100 SetsthedepthofLFO1 
modulation

Src Off…Tempo SelectsthemodulationsourceofLFO1&2
modulationdepth

Amt –100…+100 SetsthemodulationamountofLFO1modula-
tiondepth
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e Depth2 0…100 SetsthedepthofLFO2 
modulation

Amt –100…+100 SetsthemodulationamountofLFO2modula-
tiondepth

f LPreDelay[msec] 0.0…50.0 Setsthedelaytimefortheleftchannel

RPreDelay[msec] 0.0…50.0 Setsthedelaytimefortherightchannel

g Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

h Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

LFO1

LFO2

Bi-Phase Modulation LFO

Depth1

Depth2

+
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Multitap Chorus / Delay
This effect has four chorus blocks with a different LFO phase. You can create a 
complex stereo image by setting each block’s delay time, depth, output level, and 
pan individually. You can also fix some of the chorus blocks to combine the chorus 
and delay effects.

Left

Right

Feedback FX Amt

FX Amt

 FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In -Stereo Out

+ Level

Level

Level

Level

Pan

Pan

Pan

Pan

LFO: Triangle

Tap1 Delay

Tap2 Delay

Tap3 Delay

Tap4 Delay

0 [degree]
180 [degree]
90 [degree]

270 [degree]

a LFOFrequency[Hz] 0.02…13.00 SetsthespeedoftheLFO

b Tap1(000)[msec] 0…1000 SetstheTap1(LFOphase=0degrees)delaytime

Depth 0…30 SetstheTap1chorusdepth

Level 0…30 SetstheTap1outputlevel

Pan L6…L1,C,
R1…R6

SetstheTap1stereoimage

c Tap2(180)[msec] 0…1000 SetstheTap2(LFOphase=180degrees)delaytime

Depth 0…30 SetstheTap2chorusdepth

Level 0…30 SetstheTap2outputlevel

Pan L6…L1,C,
R1…R6

SetstheTap2stereoimage

d Tap3(090)[msec] 0…1000 SetstheTap3(LFOphase=90degrees)delaytime

Depth 0…30 SetstheTap3chorusdepth

Level 0…30 SetstheTap3outputlevel

Pan L6…L1,C,
R1…R6

SetstheTap3stereoimage
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e Tap4(270)[msec] 0…1000 SetstheTap4(LFOphase=270degrees)delaytime

Depth 0…30 SetstheTap4chorusdepth

Level 0…30 SetstheTap4outputlevel

Pan L6…L1,C,
R1…R6

SetstheTap4stereoimage

f Tap1Feedback –100…+100 SetstheTap1feedbackamount

Src Off…Tempo Selects the modulation source of Tap1 feedback
amountandeffectbalance

Amt –100…+100 Sets the Tap1 feedback amount and modulation
amount

g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource



Effectparameters |1329

Ensemble
This Ensemble effect has three chorus blocks that use LFO to create subtle shim-
mering, and gives three dimensional depth and spread to the sound, because the 
signal is output from the left, right, and center.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

LFO

Shimmer

+ Ensemble

a Speed[Hz] 1…100 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –100…+100 SetsthemodulationamountofLFOspeed

b Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo SelectsthemodulationsourceoftheLFOmodulationdepth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulationdepth

c Shimmer 0…100 SetstheamountofshimmeringoftheLFOwaveform

d Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthebe-
ginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ c: Shimmer

This parameter sets the amount of shimmering of the LFO waveform. Increasing 
this value adds more shimmering, making the chorus effect more complex and 
richer.

Time

Level
Ensemble LFO

Shimmer
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Polysix Ensemble
This models the ensemble effect built into the classic KORG  
PolySix programmable polyphonic synthesizer.

+ Polysix
Ensemble

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

a Depth 0…100 Setsthedepthoftheeffect

Src Off…Tempo Selectsthemodulationsourcethatwillcontroltheeffect
depth

Amt –100…+100 Setstheamountbywhichtheeffectdepthwillbemodu-
lated

b Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Flanger
This effect gives a significant swell and movement of pitch to the sound. It is more 
effective when applied to a sound with a lot of harmonics. This is a stereo flanger. 
You can add spread to the sound by offsetting the phase of the left and right LFOs 
from each other.

Flanger

Flanger

Left

Right

Feedback

LFO Shape

LFO Phase

LFO: Tri / Sine

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

a DelayTime[msec] 0.0…50.0 Setsthedelaytimefromtheoriginalsound

b LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

c LFOPhase[degree] –180…+180 Sets theLFOphasedifferencebetween the left
andright

d LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

e MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … Selects the type of notes that specify the LFO
speed

Times x1…x32 Sets the number of notes that specify the LFO
speed

f Depth 0…100 SetsthedepthofLFOmodulation
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g Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Sets the feedback damping amount in the high
range

h Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ g: Feedback

  ▪ h: Wet/Dry

The peak shape of the positive and negative “Feedback” value is different. The 
harmonics will be emphasized when the effect sound is mixed with the dry sound 
if you set a positive value for both “Feedback” and “Wet/Dry”, and if you set a 
negative value for both “Feedback” and “Wet/Dry”.

  ▪ g: High Damp [%]

This parameter sets the amount of damping of the feedback in the high range. 
Increasing the value will cut high-range harmonics.
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Stereo Random Flanger
The stereo effect uses a step-shape waveform and random LFO for modulation, 
creating a unique flanging effect.

LFO: Step-Tri/Random

Left

Right

Feedback

LFO Phase

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

Flanger

Flanger
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a DelayTime[msec] 0.0…50.0 Setsthedelaytimefromtheoriginalsound

b LFOWaveform Step-Tri,
Random

SelectstheLFOWaveform

LFOPhase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

c LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsthemodulationsourceusedforbothLFO
speedandstepspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d LFOStepFreq[Hz] 0.05…50.00 Sets the LFO step speed (speed that changes in
steps)

StepAmt –50.00… 
+50.00

SetsthemodulationamountofLFOstepspeed

e MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

f StepBaseNote … SelectsthetypeofnotestospecifytheLFOstep
speed

Times x1…x32 SetsthenumberofnotestospecifytheLFOstep
speed

g Depth 0…100 SetsthedepthofLFO
modulation

h Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Sets the feedback damping amount in the high
range

i Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Envelope Flanger
This Flanger uses an envelope generator for modulation. You will obtain the same 
pattern of flanging each time you play. You can also control the Flanger directly 
using the modulation source.

EG Attack/Decay
EG

D-mod

Sweep Mode
D-mod

Flanger

Flanger

Left

Right

Feedback

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

a LDlyBottom[msec] 0.0…50.0 Setsthelowerlimitoftheleft-channeldelaytime

LDlyTop[msec] 0.0…50.0 Setstheupperlimitoftheleft-channeldelaytime

b RDlyBottom[msec] 0.0…50.0 Setsthelowerlimitoftheright-channeldelaytime

RDlyTop[msec] 0.0…50.0 Setstheupperlimitoftheright-channeldelaytime

c SweepMode EG,D-mod Determines whether the flanger is controlled
bytheenvelopegeneratororbythemodulation
source

Src Off…Tempo Selectsthemodulationsourcethattriggersthe
EG(whenSweepMode=EG),orthemodulation
source that causes the flanger to sweep (when
SweepMode=D-mod)

d EGAttack 1…100 SetstheEGattackspeed

EGDecay 1…100 SetstheEGdecayspeed

e Feedback –100…+100 Setsthefeedbackamount

f HighDamp[%] 0…100 Sets the feedbackdamping amount in thehigh
range
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g Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ c: Sweep Mode

  ▪ c: Src

This parameter switches the flanger control mode. With “Sweep Mode” = EG, the 
flanger will sweep using the envelope generator. This envelope generator is in-
cluded in the envelope flanger, and not related to the Pitch EG, Filter EG, or Amp 
EG.

The “Src” parameter selects the source that starts the envelope generator. If 
you select, for example, Gate, the envelope generator will start when the note-on 
message is received.

When “Sweep Mode” = D-mod, the modulation source can control the flanger 
directly. Select the modulation source using the “Src” parameter.

 The effect is off when a value for the modulation source specified for the 
“Src” parameter is smaller than 64, and the effect is on when the value is 64 or 
higher. The Envelope Generator is triggered when the value changes from 63 or 
smaller to 64 or higher.

  ▪ d: EG Attack

  ▪ d: EG Decay

Attack and Decay speed are the only adjustable parameters on this EG.



1338| EffectsfortheSounds

Stereo Phaser
This effect creates a swell by shifting the phase. It is very effective on electric 
piano sounds. You can add spread to the sound by offsetting the phase of the left 
and right LFOs from each other.

Left

Right

Resonance

LFO Shape

LFO Phase

LFO: Tri / Sine

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

Phaser

Phaser

a LFOWaveform Triangle,
Sine

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

b LFOPhase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

c LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthis ison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDI syncs to the system tempo; 40–300 sets the
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

e Manual 0…100 Setsthefrequencytowhichtheeffectisapplied

Src Off…Tempo SelectsthemodulationsourcefortheLFOmodulation

Amt –100…+100 SetsthemodulationamountoftheLFOmodulation
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f Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo SelectsthemodulationsourcefortheLFOmodulation
depth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulation
depth

h Resonance –100…+100 Setstheresonanceamount

HighDamp[%] 0…100 Setstheresonancedampingamountinthehighrange

j Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ h: Resonance

  ▪ i: Wet/Dry

The peak shape of the positive and negative Feedback value is different. The har-
monics will be emphasized when the effect sound is mixed with the dry sound, 
if you set a positive value for both “Resonance” and “Wet/Dry”, and if you set a 
negative value for both “Resonance” and “Wet/Dry”.

  ▪ h: High Damp [%]

This parameter sets the amount of damping of the resonance in the high range. 
Increasing the value will cut high-range harmonics.
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Stereo Random Phaser
This is a stereo phaser. The effect uses a step-shape waveform and random LFO 
for modulation, creating a unique phasing effect.

LFO: Step-Tri/Random

Left

Right

Resonance

LFO Phase

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

Phaser

Phaser

a LFOWaveform Step-Tri,Step-
Sin,Random

SelectstheLFOWaveform

LFOPhase[de-
gree]

–180…+180 Sets the LFO phase difference between the left and
right

b LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsthemodulationsourcecommonlyusedforLFO
speedandstepspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

c LFOStepFreq
[Hz]

0.05…50.00 SetstheLFOstepspeed

Amt –50.00… 
+50.00

SetsthemodulationamountofLFOstepspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,BaseNote,
andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetem-
pomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed
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e StepBaseNote … SelectsthetypeofnotestospecifytheLFOstepspeed

Times x1…x32 SetsthenumberofnotestospecifytheLFOstepspeed

f Manual 0…100 Setsthefrequencytowhichtheeffectisapplied

Src Off…Tempo SelectsthemodulationsourcefortheLFOmodulation

Amt –100…+100 SetsthemodulationamountoftheLFOmodulation

g Depth 0…100 SetsthedepthofLFOmodulation

h Resonance –100…+100 Setstheresonanceamount

HighDamp[%] 0…100 Setstheresonancedampingamountinthehighrange

i Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Envelope Phaser
This stereo phaser uses an envelope generator for modulation. You will obtain 
the same pattern of phasing each time you play. You can also control the Phaser 
directly using the modulation source.

EG Attack/Decay
EG

D-mod

Sweep Mode
D-mod

Phaser

Phaser

Left

Right

Resonance

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out

a LManuBottom 0…100 Setsthelowerlimitofthefrequencyrangefortheeffect
ontheleftchannel

LManuTop 0…100 Setstheupperlimitofthefrequencyrangefortheeffect
ontheleftchannel

b RManuBottom 0…100 Setsthelowerlimitofthefrequencyrangefortheeffect
ontherightchannel

RManuTop 0…100 Setstheupperlimitofthefrequencyrangefortheeffect
ontherightchannel

c SweepMode EG,D-mod Determineswhethertheflangeriscontrolledbytheenve-
lopegeneratororbythemodulationsource

Src Off…Tempo SelectsthemodulationsourcethattriggerstheEG(when
EGisselectedforSweepMode),ormodulationsourcethat
causestheflangertosweep(whenD-modisselectedfor
SweepMode).SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

d EGAttack 1…100 SetstheEGattackspeed

EGDecay 1…100 SetstheEGdecayspeed

e Resonance –100…+100 Setstheresonanceamount

f HighDamp[%] 0…100 Setstheresonancedampingamountinthehighrange
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g Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Stereo Vibrato
This effect causes the pitch of the input signal to shimmer. Using the AutoFade 
allows you to increase or decrease the shimmering speed.

Vibrato

Vibrato

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO: Tri / Sine LFO Shape

Fade-In Delay LFO FrequencyAutoFade

a AutofadeSrc Off…Tempo SelectsthemodulationsourcethatstartsAutoFade

b Fade-InDelay
[msec]

00…2000 Setsthefade-indelaytime

Fade-InRate 1…100 Setstherateoffade-in

c LFOWaveform Triangle,
Sine

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

d LFOFrequency
Mod

D-mod,
AUTOFADE

SwitchesbetweenD-modandAUTOFADEfor theLFO
frequencymodulation

e LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

f MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,BaseNote,
andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetempo
manuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed
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g Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo Selects themodulationsourceof theLFOmodulation
depth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulationdepth

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Autofade Src

  ▪ b: Fade-In Delay [msec]

  ▪ b: Fade-In Rate

  ▪ d: LFO Frequency Mod

When “LFO Frequency Mod” is set to AUTOFADE, you can use the modulation 
source selected in “AUTOFADE Src” as a trigger to automatically fade in the mod-
ulation amount. When “MIDI Sync” is set to On, you cannot use this.

The “Fade-In Rate” parameter specifies the rate of fade-in. The “Fade-In Delay” 
parameter determines the time from AutoFade modulation source On until the 
fade-in starts.

The following is an example of fade-in where the LFO speed is increased from 
“1.0Hz” to “4.0Hz” when a note-on message is received.

AUTOFADE Src=Gate1, LFO Frequency Mod=AUTOFADE, LFO Frequency [Hz]=1.0, 
Amt=3.0

 The effect is off when a value for the dynamic modulation source speci-
fied for the “AUTOFADE Src” parameter is smaller than 64, and the effect is on 
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when the value is 64 or higher. The AutoFade function is triggered when the value 
changes from 63 or smaller to 64 or higher.

AUTOFADE AutoFade

Note On All Note Off

Fade-In Rate

Source=Gate1
LFO Freq. Mod=AUTOFADE
LFO Frequency[Hz]=1.0
Amount=+3.0

LFO Frequency
=1.0+3.0=4.0Hz

LFO Frequency
=1.0Hz

Gate1 Signal

AUTOFADE Fade-In Dealy
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Stereo Auto Fade Mod
This stereo chorus/flanger effect enables you to control the LFO speed and effect 
balance using auto fade, and you can spread the sound by offsetting the phase of 
the left and right LFOs from each other.

AutoFade LFO Frequency
FX Amt

Delay

Delay

Left

Right

Feedback

LFO Shape

LFO Phase

LFO: Tri / Sine

FX Amt

FX Amt

High Damp

Stereo In - Stereo Out



1348| EffectsfortheSounds

a AutofadeSrc Off…Tempo Selects the modulation source that starts
AutoFade

Fade-InDelay[msec] 00…2000 Setsthefade-indelaytime

Rate 1…100 Setstherateoffade-in

b LFOFrequencyMod D-mod,
AUTOFADE

SwitchesbetweenD-modandAUTOFADEforthe
LFOfrequencymodulation

Wet/DryMod D-mod,
AUTOFADE

SwitchesbetweenD-modandAUTOFADEforthe
effectbalancemodulation

c LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

d LFOPhase[degree] –180…+180 Sets theLFOphasedifferencebetween the left
andright

e LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

f LDelayTime[msec] 0.0…500.0 Setstheleftchanneldelaytime

RDelayTime[msec] 0.0…500.0 Setstherightchanneldelaytime

g Depth 0…200 SetsthedepthofLFOmodulation

h Feedback –100…+100 Setsthefeedbackamount

HighDamp[%] 0…100 Sets the feedback damping amount in the high
range

i Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource



Effectparameters |1349

Stereo Tremolo
This effect modulates the volume level of the input signal. The effect is stereo, 
and offsetting the LFO of the left and right phases from each other produces a 
tremolo effect between left and right.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase

LFO: Tri/Sin/Vintage/Up/Down LFO Shape

Tremolo

Tremolo

a LFOWaveform Triangle,Sine,
Vintage,Up,
Down

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

b LFOPhase[degree] –180…+180 SetstheLFOphasedifferencebetweentheleftand
right

c LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthe
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

e Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo Selectsthemodulationsourceofthedepthofmod-
ulation

Amt –100…+100 Setsthemodulationamountofthedepthofmodu-
lation
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f Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: LFO Waveform

This parameter sets the basic shape of the LFO. The Vintage waveform models 
classic guitar-amp tremolo. 

Tremolo - LFO Waveform

Triangle Sine Vintage Up Down

  ▪ b: LFO Phase [degree]

This parameter determines the difference between the left and right LFO phases. 
A higher value will simulate the auto-pan effect in which the sound is panned 
between left and right.
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Stereo Envelope Tremolo
This effect uses the input signal level to modulate a stereo tremolo (LFO volume 
modulation). For instance, you can create a tremolo effect that becomes deeper 
and faster as the input gets more quiet.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase
LFO Shape

Envelope Sens
+ Envelope

LFO: Tri/Sin/Vintage

Envelope Shape

Tremolo

Tremolo

a EnvelopeSens 0…100 Setstheenvelope’ssensitivitytotheinputsignal

EnvelopeShape –100…+100 Setstheenvelope’scurvature

b LFOWaveform Triangle,Sine,
Vintage

SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

c LFOPhase[de-
gree]

–180…+180 SetstheLFOphasedifferencebetweentheleftand
right

d LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

EnvelopeAmount
[Hz]

–20.00… 
+20.00

Sets theamountadded toor subtracted from the
Frequencywhentheenvelopeisatmaximum

e Depth 0…100 Setstheinitialamountoftremolo

EnvelopeAmount –100…+100 Sets theamountadded toor subtracted from the
Depthwhentheenvelopeisatmaximum

f Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ d: LFO Frequency [Hz]

  ▪ d: Envelope Amount [Hz]

  ▪ e: Depth

  ▪ e: Envelope Amount

The graphic below shows an example of tremolo modulation with negative modu-
lation of both Depth and Frequency. At the start of the note, the input is at maxi-
mum volume. This slows down the LFO Frequency to 1.0Hz, but also modulates 
the Depth to 0–so the tremolo doesn’t have any effect.

As the input volume dies down, the Frequency speeds up; the Depth also in-
creases, making the tremolo effect increasingly audible. When the input volume 
approaches silence, the Depth is at its maximum (100) and Frequency is at 8Hz.

Level

Lo
ud

er

Time

Shimmer

LFO Frequency[Hz]=8.0
Envelope Amount[Hz]= –7.0Hz
Depth=100
Envelope Amount= –100

Dry Envelope
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Stereo Auto Pan
This is a stereo-in, stereo-out auto-panner. The Phase and Shape parameters lets 
you create various panning effects, such as making the left and right inputs seem 
to chase each other around the stereo field.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase

LFO Shape

Pan

Pan

LFO: Tri / Sin

Depth
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a LFOWaveform Triangle,Sine SelectstheLFOWaveform

LFOShape –100…+100 ChangesthecurvatureoftheLFOWaveform

b LFOPhase[de-
gree]

–180…+180 Sets the LFO phase difference between the left and
right

c LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

d MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,BaseNote,
andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300setsthetem-
pomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

e Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo Selectsthemodulationsourceofthedepthofmodula-
tion

Amt –100…+100 Setsthemodulationamountofthedepthofmodulation

f Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: LFO Shape

You can change the panning curve by modifying the LFO’s Shape.

  ▪ b: LFO Phase [degree]

This determines the phase difference between the left and right LFOs. When you 
gradually change the value away from 0, the sounds from the left and right chan-
nels will seem to chase each other around. If you set the parameter to +180 or 
–180, the sounds from each channel will cross over each other.
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You’ll only hear the effect of this parameter if the input is true stereo, with differ-
ent signals in the left and right channels.

L-In

Left Center Right
Output Stereo Image

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

L-In

R-In

LFO Phase = 0 degrees LFO Phase = 90 degrees LFO Phase = 180 degrees

Stereo Auto Pan - LFO Phase
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Stereo Phaser + Tremolo
This effect combines a stereo phaser and tremolo, with linked LFOs. Swelling 
phaser modulation and tremolo effects synchronize with each other, creating a 
soothing modulation effect particularly suitable for electric piano.

Phaser

Phaser

Left

Right

Resonance

LFO Type

FX Amt

FX Amt

Stereo In - Stereo Out

Phaser FX Amt

Phaser FX Amt

LFO
LFO Phase

LFO Shape

Tremolo

Tremolo

a Type Phs-Trml, 
… 
PhsLR-TrmlLR

SelectsthetypeofthetremoloandphaserLFOs
Phaser-Tremolo, 
Phaser-TremoloSpin, 
Phaser-TremoloLR, 
PhaserLR-Tremolo, 
PhaserLR-TremoloSpin,PhaserLR-Tremolo
LR

LFOPhase[degree] –180…+180 Setsthephasedifferencebetweenthetremolo
andphaserLFOs

b LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetstheLFOspeedmodulationamount

c MIDISync Off,On Whenthisison,theLFOspeedissetbyBPM,
BaseNote,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDIsyncstothesystemtempo;40–300sets
thetempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFO
speed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFO
speed
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d PhaserManual 0…100 Setsthephaserfrequencyrange

Resonance –100…+100 Setsthephaserresonanceamount

e PhaserDepth 0…100 Setsthephasermodulationdepth

Src Off…Tempo Selectsthemodulationsourceforthephaser
modulationdepth

Amt –100…+100 Setsthemodulationamountforthephaser
modulationdepth

f PhaserWet/Dry –Wet,–2:98…
Dry…2:98,Wet

Setsthebalancebetweenthephasereffectand
drysounds

g TremoloShape –100…+100 SetsthedegreeofthetremoloLFOshaping

h TremoloDepth 0…100 Setsthetremolomodulationdepth

Src Off…Tempo Selectsthemodulationsourceforthetremolo
modulationdepth

Amt –100…+100 Setsthemodulationamountofthetremolo
modulationdepth

i Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Type

  ▪ a: LFO Phase [degree]

Select the type of phaser LFO and tremolo LFO for the “Type” parameter. How 
the effect sound moves or rotates depends on the type of LFO. Selecting “LFO 
Phase” enables you to offset the timing of the phaser peak and control a subtle 
movement and rotation of the sound.

  ▪ f: Phaser Wet/Dry

  ▪ i: Wet/Dry

PHASER Wet/Dry sets the balance between the phaser output and the dry sound. 
OUTPUT Wet/Dry sets the balance between the final phaser and tremolo output 
level and the dry sound.
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Stereo Ring Modulator
This effect creates a metallic sound by applying the oscillators to the input signal. 
Use the LFO or Dynamic Modulation to modulate the oscillator to create a radical 
modulation. Matching the oscillator frequency with a note number will produce a 
ring modulation effect in specific key ranges.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

Pre LPF
Ring Modulator

Pre LPF
Ring Modulator

Note No.
OSC Mode

Fixed

Note (Key Follow)

Fixed Frequency
Pitch

Note Offset, Fine

Sine Oscillator

LFO
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a OSCMode Fixed,Note
(KeyFollow)

Switchingbetweenspecifyingtheoscillatorfrequency
andusinganotenumber

PreLPF 0…100 Setsthedampingamountofthehighrangeinputto
theringmodulator

b FixedFrequency
[Hz]

0…12.00k SetstheoscillatorfrequencywhenOSCModeissetto
Fixed

Src Off…Tempo Selectsthemodulationsourcefortheoscillatorfre-
quencywhenOSCModeissettoFixed

Amt –12.00k… 
+12.00k

Setsthemodulationamountoftheoscillatorfrequen-
cywhenOSCModeissettoFixed

c NoteOffset –48…+48 Setsthepitchdifferencefromtheoriginalnotewhen
OSCModeissettoNote(KeyFollow)

NoteFine –100…+100 Fine-adjuststheoscillatorfrequency

d LFOFrequency
[Hz]

0.02…20.00 SetsthespeedoftheLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

e MIDISync Off,On Whenthis ison, theLFOspeed issetbyBPM,Base
Note,andTimes,insteadofFrequency

BPM MIDI, 
40.00… 
300.00

MIDI syncs to the system tempo; 40–300 sets the
tempomanuallyforthisindividualeffect

BaseNote … SelectsthetypeofnotesthatspecifytheLFOspeed

Times x1…x32 SetsthenumberofnotesthatspecifytheLFOspeed

f LFODepth 0…100 Sets thedepthofLFOmodulation for theoscillator
frequency

Src Off…Tempo Selectsthemodulationsourceofthedepthofmodula-
tion

Amt –100…+100 Setsthemodulationamountofthedepthofmodula-
tion

g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: OSC Mode

This parameter determines whether or not the oscillator frequency follows the 
note number.

  ▪ a: Pre LPF

This parameter enables you to set the damping amount of the high range sound 
input to the ring modulator. If the input sound contains lots of harmonics, the ef-
fect may sound dirty. In this case, cut a certain amount of high range.

  ▪ b: Fixed Frequency [Hz]

This parameter sets the oscillator frequency when “OSC Mode” is set to Fixed.

  ▪ c: Note Offset

  ▪ c: Note Fine

These parameters for the oscillator are used when “OSC Mode” is set to Note 
(Key Follow). The “Note Offset” sets the pitch difference from the original note in 
semitone steps. The “Note Fine” parameter fine-adjusts the pitch in cent steps. 
Matching the oscillator frequency with the note number produces a ring modula-
tion effect in the correct key.
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Organ Vibrato / Chorus
This effect simulates the chorus and vibrato circuitry of a vintage organ. The 
modulation speed and depth can be customized.

+ Vibrato/Chorus

Mode

Preset Setting

Custom Parameters

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

a InputTrim 0…100 Setstheinputlevel

b ControlMode Preset,
Custom

Selectseitherpresetorcustomsettings

c PresetType V1,C1,V2,C2,
V3,C3

SelectstheeffecttypewhenMode=Preset
V1/V2/V3are variationsof vibrato, andC1/C2/C3are
variationsofchorus

Src Off…Tempo Selectsthemodulationsourcethatwillchangetheeffect
type

Amt –5…+5 Setsthemodulationamountforchangingtheeffecttype

d CustomMix Vibrato,
1:99…99:1, 
Chorus

SetsthemixlevelofthedirectsoundwhenMode=Preset

Src Off…Tempo Selectsthemodulationsourcethatwillcontrolthemix
levelofthedirectsound

Amt –100…+100 Setsthemodulationamountforcontrollingthemixlevel
ofthedirectsound

e CustomDepth 0…100 Setsthevibratodepth

Src Off…Tempo Selects themodulationsource thatwill controlvibrato
depth

Amt –100…+100 Setsthemodulationamountforcontrollingthevibrato
depth
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f CustomSpeed
[Hz]

0.02…20.00 Setsthevibratospeed

Src Off…Tempo Selectsthemodulationsourceforcontrollingthevibrato
speed

Amt –20.00… 
+20.00

Setsthemodulationamountforcontrollingthevibrato
speed

g Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ b: Control Mode

  ▪ c: Preset Type

  ▪ d: Custom Mix

  ▪ e: Custom Depth

  ▪ f: Custom Speed [Hz]

If Control Mode=Preset, you can use c: Preset Type to select the effect. In this case, 
the Custom Mix/Depth/Speed settings are ignored. If Control Mode=Custom, the 
Custom Mix/Depth/Speed settings are valid, and the c: Preset Type setting is 
ignored.

  ▪ c: Amt

If Preset Type=V1 and Src=JS+Y, you can set this to +5 and move JS +Y to control 
the effect in the order of V1›C1›V2›C2›V3›C3.
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Rotary Speaker
This effect simulates a rotary speaker, and obtains a more realistic sound by simu-
lating the rotor in the low range and the horn in the high range separately. The 
effect also simulates the stereo microphone settings.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

D-mod

D-mod

D-mod

Mode Switch: Rotate/Stop

Speed Switch: Slow/Fast

Manual Speed Control

Speaker Simulation

Mic Distance
Mic Spread

Horn/Rotor
Balance

Horn

Rotary Speaker

Rotor

+

a ModeSwitch Rotate,Stop Switchesbetweenspeakerrotationandstop

Src Off…Tempo SelectsamodulationsourceforRotate/Stop

Mode Toggle,
Moment

SetstheswitchmodeforRotate/Stopmodulation

b SpeedSwitch Slow,Fast Switchesthespeakerrotationspeedbetweenslowand
fast

Src Off…Tempo SelectsamodulationsourceforSlow/Fast

Mode Toggle,
Moment

SetstheswitchmodeforSlow/Fastmodulation

c ManualSpeed
Ctrl

Off…Tempo Setsamodulationsourcefordirectcontrolofrotation
speed

d Horn 
Acceleration

0…100 Howquicklythehornrotationspeedinthehighrangeis
switched

HornRatio Stop,
0.50…2.00

Adjusts the (high-range side) horn rotation speed.
Standardvalueis1.00.Selecting“Stop”willstopthero-
tation

e Rotor 
Acceleration

0…100 Determineshowquicklytherotorrotationspeedinthe
lowrangeisswitched

RotorRatio Stop,
0.50…2.00

Adjuststhe(low-frequency)rotorspeed.Standardvalue
is1.00.Selecting“Stop”willstoptherotation
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f Horn/Rotor
Balance

Rotor,1…99,
Horn

Setsthelevelbalancebetweenthehigh-frequencyhorn
andlow-frequencyrotor

g MicDistance 0…100 Sets thedistancebetweenthemicrophoneandrotary
speaker

MicSpread 0…100 Setstheangleofleftandrightmicrophones

h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Mode

This parameter sets how the modulation source switches between rotation and 
stop.

When Mode = Toggle, the speaker rotates or stops alternately each time you press 
the pedal or move the joystick. Via MIDI, rotation will switch between start and 
stop each time the modulation amount exceeds 64.

When Mode = Moment, the speaker rotates by default, and stops only when you 
press the pedal or move the joystick. Via MIDI, modulation values above 64 make 
the speaker rotate, and values below 64 make it stop. 

  ▪ b: Speed Switch

This parameter controls how the rotation speed (slow and fast) is switched via the 
modulation source.

When Mode = Toggle, the speed will switch between slow and fast each time you 
press the pedal or move the joystick. Via MIDI, the speed will switch each time the 
modulation amount exceeds 64.

When Mode = Moment, the speed is usually slow. It becomes fast only when you 
press the pedal or move the joystick. Via MIDI, modulation values above 64 set 
the speed to Fast, and values below 64 set it to Slow. 

  ▪ c: Manual Speed Ctrl

If you wish to control the rotation speed manually, instead of switching between 
Slow and Fast, select a modulation source in the Manual Speed Ctrl parameter. If 
you don’t want to use manual control, set this to Off.
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  ▪ d: Horn Acceleration

  ▪ e: Rotor Acceleration

On a real rotary speaker, the rotation speed accelerates or decelerates gradually 
after you switch the speed. The Horn and Rotor Acceleration parameters set the 
transition times between fast and slow speeds.

  ▪ g: Mic Distance

  ▪ g: Mic Spread

This is a simulation of stereo microphone settings.

Mic Spread
MicrophoneMicrophone

Mic Distance Mic Distance

Rotary Speaker (Top View)

Rotary Speaker - Mic Placement
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Phaser + Chorus/Flanger
This effect combines a mono phaser and a chorus/flanger.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out

+

Chorus/Flanger

Cho/Flng
FX Amt

LEQHEQEQ
Trim

Chorus/Flanger

Feedback

Phaser

Phaser
FX Amt

Phaser

Resonance

LFO: Tri / Sine LFO: Tri / Sine

Normal

Wet Invert
Output Mode–

+

PHASER

a [P]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

b [P]Manual 0…100 Setsthefrequencytowhichtheeffectisap-
plied

Depth 0…100 SetsthedepthofLFOmodulation

Resonance –100…+100 Setstheresonanceamount

c [P]PhaserWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setsthephasereffectbalance

CHORUS/FLANGER

d [F]LFOFrequency[Hz] 0.02…20.00 SetsthespeedoftheLFO

LFOWaveform Triangle,Sine SelectstheLFOWaveform

e [F]DelayTime[msec] 0.0…1350.0 Setsthedelaytime

Depth 0…100 SetsthedepthofLFOmodulation

Feedback –100…+100 Setsthefeedbackamount

f [F]EQTrim 0…100 SetstheEQinputlevel

g [F]PreLEQGain[dB] –15…+15 SetsthegainofLowEQ

PreHEQGain[dB] –15…+15 SetsthegainofHighEQ
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h [F]Cho/FlngWet/Dry -Wet,-1:99…
Dry…99:1,Wet

Setstheeffectbalanceofthechorus/flanger

Src Off…Tempo SelectstheWet/Drymodulationsourcefor
thechorus/flanger

Amt –100…+100 SetstheWet/Drymodulationamountforthe
chorus/flanger

i [F]OutputMode Normal, 
WetInvert

Selects the output mode for the chorus/
flanger

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Rotary Speaker OD
This is a stereo rotary speaker effect. It has an internal speaker simulator that 
simulates overdrive (recreating the amp distortion) and characteristics of the ro-
tary speaker, producing a very realistic rotary speaker sound.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

Mic Distance
Mic Spread

Horn/Rotor
Balance

D-mod

D-mod

D-mod

D-mod

Mode Switch: Rotate/Stop
Speed Switch: Slow/Fast

Manual Speed Control

On/Off

Speaker Simulation

Overdrive

Horn

Rotary Speaker

Rotor

+

a Overdrive Off,On Switchesoverdriveon/off

Src Off…Tempo Selectsamodulationsourcetoswitchoverdrive
on/off

Sw Toggle,Moment Setstheswitchmodeforoverdriveon/offmodu-
lation

b OverdriveGain 0…100 Determinesthedegreeofdistortion

OverdriveLevel 0…100 Setstheoverdriveoutputlevel

C OverdriveTone 0…15 Setsthetonalqualityoftheoverdrive

SpeakerSimulator Off,On Switchesthespeakersimulationon/off

d ModeSwitch Rotate,Stop Switchesbetweenspeakerrotationandstop

Src Off…Tempo SelectsamodulationsourceforRotate/Stop

Sw Toggle,Moment SetstheswitchmodeforRotate/Stopmodula-
tion

e SpeedSwitch Slow,Fast Switches the speaker rotation speedbetween
slowandfast

Src Off…Tempo SelectsamodulationsourceforSlow/Fast

Sw Toggle,Moment SetstheswitchmodeforSlow/Fastmodulation
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f Horn/Rotor
Balance

Rotor,1…99,Horn Setsthevolumebalancebetweenthehigh-range
hornandlow-rangerotor

ManualSpeedCtrl Off…Tempo Setsamodulationsource fordirectcontrolof
rotationspeed

g Horn 
Acceleration

0…100 Setshowquicklythehornrotationspeedchang-
es

HornRatio Stop,0.50…2.00 Adjusts the (high-frequency) horn rotation
speed.Standardvalueis1.00.“Stop”stopsthe
rotation

h Rotor 
Acceleration

0…100 Setshowquicklytherotorspeedchanges

RotorRatio Stop,0.50…2.00 Adjuststhe(low-frequency)rotorrotationspeed.
Standardvalueis1.0.“Stop”stopstherotation

i MicDistance 0…100 Distance between themicrophone and rotary
speaker

MicSpread 0…100 Angleofleftandrightmicrophones

j Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ a: Sw

This parameter determines how to switch on/off the overdrive via a modulation 
source.

When “Sw” = Toggle, overdrive is turned on/off each time the pedal or joystick is 
operated.

 Overdrive will be switched on/off each time the value of the modulation 
source exceeds 64.

When “Sw” = Moment, overdrive is applied only when you press the pedal or oper-
ate the joystick.

 Only when the value for the modulation source is 64 or higher, the over-
drive effect is applied.
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U-Vibe
Modeled on the most famous chorus/vibrato pedal effect unit. This effect simu-
lates a rotating speaker and produces a wonderfully seductive and ‘watery’ tone. 
Interestingly enough, the guy responsible for this great pedal is also responsible 
for the birth of the KORG Nuvibe and Valve Reactor Technology.

a Speed[Hz] 1…100 SetsthespeedoftheU-Vibeeffect

Src Off…Tempo SelectsamodulationsourcefortheU-Vibeeffect

Amt –10.00… 
+10.00

SetsthemodulationamountoftheU-Vibeeffect

b Depth 0…100 SetsthedepthoftheU-Vibeeffect

Src Off…Tempo Selects themodulationsourceof theLFOmodulation
depth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulationdepth

c Mix 0…100 Setstheeffectmixlevel

Src Off…Tempo Selectsthemodulationsourceoftheeffectmixlevel

Amt –100…+100 Setsthemodulationamountoftheeffectmixlevel

d Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Orange Phaser
This phaser pedal is a favorite on many recordings. It’s useful for adding sparkle, 
animating chord passages, and widening and fattening the sound.

The original had only a speed control; this version adds depth, control of the cen-
ter frequency, and more.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out

+ Phaser

LFO

Resonance

a Speed 0.10…10.00 Thiscontrolsthespeedofthephaser’sLFO.

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

b Depth 0…100 SetsthedepthofLFOmodulation

Src Off…Tempo SelectsthemodulationsourcefortheLFOmodulation
depth

Amt –100…+100 SetsthemodulationamountoftheLFOmodulation
depth

c Resonance –100…+100 Thiscontrolstheintensityofthephasereffect.The
defaultis26.Mixingtheprocessedanddrysignalsvia
Wet/Drywillenhancetheeffect.

d Manual 0…100 Setsthefrequencytowhichtheeffectisapplied

e Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Small Phaser
This classic phaser, made in New York City during the 70s, has a notably warm and 
rich tone with liquid transparency.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out

+ Phaser

LFO

Color

a Speed 0.10…10.00 Thiscontrolsthespeedofthephaser’sLFO.Thede-
faultis1.00Hz.

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –20.00… 
+20.00

SetsthemodulationamountofLFOspeed

c Color Off,On Thischangesthesoundofthephaserbetweenafull
androundphaseshiftwhensettoOff,andamorepro-
nouncedeffectwhensettoOn.

e Wet/Dry -Wet,-1:99…
Dry…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Classic Chorus
This models a famous chorus unit that was built into a guitar amp. Although it 
does not provide a chorus and vibrato select switch, you can use the “Wet/Dry” 
and “Bus” settings to produce their effect. The “Speed,” “Depth,” and “Manual” 
parameters allow an even wider range of sounds than the original unit.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Stereo Out  /  Dry: Stereo In - Stereo Out

+ Chorus

LFO

Output ModeMono

Stereo
(L-D&R-W)

a Speed[Hz] 0.10…10.0 SetstheLFOspeed

Src Off…Tempo Modulationforthechorusspeed.SeethelistofDMS
(DynamicModulationSources)atthebeginningof
thispart

Amt –10.00… 
+10.00

Setsthemodulationamountofthechorusspeed

b Depth 1…100 SetsthedepthofLFOmodulation

Src Off…Tempo Modulationforthechorusdepth.SeethelistofDMS
(DynamicModulationSources)atthebeginningof
thispart

Amt –100…+100 Setsthemodulationamountofthechorusdepth

c Manual 0…99 Setsthedelaytimeforchorus.IfDepthissetto100,
Manualwillnotfunction.

d OutputMode Mono,Stereo
(L-Dry&R-Wet)

Theoutputmodeswitchesbetweenvibratoand
chorus.Monoisavibrato,Stereoisachorus.

e Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo SelectsamodulationsourceforWet/Dry

Amount –100…+100 SetsthemodulationamountforWet/Dry
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Classic Flanger
This models a classic analog flanger. It is highly effective for chording on clavi-
type keyboards or electric piano.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Mono Out  /  Dry: Stereo In - Stereo Out

+ Flanger

LFO

Feedback

LFO Sync Reset Offset

a Speed[Hz] 0.10...10.0 SetsthespeedofLFO

Src Off…Tempo SelectsamodulationsourceforLFOspeed

Amt –10.00… 
+10.00

Setsthemodulationamountofflangerspeed

b Depth 0…100 Setsthedepthofflangermodulation

Src Off…Tempo Selectsthemodulationsourceoftheflangermod-
ulationdepth

Amt –100…+100 SetsthemodulationamountoftheLFOmodula-
tiondepth

c Resonance 0…100 Setstheresonanceamount

d Manual 0…100 Setsthesweepfrequency.IfDepthissetto100,
Manualwillnotfunction.

e LFOResetSrc Off...Tempo SelectsamodulationsourceforLFOreset

ResetOffset 0…100 Setstheoffset

f Wet/Dry -Wet,-1:99…
Dry…99:1,Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Classic Tremolo
Vintage Tremolo effect.

Left

Right

FX Amt

FX Amt

Stereo In - Stereo Out

LFO Phase

LFO: Tri/Sin/Vintage/Up/Down LFO Shape

Tremolo

Tremolo

a Speed 0.10…10.00 SetsthespeedoftheLFO

Src Off…Tempo Modulation for the tremolo speed. See the list of DMS
(DynamicModulationSources)atthebeginningofthispart

Amt –10.00… 
+10.00

Setsthemodulationamountofthetremolospeed

b Depth 0…100 Setstheinitialamountoftremolo

Src Off…Tempo Modulation for the tremolo depth. See the list of DMS
(DynamicModulationSources)atthebeginningofthispart

Amt –10.00… 
+10.00

Setsthemodulationamountofthetremolodepth

c Spread 0…100 Setsthewidthofthestereoimageoftheeffectsound

d LevelAdjust 0…99 Leveloftheeffect

e Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo Seethe listofDMS(DynamicModulationSources)atthe
beginningofthispart

Amt –100…+100 Amountofmodulationsource
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Black Chorus / Flanger
This models a Danish-made stereo chorus + pitch modulator & flanger. Although 
this effect was originally intended for guitar, it was also used by numerous key-
board players. Used with electric piano, it produces a distinctive tone.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Stereo Out  /  Dry: Stereo In - Stereo Out

+ Chorus

LFO

Input Gain

Mode & Intensity

Mono

Stereo
Output Mode-

+

+
+

a Speed[Hz] 0.10…10.0 SetstheLFOspeed

Src Off…Tempo ModulationfortheLFOspeed.SeethelistofDMS
(DynamicModulationSources)atthebeginningof
thispart

Amt –10.00… 
+10.00

SetsthemodulationamountoftheLFOspeed

Intensity 1…100 SetstheintensityofLFOmodulation

b Mode 0,1,2 Selectamode
0:Chorus
1:PitchModulation
2:Flanger

c Width 0…2 SetstheLFOmodulationdepth

d InputGain 1…100 Setstheinputgain

e OutputMode 0,1 Selectaoutputmode
0:Mono 
1:Stereo

f Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Source Off…Tempo SelectsamodulationsourceforWet/Dry

Amount –100…+100 SetsthemodulationamountforWet/Dry
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  ▪ a: Intensity

  ▪ b: Mode

Increasing the “Intensity” value will strengthen the modulation effect. This con-
trols the effect, direct, and feedback values. The values that are controlled will 
depend on the “Mode” setting.
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CS-3 Rotary Speaker
This models a stereo rotary speaker. When you choose the Slow or Fast speed, it 
will take a certain amount of time for the specified speed to be reached – just like 
on an actual rotary speaker. This is because it takes several seconds for the motor 
that creates the rotation to accelerate or decelerate.

The rotary speaker is made of two parts: the horn and the rotor.

The horn carries the high frequencies of the rotary speaker. You can indepen-
dently control the Slow and Fast speeds of the horn, as well as the time it takes to 
speed up or slow down. You also have separate control over the amount of time 
that the horn takes to stop rotating entirely, and the time that it takes to resume 
rotation after being stopped.

The rotor carries the low frequencies of the rotary speaker.

The selected speaker type can have a significant effect on the overall tone – 
something particularly noticeable at fast rotary speeds. Natural is based on new 
analysis of a classic vintage rotary speaker. Resonant has more mid-fre quency 
bite than Natural, similar to a popular rotary speaker effects ped al. Bright is based 
on Natural, but with less high -end roll-off for a brighter sound. Original is the same 
as the original KORG CX- 3 speaker simulator.

HINT:Somespeakertypeshavesharpresonancesintheirfrequencyresponses,
whichmaycausehighervolumeswithspecificsoundsandnotes.Ifthevolumeis
alreadyhigh,thiscancauseclippingattheoutputs.Ifthishappens,simplyturn
downtheampleveland/ortheprogramvolume.

Rotary Speaker

a Switch On,Off ThisenablesanddisablestheRotarySpeaker.
It’sdifferentfromsimplystoppingtherotation
(whichyoucandowith theModeSWparam-
eter);instead,thisislikeunpluggingtheorgan
fromtherotaryspeakerentirely.
WhentheRotarySpeakeristurnedoff,thetone
isdeterminedbytheSpeakerOffOutparam-
eter.

Src Off…Tempo SelectsamodulationsourceforSwitch

b SwitchMode Toggle,Moment SetstheswitchmodeforSwitch
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c SpeakerOffOut Pre-,Post-Xover This determines the sound when the Rotary
Speakeristurnedoff.Italsodeterminesthedry
signalintheWet/Drymix.
Post-Xover is the default, and matches the
CX-3.Withthissetting,thespeakersimulator
andspeakercrossoverwillstillbeactive,even
whentheRotarySpeakerisdisabled.Usethis
ifyouliketheCX-3sound,andarenotsending
theorganthroughaseparateRotarySpeakerin
theInsertEffects.
Pre-Xoveryieldsatonewithouttheeffectsof
thespeakersimulatorandcrossovers.Usethis
settingifyou’llbesendingtheorganthrougha
separateRotarySpeakerintheInsertEffects.

d Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal.The
drysignaliseitherthepre-crossoverorpost-
crossoverinput,asselectedbytheSpeakerOff
Outparameter.

Src Off…Tempo SelectsamodulationsourceforWet/Dry

e Wet/DryMod.Int –100…+100 SetsthemodulationamountforWet/Dry

Mode/Speed

f ModeSW Rotate,Stop ModeSwitch letsyoustop themotionof the
RotarySpeaker.Evenwhenstopped,thespeak-
erwillstillaffectthetimbre.Thehornandrotor
caneachtakedifferentamountsoftimetostart
andstoptheirrotation(seebelow).

Src Off…Tempo SelectsamodulationsourceforModeSW

g ModeSWMode Toggle,Moment SetstheswitchmodeforModeSW

Src Off…Tempo SelectsamodulationsourceforModeSWMode

h SpeedSW Slow,Fast TheRotarySpeakerhastwobasicspeeds,and
SpeedSwitchallowsyoutoswitchbetweenthe
two.Youcansetthespeedsofthehornandro-
torsectionsseparately forboththeFastand
Slowsettings,aswellasthetimethatittakes
themtospeedupandslowdown.

Src Off…Tempo SelectsamodulationsourceforSpeedSW

i SpeedSWMode Toggle,Moment SetstheswitchmodeforSpeedSW

j FastOverridStop Off,On WhenFastOverridesStopisenabled,switch-
ingtheSpeedtoFastviamodulationwillalways
pushtheRotarySpeakerintoFastmode–even
ifithadpreviouslybeenstopped.Switchingthe
SpeedbacktoSlowwillstopitagain.
When Fast Overrides Stop is disabled, if the
speakerisstopped,itwillstaystoppedregard-
lessofSpeedSW>Src.
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Horn

k FastSpeed 0…100 ThisspecifiesthespeedoftheHornwhenthe
SpeedSWissettoFast.

SlowSpeed 0…100 ThisspecifiesthespeedoftheHornwhenthe
SpeedSWissettoSlow.

Acceleration 0…100 ThissetshowlongittakestheHorntochange
fromtheSlowspeedtotheFastspeed.

Deceleration 0…100 ThissetshowlongittakestheHorntochange
fromtheFastspeedtotheSlowspeed.

StartAccel. 0…100 StartAccelerationsetshow long it takes the
HorntocomeuptospeedaftertheModeSW
haschangedfromStoptoRotate.

StopDecel. 0…100 StopDeceleration setshow long it takes the
horn to come to rest after theModeSWhas
changedfromRotatetoStop.

l MicDistance 0…100 TheRotarySpeakermodelincludestwopairs
ofstereomics–onepairfortheHorn,andthe
other for the Rotor. This parameter adjusts
thedistancebetweentheHornanditsmicro-
phones.Lowervaluesbringthemicscloserto
thespeaker.

MicSpread 0…100 ThisadjuststhedistancebetweenthetwoHorn
microphones,towidenthestereofield.Higher
valuesincreasethestereoeffect.

m StopAtStopPhase Free,Stop When theMode SW is set to Stop, the Horn
graduallycomestorestpointingonewayoran-
other.StopAtStopPhaseallowsyoutocontrol
whereitwillstop.
Freeletsitcometorestnaturally,atamoreor
lessrandomspot.Theothersettings,–180to
+180,letyouforceittolandinaspecificposi-
tion.
Thespeakerpositionhasadramaticeffecton
thetone,sospecifyingafixedpositionallows
youtoachieveconsistenttimbralresults.

StopPhase -180…+180 Specificstoppositionwhentheaboveparam-
eterissettoStop.
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Rotor

n FastSpeed 0…100 ThisspecifiesthespeedoftheRotorwhenthe
SpeedSWissettoFast.

SlowSpeed 0…100 ThisspecifiesthespeedoftheRotorwhenthe
SpeedSWissettoSlow.

Acceleration 0…100 ThissetshowlongittakestheRotortochange
fromtheSlowspeedtotheFastspeed.

Deceleration 0…100 ThissetshowlongittakestheRotortochange
fromtheFastspeedtotheSlowspeed.

StartAccel. 0…100 StartAccelerationsetshow long it takes the
Rotor to come up to speed after the Mode
SwitchhaschangedfromStoptoRotate.

StopDecel. 0…100 StopDecelerationspecifiesthetimeitwilltake
fortheRotortoactuallycometorestafterrota-
tionisswitchedoff.
ThissetshowlongittakestheRotortocome
restaftertheModeSwitchhaschangedfrom
RotatetoStop.

o MicDistance 0…100 This adjusts the distance between theRotor
and itsmicrophones. Lower valuesbring the
micsclosertothespeaker.

MicSpread 0…100 This adjusts the distance between the two
Rotormicrophones,towidenthestereofield.
Highervaluesincreasethestereoeffect.

p StopAtStopPhase Free,Stop When theModeSW is set to Stop, theRotor
graduallycomestorestpointingonewayoran-
other.StopAtStopPhaseallowsyoutocontrol
whereitwillstop.
Freeletsitcometorestnaturally,atamoreor
lessrandomspot.Theothersettings,–180to
+180,letyouforceittolandinaspecificposi-
tion.
Thespeakerpositionhasadramaticeffecton
thetone,sospecifyingafixedpositionallows
youtoachieveconsistenttimbralresults.

StopPhase -180…+180 Specificstoppositionwhentheaboveparam-
eterissettoStop.
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Speaker

q Horn/RotorBal Rotor,1…99,Horn Thissetstheoutputbalancebetweenthehigh
frequenciesoftheHornandthelowfrequencies
oftheRotor.

r SpeakerSim Off,On This enables and disables modeling of the
speakertone.
TheSpeakerSimulatormaystillaffectthetone
evenwhentheRotarySpeakeristurnedoff,de-
pendingonthesettingoftheSpeakerOffOut
parameter.

SpeakerType Natural…Original
CX-3

This selects themodel used for the speaker
simulator.
Important: Some Speaker Types have sharp
resonancesintheirfrequencyresponseswhich
maycausehighervolumeswithspecificnotes
anddrawbarsettings.Ifthevolumeisalready
high,thiscancauseclippingattheoutputs.If
thishappens,simplyturndowntheoutputlevel
oftheeffectorthesound.

Natural Thisisbasedonnewanalysisofaclassicvin-
tagerotaryspeaker.

Natural+Direct ThisissimilartoNatural,butwithabitofthe
directsignalmixedbackin–resultingingreater
extensionofbothhighandlowfrequencies.

Resonant Thishasmoremid-frequencybitethanNatural,
similartoapopularrotaryspeakereffectsped-
al.

Resonant+Direct SimilartoResonant,butwithabitofdirectsig-
nalmixedin(seeNatural+Directabove).

Bright BasedonNatural,butwithlesshigh-endroll-off
forabrightersound.

Bright+Direct LikeBright,butwithabitofdirectsignalmixed
in(seeNatural+Directabove).

OriginalCX-3 This isthesameastheoriginalCX-3speaker
simulator.

s AmpMatchType Off,AmpType1,2 Typeofampmodel.Thisshouldusuallybethe
sameastheCX-3Amp,butyouarefreetoex-
perimentbychoosingadifferentamptypehere.

FX Mix

t Wet/Dry Dry,1:99…99:1,Wet Balancebetweenthewetanddrysignal

Src Off…Tempo See the list of DMS (Dynamic Modulation
Sources)atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ h: Speed SW > Src

We’ve added a special trick for controlling Rotary Speed with JS X (left-to-right 
movement, which normally controls pitch bend). When the Src is set to JS X, the 
joystick works like the speaker speed switch on a vintage organ. Move it to the left 
for Chorale (slow) and to the right for Tremolo (fast). Is it true?
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Reverb

Reverb Hall
This hall-type reverb simulates the reverberation of mid-size concert halls or en-
semble halls.

Reverb Smooth Hall
This hall-type reverb simulates the reverberation of larger halls and stadiums, and 
creates a smooth release.

Reverb Wet Plate
This plate reverb simulates warm (dense) reverberation.

Reverb Dry Plate
This plate reverb simulates dry (light) reverberation.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

EQ Trim

+

EQ Trim

LEQ HEQ
Pre Delay Reverb

Pre Delay Thru

a ReverbTime[sec] 0.1…10.0 Setsthereverberationtime

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

b PreDelay[msec] 0…200 Setsthedelaytimefromthedrysound

PreDelayThru[%] 0…100 Setsthemixratioofnon-delaysound
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c EQTrim 0…100 SetstheEQinputlevel

d PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)ofthe
low-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)ofthe
high-rangeequalizer

e PreLEQGain[dB] –15.0…+15.0 SetsthegainofLowEQ

PreHEQGain[dB] –15.0…+15.0 SetsthegainofHighEQ

f Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ b: Pre Delay [msec]

  ▪ b: Pre Delay Thru [%]

The “Pre Delay” sets the delay time to the reverb input, allowing you to control 
spaciousness.

Using the “Pre Delay Thru” parameter, you can mix the dry sound without delay, 
emphasizing the attack of the sound.

Time

Reverb - Hall / Plate Type
Level

Lo
ud

er

Dry

Reverb

Pre Delay Thru

Pre Delay Reverb Time
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Reverb Room
This room-type reverb emphasizes the early reflections that make the sound 
tighter. Changing the balance between the early reflections and reverb sound 
allows you to simulate nuances, such as the type of walls of a room.

Reverb Bright Room
This room-type reverb emphasizes the early reflections that make the sound 
brighter.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

EQ Trim

+

EQ Trim

LEQ HEQ
Pre Delay Reverb Reverb Level

ER Level

ER Level

Pre Delay Thru

ERs

ERs

a ReverbTime[sec] 0.1…3.0 Setsthereverberationtime

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

b PreDelay[msec] 0…200 Setsthedelaytimefromthedrysound

PreDelayThru[%] 0…100 Setsthemixratioofnon-delaysound

c ERLevel 0…100 Setsthelevelofearlyreflections

d ReverbLevel 0…100 Setsthereverberationlevel

e EQTrim 0…100 SetstheEQinputlevel

f PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)ofthe
low-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

g PreLEQGain[dB] –15.0…+15.0 SetsthegainofLowEQ

PreHEQGain[dB] –15.0…+15.0 SetsthegainofHighEQ
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h Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ c: ER Level

  ▪ d: Reverb Level

These parameters set the early reflection level and reverb level.

Changing these parameter values allows you to simulate the type of walls in the 
room. That is, a larger “ER Level” simulates a hard wall, and a larger “Reverb 
Level” simulates a soft wall.

Reverb - Room Type

Time

Level

Lo
ud

er

ER
(Early Reflections)

Dry

Reverb

Pre Delay Thru
Pre Delay Reverb Time
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Early Reflections
This effect is only the early reflection part of a reverberation sound, and adds 
presence to the sound. You can select one of the four decay curves.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

EQ Trim

+

EQ Trim

Pre Delay Early Reflections
LEQ HEQ

a Type Sharp,Loose,
Modulated,
Reverse

Selectsthedecaycurvefortheearlyreflection

b ERTime[msec] 10…800 Setsthetimelengthofearlyreflection

c PreDelay[msec] 0…200 Setsthetimetakenfromtheoriginalsoundtothe
firstearlyreflection

d EQTrim 0…100 Sets the input level ofEQapplied to theeffect
sound

e PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)of
thelow-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

f PreLEQGain[dB] –15.0…+15.0 GainoftheLowEQ

PreHEQGain[dB] –15.0…+15.0 GainoftheHighEQ

g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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  ▪ a: Type

This parameter selects the decay curve for the early reflection.

Sharp

Loose

Modulated

Early Reflections - Type

Reverse

Dry Pre Delay ER Time
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Reverb Gate
This effect combines a mono reverb and a gate.

Left

Right

FX Amt

FX Amt

Reverb
Balance

FX Amt = 100: Mono In - Mono Out  /  FX Amt = 0: Stereo In - Stereo Out

+
LEQ HEQ

EQ Trim
ReverbPre Delay

Envelope - Control
D-mod

Input

Envelope Select

Gate

Input Reverb Mix

Reverb

Gate
Gate+Dmpr

REVERB

a [R]ReverbTime[sec] 0.1…10.0 Setsthereverberationtime

HighDamp[%] 0…100 Setsthedampingamountinthehighrange

b [R]PreDelay[msec] 0…200 Setsthedelaytimeofthereverbsoundandgate
controlsignal

c [R]EQTrim 0…100 SetstheEQinputlevel

ReverbBalance 0…100 Setsthereverbeffectbalance

d [R]PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)of
thelow-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

e [R]PreLEQGain[dB] –15.0…+15.0 SetsthegainofLowEQ

PreHEQGain[dB] –15.0…+15.0 SetsthegainofHighEQ

GATE

f [G]EnvelopeSelect D-mod,Input Switchesbetweenmodulationsourcecontroland
inputsignalcontrol

Src Off…Tempo Selectsthemodulationsourcethatcontrolsthe
gatewhenEnvelopeSelectissettoD-mod

g [G]InputReverbMix 0…100 Sets the balance between the dry and reverb
soundsofthegatecontrolsignal

Threshold 0…100 Setsthegatethresholdlevel
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h [G]Polarity +,– Switches between non-invert and invert of the
gateon/offstate

i [G]Attack 1…100 Setstheattacktime

Release 1…100 Setsthereleasetime

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource

  ▪ f: [G]Envelope Select

  ▪ f: Src

  ▪ g: [G]Input Reverb Mix

  ▪ g: Threshold

The “[G]Envelope Select” parameter enables you to select whether turning the 
gate on and off is triggered by the input signal level or controlled directly by the 
modulation source. You can select from Off to Tempo for the Src parameter to 
specify the modulation source. 

When “[G]Envelope Select” is set to Input, the gate is controlled by the level of 
signals that are the combination of the dry sound and the reverb sound. When the 
signal level exceeds the threshold, the gate opens and the reverb sound is output.

Normally, set “[G]Input Reverb Mix” to Dry (the gate is controlled only by the dry 
sound). If you wish to extend the gate time, set the “[G]Input Reverb Mix” value 
higher and adjust the “Threshold” value.
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Early Reflections Hi Dens
This early reflection effect has more precise early reflections with twice the maxi-
mum length of a normal-size effect (Early Reflections). You can create a very 
smooth and dense sound.

Left

Right

FX Amt

FX Amt

FX Amt = 100: Mono In - Stereo Out  /  FX Amt = 0: Stereo In - Stereo Out 

EQ Trim

+

EQ Trim

Pre Delay Early Reflections
LEQ HEQ

a Type Sharp,Loose,
Modulated,
Reverse

Selectsthedecaycurvefortheearlyreflection

b ERTime[msec] 10…1600 Setsthetimelengthofearlyreflection

c PreDelay[msec] 0…200 Setsthetimetakenfromtheoriginalsoundtothe
firstearlyreflection

d EQTrim 0…100 Sets the input level of EQ applied to the effect
sound

e PreLEQFc Low, 
Mid-Low

Selectsthecutofffrequency(lowormid-low)of
thelow-rangeequalizer

PreHEQFc High, 
Mid-High

Selectsthecutofffrequency(highormid-high)of
thehigh-rangeequalizer

f PreLEQGain[dB] –15.0…+15.0 SetsthegainofLowEQ

PreHEQGain[dB] –15.0…+15.0 SetsthegainofHighEQ

g Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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Reverb Spring
The spring-type reverbs have a different sonic character than hall or room-type 
reverbs. They model the spring reverb systems built into some amps.

ToneLab Reverb Room
This reverb is kept from our VOX ToneLab FX processor. It models the reverbera-
tion of a typical room, with numerous early reflec tions.

 

a Time 1…100 Setsthereverbtime

LoDamp 0…100 Adjusts the attenuation of the low-frequency
range

HiDamp 0…100 Adjusts the attenuation of the high-frequency
range

PreDelay 0…70 Setstheinitialdelaybeforethereverberationbe-
gins.Byadjustingthissettingyoucanclarifythe
definitionoftheoriginalsound.

b Wet/Dry Dry,1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)
atthebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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O–verb
The O-verb features a high-quality, diffusion-based reverb core. In addition to set-
ting the size of the room, you can model its shape and materials by adjusting the 
diffusion characteristics of both the initial reflections and the main reverberant 
wash, and via separate controls for the high, mid, and low decay times. The O-verb 
also includes randomization, for richer and smoother reverb timbres.

Left

Right

Wet / Dry

Wet / Dry

Wet: Mono In - Stereo Out  /  Dry: Stereo In - Stereo Out 

EQ Trim

+

EQ Trim

Pre Delay Input DiffuserPre EQ Reverb

LFO: Sine

a Trim 0…100 SetstheEQinputlevel.

b Band1Enable On,Off TherearetwofullyparametricbandsofpeakingEQ,
foradjustingthereverbtimbre.Theseaffectonlythe
reverb,andnotthedrysignal.Bothbandshaveiden-
ticalparameters.

Band1Fc[Hz] 200…20.00k

Band1Q 0.5…10.0

Band1Gain[dB] -18.0…+18.0

c Band2Enable On,Off

Band2Fc[Hz] 200…20.00k

Band2Q 0.5…10.0

Band2Gain[dB] -18.0…+18.0

d Rolloff 0…100 Thiscontrolsalowpassfilterontheoutputoftheef-
fect.
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e PreDelay[msec] 0…1360 Setsthedelaytimefromthedrysound

Diffusion1 0…100 Diffusion1and2softenthesoundbeforeitenters
thereverbcore,shapingthetimbreoftheinitialre-
flections.Settingbothdiffuserstoaround50gener-
allyproducessufficientdiffusionforsmoothreverbs;
extremelyhighlevelsmaycauseringing.
Somesourcematerial,suchasvocals,mayalsoben-
efit from lower settings of diffusion, allowing for
morediscreteechoes.
Diffusion1andDiffusion2differ inhow the reflec-
tions are spaced, and the balance between these
twoparameterswillvarythecharacterofthereverb.

Diffusion2 0…100

f Size 5…100 Setsthesizeofthespace.

Diffusion 0…100 Thissetsthedensityofreflectionswithinthemain
reverb. Low settings will produce more discrete
echoes,andhighsettingswillproduceasmoother
reverb.Extremelyhighsettingsmaycauseringing.

ReverbDecay 0…100 Thissetsthemainreverberationtime.TheDamping
andBassGainparameters,below,letyouadjustthe
decaytimesseparatelyforthehighandlowfrequen-
cies,respectively.

g Damping 0…100 Thissetsthecutoffofthehigh-frequencydamping
filter.IfDampingissetto100,thehighfrequencies
willdecayatthesamerateasthelowfrequencies;at
0,thehighfrequencieswilldecayalmostinstantly.
In real acoustic spaces, high frequencies gener-
allydelaysomewhatfasterthanlowfrequencies,so
moderateamountsofdampingwill createamore
realisticsound.

BassCrossover[Hz] 20…24.00k SetsthecrossoverfrequencyfortheBassGain.

BassGain[dB] -12.0…+6.0 Thisletsyoutailorthedecaytimeofthereverb’slow
frequencies, using the frequency set by theBass
Xover.Negativesettingsmakethelowfrequencies
decayfasterthanthemainreverb;positivesettings
makethemdecaymoreslowly.

h ModulationRate
[Hz]

0.10…5.00 Speedofmodulation.

ModulationDepth 0…100 Depthofmodulation.

j Wet/Dry Dry,
1:99…99:1,
Wet

Balancebetweenthewetanddrysignal

Src Off…Tempo SeethelistofDMS(DynamicModulationSources)at
thebeginningofthispart

Amt –100…+100 Amountofmodulationsource
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e: Diffusion

Reverb Size, Time, and Diffusion:

Size: small large

Diffusion: small large

Size / Reverb Time / Diffusion

Reverb Time: small large
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Keyboard Set Library
This list shows the Factory Keyboard Sets as they appear in the Keyboard Set 
Library Select window.

Piano

Page 1

AustrianGrand

GermanGrand

ItalianGrand

JapaneseGrand

ClassicGrand

ItalianJazzP.

JapaneseUpright

GrandPianoLive

RockPiano

ElectricGrand1

Page 2

KorgM1Piano

JazzPiano

Honky-Tonk

Harpsichord

GrandHarpsichord

Clav

ClavAC

CinematicPiano

APiano&Blend

It.GrandAtmo

Page 3

UprightPiano

SaloonPiano

RubberUpright

Harpsi&Orch.

ClavBD

Grand&Ensemble

Grand&Orch.

Grand&Pad

Piano&VPM

Piano&WarmSynth

Page 4

Piano&SynVoice

PianoAtmosphere

MidiGrand&Pad

Piano&Ensemble

Piano&Strings

Piano&E.Piano

ElectricGrand2

DigitalGrand

It.GrandStack1

It.GrandStack2

Page 5

UprightAtmos

VynilUpright

OctavePiano1

OctavePiano2

Piano&Bass

PianoJazzTrio

Piano&Vibes

Piano&Scat

GlidePiano

Piano&Whistle

Page 6

Vibraphone

MarimbaTrill

Xylophone

MusicBox

Tropical

Vibes&Flute
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E.Piano

Page 1

MKIStage

MKISuitcase

MKIIphaser

MKIIStage

MKIISuitcase

MKVBright

MKVStage

DynoE.Piano1

ElectricPiano

SuitcaseTremolo

Page 2

WurlylineTrem.

WurlymicTrem.

Amp.Wurly

VintageWurly

CleanWurly1

CleanWurly2

NaturalWurly

Amp&Comp.Wurly

WurlyTremolo

Wurly&Pad

Page 3

FME.Piano1

FME.Piano2

FME.Piano3

FMClassicPiano

FMAtmosphere

DigitalE.P.Bld1

DigitalE.P.Bld2

FMDark

FMPianochorus

DigitalE.Piano

Page 4

BalladE.Piano

TremoloE.Piano

PureSuitcaseEP

BellTineE.P.

JazzClubE.P.

StageE.Piano

Comp&PhaserE.P.

DynoE.Piano2

ChorusE.Piano

ClassicE.Piano

Page 5

PureStageEP

E.P.Atmosphere

E.Piano&Pad

E.Piano&Strings

StageEPAtmosph

SuitcaseAtmosph

R&BE.Piano

DistorsionE.P.

PhaserE.Piano

SuitcaseChorus

Page 6

StageEPAmp/Cho

StageEPAmp

StageEPChorus

StageEPDynoMy

StageEPPhaser

StageEPTremolo

WurlyChorus

PureWurly

HybridE.Piano1

HybridE.Piano2

Organ

Page 1

DWBFamousY+

DWBJazz1Y+

DWBJazz2Y+

DWBPerc4’Y+

DWBFull1Y+

JimmyOrgan

GospelOrgan

BX3HiPerc.

TuttiA

Harmonica1

Page 2

DWBJazz3Y+

DWBDeepPercY+

DWBFull2Y+

DWBClass.1Y+

DWBClass.2Y+

DistortionOrgan

RockOrgan

JazzOrganY+

TuttiB

TootsHarmonica

Page 3

DWBClass.3Y+

DWBClass.4Y+

DWBJazz4Y+

DWBJazz5Y+

DWBJazzC#Y+

HotBX3Y+

BX34LayersV.

TheatreOrgan1

FullPipes

Harmonica2
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Page 4

DWBJazzDY+

DWBJazzD#Y+

DWBUppC#Y+

DWBUppDY+

DWBUppD#Y+

DWBUppEY+

DWBUppFY+

DWBUppF#Y+

DWBUppGY+

DWBUppG#Y+

Page 5

ClickOrganY+

BX3JazzOrg.V.

DarkOrganV.

FullOrgan

TheatreOrgan2

BluesHarmonica

Harmonica3

PipeFlute

Sesquialtera

PlenumA

Page 6

PlenumB

PlenumC

PlenumD

PlenumE

PipeCornet

Viola+Cornet

Principal8’

PipeFlute8’

Gamba8’

TrumpetPipes

Page 7

PipeOctave

PipeSuperOct.

PipeFifth

Principal+Flute

NazardA

NazardB

Flute8’+Flute4’

Flute8’+Flute2’

Gamba+Flute

Celeste

Page 8

Princ1-2man.

Princ2-2man.

Princ3-2man.

Princ4-2man.

Flute1-2man.

Flute2-2man.

Nazard-2man.

Terziana-2man

Cornet-2man.

Larigot-2man.

Page 9

Trumpet-2man.

Plenum1-2man.

Plenum2-2man.

Tutti-2man.

Guitar

Page 1

RealNylonGtr

NylonGtr&Pad

NylonGuitar

NaturalSteelGtr

SteelGtr&Strings

CleanCh.Guitar

FamousGuitar1

OverdriveGtr1

CleanEl.Guitar

JazzGuitar

Page 2

NylonGtr&Fret

UnpluggedGtrs

FolkGuitar

12StrFolkGtr

RealDobro

FamousGuitar2

FamousGuitar3

OverdriveGtr2

OverdriveGtr3

JazzClubGuitar

Page 3

PatGuitarSynth

DistortionGtr

OverdriveGtrV.

CrunchGtrDNC

Rock&RollGtr

WahGuitarY+

Flute&GtrSynth

WesternGtr&Whis

Guitar&Whistle

AmbienceE.Guitar

ShadowGuitar
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GtrsAtmosphere

GeorgeGtr&Scat

GuitarClub

Strings

Page 1

Nat.Violin

Nat.Viola

Nat.Cello

Nat.Contrabass

SopranoVoice

RealStringsDNC

Choir&Soprano

MovieOrchestra

BigChoir&Orch

Cinematic+Sub

Page 2

Violinvirtuoso

JazzViolin

ViolinStrad.

RealnewViola

ACappella

Bell&Strings

TheatreStrings

EpicSound

RoomStrings

Choir&Scat

Page 3

RealViolin

RealnewViolin

SerenadeViolin

eXpViola

ScatVoice&Bass

MovieStrings

VocalBrass

Strings&Orch.

Strings&Vocal

MovieAction

Page 4

CinematicStrFast

SingleroomStr

OrchestraTutti

SoftStrings

MarcatoStrings

StringsTutti

Soprano&Strings

NaturalString

ScatVoices

SlapstickPizz.

Page 5

SmallOrchestra

SmoothOrchestra

SopranoChoir

StudioStrings

ViennaStrings

WienerStringPad

DreamingChoir

Vocal&Str.Ens

Oboe&Str.Ens.

Vocoder1

Page 6

Vocoder2

Vocoder3

Vocoder4
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Brass

Page 1

ShakeBrass1Y+

BigBandBrass

OrchestralBrass

SaxEns.&BrassV

Cup&MuteBrass

HornSection

SmoothBandRX

WarmBrass

MutedEnsemble

BalladBrass

Page 2

ShakeBrass2Y+

Sax&BrassEns

SwellBrassDNC

MorphAttackBrass

SmoothBand

CupMuteBrass

BrassOvertone

ClubSax&Muted

ClubBrassSect.

SforzatoBrass

Page 3

Horns&Strings

BigCountryHorns

Cornet&SaxEns

Cornet&BrassEns

Sax&CornetEns

Trumpet

Page 1

Nat.Trumpet

MilesMutedTrp

WahTrumpet

FlugeHorn

Nat.Trombone1

CornetLegato

TrumpetsAtmo

CupTrumpet

Mex.Trumpet

HardTrombone

Page 2

JazzTrumpetLeg.

JazzTrumpet

Cornet&Growl

SweetFlugel

Nat.Trombone2

MilesTrpFX

JazzCornetMuted

DixieTrumpet

TrumpetDelay

SoftTrombone

Page 3

FolkTrumpets

BandTrumpetV.

MutedAtmo

MutedTrp.Band

JazzTrombone1

Trump.&Clarinet

MilesTrpLeg.1

MilesTrpLeg.2

ClubSax&Trp

JazzTrombone2

Page 4

JazzTrombone3

Cornet&Strings
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Sax

Page 1

Nat.TenorSax

Nat.AltoSax1

Nat.BariSax

Nat.SopranoSax

SuperSaxSect.1

TenorJazzSax1

JazzSax

JazzBaritone

KennySoprano

SuperSaxSect.2

Page 2

Nat.AltoSax2

TenorSax1

TenorSax2

SopranoPad

SuperSaxSect.3

TenorJazzSax2

SoftLatinSax

SweetAltoSax1

SopranoSax

Sax&BrassV.

Page 3

JazzTenorSax

SuperTenorSax

SweetAltoSax2

BreathTenorSax

SaxsSection

AltoSax

MillerSerenade

SaxEnsemble

SaxSect.&Trp

Woodwind

Page 1

LatinFlute

NaturalClarinet

FolkClarinet

Recorder

Xaphoon

ConcertFlute

Clarinet

KletzmerClarinet

Panflute

Shakuhachi

Page 2

JazzFlute

RealClarinet

SoftClarinet

CoolOboe1

RobinWhistle

ClassicFlute

DixieClarinet

Clarinets&RX

BottleFlute

Whistle

Page 3

FrullatoFlute

Flutes&Clarinets

Reeds&Trombone

CoolOboe2

MarchWhistle

Flute&Strings

Flute&Muted

Panflute&Synth

eXpWhistle

WhistlingRain

Synth

Page 1

MiniClassic1

MiniClassic2

MiniClassic3

MiniClassic4

MiniClassic5

AirPad

Jump

ArpSolo

ArpSummer

HugeAnalog

Page 2

MiniShine

MiniTemple

MiniAquaT

MiniLucky

MiniBeginning

MiniSolo

MiniChord

ThereMine

LyleSolo

ArpBanks

Page 3

ModuLead

NextDance

NextGlide

NextOctave

NoiseLeadDNC

PilotLead

PortamentoLead

ProphyLead

RobertBass

SawSolo
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Page 4

ClassicPad1

ClassicPad2

ClassicPad3

ARP2600Echo

ARP2600PWM

16-8-4&Sub32

AnalogLead

AnalogSynth

BigLeadSine

BigLead

Page 5

BigOne

BigSideAttack

BrosBuzzY+

CaosSynth

DanceSynPerc

DistonicLead

DistortionSynth

DubstepSynth

FatSynth+Sub

FifthBass

Page 6

Fing.GlideSquare

FolkEDM

FormantLead

GlidingLead

GrooveSynthGtr.

GrubbyMod

HybridLead

JP8

MetaEcho

MiniLead

Page 7

Square&Pulse

SquareRazor

SquareSolo

StackAttack

SymphSynth

SynthBassClarinet

SynthWhooo

TalkingLead

TeknoCity

ThinPulSeqDNC

Page 8

TriangleSolo

TubeSynthBass

UnisonAttack

VoiceEDM

WakyLead

Widebass

80’sMellow

80’sSuperPad

CosmicSweep

DanceBasic

Page 9

DarkStack

DoubleSweep

DreamPad

EDMSynth

FreshPad

Leadscape

LfoSoundbpm

MellowPerc.Pad

MoonPad

Pa800Pad

Page 10

Poly6+JP8

RhythmicalSynth

S&HPad

SpireSynth

SynthYes

TalkingPad

TrinityPad

Aereosonic

Bellsynth

Brite&BigPad

Page 11

EasternDepths

EvolingPad

EvolvingJungle

FarMemories

Fisarmony

HansSound

Ipnoticbpm

Landscape

LayersEnjoy

LittleBeatles

Page 12

MeditationStack

MixedEchoes

MovieStack1

MovieStack2

MovieStack3

MovieStack4

MySequencer

Nighthawk

PacificSea

PiscoPad
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Page 13

Rhythmsfere

Runningbpm

SideChainLoft

Solaris

SpaceTrailer

SQNatur

Staples

StepSequencer

TheLifeDay

Trigger88

Page 14

VangelSound

Waterland

WaveEchoes

Waveobsession

WaveSequence

WaveSynth

WideAttack

World

Page 1

It.Accordion16’

It.Accordion8’

It.Acc.16’+8’

It.Acc.16’+4’

Musette

Mandolin

MandolinsOrch.

RealBanjo

Sitar

Berimbau

Page 2

It.Acc.16’+8’+4’

It.Acc.8’+4’

It.Accordion4’

Bandoneon+Short

AstorBandoneon

MandolinTremolo

NapoliMandolin

HawaiianGuitar

IndianFret.&Nay

OrientalFeel

Page 3

It.Acc.&Strings

Bell&Accordion

Cassotto

AlpsAccordion

Melodica

PiccoloAccordion

MasterFisa

ItalianAccordion

ClarinetAccord.

Acc.&BassAcc.

Page 4

PedalSteelGtr
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Sounds
The following table lists all Factory Sounds as they appear in the Sound Select 
window. The table also includes MIDI data used to remotely select the Sounds. 
CC00: Control Change 0, or Bank Select MSB. CC32: Control Change 32, or Bank 
Select LSB. PC: Program Change.

Sound CC00 CC32 PC

Factory/Piano

Page 1

AustrianGrand 121 20 0

JapaneseGrand 121 7 1

GermanGrand 121 13 0

ItalianGrand 121 16 0

JapaneseUpright 121 13 1

UprightPiano 121 15 0

LiveGrand 121 6 1

RockBabyGrand 121 8 0

ElectricGrand1 121 14 2

CinematicGrand 121 19 0

Page 2

AustrGrandDry 121 23 0

JapanGrandDry 121 11 1

GermanGrandDry 121 3 0

ItalianGrandDry 121 17 0

JapanUprDry 121 18 1

PopUpright 121 14 0

M1Piano1 121 16 2

BrightBabyGrand 121 5 1

ElectricGrand3 121 12 2

HybridGrand 121 10 6

Page 3

Grand&Strings 121 7 0

Grand&Pad 121 9 0

Sound CC00 CC32 PC

Grand&Layer1 121 9 2

Grand&Layer2 121 13 2

Grand&Tine 121 8 2

Grand&FM1 121 17 2

Grand&FM2 121 7 2

Grand&Vibes 121 6 0

MidiGrand&Pad 121 4 1

UprightLayer 121 6 2

Page 4

ClavinetAC 121 13 7

ClavinetAD 121 14 7

ClavinetBC 121 15 7

ClavinetBD 121 16 7

VintageClavi1DNC 121 7 7

ClaviACDetuned 121 9 7

ClaviADDetuned 121 10 7

ClaviBCDetuned 121 11 7

ClaviBDDetuned 121 12 7

VintageClavi2DNC 121 8 7

Page 5

JapanHonky-Tonk 121 9 3

Honky-TonkPiano1 121 2 3

Honky-TonkPiano2 121 11 3

RagtimePiano 121 3 3

SaloonPiano1 121 10 3

GrandHarpsichord 121 9 6
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Sound CC00 CC32 PC

Harpsichord1 121 7 6

Harpsichord2 121 8 6

ElectricGrand2 121 15 2

M1Piano2 121 2 2

Page 6

AustrianClassic 121 21 0

AustrianJazz 121 22 0

AustrSoloGrand 121 24 0

AustrianGrandRX 121 25 0

ItalianJazzGrand 121 18 0

JapaneseClassic 121 8 1

JapaneseJazz 121 9 1

JapanGrandSolo 121 10 1

JapaneseGrandRX 121 12 1

PreparedGrand1 121 5 3

Page 7

GermanClasGrand 121 4 0

GermanJazzGrand 121 5 0

GermanGrandSolo 121 11 0

GermanPopGrand 121 12 0

GermanWarmGrand 121 10 0

JapanUprBright 121 14 1

JapanUprDark1 121 15 1

JapaneseUprDet 121 16 1

JapanUprDark2 121 17 1

JapanUprightRX 121 19 1

Page 8

PreparedGrand2 121 6 3

PreparedGrand3 121 7 3

PreparedGrand4 121 8 3

Sound CC00 CC32 PC

Factory/Electric Piano

Page 1

MKIStage 121 46 4

MKIStage2 121 18 2

MKISuitcase 121 47 4

MKIDyno 121 53 4

MKIIStage 121 49 4

WurlyLineOut 121 56 4

MKVStage 121 51 4

MKIISuitcase 121 50 4

TineEPClassic1 121 45 4

TineEPClassic2 121 9 5

Page 2

TineEP88Suitcase 121 34 4

TineEPPhaser 121 27 4

TineEPDyno 121 28 4

TineEPAmp/Phas 121 29 4

MKVBright 121 52 4

TineEPWet 121 31 4

TineEPDistorted 121 30 4

TineEPBell 121 32 4

TineEPThin 121 9 4

Page 2

TineEPDamper 121 25 4

TineEP 121 18 4

TineEPClub 121 11 4

TineSuitcase1 121 20 4

TineSuitcase2 121 21 4

TineHybrid 121 8 4

TineEP&Pad 121 1 94

WurlyAmp 121 38 4

WurlyTremolo1 121 39 4

WurlyTremolo2 121 16 4

WurlyClean1 121 41 4
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Sound CC00 CC32 PC

WurlyClean2 121 37 4

Page 4

MKIIStageDry 121 54 4

MKIISuitcaseDry 121 55 4

TineEPDry 121 43 4

WurlyLineDry 121 60 4

WurlyMicsDry 121 61 4

WurlyDry1 121 48 4

WurlyDry2 121 44 4

WurlyClassic1 121 17 4

WurlyClassic2 121 12 4

WurlyAmp/Comp 121 40 4

Page 5

FMPianoDark 121 31 5

FMHybrid 121 32 5

FMPianoSoft 121 33 5

FMPiano&Pad 121 34 5

SynthPiano1 121 35 5

FMTine1 121 18 5

FMTine2 121 19 5

FMTine3 121 17 5

FMTine4 121 14 5

Sound CC00 CC32 PC

Page 6

WurlyLogic 121 36 4

FMPiano1RM 121 20 5

FMPiano2RM 121 21 5

FMPiano3 121 22 5

FMPiano4 121 23 5

FMPiano5 121 24 5

FMPiano6 121 25 5

FMPiano7 121 26 5

FMPiano8 121 27 5

FMPiano9 121 28 5

Page 7

FMPiano10 121 29 5

FMPiano11 121 30 5

DW8000EP 121 11 5

WurlyMics 121 57 4

WurlyMicR 121 58 4

WurlyMicL 121 59 4

MKIILineRX 121 62 4

MKIIMicRX 121 63 4

E.PianoNoise 121 35 4

WurlyNoise 121 42 4
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Sound CC00 CC32 PC

Factory/Mallet & Bell

Page 1

Vibraphone1 121 2 11

Marimba 121 7 12

MarimbaKeyOff 121 2 12

Balaphon 121 6 12

XylophoneY- 121 2 13

Xylophone 121 1 13

Glockenspiel 121 2 9

MusicBox 121 2 10

Sistro 121 1 9

SteelDrumY- 121 9 114

Page 2

SteelDrum 121 1 114

CymbalonDNC 121 2 15

Santur 121 1 15

Kalimba1 121 2 108

Kalimba2 121 1 108

Celesta 121 1 8

Orgel 121 1 10

Bells 121 3 14

TubularBells 121 4 14

SynthBells 121 2 98

Page 3

SynthMarimba1 121 10 12

SynthMarimba2 121 9 12

SynthMarimba3 121 8 12

SynthMallets1 121 2 114

SynthMallets2 121 4 114

SynthMallets3 121 5 12

Sound CC00 CC32 PC

Factory/Accordion

Page 1

Harmonica1DN1 121 11 22

Harmonica1DN2 121 12 22

Harmonica2DN1 121 13 22

Harmonica3DN1 121 14 22

BandoneonDNC 121 11 23

ItalianAcc16’ 121 31 21

ItalianAcc8’ 121 32 21

ItalianAcc4’ 121 33 21

ItalianAcc16’Bass 121 34 21

TangoAccordion1 121 10 23

Page 2

BandoneonSync 121 12 23

BandoneonShort 121 13 23

ClassicMusette 121 29 21

FrenchMusette 121 18 21

2VoicesMusette 121 16 21

3VoicesMusette 121 17 21

MasterAcc1 121 8 21

TangoAccordion2 121 1 23

Acc116’+4’ 121 7 21

Acc116’+8’ 121 6 21

Page 3

Cassotto16’ 121 12 21

Accordion1 121 24 21

Acc216’+4’ 121 7 23

Acc216’+8’ 121 2 23

Acc216’+8’+4’ 121 8 23

AccClarinet 121 19 21

AccPiccolo 121 21 21

AccBass 121 5 23

Acc&AccBass 121 9 23

Acc16’+8’&Bass 121 4 23
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Sound CC00 CC32 PC

Page 4

Melodica 121 15 22

CinematicAcc 121 35 21

SteirischeAcc1 121 25 21

SteirischeAcc2 121 26 21

Sound CC00 CC32 PC

Factory/Organ

Page 1

DRAWBARS 121 127 16

JimmyOrgan 121 13 18

PercussionOrg1 121 9 17

PercussionOrg2 121 11 17

BX3Rock1 121 14 18

BX3Rock2 121 15 18

BX3Rock3 121 16 18

BX3Rock4 121 17 18

BX3Full 121 6 16

BX3Jazz1 121 20 16

Page 2

BX3Jazz2 121 9 18

BX3Gospel 121 37 16

GospelOrgan 121 38 16

JazzOrgan1 121 8 16

LowerPercOrgan 121 4 17

LowerOrgan1 121 39 16

LowerOrgan2 121 15 16

TheatreOrgan1 121 30 16

TheatreOrgan2 121 22 16

TheatreOrgan5 121 23 16

Page 3

JazzOrgan2 121 12 17

VOXLegend 121 11 16

60’sOrgan 121 40 16

Pianola 121 6 20

TuttiA 121 11 19

TuttiB 121 12 19

Sesquialtera 121 13 19

PlenumA 121 14 19

PlenumB 121 15 19

PlenumC 121 16 19
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Sound CC00 CC32 PC

Page 4

PlenumD 121 17 19

PlenumE 121 18 19

PipeCornet 121 19 19

Viola+Cornet 121 20 19

Principal8’ 121 21 19

PipeFlute8’ 121 22 19

Gamba8’ 121 23 19

TrumpetPipes 121 24 19

PipeOctave 121 25 19

PipeSuperOct. 121 26 19

Page 5

PipeFifth 121 27 19

Principal+Flute 121 28 19

NazardA 121 29 19

NazardB 121 30 19

Flute8’+Flute4’ 121 31 19

Flute8’+Flute2’ 121 32 19

Gamba+Flute 121 33 19

Celeste 121 34 19

Terziana 121 35 19

Larigot 121 36 19

Page 6

PluckOrgan 121 14 17

PlenumVacui 121 37 19

SynthDrone 121 38 19

HarmonicOrgan 121 7 20

Sound CC00 CC32 PC

Factory/Guitar

Page 1

ClassicGtr1DNC 121 29 24

ClassicGtr2DNC 121 20 24

ClassicGtr3DNC 121 18 24

SpanishGuitar 121 6 24

7Str.GuitarDNC 121 28 24

SteelGuitar1DNC 121 47 25

SteelGuitar2DNC 121 48 25

SteelGuitar3DNC 121 49 25

SteelGuitar4DNC 121 51 25

SteelGuitar5DNC 121 36 25

Page 2

StratNDIDNC 121 39 27

StratNClnDNC 121 38 27

StratNDIMute 121 23 28

StratNClnMute 121 22 28

ChorusGuitar1 121 3 27

StratBDIDNC 121 45 27

StratBOvdDNC 121 5 29

StratBDIMute 121 28 28

StratBOvdMute 121 6 29

ChorusGuitar2 121 18 27

Page 2

LesPMDIDNC 121 43 27

LesPMClnDNC 121 42 27

LesPMDIMute 121 27 28

LesPMClnMute 121 26 28

SingleCoilGtr 121 14 27

33XBDIDNC 121 44 27

33XBDstDNC 121 17 30

33XBDIMute 121 29 28

33XBDstMute 121 18 30

ProductionEGtr 121 35 27
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Sound CC00 CC32 PC

Page 4

TeleMDIDNC 121 41 27

TeleMClnDNC 121 40 27

TeleMDIMute 121 25 28

TeleMClnMute 121 24 28

PowerChords 121 15 30

JazzGuitarDNC 121 8 26

JazzGuitarClean 121 23 27

JazzGuitarOctav 121 9 26

DobroDNC 121 50 25

WahGuitar 121 30 28

Page 5

StratUpDownDNC 121 33 27

StratMutesY- 121 31 28

MuteODGuitar 121 32 28

PalmOpenEGtr 121 33 28

GtrHarmonicPad 121 3 31

DistortedGtr1DNC 121 16 30

DistortedGtr2DNC 121 14 30

CrunchGtrDNC 121 3 29

StereoDist.Gtr 121 8 30

SynthGuitar 121 10 26

Page 5

FolkGuitarDNC 121 34 25

SteelGuitar6DNC 121 19 25

12StrGuitarDNC 121 33 25

ViolaCaipiraDNC 121 45 25

Sound CC00 CC32 PC

Factory/Strings & Vocal

Page 1

StringEnsembleDNC 121 13 49

SoftStrings 121 20 49

MovieStrings1 121 29 48

MovieStrings2 121 25 48

StudioStrings 121 19 49

BalladStringsDNC 121 17 49

BalladStrings 121 18 49

SpiccatoStrings 121 14 49

StaccatoStrings 121 15 49

MarcatoStrings 121 16 49

Page 2

TremoloStrings 121 2 44

PizzicatoStrings 121 4 45

PizzicatoStrings2 121 2 45

Strings&Glockensp 121 18 48

StringQuartet1 121 31 48

StringQuartet2 121 26 48

StringQuartet3 121 27 48

Strings&Vocal 121 30 48

Strings&Horns 121 15 48

OrchestraTutti1 121 14 48

Page 3

FullOrchestra 121 24 48

Orchestra&Oboe1 121 16 48

Orchestra&Flute 121 20 48

MovieOrchestra 121 28 48

MovieEnsemble 121 11 53

Violin1DN2 121 15 40

Violin2DN1 121 16 40

Violin3 121 17 40

Violin4 121 18 40

Violin5DN1 121 14 40
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Sound CC00 CC32 PC

Page 4

Violin6DN2 121 13 40

Violin7DN1 121 12 40

Violin8DN2 121 10 40

Violin9DN2 121 11 40

Viola1DN2 121 4 41

Viola2DN1 121 5 41

Viola3DN1 121 3 41

Viola4 121 1 41

Cello1DN2 121 3 42

Cello2DN1 121 4 42

Page 5

Cello3 121 2 42

DoubleBass1DN2 121 3 43

DoubleBass2DN1 121 4 43

DoubleBass3 121 2 43

Harp 121 2 46

FullChoir 121 25 52

HmmChoir 121 13 53

LyricalChoir 121 9 53

OohVoicesSlow 121 3 52

Ooh-AhVoices 121 9 52

Page 6

TrebleVoices 121 23 52

OohVoices 121 6 52

MovieChoir 121 10 53

FiremenChoir 121 24 52

MouthClosedChoir 121 7 54

SopranoVox1 121 7 53

SopranoVox2DNC 121 4 53

SopranoVox3 121 8 53

SopranoVoxPad 121 12 53

ScatVoices1 121 27 52

Sound CC00 CC32 PC

Page 7

ScatVoices2 121 14 52

ScatVoices3 121 21 52

ScatVoices&Bass1 121 26 52

ScatVoices&Bass2 121 17 52

Choir&ScatVoices 121 28 52

SynthStrings1 121 5 50

SynthStrings2 121 6 50

SynthVoicesPad1 121 6 54

SynthVoicesPad2 121 9 91

PadChoir 121 14 53

Page 8

Vocalscape 121 3 54

FreshBreath 121 7 91

Heaven 121 3 91

Airways 121 3 53

SynthVoxLead 121 8 54
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Sound CC00 CC32 PC

Factory/Trumpet & Trombone

Page 1

Trumpet1DN2 121 38 56

Trumpet2DN1 121 39 56

Trumpet3DN2 121 40 56

JazzTrumpetDN1 121 33 56

JazzTrumpetDN2 121 34 56

MexicoTrumpet1DN2 121 41 56

MexicoTrumpet2DN2 121 42 56

MuteTrumpet1DN1 121 11 59

MuteTrumpet2DN2 121 10 59

MuteTrumpet3DN2 121 9 59

Page 2

MuteTrumpet4 121 5 59

MuteTrumpet5DN1 121 6 59

MuteTrumpet6DN1 121 7 59

WahTrumpet1DN1 121 12 59

WahTrumpet2 121 2 59

ConcertTrumpet 121 19 56

JazzCornetDN1 121 32 56

JazzCornetDN2 121 36 56

MuteCornetDN1 121 8 59

Flugelhorn1DN2 121 37 56

Page 3

Flugelhorn2 121 12 56

Trombone1DN1 121 26 57

Trombone2DN2 121 27 57

Trombone3DN2 121 28 57

JazzTromboneDN1 121 20 57

JazzTromboneDN2 121 21 57

SoftTromboneDN1 121 22 57

SoftTromboneDN2 121 23 57

HardTromboneDN1 121 24 57

HardTromboneDN2 121 25 57

Sound CC00 CC32 PC

Page 4

FrenchHorn1 121 11 60

FrenchHorn2 121 9 60

Tuba1 121 2 58

AlpineTuba 121 6 58

OberkrTuba 121 1 58

Sousaphone 121 8 58

Euphonium 121 7 58
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Sound CC00 CC32 PC

Factory/Brass

Page 1

SwingHornsDNC 121 40 61

BalladeBrass 121 41 61

HornsSwell1DNC 121 38 61

HornsSwell2DNC 121 39 61

BigBandBrass1 121 32 61

BigBandBrass2 121 4 61

TightBrass1 121 27 61

TightBrass2 121 29 61

Trumpets&Horns 121 5 60

Trumpets&Tromb 121 34 61

Page 2

TightBrass3 121 2 61

BrassofPower 121 30 61

MovieBrass 121 20 61

ExpressiveBrass 121 15 61

Glenn&Friends 121 3 61

FrenchSection 121 2 60

FrenchHorns 121 10 60

SoftHorns 121 8 60

TrombonesDNC 121 10 61

TrumpetsDNC 121 42 61

Page 3

TrumpetsHarMute 121 43 61

TrumpetsCupMute 121 44 61

MuteEnsemble1 121 3 59

MuteEnsemble2 121 4 59

Flute&Muted 121 6 73

SynthBrass 121 5 62

ElectrikBrass 121 4 62

HornsSwell3DNC 121 45 61

PulseBrass 121 7 62

VocalBrass 121 6 63

Sound CC00 CC32 PC

Factory/Sax

Page 1

SopranoSax1DN2 121 7 64

SopranoSax2DN1 121 6 64

AltoSax1DN2 121 26 65

AltoSax2DN2 121 27 65

AltoSax3DN2 121 28 65

AltoSax4DN1 121 22 65

AltoSax5DN1 121 23 65

AltoSax6DN1 121 24 65

JazzSaxDN1 121 20 65

JazzSaxDN2 121 21 65

Page 2

TenorSax1DN2 121 23 66

TenorSax2DN1 121 16 66

TenorSax3DN2 121 17 66

TenorSax4DN1 121 19 66

TenorSax5DN2 121 20 66

SoftTenorDN1 121 21 66

SoftTenorDN2 121 22 66

TenorGrowlDN1 121 18 66

BaritoneSax1DN2 121 7 67

BaritoneSax2DN1 121 6 67

Page 3

SaxQuartet 121 29 65

SaxEnsemble1 121 11 65

SaxEns.Legato 121 19 65

SaxEns.Leg+Sfz 121 25 65
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Sound CC00 CC32 PC

Factory/Woodwind

Page 1

Clarinet1DN2 121 24 71

Clarinet2DN1 121 21 71

FolkClarinetDN2 121 25 71

JazzClarinetDN1 121 22 71

KlezmerClar1DN2 121 26 71

KlezmerClar2DN1 121 27 71

ConcertFluteDN1 121 15 73

ConcertFluteDN2 121 16 73

LatinFluteDN1 121 17 73

LatinFluteDN2 121 18 73

Page 2

Piccolo 121 3 72

Oboe1 121 5 68

Oboe2 121 3 68

Oboe3 121 1 68

Bassoon1DNC 121 2 70

Bassoon2 121 1 70

Recorder1 121 3 74

Ocarina 121 1 79

PanFluteDN1 121 5 75

Shakuhachi1 121 2 77

Page 3

Shakuhachi2 121 3 77

BlownBottle 121 1 76

Whistle1DN1 121 6 78

Whistle2 121 7 78

Clar&SaxEns1 121 17 71

Clar&SaxEns2 121 18 71

Reeds&Saxes 121 10 71

SmallOrchestra 121 1 72

Xaphoon 121 23 71
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Factory/Synth Pad

Page 1

OBPad 121 22 89

AirPad1 121 23 89

AirPad2 121 24 89

SolarisPad 121 11 92

SynthBellsPad 121 10 92

DaylifePad 121 8 92

SynthFretless&Pad 121 9 92

NaturePad 121 7 92

BlendPad 121 4 94

Blend&SubPad 121 5 94

Page 2

BubblesPad 121 3 92

FluttersPad 121 4 92

LittleBeetlePad 121 5 92

StaplesPad 121 6 92

DunePad 121 2 94

VangelisPad 121 3 94

SwamNoisePad 121 10 95

JunglePad 121 9 97

PatFretless 121 13 99

WaveObsession 121 7 101

Page 3

SideChainLoft 121 10 102

StoriesPad 121 11 102

BrightHooverPad 121 11 88

SymphonicPad 121 21 89

Big&BritePad 121 20 90

SolOrPadY- 121 21 90

FastPhatSlowY- 121 22 90

OctavePad 121 23 90

Intermodulations 121 5 93

SunSweep 121 6 101
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Page 4

Sci-FiPad 121 2 103

VintageSpacePad 121 3 103

PacificSeaPad 121 6 88

WaterlandPad 121 9 88

WaveEchoesPad 121 6 102

LayersEnjoyPad 121 11 99

MeditationStack 121 10 88

HypnoticStack 121 12 99

80’sMellowPad 121 19 89

80’sSuperPad 121 20 89

Page 5

WarmPad 121 15 89

SquarePad 121 15 90

DarkPad 121 6 89

AnalogPad1 121 8 89

SymphonicEns. 121 14 89

WarmBuzzPad 121 17 89

Matrix12Pad 121 14 90

ThePad 121 4 89

EvolvingPad 121 4 88

Rhythmsphere 121 11 96

Page 6

FarMutedAtmos. 121 5 88

FarMemoriesPad 121 14 91

AtmoschoirPad 121 15 91

SpaceTrailPad 121 1 103

JurassicPad 121 3 88

PiscoPad 121 2 99

BigSideAttack 121 18 89

TensionScene 121 8 97

DronasPad 121 4 93

MoonCycles 121 5 102
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Page 7

MovieStack1 121 4 99

MovieStack2 121 5 99

MovieStack3 121 6 99

EasternDepths 121 8 99

S&HPadDNC 121 10 96

Wave-Sequence 121 4 96

AerosonicPad 121 5 96

MySequencer 121 6 96

StepSequencer 121 7 96

BigPanner 121 4 63

Page 8

ChoirSequence 121 13 91

PopSynthPad 121 4 91

AirCloudsPad 121 1 97

DigiIcePad 121 2 101

CinemaPad 121 5 95

VintageSweep 121 7 95

MeditativePad 121 2 95

SuperSweep 121 4 90

WaveSweep 121 5 90

NextAnalog 121 16 89

Page 9

CosmicPad 121 1 93

BellPad 121 6 98

FreshAir1Pad 121 2 91

FreshAir2Pad 121 11 91

FuturePad 121 5 91

80’sPopSynth 121 2 93

BlenderPad 121 1 92

DeepNoisePad 121 4 127

MixedEchoesPad 121 16 91

NighthawkPad 121 7 88
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Page 10

MellowPercPad 121 8 88

HansPad 121 13 96

RunningPad 121 12 96

LFOSoundBPM 121 5 101

DeepSnapPad 121 7 102

EchoNoisePad 121 8 102

FormantBounce 121 9 102

TriangularLayer 121 2 92

Landscape 121 1 82
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Factory/Synth Lead

Page 1

MiniBeginning 121 62 81

MiniClassic1 121 26 87

MiniClassic2 121 27 87

MiniClassic3 121 28 87

MiniClassic4 121 29 87

MiniClassic5 121 30 87

MiniLucky 121 63 81

MiniShine 121 58 81

Mini3Saw 121 60 81

Mini3Rect 121 30 80

Page 2

MiniAquaT 121 2 86

MiniChord 121 3 86

MiniSawAragon 121 61 81

ArpBanks 121 57 81

ArpSummer 121 56 81

HugeAnalog 121 59 81

LyleSolo 121 29 80

Jump 121 55 81

SawSynthRD 121 54 81

MBTriangleRM 121 48 81

Page 3

MBSawRM 121 49 81

2SawsMonoRM 121 50 81

Arp2600PWM1&2 121 51 81

PWM1&2+Saw 121 52 81

MassiveUnison 121 53 81

MBSquareRM 121 28 80

PlugPerkHall 121 13 98

DoubleSynth 121 47 81

NextGlideEDM 121 29 81

StackAttack 121 30 81
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Page 4

ModuLead 121 31 81

X-ModSawEDM 121 32 81

DarkStackEDM 121 33 81

DistonicLeadEDM 121 34 81

SpringLeadEDM 121 35 81

FolkEDM 121 16 84

BigNoiseLead 121 36 81

WidePulse 121 37 81

NarrowPulse 121 38 81

ReverseSaw 121 39 81

Page 5

TranceUnison 121 42 81

WobblyRazor 121 19 80

SynClarinetLead 121 20 80

SquarePulse 121 21 80

DistortSquare 121 22 80

SquareTube1 121 23 80

SquareTube2 121 24 80

MidSquarePulse 121 25 80

SquareTooth 121 26 80

DoubleSquare 121 27 80

Page 6

DiscoSynthBass 121 21 87

VintageMG 121 22 87

FormantFade 121 23 87

PWMLead1 121 40 81

PWMLead2 121 41 81

RudeSawEDM 121 43 81

FutureSawPulse 121 44 81

RudeOctaverY- 121 45 81

LinkedSawLead 121 46 81

EDMScat 121 3 85
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Page 7

FormantSnap 121 4 85

DistGhost 121 5 85

RudeTalk 121 6 85

VoiceLeadEDM 121 7 85

UltraVoiceEDM 121 8 85

RomPluck 121 8 98

StrumPluck 121 9 98

TrianglePluck 121 10 98

TriangleNoise 121 11 98

TriangleElectro 121 12 98

Page 8

NextDanceDNC 121 13 87

TranceFilter 121 16 87

VintageMonster 121 17 87

JP8 121 6 62

DanceBasic 121 25 81

SpireSynth 121 22 81

EDMSynth 121 24 81

DubstepSynth 121 14 84

NoisedLeadDNC 121 20 87

DeepModDNC 121 10 84

Page 9

LabSynthDNC 121 8 84

ThinPulSeqDNC 121 21 81

SynthWhooo 121 16 90

AnalogSynth1 121 17 90

AnalogSynth2 121 18 90

Poly6+JP8 121 19 90

SummitPulse 121 13 81

BrosBuzzY+ 121 14 87

FatSynth 121 15 87

ParallelTrance 121 9 84
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Page 10

DanceSynPerc 121 3 114

ShapeSound 121 5 114

FastGlideSaw 121 20 81

FingGlideSquare 121 16 80

OldPortamento 121 3 80

MonsterSynth 121 18 87

SideDistortion 121 13 84

SquareSolo 121 17 80

TriangleSolo 121 26 81

SawSolo 121 27 81

Page 11

Square&Pulse 121 18 80

Leadspace 121 23 81

CaosSynth 121 15 84

Justified 121 11 84

RichLead 121 3 87

16-8-4&Sub32 121 28 81

MonoSawDetune 121 17 81

MonoSaw2Octave 121 18 81

MonoSaw3Octave 121 19 81

PowerSaw 121 5 81
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Page 12

BassPhatSaw 121 12 87

OctoLead 121 6 81

DanceLead 121 4 80

WaveLead 121 5 80

SimpleSquare 121 14 80

HipHopLead 121 6 87

PhatSawLead 121 8 81

BigSweepStab 121 12 90

NoisyStab 121 8 90

ALeadload 121 11 87

Page 13

OBLead 121 10 87

Big&Raw 121 8 87

SynthPianoid 121 12 81

Polysix 121 15 81

Polysix&Sub 121 16 81

FatSynthOctSub 121 19 87
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Factory/Ethnic

Page 1

Bagpipes 121 4 109

MandolinUpDwY- 121 52 25

MandolinDNC 121 40 25

MandolinUpDw 121 43 25

MandolinOrch.1 121 41 25

MandolinOrch.2 121 42 25

Cavaquinho1 121 27 24

Cavaquinho2 121 23 24

Cavaquinho3 121 24 24

Bandolim 121 46 25

Page 2

BerimbauDNC 121 2 106

BerimbauRel.DNC 121 1 106

Ukulele1 121 25 24

Zither 121 9 104

Sitar1 121 8 104

Sitar2 121 2 104

Sitar3 121 4 104

Fiddle 121 1 110

BanjoThumbDNC 121 6 105

BanjoFing/ThuDNC 121 7 105

Page 3

BanjoKeyOff 121 1 105

Banjo 121 4 105

Kanoun1 121 5 107

Kanoun2 121 2 107
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KanounTremolo1 121 6 107

KanounTremolo2 121 3 107

KanounMix 121 4 107

Oud1 121 5 105

Oud2 121 2 105

Bouzouki 121 5 104

Page 4

Nay 121 2 72

Kawala 121 1 75

GClarinet 121 2 71

Klarnet1 121 11 71

Klarnet2 121 12 71

Hichiriki 121 2 111

HighlandBagpipes 121 3 109

UilleanPipes 121 2 109

Zurna1 121 3 111

Zurna2 121 1 111

Page 5

GamelanBells 121 1 112

GarbageMall 121 3 112

JawHarp 121 3 105

Baglama1 121 7 107

Baglama2 121 8 107

Baglama3 121 9 107

TurkFillLegato 121 4 111

DoubleZLegato 121 5 111

TrptWaveLegato 121 6 111

SynZurnaLegato 121 7 111
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Factory/Bass

Page 1

JBassFingDN1 121 29 33

JBassFingDN2 121 30 33

JBassPickDN1 121 18 34

JBassPickDN2 121 19 34

JBassSlap 121 8 36

SRBassFingDN1 121 27 33

SRBassFingDN2 121 28 33

SRBassPickDN1 121 16 34

SRBassPickDN2 121 17 34

SRBassSlap 121 9 36

Page 2

PBass1FingDN1 121 33 33

PBass1FingDN2 121 34 33

FSBassPickDN1 121 14 34

FSBassPickDN2 121 15 34

PBass2FingDN1 121 25 33

FretlessBass1DN1 121 11 35

FretlessBass2DN1 121 10 35

FretlessBass3 121 3 35

FretlessBass4 121 1 35

PBass2FingDN2 121 26 33

Page 3

HBassFing&Pick1 121 35 33

HBassFing&Pick2 121 36 33

HBassPick&Fing1 121 20 34

HBassPick&Fing2 121 21 34

WooferPusher 121 9 35

AcousticBass1 121 13 32

AcousticBass2 121 14 32

AcousticBass3 121 3 32

AcousticBass4 121 9 32

Bass&Ride 121 2 32
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FingerBassDN1 121 16 33

FingerBass2 121 7 33

FingerBass3 121 4 33

ThumbBass1 121 1 37

ThumbBass2 121 2 36

VintagePickBass1 121 12 34

VintagePickBass2 121 23 33

VintagePickBass3 121 18 33

PickBass 121 2 34

JazzPickBass 121 13 34

Page 5

SynBassDrone1 121 25 87

SynBassDrone2 121 24 87

SynBassDrone3 121 21 38

SynBass&Kick1 121 23 39

SynBass&Kick2 121 24 39

SynBassWah1 121 22 38

SynBassWah2 121 18 38

SynBassWah3 121 5 38

SynBassWah4 121 16 39

SynBassWah5 121 17 38

Page 6

SynBassDark 121 25 39

SynBassPick 121 26 38

SynBassGlide 121 27 38

SynBassSoft 121 12 35

TrapBass 121 22 39

QuadraBass1Y- 121 23 38

QuadraBass1AT 121 24 38

QuadraBass1-/+Y 121 25 38

SynBassPickDark1 121 21 39

SynBassPickDark2 121 11 38
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Page 7

SynBassLegato 121 20 38

SynBassSaw 121 18 39

SynBassPerc1 121 19 38

SynBassPerc2 121 17 39

SynBassResonance 121 8 38

SynBassJungle1 121 13 38

SynBassJungle2 121 5 39

SynBassTechno1 121 6 17

SynBassTechno2 121 13 17

SynBassDeep 121 14 39

Page 8

JBassFing&Slap 121 32 33

SRBassFing&Slap 121 31 33

DarkSlapBassDN1 121 7 36

SteinBass 121 3 34

ChorusFingerBass 121 8 33

SynBassFifth 121 20 39

PulseBass 121 19 39

SynBassAttack 121 8 39

SubHarmonic 121 15 80
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Factory/SFX

Page 1

MiniTemple 121 2 83

Stadium 121 6 126

IncipitNoises 121 3 119

WhiteIncipit 121 4 119

Sci-FiIncipit 121 5 119

Sci-fiShifter1 121 6 119

Sci-fiShifter2 121 7 119

AtmosLead 121 10 97

AtomSeq1 121 11 97

AtomSeq2 121 12 97

Page 2

AtomSeq3 121 13 97

AtomSeq4 121 14 97

AtomSeq5 121 15 97

AtomSeq6 121 16 97

AtmosMelody1 121 17 97

AtmosMelody2 121 18 97

AtmosMelody3 121 19 97

AtmosMelody4 121 20 97

AtmosMelody5 121 21 97

AtmosMelody6 121 22 97

Page 2

AtmosMelody7 121 23 97

AtmosMelody8 121 24 97

AtmosMelody9 121 25 97

AtmosMelody10 121 26 97

AtmosMelody11 121 27 97

AtmosMelody12 121 28 97

AtmosMelody13 121 29 97

AtmosMelody14 121 30 97

AtmosMelody15 121 31 97

AtmosMelody16 121 32 97
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Page 3

AtmosMelody17 121 33 97

AtmosMelody18 121 34 97

AtomsImpact1 121 4 103

AtomsImpact2 121 5 103

AtomsSci-fi 121 6 103

Sci-fiShifter3 121 7 103

BangIndustry1 121 6 114

BangIndustry2 121 7 114

BangMetal 121 8 114

NoiseImpact1 121 9 122

Page 4

NoiseImpact2 121 10 122

DigiBoiling1 121 11 122

DigiBoiling2 121 12 122

CaveWindow 121 13 122

BrainCore 121 15 125

LavaGruncy 121 14 125

FlyingSaucer 121 12 126

Darka 121 13 126

CinematicImpact1 121 5 127

CinematicImpact2 121 6 127

Page 5

CinematicImpact3 121 7 127

CinematicImpact4 121 8 127

CinematicImpact5 121 9 127

CinematicImpact6 121 10 127

CinematicImpact7 121 11 127

CinematicBang1 121 12 127

CinematicBang2 121 13 127

CinematicBang3 121 14 127

CinematicBang4 121 15 127

CinematicBang5 121 16 127
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Page 6

CinematicBang6 121 17 127

CinematicBang7 121 18 127

CinematicBang8 121 19 127

MotorWorld 121 13 125

GiungleSet 121 6 122

WaterSet 121 7 122

WeatherSet 121 8 122

ClockSet 121 6 124

ReverseAtkSet 121 7 124

Video-GameSet 121 10 125

Page 8

CartoonSet 121 11 125

InvaderSet 121 12 125

SirenSet 121 16 125

LifeSet 121 8 126

HorrorSet 121 9 126

QuizShowSet 121 10 126

TalkShowSet 121 11 126

SFXCatalog1 121 17 125

SFXCatalog2 121 18 125

SFXCatalog3 121 19 125

Page 9

SFXCatalog4 121 20 125

SFXCatalog5 121 21 125

SFXCinematic 121 22 125

SFXIndustry 121 23 125

SFXLife 121 24 125

SFXMelody&Athmos 121 25 125

SFXTV&Show 121 26 125

Rave 121 6 97
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Legacy/Piano

Page 1

PianoPad1 121 2 1

PianoPad2 121 3 1

90’sPiano 121 3 2

2000’sPiano 121 4 2

ChorusPiano 121 5 2

E.GrandPhaser 121 10 2

SaloonPiano2 121 4 3

Harpsichord3 121 6 6

Harpsi16’ 121 5 6

HarpsiKorg 121 4 6

Page 2

ClavSnap 121 3 7

StickyClav 121 4 7

Clav 121 5 7

ClavWah 121 2 7

SynthClav 121 6 7
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Legacy/Electric Piano

Page 1

ProDynoEP 121 5 4

ProStageEP 121 6 4

StudioEP 121 7 4

SuitCase88EP2 121 33 4

DynoTineEP1 121 10 4

TineE.Piano2 121 19 4

DynoTineEP2 121 22 4

BellE.Piano1 121 23 4

BellE.Piano2 121 24 4

EP+Damper 121 26 4

Page 2

VintageEP 121 4 4

StereoDig.EP 121 6 5

FMStackEP 121 16 5

HybridEP 121 8 5

PhantomTine 121 10 5

SoftWurly 121 13 4

HardWurly 121 14 4

VeloWurly 121 15 4

WhitePadEP 121 13 5

FMPadEP 121 15 5

Page 3

SweepingEP 121 12 5

ClassicDig.EP 121 7 5

SynPianoX 121 5 5

RoadPiano 121 11 2
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Legacy/Mallet & Bell

Page 1

Vibraphone2 121 3 11

MonkeySkuls 121 3 12

DigiBell 121 4 98

KrystalBell 121 3 98
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Legacy/Accordion

Page 1

SweetHarmonica 121 1 22

Akordeon 121 2 21

Acc.ClarinetNT 121 20 21

Acc.PiccoloNT 121 22 21

DetuneAccordion 121 15 21

SweetMusette 121 11 21

Musette1 121 3 21

Musette2 121 4 21

Cassotto 121 9 21

Cassotto16’DNC 121 30 21

Page 2

CassottoOr.Tune 121 13 21

CassottoNorTune 121 14 21

MusetteClar. 121 5 21

ArabicAccordion 121 10 21

MasterAcc2 121 23 21

SteirischeAcc4 121 28 21

Harmonica 121 2 22

HarmonicaAT1 121 3 22

HarmonicaAT2 121 4 22

Harmonica1DNC 121 5 22

Page 3

JazzHarm.DNC 121 6 22

SweetHarm.DNC 121 7 22

MelodicaDNC 121 8 22

Harmonica2DNC 121 9 22

Harmonica3DNC 121 10 22

Accordion16,8,4’ 121 3 23

SteirischeAcc3 121 27 21

Acc.VoiceChange 121 6 23
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Legacy/Organ

Page 1

ClassicClick 121 4 18

Perc.Organ3 121 10 17

Perc.ShortDeca 121 8 18

RockOrgan2 121 11 18

JimmyOrganV. 121 10 18

BX3Rock1V. 121 10 16

BX3Rock2V. 121 1 18

BX3Rock3V. 121 5 18

BX3Rock4V. 121 12 18

DirtyB 121 3 18

Page 2

KillerB 121 2 18

BX3ShortDecay 121 7 17

SuperBXPerc. 121 6 18

GospelOrgan2 121 9 16

GospelOrganV. 121 13 16

BX3GospelV. 121 21 16

DrawbarsOrgan 121 14 16

OrganMidV. 121 16 16

OrganHiV. 121 17 16

DrawbarsFastV. 121 18 16

Page 3

DrawbarsSlowV. 121 19 16

OrganLow+1’V. 121 33 16

OrganHiMix1V. 121 34 16

OrganHiMix2V. 121 35 16

Organ16+51/3V. 121 36 16

OrganLow2V. 121 4 16

OldWheels 121 3 17

DarkOrgan1 121 7 16

DarkOrgan2 121 5 16

RotaryOrgan 121 8 17
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Page 4

M1Organ 121 5 17

DirtyJazzOrgan 121 7 18

ArabianOrgan 121 12 16

TheatreOrgan3 121 24 16

TheatreOrgan4 121 25 16

Tibia 121 26 16

Tibia16+8+4’ 121 27 16

Tibia&Vox 121 28 16

PostHornTrem. 121 29 16

Tibia&Kinura 121 31 16

Page 5

TibiaVoxGlock 121 32 16

PipeTutti1 121 6 19

PipeTutti2 121 8 19

PipeTutti3 121 9 19

PipeTutti4 121 10 19

ChurchPipes 121 4 19

FullPipes 121 5 19

FlautoPipes 121 3 20

PipeMixture 121 3 19

PipeFlute1 121 4 20

Page 6

PipeFlute2 121 5 20

SmallPipe 121 2 20

PositiveOrgan 121 7 19

OrganPedal 121 11 32
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Legacy/Guitar

Page 1

NylonBossa 121 4 24

NylonVel.Harm. 121 10 24

NylonGuitar 121 15 24

BrazilianGuitar 121 9 24

RealSteelGtr 121 31 25

SteelFolkGtr 121 9 25

Guitar&Strings 121 7 24

FingerKeyOff 121 7 25

ClubJazzGtr2 121 3 26

PopSteelSlide 121 23 25

Page 2

FingerTips 121 8 25

CountryNu 121 11 27

ResoGuitar 121 12 25

Tel.Midddle 121 26 27

CleanMuteGtr 121 6 28

CleanFunk 121 8 28

Hackbrett 121 6 25

Tel.Bridge 121 27 27

Guitarish 121 8 27

Stra.GtrSlide 121 17 27

Page 3

Stra.Chime 121 5 28

L&RE.Guitar2 121 10 27

RhythmE.Guitar 121 7 28

MutedGuitar 121 19 28

E.GtrHarmonics 121 2 31

SoloDist.Guitar 121 7 30

Dist.SteelGtr 121 12 30

JoystickGtrY- 121 3 30

Ac.GuitarKeyOff 121 5 24

NylonGtrPro1 121 8 24
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Page 4

NylonGtrPro2 121 11 24

NylonGtrRX1 121 12 24

NylonGtrRX2 121 13 24

NylonSlidePro 121 14 24

RealNylonGtrST 121 16 24

RealNylonGtr 121 17 24

NaturalNylon 121 19 24

ConcertGtrPro 121 21 24

SteelGuitar1 121 4 25

SteelGuitar2 121 20 25

Page 5

Steel12Strings 121 5 25

12StringsPro 121 17 25

SteelSlidePro1 121 13 25

SteelSlidePro2 121 14 25

SteelGuitarRX1 121 15 25

SteelGuitarRX2 121 16 25

12StringsRX 121 18 25

Concert12Str 121 22 24

PopSteelGtr1 121 21 25

PopSteelGtr2 121 22 25

Page 6

PopSteelGtrRX1 121 24 25

PopSteelGtrRX2 121 25 25

RealSteelGtrST 121 28 25

RealFolkGtrST1 121 29 25

RealFolkGtrST2 121 30 25

RealFolkGtr 121 32 25

SteelGtrRX 121 35 25

Classic12StrPro 121 37 25

Classic12StrDNC 121 38 25

Classic12Strings 121 39 25
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Page 7

SteelGtrDNC 121 44 25

PedalSteel 121 4 26

JazzGtrSlidePro 121 6 26

JazzGtr2DNC 121 7 26

ClubJazzGtr1 121 2 26

SoftJazzGuitar 121 5 26

CleanJazz2 121 22 27

SingleCoil 121 6 27

NewStra.Guitar 121 7 27

L&RE.Guitar1 121 9 27

Page 8

VoxWahChick 121 3 120

FunkyWahRX 121 12 27

CleanGuitar1 121 20 27

CleanGuitar2 121 25 27

CleanGtrPro1 121 13 27

CleanGtrPro2 121 15 27

CleanGuitarRX1 121 14 28

CleanGuitarRX2 121 15 28

CleanGuitarRX3 121 16 28

CleanGuitarRX4 121 17 28

Page 9

CleanGuitarRX5 121 18 28

CleanGuitarRX6 121 20 28

Stra.Vel.Pro 121 16 27

VintageS.1 121 19 27

VintageS.2 121 4 27

SolidGuitar 121 21 27

‘54E.Guitar 121 24 27

RealEl.Guitar1 121 30 27

RealEl.Guitar2 121 31 27

RealEl.GtrST1 121 28 27
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RealEl.GtrST2 121 29 27

ChorusGtrDNC 121 34 27

Stra.GtrDNC 121 32 27

R&RGuitar 121 4 28

ProcessedE.Gtr 121 5 27

CleanFunkRX1 121 10 28

CleanFunkRX2 121 36 27

5thMuteGtr 121 21 28

E.GtrAmpDNC 121 37 27

CleanFunkRX3 121 11 28

Page 11

FunkSteinRX1 121 12 28

FunkSteinRX2 121 13 28

SoftOverdrive 121 2 29

LeadGuitarDNC 121 4 29

Dist.GuitarRX1 121 9 30

Dist.GuitarRX2 121 10 30

Dist.Guitar 121 11 30

Dist.Gtr3DNC 121 13 30

WetDist.Guitar 121 6 30

DistoMute 121 9 28

Page 12

MuteMonster 121 5 30

PowerChords2 121 4 30
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Legacy/Strings & Vocal

Page 1

ViolinExpr.1 121 8 40

ViolinExpr.2 121 2 40

ViolinExpr.3 121 4 40

SlowViolin 121 3 40

ViolinExpr.DNC 121 5 40

Conc.ViolinDNC 121 6 40

RealViolinDNC 121 7 40

ViolinDNC 121 9 40

Violin&Viola 121 2 41

Cello 121 1 42

Page 2

Class.Contrabs 121 1 43

StringsEns.1 121 21 48

StringsEns.2 121 3 49

MovieStr.1DNC 121 7 49

MovieStr.2DNC 121 8 49

ConcertStrings2 121 23 48

RealStrings1 121 9 49

RealStrings2 121 10 49

MovieStrings3 121 5 49

MovieStrings4 121 6 49

Page 3

i3Strings 121 5 48

FullStrings 121 2 49

SpiccatoStrings2 121 4 49

ConcertStrings1 121 11 49

StrappatoStrings 121 12 49

SymphonicBows 121 10 48

Ensemble&Solo 121 11 48

TremoloStrings2 121 1 44

Pizz.Ensemble 121 1 45

StringsEns.3 121 22 48
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StereoStrings 121 3 48

DoubleStrings 121 3 45

LegatoStrings 121 4 48

NStrings 121 6 48

ArcoStrings 121 7 48

OctaveStrings 121 8 48

ArabicStrings 121 13 48

StringsQuartet 121 9 48

ChamberStrings 121 12 48

OrchestraTutti2 121 19 48

Page 5

StringsChoir 121 13 52

DreamVoice 121 5 54

ClassicVox 121 4 54

Doolally 121 2 53

OohVoices2 121 2 52

TakeVoices1 121 4 52

WuuhChoir 121 8 52

Vocalesque 121 2 54

GrandChoir 121 11 52

FemalScat 121 15 52

Page 6

MaleScat 121 16 52

CycleScat2 121 22 52

ScatV.&Bass2 121 18 52

ScatVoices 121 19 52

ScatVoicesDNC 121 20 52

SopranoVox4DNC 121 5 53

SopranoChoirDNC 121 6 53

Orchestra&Oboe2 121 17 48

MasterPad 121 2 89

TakeVoices2 121 5 52
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Page 7

AahChoir 121 7 52

ChoirLight 121 12 52

SlowChoir 121 10 52

CyberChoir 121 2 85

EtherVoices 121 1 85

Odissey 121 4 50

SweeperStrings 121 1 49

AnalogStrings 121 2 50

SynthStrings3 121 1 51

AnalogVelve 121 3 50

Sound CC00 CC32 PC

Legacy/Trumpet & Trombone

Page 1

MonoTrumpet 121 3 56

WarmFlugel 121 8 56

PitchTrombone 121 5 57

SoftTrombone 121 4 57

Trombone1 121 12 57

BeBopCornet 121 9 56

FlugelHorn 121 7 56

Dynabone 121 3 58

Ob.Tuba&E.Bass1 121 4 58

Ob.Tuba&E.Bass2 121 5 58

Page 2

DualTrumpets 121 6 56

TrumpetPro1 121 10 56

TrumpetPro2 121 11 56

TrumpetOverb. 121 2 56

FlugelHornPro 121 13 56

Trumpet 121 14 56

TrumpetExpr.1 121 15 56

TrumpetExpr.2 121 4 56

TrumpetShakeY+ 121 18 56

TrumpetPro3 121 16 56

Page 3

TrumpetPitch 121 5 56

AlpTrumpet 121 17 56

ConcertTrp.Pro 121 20 56

CornetExpr. 121 21 56

CornetPro1 121 22 56

CornetPro2 121 23 56

CornetLegato 121 31 56

JazzTrumpet1DNC 121 24 56

JazzTrumpet4DNC 121 30 56

JazzTrumpet5DNC 121 35 56
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JazzCornet1DNC 121 25 56

TrumpetExpr.DNC 121 26 56

JazzTrumpet2DNC 121 27 56

JazzTrumpet3DNC 121 28 56

JazzCornet2DNC 121 29 56

HardTrombone 121 3 57

HardTromboneDNC 121 19 57

TromboneExpr.1 121 6 57

TromboneExpr.2 121 7 57

TromboneVel.1 121 8 57

Page 5

TromboneVel.2 121 9 57

TromboneVel.3 121 10 57

TromboneProVel 121 11 57

TromboneDNC 121 13 57

JazzTrb.2DNC 121 14 57

JazzTrb.1DNC 121 15 57

SoftTrb.DNC 121 16 57

Trb.Expr.DNC 121 17 57

JazzTrb.3DNC 121 18 57
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Legacy/Brass

Page 1

AttackBrass 121 8 61

BigBandShakeY+ 121 33 61

TrumpetEns1Y+ 121 35 61

TrumpetEns2Y+ 121 36 61

DynaBrass1 121 14 61

DynaBrass2 121 22 61

DoubleBrass 121 24 61

PowerBrass 121 21 61

FilmBrass 121 17 61

Glenn&Boys 121 6 61

Page 2

BrassSlow 121 18 61

Fanfare 121 19 61

SynthBrass2 121 5 63

BrassPad 121 3 63

NetherlandHit 121 8 55

BrassImpact 121 4 55

ClassicHorns 121 3 60

Horns&Ensemble 121 4 60

Brass&Sax 121 16 61

Trpts&Brass 121 7 61

Page 3

SoftHorns2 121 7 60

SoftHorns3 121 6 60

TrumpetEns. 121 9 61

Trombones 121 11 61

Sax&Brass 121 5 61

TightBrass4 121 12 61

FatBrass 121 13 61

BrassHit 121 25 61

BrassFall 121 26 61

SforzatoBrass 121 23 61
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Page 4

TightBrassPro 121 28 61

BrassSection 121 31 61

MorphAttackBrass 121 37 61
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Legacy/Sax

Page 1

FolkSax 121 5 66

BreathyBaritone 121 2 67

BreathyAlto1 121 1 65

BreathyTenor 121 3 66

BreathyAlto2 121 3 65

AltoSaxGrowl 121 4 65

SoftTenor 121 2 66

TenorGrowl 121 4 66

SweetSoprano3 121 1 64

SopranoPro 121 2 64

Page 2

SweetSoprano1 121 3 64

SweetSoprano2 121 4 64

SopranoSaxDNC 121 5 64

SaxEnsemble2 121 2 65

SweetAltoSax1 121 5 65

SweetAltoSax2 121 6 65

SoftAltoSax 121 7 65

AltoSaxPro 121 8 65

AltoSaxExpr. 121 9 65

ClassicAltoSax 121 10 65

Page 3

AltoSax8DNC 121 12 65

JazzSax1DNC 121 13 65

JazzSax2DNC 121 14 65

RealSaxEns. 121 15 65

JazzSax3DNC 121 16 65

AltoSax7DNC 121 17 65

SoftLatinSaxDNC 121 18 65

TenorSaxNoise1 121 1 66

TenorSaxNoise2 121 6 66

TenorSaxExpr.1 121 7 66
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TenorSaxExpr.2 121 8 66

JazzTenorSax1 121 9 66

JazzTenorSax2 121 10 66

ReedofPower 121 11 66

TenorSax8DNC 121 12 66

TenorSax2DNC 121 13 66

TenorSax7DNC 121 14 66

TenorSax6DNC 121 15 66

BaritoneGrowl 121 1 67

BaritoneSaxPro 121 3 67

Page 5

BaritoneSax 121 4 67

BaritoneSaxDNC 121 5 67

SaxBreath&Key 121 2 121
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Legacy/Woodwind

Page 1

FolkClarinet 121 7 71

Flute 121 9 73

WoodenFlute 121 7 73

BambuFlute 121 8 73

EnglishHorn 121 1 69

Recorder2 121 1 74

Recorder3 121 2 74

ClassicOboe 121 2 68

Oboe4 121 4 68

JazzClarinet 121 1 71

Page 2

SectionWinds1 121 3 71

SectionWinds2 121 4 71

ClarinetEns. 121 5 71

Woodwinds 121 6 71

ClarinetPro1 121 8 71

ClarinetPro2 121 9 71

Clarinet3DNC 121 13 71

RealClarinetDNC 121 14 71

JazzClarinetDNC 121 15 71

SoloClarinetDNC 121 16 71

Page 3

Clarinet4DNC 121 19 71

Clarinet5DNC 121 20 71

JazzFluteExpr. 121 1 73

FluteSwitch 121 2 73

FluteDyn.5th 121 3 73

FluteFrullato 121 4 73

OrchestraFlute 121 5 73

JazzFlute 121 10 73

FluteDNC 121 11 73

Orch.FluteDNC 121 12 73
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JazzFlute1DNC 121 13 73

JazzFlute2DNC 121 14 73

PanFlute1DNC 121 2 75

PanFlute2DNC 121 3 75

PanFluteY- 121 4 75

OldShakuhachi 121 1 77

WhistleSine 121 1 78

BreathyWhistle 121 2 78

Whistle5 121 3 78

Whistle4 121 4 78

Page 5

Whistle3DNC 121 5 78
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Legacy/Synth Pad

Page 1

SkyWatcher 121 2 90

VintagePad 121 11 89

YouDecide 121 8 95

Korgmatose 121 13 90

ReoccuringAstra 121 6 95

AstralDream 121 1 95

ResoDown 121 2 97

Crimson5ths 121 1 86

FreedomPad 121 7 89

NoblePad 121 5 97

Page 2

MellowPad 121 4 95

LonelySpin 121 1 100

SynthGhostly 121 2 100

Farluce 121 11 90

BellChoir 121 7 98

ElastickPad 121 7 97

Caribbean 121 2 96

VCFModulation 121 3 101

ChiffTouchPad 121 1 83

VirtualTraveler 121 1 88

Page 3

TinklinPad 121 3 97

OBPad 121 12 89

DarkElement 121 3 95

MoneyPad 121 5 89

AnalogPad2 121 9 89

AnalogPad3 121 10 89

DarkAnna 121 13 89

CrossSweep 121 6 90

TsunamiWave 121 6 91

RavelianPad 121 8 91
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PopSynthPad2 121 12 91

TechnoStabDNC 121 3 93

DoubleSweep 121 9 95

MotionOcean 121 1 96

WaveCycle 121 3 96

PodsInPad 121 4 97

MovingBell 121 5 98

Bengione 121 1 99

DreamingCoil 121 3 99

MovieStack4 121 7 99

Page 5

RhythmicalSynth 121 9 99

WideAttack 121 10 99

OrganStabDNC 121 4 101

Sound CC00 CC32 PC

Legacy/Synth Lead

Page 1

MotionRaver 121 1 101

SynchroCity 121 2 84

WildArp 121 6 55

SeqLead 121 7 81

Old&Analog 121 8 80

FlipBlip 121 7 55

ResoSweep 121 1 90

SynthSweeper 121 3 90

SyncKron 121 3 84

TecnoPhonic 121 10 90

Page 2

BandPassed 121 3 102

CatLead 121 9 87

PanReso 121 4 102

SquareRez 121 11 80

Rezbo 121 11 81

AutoPilot1 121 14 38

SquareBass 121 7 87

BrianSync 121 5 84

ArpTwins 121 6 84

LoFiEthnic 121 7 84

Page 3

SineWave 121 6 80

AnalogLead 121 7 80

GlidingSquare 121 9 80

SineSwitch 121 10 80

2VCOPlanetLead 121 13 80

GlideLead 121 9 81

FireWave 121 10 81

ElectroLead 121 2 87

ThinAnalogLead 121 4 87

Express.Lead 121 5 87
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ArpAngeles 121 2 88

PowerSynth 121 3 89

DigitalPolySix 121 7 90

MegaSynth 121 9 90

CycleSeq.1 121 8 96

CycleSeq.2 121 9 96

MetallicRez 121 4 84

PortWhine 121 12 80

DanceReMix 121 10 91

Revolution 121 12 84

Page 5

ReversePulse 121 14 81
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Legacy/Ethnic

Page 1

MandolinKeyOff 121 10 25

WarPipes 121 1 109

ClassicSitar 121 7 104

HitinIndia 121 5 55

Tambra 121 6 104

IndianStars 121 3 104

BaliGamelan 121 2 112

UkuleleGtr 121 26 24

MandolinTrem. 121 11 25

MandolinEns.1 121 26 25

Page 2

MandolinEns.2 121 27 25
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Legacy/Bass

Page 1

Ac.BassBuzz 121 1 32

SlapBass1 121 6 36

SlapBass2 121 6 37

SlapBass3 121 7 37

DynaSlapBassRX 121 3 37

ChorusSlapBass 121 4 37

DarkWoodyA.Bass 121 5 32

MoreMidBass 121 11 33

WooferPusher2 121 6 35

DarkR&BBass1 121 4 35

Page 2

DynaBass 121 2 37

TicktacingBass 121 9 34

StickBass 121 5 33

DarkR&BBass2 121 5 35

AutoPilot2 121 13 39

Dr.Octave 121 16 38

MonofilterBass 121 11 39

SynthBass80ish 121 9 39

ResoBass 121 12 39

AutofilterBass 121 10 39

Page 3

NastyBass 121 6 39

30303Square 121 6 38

BassSquare 121 7 38

PhatBass 121 7 39

BlindAsABat 121 12 38

Acous.BassRX 121 7 32

AcousticBass5 121 8 32

RealAc.Bass 121 12 32

Acous.BassPro 121 4 32

Bass&Ride2 121 6 32
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Page 4

OrganBass 121 10 32

FingerE.Bass7 121 2 33

FingerE.Bass4 121 3 33

FingerE.Bass5 121 6 33

BrightFingerB. 121 9 33

FingerE.Bass1RX 121 10 33

FingerSlap 121 12 33

FingerE.Bass2RX 121 13 33

FingerE.Bass6 121 15 33

VintageP.Round 121 17 33

Page 5

5StringsBassRX 121 19 33

DarkE.Bass1 121 20 33

DarkE.Bass2 121 24 33

FingerE.Bass3RX 121 21 33

DarkE.BassDNC 121 22 33

Bass&Guitar 121 4 34

FingerB.&Guitar 121 14 33

Bass&GtrDouble 121 6 34

BassMute 121 5 34

PickedE.Bass2 121 1 34

Page 6

PickedE.Bass3 121 11 34

PickedE.Bass4 121 7 34

PickedE.Bass5 121 8 34

PickedE.BassRX 121 10 34

FretlessBass5 121 2 35

FretlessBass6 121 7 35

MMFretlessDNC 121 8 35

SuperBass2 121 1 36

FunkSlapBassRX 121 3 36

SlapFingerBassRX 121 4 36
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Page 7

SlapPickedBassRX 121 5 36

TheOtherSlap 121 5 37

DigiBass2 121 10 38

DigiBass1 121 9 38

HybridBass 121 15 38

EuroBass 121 4 39

SynthBass2 121 15 39
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GM/XG/Piano

Page 1

AcousticPianoGM 121 0 0

Ac.PianoWide 121 1 0

Ac.PianoDark 121 2 0

BrightPianoGM 121 0 1

BrightPianoWide 121 1 1

E.GrandPianoGM 121 0 2

E.GrandWide 121 1 2

Honky-TonkGM 121 0 3

HonkyWide 121 1 3

E.Piano1GM 121 0 4

Page 2

DetunedEP1 121 1 4

EP1Veloc.Mix 121 2 4

60’sE.Piano 121 3 4

E.Piano2GM 121 0 5

DetunedEP2 121 1 5

EP2Veloc.Mix 121 2 5

EPLegend 121 3 5

EPPhase 121 4 5

HarpsichordGM 121 0 6

HarpsiOctaveMix 121 1 6

Page 3

HarpsiWide 121 2 6

HarpsiKeyOff 121 3 6

ClavGM 121 0 7

PulseClav 121 1 7

AcousticPianoXG 0 0 0

AcousticPianoKP 0 1 0

MellowGr.Piano 0 18 0

PianoStrings 0 40 0

PianoDream 0 41 0

BrightPianoXG 0 0 1
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BrightPianoKP 0 1 1

E.GrandPianoXG 0 0 2

E.GrandPianoKP 0 1 2

E.GrandDetuned 0 32 2

LayeredE.Grand1 0 40 2

LayeredE.Grand2 0 41 2

Honky-TonkXG 0 0 3

Honky-TonkKP 0 1 3

E.Piano1XG 0 0 4

E.Piano1KP 0 1 4

Page 5

MellowEP1 0 18 4

ChorusEP1 0 32 4

HardEl.Piano 0 40 4

Vel.X-FadeEP1 0 45 4

60’sEl.Piano1 0 64 4

E.Piano2XG 0 0 5

E.Piano2KP 0 1 5

ChorusEP2 0 32 5

FMEPHard 0 33 5

FMLegendEP 0 34 5
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Page 6

FMPhaseEP 0 40 5

Dx&Analog 0 41 5

FMKotoEP 0 42 5

Vel.X-FadeEP2 0 45 5

HarpsichordXG 0 0 6

HarpsichordKP 0 1 6

HarpsichordHP 0 25 6

HarpsiOctave 0 35 6

ClavXG 0 0 7

ClavKP 0 1 7

Page 7

Clav.WahDyn. 0 27 7

PulseClavX 0 64 7

PierceClav 0 65 7
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GM/XG/Chromatic Percuss

Page 1

CelestaGM 121 0 8

GlockenspielGM 121 0 9

MusicBoxGM 121 0 10

VibraphoneGM 121 0 11

VibraphoneWide 121 1 11

MarimbaGM 121 0 12

MarimbaWide 121 1 12

XylophoneGM 121 0 13

TubularBellGM 121 0 14

ChurchBell 121 1 14

Page 2

Carillon 121 2 14

DulcimerGM 121 0 15

CelestaXG 0 0 8

GlockenspielXG 0 0 9

MusicBoxXG 0 0 10

OrgelBell 0 64 10

VibraphoneXG 0 0 11

VibraphoneKP 0 1 11

HardVibraphone 0 45 11

MarimbaXG 0 0 12
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Page 3

MarimbaKP 0 1 12

SinMarimba 0 64 12

Balimba 0 97 12

LogDrumX 0 98 12

XylophoneXG 0 0 13

TubularBellXG 0 0 14

ChurchBells 0 96 14

Carillonx 0 97 14

DulcimerXG 0 0 15

DulcimerOctave 0 35 15

Page 4

Cimbalom 0 96 15

Santur2 0 97 15
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GM/XG/Organ

Page 1

DrawbarOrgGM 121 0 16

Det.DrawbarOrg 121 1 16

It.60’sOrgan 121 2 16

DrawbarOrg.2 121 3 16

Perc.OrganGM 121 0 17

Det.Perc.Organ 121 1 17

Perc.Organ2 121 2 17

RockOrganGM 121 0 18

ChurchOrganGM 121 0 19

ChurchOct.Mix 121 1 19

Page 2

DetunedChurch 121 2 19

ReedOrganGM 121 0 20

PuffOrgan 121 1 20

AccordionGM 121 0 21

Accordion2 121 1 21

HarmonicaGM 121 0 22

TangoAccord.GM 121 0 23

DrawbarOrgXG 0 0 16

DetunedDrawbar 0 32 16

60’sDraw.Org.1 0 33 16

Page 3

60’sOrganX 0 34 16

70’sDBOrg.1 0 35 16

DrawbarOrg.3 0 36 16

Drawbar5th 0 37 16

EvenBarOrg. 0 38 16

Organ16+2’2/3 0 40 16

OrganBassDance 0 64 16

70’sDBOrg.2 0 65 16

CheezyOrgan 0 66 16

DrawbarOrgPerc 0 67 16
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Perc.OrganXG 0 0 17

70’sPerc.Organ 0 24 17

ChorusPerc.Organ 0 32 17

LiteOrgan 0 33 17

PercussiveOrgX 0 37 17

RockOrganXG 0 0 18

RotaryOrganV. 0 64 18

SlowRotary 0 65 18

FastRotary 0 66 18

ChurchOrganXG 0 0 19

Page 5

ChurchOrgan3 0 32 19

ChurchOrgan2 0 35 19

NotreDame 0 40 19

OrganFlute 0 64 19

Trem.Org.Flute 0 65 19

ReedOrganXG 0 0 20

PuffOrganx 0 40 20

AccordionXG 0 0 21

Accord.It. 0 32 21

HarmonicaXG 0 0 22

Page 6

SoftHarmonica 0 32 22

TangoAccord.XG 0 0 23

TangoAccord.2 0 64 23
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GM/XG/Guitar

Page 1

NylonGuitarGM 121 0 24

Ukulele2 121 1 24

NylonKeyOff 121 2 24

NylonGuitar2 121 3 24

SteelGuitarGM 121 0 25

12StringsGtr 121 1 25

Mandolin 121 2 25

SteelGtr&Body 121 3 25

JazzGuitarGM 121 0 26

PedalSteelGtr 121 1 26

Page 2

CleanGuitarGM 121 0 27

Det.CleanEl.Gtr 121 1 27

MidToneGtr 121 2 27

MutedGuitarGM 121 0 28

FunkyCutEl.Gtr 121 1 28

MuteVel.El.Gtr 121 2 28

JazzMan 121 3 28

OverdriveGtrGM 121 0 29

GuitarPinch 121 1 29

DistortionGtrGM 121 0 30

Page 3

FeedbackDistGtr 121 1 30

Dist.RhythmGtr 121 2 30

GtrHarmonicGM 121 0 31

GuitarFeedback 121 1 31

NylonGuitarXG 0 0 24

NylonGuitar2X 0 16 24

NylonGuitar3X 0 25 24

Nylon&Harm.V. 0 43 24

UkuleleX 0 96 24

SteelGuitarXG 0 0 25
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SteelGuitarX 0 16 25

12StringsGtrX 0 35 25

NylonplusSteel 0 40 25

SteelGtrWithBody 0 41 25

MandolinX 0 96 25

JazzGuitarXG 0 0 26

MellowGuitar 0 18 26

JazzManAmp 0 32 26

CleanGuitarXG 0 0 27

ChorusEl.Gtr 0 32 27

Page 5

MutedGuitarXG 0 0 28

FunkCutGuitar 0 40 28

MutedSteelGtr 0 41 28

FunkGuitar 0 43 28

JazzBoy 0 45 28

OverdriveGtrXG 0 0 29

GuitarNip 0 43 29

DistortionGtrXG 0 0 30

FeedbackDistGt1 0 40 30

FeedbackDistGt2 0 41 30

Page 6

GtrHarmonicXG 0 0 31

GtrFeedback 0 65 31

GtrHarmonic 0 66 31
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GM/XG/Bass

Page 1

AcousticBassGM 121 0 32

FingerBassGM 121 0 33

FingerSlapBass 121 1 33

PickedE.BassGM 121 0 34

FretlessBassGM 121 0 35

SlapBass1GM 121 0 36

SlapBass2GM 121 0 37

SynthBass1GM 121 0 38

SynthBassWarm 121 1 38

SynthBassReso 121 2 38

Page 2

ClaviBass 121 3 38

Hammer 121 4 38

SynthBass2GM 121 0 39

SynthBassAttack 121 1 39

SynthBassRubber 121 2 39

AttackPulse 121 3 39

AcousticBassXG 0 0 32

JazzRhythm 0 40 32

Ac.BassV. 0 45 32

FingerBassXG 0 0 33

Page 3

FingerDark 0 18 33

FlangeBass 0 27 33

FngBass&DstGuit. 0 40 33

FingerSlapBassV 0 43 33

FingerBassX 0 45 33

ModulatedBass 0 65 33

PickedE.BassXG 0 0 34

MutedPickBass 0 28 34

FretlessBassXG 0 0 35

FretlessBassB 0 32 35
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FretlessDet. 0 33 35

FretlessSoft 0 34 35

SynthFretless 0 96 35

SmoothFretless 0 97 35

SlapBass1XG 0 0 36

ResonantSlap 0 27 36

PunchThumbBass 0 32 36

SlapBass2XG 0 0 37

Velo.Sw.Slap 0 43 37

SynthBass1XG 0 0 38

Page 5

Syn.BassDark 0 18 38

FastReso.Bass 0 20 38

AcidBass 0 24 38

Clav.Bass 0 35 38

TechnoBass 0 40 38

OrbiterBass 0 64 38

XquareBass 0 65 38

RubberBass 0 66 38

HammerBass 0 96 38

SynthBass2XG 0 0 39

Page 6

MellowSynBass 0 6 39

SequencedBass 0 12 39

ClickSynthBass 0 18 39

SynthBassDark 0 19 39

SmoothSyn.Bass 0 32 39

ModularSynBass 0 40 39

DXBass 0 41 39

XWireBass 0 64 39
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GM/XG/Strings

Page 1

ViolinGM 121 0 40

SlowAtt.Violin 121 1 40

ViolaGM 121 0 41

CelloGM 121 0 42

ContrabassGM 121 0 43

TremoloStr.GM 121 0 44

PizzicatoStr.GM 121 0 45

HarpGM 121 0 46

YangChin 121 1 46

TimpaniGM 121 0 47

Page 2

ViolinXG 0 0 40

SlowAtkViolin 0 8 40

ViolaXG 0 0 41

CelloXG 0 0 42

ContrabassXG 0 0 43

TremoloStr.XG 0 0 44

SlwTremoloStr. 0 8 44

SuspenseStrings 0 40 44

PizzicatoStr.XG 0 0 45

HarpXG 0 0 46

Page 3

YangChinX 0 40 46

TimpaniXG 0 0 47
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GM/XG/Ensemble

Page 1

StringsEns.1GM 121 0 48

Strings&Brass 121 1 48

60’sStrings 121 2 48

StringsEns.2GM 121 0 49

SynthStrings1GM 121 0 50

SynthStrings3 121 1 50

SynthStrings2GM 121 0 51

ChoirAahsGM 121 0 52

ChoirAahs2 121 1 52

VoiceOohsGM 121 0 53

Page 2

Humming 121 1 53

SynthVoiceGM 121 0 54

AnalogVoice 121 1 54

OrchestraHitGM 121 0 55

BassHitPlus 121 1 55

6thHit 121 2 55

EuroHit 121 3 55

StringsEns.1XG 0 0 48

StereoStringx 0 3 48

SlwAtkStrings 0 8 48

Page 3

ArcoStringx 0 24 48

60’sStringsX 0 35 48

Orchestra 0 40 48

Orchestra2 0 41 48

TremoloOrchestra 0 42 48

VelocityStrings 0 45 48

StringsEns.2XG 0 0 49

StereoSlwStrings 0 3 49

SlwLegatoStrings 0 8 49

WarmStrings 0 40 49
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Kingdom 0 41 49

70’sStrings 0 64 49

Strings3 0 65 49

SynthStrings1XG 0 0 50

ResoStrings 0 27 50

SynthStrings4 0 64 50

SynthStrings5 0 65 50

SynthStrings2XG 0 0 51

ChoirAahsXG 0 0 52

StereoChoir 0 3 52

Page 5

ChoirAahs3 0 16 52

MellowChoir 0 32 52

ChoirStrings 0 40 52

VoiceOohsXG 0 0 53

SynthVoiceXG 0 0 54

SynthVoix 0 40 54

Choral 0 41 54

AnalogVoix 0 64 54

OrchestraHitXG 0 0 55

OrchestraHitx 0 35 55

Page 6

Impact 0 64 55
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GM/XG/Brass

Page 1

TrumpetGM 121 0 56

DarkTrumpet 121 1 56

TromboneGM 121 0 57

Trombone2 121 1 57

BrightTrombone 121 2 57

TubaGM 121 0 58

MutedTrumpetGM 121 0 59

MuteTrumpet7 121 1 59

FrenchHornGM 121 0 60

FrenchHornWarm 121 1 60

Page 2

BrassSectionGM 121 0 61

BrassSection2 121 1 61

SynthBrass1GM 121 0 62

SynthBrass3 121 1 62

AnalogBrass1 121 2 62

JumpBrass 121 3 62

SynthBrass2GM 121 0 63

SynthBrass4 121 1 63

AnalogBrass2 121 2 63

TrumpetXG 0 0 56

Page 3

Trumpet2 0 16 56

BriteTrumpet 0 17 56

TromboneXG 0 0 57

WarmTrombone 0 18 57

TubaXG 0 0 58

Tuba2 0 16 58

MutedTrumpetXG 0 0 59

FrenchHornXG 0 0 60

FrenchHornSolo 0 6 60

WarmFrenchHorn 0 32 60
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Sound CC00 CC32 PC

Page 4

HornOrchestra 0 37 60

BrassSectionXG 0 0 61

Tpt&TbnSection 0 35 61

BrassSection3 0 40 61

HitBrass 0 41 61

MellowBrass 0 42 61

SynthBrass1XG 0 0 62

QuackBrass 0 12 62

Res.SynthBrass 0 20 62

PolyBrass 0 24 62

Page 5

SynthBrass4X 0 27 62

JumpBrassX 0 32 62

AnaVelBrass1 0 45 62

AnaLogBrass1 0 64 62

SynthBrass2XG 0 0 63

SoftBrass 0 18 63

SynthBrassX 0 40 63

ChoirBrass 0 41 63

AnaVelBrass2 0 45 63

AnaLogBrass2 0 64 63

Sound CC00 CC32 PC

GM/XG/Reed

Page 1

SopranoSaxGM 121 0 64

AltoSaxGM 121 0 65

TenorSaxGM 121 0 66

BaritoneSaxGM 121 0 67

OboeGM 121 0 68

EnglishHornGM 121 0 69

BassoonGM 121 0 70

ClarinetGM 121 0 71

SopranoSaxXG 0 0 64

AltoSaxXG 0 0 65

Page 2

SaxSection 0 40 65

HyperAltoSax 0 43 65

TenorSaxXG 0 0 66

BreathyTenorSax 0 40 66

SoftTenorSax 0 41 66

ClassicTenorSax 0 64 66

BaritoneSaxXG 0 0 67

OboeXG 0 0 68

EnglishHornXG 0 0 69

BassoonXG 0 0 70

Page 3

ClarinetXG 0 0 71
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Sound CC00 CC32 PC

GM/XG/Pipe

Page 1

PiccoloGM 121 0 72

FluteGM 121 0 73

RecorderGM 121 0 74

PanFluteGM 121 0 75

BlownBottleGM 121 0 76

ShakuhachiGM 121 0 77

WhistleGM 121 0 78

OcarinaGM 121 0 79

PiccoloXG 0 0 72

FluteXG 0 0 73

Page 2

RecorderXG 0 0 74

PanFluteXG 0 0 75

BlownBottleXG 0 0 76

ShakuhachiXG 0 0 77

WhistleXG 0 0 78

OcarinaXG 0 0 79

Sound CC00 CC32 PC

GM/XG/Syn Lead Syn Pad

Page 1

LeadSquareGM 121 0 80

LeadSquare2 121 1 80

LeadSine 121 2 80

LeadSawGM 121 0 81

LeadSaw2 121 1 81

LeadSaw&Pulse 121 2 81

LeadDoubleSaw 121 3 81

LeadSeq.Analog 121 4 81

CalliopeGM 121 0 82

ChiffGM 121 0 83

Page 2

CharangGM 121 0 84

WireLead 121 1 84

VoiceLeadGM 121 0 85

FifthsLeadGM 121 0 86

Bass&LeadGM 121 0 87

LeadSoftWrl 121 1 87

NewAgePadGM 121 0 88

WarmPadGM 121 0 89

SinePad 121 1 89

PolysynthGM 121 0 90

Page 3

ChoirPadGM 121 0 91

ItopiaPad 121 1 91

BowedGlassGM 121 0 92

MetallicPadGM 121 0 93

HaloPadGM 121 0 94

SweepPadGM 121 0 95

LeadSquareXG 0 0 80

SquareLead 0 6 80

LMSquare 0 8 80

Hollow 0 18 80
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Sound CC00 CC32 PC

Page 4

Shroud 0 19 80

Mellow 0 64 80

SoloSine 0 65 80

SineLead 0 66 80

LeadSawXG 0 0 81

SawtoothLead 0 6 81

ThickSawtooth 0 8 81

DynamicSawtooth 0 18 81

DigitalSaw 0 19 81

BigLead 0 20 81

Page 5

HeavySynth 0 24 81

WaspSynth 0 25 81

PulseSaw 0 40 81

Dr.Lead 0 41 81

VelocityLead 0 45 81

SequencedAnalog 0 96 81

CalliopeXG 0 0 82

PureLead 0 65 82

ChiffXG 0 0 83

Rubby 0 64 83

Page 6

CharangXG 0 0 84

DistortedLead 0 64 84

WireLeadX 0 65 84

VoiceLeadXG 0 0 85

SynthAahs 0 24 85

VoxLead 0 64 85

FifthsLeadXG 0 0 86

BigFive 0 35 86

Bass&LeadXG 0 0 87

Big&Low 0 16 87

Sound CC00 CC32 PC

Page 7

Fat&Perky 0 64 87

SoftWhirl 0 65 87

NewAgePadXG 0 0 88

Fantasy 0 64 88

WarmPadXG 0 0 89

ThickPad 0 16 89

SoftPad 0 17 89

SinePadX 0 18 89

HornPad 0 64 89

RotaryStrings 0 65 89

Page 8

PolysynthXG 0 0 90

PolyPad800 0 64 90

ClickPad 0 65 90

AnalogPad 0 66 90

SquarePadX 0 67 90

ChoirPadXG 0 0 91

HeavenMod 0 64 91

Itopia 0 66 91

C.C.Pad 0 67 91

BowedGlassXG 0 0 92

Page 9

Glacier 0 64 92

MetallicPadXG 0 0 93

TinePad 0 64 93

PanPad 0 65 93

HaloPadXG 0 0 94

SweepPadXG 0 0 95

Shwimmer 0 20 95

Converge 0 27 95

PolarPad 0 64 95

Celestial 0 66 95



1452| MusicalResources

Sound CC00 CC32 PC

GM/XG/Synth SFX

Page 1

IceRainGM 121 0 96

SoundtrackGM 121 0 97

CrystalGM 121 0 98

SynthMallets4 121 1 98

AtmosphereGM 121 0 99

BrightnessGM 121 0 100

GoblinsGM 121 0 101

EchoDropsGM 121 0 102

EchoBell 121 1 102

EchoPan 121 2 102

Page 2

StarThemeGM 121 0 103

IceRainXG 0 0 96

Clav.Pad 0 45 96

Harmo.Rain 0 64 96

AfricanWind 0 65 96

Carib 0 66 96

SoundtrackXG 0 0 97

Prologue 0 27 97

AncestralClouds 0 64 97

CrystalXG 0 0 98

Page 3

SynthDrumComp. 0 12 98

Popcorn 0 14 98

TinyBells 0 18 98

RoundGlocken. 0 35 98

Glocken.Chimes 0 40 98

ClearBells 0 41 98

ChorusBells 0 42 98

SynthMalletX 0 64 98

SoftCrystal 0 65 98

LoudGlockenspiel 0 66 98

Sound CC00 CC32 PC

Page 4

XmasBell 0 67 98

VibeBells 0 68 98

DigitalBells 0 69 98

AirBells 0 70 98

BellHarp 0 71 98

Gamelimba 0 72 98

AtmosphereXG 0 0 99

WarmAtmosph. 0 18 99

HollowRelease 0 19 99

NylonEl.Piano 0 40 99

Page 5

NylonHarp 0 64 99

HarpVox 0 65 99

AtmospherePad 0 66 99

Planet 0 67 99

BrightnessXG 0 0 100

FantasyBells 0 64 100

Smokey 0 96 100

GoblinsXG 0 0 101

GoblinSynth 0 64 101

Creeper 0 65 101

Page 6

RingPad 0 66 101

Ritual 0 67 101

ToHeaven 0 68 101

Night 0 70 101

Glisten 0 71 101

BellChoirX 0 96 101

EchoDropsXG 0 0 102

Echoes 0 8 102

EchoPanX 0 14 102

EchoBellX 0 64 102
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Sound CC00 CC32 PC

Page 7

BigPan 0 65 102

SynthPiano2 0 66 102

Creation 0 67 102

StarDust 0 68 102

PanResoX 0 69 102

StarThemeXG 0 0 103

Starz 0 64 103

Sound CC00 CC32 PC

GM/XG/Ethnic

Page 1

SitarGM 121 0 104

Sitar4 121 1 104

BanjoGM 121 0 105

ShamisenGM 121 0 106

KotoGM 121 0 107

TaishoKoto 121 1 107

KalimbaGM 121 0 108

BagPipesGM 121 0 109

FiddleGM 121 0 110

ShanaiGM 121 0 111

Page 2

SitarXG 0 0 104

DetunedSitar 0 32 104

OctaveSitar 0 35 104

Tamboura 0 97 104

BanjoXG 0 0 105

MutedBanjo 0 28 105

Rabab 0 96 105

Gopichant 0 97 105

Oud3 0 98 105

ShamisenXG 0 0 106

Page 3

KotoXG 0 0 107

Taisho-Kin 0 96 107

KanounX 0 97 107

KalimbaXG 0 0 108

BagPipesXG 0 0 109

FiddleXG 0 0 110

ShanaiXG 0 0 111
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Sound CC00 CC32 PC

GM/XG/Percussive

Page 1

TinkleBellGM 121 0 112

AgogoGM 121 0 113

SteelDrumsGM 121 0 114

WoodblockGM 121 0 115

Castanets 121 1 115

TaikoDrumGM 121 0 116

ConcertBassDrum 121 1 116

MelodicTomGM 121 0 117

MelodicTom2 121 1 117

SynthDrumGM 121 0 118

Page 2

RhythmBoxTom 121 1 118

ElectricDrum 121 2 118

ReverseCymbalGM 121 0 119

TinkleBellXG 0 0 112

Bonang 0 96 112

Altair 0 97 112

GamelalGongs 0 98 112

St.GamelanGongs 0 99 112

RamaCymbal 0 100 112

AsianBells 0 101 112

Sound CC00 CC32 PC

Page 3

AgogoXG 0 0 113

SteelDrumsXG 0 0 114

GlassPercussion 0 97 114

ThaiBells 0 98 114

WoodblockXG 0 0 115

Castanex 0 96 115

TaikoDrumXG 0 0 116

GranCassa 0 96 116

MelodicTomXG 0 0 117

MelodicTom3 0 64 117

Page 4

RealTom 0 65 117

RockTom 0 66 117

SynthDrumXG 0 0 118

AnalogTom 0 64 118

ElectricPerc. 0 65 118

ReverseCymbalXG 0 0 119
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Sound CC00 CC32 PC

GM/XG/SFX

Page 1

GtrFretNoiseGM 121 0 120

GuitarCutNoise 121 1 120

Ac.BassString 121 2 120

BreathNoiseGM 121 0 121

FluteKeyClick 121 1 121

SeashoreGM 121 0 122

Rain 121 1 122

Thunder 121 2 122

Wind 121 3 122

Stream 121 4 122

Page 2

Bubble 121 5 122

BirdTweetGM 121 0 123

Dog 121 1 123

HorseGallop 121 2 123

BirdTweet2 121 3 123

TelephoneGM 121 0 124

Telephone2 121 1 124

DoorCreaking 121 2 124

Door 121 3 124

Scratch 121 4 124

Page 3

WindChime 121 5 124

HelicopterGM 121 0 125

CarEngine 121 1 125

CarStop 121 2 125

CarPass 121 3 125

CarCrash 121 4 125

Siren 121 5 125

Train 121 6 125

Jetplane 121 7 125

Starship 121 8 125

Sound CC00 CC32 PC

Page 4

BurstNoise 121 9 125

ApplauseGM 121 0 126

Laughing 121 1 126

Screaming 121 2 126

Punch 121 3 126

HeartBeat 121 4 126

Footsteps 121 5 126

GunShotGM 121 0 127

MachineGun 121 1 127

LaserGun 121 2 127

Page 5

Explosion 121 3 127

GtrFretNoiseXG 0 0 120

BreathNoiseXG 0 0 121

SeashoreXG 0 0 122

BirdTweetXG 0 0 123

TelephoneXG 0 0 124

HelicopterXG 0 0 125

ApplauseXG 0 0 126

GunShotXG 0 0 127



1456| MusicalResources

PreparedPianosampledatKunitachiCollegeofMusic
Co-development:SatokoInoue(http://www.n-b-music.com)
Co-development:KunitachiCollegeofMusic

GrandConcertOrgansampledatKunitachiCollegeofMusic
OrganbuiltbyRudolfvonBeckerathOrgelbau
Co-development:KinueAota
Co-development:KunitachiCollegeofMusic

FormoreinformationaboutKunitachiCollegeofMusic,visithttps://www.kunitachi.ac.jp

ElectricGuitarsampledatSolentUniversityrecordingstudios,UK.
Co-development:ToniDiazandJoeBurgess
FormoreinformationaboutSolentUniversity,visithttps://www.solent.ac.uk

http://www.n-b-music.com
https://www.kunitachi.ac.jp
https://www.solent.ac.uk
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Drum Kits
The following table lists all Factory Drum Kits as they appear in the Sound Select 
window. The RR abbreviation in a name means that the kit includes round-robin 
samples. The table also includes MIDI data used to remotely select the Sounds. 
CC00: Control Change 0, or Bank Select MSB. CC32: Control Change 32, or Bank 
Select LSB. PC: Program Change.

Drum Kit CC00 CC32 PC

Factory/Drum

Page 1

PopKit1RR 120 0 100

PopKit2RR 120 0 101

PopKit1Amb 120 0 52

VintageKit1Amb 120 0 54

RockKit1Amb 120 0 55

JazzKit1RR 120 0 105

JazzKit1Amb 120 0 62

FunkKit1Amb 120 0 53

FusionKitRR 120 0 106

BrushKit1Amb 120 0 84

Page 2

PopKitPro1RR 120 0 102

PopKitPro2RR 120 0 103

PopKit2Amb 120 0 70

VintageKit2Amb 120 0 94

RockKit2Amb 120 0 22

JazzKitPro1RR 120 0 85

JazzKitPro2RR 120 0 86

GospelKitProRR 120 0 104

FusionKitProRR 120 0 87

BrushKit2Amb 120 0 45

Drum Kit CC00 CC32 PC

Page 3

PopKit3Amb 120 0 71

PopKit4Amb 120 0 88

PopStd.Kit1 120 0 89

PopStd.Kit2 120 0 90

PopStd.Kit3 120 0 4

JazzKit2Amb 120 0 83

JazzKit3Amb 120 0 36

JazzKit4Amb 120 0 37

JazzKit1 120 0 33

JazzKit2 120 0 34

Page 4

StandardKit1 120 0 5

StandardKit2 120 0 1

StandardKit3 120 0 2

StandardKit4 120 0 6

StandardKitAmb 120 0 93

BrushKit1 120 0 42

BrushKit2 120 0 43

BrushKit3 120 0 44

JazzKit3 120 0 35

BrushKit3Amb 120 0 46
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Drum Kit CC00 CC32 PC

Page 5

SynthKit1 120 0 59

SynthKit2 120 0 58

SynthKit3 120 0 61

SFXKit1 120 0 60

SFXKit2 120 0 57

Drum&FXKit1 120 0 78

Drum&FXKit2 120 0 79

SlicesAFX 121 4 118

SlicesBFX 121 5 118

PercussionKit2 120 0 114

Page 6

AnalogKit1 120 0 107

AnalogKit2 120 0 123

ElektronicKit 120 0 108

FXKit 120 0 112

Dub&MoombaKit 120 0 113

SliceKit1 120 0 99

SliceKit2 120 0 109

SliceKit3 120 0 110

SliceKit4 120 0 111

SliceFXKit 120 0 98

Page 7

ElectroKit1 120 0 75

ElectroKit2 120 0 76

ElectroKit3 120 0 122

HouseKit1 120 0 30

HouseKit2 120 0 31

DanceKit 120 0 74

DanceKitRemix 120 0 29

TranceKit 120 0 63

HipHopKit1 120 0 9

HipHopKit2 120 0 72

Drum Kit CC00 CC32 PC

Page 8

RealKit1Amb 120 0 81

RealKit2Amb 120 0 82

RoomKitAmb 120 0 80

CoolKitAmb 120 0 39

GateKitAmb 120 0 23

PowerKit1Amb 120 0 20

PowerKit2Amb 120 0 21

PowerKit1 120 0 18

PowerKit2 120 0 19

TurkishKit 120 0 118

Page 9

GrooveKit 120 0 77

AmbientKit 120 0 3

JungleKit 120 0 10

StudioKit 120 0 95

LoungeKitAmb 120 0 38

ArabianKit1 120 0 51

ArabianKit2 120 0 117

Timpani 121 1 47

ReverseTom 121 2 117

ReverseCymbal 121 2 119

Page 10

StandardPercKit 120 0 69

PercussionKit1 120 0 64

LatinPercKit1 120 0 65

LatinPercKit2 120 0 68

BrazilPercKit 120 0 115

OrientalPercKit 120 0 119

TrinityPercKit 120 0 66

i30PercKit 120 0 67
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Drum Kit CC00 CC32 PC

Legacy/Drum & SFX

Page 1

StandardKit5 120 0 7

Bdrum&SdrumKit 120 0 50

RoomKit1 120 0 120

RoomKit2 120 0 12

PowerKit3 120 0 121

PowerKit4 120 0 17

HipHopKit3 120 0 13

ElektroKit1 120 0 96

ElektroKit2 120 0 97

TechnoKit1 120 0 11

Page 2

TechnoKit2 120 0 73

TechnoKit3 120 0 15

TechnoKit4 120 0 14

HouseKit3 120 0 26

HouseKit4 120 0 27

HouseKit5 120 0 28

BrushKit4 120 0 125

BrushKit5 120 0 41

OrchestraKit 120 0 49

LogDrum 121 4 12

Page 3

ReverseSnare 121 3 118

DragonGong 121 1 119

CastanetsPlus 121 2 115

Woodblock 121 3 115

FootstepWalk 121 7 126

Drum Kit CC00 CC32 PC

GM/XG/Drum

Page 1

StandardKitGM 120 0 0

RoomKitGM 120 0 8

PowerKitGM 120 0 16

ElectroKitGM 120 0 24

AnalogKitGM 120 0 25

JazzKitGM 120 0 32

BrushKitGM 120 0 40

OrchestraKitGM 120 0 48

SFXKitGM 120 0 56

StandardKit1XG 127 0 0

Page 2

StandardKit2XG 127 0 1

RoomKitXG 127 0 8

RockKitXG 127 0 16

ElectroKitXG 127 0 24

AnalogKitXG 127 0 25

JazzKit1XG 127 0 32

JazzKit2XG 127 0 33

BrushKitXG 127 0 40

ClassicKitXG 127 0 48
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DNC Sounds and controls
DNC Sounds are the Sounds programmed according to the DNC (Defined Nuance Control) 
system. This allows the performer to accurately and expressively introduce the most 
subtle nuances and sound articulation, by way of dedicated controls. The following table 
explains the meaning of the DNC controls.

DNC Control Meaning

Legato(In) PlayinglegatoinsidetheLegatorange(asdefinedintheSound>Basic>Sound
page,andshownintheprevioustable)

Legato(Out) PlayinglegatooutoftheLegatorange

AfterTouch Deeperpressonthekey

JoystickY+ UpwardmovementoftheJoystick

JoystickY– DownwardmovementoftheJoystick

SC1NoteOn SoundControllers1,2&3(SC1,SC2,SC3)areMIDIcontrollersthatcanbeas-
signedtoaphysicalcontrol(assignableswitch,footswitch,CONTROLbutton).
TheycanbeactivatedeitherbyaNoteOnoraNoteOffmessage.
Forexample,imagineyouareplayinganAccordionDN1-typeSounds,andSC1is
assignedtoanassignableswitch.TheSC1controllerisprogrammedasa‘book-
ing’-typecontrolinSoundEdit(Sound>Basic>Soundpage),thereforeitwill
affectthenextNoteOnorNoteOffevent.Ifyoupresstheswitchbeforeplaying
anote(NoteOn),aRiffUpwillbetriggeredwhenplayinganote.Ifyoupressthe
switchwhilethenoteisplaying,aFallDownwillbetriggeredwhenreleasingthe
note(NoteOff).

SC1NoteOff

SC2NoteOn

SC2NoteOff

SC3NoteOn

SC3NoteOff

Depending on the chosen Sounds and the assigned DNC functions, the SC1, SC2 and Y– 
controllers can either ‘book’ a function, that will be triggered while playing, or enable (or 
disable) it by pressing the button to ‘toggle’ it. When an SC1 or SC2 controller is assigned 
to an assignable switch, the indicator will show the DNC controllers status.

Indicator status Meaning

Off NoDNCfunctionassigned.

Redsteady BookingDNCfunctionavailable.

Redblinking BookingDNCfunctionwaitingtobeexecuted.Then,itwillreturnsteady.

Greensteady ToggleDNCfunctionavailable.

Greenblinking Toggleactivated.Pressitagaintodisableit.

The following table lists the DNC Sounds and their DNC controls. DNC, DN1 and DN2 
Sounds use different sets of controls.

Musical Resources
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Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

Factory/Piano

VintageClavi1DNC 121 7 7 Pickuppos.1
(toggle)

Pickuppos.2
(toggle)

VintageClavi2DNC 121 8 7 Pickuppos.1
(toggle)

Pickuppos.2
(toggle)

Factory/Mallet & Bell

CymbalonDNC 121 2 15 Long Longnoteoff Short Short Shortnote

Factory/Accordion

Harmonica1DN1 121 11 22 LegatoAtk SoftAtk RiffUp RiffDown RiffDown FallDown

Harmonica1DN2 121 12 22 LegatoAtk >±9st:Riff
Up/Dn

SoftAtk RiffUp RiffDown RiffDown FallDown

Harmonica2DN1 121 13 22 LegatoAtk SoftAtk RiffUp RiffDown RiffDown FallDown

Harmonica3DN1 121 14 22 LegatoAtk SoftAtk RiffUp RiffDown RiffDown FallDown

BandoneonDNC 121 11 23 Tremolo Expr. ShortNote StopNote

Factory/Guitar

ClassicGtr1DNC 121 29 24 LegatoAtk Vibrato BodyNZ SlideUp Harm

ClassicGtr2DNC 121 20 24 LegatoAtk Vibrato BodyNZ SlideUp Harm

ClassicGtr3DNC 121 18 24 LegatoAtk Vibrato BodyNZ SlideUp Harm

7Str.GuitarDNC 121 28 24 LegatoAtk Vibrato Mute SlideUp Harm

SteelGuitar1DNC 121 47 25 Vibrato Mute SlideUp Harm

SteelGuitar2DNC 121 48 25 Vibrato Mute SlideUp Harm

SteelGuitar3DNC 121 49 25 Vibrato Mute SlideUp Harm

SteelGuitar4DNC 121 51 25 Vibrato Mute SlideUp Harm

SteelGuitar5DNC 121 36 25 LegatoAtk Vibrato BodyNZ SlideUp Harm

StratNDIDNC 121 39 27 Vibrato SlideUp Harm

StratNClnDNC 121 38 27 Vibrato SlideUp Mute

StratBDIDNC 121 45 27 Vibrato SlideUp Harm

StratBOvdDNC 121 5 29 Vibrato Feedback SlideUp Harm

LesPMDIDNC 121 43 27 Vibrato SlideUp Harm

LesPMClnDNC 121 42 27 Vibrato SlideUp Harm

33XBDIDNC 121 44 27 Vibrato SlideUp Harm

33XBDstDNC 121 17 30 Vibrato Feedback SlideUp Harm

TeleMDIDNC 121 41 27 Vibrato SlideUp Harm

TeleMClnDNC 121 40 27 Vibrato SlideUp Harm
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Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

JazzGuitarDNC 121 8 26 LegatoAtk Vibrato Octave 
(toggle)

SlideUp Harm

DobroDNC 121 50 25 Vibrato Mute SlideUp Harm

Stra.GtrUpDwDNC 121 33 27 SlideUp Harm

DistortedGtr1DNC 121 16 30 Vibrato Feedback SlideUp Harm

DistortedGtr2DNC 121 14 30 LegatoAtk Vibrato Feedback SlideUp Harm

CrunchGtrDNC 121 3 29 LegatoAtk Vibrato Feedback SlideUp Harm

FolkGuitarDNC 121 34 25 LegatoAtk Vibrato BodyNZ SlideUp Harm

SteelGuitar6DNC 121 19 25 LegatoAtk Vibrato BodyNZ SlideUp Harm

12StrGuitarDNC 121 33 25 LegatoAtk Vibrato BodyNZ SlideUp Harm

ViolaCaipiraDNC 121 45 25 LegatoAtk Vibrato BodyNZ SlideUp Harm

Factory/Strings & Vocal               

StringEnsembleDNC 121 13 49 Tremolo Marcato Spiccato Pizzicato

BalladStringsDNC 121 17 49 Tremolo Marcato Spiccato Pizzicato

Violin1DN2 121 15 40 LegatoAtk >±7st:Gliss
Up/Dn

Tremolo End Pizzicato ScaleUp

Violin2DN1 121 16 40 LegatoAtk Tremolo Marcato Spiccato Balzato

Violin5DN1 121 14 40 LegatoAtk MoreVib. Tremolo Balzato Détaché Pizzicato

Violin6DN2 121 13 40 >±9st:Riff
Up/Dn

MoreVib. Tremolo Mordente RiffUp FallDown GlissDown GlissUp

Violin7DN1 121 12 40 LegatoAtk MoreVib. Mordente OpenString Pizzicato

Violin8DN2 121 10 40 >±9st:Riff
Up/Dn

MoreVib. Mordente GlissUp FallDown GlissDown GlissUp

Violin9DN2 121 11 40 >±9st:Riff
Up/Dn

MoreVib. Mordente GlissUp FallDown GlissDown GlissUp

Viola1DN2 121 4 41 LegatoAtk >±7st:Gliss
Up/Dn

Tremolo Vibrato Pizzicato RiffUp

Viola2DN1 121 5 41 LegatoAtk Tremolo Vibrato Spiccato Balzato

Viola3DN1 121 3 41 MoreVib. Tremolo Balzato Détaché Pizzicato

Cello1DN2 121 3 42 LegatoAtk >±7st:Gliss
Up/Dn

Tremolo End Pizzicato RiffUp

Cello2DN1 121 4 42 LegatoAtk Tremolo Marcato Spiccato Balzato

DoubleBass1DN2 121 3 43 LegatoAtk >±5st:Gliss
Up/Dn

Tremolo Marcato Pizzicato Balzato

DoubleBass2DN1 121 4 43 LegatoAtk Tremolo Marcato Spiccato Balzato
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Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

SopranoVox2DNC 121 4 53 <±6st:
Smooth

>±6st:Gliss
Up/Dn

>G4:4thUp <F5:5th
Down

Factory/Trumpet & Trbn

Trumpet1DN2 121 38 56 LegatoAtk >±5st:Gliss
Up/Dn

MoreVib. Wah RiffUp FallDown RiffDown FallDown Shake

Trumpet2DN1 121 39 56 MoreVib. Wah RiffUp FallDown RiffDown FallDown Shake

Trumpet3DN2 121 40 56 LegatoAtk >±5st:Gliss
Up/Dn

MoreVib. Wah Wah Cup Shake

JazzTrumpetDN1 121 33 56 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

JazzTrumpetDN2 121 34 56 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

MexicoTrumpet1DN2 121 41 56 LegatoAtk >±5st:Gliss
Up/Dn

MoreVib. Swell RiffUp FallDown RiffDown FallDown Shake

MexicoTrumpet2DN2 121 42 56 LegatoAtk >±5st:Gliss
Up/Dn

MoreVib. Swell RiffUp FallDown RiffDown FallDown Shake

MuteTrumpet1DN1 121 11 59 LegatoAtk MoreVib. ExpFilter Wah WahHarm WahGrowl

MuteTrumpet2DN2 121 10 59 LegatoAtk >±3st:Riff
Up/Dn

MoreVib. Staccato RiffUp FallDown RiffDown Doit

MuteTrumpet3DN2 121 9 59 LegatoAtk >±3st:Riff
Up/Dn

MoreVib. Wah LongFall
Down

FallDown LongDoit Doit

MuteTrumpet5DN1 121 6 59 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

MuteTrumpet6DN1 121 7 59 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

WahTrumpet1DN1 121 12 59 LegatoAtk WahGrowl ExpFilter Cup WahHarm WahPlung

JazzCornetDN1 121 32 56 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

JazzCornetDN2 121 36 56 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

MuteCornetDN1 121 8 59 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

Flugelhorn1DN2 121 37 56 LegatoAtk >±3st:Riff
Up/Dn

MoreVib. Staccato RiffUp FallDown RiffDown Doit

Trombone1DN1 121 26 57 <±5st:Legato
Atk&Port.

MoreVib. Crescendo GlissUp FallDown Staccato Doit

Trombone2DN2 121 27 57 LegatoAtk >±5st:Port.
Up/Dn

MoreVib. Crescendo GlissUp FallDown Staccato Doit

Trombone3DN2 121 28 57 LegatoAtk >±5st:Port.
Up/Dn

MoreVib. Staccato GlissUp FallDown GlissDown Rel./NoteOff Doit

JazzTromboneDN1 121 20 57 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

JazzTromboneDN2 121 21 57 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. AltTimbre GlissUp FallDown RiffDown Doit



DNCSoundsandcontrols |1465

Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

SoftTromboneDN1 121 22 57 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

SoftTromboneDN2 121 23 57 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

HardTromboneDN1 121 24 57 LegatoAtk MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

HardTromboneDN2 121 25 57 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. AltTimbre GlissUp FallDown RiffDown Doit

Factory/Brass

SwingHornsDNC 121 40 61 Shake Swell FallDown Doit

HornsSweel1DNC 121 38 61 Shake SFX FallDown Doit

HornsSweel2DNC 121 39 61 Shake SFX FallDown Doit

TrombonesDNC 121 10 61 Shake Swell FallDown Doit

TrumpetsDNC 121 42 61 Shake Swell FallDown Doit

HornsSwell3DNC 121 45 61 Shake ExpFilter FallDown Doit

Factory/Sax

SopranoSax1DN2 121 7 64 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. Gracenote Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

SopranoSax2DN1 121 6 64 LegatoAtk LegatoAtk MoreVib. GlideUp FallDown RiffDown GlissDown

AltoSax1DN2 121 26 65 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

AltoSax2DN2 121 27 65 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

AltoSax3DN2 121 28 65 LegatoAtk >±9st:Gliss
Up/Dn

MoreVib. Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

AltoSax4DN1 121 22 65 LegatoAtk LegatoAtk MoreVib. Growl RiffUp FallDown RiffDown GlissDown

AltoSax5DN1 121 23 65 LegatoAtk LegatoAtk MoreVib. Growl GraceNote FallDown ShortRiffDn GlissDown

AltoSax6DN1 121 24 65 LegatoAtk LegatoAtk MoreVib. Growl GraceNote FallDown ShortRiffDn GlissDown

JazzSaxDN1 121 20 65 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

JazzSaxDN2 121 21 65 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

TenorSax1DN2 121 23 66 LegatoAtk >±9st:Riff
Up/Dn

Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

TenorSax2DN1 121 16 66 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

TenorSax3DN2 121 17 66 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown
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Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

TenorSax4DN1 121 19 66 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

TenorSax5DN2 121 20 66 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

SoftTenorDN1 121 21 66 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

SoftTenorDN2 121 22 66 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

TenorGrowlDN1 121 18 66 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

BaritonSax1DN2 121 7 67 LegatoAtk >±9st:Riff
Up/Dn

Crescendo RiffUp FallDown RiffDown GlissDown HalfToneUp

BaritoneSax2DN1 121 6 67 LegatoAtk 
Up/Dn

MoreVib. Growl RiffUp FallDown RiffDown GlissDown

Factory/Woodwind

Clarinet1DN2 121 24 71 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. GlissUp Riff4thUp FallDown Riff4thDown FallDown Cresc.

Clarinet2DN1 121 21 71 LegatoAtk MoreVib. AltTimbre RiffUp GlissDown RiffDown GlissDown

FolkClarinetDN2 121 25 71 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. FallDown Riff4thUp FallDown Riff4thDown FallDown FastFall
Staccato

JazzClarinetDN1 121 22 71 LegatoAtk MoreVib. AltTimbre RiffUp FallDown Riff4thDown GlissDown

KletzmerClar1DN2 121 26 71 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. HalfToneUp SoftBreath
Expr.

Extreme
Vibrato

FastFall
Staccato

KletzmerClar2DN1 121 27 71 LegatoAtk HalfToneUp MezzoForte
Expr.

Extreme
Vibrato

FastFall
Staccato

ConcertFluteDN1 121 15 73 LegatoAtk 
Up/Dn

MoreVib. Frull RiffUp FallDown GlissUp GlissDown

ConcertFluteDN2 121 16 73 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Frull RiffUp FallDown GlissUp GlissDown

LatinFluteDN1 121 17 73 LegatoAtk 
Up/Dn

MoreVib. Frull RiffUp FallDown GlissUp GlissDown

LatinFluteDN2 121 18 73 LegatoAtk >±9st:Riff
Up/Dn

MoreVib. Frull RiffUp FallDown GlissUp GlissDown

Bassoon1DNC 121 2 70 MoreVib. Staccato AltTimbre

PanFluteDN1 121 5 75 LegatoAtk MoreVib. AltAttack RiffUp FallDown GlissUp GlissDown

Whistle1DN1 121 6 78 MoreVib. AltTimbre RiffUp FallDown RiffDown GlissDown

Factory/Synth Pad

S&HPadDNC 121 10 96 HPFilter Reson. Detune WhiteNoise RNDfilter
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Sound Name CC PC Legato After Touch Joystick SC1 SC2 SC3

0 32 In Out Y+ Y– Note On Note Off Note On Note Off Note On Note Off

Factory/Synth Lead

NextDanceDNC 121 13 87 Reson. Filter LPFilter WhiteNoise AltTimbre

NoisedLeadDNC 121 20 87 Filter AltAttack WhiteNoise AltTimbre

DeepModul.DNC 121 10 84 LFOSpeed
Increase

LFOSpeed
Decrease

HPFilter AltAttack

LabSynthDNC 121 8 84 Reson. LPFilter HPFilter Detune

ThinPulSeqDNC 121 21 81 HPFilter WhiteNoise AltTimbre

Factory/Ethnic

MandolinDNC 121 40 25 LegatoAtk NoRel.

BerimbauDNC 121 2 106 Belly Caxixi Crash

BerimbauRel.DNC 121 1 106 Belly Caxixi Bend

BanjoThumbDNC 121 6 105 Mute Mordente Harm

BanjoFing/ThuDNC 121 7 105 Mute Thumb Harm

Factory/Bass

JBassFingDN1 121 29 33 Vibrato Ghost Mute Harm

JBassFingDN2 121 30 33 Vibrato Mute Pick Slap

JBassPickDN1 121 18 34 Vibrato Ghost Mute Harm

JBassPickDN2 121 19 34 Vibrato Mute Finger Slap

SRBassFingDN1 121 27 33 Vibrato Ghost Mute Harm

SRBassFingDN2 121 28 33 Vibrato Mute Pick Slap

SRBassPickDN1 121 16 34 Vibrato Ghost Mute Harm

SRBassPickDN2 121 17 34 Vibrato Mute Finger Slap

PBass1FingDN1 121 33 33 Vibrato Ghost Mute Harm

PBass1FingDN2 121 34 33 Vibrato Mute Pick Slap

FSBassPickDN1 121 14 34 Vibrato Ghost Mute Harm

FSBassPickDN2 121 15 34 Vibrato Mute Finger Slap

PBass2FingDN1 121 25 33 Vibrato Ghost Mute Harm

FretlessBass1DN1 121 11 35 Vibrato Ghost Mute Harm

FretlessBass2DN1 121 10 35 Vibrato Ghost Mute Harm

PBass2FingDN2 121 26 33 Vibrato Mute Pick Slap

FingerBassDN1 121 16 33 Vibrato Ghost Mute Harm

DarkSlapBassDN1 121 7 36 Vibrato Ghost Mute Harm
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Multisamples
The following table contains all the Factory Multisamples as they appear in the 
Sound Edit mode.

Musical Resources

# Multisample

0 GrandPiano1OT

1 GrandPiano2OT

2 GrandPiano3OT

3 GrandPiano4OT

4 GrandPiano5OT

5 GrandPiano6OT

6 GrandPianoRes1OT

7 GrandPianoRes2OT

8 GrandPianoRes3OT

9 GrandPianoRes4OT

10 GrandPianoRes5OT

11 GrandPianoRes6OT

12 GrandPiano1

13 GrandPiano2

14 GrandPiano3

15 GrandPiano4

16 GrandPiano5

17 GrandPiano6

18 GrandPianoRes1

19 GrandPianoRes2

20 GrandPianoRes3

21 GrandPianoRes4

22 GrandPianoRes5

23 GrandPianoRes6

24 AcousticPianopOT

25 AcousticPianofOT

26 AcousticPianop

27 AcousticPianof

# Multisample

28 AcousticPianoResOT

29 AcousticPianoRes

30 GrandPianoLeakage

31 PianoHammernoise

32 PianoFXPedalOn

33 PianoFXPedalOff

34 PianoFXKeyOff

35 BabyGrandL

36 BabyGrandR

37 UprightPianomf

38 UprightPianof

39 E.GrandPiano1

40 E.GrandPiano2

41 PianoM1

42 E.PianoPO1

43 E.PianoPO2

44 E.PianoPO3

45 E.PianoPO4

46 E.PianoPO5

47 E.PianoPO6

48 E.PianoPO7

49 E.PianoPOKofp

50 E.PianoPOKoff

51 E.PianoRxKon

52 E.PianoRxKof

53 E.PianoSuitBrightp

54 E.PianoSuitBrightmf

55 E.PianoSuitBrightf
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# Multisample

56 E.PianoDynop

57 E.PianoDynomf

58 E.PianoDynof

59 E.PianoDynoSoft

60 E.PianoDynoSoftLP

61 E.PianoStageHard

62 E.PianoStageHardLP

63 E.PianoVintage1

64 E.PianoVintage2

65 E.PianoVintage3

66 E.PianoVintage4

67 E.PianoVintage5

68 E.PianoVintage6

69 E.PianoVintageKoff

70 E.PianoWurlySoft

71 E.PianoWurlyHard

72 E.PianoFMAB1

73 E.PianoFMAB2

74 E.PianoFMAB3

75 E.PianoFMEF1

76 E.PianoFMEF2

77 E.PianoFMEF3

78 E.PianoFMEF4

79 E.PianoFM1

80 E.PianoFM1LP

81 E.PianoFM2

82 E.PianoPad1

83 E.PianoPad1LP

84 E.PianoPad2

85 Clav.BC1

86 Clav.BC2

87 Clav.BC3

88 Clav.BC4

89 Clav.1

# Multisample

90 Clav.2

91 Clav.3

92 Clav.4

93 Clav.GM

94 Harpsichord1

95 Harpsichord1KeyOff

96 Harpsichord1Release

97 Harpsichord1BumpOn

98 Harpsichord1BumpOff

99 Harpsichord2

100 Harpsichord2KeyOff

101 GospelOrganSlowL

102 GospelOrganSlowR

103 GospelOrganFastL

104 GospelOrganFastR

105 16’8’LF

106 16’8’LS

107 16’8’51/3LF

108 16’8’51/3LS

109 4’22/3’2’LF

110 4’22/3’2’LS

111 11/3’13/5’1’LF

112 11/3’13/5’1’LS

113 16’8’51/3’PercLF

114 16’8’51/3’PercLS

115 TheaterOrgan1

116 TheaterOrgan2

117 50sE.OrganBright

118 50sE.OrganDark

119 E.OrganCX3

120 E.OrganPerc.O1W

121 E.OrganFastClick

122 E.OrganPerc.1

123 E.OrganPerc.2
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# Multisample

124 E.OrganPerc.3

125 E.OrganPerc.4

126 Organ1M1

127 Organ2M1

128 Organ1

129 Organ2

130 Organ2LP

131 Organ3Jazz

132 BX3&Perc.3rd

133 E.OrganVox

134 E.OrganSoft

135 E.OrganFull

136 E.OrganDist

137 RotaryOrgan1

138 RotaryOrgan1LP

139 RotaryOrgan2

140 SuperBX3

141 SuperBX3LP

142 RotorNoiseLF

143 RotorNoiseLS

144 HOrganLeakage

145 HOrgan2ndHarmonic

146 HOrganClickKon

147 HOrganClickKoff

148 ON-Click(Organ)

149 OFF-Click(Organ)

150 PipeFluteL

151 PipeFluteR

152 PipePositive

153 PipeMixture

154 PipeFull1L

155 PipeFull1R

156 PipeFull2

157 E.OrganChurch

# Multisample

158 ElOrganToy

159 MusicBox

160 MusicBoxLP

161 Kalimba

162 KalimbaGM

163 Marimba

164 MarimbaLP

165 Xylophone

166 Balaphone

167 Vibraphone1

168 Vibraphone1LP

169 Vibraphone2

170 Celesta

171 CelestaGM

172 CelestaLP

173 Glockenspiel

174 GlockenspielLP

175 TubularBell

176 LogDrum

177 SteelDrumHard

178 SteelDrumGM

179 SteelDrumHardLP

180 Gamelan

181 FMBell

182 Flutemf

183 Flutef

184 FluteChiff

185 FluteSinged

186 FluteFlutter

187 FluteFallDown

188 FluteRiffUp

189 FluteGlissDownSus

190 Flute

191 FluteFalls
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# Multisample

192 FluteGlissUp

193 FluteGlissDown

194 FluteFrull

195 FluteVoice

196 FluteJazz

197 FluteVibrato

198 FluteAttackp

199 FluteAttackf

200 BreathNoiseRX

201 Piccolo

202 PanFlute

203 PanFluteAttack

204 TinWhistle

205 TinWhistleVoice

206 TinWhistleAttack

207 WhistleGliss

208 WhistleStraight

209 WhistleSfzVibr

210 WhistleSfzNoVibr

211 WhistleSlowAtkVibr

212 WhistleBreath

213 Shakuhachi

214 ShakuhachiAtk

215 ShakuhachiMid

216 ShakuhachiHigh

217 Bottle

218 Bottlizer

219 ShanaiGM

220 Recorder

221 Ocarina

222 Clarinet1Vibratop

223 Clarinet1Vibratof

224 Clarinet1GlissUp

225 Clarinet1GlissUpSus

# Multisample

226 Clarinet1Fall

227 Clarinet2

228 Clarinet3

229 DoubleReedM1

230 Oboe1Vibrato

231 Oboe2Straight

232 Oboekeynoises

233 OboeGetaBreath

234 EnglishHorn

235 Bassoon1

236 Bassoon1Vibrato

237 Bassoon1Staccato

238 Bassoon2

239 BaritoneSaxp

240 BaritoneSaxf

241 BaritoneSaxGrowl

242 BaritoneSaxGM

243 TenorSaxVib1

244 TenorSaxVib2

245 TenorSaxVib3

246 TenorSaxVib4

247 TenorSaxGlissando

248 TenorSaxFalls

249 TenorSaxStraight

250 TenorSaxRiffUp

251 TenorSaxFallDown

252 TenorSaxVibrato

253 TenorSaxExpressive

254 TenorSaxp

255 TenorSaxmf

256 TenorSaxf

257 TenorSaxM1

258 TenorSaxGM

259 AltoSaxVib1
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# Multisample

260 AltoSaxVib2

261 AltoSaxVib2Drive

262 AltoSaxp

263 AltoSaxf

264 AltoSaxGM

265 AltoSaxGrowl

266 SopranoSaxVibrato

267 SopranoSaxStraight

268 SopranoSaxGM

269 SaxFamilyVibrato

270 Saxkeyon

271 Saxkeyoff

272 Saxbreath

273 Tsaxsfp<

274 Musette1

275 Musette2

276 Musette2LP

277 Musette3

278 Accordion16’

279 Accordion16’OT

280 Accordion8’

281 Accordion8’OT

282 Accordion4’

283 Accordion4’OT

284 Accordionpreset1

285 Accordionpreset2

286 AccordionBassoon

287 AccordionClarinet

288 AccordionBandoneon

289 AccordionVolkst.

290 AccordionBass

291 AccordionNoiseKeyOn

292 AccordionNoiseKeyOff

293 AccordionChangeVoice

# Multisample

294 Harmonica1

295 Harmonica1Fall

296 Harmonica2

297 Harmonica3Wah

298 Melodica

299 MelodicaKeyOn

300 MelodicaKeyOff

301 HighlandBagPipes

302 HighlandDrones

303 UilleannPipes

304 BagPipes

305 BagPipesGM

306 FrenchHorn1p

307 FrenchHorn1mf

308 FrenchHorn1f

309 FrenchHorn1ff

310 FrenchHorn2Close

311 FrenchHorn2Open

312 FrenchHornT1

313 TenorHorn

314 2HornsStrp

315 2HornsStrmf

316 2HornsStrf

317 2HornsStrff

318 2HornsStaccp

319 2HornsStaccmf

320 2HornsStaccf

321 2HornsStaccff

322 FrenchHornEnsemble

323 FrenchHornsGM

324 FlugelhornViblightp

325 FlugelhornViblightmf

326 FlugelhornViblightf

327 FlugelhornViblightff
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# Multisample

328 FlugelhornStaccatop

329 FlugelhornStaccatof

330 FlugelOctaveUpp

331 FlugelOctaveUpf

332 FlugelOctaveDwp

333 FlugelOctaveDwf

334 FlugelFallsp

335 FlugelFallsf

336 FlugelHornVibrato

337 FlugelHornM1

338 FlugelAtkNoise

339 EuphoniumVibratop

340 EuphoniumVibratof

341 EuphoniumStaccatop

342 EuphoniumStaccatof

343 Tubap

344 Tubaf

345 TubaGM

346 TubaBaritonAttack

347 Trombone1p

348 Trombone1mf

349 Trombone1f

350 Trombone1GlissUp

351 Trombone1Fall

352 Trombone1Smear

353 Trombone1SmearAtk

354 Trombone2Vibrato

355 Trombone3mf

356 Trombone3f

357 Trombone4Soft

358 Trombone4Bright

359 Trombone5Straightfff

360 TromboneSlurUp

361 TromboneFall

# Multisample

362 TromboneGM

363 TromboneMuted

364 2Trombonesmf

365 2Trombonesf

366 2TrombonesStrp

367 2TrombonesStrf

368 2TrombonesSfp<

369 2TrombonesShake

370 2TrombonesFall

371 2TrombonesGlissup

372 ClassicTrumpetp

373 ClassicTrumpetf

374 PopTrumpetp

375 PopTrumpetf

376 TrumpetExpr.

377 TrumpetSlowp

378 TrumpetSlowf

379 TrumpetGM

380 TrumpetTonguingp

381 TrumpetTonguingf

382 TrumpetMedium

383 TrumpetOverblown

384 TrumpetMuted

385 TrumpetMutedGM

386 TrumpetWah

387 TrumpetWDHVib

388 TrumpetWDHShakes

389 TrumpetWDHShakesAtk

390 TrumpetWDHShakesRel

391 TrumpetDoit

392 TrumpetFall

393 TRPCupMuteVibp

394 TRPCupMuteVibmf

395 TRPCupMuteVibf
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# Multisample

396 TRPCupMuteWhaVib

397 TRPCupMuteWhaFast

398 TRPCupMuteWhaGrowl

399 TRPCupMuteDw4th

400 TRPCupMuteUp4th

401 TRPCupMuteFallp

402 TRPCupMuteDoit

403 TRPMuteHarmVibp

404 TRPMuteHarmVibmf

405 TRPMuteHarmVibf

406 TRPMuteHarmStacp

407 TRPMuteHarmStacf

408 TRPMuteHarmDw

409 TRPMuteHarmUp

410 TRPMuteHarmDoit

411 TRPMuteHarmFalls

412 TRPMuteHarmBumpAtk

413 TRPBasicNoise

414 2Trumpetsp

415 2Trumpetsf

416 2TrumpetsStrmf

417 2TrumpetsStrff

418 2TrumpetsSfp<

419 2TrumpetsShake

420 2TrumpetsFall

421 2TrumpetsGlissup

422 2Tp2TbHit(SFX)

423 BrassEnsembleStereo

424 BrassEnsemble1

425 BrassEnsemble2

426 BrassEnsemble2LP

427 BrassEnsembleGM

428 SopranoMovie

429 SopranoNight

# Multisample

430 SopranoVoice

431 SopranoVoiceAD

432 SopranoVoice5thDw

433 SopranoVoice4thUp

434 VoiceFemaleWuh

435 VoiceFemaleWoh

436 VoiceFemaleWah

437 VoiceFemaleDah

438 VoiceMaleWuh

439 VoiceMaleWoh

440 VoiceMaleWah

441 VoiceMaleDah

442 VoiceScatBuh

443 VoiceScatDuh

444 VoiceScatBah

445 VoiceScatDah

446 VoiceChoir

447 VoiceHoo

448 VoicePopOoh

449 VoicePopAh

450 VoiceDoo

451 VoiceDooLP

452 ChoirAhhMale/Femp

453 ChoirAhhMale/Femf

454 ChoirOhhMale/Fem

455 ChoirUhhMale/Fem

456 ChoirDaMale/Fem

457 ChoirDiMale/Fem

458 ChoirDuMale/Fem

459 ChoirLaMale/Fem

460 ChoirPaMale/Fem

461 ChoirTuMale/Fem

462 ChoirHummingM/F

463 ChoirWhisperFemale
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# Multisample

464 ChoirWhisperMale

465 Violin1Espressivep

466 Violin1Espressivemf

467 Violin1Espressivef

468 Violin1DetacheVibp

469 Violin1DetacheVibf

470 Violin1Balzato1

471 Violin1Balzato2

472 Violin1Sforzato

473 Violin1Tremolo

474 Violin1Pizzicato1

475 Violin1Pizzicato2

476 Violin1PlayUp

477 Violin1PlayEnd

478 Violin1BowNoise

479 Violin2Classic

480 Violin2GlissUp

481 Violin2GlissDw

482 Violin2StringsFree

483 Violin2TrillUp

484 Violin3SoloVibrato

485 Violin3Straight

486 ViolinGM

487 FiddleGM

488 Viola1Espressivep

489 Viola1Espressivef

490 Viola1DetachepUp

491 Viola1DetachepDw

492 Viola1Balzatop

493 Viola1Balzatomf

494 Viola1Sforzato

495 Viola1Staccato

496 Viola1Tremolo

497 Viola1Pizzicato

# Multisample

498 Viola2Vibratop

499 Viola2Vibratof

500 ViolaGM

501 CelloVibrato

502 CelloGM

503 Violin&Cello

504 Cello&Contrabass

505 ContrabassVibrato

506 StringsQuartet

507 StringsQuartetVibrato1

508 StringsQuartetVibrato2

509 Pizzicato

510 StringsEnsLegato1

511 StringsEnsLegato2

512 StringsEnsLegato3

513 StringsEnsMarcato

514 StringsEnsSpiccato

515 StringsEnsStaccato1

516 StringsEnsStaccato2

517 StringsEnsTremolo

518 StringsEnsPizzicato

519 StringsEnsembleSt

520 StringsEnsembleGM

521 StringsEnsembleMono

522 StringsEnsembleTremolo

523 PizzicatoEnsemble

524 HarpStereo

525 HarpAtk

526 HarpMono

527 Ac.GtrT1

528 Ac.GtrT2

529 Ac.GtrT3

530 Ac.GtrT4

531 Ac.GtrT5
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# Multisample

532 Ac.GtrT6

533 Ac.GtrTGhost

534 Ac.GtrTMute1

535 Ac.GtrTMute2

536 Ac.GtrTMute3

537 Ac.GtrTHarmonics1

538 Ac.GtrTHarmonics2

539 Ac.GtrTHToneUp1

540 Ac.GtrTHToneUp2

541 Ac.GtrM1

542 Ac.GtrM2

543 Ac.GtrM3

544 Ac.GtrMMute1

545 Ac.GtrMMute2

546 Ac.GtrMHarmonics

547 Ac.GtrMHToneUp1

548 Ac.GtrMHToneUp2

549 Ac.GtrRXnoises

550 Ac.Gtrfingeroff

551 SteelGtr1Pickp

552 SteelGtr1Pickmf

553 SteelGtr1Pickf

554 SteelGtr1Mute

555 SteelGtr1Slide

556 SteelGtr2p

557 SteelGtr2mf

558 SteelGtr2f

559 SteelGtr2Slap

560 SteelGtr2Slide

561 SteelGtr12Strings

562 SteelGtrHarmonics1

563 SteelGtrHarmonics2

564 SteelGtrNoise

565 GuitarFretNoiseOff

# Multisample

566 GuitarNoiseOff

567 GuitarBody

568 GuitarNoiseAttackOff

569 NylonGtr1p

570 NylonGtr1mf1

571 NylonGtr1mf2

572 NylonGtr1mf3

573 NylonGtr1f

574 NylonGtr1Slidep

575 NylonGtr1Slidef

576 NylonGtr1Harmonics

577 NylonGtr2p

578 NylonGtr2mf

579 NylonGtr2f

580 NylonGtr2Atk

581 NylonGtr2GM

582 NylonGtr7Stringsp

583 NylonGtr7Stringsf

584 NylonGtr7StringsMute

585 FSNDwClean1

586 FSNDwClean2

587 FSNDwClean3

588 FSNDwClean4

589 FSNGhostClean

590 FSNMuteClean1

591 FSNMuteClean2

592 FSNMuteClean3

593 FSNMuteClean4

594 FSNMuteClean5

595 FSNDwDI1

596 FSNDwDI2

597 FSNDwDI3

598 FSNDwDI4

599 FSNDwDI5
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# Multisample

600 FSNDwDI6

601 FSNGhostDI

602 FSNMuteDI1

603 FSNMuteDI2

604 FSNMuteDI3

605 FSNMuteDI4

606 FSNMuteDI5

607 FSBDwOverdrive1

608 FSBDwOverdrive2

609 FSBDwOverdrive3

610 FSBMuteOverdrive1

611 FSBMuteOverdrive2

612 FSBMuteOverdrive3

613 FSBRXNoiseClean1

614 FSBRXNoiseClean2

615 FSBRXNoiseClean3

616 FSBDwDI1

617 FSBDwDI2

618 FSBDwDI3

619 FSBDwDI4

620 FSBDwDI5

621 FSBDwDI6

622 FSBMuteDI1

623 FSBMuteDI2

624 FSBMuteDI3

625 FSBMuteDI4

626 FSBMuteDI5

627 FSRXNoiseDI1

628 FSRXNoiseDI2

629 FSRXNoiseDI3

630 FSAmpNoiseFloor

631 TeleMDwClean1

632 TeleMDwClean2

633 TeleMDwClean3

# Multisample

634 TeleMDwClean4

635 TeleMMuteClean1

636 TeleMMuteClean2

637 TeleMMuteClean3

638 TeleMMuteClean4

639 TeleMMuteClean5

640 TeleMRXNoiseClean1

641 TeleMRXNoiseClean2

642 TeleMRXNoiseClean3

643 TeleMDwDI1

644 TeleMDwDI2

645 TeleMDwDI3

646 TeleMDwDI4

647 TeleMDwDI5

648 TeleMDwDI6

649 TeleMMuteDI1

650 TeleMMuteDI2

651 TeleMMuteDI3

652 TeleMMuteDI4

653 TeleMMuteDI5

654 TeleMRXNoiseDI1

655 TeleMRXNoiseDI2

656 TeleMRXNoiseDI3

657 GLPMDwClean1

658 GLPMDwClean2

659 GLPMDwClean3

660 GLPMDwClean4

661 GLPMMuteClean1

662 GLPMMuteClean2

663 GLPMMuteClean3

664 GLPMMuteClean4

665 GLPMMuteClean5

666 GLPMRXNoiseClean1

667 GLPMRXNoiseClean2
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668 GLPMRXNoiseClean3

669 GLPMDwDI1

670 GLPMDwDI2

671 GLPMDwDI3

672 GLPMDwDI4

673 GLPMDwDI5

674 GLPMDwDI6

675 GLPMMuteDI1

676 GLPMMuteDI2

677 GLPMMuteDI3

678 GLPMMuteDI4

679 GLPMMuteDI5

680 GLPRXNoiseDI1

681 GLPRXNoiseDI2

682 GLPRXNoiseDI3

683 G335BDwDist1

684 G335BDwDist2

685 G335BDwDist3

686 G335BGhostDist

687 G335BMuteDwDist1

688 G335BMuteDwDist2

689 G335BMuteDwDist3

690 G335BMuteDwDist4

691 G335BMuteDwDist5

692 G335BRXDist1

693 G335BRXDist2

694 G335BRXDist3

695 G335BDwDI1

696 G335BDwDI2

697 G335BDwDI3

698 G335BDwDI4

699 G335BDwDI5

700 G335BDwDI6

701 G335BGhostDI

# Multisample

702 G335BMuteDI1

703 G335BMuteDI2

704 G335BMuteDI3

705 G335BMuteDI4

706 G335BMuteDI5

707 G335BRXNoiseDI1

708 G335BRXNoiseDI2

709 G335BRXNoiseDI3

710 DistGuitarMP1

711 DistGuitarMP2

712 DistGuitarMP3

713 DistGuitarMP4

714 DistGuitarMP5

715 DistGuitarMPSlides

716 DistGuitarMPKeyOff

717 StraP2MtS1

718 StraP2MtS2

719 StraP2MtS3

720 StraP2MtS4

721 StraP2MtS5

722 StraP2MtS6

723 StraP2MtL1

724 StraP2MtL2

725 StraP2MtL3

726 StraP2MtL4

727 StraP2Dw1

728 StraP2Dw2

729 StraP2Dw3

730 StraP2Dw4

731 StraP2Dw5

732 StraP2Up1

733 StraP2Up2

734 StraP2Up3

735 StraP2Up4
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# Multisample

736 StraP2Up5

737 StraP2SlideHTp

738 StraP2SlideHTf

739 StraP2Harm12

740 StraP2Harm7

741 StraP2Harm5

742 StraP2GhostUp

743 StraP2GhostDw

744 StraP2FretNuances

745 StraP2KeyOff

746 StraRX1(OldCompatib)

747 StraRX2

748 El.GuitarStra54p

749 El.GuitarStra54mf

750 El.GuitarStra54f

751 El.GuitarStra54Slide

752 El.GuitarTelMidp

753 El.GuitarTelMidmf

754 El.GuitarTelMidf

755 El.GuitarTelBridgep

756 El.GuitarTelBridgemf

757 El.GuitarTelBridgef

758 El.GuitarTelMt5thpp

759 El.GuitarTelMt5thp

760 El.GuitarTelMt5thmf

761 El.GuitarTelMt5thf

762 El.GuitarTelMt5thff

763 El.GuitarTelMt5thKof

764 El.GuitarCleanStrp

765 El.GuitarCleanStrf

766 El.GuitarCleanMute

767 El.GuitarCleanDead

768 El.GuitarCleanSlap

769 El.GuitarCleanSlide

# Multisample

770 El.GuitarCleanGM

771 El.GuitarFretNoiseGM

772 El.GuitarCutNoiseGM

773 El.GuitarLeNeck

774 El.GuitarLeBridge

775 El.GuitarLeMutep

776 El.GuitarLeMutemf

777 El.GuitarLeGhost1

778 El.GuitarLeGhost2

779 El.GuitarHarmonics

780 El.GuitarGlissDown

781 El.GuitarGlissUp

782 El.GuitarNoise

783 El.GuitarShortNoise

784 El.GuitarFretNoise

785 El.GuitarLesP.

786 JazzGuitar1

787 JazzGuitar2

788 JazzGibmellowp

789 JazzGibmellowmf

790 JazzGibmellowf

791 JazzOctaveGuitar

792 PedalSteelGuitar

793 ResonatorGuitar

794 VoxWahGuitar

795 OverdriveGM

796 Dist.Guitar1

797 Dist.Guitar1GM

798 Dist.Guitar1Harm.

799 Dist.Guitar1Harm.GM

800 Dist.Guitar2HarmoP1

801 Dist.Guitar2HarmoP2

802 Dist.Guitar2Mute1

803 Dist.Guitar2Mute2
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804 El.GuitarDistMuted1

805 El.GuitarDistMuted2

806 El.GuitarPowerChord1

807 El.GuitarPowerChord2

808 El.GuitarPowerChord3

809 Ac.BassNatural

810 Ac.BassNaturalKeyOff

811 Ac.BassNaturalGhost

812 AcousticBass1

813 AcousticBass2mf

814 AcousticBass2f

815 AcousticBass3mp

816 AcousticBass3mpVAR

817 AcousticBass3mf

818 AcousticBass3mfVAR

819 AcousticBass3f

820 AcousticBass3fVAR

821 AcousticBassGM

822 AcousticBassRXNoises

823 BassSRFinger1

824 BassSRFinger2

825 BassSRFinger3

826 BassSRGhost1

827 BassSRGhost2

828 BassSRGhost3

829 BassSRGhost4

830 BassSRFingerMute1

831 BassSRFingerMute2

832 BassSRFingerMute3

833 BassSRPick1

834 BassSRPick2

835 BassSRPick3

836 BassSRPick4

837 BassSRPickMute1

# Multisample

838 BassSRPickMute2

839 BassSRPickMute3

840 BassSRHarmonics

841 BassSRNoteOff

842 BassSRThumb&Slap1

843 BassSRThumb&Slap2

844 BassSRSlideUD

845 BassSRSlideDown

846 BassSRHammerOn

847 JBFinger1

848 JBFinger2

849 JBFinger3

850 JBFinger4

851 JBFinger5

852 JBGhost

853 JBFingerMute1

854 JBFingerMute2

855 JBFingerMute3

856 JBPick1

857 JBPick2

858 JBPick3

859 JBPick4

860 JBPickMute1

861 JBPickMute2

862 JBPickMute3

863 JBThumb1

864 JBThumb2

865 JBSlap1

866 JBSlap2

867 JBSlapGhost

868 JBHarmonics

869 PBFSFinger1

870 PBFSFinger2

871 PBFSFinger3
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872 PBFSFinger4

873 PBFSGhost

874 PBFSFingMute1

875 PBFSFingMute2

876 PBFSFingMute3

877 PBFSPick1

878 PBFSPick2

879 PBFSPick3

880 PBFSPick4

881 PBFSPickMute1

882 PBFSPickMute2

883 PBFSPickMute3

884 PBFSPickMute4

885 PBFSHarmonics

886 PBFinger1

887 PBFinger2

888 PBFinger3

889 PBFinger4

890 PBFinger5

891 FJBFretlessFinger1

892 FJBFretlessFinger2

893 FJBFretlessFinger3

894 FJBFretlessFinger4

895 FJBFretlessVibrato

896 FJBFretlessHarm1

897 FJBFretlessHarm2

898 FJBFretlessHammerOn

899 FJBFretlessKeyOff

900 BassPrecFSFinger

901 BassPrecFinger

902 BassPrecFingerDeads

903 BassPrecPickOpenp

904 BassPrecPickOpenf

905 BassPrecPickDead

# Multisample

906 BassSrayFinger

907 BassSrayHarmonics

908 BassSrayDeads

909 BassSrayHandNoise

910 BassAlmbFingeredp

911 BassAlmbFingeredf

912 BassFjazzFingered

913 BassFjazzpickmutep

914 BassFjazzpickmutef

915 BassFjazzGhost

916 E.Bass1Finger

917 E.Bass2P.B.1

918 E.Bass2P.B.2

919 E.Bass2LHStop

920 E.Bass2RHStop

921 E.Bass2Harmo.

922 E.Bass3p

923 E.Bass3mf

924 E.Bass3fSlap

925 E.Bass4Pick

926 E.Bass4Harmo.

927 E.Bass4Slap

928 E.Bass4SlapHar

929 E.Bass4LHMute

930 E.Bass4RHMute

931 E.Bass5Finger

932 E.Bass6Finger

933 E.Bass6FingerLP

934 E.Bass7Finger

935 E.Bass8Pick

936 E.Bass9PickMuted1

937 E.Bass9PickMuted2

938 E.Bass9Pick

939 E.Bass9PickLP
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940 E.Bass10Thumb

941 E.Bass11SlapThumb

942 E.Bass11SlapThumbLP

943 E.BassGliss

944 E.BassNoise1

945 E.BassNoise2

946 E.BassHarmonics

947 E.BassHarmonicsLP

948 E.BassFretless1

949 E.BassFretless2

950 FingerBassGM

951 PickedBassGM

952 SlapBass1GM

953 SlapBass2GM

954 FretlessBassGM

955 Sitar1

956 Sitar2

957 SitarGM

958 Sitar&Tambura

959 Zither

960 Santur

961 SanturLP

962 Tambura

963 TamburaLP

964 Bouzouki

965 BouzoukiLP

966 MandolinDwmf

967 MandolinDwf

968 MandolinUp

969 Mandolinmono

970 MandolinmonoLP

971 MandolinTremolo

972 MandolinEnsemble

973 ViolaCaipirap

# Multisample

974 ViolaCaipiramf

975 ViolaCaipiraf

976 ViolaCaipiraMute

977 ViolaCaipiraHarmonics

978 ViolaCaipiraNoises

979 Bandolim

980 BerimbauOpQ1

981 BerimbauOpQ2

982 BerimbauOpQ3

983 BerimbauOpQ4

984 BerimbauOpA1

985 BerimbauOpA2

986 BerimbauOpA3

987 BerimbauOpARel1

988 BerimbauOpARel2

989 BerimbauOpARel3

990 BerimbauCaxatkp

991 BerimbauCaxatkf

992 BerimbauCaxrelp

993 BerimbauCaxrelf

994 BerimbauCrashLegp

995 BerimbauCrashLegf

996 BerimbauCrashp

997 BerimbauCrashf

998 Banjo1FingerOp1

999 Banjo1FingerOp2

1000 Banjo1FingerOp3

1001 Banjo1FingerOp4

1002 Banjo1FingerOp5

1003 Banjo1FingerOp6

1004 Banjo1ThumbOp1

1005 Banjo1ThumbOp2

1006 Banjo1ThumbOp3

1007 Banjo1ThumbOp4



1484| MusicalResources
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1008 Banjo1ThumbOp5

1009 Banjo1ThumbOp6

1010 Banjo1Ghost

1011 Banjo1Mute1

1012 Banjo1Mute2

1013 Banjo1Mute3

1014 Banjo1Harmonics

1015 Banjo1Mordente

1016 Banjo2

1017 BanjoGM

1018 BanjoLP

1019 BanjoRXNoise

1020 DobroThumb1

1021 DobroThumb2

1022 DobroThumb3

1023 DobroThumb4

1024 DobroThumb5

1025 DobroThumb6

1026 DobroGhost

1027 DobroMuted1

1028 DobroMuted2

1029 DobroMuted3

1030 DobroRakeBlues

1031 DobroVibrato

1032 DobroSlideVibrato

1033 DobroHarmonics

1034 DobroPickNoise

1035 Cavaquinop

1036 Cavaquinomf

1037 Cavaquinof

1038 Ukulele

1039 Shamisen

1040 ShamisenGM

1041 Koto

# Multisample

1042 KotoGM

1043 M.E.Oud

1044 M.E.OudTek

1045 M.E.Kanoun1

1046 M.E.Kanoun2

1047 M.E.KanounTremolo

1048 M.E.Baglama1

1049 M.E.Baglama2

1050 M.E.Zurna

1051 M.E.KlarnetTek

1052 M.E.Klarnet

1053 M.E.Nay

1054 MouthHarp1

1055 MouthHarp2

1056 MouthHarp3

1057 MouthHarp4

1058 MouthHarp5

1059 SynFlutePad

1060 SynthSubBass

1061 SynBassReso

1062 SynBassFM1

1063 SynBassFM1LP

1064 SynBassFM2

1065 SynBassFM2LP

1066 SynBassTB

1067 R&BSawBass

1068 R&BSquareBass

1069 MS20BassWave

1070 MS20Synth

1071 SEMSquare

1072 ChromRes

1073 Compulsynth

1074 MonstClassic

1075 MonstDistort
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1076 NextDance

1077 FatSynthLG

1078 DetunedSuper

1079 DetunedPWM

1080 PolysixUnisonL

1081 PolysixUnisonR

1082 SynthBrass

1083 PopSynth

1084 An.Strings1

1085 An.Strings2

1086 VintageSynthPad

1087 VintageAnalog

1088 FoodBlender

1089 WhitePad

1090 N1AirVox

1091 SynthBell

1092 EtherBell

1093 EtherBellLP

1094 Lore

1095 LoreNT

1096 SpaceLore

1097 WaveSweep1

1098 WaveSweep2

1099 WaveSweep3

1100 SynGhostly

1101 Ghost

1102 SynAirPad

1103 DreamStr

1104 SynAirVortex

1105 SynPalawan

1106 SynClicker

1107 CricketSpectrum

1108 Noise1

1109 Noise2

# Multisample

1110 NoisePad

1111 SwishTerra

1112 GamelanXEQ

1113 Saw1

1114 Saw2

1115 Saw3

1116 Pulse02%

1117 Pulse05%

1118 Pulse08%

1119 Pulse16%

1120 Pulse33%

1121 Pulse40%

1122 Square

1123 SquareMG

1124 SquareJP

1125 TriangleMG

1126 Ramp

1127 RampMG

1128 Sine

1129 DWGSSynSine1

1130 DWGSSynSine2

1131 DWGSOrgan1

1132 DWGSOrgan2

1133 DWGSBell1

1134 DWGSBell2

1135 DWGSBell3

1136 DWGSBell4

1137 DWGSClav.

1138 DWGSDigi1

1139 DWGSDigi2

1140 DWGSWire1

1141 DWGSWire2

1142 DWGSSync1

1143 DWGSSync2
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1144 DWGSSync3

1145 OrchestraHit1

1146 OrchestraHit2

1147 OrchestraHitGM

1148 BandHit

1149 ImpactHit

1150 BrassFall

1151 VibeChord

1152 Zap1

1153 Zap2

1154 Stadium

1155 Applause

1156 Birds1

1157 Birds2

1158 Crickets

1159 ChurchBell

1160 Thunder

1161 Stream

1162 Bubble

1163 Dog

1164 Gallop

1165 Laughing

1166 TelephoneRing

1167 Scream

1168 Punch

1169 HeartBeat

1170 Footstep1

1171 Footstep2

1172 DoorCreak

1173 DoorSlam

1174 CarEngine

1175 CarEngineLP

1176 CarStop

1177 CarPass

# Multisample

1178 CarCrash

1179 Train

1180 Helicopter

1181 GunShot

1182 MachineGun

1183 LaserGun

1184 Explosion

1185 Wind

1186 ChineseGong

1187 Crash

1188 CrashReverse

1189 CrashReverseGM

1190 OrchestraCrash

1191 RideJazz

1192 RideEdge1

1193 RideEdge2

1194 HiHatClosed

1195 88HiHatOpen

1196 88Cowbell

1197 88Tom

1198 88Conga

1199 88Crash

1200 Tom

1201 TomBrush

1202 TomProcess

1203 ElectricTom

1204 MelodicTomGM

1205 Flexatone

1206 Tambourine

1207 AgogoBell

1208 MeditationTree

1209 MarcTree

1210 MarcTreeLP

1211 RainStick
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1212 Cowbell

1213 Castanet

1214 TempleBlocks

1215 OrchestraBD

1216 Timpani

1217 Taiko

1218 DjembeOpen

1219 DjembeMute

1220 Conga

1221 Quinto&Bongo

1222 Okonkolo

1223 Timbales

1224 Cowbell&Clave

1225 Cabasa

1226 Shaker

1227 Cabasa&Shaker

1228 Dumbek-Djambe-Udu

1229 Caxixi

1230 Tabla&Baya

1231 WoodBlock&Castanet

1232 MixLatinPercussion

1233 Kangaroo

1234 DJEddieSet

1235 BobSliceA

1236 BobSliceB

1237 ClapsNaturalSet1

1238 ClapsNaturalSet2

1239 ClapsNaturalSet3

1240 SnareGhost

1241 StereoSnares1&2

1242 StereoSnare1

1243 StereoSnare2

1244 BDThunderBright

# Multisample

1245 FXSDLargeHall1

1246 FXSDLargeHall2

1247 FXRimLargeHall1

1248 FXRimLargeHall2

1249 Click

1250 MetronomeWbell

1251 MetronomeW

1252 Empty

1253 ITG.PianoV1

1254 ITG.PianoV2

1255 ITG.PianoV3

1256 ITG.PianoV4

1257 ITG.PianoV5

1258 ITG.PianoV6

1259 ITG.PianoResV1

1260 ITG.PianoResV2

1261 ITG.PianoResV3

1262 ITG.PianoResV4

1263 ITG.PianoResV5

1264 ITG.PianoResV6

1265 Posaune32OT

1266 PrincipalOT

1267 CornetOT

1268 CoppelFluteOT

1269 HarmonicTrumpetOT

1270 VioladaGambaOT

1271 MixtureAOT

1272 MixtureBOT

1273 PienoOT

1274 RecorderVibrato

1275 WhistleRobin

1276 TenorSaxJSoft

1277 TenorSaxJmp
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1278 TenorSaxJmf

1279 TenorSaxJf

1280 TenorSaxJGrowl

1281 TenorSaxJR-Up

1282 TenorSaxJR-Dw

1283 TenorSaxJFalls

1284 ITAccordionBassV1OT

1285 ITAccordionBassV2OT

1286 ITAccordionBassV3OT

1287 ITAccordionBassKeyOn

1288 ITAccordion16V1OT

1289 ITAccordion16V2OT

1290 ITAccordion16V3OT

1291 ITAccordion16V4OT

1292 ITAccordion8V1OT

1293 ITAccordion8V2OT

1294 ITAccordion8V3OT

1295 ITAccordion8V4OT

1296 ITAccordion4V1OT

1297 ITAccordion4V2OT

1298 ITAccordion4V3OT

1299 ITAccordion4V4OT

1300 ITAccordionNoiseFloor

1301 Bandoneon

1302 BandoneonStop

1303 BandoneonShort

1304 BandoneonValve

1305 BandoneonRX

1306 Ac.GuitarT410

1307 Ac.GuitarT410Muted

1308 Ac.GuitarT410Harm

1309 Ac.GuitarT410RX

1310 J8AnalogBrassL

# Multisample

1311 J8AnalogBrassR

1312 DumpstepWha

1313 DumpstepLp

1314 DumpstepOneShot

1315 ENDPaCompatibility

1316 ATG.PianoMain1

1317 ATG.PianoMain2

1318 ATG.PianoMain3

1319 ATG.PianoMain4

1320 ATG.PianoMain5

1321 ATG.PianoMain6

1322 ATG.PianoMain7

1323 ATG.PianoMain8

1324 ATG.PianoReso1

1325 ATG.PianoReso2

1326 ATG.PianoReso3

1327 ATG.PianoReso4

1328 ATG.PianoReso5

1329 ATG.PianoReso6

1330 ATG.PianoReso7

1331 ATG.PianoReso8

1332 ATG.PianoRelease1

1333 ATG.PianoRelease2

1334 ATG.PianoMech.Noise

1335 ATG.PianoHammerNoise

1336 ATG.PianoOverTones

1337 YCFIIISAMain1

1338 YCFIIISAMain2

1339 YCFIIISAMain3

1340 YCFIIISAMain4

1341 YCFIIISAMain5

1342 YCFIIISAMain6

1343 YCFIIISAMain7
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1344 YCFIIISAMain8

1345 YCFIIISAReso1

1346 YCFIIISAReso2

1347 YCFIIISAReso3

1348 YCFIIISAReso4

1349 YCFIIISAReso5

1350 YCFIIISAReso6

1351 YCFIIISAReso7

1352 YCFIIISAReso8

1353 U3Main1

1354 U3Main2

1355 U3Main3

1356 U3Main4

1357 U3Main5

1358 U3Main6

1359 U3Main7

1360 U3Main8

1361 U3Reso1

1362 U3Reso2

1363 U3Reso3

1364 U3Reso4

1365 U3Reso5

1366 U3Reso6

1367 U3Reso7

1368 U3Reso8

1369 U3Release1

1370 U3Release2

1371 U3Mech.Noise

1372 HonkyReal

1373 RdMkIILineppp

1374 RdMkIILinepp

1375 RdMkIILinep

1376 RdMkIILinemp

1377 RdMkIILinemf

# Multisample

1378 RdMkIILinef

1379 RdMkIILineff

1380 RdMkIILinefff

1381 RdMkIIC414ppp

1382 RdMkIIC414pp

1383 RdMkIIC414p

1384 RdMkIIC414mp

1385 RdMkIIC414mf

1386 RdMkIIC414f

1387 RdMkIIC414ff

1388 RdMkIIC414fff

1389 RdMkIIKeyONLine

1390 RdMkIIKeyONC414

1391 RdMkIIKOFslowLine

1392 RdMkIIKOFslowC414

1393 RdMkIIKOFfastLine

1394 RdMkIIKOFfastC414

1395 RdMkVpp

1396 RdMkVp

1397 RdMkVmp

1398 RdMkVmp+

1399 RdMkVmf

1400 RdMkVmf+

1401 RdMkVf

1402 RdMkVff

1403 RdMkVGroundNoise

1404 RdMkVNoiseFloor

1405 W200AMicppp

1406 W200AMicpp

1407 W200AMicp

1408 W200AMicmp

1409 W200AMicmf

1410 W200AMicmf+

1411 W200AMicf



1490| MusicalResources

# Multisample

1412 W200AMicff

1413 W200AMicfff

1414 W200AMicfff+

1415 W200ALineppp

1416 W200ALinepp

1417 W200ALinep

1418 W200ALinemp

1419 W200ALinemf

1420 W200ALinef

1421 W200ALineff

1422 W200ALinefff

1423 W200ALinefff+

1424 W200ALineSinC7

1425 W200ALineH&ResC7

1426 W200ALineH&Res-C7

1427 W200ALineH&Res--C7

1428 DXEP1DynV1

1429 DXEP1DynV2

1430 DXEP1DynV3

1431 DXEP1DynV4

1432 DXEP1DynV5

1433 DXEP1DynV6

1434 DXEP2DynV1

1435 DXEP2DynV2

1436 DXEP2DynV3

1437 DXEP2DynV4

1438 DXEP2DynV5

1439 DXEP2DynV6

1440 CPPianoMainv1

1441 CPPianoMainv2

1442 CPPianoMainv3

1443 CPPianoMainv4

1444 CPPianoMainv5

1445 CPPianoMainv6

# Multisample

1446 CPPianoResonance

1447 CPPianoReleasev1

1448 CPPianoReleasev2

1449 ClavD6ACMainv1

1450 ClavD6ACMainv2

1451 ClavD6ACMainv3

1452 ClavD6ACMainv4

1453 ClavD6ACMainv5

1454 ClavD6ACMainv6

1455 ClavD6ACMainv7

1456 ClavD6ACMainv8

1457 ClavD6ACOffv1

1458 ClavD6ACOffv2

1459 ClavD6ACOffv3

1460 ClavD6ACOffv4

1461 ClavD6ADMainv1

1462 ClavD6ADMainv2

1463 ClavD6ADMainv3

1464 ClavD6ADMainv4

1465 ClavD6ADMainv5

1466 ClavD6ADMainv6

1467 ClavD6ADMainv7

1468 ClavD6ADMainv8

1469 ClavD6BCMainv1

1470 ClavD6BCMainv2

1471 ClavD6BCMainv3

1472 ClavD6BCMainv4

1473 ClavD6BCMainv5

1474 ClavD6BCMainv6

1475 ClavD6BCMainv7

1476 ClavD6BCMainv8

1477 ClavD6BDMainv1

1478 ClavD6BDMainv2

1479 ClavD6BDMainv3
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# Multisample

1480 ClavD6BDMainv4

1481 ClavD6BDMainv5

1482 ClavD6BDMainv6

1483 ClavD6BDMainv7

1484 ClavD6BDMainv8

1485 HarpsichordDouble

1486 HarpsichordRelease

1487 HarpsichordOff

1488 PianoFeltmp

1489 PianoFeltf

1490 PianoRubber

1491 PianoEraser

1492 PianoWood

1493 B3LeakageAllWheels

1494 B3Perc2ndSlow

1495 B3KeyONOriginal

1496 B3NoteOFFfrom4’

1497 B3Clickfrom16’

1498 XylophoneNatural

1499 SteelDrum1mf

1500 SteelDrum1f

1501 CYmbalomlongp

1502 CYmbalomlongf

1503 CYmbalomshortp

1504 CYmbalomshortmf

1505 CYmbalomshortf

1506 RecorderStraight

1507 RecorderVibrato

1508 Recorder&Voice

1509 RecorderSforzato5th

1510 Recorder4Up

1511 Recorder4Dw

1512 RecorderTongueAtk

1513 XaphoonVibrato

# Multisample

1514 XaphoonGraceNote

1515 XaphoonCrescendo

1516 XaphoonExpressive

1517 XaphoonGlissHT

1518 ClarinetPVibp

1519 ClarinetPVibmf

1520 ClarinetPVibf

1521 ClarinetVibratop

1522 ClarinetVibratomf

1523 ClarinetVibratof

1524 ClarinetGliss4Dwmf

1525 ClarinetGliss4Dwf

1526 ClarinetGliss4Upmf

1527 ClarinetGliss4Upf

1528 ClarinetGlissUPLong

1529 ClarinetCrescendo

1530 ClarinetKlezppExp

1531 ClarinetKlezmfExp

1532 ClarinetKlezmerff

1533 ClarinetKlezmerHTUp

1534 ClarinetKlezmerFalls

1535 ClarinetItFolkPVib

1536 ClarinetItFolkVib

1537 ClarinetFallsRisata

1538 ClarinetFallsShort

1539 ClarinetFallsLong

1540 Contrabassoon

1541 Bassoon

1542 BagpipeBass

1543 BagpipeStraight

1544 BBBSaxPVibpp

1545 BBBSaxPVibp

1546 BBBSaxPVibmf

1547 BBBSaxPVibf
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1548 BBBSaxVibp

1549 BBBSaxVibmf

1550 BBBSaxVibf

1551 BBBSaxGracemf

1552 BBBSaxGracef

1553 BBBSaxCrescendo

1554 BBBSaxGlis4Dwmf

1555 BBBSaxGlis4Dwf

1556 BBBSaxGlis4Upmf

1557 BBBSaxGlis4Upf

1558 BBBSaxGlis8Dw

1559 BBBSaxGlis8Up

1560 BBTSaxPVibp

1561 BBTSaxPVibmf

1562 BBTSaxPVibf

1563 BBTSaxCrescendo

1564 BBTSax4UPmf

1565 BBTSax4UPf

1566 BBTSax4DWmf

1567 BBTSax4DWf

1568 BBTSax8UPmf

1569 BBTSax8UPf

1570 BBTSax8DWmf

1571 BBTSax8DWf

1572 BBTSaxFalls

1573 BBASaxPVibp

1574 BBASaxPVibmf

1575 BBASaxPVibf

1576 BBASaxVibp

1577 BBASaxVibmf

1578 BBASaxVibf

1579 BBASaxGracemf

1580 BBASaxGracef

1581 BBASaxCrescendo

# Multisample

1582 BBASaxPortamentoUp

1583 BBASaxGliss4Upmf

1584 BBASaxGliss4Upf

1585 BBASaxGliss8Upmf

1586 BBASaxGliss8Upf

1587 BBASaxGliss4Dwmf

1588 BBASaxGliss4Dwf

1589 BBASaxGliss8Dwmf

1590 BBASaxGliss8Dwf

1591 BBASaxFallsShort

1592 BBASaxFallsLong

1593 BBSSaxPVibp

1594 BBSSaxPVibmf

1595 BBSSaxPVibf

1596 BBSSaxVibp

1597 BBSSaxVibmf

1598 BBSSaxVibf

1599 BBSSaxGracemf

1600 BBSSaxGracef

1601 BBSSaxCrescendo

1602 BBSSax4Upmf

1603 BBSSax4Upf

1604 BBSSax8Upmf

1605 BBSSax8Upf

1606 BBSSax4Dwmf

1607 BBSSax4Dwf

1608 BBSSax8Dwmf

1609 BBSSax8Dwf

1610 BBSSaxFallsShrt

1611 BBSSaxFallsLong

1612 Sousaphonemf

1613 Sousaphonef

1614 SousaphoneStaccatomf

1615 SousaphoneStaccatof
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# Multisample

1616 SousaphoneFX

1617 BBTrmbPVibp

1618 BBTrmbPVibmf

1619 BBTrmbPVibf

1620 BBTrmbPortUp4

1621 BBTrmbPortDw4

1622 BBTrmbDoit

1623 BBTrmbCrescendoLong

1624 BBTrmbCrescendoShrt

1625 BBTrmbSforzato

1626 BBTrmbStaccatop

1627 BBTrmbStaccatomf

1628 BBTrmbStaccatof

1629 BBTrmbGracemf

1630 BBTrmbGracef

1631 BBTrumpetPVibp

1632 BBTrumpetPVibmf

1633 BBTrumpetPVibf

1634 BBTrumpetPVibff

1635 BBTrumpetPVibfff

1636 BBTrumpetUp4

1637 BBTrumpetDw4

1638 BBTrumpetDoit

1639 BBTrumpetCrescLong

1640 BBTrumpetCrescShort

1641 BBTrumpetFallsLong

1642 BBTrumpetFallsShort

1643 BBTrumpetMexPVib

1644 BBTrumpetMex

1645 BBTrumpetUp8

1646 BBTrumpetDw8

1647 BBTrumpetShakes

1648 BBTrumpetCupp

1649 BBTrumpetCupmf

# Multisample

1650 BBTrpHandWhaGrowl

1651 BBTrpPlungWahp

1652 BBTrpPlungWahmf

1653 BBTrpPlungWahGrowl

1654 BBTrpHarm

1655 BBTrpHarmWha

1656 BBTrpHarmWhaGrowl

1657 BBTrpLipsAtk

1658 BBTrpNoiseAtk

1659 BBTrpSusBreath

1660 CBassPVibmf

1661 CBassPVibf

1662 CBassVibp

1663 CBassVibmf

1664 CBassVibf

1665 CBassBalzatoUp

1666 CBassBalzatoDw

1667 CBassSpiccatoUp

1668 CBassSpiccatoDw

1669 CBassMarcatoUp

1670 CBassMarcatoDw

1671 CBassPizzicatop

1672 CBassPizzicatomf

1673 CBassTremolo

1674 CBassUp4

1675 CBassDW4

1676 CBassRelease

1677 CBassArchNoise

1678 CelloPVibmf

1679 CelloPVibf

1680 CelloVibmf1

1681 CelloVibmf2

1682 CelloVibmf3

1683 CelloBalzatoUp
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1684 CelloBalzatoDw

1685 CelloSpiccatoUp

1686 CelloSpiccatoDw

1687 CelloMarcatoUp

1688 CelloMarcatoDw

1689 CelloPizmfVib

1690 CelloPizfVib

1691 CelloTremolo

1692 CelloUp4

1693 CelloDw4

1694 CelloUp8

1695 CelloDw8

1696 CelloChords

1697 CelloResOnlyCGDA

1698 CelloVibEnd

1699 CelloPlayEnd

1700 CelloAtkNoise

1701 CelloAtkNoiseLoop

1702 ViolaPVibmf

1703 ViolaPVibf

1704 ViolaVibp

1705 Violavibmf

1706 ViolaVibf

1707 ViolaBalzatoUp

1708 ViolaBalzatoDw

1709 ViolaSpiccatoUp

1710 ViolaSpiccatoDw

1711 ViolaMarcatoUp

1712 ViolaMarcatoDw

1713 ViolaPizzicatomf

1714 ViolaPizzicatof

1715 ViolaTremolo

1716 ViolaPortUp4

1717 ViolaPortDw4

# Multisample

1718 ViolaPortUp8

1719 ViolaPortDw8

1720 ViolaMajUp8

1721 ViolaMajDw8

1722 ViolaChords

1723 ViolaPassionateUp

1724 ViolaPassionateDw

1725 ViolinPVibmf

1726 ViolinPVibf

1727 ViolinVibmf

1728 ViolinVibf

1729 ViolinBalzatoUp

1730 ViolinBalzatoDw

1731 ViolinSpiccatoUp

1732 ViolinSpiccatoDw

1733 ViolinMarcatoUp

1734 ViolinMarcatoDw

1735 ViolinPizzmf

1736 ViolinPizzf

1737 ViolinTremolo

1738 ViolinPortUp4

1739 ViolinPortDw4

1740 ViolinPortUp8

1741 ViolinPortDw8

1742 ViolinScaleUp8

1743 ViolinScaleDw8

1744 ViolinFullChords

1745 ViolinEndmf

1746 ViolinEndf

1747 ViolinResOnlyGDAE

1748 ArchNoiseMulti

1749 ArchNoiseOnly1

1750 ArchAtkNoiseLong

1751 ArchAtkNoiseShort
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1752 Violin“S”Vibrato

1753 Violin“A”Vibrato

1754 E.Gt.LP1DIHarmonics

1755 E.Gt.LP1DIMuteWS1

1756 E.Gt.LP1DIMuteWS2

1757 E.Gt.LP1DIMuteWS3

1758 E.Gt.LP1DIMuteWS4

1759 E.Gt.LP1DIOSTRR1

1760 E.Gt.LP1DIOSTRR2

1761 E.Gt.LP1DIOSTRR3

1762 E.Gt.LP1DIOSTRR4

1763 E.Gt.LP1DIPowerChdRR1

1764 E.Gt.LP1DIPowerChdRR2

1765 E.Gt.LP1DIPowerChdRR3

1766 E.Gt.LP1DIPowerChdRR4

1767 E.Gt.SP1DIOSTWS1

1768 E.Gt.SP1DIOSTWS2

1769 E.Gt.SP1DIOSTWS3

1770 E.Gt.SP1DIOSTWS4

1771 E.Gt.SP1DIOSTWS5

1772 E.Gt.SP1DIOSTWS6

1773 E.Gt.SP1DIOSTWS7

1774 E.Gt.SP1DIOSTWS8

1775 E.Gt.SP1DIOSTWS9

1776 E.Gt.SP4DIMuteWS1

1777 E.Gt.SP4DIMuteWS2

1778 E.Gt.SP4DIMuteWS3

1779 E.Gt.SP4DIMuteWS4

1780 E.Gt.SP4DIOpenWS1

1781 E.Gt.SP4DIOpenWS2

1782 E.Gt.SP4DIOpenWS3

1783 E.Gt.SP4DIOpenWS4

1784 E.Gt.SP4DIOSTWS1

1785 E.Gt.SP4DIOSTWS2

# Multisample

1786 E.Gt.SP4DIOSTWS3

1787 E.Gt.SP4DIOSTWS4

1788 E.Gt.SP4DIOSTWS5

1789 E.Gt.SP4DIOSTWS6

1790 E.Gt.SP4DIOSTWS7

1791 E.Gt.SP4DIOSTWS8

1792 HBfinger1

1793 HBfinger2

1794 HBfinger3

1795 HBfinger4

1796 HBfinger5

1797 HBfinger6

1798 HBFingGhost

1799 HBFingMutedSp

1800 HBFingMutedSmf

1801 HBFingMutedLp

1802 HBFingMutedLmf

1803 HBPick1

1804 HBPick2

1805 HBPick3

1806 HBPick4

1807 HBPick5

1808 HBPickGhost

1809 HBPickMuted1

1810 HBPickMuted2

1811 HBPickMuted3

1812 HBFingerOff

1813 HBHarmonicsHi

1814 HBHarmonicsLowNoise

1815 MMD1Triangle

1816 MMD2TSawtoothOsc1-2

1817 MMD2RevSawtoothOsc3

1818 MMD3Sawtooth

1819 MMD4Rectangle
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1820 MMD5WidePulse

1821 MMD6NarrowPulse

1822 MMDWhiteNoise

1823 MMDPinkNoise

1824 MMDNoiseAtk

1825 MBLBruteTri

1826 MBSBruteSaw

1827 MBLBruteSquare

1828 MBMetallizerTri

1829 MBNoiseModSaw1

1830 MBNoiseModSaw2

1831 MBNoiseModSqu1

1832 MBNoiseModSqu2

1833 Arp2600Square

1834 Arp2600Saw

1835 Arp2600Triangle

1836 Arp2600Sine

1837 Arp2600WhiteNoise

1838 Arp2600PinkNoise

1839 Arp2600LoFreqNoise

1840 Arp26003UnisonSaw

1841 Arp2600OctUniSqu

1842 Arp2600XModSaw

1843 Arp2600XModSqu

1844 Arp2600PWM1

1845 Arp2600PWM2

1846 ElectroBass

1847 FutureHouseBass

1848 G-HouseBass

1849 TrapBass

1850 ElectroSaw

1851 EDMSuperSaw

1852 FutureBassSaw1

1853 FutureBassSaw2

# Multisample

1854 SuperSquare

1855 SuperTriangle

1856 SylenBritePad1

1857 SylenBritePad2

1858 SylenHOVStraight

1859 SylenRommeyBass

1860 MGBass

1861 SynBassDiscoMG

1862 SynBassRommey

1863 MS2000UnisonSaw

1864 BritePad

1865 BriteHoover

1866 UltraSquare

1867 UltraTriangle

1868 FutureBassPad

1869 ElectroPad

1870 UltraVoxPad

1871 OctavePad

1872 RazorOlivePad

1873 RazorRipper

1874 WobbleWave1

1875 WobbleWave2

1876 MassiveCannon

1877 SatVoxWave

1878 EDMVoiceLead1

1879 EDMVoiceLead2

1880 EDMVoiceLead3

1881 EDMVoiceLead4

1882 OctaveUnisonPluck

1883 MGHMHard

1884 MGTrio

1885 SoftLayerSynth

1886 DownLowPluck1

1887 DownLowPluck2



Multisamples |1497

# Multisample

1888 SynthMarimba

1889 Reso5thComp

1890 DirtySinePluck1

1891 DirtySinePluck2

1892 PingpongDry

1893 PingpongWet

1894 Bubbles

1895 Flutters

1896 LittleBeetles

1897 Staples

1898 SunStrings

1899 Sweepers

1900 TriangleLo-fi

1901 SawSine

1902 Saw5th

1903 SquareOctaveMix

1904 SirenSet

1905 CinematicImpact1

1906 CinematicImpact2

1907 CinematicImpact3

1908 CinematicImpact4

1909 CinematicImpact5

1910 CinematicImpact6

1911 CinematicImpact7

1912 CinematicBang1

1913 CinematicBang2

1914 CinematicBang3

1915 CinematicBang4

1916 CinematicBang5

1917 CinematicBang6

1918 CinematicBang7

1919 CinematicBang8

1920 ReverseAttackSet

1921 BangIndustry1

# Multisample

1922 BangIndustry2

1923 BangMetal

1924 Sci-fiShifterSet

1925 Sci-fiShifter1

1926 Sci-fiShifter2

1927 Sci-fiAtoms

1928 AtomsImpact1

1929 AtomsImpact2

1930 AtmosMelody1

1931 AtmosMelody2

1932 AtmosMelody3

1933 AtmosMelody4

1934 AtmosMelody5

1935 AtmosMelody6

1936 AtmosMelody7

1937 AtmosMelody8

1938 AtmosMelody9

1939 AtmosMelody10

1940 AtmosMelody11

1941 AtmosMelody12

1942 AtmosMelody13

1943 AtmosMelody14

1944 AtmosMelody15

1945 AtmosMelody16

1946 AtmosMelody17

1947 AtmosMelody18

1948 AtmosLead

1949 AtomsSEQ1

1950 AtomsSEQ2

1951 AtomsSEQ3

1952 AtomsSEQ4

1953 AtomsSEQ5

1954 AtomsSEQ6

1955 HarmOrgan
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1956 BrainCore

1957 LavaGrungy

1958 MotorWorld

1959 DigiBoiling1

1960 DigiBoiling2

1961 CaveWindow

1962 Darka

1963 FlyingSaucer

1964 NoizeImpact1

1965 NoizeImpact2

1966 OrchestraPAHit

1967 BlindEcho

1968 FormantBass

1969 KBass

1970 RapBass

1971 SnapSynth

1972 RockFallsHit1

1973 RockFallsHit2

1974 RockFallsHit3a

1975 RockFallsHit3b

1976 RockFallsHit4

1977 RockHitShort

1978 RockHitLong1

1979 RockHitLong2

1980 GuitarShot

1981 Bass&GuitarShot

1982 DownSub1

1983 DownSub2

# Multisample

1984 DownSub3

1985 TalkShowSet

1986 QuizShowSet

1987 HorrorSet

1988 InvaderSet

1989 CartoonSet

1990 VideoGameSet

1991 WeatherSet

1992 WaterSet

1993 JungleSet

1994 LifeSet

1995 ClockSet

1996 SFXCatalog1

1997 SFXCatalog2

1998 SFXCatalog3

1999 SFXCatalog4

2000 SFXCatalog5

2001 SFXCinematic

2002 SFXIndustry

2003 SFXLife

2004 SFXMelody&Athmosphere

2005 SFXTV&Show

2006 Click1Sample

2007 Click3Samples

2008 Click7Samples

*ITAccordioncourtesybyPSound.

http://www.psound.it
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Drum Samples
The following table contains all the Factory Drum Samples as they appear in the 
Sound Edit mode. DF: Drum Family.

# Drum Sample DF

0 BDSpnSof1Room BD

1 BDSpnSof2Room BD

2 BDSpnSof3Room BD

3 BDSpnSof4Room BD

4 BDSpnSof5Room BD

5 BDSpnSof6Room BD

6 BDSpnSof7Room BD

7 BDSpnSof8Room BD

8 BDSpnSon1Room BD

9 BDSpnSon2Room BD

10 BDSpnSon3Room BD

11 BDSpnSon4Room BD

12 BDSpnSon5Room BD

13 BDSpnSon6Room BD

14 BDSpnSon7Room BD

15 BDSpnSon8Room BD

16 BDDWPop1 BD

17 BDDWPop2 BD

18 BDDWPop3 BD

19 BDDWPop4 BD

20 BDDWPop5 BD

21 BDDWPop6 BD

22 BDDWPop7 BD

23 BDDWPop8 BD

24 BDGrtA1 BD

25 BDGrtA2 BD

26 BDGrtA3 BD

27 BDGrtA4 BD

# Drum Sample DF

28 BDGrtA5 BD

29 BDGrtA6 BD

30 BDGrtA7 BD

31 BDGrtA8 BD

32 BDGrtB1 BD

33 BDGrtB2 BD

34 BDGrtB3 BD

35 BDGrtB4 BD

36 BDGrtB5 BD

37 BDGrtB6 BD

38 BDGrtB7 BD

39 BDGrtB8 BD

40 BDRock1 BD

41 BDRock2 BD

42 BDRock3 BD

43 BDRock4 BD

44 BDRock5 BD

45 BDRock6 BD

46 BDRock7 BD

47 BDRock8 BD

48 BD1Studio1 BD

49 BD1Studio2 BD

50 BD1Studio3 BD

51 BD1Studio4 BD

52 BD1Studio5 BD

53 BD1Studio7 BD

54 BD1Studio8 BD

55 BD2Studio1 BD
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# Drum Sample DF

56 BD2Studio2 BD

57 BD2Studio3 BD

58 BD2Studio4 BD

59 BD2Studio5 BD

60 BD2Studio6 BD

61 BD2Studio7 BD

62 BD2Studio8 BD

63 BDChamber1 BD

64 BDChamber2 BD

65 BDChamber3 BD

66 BDChamber4 BD

67 BDChamber5 BD

68 BDChamber6 BD

69 BDLive1 BD

70 BDLive2 BD

71 BDLive3 BD

72 BDLive4 BD

73 BDLive5 BD

74 BDLive6 BD

75 BDFunk1 BD

76 BDFunk2 BD

77 BDFunk3 BD

78 BDFunk4 BD

79 BDFunk5 BD

80 BDFunk6 BD

81 BDPlate1 BD

82 BDPlate2 BD

83 BDPlate3 BD

84 BDPlate4 BD

85 BD22InchStd1 BD

86 BD22InchStd2 BD

87 BD22InchStd3 BD

88 BD22InchStd4 BD

89 BD22InchStd5 BD

# Drum Sample DF

90 BD22InchStd6 BD

91 BD24x14p BD

92 BD24x14mf BD

93 BD24x14f BD

94 BD24x14fGM BD

95 BD24inchOpenp BD

96 BD24inchOpenmf BD

97 BD24inchOpenf BD

98 BD26inchOpenp BD

99 BD26inchOpenmf BD

100 BD26inchOpenf BD

101 BD26inchOpenff BD

102 BD26inchOpenffGM BD

103 BD26inchStdp BD

104 BD26inchStdmf BD

105 BD26inchStdf BD

106 BD26inchStdff BD

107 BDNatural1p BD

108 BDNatural1mf BD

109 BDNatural1f BD

110 BDNatural2p BD

111 BDNatural2mf BD

112 BDNatural2f BD

113 BDNatural2ff BD

114 BDPop1 BD

115 BDPop2 BD

116 BDPop3p BD

117 BDPop3f BD

118 BDPop4p BD

119 BDPop4f BD

120 BDPop5 BD

121 BDAcoustic1p BD

122 BDAcoustic1mf BD

123 BDAcoustic1f BD
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# Drum Sample DF

124 BDAcoustic2mf BD

125 BDAcoustic2mfGM BD

126 BDAcoustic2f BD

127 BDAcoustic2fGM BD

128 BDopenp BD

129 BDopenmf BD

130 BDopenf BD

131 BDPeak BD

132 BDDry1 BD

133 BDDry2 BD

134 BDDry3 BD

135 BDNormal BD

136 BDSoftRoom BD

137 BDPillow BD

138 BDWoofer BD

139 BDMondoKill BD

140 BDTerminator BD

141 BDTubby BD

142 BDGated BD

143 BDTight BD

144 BDSquash BD

145 BDSoul1 BD

146 BDSoul2 BD

147 BDSoul3dist BD

148 BDSoul4noise BD

149 BDSoul5Long BD

150 BDSoul6 BD

151 BDJazzOP1 BD

152 BDJazzOP2 BD

153 BDJazzOP3 BD

154 BDJazzOP4 BD

155 BDJazzOP5 BD

156 BDJazzOP6 BD

157 BDJazzOP7 BD

# Drum Sample DF

158 BDJazzOP8 BD

159 BDJazzOPW1 BD

160 BDJazzOPW2 BD

161 BDJazzOPW3 BD

162 BDJazzOPW4 BD

163 BDJazzOPW5 BD

164 BDJazzOPW6 BD

165 BDJazzOPW7 BD

166 BDJazzOPW8 BD

167 BDJazzHi1 BD

168 BDJazzHi2 BD

169 BDJazzHi3 BD

170 BDJazzHi4 BD

171 BDJazzHi5 BD

172 BDJazzHi6 BD

173 BDJazzHi7 BD

174 BDJazzHi8 BD

175 BDJazzLow1 BD

176 BDJazzLow2 BD

177 BDJazzLow3 BD

178 BDJazzLow4 BD

179 BDJazzLow5 BD

180 BDJazzLow6 BD

181 BDJazzLow7 BD

182 BDJazzLow8 BD

183 BDJazzopenp BD

184 BDJazzopenf BD

185 BDJazzwireopenp BD

186 BDJazzwireopenf BD

187 BDJazz BD

188 BDJazzGM BD

189 BDasync1 BD

190 BDasync2 BD

191 BDasync3 BD
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# Drum Sample DF

192 BDasync4 BD

193 BDSatur1 BD

194 BDSatur2 BD

195 BDSatur3 BD

196 BDElektro BD

197 BDHipHop1 BD

198 BDHipHop2 BD

199 BDIDM1 BD

200 BDIDM2 BD

201 BDTribal1 BD

202 BDTribal2 BD

203 BDThunderbright BD

204 BDThunderdark BD

205 BDAnalog BD

206 BDMS20A1 BD

207 BDMS20A2 BD

208 BDMS20A3 BD

209 BDMS20A4 BD

210 BDMS20A5 BD

211 BDMS20A6 BD

212 BDMS20B1 BD

213 BDMS20B2 BD

214 BDMS20B3 BD

215 BDMS20C1 BD

216 BDMS20C2 BD

217 BDMS20C3 BD

218 BDMS20D BD

219 BDMS20GlissDown BD

220 BDETDown BD

221 BDETDubStep1 BD

222 BDETDubStep2 BD

223 BDETDubStep3 BD

224 BDETHipHop1 BD

225 BDETHipHop2 BD

# Drum Sample DF

226 BDETHipHop3 BD

227 BDETHouseA1 BD

228 BDETHouseA2 BD

229 BDETHouseA3 BD

230 BDETHouseB1 BD

231 BDETHouseB2 BD

232 BDETHouseB3 BD

233 BDETGlissUp1 BD

234 BDETGlissUp2 BD

235 BDETGlissUp3 BD

236 BDETMinimalA1 BD

237 BDETMinimalA2 BD

238 BDETMinimalA3 BD

239 BDETMinimalB1 BD

240 BDETMinimalB2 BD

241 BDETMinimalB3 BD

242 BDDance1 BD

243 BDDance2 BD

244 BDDance3 BD

245 BDHouse1 BD

246 BDHouse2 BD

247 BDHouse3 BD

248 BDHouse4 BD

249 BDHouse5 BD

250 BDLiquid BD

251 BDTechno1 BD

252 BDTechno2 BD

253 BDHip1 BD

254 BDHip2 BD

255 BDHip3 BD

256 BDHip4 BD

257 BDKick1 BD

258 BDKick2 BD

259 BDElectro BD
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# Drum Sample DF

260 BDAmbient BD

261 BDAmbientCrackle BD

262 BDAmbientRocker BD

263 BDPop BD

264 BDDeep BD

265 BDDeepGM BD

266 BDKlanger BD

267 BDElectribe01 BD

268 BDElectribe02 BD

269 BDElectribe03 BD

270 BDElectribe04 BD

271 BDElectribe05 BD

272 BDElectribe06 BD

273 BDElectribe07 BD

274 BDElectribe08 BD

275 BDElectribe09 BD

276 BDElectribe10 BD

277 BDElectribe11 BD

278 BDElectribe12 BD

279 BDElectribe13 BD

280 BDElectribe14 BD

281 BDElectribe15 BD

282 BDElectribe16 BD

283 BDElectribe17 BD

284 BDSyn1 BD

285 BDSyn2 BD

286 BDSyn3 BD

287 BDSyn4 BD

288 BDBuzz BD

289 BDOrchestraOpenp BD

290 BDOrchestraOpenf BD

291 BDOrchestramuted BD

292 BDOrchestra BD

293 BDOrchestraGM BD

# Drum Sample DF

294 Timpani BD

295 SDDWPop1 SD

296 SDDWPop2 SD

297 SDDWPop3 SD

298 SDDWPop4 SD

299 SDDWPop5 SD

300 SDDWPop6 SD

301 SDDWPop7 SD

302 SDDWPop8 SD

303 SDBrady1 SD

304 SDBrady2 SD

305 SDBrady3 SD

306 SDBrady4 SD

307 SDBrady5 SD

308 SDBrady6 SD

309 SDBrady7 SD

310 SDBrady8 SD

311 SDLdwA1 SD

312 SDLdwA2 SD

313 SDLdwA3 SD

314 SDLdwA4 SD

315 SDLdwA5 SD

316 SDLdwA6 SD

317 SDLdwA7 SD

318 SDLdwA8 SD

319 SDLdwB1 SD

320 SDLdwB2 SD

321 SDLdwB3 SD

322 SDLdwB4 SD

323 SDLdwB5 SD

324 SDLdwB6 SD

325 SDLdwB7 SD

326 SDLdwB8 SD

327 SDAlcA1 SD
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# Drum Sample DF

328 SDAlcA2 SD

329 SDAlcA3 SD

330 SDAlcA4 SD

331 SDAlcA5 SD

332 SDAlcA6 SD

333 SDAlcA7 SD

334 SDAlcA8 SD

336 SDAlcB2 SD

337 SDAlcB3 SD

338 SDAlcB4 SD

339 SDAlcB5 SD

340 SDAlcB6 SD

341 SDAlcB7 SD

342 SDAlcB8 SD

343 SDRockA1 SD

344 SDRockA2 SD

345 SDRockA3 SD

346 SDRockA4 SD

347 SDRockA5 SD

348 SDRockA6 SD

349 SDRockA7 SD

350 SDRockA8 SD

351 SDRockB1 SD

352 SDRockB2 SD

353 SDRockB3 SD

354 SDRockB4 SD

355 SDRockB5 SD

356 SDRockB6 SD

357 SDRockB7 SD

358 SDRockB8 SD

359 SDD11 SD

360 SDD12 SD

361 SDD13 SD

362 SDD14 SD

# Drum Sample DF

363 SDD15 SD

364 SDD16 SD

365 SDD21 SD

366 SDD22 SD

367 SDD23 SD

368 SDD24 SD

369 SDD25 SD

370 SDD26 SD

371 SDP11 SD

372 SDP12 SD

373 SDP13 SD

374 SDP14 SD

375 SDP15 SD

376 SDP16 SD

377 SDP21 SD

378 SDP22 SD

379 SDP23 SD

380 SDP24 SD

381 SDP25 SD

382 SDP26 SD

383 SDS11 SD

384 SDS12 SD

385 SDS13 SD

386 SDS14 SD

387 SDS15 SD

388 SDS16 SD

389 SDS21 SD

390 SDS22 SD

391 SDS23 SD

392 SDS24 SD

393 SDS25 SD

394 SDS26 SD

395 SDY11 SD

396 SDY12 SD
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# Drum Sample DF

397 SDY13 SD

398 SDY14 SD

399 SDY15 SD

400 SDY16 SD

401 SDY21 SD

402 SDY22 SD

403 SDY23 SD

404 SDY24 SD

405 SDY25 SD

406 SDY26 SD

407 SDPlate1 SD

408 SDPlate2 SD

409 SDPlateGhost SD

410 SDPlateRim SD

411 SD1Studio1 SD

412 SD1Studio2 SD

413 SD1Studio3 SD

414 SD1Studio4 SD

415 SD1Studio5 SD

416 SD1Studio6 SD

417 SD1Studio7 SD

418 SD1Studio8 SD

419 SD2Studio1 SD

420 SD2Studio2 SD

421 SD2Studio3 SD

422 SD2Studio4 SD

423 SD2Studio5 SD

424 SD2Studio6 SD

425 SD2Studio7 SD

426 SD2Studio8 SD

427 SDCrvp SD

428 SDCrvmf SD

429 SDCrvf SD

430 SDCrv+Rimp SD

# Drum Sample DF

431 SDCrv+Rimmf SD

432 SDCrv+Rimf SD

433 SDCrvOpenpp SD

434 SDCrvOpenp SD

435 SDCrvOpenmf SD

436 SDCrvOpenf SD

437 SDCrvOpRimpp SD

438 SDCrvOpRimp SD

439 SDCrvOpRimmf SD

440 SDCrvOpRimf SD

441 SDCrvRollp SD

442 SDCrvRollmf SD

443 SDCrvRollf SD

444 SDCrvStagep SD

445 SDCrvStagemf SD

446 SDCrvStagef SD

447 SDCrv+RimStagep SD

448 SDCrv+RimStagemf SD

449 SDCrv+RimStagef SD

450 SDCrvOpenStagepp SD

451 SDCrvOpenStagep SD

452 SDCrvOpenStagemf SD

453 SDCrvOpenStagef SD

454 SDCrvOpRimStagepp SD

455 SDCrvOpRimStagep SD

456 SDCrvOpRimStagemf SD

457 SDCrvOpRimStagef SD

458 SDCrvGate1p SD

459 SDCrvGate1mf SD

460 SDCrvGate1f SD

461 SDCrv+RimGate1p SD

462 SDCrv+RimGate1mf SD

463 SDCrv+RimGate1f SD

464 SDCrvOpRimGate1pp SD
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# Drum Sample DF

465 SDCrvOpRimGate1p SD

466 SDCrvOpRimGate1mf SD

467 SDCrvOpRimGate1f SD

468 SDCrvRollGate1p SD

469 SDCrvRollGate1mf SD

470 SDCrvRollGate1f SD

471 SDCrvGate2p SD

472 SDCrvGate2mf SD

473 SDCrvGate2f SD

474 SDCrv+RimGate2p SD

475 SDCrv+RimGate2mf SD

476 SDCrv+RimGate2f SD

477 SDCrvRollGate2p SD

478 SDCrvRollGate2mf SD

479 SDCrvRollGate2f SD

480 SDCrv+RimPlatep SD

481 SDCrv+RimPlatemf SD

482 SDCrv+RimPlatef SD

483 SDCrvOpenPlatepp SD

484 SDCrvOpenPlatep SD

485 SDCrvOpenPlatemf SD

486 SDCrvOpenPlatef SD

487 SDCrvOpRimPlatepp SD

488 SDCrvOpRimPlatep SD

489 SDCrvOpRimPlatemf SD

490 SDCrvOpRimPlatef SD

491 SDCrvOpenRoompp SD

492 SDCrvOpenRoomp SD

493 SDCrvOpenRoommf SD

494 SDCrvOpenRoomf SD

495 SDCrvOpRimRoompp SD

496 SDCrvOpRimRoomp SD

497 SDCrvOpRimRoommf SD

498 SDCrvOpRimRoomf SD

# Drum Sample DF

499 SDLdwBB1ACl1 SD

500 SDLdwBB1ACl2 SD

501 SDLdwBB1ACl3 SD

502 SDLdwBB1ACl4 SD

503 SDLdwBB1AOpRim1 SD

504 SDLdwBB1AOpRim2 SD

505 SDLdwBB1AOpRim3 SD

506 SDLdwBB1AOpRim4 SD

507 SDLdwBB1ARoll1 SD

508 SDLdwBB1ARoll2 SD

509 SDLdwBB1ARoll3 SD

510 SDLdwBB1BOp1 SD

511 SDLdwBB1BOp2 SD

512 SDLdwBB1BOp3 SD

513 SDLdwBB1BOp4 SD

514 SDLdwBB1BOpRim1 SD

515 SDLdwBB1BOpRim2 SD

516 SDLdwBB1BOpRim3 SD

517 SDLdwBB1BOpRim4 SD

518 SDLdwBB2OpRim1 SD

519 SDLdwBB2OpRim2 SD

520 SDLdwBB2Std1 SD

521 SDLdwBB2Std2 SD

522 SDLdwBB2Std3 SD

523 SDLdwBB2Roll1 SD

524 SDLdwBB2Roll2 SD

525 SDLdwBB2Roll3 SD

526 SDLdwBB2Roll4 SD

527 SDLdwSupStdp SD

528 SDLdwSupStdmf SD

529 SDLdwSupStdf SD

530 SDLdwSupStd+Rimp SD

531 SDLdwSupStd+Rimmf SD

532 SDLdwSupStd+Rimf SD
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# Drum Sample DF

533 SDLdwSupStdGatep SD

534 SDLdwSupStdGatemf SD

535 SDLdwSupStdGatef SD

536 SDLdwSupS+RGatep SD

537 SDLdwSupS+RGatemf SD

538 SDLdwSupS+RGatef SD

539 SDLdwSupStdRoomp SD

540 SDLdwSupStdRoommf SD

541 SDLdwSupStdRoomf SD

542 SDLdwSupS+RRoomp SD

543 SDLdwSupS+RRoommf SD

544 SDLdwSupS+RRoomf SD

545 SDLdwVintageStdp SD

546 SDLdwVintageStdmf SD

547 SDLdwVintageStdf SD

548 SDLdwVintageStdff SD

549 SDLdwVintageS+Rimp SD

550 SDLdwVintageS+Rimmf SD

551 SDLdwVintageS+Rimf SD

552 SDLdwRollp SD

553 SDLdwRollmf SD

554 SDLdwRollf SD

555 SDLdwVintRoomp SD

556 SDLdwVintRoommf SD

557 SDLdwVintRoomf SD

558 SDLdwVintRoomff SD

559 SDLdwVintroomS+Rp SD

560 SDLdwVintroomS+Rmf SD

561 SDLdwVintroomS+Rf SD

562 SDLdwRollroomp SD

563 SDLdwRollroommf SD

564 SDLdwRollroomf SD

565 SDSprStdp SD

566 SDSprStdmf SD

# Drum Sample DF

567 SDSprStdf SD

568 SDSprStdRimp SD

569 SDSprStdRimmf SD

570 SDSprStdRimf SD

571 SDSprOpenp SD

572 SDSprOpenmf SD

573 SDSprOpenf SD

574 SDSprOpenff SD

575 SDSprOpRimp SD

576 SDSprOpRimmf SD

577 SDSprOpRimf SD

578 SDSprOpRimff SD

579 SDSprRollp SD

580 SDSprRollmf SD

581 SDP.E.Stdp SD

582 SDP.E.Stdmf SD

583 SDP.E.Stdf SD

584 SDP.E.Std+Rimp SD

585 SDP.E.Std+Rimmf SD

586 SDP.E.Std+Rimf SD

587 SDP.E.Openp SD

588 SDP.E.Openmf SD

589 SDP.E.Openf SD

590 SDP.E.OpRimmf SD

591 SDP.E.OpRimf SD

592 SDP.E.Rollmf SD

593 SDP.E.Rollf SD

594 SDNaturalp SD

595 SDNaturalmf SD

596 SDNaturalf SD

597 SDNaturalRimp SD

598 SDNaturalRimmf SD

599 SDNaturalRimf SD

600 SDDrycenter1 SD
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# Drum Sample DF

601 SDDrycenter2 SD

602 SDDrycenter3 SD

603 SDDryRim1 SD

604 SDDryRim2 SD

605 SDDryRim3 SD

606 SDDryRoll SD

607 SDPop1p SD

608 SDPop1pGM SD

609 SDPop1mf SD

610 SDPop1mfGM SD

611 SDPop1f SD

612 SDPop1fGM SD

613 SDPop1+Rimmf SD

614 SDPop1+RimmfGM SD

615 SDPop1+Rimf SD

616 SDPop1+RimfGM SD

617 SDPop2p SD

618 SDPop2mf SD

619 SDPop2f SD

620 SDPop2ff SD

621 SDFlam SD

622 SDBlack SD

623 SDSGate1 SD

624 SDSGate1GM SD

625 SDSGate2 SD

626 SDSGate3 SD

627 SDWood1p SD

628 SDWood1mf SD

629 SDWood1f SD

630 SDWood2pp SD

631 SDWood2p SD

632 SDWood2mf SD

633 SDWood2f SD

634 SDPiccolo1pp SD

# Drum Sample DF

635 SDPiccolo1p SD

636 SDPiccolo1mf SD

637 SDPiccolo1f SD

638 SDPiccolo2pp SD

639 SDPiccolo2p SD

640 SDPiccolo2mf SD

641 SDPiccolo2f SD

642 SDSolid1p SD

643 SDSolid1mf SD

644 SDSolid1f SD

645 SDSolid2p SD

646 SDSolid2mf SD

647 SDSolid2f SD

648 SDMaple1pp SD

649 SDMaple1p SD

650 SDMaple1mp SD

651 SDMaple1mf SD

652 SDMaple1f SD

653 SDMaple1ff SD

654 SDMaple2pp SD

655 SDMaple2p SD

656 SDMaple2mp SD

657 SDMaple2mf SD

658 SDMaple2f SD

659 SDMaple2ff SD

660 SDBrass1p SD

661 SDBrass1mf SD

662 SDBrass1f SD

663 SDBrass2p SD

664 SDBrass2mf SD

665 SDBrass2f SD

666 SDRoll SD

667 SDGhostRoll SD

668 SDGhostp SD
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# Drum Sample DF

669 SDGhostf SD

670 SDSnrGhost1a SD

671 SDSnrGhost1b SD

672 SDSnrGhost2a SD

673 SDSnrGhost2b SD

674 SDSnrGhost2c SD

675 SDSnrSignaturep SD

676 SDSnrSignaturemf SD

677 SDSnrSignaturef SD

678 SDSnrSignatureRimmf SD

679 SDSnrSignatureRimf SD

680 SDSnrSignatureRim1 SD

681 SDSnrSignatureRim2 SD

682 SDDry1 SD

683 SDDry2 SD

684 SDDry3 SD

685 SDFullRoom SD

686 SDOffCenter SD

687 SDJazzRing SD

688 SDJcenterp SD

689 SDJcenterf SD

690 SDJedge1 SD

691 SDJedge2 SD

692 SDJedge3 SD

693 SDJedge4 SD

694 SDJstdp SD

695 SDJstdmf SD

696 SDJstdf SD

697 SDJstd+rimp SD

698 SDJstd+rimmf SD

699 SDJstd+rimf SD

700 SDAmb.Piccolo SD

701 SDPaper SD

702 SDBigRock SD

# Drum Sample DF

703 SDYowie SD

704 SDTrinity1 SD

705 SDTrinity2 SD

706 SDStereoGate SD

707 SDStereoGateGM SD

708 SDProcessed SD

709 SDProcessedGM SD

710 SDProcessed+AMB SD

711 SDCrackerRoom SD

712 SDEl.Funk1 SD

713 SDEl.Funk2 SD

714 SDEl.Funk3 SD

715 SDDance01 SD

716 SDDance02 SD

717 SDDance03 SD

718 SDDance04 SD

719 SDDance05 SD

720 SDDance06 SD

721 SDDance07 SD

722 SDDance08 SD

723 SDDance09 SD

724 SDDance10 SD

725 SDDance11 SD

726 SDDance12 SD

727 SDDance13 SD

728 SDDance14 SD

729 SDDance15 SD

730 SDDance16 SD

731 SDDance17 SD

732 SDDance18 SD

733 SDDance19 SD

734 SDDance20 SD

735 SDDance21 SD

736 SDDance22 SD
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# Drum Sample DF

737 SDDance23 SD

738 SDDance23GM SD

739 SDDance24 SD

740 SDHouse1 SD

741 SDHouse2 SD

742 SDHouse3 SD

743 SDHouse4 SD

744 SDBeatBox SD

745 SDSmall SD

746 SDRap SD

747 SDNoise SD

748 SDReverse SD

749 SDHip1 SD

750 SDHip2 SD

751 SDHip3 SD

752 SDHip4 SD

753 SDHip5 SD

754 SDHip6 SD

755 SDRingy SD

756 SDTiny SD

757 SDVintage1 SD

758 SDVintage2 SD

759 SDVintage3 SD

760 SDVintage4 SD

761 SDVintage5 SD

762 SDVintage6 SD

763 SDAmbiHop SD

764 SDBrasser SD

765 SDChili SD

766 SDWhopper SD

767 SDSyn.1 SD

768 SDSyn.2 SD

769 SDSyn.3 SD

770 SDSyn.4 SD

# Drum Sample DF

771 SDElectro SD

772 SDETDubStep1_0 SD

773 SDETDubStep1_1 SD

774 SDETDubStep1_2 SD

775 SDOrchestra SD

776 SDOrch.Roll SD

777 SDBrushC1 SD

778 SDBrushC2 SD

779 SDBrushC3 SD

780 SDBrushC4 SD

781 SDBrushC5 SD

782 SDBrushC6 SD

783 SDBrushMute1 SD

784 SDBrushMute2 SD

785 SDBrushMute3 SD

786 SDBrushMute4 SD

787 SDBrushMute5 SD

788 SDBrushMute6 SD

789 SDBrushS11 SD

790 SDBrushS12 SD

791 SDBrushS13 SD

792 SDBrushS14 SD

793 SDBrushS15 SD

794 SDBrushS16 SD

795 SDBrushS21 SD

796 SDBrushS22 SD

797 SDBrushS23 SD

798 SDBrushS24 SD

799 SDBrushS25 SD

800 SDBrushS26 SD

801 SDSwirlA1 SD

802 SDSwirlA2 SD

803 SDSwirlA3 SD

804 SDSwirlA4 SD
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# Drum Sample DF

805 SDSwirlB1 SD

806 SDSwirlB2 SD

807 SDSwirlB3 SD

808 SDSwirlB4 SD

809 SDSwirlC1 SD

810 SDSwirlC2 SD

811 SDSwirlC3 SD

812 SDSwirlC4 SD

813 SDSwirlL1 SD

814 SDSwirlL2 SD

815 SDSwirlL3 SD

816 SDSwirlM1 SD

817 SDSwirlM2 SD

818 SDSwirlM3 SD

819 SDSwirlS1 SD

820 SDSwirlS2 SD

821 SDSwirlS3 SD

822 SDTap&SwirlL1 SD

823 SDTap&SwirlL2 SD

824 SDTap&SwirlL3 SD

825 SDTap&SwirlL4 SD

826 SDTap&SwirlL5 SD

827 SDTap&SwirlL6 SD

828 SDTap&SwirlS1 SD

829 SDTap&SwirlS2 SD

830 SDTap&SwirlS3 SD

831 SDTap&SwirlS4 SD

832 SDTap&SwirlS5 SD

833 SDTap&SwirlS6 SD

834 SDBrushSwirlEnd SD

835 SDBrushSwirlEndUp SD

836 SDSwirlGM SD

837 SDJBrushLoop1 SD

838 SDJBrushloop2 SD

# Drum Sample DF

839 SDJBrushmid SD

840 SDJBrushopenp SD

841 SDJBrushopenmf SD

842 SDJBrushopenf SD

843 SDJBrushshort SD

844 SDJBrushshotp SD

845 SDBrushHit1 SD

846 SDBrushHit2 SD

847 SDJazzBrush1 SD

848 SDJazzBrush2 SD

849 SDBrush1(swirl1) SD

850 SDBrush1(swirl2) SD

851 SDBrush1(swirl3) SD

852 SDBrush1(swirl4) SD

853 SDBrush1 SD

854 SDBrush2(ghost1) SD

855 SDBrush2(ghost2) SD

856 SDBrush2(ghost3) SD

857 SDBrush2 SD

858 SDBrush2(fill)4shots SD

859 SDBrush2(fill)3shots SD

860 SDBrush2(fill)2shots SD

861 SDBrush3Hit SD

862 SDBrush3Tap1 SD

863 SDBrush3Tap2 SD

864 SDBrush3Swirl SD

865 SDFXLargeHall1 SD

866 SDFXLargeHall2 SD

867 RimPop1 SD

868 RimPop2 SD

869 RimPop3 SD

870 RimPop4 SD

871 RimPop5 SD

872 RimPop6 SD
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# Drum Sample DF

873 RimPop7 SD

874 RimPop8 SD

875 Rim1mRoom SD

876 Rim2mRoom SD

877 Rim3mRoom SD

878 Rim4mRoom SD

879 Rim1stRoom SD

880 Rim2stRoom SD

881 Rim3stRoom SD

882 Rim4stRoom SD

883 Rim1mrev80’s SD

884 Rim2mrev80’s SD

885 Rim3mrev80’s SD

886 Rim4mrev80’s SD

887 Rim1strev80’s SD

888 Rim2strev80’s SD

889 Rim3strev80’s SD

890 Rim4strev80’s SD

891 Rim1mGate1 SD

892 Rim2mGate1 SD

893 Rim3mGate1 SD

894 Rim4mGate1 SD

895 Rim1stGate1 SD

896 Rim2stGate1 SD

897 Rim3stGate1 SD

898 Rim4stGate1 SD

899 Rim1mGate2 SD

900 Rim2mGate2 SD

901 Rim3mGate2 SD

902 Rim4mGate2 SD

903 Rim1stGate2 SD

904 Rim2stGate2 SD

905 Rim3stGate2 SD

906 Rim4stGate2 SD

# Drum Sample DF

907 Rim1mHall SD

908 Rim2mHall SD

909 Rim3mHall SD

910 Rim4mHall SD

911 Rim1stHall SD

912 Rim2stHall SD

913 Rim3stHall SD

914 Rim4stHall SD

915 Rim1Amb SD

916 Rim2Amb SD

917 Rim3Amb SD

918 Rim4Amb SD

919 RimSignatureHi SD

920 RimSignatureMid SD

921 RimSignatureLow SD

922 RimShotp SD

923 RimShotf SD

924 RimHouse1 SD

925 RimHouse2 SD

926 RimSynth SD

927 RimSynthClick SD

928 RimSynthTamb SD

929 RimAnalog SD

930 RimFXLargeHall1 SD

931 RimFXLargeHall2 SD

932 Sidestickmf SD

933 Sidestickf SD

934 SidestickDance SD

935 SideStickDry SD

936 SideStickAmb SD

937 DrumStickHit SD

938 DrumStickHitGM SD

939 DrumStickHitAmb SD

940 TomPopHi1 TM
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# Drum Sample DF

941 TomPopHi2 TM

942 TomPopHi3 TM

943 TomPopHi4 TM

944 TomPopHi5 TM

945 TomPopHi6 TM

946 TomPopHi7 TM

947 TomPopHi8 TM

948 TomPopHiMid1 TM

949 TomPopHiMid2 TM

950 TomPopHiMid3 TM

951 TomPopHiMid4 TM

952 TomPopHiMid5 TM

953 TomPopHiMid6 TM

954 TomPopHiMid7 TM

955 TomPopHiMid8 TM

956 TomPopLowMid1 TM

957 TomPopLowMid2 TM

958 TomPopLowMid3 TM

959 TomPopLowMid4 TM

960 TomPopLowMid5 TM

961 TomPopLowMid6 TM

962 TomPopLowMid7 TM

963 TomPopLowMid8 TM

964 TomPopLow1 TM

965 TomPopLow2 TM

966 TomPopLow3 TM

967 TomPopLow4 TM

968 TomPopLow5 TM

969 TomPopLow6 TM

970 TomPopLow7 TM

971 TomPopLow8 TM

972 TomPopFloorHi1 TM

973 TomPopFloorHi2 TM

974 TomPopFloorHi3 TM

# Drum Sample DF

975 TomPopFloorHi4 TM

976 TomPopFloorHi5 TM

977 TomPopFloorHi6 TM

978 TomPopFloorHi7 TM

979 TomPopFloorHi8 TM

980 TomPopFloorLow1 TM

981 TomPopFloorLow2 TM

982 TomPopFloorLow3 TM

983 TomPopFloorLow4 TM

984 TomPopFloorLow5 TM

985 TomPopFloorLow6 TM

986 TomPopFloorLow7 TM

987 TomPopFloorLow8 TM

988 TomRockHi1 TM

989 TomRockHi2 TM

990 TomRockHi3 TM

991 TomRockHi4 TM

992 TomRockHi5 TM

993 TomRockHi6 TM

994 TomRockHi7 TM

995 TomRockHi8 TM

996 TomRockHiMid1 TM

997 TomRockHiMid2 TM

998 TomRockHiMid3 TM

999 TomRockHiMid4 TM

1000 TomRockHiMid5 TM

1001 TomRockHiMid6 TM

1002 TomRockHiMid7 TM

1003 TomRockHiMid8 TM

1004 TomRockLowMid1 TM

1005 TomRockLowMid2 TM

1006 TomRockLowMid3 TM

1007 TomRockLowMid4 TM

1008 TomRockLowMid5 TM
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# Drum Sample DF

1009 TomRockLowMid6 TM

1010 TomRockLowMid7 TM

1011 TomRockLowMid8 TM

1012 TomRockLow1 TM

1013 TomRockLow2 TM

1014 TomRockLow3 TM

1015 TomRockLow4 TM

1016 TomRockLow5 TM

1017 TomRockLow6 TM

1018 TomRockLow7 TM

1019 TomRockLow8 TM

1020 TomRockFloorHi1 TM

1021 TomRockFloorHi2 TM

1022 TomRockFloorHi3 TM

1023 TomRockFloorHi4 TM

1024 TomRockFloorHi5 TM

1025 TomRockFloorHi6 TM

1026 TomRockFloorHi7 TM

1027 TomRockFloorHi8 TM

1028 TomRockFloorLow1 TM

1029 TomRockFloorLow2 TM

1030 TomRockFloorLow3 TM

1031 TomRockFloorLow4 TM

1032 TomRockFloorLow5 TM

1033 TomRockFloorLow6 TM

1034 TomRockFloorLow7 TM

1035 TomRockFloorLow8 TM

1036 TomDHip TM

1037 TomDHimf TM

1038 TomDHif TM

1039 TomDMidp TM

1040 TomDMidmf TM

1041 TomDMidf TM

1042 TomDLowp TM

# Drum Sample DF

1043 TomDLowmf TM

1044 TomDLowf TM

1045 TomDFloorp TM

1046 TomDFloormf TM

1047 TomDFloorf TM

1048 TomPHi TM

1049 TomPMid TM

1050 TomPLow TM

1051 TomPFloor TM

1052 TomRVintageHi TM

1053 TomRVintageMid TM

1054 TomRVintageFloor TM

1055 TomVintageRoomHi TM

1056 TomVintageRoomMid TM

1057 TomVintageRoomLow TM

1058 Tom1OpenHip TM

1059 Tom1OpenHipflam TM

1060 Tom1OpenHif TM

1061 Tom1OpenHifflam TM

1062 Tom1OpenMidp TM

1063 Tom1OpenMidpflam TM

1064 Tom1OpenMidf TM

1065 Tom1OpenMidfflam TM

1066 Tom1OpenLowp TM

1067 Tom1OpenLowpflam TM

1068 Tom1OpenLowf TM

1069 Tom1OpenLowfflam TM

1070 Tom1OpenFloorp TM

1071 Tom1OpenFloorpflam TM

1072 Tom1OpenFloorf TM

1073 Tom1OpenFloorfflam TM

1074 Tom2Hip TM

1075 Tom2Hif TM

1076 Tom2Midp TM
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# Drum Sample DF

1077 Tom2Midf TM

1078 Tom2Lowp TM

1079 Tom2Lowf TM

1080 Tom2Floorp TM

1081 Tom2Floorf TM

1082 Tom3Hi TM

1083 Tom3Floor TM

1084 Tom4Hi TM

1085 Tom4Low TM

1086 Tom4Floor TM

1087 Tom5Hi TM

1088 Tom5Low TM

1089 Tom6VintageHip TM

1090 Tom6VintageHimf TM

1091 Tom6VintageHif TM

1092 Tom6VintageMidp TM

1093 Tom6VintageMidmf TM

1094 Tom6VintageMidf TM

1095 Tom6VintageLowp TM

1096 Tom6VintageLowmf TM

1097 Tom6VintageLowf TM

1098 TomJazzHWHi1 TM

1099 TomJazzHWHi2 TM

1100 TomJazzHWHi3 TM

1101 TomJazzHWHi4 TM

1102 TomJazzHWHi5 TM

1103 TomJazzHWLow1 TM

1104 TomJazzHWLow2 TM

1105 TomJazzHWLow3 TM

1106 TomJazzHWLow4 TM

1107 TomJazzHWLow5 TM

1108 TomJazzHWLow6 TM

1109 TomJazzHWLow7 TM

1110 TomJazzHWLow8 TM

# Drum Sample DF

1111 TomJazzHWFloor1 TM

1112 TomJazzHWFloor2 TM

1113 TomJazzHWFloor3 TM

1114 TomJazzHWFloor4 TM

1115 TomJazzHWFloor5 TM

1116 TomJazzHWFloor6 TM

1117 TomJazzHWFloor7 TM

1118 TomJazzHWFloor8 TM

1119 TomJazzHicenter TM

1120 TomJazzHicenterGM TM

1121 TomJazzHiedge TM

1122 TomJazzHirim TM

1123 TomJazzLowcenter TM

1124 TomJazzLowcenterGM TM

1125 TomJazzLowedge TM

1126 TomJazzLowrim TM

1127 TomJazzHi TM

1128 TomJazzFloor TM

1129 TomBrushMtHi1 TM

1130 TomBrushMtHi2 TM

1131 TomBrushMtHi3 TM

1132 TomBrushMtHi4 TM

1133 TomBrushMtHi5 TM

1134 TomBrushMtHi6 TM

1135 TomBrushOpHi1 TM

1136 TomBrushOpHi2 TM

1137 TomBrushOpHi3 TM

1138 TomBrushOpHi4 TM

1139 TomBrushOpHi5 TM

1140 TomBrushOpHi6 TM

1141 TomBrushMtLow1 TM

1142 TomBrushMtLow2 TM

1143 TomBrushMtLow3 TM

1144 TomBrushMtLow4 TM



1516| MusicalResources

# Drum Sample DF

1145 TomBrushMtLow5 TM

1146 TomBrushMtLow6 TM

1147 TomBrushOpLow1 TM

1148 TomBrushOpLow2 TM

1149 TomBrushOpLow3 TM

1150 TomBrushOpLow4 TM

1151 TomBrushOpLow5 TM

1152 TomBrushOpLow6 TM

1153 TomBrush1(sdopen) TM

1154 TomBrush1(sdclose) TM

1155 TomBrush2(sdopen) TM

1156 TomBrush2(sdclose) TM

1157 TomBrush3Himf TM

1158 TomBrush3Hif TM

1159 TomBrush3HifGM TM

1160 TomBrush3Midmf TM

1161 TomBrush3Midf TM

1162 TomBrush3MidfGM TM

1163 TomBrush3Lowmf TM

1164 TomBrush3Lowf TM

1165 TomBrush3LowfGM TM

1166 TomBrush4 TM

1167 TomBrush5AmbHi TM

1168 TomBrush5AmbLow TM

1169 TomProcessed TM

1170 E.TomFM TM

1171 E.TomReal TM

1172 HHPopZCl1 HH

1173 HHPopZCl2 HH

1174 HHPopZCl3 HH

1175 HHPopZCl4 HH

1176 HHPopZCl5 HH

1177 HHPopZCl6 HH

1178 HHPopZCl7 HH

# Drum Sample DF

1179 HHPopZCl8 HH

1180 HHPopZOp1 HH

1181 HHPopZOp2 HH

1182 HHPopZOp3 HH

1183 HHPopZOp4 HH

1184 HHPopZOp5 HH

1185 HHPopZOp6 HH

1186 HHPopZOp7 HH

1187 HHPopZOp8 HH

1188 HHPopZPed1 HH

1189 HHPopZPed2 HH

1190 HHPopZPed3 HH

1191 HHPopZPed4 HH

1192 HHPopZPed5 HH

1193 HHPopZPed6 HH

1194 HHPopZPed7 HH

1195 HHPopZPed8 HH

1196 HHRockCl1 HH

1197 HHRockCl2 HH

1198 HHRockCl3 HH

1199 HHRockCl4 HH

1200 HHRockCl5 HH

1201 HHRockCl6 HH

1202 HHRockCl7 HH

1203 HHRockOp1 HH

1204 HHRockOp2 HH

1205 HHRockOp3 HH

1206 HHRockOp4 HH

1207 HHRockOp5 HH

1208 HHRockOp6 HH

1209 HHRockOp7 HH

1210 HHRockHOp1 HH

1211 HHRockHOp2 HH

1212 HHRockHOp3 HH
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# Drum Sample DF

1213 HHRockHOp4 HH

1214 HHRockHOp5 HH

1215 HHRockHOp6 HH

1216 HHRockHOp7 HH

1217 HHRockQOp1 HH

1218 HHRockQOp2 HH

1219 HHRockQOp3 HH

1220 HHRockQOp4 HH

1221 HHRockQOp5 HH

1222 HHRockQOp6 HH

1223 HHRockQOp7 HH

1224 HHRockPed1 HH

1225 HHRockPed2 HH

1226 HHRockPed3 HH

1227 HHRockPed4 HH

1228 HHRockPed5 HH

1229 HHRockPed6 HH

1230 HHRockPed7 HH

1231 HHNaturalClp HH

1232 HHNaturalClmf HH

1233 HHNaturalOp1p HH

1234 HHNaturalOp1mf HH

1235 HHNaturalOp2p HH

1236 HHNaturalOp2mf HH

1237 HHNaturalOp3 HH

1238 HHNaturalOp4 HH

1239 HHNaturalpedalCl HH

1240 HHNaturalpedalOp HH

1241 HHNaturaltipClp HH

1242 HHNaturaltipClmf HH

1243 HHNaturaltipOp1p HH

1244 HHNaturaltipOp1mf HH

1245 HHNaturaltipOp2p HH

1246 HHNaturaltipOp2mf HH

# Drum Sample DF

1247 HHNaturaltipOp3 HH

1248 HHNaturalcupOp1 HH

1249 HHNaturalcupOp2 HH

1250 HHSoulClp HH

1251 HHSoulClmf HH

1252 HHSoulClf HH

1253 HHSoulOpp HH

1254 HHSoulOpmf HH

1255 HHSoulOpf HH

1256 HHVintageClp HH

1257 HHVintageClmf HH

1258 HHVintageClf HH

1259 HHVintageOp HH

1260 HHJazzCla HH

1261 HHJazzClb HH

1262 HHJazzClc HH

1263 HHJazzOp1a HH

1264 HHJazzOp1b HH

1265 HHJazzOp1c HH

1266 HHJazzOp2a HH

1267 HHJazzOp2b HH

1268 HHJazzOp3 HH

1269 HHJazzOp4 HH

1270 HHJazztipCla HH

1271 HHJazztipClb HH

1272 HHJazztipClc HH

1273 HHJazztipOp1a HH

1274 HHJazztipOp1b HH

1275 HHJazztipOp1c HH

1276 HHJazztipOp2a HH

1277 HHJazztipOp2b HH

1278 HHJazztipOp3 HH

1279 HHJazzpedCl HH

1280 HHJazzpedOp HH
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# Drum Sample DF

1281 HH1Closedpp HH

1282 HH1Closedp HH

1283 HH1Closedmf HH

1284 HH1Closedf HH

1285 HH1Openmp HH

1286 HH1Openmf HH

1287 HH1Footmp HH

1288 HH1Footmf HH

1289 HH2Closedpp HH

1290 HH2Closedp HH

1291 HH2Closedmp HH

1292 HH2Closedmf HH

1293 HH2Closedf HH

1294 HH2Closedff HH

1295 HH2Openp HH

1296 HH2Openf HH

1297 HH2Footp HH

1298 HH2Footf HH

1299 HH3Closed1 HH

1300 HH3Closed2 HH

1301 HH3Open1 HH

1302 HH3Open2 HH

1303 HH3Sizzle HH

1304 HH3Foot HH

1305 HH4Closed1 HH

1306 HH4Closed2 HH

1307 HH4Open HH

1308 HH4Foot HH

1309 HH4FootOpen HH

1310 HHOldTiteClose HH

1311 HHOldClose1 HH

1312 HHOldClose2 HH

1313 HHOldOpen1 HH

1314 HHOldOpen2 HH

# Drum Sample DF

1315 HHBrushNatCl1 HH

1316 HHBrushNatCl2 HH

1317 HHBrushNatCl3 HH

1318 HHBrushNatCl4 HH

1319 HHBrushNatCl5 HH

1320 HHBrushNatCl6 HH

1321 HHBrushNatOpa1 HH

1322 HHBrushNatOpa2 HH

1323 HHBrushNatOpa3 HH

1324 HHBrushNatOpa4 HH

1325 HHBrushNatOpa5 HH

1326 HHBrushNatOpa6 HH

1327 HHBrushNatOpb1 HH

1328 HHBrushNatOpb2 HH

1329 HHBrushNatOpb3 HH

1330 HHBrushNatOpb4 HH

1331 HHBrushNatOpb5 HH

1332 HHBrushNatOpb6 HH

1333 HHBrushNatOpc1 HH

1334 HHBrushNatOpc2 HH

1335 HHBrushNatOpc3 HH

1336 HHBrushNatOpc4 HH

1337 HHBrushNatOpc5 HH

1338 HHBrushNatOpc6 HH

1339 HHBrushNatOpd1 HH

1340 HHBrushNatOpd2 HH

1341 HHBrushNatOpd3 HH

1342 HHBrushNatOpd4 HH

1343 HHBrushNatOpd5 HH

1344 HHBrushNatOpd6 HH

1345 HHPedNatCl1 HH

1346 HHPedNatCl2 HH

1347 HHPedNatCl3 HH

1348 HHPedNatCl4 HH
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# Drum Sample DF

1349 HHPedNatCl5 HH

1350 HHPedNatOp1 HH

1351 HHPedNatOp2 HH

1352 HHPedNatOp3 HH

1353 HHPedNatOp4 HH

1354 HHPedNatOp5 HH

1355 HHBrushCl1 HH

1356 HHBrushCl2 HH

1357 HHBrushCl3 HH

1358 HHBrushOp1 HH

1359 HHBrushOp2 HH

1360 HHBrushOp3 HH

1361 HHBrushOp4 HH

1362 HH1MS20Cl1 HH

1363 HH1MS20Cl2 HH

1364 HH1MS20Cl3 HH

1365 HH1MS20Cl4 HH

1366 HH1MS20Cl5 HH

1367 HH1MS20Cl6 HH

1368 HH1MS20Op1 HH

1369 HH1MS20Op2 HH

1370 HH1MS20Op3 HH

1371 HH1MS20Op4 HH

1372 HH1MS20Op5 HH

1373 HH2MS20Cl1 HH

1374 HH2MS20Cl2 HH

1375 HH2MS20Cl3 HH

1376 HH2MS20Cl4 HH

1377 HH2MS20Cl5 HH

1378 HH2MS20Cl6 HH

1379 HH2MS20Op4 HH

1380 HH2MS20Op5 HH

1381 HHHouseOpen1 HH

1382 HHHouseOpen2 HH

# Drum Sample DF

1383 HHHip HH

1384 HHAlpoClose HH

1385 HHDance1 HH

1386 HHDance2 HH

1387 HHSyn.Closed HH

1388 HHSyn.Open HH

1389 RideT201S1 CY

1390 RideT202S1 CY

1391 RideT203S1 CY

1392 RideT204S1 CY

1393 RideT201S2 CY

1394 RideT202S2 CY

1395 RideT203S2 CY

1396 RideT204S2 CY

1397 RideT201S3 CY

1398 RideT202S3 CY

1399 RideT203S3 CY

1400 RideT204S3 CY

1401 RideT201S4 CY

1402 RideT202S4 CY

1403 RideT203S4 CY

1404 RideT204S4 CY

1405 RideT201S5 CY

1406 RideT202S5 CY

1407 RideT203S5 CY

1408 RideT204S5 CY

1409 RideT20Cup1 CY

1410 RideT20Cup2 CY

1411 RideT20Cup3 CY

1412 RideT20Cup4 CY

1413 RidePop11 CY

1414 RidePop12 CY

1415 RidePop13 CY

1416 RidePop14 CY
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# Drum Sample DF

1417 RidePop15 CY

1418 RidePop16 CY

1419 RidePop17 CY

1420 RidePop18 CY

1421 RidePop21 CY

1422 RidePop22 CY

1423 RidePop23 CY

1424 RidePop24 CY

1425 RidePop25 CY

1426 RidePop26 CY

1427 RidePop27 CY

1428 RidePop28 CY

1429 RidePopBell1 CY

1430 RidePopBell2 CY

1431 RidePopBell3 CY

1432 RidePopBell4 CY

1433 RidePopBell5 CY

1434 RidePopBell6 CY

1435 RidePopBell7 CY

1436 RidePopBell8 CY

1437 RideRock11 CY

1438 RideRock12 CY

1439 RideRock13 CY

1440 RideRock21 CY

1441 RideRock22 CY

1442 RideRock23 CY

1443 RideRockBell1 CY

1444 RideRockBell2 CY

1445 RideRockBell3 CY

1446 RideZ20edge1 CY

1447 RideZ20edge2 CY

1448 RideZ20edge3 CY

1449 RideZ20edge4 CY

1450 RideZ20edge5 CY

# Drum Sample DF

1451 RideZ20edge6 CY

1452 RideZ20cup1 CY

1453 RideZ20cup2 CY

1454 RideZ20cup3 CY

1455 Ride20’mp1 CY

1456 Ride20’mp2 CY

1457 Ride20’mf1 CY

1458 Ride20’mf2 CY

1459 RideEdge1 CY

1460 RideEdge2 CY

1461 RideCup CY

1462 RideJazz CY

1463 RideZ22Rivet1S1 CY

1464 RideZ22Rivet2S1 CY

1465 RideZ22Rivet3S1 CY

1466 RideZ22Rivet4S1 CY

1467 RideZ22Rivet1S2 CY

1468 RideZ22Rivet2S2 CY

1469 RideZ22Rivet3S2 CY

1470 RideZ22Rivet4S2 CY

1471 RideZ22Rivet1S3 CY

1472 RideZ22Rivet2S3 CY

1473 RideZ22Rivet3S3 CY

1474 RideZ22Rivet4S3 CY

1475 RideZ22RivetCup1 CY

1476 RideZ22RivetCup2 CY

1477 RideZ22RivetCup3 CY

1478 RideZ22RivetCup4 CY

1479 RideRivet CY

1480 RideRivetAmb CY

1481 RideBrush1 CY

1482 RideBrush2 CY

1483 RideBrush3 CY

1484 RideBrushNat11 CY
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# Drum Sample DF

1485 RideBrushNat12 CY

1486 RideBrushNat13 CY

1487 RideBrushNat21 CY

1488 RideBrushNat22 CY

1489 RideBrushNat23 CY

1490 RideBrushNatCup1 CY

1491 RideBrushNatCup2 CY

1492 RideBrushNatCup3 CY

1493 RideZBrushEdge1 CY

1494 RideZBrushEdge2 CY

1495 RideZBrushCup CY

1496 CrashPop11 CY

1497 CrashPop12 CY

1498 CrashPop13 CY

1499 CrashPop14 CY

1500 CrashPop15 CY

1501 CrashPop16 CY

1502 CrashPop17 CY

1503 CrashPop18 CY

1504 CrashPop21 CY

1505 CrashPop22 CY

1506 CrashPop23 CY

1507 CrashPop24 CY

1508 CrashPop25 CY

1509 CrashPop26 CY

1510 CrashPop27 CY

1511 CrashPop28 CY

1512 CrashRock11 CY

1513 CrashRock12 CY

1514 CrashRock13 CY

1515 CrashRock21 CY

1516 CrashRock22 CY

1517 CrashRock23 CY

1518 Crash15’edge1 CY

# Drum Sample DF

1519 Crash15’edge2 CY

1520 Crash17’edge1 CY

1521 Crash17’edge2 CY

1522 Crash19’open1 CY

1523 Crash19’open2 CY

1524 CrashT201 CY

1525 CrashT202 CY

1526 CrashT203 CY

1527 CrashT204 CY

1528 CrashZ20 CY

1529 Crash1 CY

1530 Crash2 CY

1531 CrashZ22Rivet1A1 CY

1532 CrashZ22Rivet2A1 CY

1533 CrashZ22Rivet3A1 CY

1534 CrashZ22Rivet4A1 CY

1535 CrashBrush11 CY

1536 CrashBrush12 CY

1537 CrashBrush13 CY

1538 CrashBrush21 CY

1539 CrashBrush22 CY

1540 CrashReverse CY

1541 ReverseCYmbal CY

1542 CrashDance99 CY

1543 CrashDDD-1 CY

1544 SplashPop1 CY

1545 SplashPop2 CY

1546 SplashPop3 CY

1547 SplashPop4 CY

1548 SplashPop5 CY

1549 SplashPop6 CY

1550 SplashPop7 CY

1551 SplashPop8 CY

1552 SplashRock1 CY
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# Drum Sample DF

1553 SplashRock2 CY

1554 SplashRock3 CY

1555 SplashRock4 CY

1556 SplashU111 CY

1557 SplashU112 CY

1558 SplashU113 CY

1559 SplashU114 CY

1560 Splash8’edge1 CY

1561 Splash8’edge2 CY

1562 Splash CY

1563 ChinesePop1 CY

1564 ChinesePop2 CY

1565 ChinesePop3 CY

1566 ChinesePop4 CY

1567 ChinesePop5 CY

1568 ChinesePop6 CY

1569 ChinesePop7 CY

1570 ChinesePop8 CY

1571 ChinaRockCYmb1 CY

1572 ChinaRockCYmb2 CY

1573 ChinaRockCYmb3 CY

1574 China CY

1575 OrchestraCYmbal CY

1576 FingerSnaps LP

1577 FingerSnap LP

1578 HandClaps1 LP

1579 HandClaps2 LP

1580 HandClaps3 LP

1581 HandClaps4 LP

1582 HandClaps5 LP

1583 ClapsNatural1a LP

1584 ClapsNatural1b LP

1585 ClapsNatural1c LP

1586 ClapsNatural1d LP

1587 ClapsNatural2a LP

# Drum Sample DF

1588 ClapsNatural2b LP

1589 ClapsNatural2c LP

1590 ClapsNatural2d LP

1591 ClapsNatural2e LP

1592 ClapsNatural3a LP

1593 ClapsNatural3b LP

1594 ClapsNatural3c LP

1595 ClapsNatural3d LP

1596 ClapsNatural3e LP

1597 ClapsNatural3f LP

1598 ClapsNatural3g LP

1599 ClapsNatural3h LP

1600 Claps1 LP

1601 Claps2 LP

1602 Claps3 LP

1603 Claps4 LP

1604 ClapsEnsemble1 LP

1605 ClapsEnsemble2 LP

1606 ClapsEnsemble3 LP

1607 ClapsEnsemble4 LP

1608 ClapsAnalog LP

1609 DanceClaps1 LP

1610 DanceClaps2 LP

1611 DanceClaps3 LP

1612 DanceClaps4 LP

1613 DanceClaps5 LP

1614 DanceClaps6 LP

1615 DanceConga1Lo-Open LP

1616 DanceConga1Hi-Open LP

1617 DanceTambourine HP

1618 ElectricBongo LP

1619 Syn.BongoHi LP

1620 Syn.BongoLow LP

1621 Syn.Castanet LP

1622 Syn.Shaker HP
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# Drum Sample DF

1623 Syn.Noise SFX

1624 Syn.FX1 SFX

1625 Syn.FX2 SFX

1626 Syn.FX3 SFX

1627 Syn.FX4 SFX

1628 Syn.FX5 SFX

1629 Syn.Perc.Ahh SFX

1630 Boom SFX

1631 Zap1 SFX

1632 Zap2 SFX

1633 VinylHit SFX

1634 DJVinylSliced01 SFX

1635 DJVinylSliced02 SFX

1636 DJVinylSliced03 SFX

1637 DJVinylSliced04 SFX

1638 DJVinylSliced05 SFX

1639 DJVinylSliced06 SFX

1640 DJVinylSliced07 SFX

1641 DJVinylSliced08 SFX

1642 DJVinylSliced09 SFX

1643 DJVinylSliced10 SFX

1644 DJVinylSliced11 SFX

1645 DJVinylSliced12 SFX

1646 DJVinylSliced13 SFX

1647 DJVinylSliced14 SFX

1648 DJVinylSliced15 SFX

1649 DJVinylSliced16 SFX

1650 DJVinylSliced17 SFX

1651 DJVinylSliced18 SFX

1652 DJVinylSliced19 SFX

1653 DJVinylSliced20 SFX

1654 DJVinylSliced21 SFX

1655 DJVinylSliced22 SFX

1656 DJVinylSliced23 SFX

1657 DJVinylSliced24 SFX

# Drum Sample DF

1658 DJScratch1 SFX

1659 DJScratch2 SFX

1660 DJScratch3 SFX

1661 DJScratch4 SFX

1662 DJScratch5 SFX

1663 DJScratch6 SFX

1664 DJHitRub SFX

1665 DJVocalRub1 SFX

1666 DJVocalRub2 SFX

1667 DJBDRub SFX

1668 DJSDRub SFX

1669 GuiroLongNatp LP

1670 GuiroLongNatf LP

1671 GuiroLong LP

1672 GuiroShortNatp LP

1673 GuiroShortNatf LP

1674 GuiroShort LP

1675 Vibraslap HP

1676 VibraslapAmb HP

1677 LongWhistle HP

1678 ShortWhistle HP

1679 SambaWhistle HP

1680 SambaWhistleLp HP

1681 CuicaOpen1 LP

1682 CuicaOpen2 LP

1683 CuicaOpen3 LP

1684 CuicaMute1 LP

1685 CuicaMute2 LP

1686 CuicaHi LP

1687 CuicaLo LP

1688 SurdoOpen LP

1689 SurdoMute LP

1690 SurdoOpenGM LP

1691 SurdoMuteGM LP

1692 TumbaOpen1mf LP
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# Drum Sample DF

1693 TumbaOpen1f LP

1694 TumbaOpen2mf LP

1695 TumbaOpen2f LP

1696 TumbaOpenFlam LP

1697 TumbaGlissando LP

1698 TumbaBasstone LP

1699 TumbaO.SlapFlammf LP

1700 TumbaO.SlapFlamf LP

1701 TumbaMuffled LP

1702 LowConga1 LP

1703 LowConga2 LP

1704 LowConga3 LP

1705 LowConga4 LP

1706 LowConga5 LP

1707 Conga1LoBasstone LP

1708 Conga1LoOpenmf LP

1709 Conga1LoOpenSlap LP

1710 Conga1LoGlissando LP

1711 Conga1LoMuffled LP

1712 Conga1LoClosed LP

1713 Conga1LoClosedSlap LP

1714 Conga1LoHeel LP

1715 Conga1LoToe LP

1716 OpenHiConga1 LP

1717 OpenHiConga2 LP

1718 OpenHiConga3 LP

1719 OpenHiConga4 LP

1720 MuteHiConga1 LP

1721 MuteHiConga2 LP

1722 MuteHiConga3 LP

1723 Conga1HiBasstonemf LP

1724 Conga1HiBasstonef LP

1725 Conga1HiOpenmf LP

1726 Conga1HiOpenSlap LP

# Drum Sample DF

1727 Conga1HiMuffled LP

1728 Conga1HiClosed LP

1729 Conga1HiClosedSlap LP

1730 Conga1HiHeel LP

1731 Conga1HiToe LP

1732 Conga2LoOpen LP

1733 Conga2LoMtSlap LP

1734 Conga2LoSlap LP

1735 Conga2HiOpen LP

1736 Conga2HiMute LP

1737 Conga2HiMtSlap LP

1738 Conga2HiSlap1 LP

1739 Conga2HiSlap2 LP

1740 Conga2Heel LP

1741 Conga2Toe LP

1742 Quinto1Open LP

1743 Quinto1Closed LP

1744 Quinto1ClosedSlap LP

1745 Quinto1Toe LP

1746 Quinto2Basstone LP

1747 Quinto2Openmp LP

1748 Quinto2OpenFlam LP

1749 Quinto2OpenSlap LP

1750 Quinto2Muffled LP

1751 Quinto2C.SlapFlamp LP

1752 Quinto2C.SlapFlamf LP

1753 Quinto2Heel LP

1754 LowBongo1 LP

1755 LowBongo2 LP

1756 LowBongo3 LP

1757 HiBongo1 LP

1758 HiBongo2 LP

1759 HiBongo3 LP

1760 Bongo1LoMuffledmp LP
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# Drum Sample DF

1761 Bongo1LoMuffledf LP

1762 Bongo1LoClosed LP

1763 Bongo1LoFlam LP

1764 Bongo1LoMuffledFlam LP

1765 Bongo1LoStick LP

1766 Bongo1LoStickEdgemf LP

1767 Bongo1LoStickEdgef LP

1768 Bongo1LoStickBounce LP

1769 Bongo1LoFingernail LP

1770 Bongo1LoCuptone LP

1771 Bongo1LoSlap LP

1772 Bongo1HiOpenmf LP

1773 Bongo1HiOpenf LP

1774 Bongo1HiPops LP

1775 Bongo1HiHightone LP

1776 Bongo1HiOpenFlam LP

1777 Bongo1HiFingernail LP

1778 Bongo1HiStick LP

1779 Bongo1HiStickEdgemf LP

1780 Bongo1HiStickEdgef LP

1781 Bongo1HiStickBounce LP

1782 Bongo1HiCuptone LP

1783 Bongo1HiSlap LP

1784 Bongo2LoOpena LP

1785 Bongo2LoOpenb LP

1786 Bongo2LoMute LP

1787 Bongo2HiOpena LP

1788 Bongo2HiOpenb LP

1789 Bongo2HiMuffled LP

1790 Bongo2HiSlap LP

1791 Bongo2LoHeel LP

1792 Bongo2LoMuffled LP

1793 Bongo3LoOpen LP

1794 Bongo3LoSlap LP

# Drum Sample DF

1795 Bongo3LoStick LP

1796 Bongo3HiOpen LP

1797 Bongo3HiSlap LP

1798 Bongo3HiStick1 LP

1799 Bongo3HiStick2 LP

1800 OkonkoloBocaOpenmp LP

1801 OkonkoloBocaOpenmf LP

1802 OkonkoloBocaOpenf LP

1803 OkonkoloBocaOpenff LP

1804 OkonkoloChaOpenp LP

1805 OkonkoloChaOpenmf LP

1806 OkonkoloChaOpenf LP

1807 OkonkoloChaOpenff LP

1808 OkonkoloChaSlapp LP

1809 OkonkoloChaSlapmf LP

1810 OkonkoloChaSlapf LP

1811 BayaOpen LP

1812 BayaGhe LP

1813 BayaGheUpa LP

1814 BayaGheUpb LP

1815 BayaKaPalm LP

1816 BayaKaToea LP

1817 BayaKaToeb LP

1818 BayaNaila LP

1819 BayaNailb LP

1820 BayaNailc LP

1821 BayaGe LP

1822 BayaUp LP

1823 BayaUpDowna LP

1824 BayaUpDownb LP

1825 BayaMute1 LP

1826 BayaMute2 LP

1827 BayaMute3 LP

1828 Tabla1Na LP
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# Drum Sample DF

1829 Tabla1Open LP

1830 Tabla1Tin LP

1831 Tabla1Mute1 LP

1832 Tabla1Mute2 LP

1833 Tabla1Mute3 LP

1834 Tabla2Tina LP

1835 Tabla2Tinb LP

1836 Tabla2Naa LP

1837 Tabla2Nab LP

1838 Tabla2Nac LP

1839 Tabla2Tuna LP

1840 Tabla2Tunb LP

1841 Tabla2Telea LP

1842 Tabla2Teleb LP

1843 Tabla2Telec LP

1844 Tabla2Tia LP

1845 Tabla2Tib LP

1846 Tabla2Tic LP

1847 Tabla2Tera LP

1848 Tsuzumi LP

1849 TaikoOpen LP

1850 TaikoRim LP

1851 LowTimbale1 LP

1852 LowTimbale2 LP

1853 LowTimbale3 LP

1854 LowTimbale4 LP

1855 LowTimbale5 LP

1856 Timbales1LoOpmp LP

1857 Timbales1LoOpmf LP

1858 Timbales1LoOpmfGM LP

1859 Timbales1LoEdgemf LP

1860 Timbales1LoEdgef LP

1861 Timbales1LoRimShot LP

1862 Timbales1LoAbanico LP

# Drum Sample DF

1863 Timbales1LoRoll LP

1864 Timbales1LoMutemf LP

1865 Timbales1LoMutef LP

1866 Timbales1LoPailamf HP

1867 Timbales1LoPailaf HP

1868 HighTimbale1 LP

1869 HighTimbale2 LP

1870 HighTimbale3 LP

1871 HighTimbale4 LP

1872 HighTimbale5 LP

1873 Timbales1HiOpen LP

1874 Timbales1HiEdge LP

1875 Timbales1HiEdgeGM LP

1876 Timbales1HiRimp LP

1877 Timbales1HiRimmf LP

1878 Timbales1HiRimf LP

1879 Timbales1HiAbanico1 LP

1880 Timbales1HiAbanico2 LP

1881 Timbales1HiMute LP

1882 Timbales1HiPailamf HP

1883 Timbales1HiPailaf HP

1884 Timbales2LoOpen LP

1885 Timbales2LoMute LP

1886 Timbales2LoRim LP

1887 Timbales2HiEdge LP

1888 Timbales2HiRim1 LP

1889 Timbales2HiRim2 LP

1890 Timbales2Paila HP

1891 CowbellAmb HP

1892 Cowbell1 HP

1893 Cowbell2 HP

1894 Cowbell3 HP

1895 Cowbell4Open HP

1896 Cowbell4Mute HP
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# Drum Sample DF

1897 Cowbell5Opena HP

1898 Cowbell5Openb HP

1899 Cowbell5Mute HP

1900 Cowbell6 HP

1901 Cowbell7-Open HP

1902 Cowbell7-Mute HP

1903 CowbellRock1 HP

1904 CowbellRock2 HP

1905 CowbellRock3 HP

1906 CowbellRock4 HP

1907 HiAgogo HP

1908 LowAgogo HP

1909 AgogoBell HP

1910 ChachaBell HP

1911 MamboBell HP

1912 Recorecoshort1 HP

1913 Recorecoshort2 HP

1914 Recorecoshort3 HP

1915 Recorecolong HP

1916 OpenTrianglep HP

1917 OpenTrianglef HP

1918 Triangle1Open HP

1919 Triangle2OpenLp HP

1920 Triangle2Closedc HP

1921 MuteTrianglep HP

1922 MuteTrianglef HP

1923 Triangle1Mute HP

1924 SleighBell HP

1925 RapSleighBell HP

1926 JingleBellAmb HP

1927 JingleBell HP

1928 BellsOpen HP

1929 FingerCYmbal HP

1930 MarcTree HP

# Drum Sample DF

1931 MarcTreeGM HP

1932 MarcTreeLP HP

1933 MarcTreeAmb HP

1934 Rainstick SFX

1935 Flexatone HP

1936 ChineseGong CY

1937 Clavesp LP

1938 Clavesf LP

1939 Claves1Loa LP

1940 Claves1Lob LP

1941 Claves1Hia LP

1942 Claves1Hib LP

1943 Claves2 LP

1944 LowWoodBlockp LP

1945 LowWoodBlockf LP

1946 HiWoodBlockp LP

1947 HiWoodBlockf LP

1948 WoodBlock1a LP

1949 WoodBlock1b LP

1950 WoodBlock2a LP

1951 WoodBlock2b LP

1952 WoodBlock3a LP

1953 WoodBlock3b LP

1954 WoodBlock4a LP

1955 WoodBlock4b LP

1956 WoodBlock5a LP

1957 WoodBlock5b LP

1958 WoodBlock6a LP

1959 WoodBlock6b LP

1960 WoodBlock7 LP

1961 WoodBlock8 LP

1962 CastanetAmb LP

1963 Castanet1a LP

1964 Castanet1b LP
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# Drum Sample DF

1965 Castanet1c LP

1966 Castanet2 LP

1967 CastanetSingle LP

1968 CastanetSingleGM LP

1969 CastanetDouble LP

1970 CabasaAmb1 HP

1971 CabasaAmb2 HP

1972 CabasaAmb3 HP

1973 Cabasa1LaDown HP

1974 Cabasa1LaUp HP

1975 Cabasa1LbDown HP

1976 Cabasa1LbUp HP

1977 Cabasa1SaDown HP

1978 Cabasa1SaUp HP

1979 Cabasa1SbDown HP

1980 Cabasa1Sbup HP

1981 Cabasa2LStackb HP

1982 Cabasa2LStacka HP

1983 Cabasa2LRoll HP

1984 Cabasa2SStacka HP

1985 Cabasa2SStackb HP

1986 Cabasa2SRoll HP

1987 Cabasa3WS HP

1988 Cabasa3Up HP

1989 Cabasa3Down HP

1990 Cabasa3Tap HP

1991 Caxixi1a HP

1992 Caxixi1b HP

1993 Caxixi1c HP

1994 Caxixi2a HP

1995 Caxixi2b HP

1996 Caxixi2c HP

1997 Caxixi3Hard HP

1998 Caxixi3Soft HP

# Drum Sample DF

1999 ShakerAmb HP

2000 Shaker1Pusha HP

2001 Shaker1Pushb HP

2002 Shaker1Pulla HP

2003 Shaker1Pullb HP

2004 Shaker1Accenta HP

2005 Shaker1Accentb HP

2006 Shaker1Slowa HP

2007 Shaker1Slowb HP

2008 Shaker1Slowc HP

2009 Shaker1Rolla HP

2010 Shaker1Rollb HP

2011 Shaker1Rollc HP

2012 Shaker2 HP

2013 Shaker3 HP

2014 MaracasAmb1 HP

2015 MaracasAmb2 HP

2016 MaracasAmb3 HP

2017 MaracasAmb4 HP

2018 MaracasPush HP

2019 MaracasPull HP

2020 Dumbeka LP

2021 Dumbekb LP

2022 Dumbekc LP

2023 Dumbekd LP

2024 Dumbeke LP

2025 Dumbekf LP

2026 Dumbekg LP

2027 Dumbekh LP

2028 Dumbeki LP

2029 Dumbekj LP

2030 Dumbekk LP

2031 DjembeLBasstonea LP

2032 DjembeLBasstoneb LP
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# Drum Sample DF

2033 DjembeLBasstonec LP

2034 DjembeLOpen LP

2035 DjembeLOpenSlap LP

2036 DjembeLClosedSlap LP

2037 DjembeSBasstonea LP

2038 DjembeSBasstoneb LP

2039 DjembeSBasstonec LP

2040 DjembeOpen LP

2041 DjembeMute LP

2042 DjembeSlap LP

2043 DjembeSOpen LP

2044 DjembeSOpenSlapa LP

2045 DjembeSOpenSlapb LP

2046 DjembeSClosedSlapa LP

2047 DjembeSClosedSlapb LP

2048 DjembeSClosedSlapc LP

2049 DjembeBass LP

2050 UduOpena LP

2051 UduOpenb LP

2052 UduOpenc LP

2053 UduOpend LP

2054 UduSlidea HP

2055 UduSlideb HP

2056 UduHalfOpena LP

2057 UduHalfOpenb LP

2058 UduHalfOpenc LP

2059 UduBella LP

2060 UduBellb LP

2061 WDBrazillia1 SD

2062 WDBrazillia2 SD

2063 WDEthnoSD1 SD

2064 WDEthnoSD2 SD

2065 WDEthnoSD3 SD

2066 WDEthnoSD4 SD

# Drum Sample DF

2067 WDEthnoSD5 SD

2068 WDEthnoSD6 SD

2069 WDKangaroo1 SFX

2070 WDKangaroo2 SFX

2071 WDKangaroo3 SFX

2072 WDKangaroo4 SFX

2073 WDKangaroo5 SFX

2074 WDKangaroo6 SFX

2075 WDKangaroo7 SFX

2076 WDKangaroo8 SFX

2077 TambourinePush HP

2078 TambourinePull HP

2079 TambourineAcc1A HP

2080 TambourineAcc1B HP

2081 TambourineAcc2 HP

2082 TambourineMute1 LP

2083 TambourineMute2 LP

2084 TambourineOpen LP

2085 TambourineNat1 HP

2086 TambourineNat2 HP

2087 TambourineNat3 HP

2088 TambourineNat4 HP

2089 TambourineNat5 HP

2090 TambourineRock1 HP

2091 TambourineRock2 HP

2092 TambourineRock3 HP

2093 TambourineRock4 HP

2094 M.E.1DoufRimAk LP

2095 M.E.1DoufTekAk1 LP

2096 M.E.1DoufTekAk2 LP

2097 M.E.1PandOpen LP

2098 M.E.1PandPattern1 LP

2099 M.E.1PandPattern2 LP

2100 M.E.1PandPattern3 LP
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# Drum Sample DF

2101 M.E.1PandPattern4 LP

2102 M.E.1RekDomAk HP

2103 M.E.1RekJingle HP

2104 M.E.1Rik1 LP

2105 M.E.1Rik2 LP

2106 M.E.1Rik3 LP

2107 M.E.1SagatHalfOpen HP

2108 M.E.1SagatClose HP

2109 M.E.1SurdoLOpen LP

2110 M.E.1SurdoLMute LP

2111 M.E.1TablaMedium LP

2112 M.E.1TablaDom LP

2113 M.E.1TablaFlam LP

2114 M.E.1TablaRim LP

2115 M.E.1TablaTak LP

2116 M.E.1Timbales HP

2117 M.E.1UdufOpen LP

2118 M.E.1Alkis LP

2119 M.E.1BandirOpen LP

2120 M.E.1BandirClosed LP

2121 M.E.1BongoRoll LP

2122 M.E.1Darbuka1Tek1 LP

2123 M.E.1Darbuka1Tek2 LP

2124 M.E.1Darbuka1Open LP

2125 M.E.1Darbuka1Closed LP

2126 M.E.1Darbuka2 LP

2127 M.E.1Darbuka3 LP

2128 M.E.1Darbuka4 LP

2129 M.E.1Darbuka5D1 LP

2130 M.E.1Darbuka5D2 LP

2131 M.E.1Darbuka5D3 LP

2132 M.E.1Darbuka6Mute LP

2133 M.E.1Darbuka6Open LP

2134 M.E.1Darbuka6Rim LP

# Drum Sample DF

2135 M.E.1Darbuka6DomAk LP

2136 M.E.1Davul HP

2137 M.E.1Hollo1 LP

2138 M.E.1Hollo2 LP

2139 M.E.1Kup1 LP

2140 M.E.1Kup2 LP

2141 M.E.1RamazanDavul1 LP

2142 M.E.1RamazanDavul2 LP

2143 M.E.1RamazanDavul3 LP

2144 M.E.1Tef1 HP

2145 M.E.1Tef2 HP

2146 M.E.1Tef3 HP

2147 M.E.2BDKick BD

2148 M.E.2SD SD

2149 M.E.2Asagum LP

2150 M.E.2Asmatek LP

2151 M.E.2Bendirgum LP

2152 M.E.2Bendirtek1 LP

2153 M.E.2Bendirtek2 LP

2154 M.E.2Dm1 LP

2155 M.E.2Findik LP

2156 M.E.2Gum LP

2157 M.E.2Hollotokat LP

2158 M.E.2Islik1 SFX

2159 M.E.2Islik2 SFX

2160 M.E.2Kapalit LP

2161 M.E.2Kasik1 LP

2162 M.E.2Kasik2 LP

2163 M.E.2Kasik3 LP

2164 M.E.2Kasik4 LP

2165 M.E.2Kemik LP

2166 M.E.2Kenar1 LP

2167 M.E.2Kenartek LP

2168 M.E.2Ramazangum LP
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# Drum Sample DF

2169 M.E.2Ramazantek LP

2170 M.E.2Renk LP

2171 M.E.2Renkbir LP

2172 M.E.2Renkiki LP

2173 M.E.2Tefacik LP

2174 M.E.2Tefgum LP

2175 M.E.2Teftek1 LP

2176 M.E.2Teftokat LP

2177 M.E.2Teftrill LP

2178 M.E.2Tefzil LP

2179 M.E.2Tek1 LP

2180 M.E.2Tek2 LP

2181 M.E.2Tekbir LP

2182 M.E.2Tokat LP

2183 M.E.2Toprgum LP

2184 M.E.2Toprtek1 LP

2185 M.E.2Toprtek2 LP

2186 M.E.2Toprtokat LP

2187 M.E.2TRILL1 LP

2188 M.E.2Zil1 HP

2189 M.E.2Zil2 HP

2190 M.E.2Zil3 HP

2191 M.E.2Zilgit SFX

2192 OrchestraHit SFX

2193 BandHit SFX

2194 ImpactHit SFX

2195 MetalHit SFX

2196 Yeah! SFX

2197 Yeah!Solo SFX

2198 Uhh SFX

2199 HitIt SFX

2200 UhhhhSolo SFX

2201 CompVoiceNoise SFX

2202 StadiumAmb SFX

# Drum Sample DF

2203 Stadium SFX

2204 ApplauseAmb SFX

2205 Applause SFX

2206 Scream SFX

2207 Laughing SFX

2208 Footsteps1 SFX

2209 Footsteps2 SFX

2210 Bird1 SFX

2211 Bird2 SFX

2212 Dog SFX

2213 Gallop SFX

2214 Crickets SFX

2215 Cat SFX

2216 Growl SFX

2217 HeartBeat SFX

2218 HeartBeatGM SFX

2219 Punch SFX

2220 Tribe SFX

2221 DoorCreak SFX

2222 DoorSlam SFX

2223 CarEngine SFX

2224 CarStop SFX

2225 CarPass SFX

2226 CarCrash SFX

2227 Train SFX

2228 Helicopter SFX

2229 GunShot1 SFX

2230 GunShot2 SFX

2231 MachineGun SFX

2232 LaserGun SFX

2233 Explosion SFX

2234 Thunder SFX

2235 Wind SFX

2236 Stream SFX
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# Drum Sample DF

2237 Bubble SFX

2238 BubbleGM SFX

2239 ChurchBell SFX

2240 TelephoneRing SFX

2241 XylophoneSpectr SFX

2242 CricketSpectrum SFX

2243 AirVortex SFX

2244 NoiseWhite SFX

2245 NoiseFMMod SFX

2246 Tubular HP

2247 Gamelan HP

2248 Tambura HP

2249 GtrCutNoise1 SFX

2250 GtrCutNoise2 SFX

2251 PowerChord SFX

2252 FretNoise SFX

2253 Dist.Slide1 SFX

2254 Dist.Slide2 SFX

2255 E.GtrPick1 SFX

2256 E.GtrPick2 SFX

2257 GtrScratch1 SFX

2258 GtrScratch2 SFX

2259 Ac.Bs-StringSlap SFX

2260 AmpNoise SFX

2261 SpaceLore SFX

2262 SwishTerra SFX

2263 HandDrill SFX

2264 MouthHarp SFX

2265 SliceGrooveA001 BD

2266 SliceGrooveA002 SD

2267 SliceGrooveA003 SD

2268 SliceGrooveA004 SD

2269 SliceGrooveA005 SFX

2270 SliceGrooveA006 SD

# Drum Sample DF

2271 SliceGrooveA007 BD

2272 SliceGrooveA008 BD

2273 SliceGrooveA009 BD

2274 SliceGrooveA010 SFX

2275 SliceGrooveA011 SD

2276 SliceGrooveA012 SD

2277 SliceGrooveA013 SFX

2278 SliceGrooveA014 SFX

2279 SliceGrooveA015 SD

2280 SliceGrooveA016 SFX

2281 SliceGrooveA017 SFX

2282 SliceGrooveA018 SFX

2283 SliceGrooveA019 SFX

2284 SliceGrooveA020 BD

2285 SliceGrooveA021 HH

2286 SliceGrooveA022 SFX

2287 SliceGrooveA023 SD

2288 SliceGrooveA024 SFX

2289 SliceGrooveA025 BD

2290 SliceGrooveA026 SD

2291 SliceGrooveA027 BD

2292 SliceGrooveA028 BD

2293 SliceGrooveA029 SD

2294 SliceGrooveA030 SD

2295 SliceGrooveA031 SD

2296 SliceGrooveA032 SD

2297 SliceGrooveA033 SD

2298 SliceGrooveA034 SD

2299 SliceGrooveA035 SD

2300 SliceGrooveA036 BD

2301 SliceGrooveA037 BD

2302 SliceGrooveA038 SD

2303 SliceGrooveA039 SD

2304 SliceGrooveA040 SFX
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# Drum Sample DF

2305 SliceGrooveA041 SFX

2306 SliceGrooveA042 SD

2307 SliceGrooveA043 SFX

2308 SliceGrooveA044 SFX

2309 SliceGrooveA045 SFX

2310 SliceGrooveA046 SFX

2311 SliceGrooveA047 SFX

2312 SliceGrooveA048 SFX

2313 SliceGrooveA049 SFX

2314 SliceGrooveA050 SFX

2315 SliceGrooveA051 SD

2316 SliceGrooveA052 SFX

2317 SliceGrooveA053 SFX

2318 SliceGrooveA054 SD

2319 SliceGrooveA055 HH

2320 SliceGrooveA056 SD

2321 SliceGrooveA057 SFX

2322 SliceGrooveA058 BD

2323 SliceGrooveA059 SD

2324 SliceGrooveA060 SD

2325 SliceGrooveA061 SD

2326 SliceGrooveA062 TM

2327 SliceGrooveA063 TM

2328 SliceGrooveA064 BD

2329 SliceGrooveA065 SFX

2330 SliceGrooveA066 SFX

2331 SliceGrooveA067 SFX

2332 SliceGrooveA068 SD

2333 SliceGrooveA069 SFX

2334 SliceGrooveA070 SFX

2335 SliceGrooveA071 SFX

2336 SliceGrooveA072 SFX

2337 SliceGrooveA073 BD

2338 SliceGrooveA074 SD

# Drum Sample DF

2339 SliceGrooveA075 BD

2340 SliceGrooveA076 SFX

2341 SliceGrooveA077 SD

2342 SliceGrooveA078 BD

2343 SliceGrooveA079 SFX

2344 SliceGrooveA080 SFX

2345 SliceGrooveA081 SFX

2346 SliceGrooveA082 BD

2347 SliceGrooveA083 BD

2348 SliceGrooveA084 SFX

2349 SliceGrooveA085 BD

2350 SliceGrooveA086 SD

2351 SliceGrooveA087 SFX

2352 SliceGrooveA088 BD

2353 SliceGrooveA089 BD

2354 SliceGrooveA090 HH

2355 SliceGrooveA091 BD

2356 SliceGrooveA092 SD

2357 SliceGrooveA093 SFX

2358 SliceGrooveA094 SFX

2359 SliceGrooveA095 SFX

2360 SliceGrooveA096 SFX

2361 SliceGrooveA097 BD

2362 SliceGrooveA098 BD

2363 SliceGrooveA099 SD

2364 SliceGrooveA100 SFX

2365 SliceGrooveA101 SFX

2366 SliceGrooveA102 SFX

2367 SliceGrooveA103 SFX

2368 SliceGrooveA104 SFX

2369 SliceGrooveA105 SFX

2370 SliceGrooveA106 BD

2371 SliceGrooveA107 SFX

2372 SliceGrooveA108 SFX
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# Drum Sample DF

2373 SliceGrooveA109 SFX

2374 SliceGrooveA110 SFX

2375 SliceGrooveA111 HH

2376 SliceGrooveA112 SFX

2377 SliceGrooveA113 BD

2378 SliceGrooveA114 SD

2379 SliceGrooveA115 SFX

2380 SliceGrooveA116 SFX

2381 SliceGrooveA117 SFX

2382 SliceGrooveA118 SFX

2383 SliceGrooveA119 HH

2384 SliceGrooveA120 BD

2385 SliceGrooveA121 SFX

2386 SliceGrooveA122 SFX

2387 SliceGrooveA123 SFX

2388 SliceGrooveA124 SD

2389 SliceGrooveA125 SD

2390 SliceGrooveA126 SD

2391 SliceGrooveA127 BD

2392 SliceGrooveA128 SD

2393 SliceGrooveB001 SD

2394 SliceGrooveB002 BD

2395 SliceGrooveB003 BD

2396 SliceGrooveB004 BD

2397 SliceGrooveB005 SFX

2398 SliceGrooveB006 SFX

2399 SliceGrooveB007 SFX

2400 SliceGrooveB008 BD

2401 SliceGrooveB009 SD

2402 SliceGrooveB010 HH

2403 SliceGrooveB011 BD

2404 SliceGrooveB012 BD

2405 SliceGrooveB013 SD

2406 SliceGrooveB014 SD

# Drum Sample DF

2407 SliceGrooveB015 SFX

2408 SliceGrooveB016 BD

2409 SliceGrooveB017 SD

2410 SliceGrooveB018 SFX

2411 SliceGrooveB019 SFX

2412 SliceGrooveB020 SFX

2413 SliceGrooveB021 SFX

2414 SliceGrooveB022 BD

2415 SliceGrooveB023 HH

2416 SliceGrooveB024 SFX

2417 SliceGrooveB025 SFX

2418 SliceGrooveB026 SFX

2419 SliceGrooveB027 BD

2420 SliceGrooveB028 SD

2421 SliceGrooveB029 SFX

2422 SliceGrooveB030 SFX

2423 SliceGrooveB031 SFX

2424 SliceGrooveB032 BD

2425 SliceGrooveB033 BD

2426 SliceGrooveB034 HH

2427 SliceGrooveB035 HH

2428 SliceGrooveB036 HH

2429 SliceGrooveB037 SFX

2430 SliceGrooveB038 BD

2431 SliceGrooveB039 BD

2432 SliceGrooveB040 BD

2433 SliceGrooveB041 SFX

2434 SliceGrooveB042 SD

2435 SliceGrooveB043 SD

2436 SliceGrooveB044 HH

2437 SliceGrooveB045 BD

2438 SliceGrooveB046 SD

2439 SliceGrooveB047 SFX

2440 SliceGrooveB048 SFX



DrumSamples |1535
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2441 SliceGrooveB049 SFX

2442 SliceGrooveB050 BD

2443 SliceGrooveB051 SFX

2444 SliceGrooveB052 BD

2445 SliceGrooveB053 SFX

2446 SliceGrooveB054 SFX

2447 SliceGrooveB055 SFX

2448 SliceGrooveB056 SFX

2449 SliceGrooveB057 SFX

2450 SliceGrooveB058 SFX

2451 SliceGrooveB059 HH

2452 SliceGrooveB060 SD

2453 SliceGrooveB061 SFX

2454 SliceGrooveB062 SFX

2455 SliceGrooveB063 SFX

2456 SliceGrooveB064 BD

2457 SliceGrooveB065 BD

2458 SliceGrooveB066 SFX

2459 SliceGrooveB067 SFX

2460 SliceGrooveB068 SFX

2461 SliceGrooveB069 SFX

2462 SliceGrooveB070 SD

2463 SliceGrooveB071 SFX

2464 SliceGrooveB072 SD

2465 SliceGrooveB073 SFX

2466 SliceGrooveB074 HH

2467 SliceGrooveB075 BD

2468 SliceGrooveB076 SFX

2469 SliceGrooveB077 SFX

2470 SliceGrooveB078 SD

2471 SliceGrooveB079 SFX

2472 SliceGrooveB080 BD

2473 SliceGrooveB081 SD

2474 SliceGrooveB082 SD

# Drum Sample DF

2475 SliceGrooveB083 SD

2476 SliceGrooveB084 SFX

2477 SliceGrooveB085 SD

2478 SliceGrooveB086 HH

2479 SliceGrooveB087 SD

2480 SliceGrooveB088 SD

2481 SliceGrooveB089 SD

2482 SliceGrooveB090 SD

2483 SliceGrooveB091 SD

2484 SliceGrooveB092 SD

2485 SliceGrooveB093 BD

2486 SliceGrooveB094 SFX

2487 SliceGrooveB095 SFX

2488 SliceGrooveB096 SFX

2489 SliceGrooveB097 SFX

2490 SliceGrooveB098 SFX

2491 SliceGrooveB099 BD

2492 SliceGrooveB100 SFX

2493 SliceGrooveB101 SD

2494 SliceGrooveB102 SFX

2495 SliceGrooveB103 BD

2496 SliceGrooveB104 BD

2497 SliceGrooveB105 HH

2498 SliceGrooveB106 BD

2499 SliceGrooveB107 SFX

2500 SliceGrooveB108 SFX

2501 SliceGrooveB109 HH

2502 SliceGrooveB110 SFX

2503 SliceGrooveB111 HH

2504 SliceGrooveB112 BD

2505 SliceGrooveB113 BD

2506 SliceGrooveB114 SFX

2507 SliceGrooveB115 SD

2508 SliceGrooveB116 SD
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# Drum Sample DF

2509 SliceGrooveB117 HH

2510 SliceGrooveB118 SFX

2511 SliceGrooveB119 SD

2512 SliceGrooveB120 BD

2513 SliceGrooveB121 BD

2514 SliceGrooveB122 SFX

2515 SliceGrooveB123 BD

2516 SliceGrooveB124 SFX

2517 SliceGrooveB125 SFX

2518 SliceGrooveB126 SD

2519 SliceGrooveB127 SFX

2520 SliceGrooveB128 SFX

2521 GrvBD1 BD

2522 GrvBD2 BD

2523 GrvBD3 BD

2524 GrvBD4 BD

2525 GrvBD5 BD

2526 GrvBD6 BD

2527 GrvBD7 BD

2528 GrvBD8 BD

2529 GrvBD9 BD

2530 GrvBD10 BD

2531 GrvBD11 BD

2532 GrvBD12 BD

2533 GrvBD13 BD

2534 GrvBD14 BD

2535 GrvBD15 BD

2536 GrvBD16 BD

2537 GrvBD17 BD

2538 GrvBD18 BD

2539 GrvBD19 BD

2540 GrvBD20 BD

2541 GrvBD21 BD

2542 GrvBD22 BD

# Drum Sample DF

2543 GrvBD23 BD

2544 GrvSD1 SD

2545 GrvSD2 SD

2546 GrvSD3 SD

2547 GrvSD4 SD

2548 GrvSD5 SD

2549 GrvSD6 SD

2550 GrvSD7 SD

2551 GrvSD8 SD

2552 GrvSD9 SD

2553 GrvSD10 SD

2554 GrvSD11 SD

2555 GrvSD12 SD

2556 GrvSD13 SD

2557 GrvSD14 SD

2558 GrvSD15 SD

2559 GrvSD16 SD

2560 GrvSD17 SD

2561 GrvRim1 SD

2562 GrvRim2 SD

2563 GrvRim3 SD

2564 GrvRim4 SD

2565 GrvRim5 SD

2566 GrvRim6 SD

2567 GrvHHClosed1 HH

2568 GrvHHClosed2 HH

2569 GrvHHClosed3 HH

2570 GrvHHClosed4 HH

2571 GrvHHClosed5 HH

2572 GrvHHClosed6 HH

2573 GrvHHClosed7 HH

2574 GrvHHClosed8 HH

2575 GrvHHClosed9 HH

2576 GrvHHClosed10 HH
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# Drum Sample DF

2577 GrvHHClosed11 HH

2578 GrvHHClosed12 HH

2579 GrvHHClosed13 HH

2580 GrvHHClosed14 HH

2581 GrvHHClosed15 HH

2582 GrvHHClosed16 HH

2583 GrvHHClosed17 HH

2584 GrvHHOpen1 HH

2585 GrvHHOpen2 HH

2586 GrvHHOpen3 HH

2587 GrvHHOpen4 HH

2588 GrvHiTom1 TM

2589 GrvHiTom2 TM

2590 GrvLowTom1 TM

2591 GrvLowTom2 TM

2592 GrvRide CY

2593 GrvCrash1 CY

2594 GrvCrash2 CY

2595 GrvClaps1 LP

2596 GrvClaps2 LP

2597 GrvClaps3 LP

2598 GrvClaps4 LP

2599 GrvClaps5 LP

2600 GrvClaps6 LP

2601 GrvClaps7 LP

2602 GrvClaps8 LP

2603 GrvClaps9 LP

2604 GrvClaps10 LP

2605 GrvFx1 SFX

2606 GrvFx2 SFX

2607 GrvFx3 SFX

2608 GrvFx4 SFX

2609 GrvFx5 SFX

2610 GrvFx6 SFX

# Drum Sample DF

2611 GrvFx7 SFX

2612 GrvFx8 SFX

2613 GrvFx9 SFX

2614 GrvFx10 SFX

2615 GrvFx11 SFX

2616 GrvFx12 SFX

2617 GrvFx13 SFX

2618 GrvFx14 SFX

2619 GrvFx15 SFX

2620 GrvFx16 SFX

2621 GrvFx17 SFX

2622 GrvFx18 SFX

2623 GrvFx19 SFX

2624 GrvFx20 SFX

2625 GrvFx21 SFX

2626 GrvFx22 SFX

2627 GrvFx23 SFX

2628 GrvFx24 SFX

2629 GrvFx25 SFX

2630 GrvFx26 SFX

2631 GrvFx27 SFX

2632 GrvFx28 SFX

2633 GrvFx29 SFX

2634 GrvFx30 SFX

2635 GrvFx31 SFX

2636 GrvFx32 SFX

2637 GrvFx33 SFX

2638 GrvFx34 SFX

2639 GrvFx35 SFX

2640 GrvSlice1 SFX

2641 GrvSlice2 SFX

2642 GrvSlice3 SFX

2643 GrvSlice4 SFX

2644 GrvSlice5 SFX
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# Drum Sample DF

2645 GrvSlice6 SFX

2646 GrvSlice7 SFX

2647 GrvSlice8 SFX

2648 GrvSlice9 SFX

2649 GrvSlice10 SFX

2650 GrvSlice11 SFX

2651 GrvSlice12 SFX

2652 GrvSlice13 SFX

2653 GrvSlice14 SFX

2654 GrvSlice15 SFX

2655 GrvSlice16 SFX

2656 GrvSlice17 SFX

2657 GrvSlice18 SFX

2658 GrvSlice19 SFX

2659 GrvSlice20 SFX

2660 GrvSlice21 SFX

2661 GrvSlice22 SFX

2662 GrvSlice23 SFX

2663 55BD BD

2664 55Claps LP

2665 55CongaHi LP

2666 55CongaLow LP

2667 55CowbellHi HP

2668 55CowbellLow HP

2669 55Crash CY

2670 55HHClose HH

2671 55HHOpen HH

2672 55Ride CY

2673 55Rim SD

2674 55SD SD

2675 55TimbalesHi LP

2676 55TomHi TM

2677 55TomMid TM

2678 55TomLow TM

# Drum Sample DF

2679 66 BD BD

2680 66SD SD

2681 66HHClose HH

2682 66HHOpen HH

2683 66Tom TM

2684 66Congas LP

2685 66CYmbal CY

2686 66Cowbell HP

2687 78BD BD

2688 78SD1 SD

2689 78SD2 SD

2690 78HHCl1 HH

2691 78HHCl2 HH

2692 78HHOpen HH

2693 78Tom TM

2694 78CYmbal CY

2695 78Bongos LP

2696 78Congas LP

2697 78Claves LP

2698 88BD1 BD

2699 88BD2 BD

2700 88BDLong BD

2701 88SD1 SD

2702 88SD2 SD

2703 88SD2GM SD

2704 88SD3 SD

2705 88SD3GM SD

2706 88RIMShot1 SD

2707 88RimShot2 SD

2708 88RimShot2GM SD

2709 88HHClose1 HH

2710 88HHClose1acc HH

2711 88HHClose1accGM HH

2712 88HHClose2 HH
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# Drum Sample DF

2713 88HHClose2GM HH

2714 88HHOpen1 HH

2715 88HHOpen1GM HH

2716 88HHOpen2 HH

2717 88Tom1 TM

2718 88Tom2 TM

2719 88CYmbal CY

2720 88CYmbalAcc1 CY

2721 88CYmbalAcc2 CY

2722 88Crash CY

2723 88CrashGM CY

2724 88Bongos LP

2725 88Congas1 LP

2726 88Congas2 LP

2727 88Claps1 LP

2728 88Claps2 LP

2729 88Claves LP

2730 88Cowbell HP

2731 88Maracas HP

2732 99BD1 BD

2733 99BD2 BD

2734 99BD3 BD

2735 99SD1 SD

2736 99SD2 SD

2737 99SD3 SD

2738 99RIMShot SD

2739 99HHClose1 HH

2740 99HHClose2 HH

2741 99HHClose3 HH

2742 99HHOpen1 HH

2743 99HHOpen2 HH

2744 99HHOpen3 HH

2745 99TomHi TM

2746 99TomMid TM

# Drum Sample DF

2747 99TomLow TM

2748 99Claps LP

2749 99Guiro1 LP

2750 99Guiro2 LP

2751 99Ride CY

2752 99RideDance CY

2753 99Crash1 CY

2754 99Crash2 CY

2755 99Crash3 CY

2756 99Cabasa HP

2757 99BongoHi LP

2758 99BongoLow LP

2759 99AgogoHi HP

2760 99AgogoLow HP

2761 99CongaHi LP

2762 99CongaMid LP

2763 99CongaLow LP

2764 99WoodBlock LP

2765 99TimbaleHi LP

2766 99TimbaleMid LP

2767 99Metal HP

2768 Click SFX

2769 ClickGM SFX

2770 SeqClick SFX

2771 MetronomeWBell SFX

2772 MetronomeW SFX

2773 BR_Agg2Bc1grv1 HP

2774 BR_Agg2Bc1grv2 HP

2775 BR_Agg2Bc1grv3 HP

2776 BR_Agg2Bc1grv4 HP

2777 BR_Agg2Bc1grv5 HP

2778 BR_Agg2Bc2agu1 HP

2779 BR_Agg2Bc2agu2 HP

2780 BR_Agg2Bc2agu3 HP



1540| MusicalResources

# Drum Sample DF

2781 BR_Agg2Bc2agu4 HP

2782 BR_Agg2Bc2agu5 HP

2783 BR_Agg4Bc1grv1lp HP

2784 BR_Agg4Bc1grv2lp HP

2785 BR_Agg4Bc1grv3lp HP

2786 BR_Agg4Bc1grv4lp HP

2787 BR_Agg4Bc1grv5lp HP

2788 BR_Agg4Bc4agu1lp HP

2789 BR_Agg4Bc4agu2lp HP

2790 BR_Agg4Bc4agu3lp HP

2791 BR_Agg4Bc4agu4lp HP

2792 BR_Agg4Bc4agu5lp HP

2793 BR_Agg4Bc21lp HP

2794 BR_Agg4Bc22lp HP

2795 BR_Agg4Bc23lp HP

2796 BR_Agg4Bc24lp HP

2797 BR_Agg4Bc25lp HP

2798 BR_Agg4Bc31lp HP

2799 BR_Agg4Bc32lp HP

2800 BR_Agg4Bc33lp HP

2801 BR_Agg4Bc34lp HP

2802 BR_Agg4Bc35lp HP

2803 BR_AggMad1grv1 HP

2804 BR_AggMad1grv2 HP

2805 BR_AggMad1grv3 HP

2806 BR_AggMad1grv4 HP

2807 BR_AggMad1grv5 HP

2808 BR_AggMad2agu1 HP

2809 BR_AggMad2agu2 HP

2810 BR_AggMad2agu3 HP

2811 BR_AggMad2agu4 HP

2812 BR_AggMad2agu5 HP

2813 BR_AlfaiaBqt1 LP

2814 BR_AlfaiaBqt2 LP

# Drum Sample DF

2815 BR_AlfaiaBqt3 LP

2816 BR_AlfaiaBqt4 LP

2817 BR_AlfaiaCl1 LP

2818 BR_AlfaiaCl2 LP

2819 BR_AlfaiaCl3 LP

2820 BR_AlfaiaCl4 LP

2821 BR_AlfaiaOp1 LP

2822 BR_AlfaiaOp2 LP

2823 BR_AlfaiaOp3 LP

2824 BR_AlfaiaOp4 LP

2825 BR_ApitoA HP

2826 BR_ApitoB HP

2827 BR_ApitoC HP

2828 BR_CaxixiAAnsw_f HP

2829 BR_CaxixiAAnsw_p HP

2830 BR_CaxixiAQues_f HP

2831 BR_CaxixiAQues_p HP

2832 BR_CaxixiBAnsw_f HP

2833 BR_CaxixiBAnsw_p HP

2834 BR_CaxixiBQues_f HP

2835 BR_CaxixiBQues_p HP

2836 BR_ChocalhoAnsw HP

2837 BR_ChocalhoQues HP

2838 BR_CuicaAgu1 LP

2839 BR_CuicaAgu2 LP

2840 BR_CuicaAgu3 LP

2841 BR_CuicaGrvA1 LP

2842 BR_CuicaGrvA2 LP

2843 BR_CuicaGrvA3 LP

2844 BR_CuicaGrvB1 LP

2845 BR_CuicaGrvB2 LP

2846 BR_CuicaGrvB3 LP

2847 BR_CuicaGrvC1 LP

2848 BR_CuicaGrvC2 LP
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# Drum Sample DF

2849 BR_CuicaGrvC3 LP

2850 BR_CuicaMedA1 LP

2851 BR_CuicaMedA2 LP

2852 BR_CuicaMedA3 LP

2853 BR_CuicaMedB1 LP

2854 BR_CuicaMedB2 LP

2855 BR_CuicaMedB3 LP

2856 BR_FrigidBorda1 HP

2857 BR_FrigidBorda2 HP

2858 BR_FrigidBorda3 HP

2859 BR_FrigidBorda4 HP

2860 BR_FrigidCentro1 HP

2861 BR_FrigidCentro2 HP

2862 BR_FrigidCentro3 HP

2863 BR_FrigidCentro4 HP

2864 BR_GanzaAnsw_f HP

2865 BR_GanzaAnsw_p HP

2866 BR_GanzaQues_f HP

2867 BR_GanzaQues_p HP

2868 BR_Gongue1 HP

2869 BR_Gongue2 HP

2870 BR_Gongue3 HP

2871 BR_Gongue4 HP

2872 BR_Gongue5 HP

2873 BR_MatchbFng1 LP

2874 BR_MatchbFng2 LP

2875 BR_MatchbFng3 LP

2876 BR_MatchbFng4 LP

2877 BR_PndCocoCls1 LP

2878 BR_PndCocoCls2 LP

2879 BR_PndCocoCls3 LP

2880 BR_PndCocoCls4 LP

2881 BR_PndCocoCls5 LP

2882 BR_PndCocoDeepMt1 LP

# Drum Sample DF

2883 BR_PndCocoDeepMt2 LP

2884 BR_PndCocoDeepMt3 LP

2885 BR_PndCocoDeepMt4 LP

2886 BR_PndCocoDeepMt5 LP

2887 BR_PndCocoOpn1 LP

2888 BR_PndCocoOpn2 LP

2889 BR_PndCocoOpn3 LP

2890 BR_PndCocoOpn4 LP

2891 BR_PndCocoPlt1 LP

2892 BR_PndCocoPlt2 LP

2893 BR_PndCocoPlt3 LP

2894 BR_PndCocoPlt4 LP

2895 BR_PndCocoPlt5 LP

2896 BR_PndCocoRuloLong LP

2897 BR_PndCocoRuloShort LP

2898 BR_PndCocoSlap1 LP

2899 BR_PndCocoSlap2 LP

2900 BR_PndCocoSlap3 LP

2901 BR_PndCouroCls1 LP

2902 BR_PndCouroCls2 LP

2903 BR_PndCouroCls3 LP

2904 BR_PndCouroCls4 LP

2905 BR_PndCouroCls5 LP

2906 BR_PndCouroDeepMt1 LP

2907 BR_PndCouroDeepMt2 LP

2908 BR_PndCouroDeepMt3 LP

2909 BR_PndCouroDeepMt4 LP

2910 BR_PndCouroOpn1 LP

2911 BR_PndCouroOpn2 LP

2912 BR_PndCouroOpn3 LP

2913 BR_PndCouroOpn4 LP

2914 BR_PndCouroPlt1 LP

2915 BR_PndCouroPlt2 LP

2916 BR_PndCouroPlt3 LP
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# Drum Sample DF

2917 BR_PndCouroPlt4 LP

2918 BR_PndCouroPlt5 LP

2919 BR_PndCouroPltOnly1 LP

2920 BR_PndCouroPltOnly2 LP

2921 BR_PndCouroRuloLong LP

2922 BR_PndCouroRuloMedium LP

2923 BR_PndCouroRuloShort LP

2924 BR_PndCouroSlap1 LP

2925 BR_PndCouroSlap2 LP

2926 BR_PndCouroSlap3 LP

2927 BR_PndCouroSlap4 LP

2928 BR_PndNylonCls1 LP

2929 BR_PndNylonCls2 LP

2930 BR_PndNylonCls3 LP

2931 BR_PndNylonCls4 LP

2932 BR_PndNylonCls5 LP

2933 BR_PndNylonOpn1 LP

2934 BR_PndNylonOpn2 LP

2935 BR_PndNylonOpn3 LP

2936 BR_PndNylonOpn4 LP

2937 BR_PndNylonOpn5 LP

2938 BR_PndNylonPlt1 LP

2939 BR_PndNylonPlt2 LP

2940 BR_PndNylonPlt3 LP

2941 BR_PndNylonPlt4 LP

2942 BR_PndNylonPlt5 LP

2943 BR_PndNylonRuloLong LP

2944 BR_PndNylonRuloMedium LP

2945 BR_PndNylonRuloShort LP

2946 BR_PndNylonSlap1 LP

2947 BR_PndNylonSlap2 LP

2948 BR_PndNylonSlap3 LP

2949 BR_PndNylonSlap4 LP

2950 BR_PndNylonSlap5 LP

# Drum Sample DF

2951 BR_PndTradCls1 LP

2952 BR_PndTradCls2 LP

2953 BR_PndTradCls3 LP

2954 BR_PndTradCls4 LP

2955 BR_PndTradCls5 LP

2956 BR_PndTradOpn1 LP

2957 BR_PndTradOpn2 LP

2958 BR_PndTradOpn3 LP

2959 BR_PndTradOpn4 LP

2960 BR_PndTradOpn5 LP

2961 BR_PndTradPlat1 LP

2962 BR_PndTradPlat2 LP

2963 BR_PndTradPlat3 LP

2964 BR_PndTradPlat4 LP

2965 BR_PndTradPlat5 LP

2966 BR_PndTradRuloLong LP

2967 BR_PndTradRuloShort LP

2968 BR_PndTradSlap1 LP

2969 BR_PndTradSlap2 LP

2970 BR_PndTradSlap3 LP

2971 BR_PndTradSlap4 LP

2972 BR_PratoHit1 HP

2973 BR_PratoHit2 HP

2974 BR_PratoHit3 HP

2975 BR_PratoSlide1 HP

2976 BR_PratoSlide2 HP

2977 BR_PratoSlide3 HP

2978 BR_RecoHitA1 HP

2979 BR_RecoHitA2 HP

2980 BR_RecoHitA3 HP

2981 BR_RecoHitA4 HP

2982 BR_RecoHitA5 HP

2983 BR_RecoHitB1 HP

2984 BR_RecoHitB2 HP
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# Drum Sample DF

2985 BR_RecoHitB3 HP

2986 BR_RecoHitB4 HP

2987 BR_RecoHitB5 HP

2988 BR_RecoSlideA1 HP

2989 BR_RecoSlideA2 HP

2990 BR_RecoSlideA3 HP

2991 BR_RecoSlideA4 HP

2992 BR_RecoSlideA5 HP

2993 BR_RecoSlideB1 HP

2994 BR_RecoSlideB2 HP

2995 BR_RecoSlideB3 HP

2996 BR_RecoSlideB4 HP

2997 BR_RecoSlideB5 HP

2998 BR_RecoSlideLn1 HP

2999 BR_RecoSlideLn2 HP

3000 BR_RecoSlideMd1 HP

3001 BR_RecoSlideMd2 HP

3002 BR_RecoSlideMd3 HP

3003 BR_RecoSlideMd4 HP

3004 BR_RecoSlideMd5 HP

3005 BR_RpnqMtMad1 LP

3006 BR_RpnqMtMad2 LP

3007 BR_RpnqMtMad3 LP

3008 BR_RpnqMtMad4 LP

3009 BR_RpnqMtNyl1 LP

3010 BR_RpnqMtNyl2 LP

3011 BR_RpnqMtNyl3 LP

3012 BR_RpnqMtNyl4 LP

3013 BR_RpnqMtVim1 LP

3014 BR_RpnqMtVim2 LP

3015 BR_RpnqMtVim3 LP

3016 BR_RpnqMtVim4 LP

3017 BR_RpnqRimMad1 LP

3018 BR_RpnqRimMad2 LP

# Drum Sample DF

3019 BR_RpnqRimMad3 LP

3020 BR_RpnqRimMad4 LP

3021 BR_RpnqRimNyl1 LP

3022 BR_RpnqRimNyl2 LP

3023 BR_RpnqRimNyl3 LP

3024 BR_RpnqRimNyl4 LP

3025 BR_RpnqRimVim1 LP

3026 BR_RpnqRimVim2 LP

3027 BR_RpnqRimVim3 LP

3028 BR_RpnqRimVim4 LP

3029 BR_RpqAnelHndMt1 LP

3030 BR_RpqAnelHndMt2 LP

3031 BR_RpqAnelHndMt3 LP

3032 BR_RpqAnelHndMt4 LP

3033 BR_RpqAnelOpn1 LP

3034 BR_RpqAnelOpn2 LP

3035 BR_RpqAnelOpn3 LP

3036 BR_RpqAnelOpn4 LP

3037 BR_RpqAnelRpq1 LP

3038 BR_RpqAnelRpq2 LP

3039 BR_RpqAnelRpq3 LP

3040 BR_RpqAnelRpq4 LP

3041 BR_SmbSnr1Opn1 SD

3042 BR_SmbSnr1Opn2 SD

3043 BR_SmbSnr1Opn3 SD

3044 BR_SmbSnr1Opn4 SD

3045 BR_SmbSnr1Rim1 SD

3046 BR_SmbSnr1Rim2 SD

3047 BR_SmbSnr1Rim3 SD

3048 BR_SmbSnr1Rim4 SD

3049 BR_SmbSnr1Rll1 SD

3050 BR_SmbSnr1Rll2 SD

3051 BR_SmbSnr1Rll3 SD

3052 BR_SmbSnr1Rll4 SD
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# Drum Sample DF

3053 BR_SmbSnr2Opn1 SD

3054 BR_SmbSnr2Opn2 SD

3055 BR_SmbSnr2Opn3 SD

3056 BR_SmbSnr2Opn4 SD

3057 BR_SmbSnr2Rim1 SD

3058 BR_SmbSnr2Rim2 SD

3059 BR_SmbSnr2Rim3 SD

3060 BR_SmbSnr2Rim4 SD

3061 BR_SmbSnr2Rll1 SD

3062 BR_SmbSnr2Rll2 SD

3063 BR_SmbSnr2Rll3 SD

3064 BR_SmbSnr2Rll4 SD

3065 BR_SmbSnr3Opn1 SD

3066 BR_SmbSnr3Opn2 SD

3067 BR_SmbSnr3Opn3 SD

3068 BR_SmbSnr3Opn4 SD

3069 BR_SmbSnr3Rim1 SD

3070 BR_SmbSnr3Rim2 SD

3071 BR_SmbSnr3Rim3 SD

3072 BR_SmbSnr3Rim4 SD

3073 BR_SmbSnr3Rll1 SD

3074 BR_SmbSnr3Rll2 SD

3075 BR_SmbSnr3Rll3 SD

3076 BR_SmbSnr3Rll4 SD

3077 BR_SrdPriHandMt1 LP

3078 BR_SrdPriHandMt2 LP

3079 BR_SrdPriHandMt3 LP

3080 BR_SrdPriHandMt4 LP

3081 BR_SrdPriMt1 LP

3082 BR_SrdPriMt2 LP

3083 BR_SrdPriMt3 LP

3084 BR_SrdPriMt4 LP

3085 BR_SrdPriMtBqtCl1 LP

3086 BR_SrdPriMtBqtCl2 LP

# Drum Sample DF

3087 BR_SrdPriMtBqtCl3 LP

3088 BR_SrdPriMtBqtCl4 LP

3089 BR_SrdPriOp1 LP

3090 BR_SrdPriOp2 LP

3091 BR_SrdPriOp3 LP

3092 BR_SrdPriOp4 LP

3093 BR_SrdQuaCl1 LP

3094 BR_SrdQuaCl2 LP

3095 BR_SrdQuaCl3 LP

3096 BR_SrdQuaCl4 LP

3097 BR_SrdQuaHandMt1 LP

3098 BR_SrdQuaHandMt2 LP

3099 BR_SrdQuaHandMt3 LP

3100 BR_SrdQuaHandMt4 LP

3101 BR_SrdQuaOp1 LP

3102 BR_SrdQuaOp2 LP

3103 BR_SrdQuaOp3 LP

3104 BR_SrdQuaOp4 LP

3105 BR_SrdSegHandMt1 LP

3106 BR_SrdSegHandMt2 LP

3107 BR_SrdSegHandMt3 LP

3108 BR_SrdSegHandMt4 LP

3109 BR_SrdSegMtBqtCl1 LP

3110 BR_SrdSegMtBqtCl2 LP

3111 BR_SrdSegMtBqtCl3 LP

3112 BR_SrdSegMtBqtCl4 LP

3113 BR_SrdSegOp1 LP

3114 BR_SrdSegOp2 LP

3115 BR_SrdSegOp3 LP

3116 BR_SrdSegOp4 LP

3117 BR_SrdTerHandMt1 LP

3118 BR_SrdTerHandMt2 LP

3119 BR_SrdTerHandMt3 LP

3120 BR_SrdTerHandMt4 LP
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# Drum Sample DF

3121 BR_SrdTerMtBqtCl1 LP

3122 BR_SrdTerMtBqtCl2 LP

3123 BR_SrdTerMtBqtCl3 LP

3124 BR_SrdTerMtBqtCl4 LP

3125 BR_SrdTerOp1 LP

3126 BR_SrdTerOp2 LP

3127 BR_SrdTerOp3 LP

3128 BR_SrdTerOp4 LP

3129 BR_Tamborica1 LP

3130 BR_Tamborica2 LP

3131 BR_Tamborica3 LP

3132 BR_Tamborica4 LP

3133 BR_TamzaoFngMt1 LP

3134 BR_TamzaoFngMt2 LP

3135 BR_TamzaoFngMt3 LP

3136 BR_TamzaoFngMt4 LP

3137 BR_TamzaoFngMt5 LP

3138 BR_TamzaoHndMt1 LP

3139 BR_TamzaoHndMt2 LP

3140 BR_TamzaoHndMt3 LP

3141 BR_TamzaoHndMt4 LP

3142 BR_TamzaoHndMt5 LP

3143 BR_TamzaoLatat1 LP

3144 BR_TamzaoLatat2 LP

3145 BR_TamzaoLatat3 LP

3146 BR_TamzaoLatat4 LP

3147 BR_TamzaoLatat5 LP

3148 BR_TamzaoOpenA1 LP

3149 BR_TamzaoOpenA2 LP

3150 BR_TamzaoOpenA3 LP

3151 BR_TamzaoOpenA4 LP

3152 BR_TamzaoOpenA5 LP

3153 BR_TamzinHndMt1 LP

3154 BR_TamzinHndMt2 LP

# Drum Sample DF

3155 BR_TamzinHndMt3 LP

3156 BR_TamzinHndMt4 LP

3157 BR_TamzinHndSlp1 LP

3158 BR_TamzinHndSlp2 LP

3159 BR_TamzinHndSlp3 LP

3160 BR_TamzinHndSlp4 LP

3161 BR_TamzinOpen1 LP

3162 BR_TamzinOpen2 LP

3163 BR_TamzinOpen3 LP

3164 BR_TamzinOpen4 LP

3165 BR_TamzinShell1 LP

3166 BR_TamzinShell2 LP

3167 BR_TamzinShell3 LP

3168 BR_TamzinShell4 LP

3169 BR_TimbaHiMaoFec1 LP

3170 BR_TimbaHiMaoFec2 LP

3171 BR_TimbaHiMaoFec3 LP

3172 BR_TimbaHiMaoFec4 LP

3173 BR_TimbaHiVas1 LP

3174 BR_TimbaHiVas2 LP

3175 BR_TimbaHiVas3 LP

3176 BR_TimbaHiVas4 LP

3177 BR_TimbaLoFng1 LP

3178 BR_TimbaLoFng2 LP

3179 BR_TimbaLoFng3 LP

3180 BR_TimbaLoFng4 LP

3181 BR_TimbaLoOpn1 LP

3182 BR_TimbaLoOpn2 LP

3183 BR_TimbaLoOpn3 LP

3184 BR_TimbaLoOpn4 LP

3185 BR_TimbauLoBs LP

3186 BR_TimbauToBs1 LP

3187 BR_TimbauToBs2 LP

3188 BR_TimbauToBs3 LP
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# Drum Sample DF

3189 BR_TimbauToOpFlm1 LP

3190 BR_TimbauToOpFlm2 LP

3191 BR_TimbauToOpFlm3 LP

3192 BR_TmbUpstr1 LP

3193 BR_TmbUpstr2 LP

3194 BR_TmbUpstr3 LP

3195 BR_TmbUpstr4 LP

3196 BR_TmbUpstr5 LP

3197 BR_TrianguloCl1 HP

3198 BR_TrianguloCl2 HP

3199 BR_TrianguloCl3 HP

3200 BR_TrianguloOp1lp HP

3201 BR_TrianguloOp2lp HP

3202 BR_TrianguloOp3lp HP

3203 BR_WdTmbDmpFng1 LP

3204 BR_WdTmbDmpFng2 LP

3205 BR_WdTmbDmpFng3 LP

3206 BR_WdTmbDmpFng4 LP

3207 BR_WdTmbDmpFng5 LP

3208 BR_WdTmbOpnA1 LP

3209 BR_WdTmbOpnA2 LP

3210 BR_WdTmbOpnA3 LP

3211 BR_WdTmbOpnA4 LP

3212 BR_WdTmbOpnB1 LP

3213 BR_WdTmbOpnB2 LP

3214 BR_WdTmbOpnB3 LP

3215 BR_WdTmbOpnB4 LP

3216 BR_WdTmbRm1 LP

3217 BR_WdTmbRm2 LP

3218 BR_WdTmbRm3 LP

3219 BR_WdTmbRm4 LP

3220 BR_ZabuBotBacCl1 LP

3221 BR_ZabuBotBacCl2 LP

3222 BR_ZabuBotBacCl3 LP

# Drum Sample DF

3223 BR_ZabuBotBacCl4 LP

3224 BR_ZabuBotCl1 LP

3225 BR_ZabuBotCl2 LP

3226 BR_ZabuBotCl3 LP

3227 BR_ZabuBotCl4 LP

3228 BR_ZabuBotGrvOp1 LP

3229 BR_ZabuBotGrvOp2 LP

3230 BR_ZabuBotGrvOp3 LP

3231 BR_ZabuBotGrvOp4 LP

3232 BR_ZabuTopBacCl1 LP

3233 BR_ZabuTopBacCl2 LP

3234 BR_ZabuTopBacCl3 LP

3235 BR_ZabuTopBacCl4 LP

3236 BR_ZabuTopCl1 LP

3237 BR_ZabuTopCl2 LP

3238 BR_ZabuTopCl3 LP

3239 BR_ZabuTopCl4 LP

3240 BR_ZabuTopGrvOp1 LP

3241 BR_ZabuTopGrvOp2 LP

3242 BR_ZabuTopGrvOp3 LP

3243 BR_ZabuTopGrvOp4 LP

3244 BR_ZabuTopOp1 LP

3245 BR_ZabuTopOp2 LP

3246 BR_ZabuTopOp3 LP

3247 BR_ZabuTopOp4 LP

3248 Empty –

3249 BDWFB241 BD

3250 BDWFB242 BD

3251 BDWFB243 BD

3252 BDWFB244 BD

3253 BDWFB245 BD

3254 BDWFB246 BD

3255 BDWFB247 BD

3256 BDWFB248 BD
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# Drum Sample DF

3257 BDWFB221 BD

3258 BDWFB222 BD

3259 BDWFB223 BD

3260 BDWFB224 BD

3261 BDWFB225 BD

3262 BDWFB226 BD

3263 BDWFB227 BD

3264 BDWFB228 BD

3265 BDWFB201 BD

3266 BDWFB202 BD

3267 BDWFB203 BD

3268 BDWFB204 BD

3269 BDWFB205 BD

3270 BDWFB206 BD

3271 BDWFB207 BD

3272 BDWFB208 BD

3273 BDCRB241 BD

3274 BDCRB242 BD

3275 BDCRB243 BD

3276 BDCRB244 BD

3277 BDCRB245 BD

3278 BDCRB246 BD

3279 BDCRB247 BD

3280 BDCRB248 BD

3281 BDCRB221 BD

3282 BDCRB222 BD

3283 BDCRB223 BD

3284 BDCRB224 BD

3285 BDCRB225 BD

3286 BDCRB226 BD

3287 BDCRB227 BD

3288 BDCRB228 BD

3289 BDMCX22C1 BD

3290 BDMCX22C2 BD

# Drum Sample DF

3291 BDMCX22C3 BD

3292 BDMCX22C4 BD

3293 BDMCX22C5 BD

3294 BDMCX22C6 BD

3295 BDMCX22C7 BD

3296 BDMCX22C8 BD

3297 BDMCX22B1 BD

3298 BDMCX22B2 BD

3299 BDMCX22B3 BD

3300 BDMCX22B4 BD

3301 BDMCX22B5 BD

3302 BDMCX22B6 BD

3303 BDMCX22B7 BD

3304 BDMCX22B8 BD

3305 BDMCP221 BD

3306 BDMCP222 BD

3307 BDMCP223 BD

3308 BDMCP224 BD

3309 BDMCP225 BD

3310 BDMCP226 BD

3311 BDMCP227 BD

3312 BDMCP228 BD

3313 BDRFP221 BD

3314 BDRFP222 BD

3315 BDRFP223 BD

3316 BDRFP224 BD

3317 BDRFP225 BD

3318 BDRFP226 BD

3319 BDRFP227 BD

3320 BDRFP228 BD

3321 BDRFR201 BD

3322 BDRFR202 BD

3323 BDRFR203 BD

3324 BDRFR204 BD
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# Drum Sample DF

3325 BDRFR205 BD

3326 BDRFR206 BD

3327 BDRFR207 BD

3328 BDRFR208 BD

3329 BDGGD201 BD

3330 BDGGD202 BD

3331 BDGGD203 BD

3332 BDGGD204 BD

3333 BDGGD205 BD

3334 BDGGD206 BD

3335 BDGGD207 BD

3336 BDGGD208 BD

3337 BDRFR181 BD

3338 BDRFR182 BD

3339 BDRFR183 BD

3340 BDRFR184 BD

3341 BDRFR185 BD

3342 BDRFR186 BD

3343 BDRFR187 BD

3344 SDSPM15C1 SD

3345 SDSPM15C2 SD

3346 SDSPM15C3 SD

3347 SDSPM15C4 SD

3348 SDSPM15C5 SD

3349 SDSPM15C6 SD

3350 SDSPM15C7 SD

3351 SDSPM15C8 SD

3352 SDSPM15E1 SD

3353 SDSPM15E2 SD

3354 SDSPM15E3 SD

3355 SDSPM15E4 SD

3356 SDSPM15E5 SD

3357 SDSPM15E6 SD

3358 SDSPM15E7 SD

# Drum Sample DF

3359 SDSPM15E8 SD

3360 SDSPM15R1 SD

3361 SDSPM15R2 SD

3362 SDSPM15R3 SD

3363 SDRef14C1 SD

3364 SDRef14C2 SD

3365 SDRef14C3 SD

3366 SDRef14C4 SD

3367 SDRef14C5 SD

3368 SDRef14C6 SD

3369 SDRef14C7 SD

3370 SDRef14C8 SD

3371 SDRef14E1 SD

3372 SDRef14E2 SD

3373 SDRef14E3 SD

3374 SDRef14E4 SD

3375 SDRef14E5 SD

3376 SDRef14E6 SD

3377 SDRef14E7 SD

3378 SDRef14E8 SD

3379 SDRef14R1 SD

3380 SDRef14R2 SD

3381 SDRef14R3 SD

3382 SDKFG14CS1 SD

3383 SDKFG14CS2 SD

3384 SDKFG14CS3 SD

3385 SDKFG14C1 SD

3386 SDKFG14C2 SD

3387 SDKFG14C3 SD

3388 SDKFG14C4 SD

3389 SDKFG14C5 SD

3390 SDKFG14C6 SD

3391 SDKFG14C7 SD

3392 SDKFG14C8 SD
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# Drum Sample DF

3393 SDKFG14E1 SD

3394 SDKFG14E2 SD

3395 SDKFG14E3 SD

3396 SDKFG14E4 SD

3397 SDKFG14E5 SD

3398 SDKFG14E6 SD

3399 SDKFG14E7 SD

3400 SDKFG14E8 SD

3401 SDKFG14R1 SD

3402 SDKFG14R2 SD

3403 SDKFG14R3 SD

3404 SDDCA14C1 SD

3405 SDDCA14C2 SD

3406 SDDCA14C3 SD

3407 SDDCA14C4 SD

3408 SDDCA14C5 SD

3409 SDDCA14C6 SD

3410 SDDCA14C7 SD

3411 SDDCA14C8 SD

3412 SDDCA14R1 SD

3413 SDDCA14R2 SD

3414 SDDCA14R3 SD

3415 SDDCA14E1 SD

3416 SDDCA14E2 SD

3417 SDDCA14E3 SD

3418 SDDCA14E4 SD

3419 SDDCA14E5 SD

3420 SDDCA14E6 SD

3421 SDDCA14E7 SD

3422 SDDCA14E8 SD

3423 SDFFP14C1 SD

3424 SDFFP14C2 SD

3425 SDFFP14C3 SD

3426 SDFFP14C4 SD

# Drum Sample DF

3427 SDFFP14C5 SD

3428 SDFFP14C6 SD

3429 SDFFP14C7 SD

3430 SDFFP14C8 SD

3431 SDFFP14E1 SD

3432 SDFFP14E2 SD

3433 SDFFP14E3 SD

3434 SDFFP14E4 SD

3435 SDFFP14E5 SD

3436 SDFFP14E6 SD

3437 SDFFP14E7 SD

3438 SDFFP14E8 SD

3439 SDFFP14R1 SD

3440 SDFFP14R2 SD

3441 SDFFP14R3 SD

3442 SDMCX14C1 SD

3443 SDMCX14C2 SD

3444 SDMCX14C3 SD

3445 SDMCX14C4 SD

3446 SDMCX14C5 SD

3447 SDMCX14C6 SD

3448 SDMCX14C7 SD

3449 SDMCX14C8 SD

3450 SDMCX14E1 SD

3451 SDMCX14E2 SD

3452 SDMCX14E3 SD

3453 SDMCX14E4 SD

3454 SDMCX14E5 SD

3455 SDMCX14E6 SD

3456 SDMCX14E7 SD

3457 SDMCX14E8 SD

3458 SDMCX14R1 SD

3459 SDMCX14R2 SD

3460 SDMCX14R3 SD
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# Drum Sample DF

3461 SDBCX14C1 SD

3462 SDBCX14C2 SD

3463 SDBCX14C3 SD

3464 SDBCX14C4 SD

3465 SDBCX14C5 SD

3466 SDBCX14C6 SD

3467 SDBCX14C7 SD

3468 SDBCX14C8 SD

3469 SDBCX14E1 SD

3470 SDBCX14E2 SD

3471 SDBCX14E3 SD

3472 SDBCX14E4 SD

3473 SDBCX14E5 SD

3474 SDBCX14E6 SD

3475 SDBCX14E7 SD

3476 SDBCX14E8 SD

3477 SDBCX14R1 SD

3478 SDBCX14R2 SD

3479 SDBCX14R3 SD

3480 SDSSC14C1 SD

3481 SDSSC14C2 SD

3482 SDSSC14C3 SD

3483 SDSSC14C4 SD

3484 SDSSC14C5 SD

3485 SDSSC14C6 SD

3486 SDSSC14C7 SD

3487 SDSSC14C8 SD

3488 SDSSC14E1 SD

3489 SDSSC14E2 SD

3490 SDSSC14E3 SD

3491 SDSSC14E4 SD

3492 SDSSC14E5 SD

3493 SDSSC14E6 SD

3494 SDSSC14E7 SD

# Drum Sample DF

3495 SDSSC14E8 SD

3496 SDSSC14R1 SD

3497 SDSSC14R2 SD

3498 SDSSC14R3 SD

3499 SDFFM14C1 SD

3500 SDFFM14C2 SD

3501 SDFFM14C3 SD

3502 SDFFM14C4 SD

3503 SDFFM14C5 SD

3504 SDFFM14C6 SD

3505 SDFFM14C7 SD

3506 SDFFM14C8 SD

3507 SDFFM14E1 SD

3508 SDFFM14E2 SD

3509 SDFFM14E3 SD

3510 SDFFM14E4 SD

3511 SDFFM14E5 SD

3512 SDFFM14E6 SD

3513 SDFFM14E7 SD

3514 SDFFM14E8 SD

3515 SDFFM14R8 SD

3516 SDRFW13C1 SD

3517 SDRFW13C2 SD

3518 SDRFW13C3 SD

3519 SDRFW13C4 SD

3520 SDRFW13C5 SD

3521 SDRFW13C6 SD

3522 SDRFW13C7 SD

3523 SDRFW13C8 SD

3524 SDRFW13E1 SD

3525 SDRFW13E2 SD

3526 SDRFW13E3 SD

3527 SDRFW13E4 SD

3528 SDRFW13E5 SD
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# Drum Sample DF

3529 SDRFW13E6 SD

3530 SDRFW13E7 SD

3531 SDRFW13E8 SD

3532 SDRFW13R1 SD

3533 SDRFW13R2 SD

3534 SDRFW13R3 SD

3535 SDSPS13C1 SD

3536 SDSPS13C2 SD

3537 SDSPS13C3 SD

3538 SDSPS13C4 SD

3539 SDSPS13C5 SD

3540 SDSPS13C6 SD

3541 SDSPS13C7 SD

3542 SDSPS13C8 SD

3543 SDSPS13E1 SD

3544 SDSPS13E2 SD

3545 SDSPS13E3 SD

3546 SDSPS13E4 SD

3547 SDSPS13E5 SD

3548 SDSPS13E6 SD

3549 SDSPS13E7 SD

3550 SDSPS13E8 SD

3551 SDSPS13R1 SD

3552 SDSPS13R2 SD

3553 SDSPS13R3 SD

3554 RimSPM151 SD

3555 RimSPM152 SD

3556 RimSPM153 SD

3557 RimRef141 SD

3558 RimRef142 SD

3559 RimRef143 SD

3560 RimRef144 SD

3561 RimDCA141 SD

3562 RimDCA142 SD

# Drum Sample DF

3563 RimDCA143 SD

3564 RimFFP141 SD

3565 RimFFP142 SD

3566 RimFFP143 SD

3567 RimMCX141 SD

3568 RimMCX142 SD

3569 RimMCX143 SD

3570 RimBCX141 SD

3571 RimBCX142 SD

3572 RimBCX143 SD

3573 RimSSC141 SD

3574 RimSSC142 SD

3575 RimSSC143 SD

3576 RimFFM141 SD

3577 RimFFM142 SD

3578 RimFFM143 SD

3579 RimRFW131 SD

3580 RimRFW132 SD

3581 RimRFW133 SD

3582 TomMCXS11 TM

3583 TomMCXS12 TM

3584 TomMCXS13 TM

3585 TomMCXS14 TM

3586 TomMCXS15 TM

3587 TomMCXS16 TM

3588 TomMCXS17 TM

3589 TomMCXS18 TM

3590 TomMCXS21 TM

3591 TomMCXS22 TM

3592 TomMCXS23 TM

3593 TomMCXS24 TM

3594 TomMCXS25 TM

3595 TomMCXS26 TM

3596 TomMCXS27 TM
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# Drum Sample DF

3597 TomMCXS28 TM

3598 TomMCXS31 TM

3599 TomMCXS32 TM

3600 TomMCXS33 TM

3601 TomMCXS34 TM

3602 TomMCXS35 TM

3603 TomMCXS36 TM

3604 TomMCXS37 TM

3605 TomMCXS38 TM

3606 TomMCXS41 TM

3607 TomMCXS42 TM

3608 TomMCXS43 TM

3609 TomMCXS44 TM

3610 TomMCXS45 TM

3611 TomMCXS46 TM

3612 TomMCXS47 TM

3613 TomMCXS48 TM

3614 TomMCXS51 TM

3615 TomMCXS52 TM

3616 TomMCXS53 TM

3617 TomMCXS54 TM

3618 TomMCXS55 TM

3619 TomMCXS56 TM

3620 TomMCXS57 TM

3621 TomMCXS58 TM

3622 TomMCXS61 TM

3623 TomMCXS62 TM

3624 TomMCXS63 TM

3625 TomMCXS64 TM

3626 TomMCXS65 TM

3627 TomMCXS66 TM

3628 TomMCXS67 TM

3629 TomMCXS68 TM

3630 TomRfJS11 TM

# Drum Sample DF

3631 TomRfJS12 TM

3632 TomRfJS13 TM

3633 TomRfJS14 TM

3634 TomRfJS15 TM

3635 TomRfJS16 TM

3636 TomRfJS17 TM

3637 TomRfJS18 TM

3638 TomRfJS21 TM

3639 TomRfJS22 TM

3640 TomRfJS23 TM

3641 TomRfJS24 TM

3642 TomRfJS25 TM

3643 TomRfJS26 TM

3644 TomRfJS27 TM

3645 TomRfJS28 TM

3646 TomRfJS31 TM

3647 TomRfJS32 TM

3648 TomRfJS33 TM

3649 TomRfJS34 TM

3650 TomRfJS35 TM

3651 TomRfJS36 TM

3652 TomRfJS37 TM

3653 TomRfJS38 TM

3654 TomRFPS11 TM

3655 TomRFPS12 TM

3656 TomRFPS13 TM

3657 TomRFPS14 TM

3658 TomRFPS15 TM

3659 TomRFPS16 TM

3660 TomRFPS17 TM

3661 TomRFPS18 TM

3662 TomRFPS21 TM

3663 TomRFPS22 TM

3664 TomRFPS23 TM
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# Drum Sample DF

3665 TomRFPS24 TM

3666 TomRFPS25 TM

3667 TomRFPS26 TM

3668 TomRFPS27 TM

3669 TomRFPS28 TM

3670 TomRFPS31 TM

3671 TomRFPS32 TM

3672 TomRFPS33 TM

3673 TomRFPS34 TM

3674 TomRFPS35 TM

3675 TomRFPS36 TM

3676 TomRFPS37 TM

3677 TomRFPS38 TM

3678 TomRFPS41 TM

3679 TomRFPS42 TM

3680 TomRFPS43 TM

3681 TomRFPS44 TM

3682 TomRFPS45 TM

3683 TomRFPS46 TM

3684 TomRFPS47 TM

3685 TomRFPS48 TM

3686 TomRFPS51 TM

3687 TomRFPS52 TM

3688 TomRFPS53 TM

3689 TomRFPS54 TM

3690 TomRFPS55 TM

3691 TomRFPS56 TM

3692 TomRFPS57 TM

3693 TomRFPS58 TM

3694 HHSCE1 HH

3695 HHSCE2 HH

3696 HHSCE3 HH

3697 HHSCE4 HH

3698 HHSCT1 HH

# Drum Sample DF

3699 HHSCT2 HH

3700 HHSCT3 HH

3701 HHSCT4 HH

3702 HHSTE1 HH

3703 HHSTE2 HH

3704 HHSTE3 HH

3705 HHSTE4 HH

3706 HHSTT1 HH

3707 HHSTT2 HH

3708 HHSTT3 HH

3709 HHSTT4 HH

3710 HHSOE11 HH

3711 HHSOE12 HH

3712 HHSOE13 HH

3713 HHSOE14 HH

3714 HHSOE21 HH

3715 HHSOE22 HH

3716 HHSOE23 HH

3717 HHSOE24 HH

3718 HHSOE31 HH

3719 HHSOE32 HH

3720 HHSOE33 HH

3721 HHSOE34 HH

3722 HHSOE41 HH

3723 HHSOE42 HH

3724 HHSOE43 HH

3725 HHSOE44 HH

3726 HHSOT51 HH

3727 HHSOT52 HH

3728 HHSOT53 HH

3729 HHSOT54 HH

3730 HHSOT31 HH

3731 HHSOT32 HH

3732 HHSOT33 HH
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# Drum Sample DF

3733 HHSOT34 HH

3734 HHSOT41 HH

3735 HHSOT42 HH

3736 HHSOT43 HH

3737 HHSOT44 HH

3738 HHSOT01 HH

3739 HHSOT02 HH

3740 HHSOT03 HH

3741 HHSOT04 HH

3742 HHSOT11 HH

3743 HHSOT12 HH

3744 HHSOT13 HH

3745 HHSOT14 HH

3746 HHSOT21 HH

3747 HHSOT22 HH

3748 HHSOT23 HH

3749 HHSOT24 HH

3750 HHSFPO HH

3751 HHSPC1 HH

3752 HHSPC2 HH

3753 HHSOE01 HH

3754 HHSOE02 HH

3755 HHSOE03 HH

3756 HHSOE04 HH

3757 HHS2CE1 HH

3758 HHS2CE2 HH

3759 HHS2CE3 HH

3760 HHS2CE4 HH

3761 HHS2CT1 HH

3762 HHS2CT2 HH

3763 HHS2CT3 HH

3764 HHS2CT4 HH

3765 HHS2TE1 HH

3766 HHS2TE2 HH

# Drum Sample DF

3767 HHS2TE3 HH

3768 HHS2TE4 HH

3769 HHS2TE5 HH

3770 HHS2TE6 HH

3771 HHS2TE7 HH

3772 HHS2TE8 HH

3773 HHS2TT1 HH

3774 HHS2TT2 HH

3775 HHS2TT3 HH

3776 HHS2TT4 HH

3777 HHS2TT5 HH

3778 HHS2TT6 HH

3779 HHS2TT7 HH

3780 HHS2TT8 HH

3781 HHS2OE11 HH

3782 HHS2OE12 HH

3783 HHS2OE13 HH

3784 HHS2OE14 HH

3785 HHS2OE21 HH

3786 HHS2OE22 HH

3787 HHS2OE23 HH

3788 HHS2OE24 HH

3789 HHS2OE31 HH

3790 HHS2OE32 HH

3791 HHS2OE33 HH

3792 HHS2OE34 HH

3793 HHS2OE41 HH

3794 HHS2OE42 HH

3795 HHS2OE43 HH

3796 HHS2OE44 HH

3797 HHS2OT51 HH

3798 HHS2OT52 HH

3799 HHS2OT53 HH

3800 HHS2OT54 HH
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# Drum Sample DF

3801 HHS2OT31 HH

3802 HHS2OT32 HH

3803 HHS2OT33 HH

3804 HHS2OT34 HH

3805 HHS2OT41 HH

3806 HHS2OT42 HH

3807 HHS2OT43 HH

3808 HHS2OT44 HH

3809 HHS2OT01 HH

3810 HHS2OT02 HH

3811 HHS2OT03 HH

3812 HHS2OT04 HH

3813 HHS2OT11 HH

3814 HHS2OT12 HH

3815 HHS2OT13 HH

3816 HHS2OT14 HH

3817 HHS2OT21 HH

3818 HHS2OT22 HH

3819 HHS2OT23 HH

3820 HHS2OT24 HH

3821 HHS2FPO1 HH

3822 HHS2FPO2 HH

3823 HHS2FPC1 HH

3824 HHS2FPC2 HH

3825 HHS2OE01 HH

3826 HHS2OE02 HH

3827 HHS2OE03 HH

3828 HHS2OE04 HH

3829 HHZCE1 HH

3830 HHZCE2 HH

3831 HHZCE3 HH

3832 HHZCE4 HH

3833 HHZCT1 HH

3834 HHZCT2 HH

# Drum Sample DF

3835 HHZCT3 HH

3836 HHZCT4 HH

3837 HHZTE1 HH

3838 HHZTE2 HH

3839 HHZTE3 HH

3840 HHZTE4 HH

3841 HHZTT1 HH

3842 HHZTT2 HH

3843 HHZTT3 HH

3844 HHZTT4 HH

3845 HHZOT01 HH

3846 HHZOT02 HH

3847 HHZOT03 HH

3848 HHZOT04 HH

3849 HHZOT21 HH

3850 HHZOT22 HH

3851 HHZOT23 HH

3852 HHZOT24 HH

3853 HHZOT41 HH

3854 HHZOT42 HH

3855 HHZOT43 HH

3856 HHZOT44 HH

3857 HHZOT51 HH

3858 HHZOT52 HH

3859 HHZOT53 HH

3860 HHZOT54 HH

3861 HHZOT31 HH

3862 HHZOT32 HH

3863 HHZOT33 HH

3864 HHZOT34 HH

3865 HHZOT11 HH

3866 HHZOT12 HH

3867 HHZOT13 HH

3868 HHZOT14 HH
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# Drum Sample DF

3869 HHZOE01 HH

3870 HHZOE02 HH

3871 HHZOE03 HH

3872 HHZOE04 HH

3873 HHZOE11 HH

3874 HHZOE12 HH

3875 HHZOE13 HH

3876 HHZOE14 HH

3877 HHZOE21 HH

3878 HHZOE22 HH

3879 HHZOE23 HH

3880 HHZOE24 HH

3881 HHZOE31 HH

3882 HHZOE32 HH

3883 HHZOE33 HH

3884 HHZOE34 HH

3885 HHZOE41 HH

3886 HHZOE42 HH

3887 HHZOE43 HH

3888 HHZOE44 HH

3889 HHZFPO1 HH

3890 HHZFPO2 HH

3891 HHZPC1 HH

3892 HHZPC2 HH

3893 HHZPC3 HH

3894 HHZPC4 HH

3895 RideSBl1 CY

3896 RideSBl2 CY

3897 RideSBl3 CY

3898 RideSBl4 CY

3899 RideSBw1 CY

3900 RideSBw2 CY

3901 RideSBw3 CY

3902 RideSBw4 CY

# Drum Sample DF

3903 RideSBw5 CY

3904 RideSBw6 CY

3905 RideSBw7 CY

3906 RideSBw8 CY

3907 RideSEd1 CY

3908 RideSEd2 CY

3909 RideSEd3 CY

3910 RideSEd4 CY

3911 RideSBC1 CY

3912 RideSEC1 CY

3913 RideS2PBl1 CY

3914 RideS2PBl2 CY

3915 RideS2PBl3 CY

3916 RideS2PBl4 CY

3917 RideS2PBw1 CY

3918 RideS2PBw2 CY

3919 RideS2PBw3 CY

3920 RideS2PBw4 CY

3921 RideS2PBw5 CY

3922 RideS2PBw6 CY

3923 RideS2PBw7 CY

3924 RideS2PEd1 CY

3925 RideS2PEd2 CY

3926 RideS2PEd3 CY

3927 RideS2PEd4 CY

3928 RideZ1Bl1 CY

3929 RideZ1Bl2 CY

3930 RideZ1Bl3 CY

3931 RideZ1Bl4 CY

3932 RideZ1Bw1 CY

3933 RideZ1Bw2 CY

3934 RideZ1Bw3 CY

3935 RideZ1Bw4 CY

3936 RideZ1Bw5 CY
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# Drum Sample DF

3937 RideZ1Bw6 CY

3938 RideZ1Bw7 CY

3939 RideZ1Bw8 CY

3940 RideZ1Ed1 CY

3941 RideZ1Ed2 CY

3942 RideZ1Ed3 CY

3943 RideZ1Ed4 CY

3944 RideZ1Ed5 CY

3945 RideZ2Bl1 CY

3946 RideZ2Bl2 CY

3947 RideZ2Bl3 CY

3948 RideZ2Bl4 CY

3949 RideZ2Bw1 CY

3950 RideZ2Bw2 CY

3951 RideZ2Bw3 CY

3952 RideZ2Bw4 CY

3953 RideZ2Bw5 CY

3954 RideZ2Bw6 CY

3955 RideZ2Bw7 CY

3956 RideZ2Bw8 CY

3957 RideZ2Ed1 CY

3958 RideZ2Ed2 CY

3959 RideZ2Ed3 CY

3960 RideZ2Ed4 CY

3961 CrashS181 CY

3962 CrashS182 CY

3963 CrashS183 CY

3964 CrashS184 CY

3965 CrashS18Ch CY

3966 CrashS2181 CY

3967 CrashS2182 CY

3968 CrashS2183 CY

3969 CrashS2184 CY

3970 CrashS218Ch CY

# Drum Sample DF

3971 CrashS161 CY

3972 CrashS162 CY

3973 CrashS163 CY

3974 CrashS164 CY

3975 CrashS16Ch CY

3976 CrashS2161 CY

3977 CrashS2162 CY

3978 CrashS2163 CY

3979 CrashS2164 CY

3980 CrashS216Ch CY

3981 CrashZLDS181 CY

3982 CrashZLDS182 CY

3983 CrashZLDS183 CY

3984 CrashZLDS184 CY

3985 CrashZLDS18Ch CY

3986 CrashZLDS161 CY

3987 CrashZLDS162 CY

3988 CrashZLDS163 CY

3989 CrashZLDS164 CY

3990 CrashZLDS16Ch CY

3991 SplashS1 CY

3992 SplashS2 CY

3993 SplashS3 CY

3994 SplashS4 CY

3995 SplashC101 CY

3996 SplashC102 CY

3997 SplashC103 CY

3998 SplashC104 CY

3999 ChinaS1 CY

4000 ChinaS2 CY

4001 ChinaS3 CY

4002 ChinaS4 CY

4003 CYmbalRollFast CY

4004 MalletRollffast CY
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# Drum Sample DF

4005 MalletRollfMed CY

4006 MalletRollfSlow CY

4007 MalletRollpfast CY

4008 MalletRollpMed CY

4009 MalletRollpSlow CY

4010 Cowbell1E1 HP

4011 Cowbell1E2 HP

4012 Cowbell1E3 HP

4013 Cowbell1E4 HP

4014 Cowbell1B1 HP

4015 Cowbell1B2 HP

4016 Cowbell1B3 HP

4017 Cowbell1B4 HP

4018 ClaveP201 LP

4019 ClaveP202 LP

4020 ClaveP203 LP

4021 ClaveP204 LP

4022 ClaveP101 LP

4023 ClaveP102 LP

4024 ClaveP103 LP

4025 ClaveP104 LP

4026 ShakerOff1 HP

4027 ShakerOff2 HP

4028 ShakerOn1 HP

4029 ShakerOn2 HP

4030 JLNuDubKik1 BD

4031 JLNuDubKik2 BD

4032 JLNuDubKik3 BD

4033 JLNuDubKik4 BD

4034 JLNuDubKik5 BD

4035 JLNuDubKik6 BD

4036 JLNuDubKik7 BD

4037 JLNuDubKik8 BD

4038 JLNuDubKik9 BD

# Drum Sample DF

4039 JLNuDubKik10 BD

4040 JLNuDubKik11 BD

4041 JLNuDubKik12 BD

4042 JLNuDubKik13 BD

4043 JLNuDubKik14 BD

4044 JLNuDubKik15 BD

4045 JLNuDubKik16 BD

4046 JLNuDubKik17 BD

4047 JLNuDubKik18 BD

4048 JLNuDubKik19 BD

4049 JLNuDubKik20 BD

4050 JLNuDubKik21 BD

4051 JLNuDubSnare1 SD

4052 JLNuDubSnare2 SD

4053 JLNuDubSnare3 SD

4054 JLNuDubSnare4 SD

4055 JLNuDubSnare5 SD

4056 JLNuDubSnare6 SD

4057 JLNuDubSnare7 SD

4058 JLNuDubSnare8 SD

4059 JLNuDubSnare9 SD

4060 JLNuDubSnare10 SD

4061 JLNuDubSnare11 SD

4062 JLNuDubSnare12 SD

4063 JLNuDubSnare13 SD

4064 JLNuDubSnare14 SD

4065 JLNuDubSnare15 SD

4066 JLNuDubSnare16 SD

4067 JLNuDubSnare17 SD

4068 JLNuDubSnare18 SD

4069 JLNuDubSnare19 SD

4070 JLNuDubSnare20 SD

4071 JLNuDubSnare21 SD

4072 JLNuDubSnare22 SD
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# Drum Sample DF

4073 JLNuDubSnare23 SD

4074 JLEDMKik1 BD

4075 JLEDMKik2 BD

4076 JLEDMKik3 BD

4077 JLEDMKik4 BD

4078 JLEDMKik5 BD

4079 JLEDMKik6 BD

4080 JLEDMKik7 BD

4081 JLEDMKik8 BD

4082 JLEDMKik9 BD

4083 JLEDMKik10 BD

4084 JLEDMKik11 BD

4085 JLEDMKik12 BD

4086 JLEDMKik13 BD

4087 JLEDMKik14 BD

4088 JLEDMKik15 BD

4089 JLEDMKik16 BD

4090 JLEDMKik17 BD

4091 JLEDMKik18 BD

4092 JLEDMKik19 BD

4093 JLEDMKik20 BD

4094 JLEDMSnare1 SD

4095 JLEDMSnare2 SD

4096 JLEDMSnare3 SD

4097 JLEDMSnare4 SD

4098 JLEDMSnare5 SD

4099 JLEDMSnare6 SD

4100 JLEDMSnare7 SD

4101 JLEDMSnare8 SD

4102 JLEDMSnare9 SD

4103 JLEDMSnare10 SD

4104 JLEDMSnare11 SD

4105 JLEDMSnare12 SD

4106 JLEDMSnare13 SD

# Drum Sample DF

4107 JLEDMSnare14 SD

4108 JLEDMSnare15 SD

4109 JLEDMSnare16 SD

4110 JLEDMSnare17 SD

4111 JLEDMSnare18 SD

4112 JLMoombaKik1 BD

4113 JLMoombaKik2 BD

4114 JLMoombaKik3 BD

4115 JLMoombaKik4 BD

4116 JLMoombaKik5 BD

4117 JLMoombaKik6 BD

4118 JLMoombaKik7 BD

4119 JLMoombaKik8 BD

4120 JLMoombaKik9 BD

4121 JLMoombaKik10 BD

4122 JLMoombaKik11 BD

4123 JLMoombaKik12 BD

4124 JLMoombaKik13 BD

4125 JLMoombaKik14 BD

4126 JLMoombaKik15 BD

4127 JLMoombaKik16 BD

4128 JLMoombaKik17 BD

4129 JLMoombaKik18 BD

4130 JLMoombaKik19 BD

4131 JLMoombaKik20 BD

4132 JLMoombaKik21 BD

4133 JLMoombaKik22 BD

4134 JLMoombaKik23 BD

4135 JLMoombaKik24 BD

4136 JLMoombaKik25 BD

4137 JLMoombaKik26 BD

4138 JLMoombaKik27 BD

4139 JLMoombaKik28 BD

4140 JLMoombaKik29 BD
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# Drum Sample DF

4141 JLMoombaKik30 BD

4142 JLMoombaKik31 BD

4143 JLMoombaKik32 BD

4144 JLMoombaKik33 BD

4145 JLMoombaKik34 BD

4146 JLMoombaSnare1 SD

4147 JLMoombaSnare2 SD

4148 JLMoombaSnare3 SD

4149 JLMoombaSnare4 SD

4150 JLMoombaSnare5 SD

4151 JLMoombaSnare6 SD

4152 JLMoombaSnare7 SD

4153 JLMoombaSnare8 SD

4154 JLMoombaSnare9 SD

4155 JLMoombaSnare10 SD

4156 JLMoombaSnare11 SD

4157 JLMoombaSnare12 SD

4158 JLMoombaSnare13 SD

4159 JLMoombaSnare14 SD

4160 JLMoombaSnare15 SD

4161 JLMoombaSnare16 SD

4162 JLMoombaSnare17 SD

4163 JLMoombaSnare18 SD

4164 JLMoombaSnare19 SD

4165 JLMoombaSnare20 SD

4166 JLMoombaSnare21 SD

4167 JLMoombaSnare22 SD

4168 JLMoombaSnare23 SD

4169 JLMoombaSnare24 SD

4170 JLMoombaSnare25 SD

4171 JLMoombaSnare26 SD

4172 JLMoombaSnare27 SD

4173 JLMoombaSnare28 SD

4174 JLMoombaSnare29 SD

# Drum Sample DF

4175 JLMoombaSnare30 SD

4176 JLEDMPerc1 LP

4177 JLEDMPerc2 LP

4178 JLEDMPerc3 LP

4179 JLEDMPerc4 LP

4180 JLEDMPerc5 LP

4181 JLEDMPerc6 LP

4182 JLEDMPerc7 LP

4183 JLEDMPerc8 LP

4184 JLEDMPerc9 LP

4185 JLEDMPerc10 LP

4186 JLEDMPerc11 LP

4187 JLEDMPerc12 LP

4188 JLEDMPerc13 LP

4189 JLEDMPerc14 LP

4190 JLEDMPerc15 LP

4191 JLEDMPerc16 LP

4192 JLEDMPerc17 LP

4193 JLEDMPerc18 LP

4194 JLEDMPerc19 LP

4195 JLEDMPerc20 LP

4196 JLEDMPerc21 LP

4197 JLEDMPerc22 LP

4198 JLEDMPerc23 LP

4199 JLEDMPerc24 LP

4200 JLEDMPerc25 LP

4201 JLEDMPerc26 LP

4202 JLEDMPerc27 LP

4203 JLEDMPerc28 LP

4204 JLEDMPerc29 LP

4205 JLEDMPerc30 LP

4206 JLEDMPerc31 LP

4207 JLEDMPerc32 LP

4208 JLEDMPerc33 LP
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# Drum Sample DF

4209 JLEDMPerc34 LP

4210 JLEDMPerc35 LP

4211 JLEDMPerc36 LP

4212 JLEDMPerc37 LP

4213 JLEDMPerc38 LP

4214 JLEDMPerc39 LP

4215 JLEDMPerc40 LP

4216 JLEDMPerc41 LP

4217 JLEDMPerc42 LP

4218 JLEDMPerc43 LP

4219 JLEDMPerc44 LP

4220 JLEDMPerc45 LP

4221 JLEDMPerc46 LP

4222 JLEDMPerc47 LP

4223 JLEDMPerc48 LP

4224 JLEDMPerc49 LP

4225 JLEDMPerc50 LP

4226 JLEDMPerc51 LP

4227 JLEDMPerc52 LP

4228 JLEDMPerc53 LP

4229 JLEDMPerc54 LP

4230 JLEDMPerc55 LP

4231 JLEDMPerc56 LP

4232 JLEDMPerc57 LP

4233 JLEDMPerc58 LP

4234 JLEDMPerc59 LP

4235 JLEDMPerc60 LP

4236 JLEDMPerc61 LP

4237 JLEDMPerc62 LP

4238 JLEDMPerc63 LP

4239 JLEDMPerc64 LP

4240 JLEDMPerc65 LP

4241 JLEDMPerc66 LP

4242 JLEDMPerc67 LP

# Drum Sample DF

4243 JLEDMPerc68 LP

4244 JLEDMPerc69 LP

4245 JLEDMPerc70 LP

4246 JLEDMPerc71 LP

4247 JLEDMPerc72 LP

4248 BDDL01 BD

4249 BDDL02 BD

4250 BDDL03 BD

4251 BDDL04 BD

4252 BDDL05 BD

4253 BDDL06 BD

4254 BDDL07 BD

4255 BDDL08 BD

4256 BDDL09 BD

4257 BDDL10 BD

4258 BDDL11 BD

4259 BDDL12 BD

4260 BDDL13 BD

4261 BDDL14 BD

4262 BDDL15 BD

4263 BDDL16 BD

4264 BDDL17 BD

4265 BDDL18 BD

4266 BDDL19 BD

4267 BDDL20 BD

4268 BDDL21 BD

4269 BDDL22 BD

4270 BDDL23 BD

4271 BDDL24 BD

4272 BDDL25 BD

4273 BDDL26 BD

4274 BDDL27 BD

4275 BDDL28 BD

4276 BDDL29 BD
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# Drum Sample DF

4277 BDDL30 BD

4278 BDDL31 BD

4279 BDDL32 BD

4280 BDDL33 BD

4281 BDDL34 BD

4282 BDDL35 BD

4283 BDDL36 BD

4284 BDDL37 BD

4285 BDDL38 BD

4286 BDDL39 BD

4287 BDDL40 BD

4288 BDDL41 BD

4289 BDDL42 BD

4290 BDDL43 BD

4291 BDDL44 BD

4292 BDDL45 BD

4293 BDDL46 BD

4294 BDDL47 BD

4295 BDDL48 BD

4296 BDDL49 BD

4297 BDDL50 BD

4298 BDDL51 BD

4299 BDDL52 BD

4300 BDDL53 BD

4301 BDDL54 BD

4302 BDDL55 BD

4303 BDDL56 BD

4304 BDDL57 BD

4305 BDDL58 BD

4306 BDDL59 BD

4307 BDDL60 BD

4308 BDDL61 BD

4309 BDDL62 BD

4310 BDDL63 BD

# Drum Sample DF

4311 BDDL64 BD

4312 BDDL65 BD

4313 BDDL66 BD

4314 BDDL67 BD

4315 BDDL68 BD

4316 BDDL69 BD

4317 BDDL70 BD

4318 BDDL71 BD

4319 BDRMA BD

4320 BDRMB BD

4321 BDRMC BD

4322 BDRMD BD

4323 BDRME BD

4324 BDRMF BD

4325 BDRMG BD

4326 BDRMH BD

4327 SDDL01 SD

4328 SDDL02 SD

4329 SDDL03 SD

4330 SDDL04 SD

4331 SDDL05 SD

4332 SDDL06 SD

4333 SDDL07 SD

4334 SDDL08 SD

4335 SDDL09 SD

4336 SDDL10 SD

4337 SDDL11 SD

4338 SDDL12 SD

4339 SDDL13 SD

4340 SDDL14 SD

4341 SDDL15 SD

4342 SDDL16 SD

4343 SDDL17 SD

4344 SDDL18 SD
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# Drum Sample DF

4345 SDDL19 SD

4346 SDDL20 SD

4347 SDDL21 SD

4348 SDDL22 SD

4349 SDDL23 SD

4350 SDDL24 SD

4351 SDDL25 SD

4352 SDDL26 SD

4353 SDDL27 SD

4354 SDDL28 SD

4355 SDDL29 SD

4356 SDDL30 SD

4357 SDDL31 SD

4358 SDDL32 SD

4359 SDDL33 SD

4360 SDDL34 SD

4361 SDDL35 SD

4362 SDDL36 SD

4363 SDDL37 SD

4364 SDDL38 SD

4365 SDDL39 SD

4366 SDDL40 SD

4367 SDDL41 SD

4368 SDDL42 SD

4369 SDDL43 SD

4370 SDDL44 SD

4371 SDDL45 SD

4372 SDDL46 SD

4373 SDDL47 SD

4374 SDDL48 SD

4375 SDDL49 SD

4376 SDDL50 SD

4377 SDDL51 SD

4378 SDDL52 SD

# Drum Sample DF

4379 SDDL53 SD

4380 SDDL54 SD

4381 SDDL55 SD

4382 SDDL56 SD

4383 SDDL57 SD

4384 SDDL58 SD

4385 SDDL59 SD

4386 SDDL60 SD

4387 SDDL61 SD

4388 SDDL62 SD

4389 SDDL63 SD

4390 SDDL64 SD

4391 SDDL65 SD

4392 SDDL66 SD

4393 SDDL67 SD

4394 SDDL68 SD

4395 SDDL69 SD

4396 SDDL70 SD

4397 SDDL71 SD

4398 SDDL72 SD

4399 SDDL73 SD

4400 SDDL74 SD

4401 SDDL75 SD

4402 SDDL76 SD

4403 SDDL77 SD

4404 SDDL78 SD

4405 SDDL79 SD

4406 SDDL80 SD

4407 SDDL81 SD

4408 SDDL82 SD

4409 SDDL83 SD

4410 SDDL84 SD

4411 SDDL85 SD

4412 SDDL86 SD
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# Drum Sample DF

4413 SDDL87 SD

4414 SDDL88 SD

4415 SDDL89 SD

4416 SDDL90 SD

4417 SDDL91 SD

4418 SDDL92 SD

4419 SDDL93 SD

4420 SDDL94 SD

4421 SDDL95 SD

4422 SDDL96 SD

4423 SDDL97 SD

4424 SDDL98 SD

4425 SDDL99 SD

4426 SDDL100 SD

4427 SDDL101 SD

4428 SDDL102 SD

4429 SDDL103 SD

4430 SDDL104 SD

4431 SDDL105 SD

4432 SDDL106 SD

4433 SDDL107 SD

4434 SDDL108 SD

4435 SDDL109 SD

4436 SDDL110 SD

4437 SDDL111 SD

4438 SDDL112 SD

4439 SDDL113 SD

4440 SDDL114 SD

4441 SDDL115 SD

4442 SDDL116 SD

4443 SDDL117 SD

4444 SDDL118 SD

4445 SDDL119 SD

4446 SDDL120 SD

# Drum Sample DF

4447 HHDL1 HH

4448 HHDL2 HH

4449 HHDL3 HH

4450 HHDL4 HH

4451 HHDL5 HH

4452 HHDL6 HH

4453 HHDL7 HH

4454 HHDL8 HH

4455 HHDL9 HH

4456 HHDL10 HH

4457 HHDL11 HH

4458 HHDL12 HH

4459 HHDL13 HH

4460 HHDL14 HH

4461 HHDL15 HH

4462 HHDL16 HH

4463 HHDL17 HH

4464 HHDL18 HH

4465 HHDL19 HH

4466 HHDL20 HH

4467 HHDL21 HH

4468 HHDL22 HH

4469 HHDL23 HH

4470 HHDL24 HH

4471 HHDL25 HH

4472 HHDL26 HH

4473 HHDL27 HH

4474 HHDL28 HH

4475 HHDL29 HH

4476 CRASHDLHOP –

4477 PercDL01 LP

4478 PercDL02 LP

4479 PercDL03 LP

4480 PercDL04 LP
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# Drum Sample DF

4481 PercDL05 LP

4482 PercDL06 LP

4483 PercDL07 LP

4484 PercDL08 LP

4485 PercDL09 LP

4486 PercDL10 LP

4487 PercDL11 LP

4488 PercDL12 LP

4489 PercDL13 LP

4490 PercDL14 LP

4491 PercDL15 LP

4492 PercDL16 LP

4493 PercDL17 LP

4494 PercDL18 LP

4495 PercDL19 LP

4496 PercDL20 LP

4497 PercDL21 LP

4498 PercDL22 LP

4499 PercDL23 LP

4500 PercDL24 LP

4501 PercDL25 LP

4502 PercDL26 LP

4503 PercDL27 LP

4504 PercDL28 LP

4505 PercDL29 LP

4506 PercDL30 LP

4507 PercDL31 LP

4508 PercDL32 LP

4509 PercDL33 LP

4510 PercDL34 LP

4511 PercDL35 LP

4512 PercDL36 LP

4513 PercDL37 LP

4514 PercDL38 LP

# Drum Sample DF

4515 PercDL39 LP

4516 PercDL40 LP

4517 PercDL41 LP

4518 PercDL42 LP

4519 PercDL43 LP

4520 PercDL44 LP

4521 PercDL45 LP

4522 PercDL46 LP

4523 PercDL47 LP

4524 PercDL48 LP

4525 PercDL49 LP

4526 PercDL50 LP

4527 PercDL51 LP

4528 PercDL52 LP

4529 PercDL53 LP

4530 PercDL54 LP

4531 PercDL55 LP

4532 PercDL56 LP

4533 PercDL57 LP

4534 PercDL58 LP

4535 PercDL59 LP

4536 PercDL60 LP

4537 PercDL61 LP

4538 PercDL62 LP

4539 PercDL63 LP

4540 PercDL64 LP

4541 PercDL65 LP

4542 PercDL66 LP

4543 PercDL67 LP

4544 PercDL68 LP

4545 PercDL69 LP

4546 PercDL70 LP

4547 PercDL71 LP

4548 PercDL72 LP
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# Drum Sample DF

4549 PercDL73 LP

4550 PercDL74 LP

4551 PercDL01 HP

4552 PercDL02 HP

4553 PercDL03 HP

4554 PercDL04 HP

4555 PercDL05 HP

4556 PercDL06 HP

4557 PercDL07 HP

4558 PercDL08 HP

4559 PercDL09 HP

4560 PercDL10 HP

4561 PercDL11 HP

4562 PercDL12 HP

4563 PercDL13 HP

4564 PercDL14 HP

4565 PercDL15 HP

4566 PercDL16 HP

4567 PercDL17 HP

4568 PercDL18 HP

4569 PercDL19 HP

4570 SFXDL01 SFX

4571 SFXDL02 SFX

4572 SFXDL03 SFX

4573 SFXDL04 SFX

4574 SFXDL05 SFX

4575 SFXDL06 SFX

4576 SFXDL07 SFX

4577 SFXDL08 SFX

4578 SFXDL09 SFX

4579 SFXDL10 SFX

4580 SFXDL11 SFX

4581 SFXDL12 SFX

4582 SFXDL13 SFX

# Drum Sample DF

4583 SFXDL14 SFX

4584 SFXDL15 SFX

4585 SFXDL16 SFX

4586 SFXDL17 SFX

4587 SFXDL18 SFX

4588 SFXDL19 SFX

4589 SFXDL20 SFX

4590 SFXDL21 SFX

4591 SFXDL22 SFX

4592 SFXDL23 SFX

4593 SFXDL24 SFX

4594 SFXDL25 SFX

4595 SFXDL26 SFX

4596 SFXDL27 SFX

4597 SFXDL28 SFX

4598 SFXDL29 SFX

4599 SFXDL30 SFX

4600 SFXDL31 SFX

4601 SFXDL32 SFX

4602 SFXDL33 SFX

4603 SFXDL34 SFX

4604 SFXDL35 SFX

4605 SFXDL36 SFX

4606 SFXDL37 SFX

4607 SFXDL38 SFX

4608 SFXDL39 SFX

4609 SFXDL40 SFX

4610 SFXDL41 SFX

4611 SFXDL42 SFX

4612 SFXDL43 SFX

4613 SFXDL44 SFX

4614 SFXDL45 SFX

4615 SFXDL46 SFX

4616 SFXDL47 SFX
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# Drum Sample DF

4617 SFXDL48 SFX

4618 SFXDL49 SFX

4619 SFXDL50 SFX

4620 SFXDL51 SFX

4621 SFXDL52 SFX

4622 SFXDL53 SFX

4623 SFXDL54 SFX

4624 SFXDL55 SFX

4625 SFXDL56 SFX

4626 SFXDL57 SFX

4627 SFXDL58 SFX

4628 SFXDL59 SFX

4629 SFXDL60 SFX

4630 SFXDL61 SFX

4631 SFXDL62 SFX

4632 SFXDL63 SFX

4633 SFXDL64 SFX

4634 SFXDL65 SFX

4635 SFXDL66 SFX

4636 SFXDL67 SFX

4637 SFXDL68 SFX

4638 SFXDL69 SFX

4639 SFXDL70 SFX

4640 SFXDL71 SFX

4641 SFXDL72 SFX

4642 SFXDL73 SFX

4643 SFXDL74 SFX

4644 SFXDL75 SFX

4645 SFXDL76 SFX

4646 SFXDL77 SFX

4647 SFXDL78 SFX

4648 SFXDL79 SFX

4649 SFXDL80 SFX

4650 SFXDL81 SFX

# Drum Sample DF

4651 SFXDL82 SFX

4652 SFXDL83 SFX

4653 SFXDL84 SFX

4654 SFXDL85 SFX

4655 SFXDL86 SFX

4656 SFXDL87 SFX

4657 SFXDL88 SFX

4658 SFXDL89 SFX

4659 SFXDL90 SFX

4660 SFXDL91 SFX

4661 SFXDL92 SFX

4662 SFXDL93 SFX

4663 SFXDL94 SFX

4664 SFXDL95 SFX

4665 SFXDL96 SFX

4666 SFXDL97 SFX

4667 SFXDL98 SFX

4668 SFXDL99 SFX

4669 SFXDL100 SFX

4670 SFXDL101 SFX

4671 SFXDL102 SFX

4672 SFXDL103 SFX

4673 SFXDL104 SFX

4674 SFXDL105 SFX

4675 SFXDL106 SFX

4676 SFXDL107 SFX

4677 SFXDL108 SFX

4678 SFXDL109 SFX

4679 SFXDL110 SFX

4680 SFXDL111 SFX

4681 SFXDL112 SFX

4682 SFXDL113 SFX

4683 SFXDL114 SFX

4684 SFXDL115 SFX
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4685 SFXDL116 SFX

4686 SFXDL117 SFX

4687 SFXDL118 SFX

4688 SFXDL119 SFX

4689 SFXDL120 SFX

4690 SFXDL121 SFX

4691 SFXDL122 SFX

4692 SFXDL123 SFX

4693 SFXDL124 SFX

4694 SFXDL125 SFX

4695 SFXDL126 SFX

4696 SFXDL127 SFX

4697 SFXDL128 SFX

4698 SFXDL129 SFX

4699 SFXDL130 SFX

4700 SFXDL131 SFX

4701 SFXDL132 SFX

4702 SFXDL133 SFX

4703 SFXDL134 SFX

4704 SFXDL135 SFX

4705 SFXDL136 SFX

4706 SFXDL137 SFX

4707 SFXDL138 SFX

4708 SFXDL139 SFX

4709 SFXDL140 SFX

4710 SFXDL141 SFX

4711 SFXDL142 SFX

4712 SFXDL143 SFX

4713 SFXDL144 SFX

4714 SFXDL145 SFX

4715 SFXDL146 SFX

4716 SFXDL147 SFX

4717 SFXDL148 SFX

4718 SFXDL149 SFX

# Drum Sample DF

4719 SFXDL150 SFX

4720 SFXDL151 SFX

4721 SFXDL152 SFX

4722 SFXDL153 SFX

4723 SFXDL154 SFX

4724 SFXDL155 SFX

4725 SFXDL156 SFX

4726 SFXDL157 SFX

4727 SFXDL158 SFX

4728 SFXDL159 SFX

4729 SFXDL160 SFX

4730 SFXDL161 SFX

4731 SFXDL162 SFX

4732 SFXDL163 SFX

4733 SFXDL164 SFX

4734 SFXDL165 SFX

4735 SFXDL166 SFX

4736 SFXDL167 SFX

4737 SFXDL168 SFX

4738 SFXDL169 SFX

4739 SFXDL170 SFX

4740 SFXDL171 SFX

4741 SFXDL172 SFX

4742 SFXDL173 SFX

4743 SFXDL174 SFX

4744 SFXDL175 SFX

4745 SFXDL176 SFX

4746 SFXDL177 SFX

4747 SFXDL178 SFX

4748 SFXDL179 SFX

4749 SFXDL180 SFX

4750 SFXDL181 SFX

4751 SFXDL182 SFX

4752 SFXDL183 SFX
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4753 SFXDL184 SFX

4754 SFXDL185 SFX

4755 SFXDL186 SFX

4756 SFXDL187 SFX

4757 SFXDL188 SFX

4758 SFXDL189 SFX

4759 SFXDL190 SFX

4760 CinematicImpact1 SFX

4761 CinematicImpact2 SFX

4762 CinematicImpact3 SFX

4763 CinematicImpact4 SFX

4764 CinematicImpact5 SFX

4765 CinematicImpact6 SFX

4766 CinematicImpact7 SFX

4767 CinematicBang1 SFX

4768 CinematicBang2 SFX

4769 CinematicBang3 SFX

4770 CinematicBang4 SFX

4771 CinematicBang5 SFX

4772 CinematicBang6 SFX

4773 CinematicBang7 SFX

4774 CinematicBang8 SFX

4775 CinematicBang9 SFX

4776 CinematicBang10 SFX

4777 CinematicBang11 SFX

4778 CinematicRevAtk1 SFX

4779 CinematicRevAtk2 SFX

4780 CinematicRevAtk3 SFX

4781 ReverseAttack1 SFX

4782 ReverseAttack2 SFX

4783 ReverseAttack3 SFX

4784 ReverseAttack4 SFX

4785 ReverseAttack5 SFX

4786 ReverseAttack6 SFX

# Drum Sample DF

4787 EvolutionaryRev SFX

4788 EvolvingBack SFX

4789 BangMetal1 SFX

4790 BangMetal2 SFX

4791 BangMetal3 SFX

4792 BangMetal4 SFX

4793 BangMetal5 SFX

4794 BangMetal6 SFX

4795 BangMetal7 SFX

4796 BangMetal8 SFX

4797 BangMetal9 SFX

4798 BangMetal10 SFX

4799 BangMetal11 SFX

4800 BangMetal12 SFX

4801 BangMetal13 SFX

4802 BangMetal14 SFX

4803 BangMetal15 SFX

4804 BangMetal16 SFX

4805 BangMetal17 SFX

4806 BangMetal18 SFX

4807 BangMetal19 SFX

4808 BangMetal20 SFX

4809 BangMetal21 SFX

4810 BangMetal22 SFX

4811 BangMetal23 SFX

4812 BangMetal24 SFX

4813 BangMetal25 SFX

4814 BangMetal26 SFX

4815 BangMetal27 SFX

4816 BangMetal28 SFX

4817 BangMetal29 SFX

4818 BangMetal30 SFX

4819 BangMetal31 SFX

4820 BangMetal32 SFX
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4821 BangMetal33 SFX

4822 BangMetal34 SFX

4823 BangMetal35 SFX

4824 BangPunch1 SFX

4825 BangPunch2 SFX

4826 BangPunch3 SFX

4827 BangPunch4 SFX

4828 BangPunch5 SFX

4829 BangPunch6 SFX

4830 BangPunch7 SFX

4831 BangPunch8 SFX

4832 BangPunch9 SFX

4833 BangPunch10 SFX

4834 BangPunch11 SFX

4835 BangPunch12 SFX

4836 BangPunch13 SFX

4837 BangPunch14 SFX

4838 BangPunch15 SFX

4839 BangPunch16 SFX

4840 BangPunch17 SFX

4841 BangPunch18 SFX

4842 BangPunch19 SFX

4843 BangPunch20 SFX

4844 BangPunch21 SFX

4845 BangPunch22 SFX

4846 BangPunch23 SFX

4847 BangPunch24 SFX

4848 BangPunch25 SFX

4849 BangPunch26 SFX

4850 BangPunch27 SFX

4851 BangPunch28 SFX

4852 BangPunch29 SFX

4853 BangPunch30 SFX

4854 BangPunch31 SFX

# Drum Sample DF

4855 BangPunch32 SFX

4856 BangPunch33 SFX

4857 BangPunch34 SFX

4858 BangPunch35 SFX

4859 BangPunch36 SFX

4860 BangPunch37 SFX

4861 BangPunch38 SFX

4862 BangPunch39 SFX

4863 BangPunch40 SFX

4864 BangPunch41 SFX

4865 BangPunch42 SFX

4866 BangPunch43 SFX

4867 BreakAttack1 SFX

4868 BreakAttack2 SFX

4869 BreakAttack3 SFX

4870 BreakAttack4 SFX

4871 BreakAttack5 SFX

4872 BreakAttack6 SFX

4873 BreakAttack7 SFX

4874 BreakAttack8 SFX

4875 BreakAttack9 SFX

4876 BreakAttack10 SFX

4877 BreakAttack11 SFX

4878 BreakAttack12 SFX

4879 BreakAttack13 SFX

4880 BreakAttack14 SFX

4881 BreakAttack15 SFX

4882 BreakAttack16 SFX

4883 BreakAttack17 SFX

4884 BreakAttack18 SFX

4885 BreakAttack19 SFX

4886 BreakAttack20 SFX

4887 BreakAttack21 SFX

4888 BreakAttack22 SFX
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4889 BreakAttack23 SFX

4890 BreakAttack24 SFX

4891 BreakAttack25 SFX

4892 BreakAttack26 SFX

4893 BreakAttack27 SFX

4894 BreakAttack28 SFX

4895 BangIndustry1 SFX

4896 BangIndustry2 SFX

4897 BangIndustry3 SFX

4898 BangIndustry4 SFX

4899 BangIndustry5 SFX

4900 BangIndustry6 SFX

4901 BangIndustry7 SFX

4902 BangIndustry8 SFX

4903 BangIndustry9 SFX

4904 BangIndustry10 SFX

4905 BangIndustry11 SFX

4906 BangIndustry12 SFX

4907 BangIndustry13 SFX

4908 BangIndustry14 SFX

4909 BangIndustry15 SFX

4910 BangIndustry16 SFX

4911 BangIndustry17 SFX

4912 BangIndustry18 SFX

4913 BangIndustry19 SFX

4914 BangIndustry20 SFX

4915 BangIndustry21 SFX

4916 BangIndustry22 SFX

4917 BangIndustry23 SFX

4918 BangIndustry24 SFX

4919 BangIndustry25 SFX

4920 BangIndustry26 SFX

4921 BangIndustry27 SFX

4922 Sci-fiShifter1 SFX

# Drum Sample DF

4923 Sci-fiShifter2 SFX

4924 Sci-fiShifter3 SFX

4925 Sci-fiShifter4 SFX

4926 Sci-fiShifter5 SFX

4927 Sci-fiShifter6 SFX

4928 Sci-fiShifter7 SFX

4929 Sci-fiShifter8 SFX

4930 Sci-fiShifter9 SFX

4931 UpliftingShift SFX

4932 DownerShift SFX

4933 AtomsSEQ1(BPM120) SFX

4934 AtomsSEQ2(BPM120) SFX

4935 AtomsSEQ3(BPM120) SFX

4936 AtomsSEQ4(BPM120) SFX

4937 AtomsSEQ5(BPM120) SFX

4938 AtomsSEQ6(BPM120) SFX

4939 AtomsSEQ7(BPM120) SFX

4940 AtomsSci-fi1 SFX

4941 AtomsSci-fi2 SFX

4942 AtomsSci-fi3 SFX

4943 AtomsSci-fi4 SFX

4944 AtomsSci-fi5 SFX

4945 AtomsSci-fi6 SFX

4946 AtomsSci-fi7 SFX

4947 AtomsSci-fi8 SFX

4948 AtomsCosmic SFX

4949 AtomsSteamer SFX

4950 AtomsAppearance SFX

4951 AtomsImpact SFX

4952 NoiseImpact1 SFX

4953 NoiseImpact2 SFX

4954 NoiseImpact3 SFX

4955 LockImpact1 SFX

4956 LockImpact2 SFX
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4957 LockImpact3 SFX

4958 DirtyImpact SFX

4959 SubBreak SFX

4960 Lavabeat SFX

4961 BronzeHit SFX

4962 FunnyBowl SFX

4963 MetalPunch SFX

4964 DrumMetal SFX

4965 SubBang SFX

4966 SubSweep SFX

4967 BreakDown SFX

4968 WarpSynth1 SFX

4969 WarpSynth2 SFX

4970 WarpSynth3 SFX

4971 WarpSynth4 SFX

4972 WarpSynth5 SFX

4973 WarpMS201 SFX

4974 WarpMS202 SFX

4975 WarpMS203 SFX

4976 WarpAtoms SFX

4977 WarpAtmos SFX

4978 WarpLanding SFX

4979 MachineScreamer SFX

4980 MachineStop SFX

4981 DigitalWater SFX

4982 DownSub1 SFX

4983 DownSub2 SFX

4984 DownSub3 SFX

4985 AtmosMelody01 SFX

4986 AtmosMelody02 SFX

4987 AtmosMelody03 SFX

4988 AtmosMelody04 SFX

4989 AtmosMelody05 SFX

4990 AtmosMelody06 SFX

# Drum Sample DF

4991 AtmosMelody07 SFX

4992 AtmosMelody08 SFX

4993 AtmosMelody09 SFX

4994 AtmosMelody10 SFX

4995 AtmosMelody11 SFX

4996 AtmosMelody12 SFX

4997 AtmosMelody13 SFX

4998 AtmosMelody14 SFX

4999 AtmosMelody15 SFX

5000 AtmosMelody16 SFX

5001 AtmosMelody17 SFX

5002 AtmosMelody18 SFX

5003 AtmosFear SFX

5004 Interlude1 SFX

5005 Interlude2 SFX

5006 Interlude3 SFX

5007 Interlude4 SFX

5008 Interlude5 SFX

5009 Interlude6 SFX

5010 HoldingGrudges SFX

5011 StellarSlasher SFX

5012 FlyingSaucer SFX

5013 AlienOrgan SFX

5014 BrainCore SFX

5015 DarkRoll SFX

5016 LavaGrungy SFX

5017 PowerSource SFX

5018 DigiBoiling1 SFX

5019 DigiBoiling2 SFX

5020 CaveWind SFX

5021 LoseContact SFX

5022 Disruptive SFX

5023 Bomber SFX

5024 InvaderTalk SFX
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5025 Emergency SFX

5026 Invader’sThreats SFX

5027 Appearance SFX

5028 FlyingOver SFX

5029 SpaceRadar SFX

5030 Starting SFX

5031 Transition1 SFX

5032 Transition2 SFX

5033 Transition3 SFX

5034 HarmOrgan SFX

5035 LFOIndustry SFX

5036 CeramicDragDrag SFX

5037 RunningMetal SFX

5038 TeslaCoil SFX

5039 RevAwakening SFX

5040 FXSauropoda SFX

5041 FXPterosaur SFX

5042 FXCeratopsia SFX

5043 FXEureptilia SFX

5044 FXStegosauria SFX

5045 SwirlWhip SFX

5046 Sword SFX

5047 Predation SFX

5048 FlangerNoise SFX

5049 ShortNoise SFX

5050 FunnySurprise SFX

5051 FunnyMixedVoice SFX

5052 FunnyLaugh SFX

5053 TVContestLong SFX

5054 TVContestShort SFX

5055 SlowDown SFX

5056 Suspense SFX

5057 SoundLogo1 SFX

5058 SoundLogo2 SFX

# Drum Sample DF

5059 SoundLogo3a SFX

5060 SoundLogo3b SFX

5061 SoundLogo4a SFX

5062 SoundLogo4b SFX

5063 SoundLogo5 SFX

5064 SoundLogo6 SFX

5065 SoundLogo7 SFX

5066 SoundLogo8 SFX

5067 SoundLogo9 SFX

5068 SoundLogo10 SFX

5069 SoundLogo11 SFX

5070 SoundLogo12 SFX

5071 SoundLogo13 SFX

5072 SoundLogo14 SFX

5073 SoundLogo15 SFX

5074 OrchestraPAHit SFX

5075 QuizShowHit1 SFX

5076 QuizShowHit2 SFX

5077 QuizShowHit3 SFX

5078 Correct! SFX

5079 Buzzer SFX

5080 Flash1 SFX

5081 Flash2 SFX

5082 Flash3 SFX

5083 TVGame1 SFX

5084 TVGame2 SFX

5085 TVGame3 SFX

5086 TVGame4 SFX

5087 TVGame5 SFX

5088 Up-Up1 SFX

5089 Up-Up2 SFX

5090 BonusStage SFX

5091 StagePassed SFX

5092 Jingle1 SFX



1574| MusicalResources

# Drum Sample DF

5093 Jingle2 SFX

5094 Jingle3 SFX

5095 Jingle4 SFX

5096 CartoonShot1 SFX

5097 CartoonShot2 SFX

5098 CartoonShot3 SFX

5099 CartoonShot4 SFX

5100 ChordShotPf SFX

5101 ChordShotStr SFX

5102 ChordShotGtr SFX

5103 ChordShotHarp SFX

5104 ChordShotMallet SFX

5105 ChordShotOrgan SFX

5106 ChordShotDigiEP SFX

5107 ChordShotSynth1 SFX

5108 ChordShotSynth2a SFX

5109 ChordShotSynth2b SFX

5110 ChordShotSynth2c SFX

5111 ChordShotSynth2d SFX

5112 ChordShotSynth3 SFX

5113 HarpArp1 SFX

5114 HarpArp2 SFX

5115 MarimbaUp SFX

5116 MarimbaDown SFX

5117 SitarArp SFX

5118 Windchime SFX

5119 2StepsSFX1 SFX

5120 2StepsSFX2 SFX

5121 2StepsSFX3 SFX

5122 2StepsSFX4 SFX

5123 2StepsSFX5 SFX

5124 4StepsSFX1 SFX

5125 4StepsSFX2 SFX

5126 4StepsSFX3 SFX

# Drum Sample DF

5127 4StepsSFX4 SFX

5128 4StepsSFX5 SFX

5129 4StepsSFX6 SFX

5130 4StepsSFX7 SFX

5131 4StepsSFX8 SFX

5132 DelayedSFX1 SFX

5133 DelayedSFX2 SFX

5134 1ShotSFX1 SFX

5135 1ShotSFX2 SFX

5136 1ShotSFX3 SFX

5137 1ShotSFX4 SFX

5138 1ShotSFX5 SFX

5139 1ShotSFX6 SFX

5140 1ShotSFX7 SFX

5141 1ShotSFX8 SFX

5142 1ShotSFX9 SFX

5143 1ShotSFX10 SFX

5144 1ShotSFX11 SFX

5145 1ShotSFX12 SFX

5146 1ShotSFX13 SFX

5147 1ShotSFX14 SFX

5148 1ShotSFX15 SFX

5149 1ShotSFX16 SFX

5150 1ShotSFX17 SFX

5151 1ShotSFX18 SFX

5152 1ShotSFX19 SFX

5153 1ShotSFX20 SFX

5154 1ShotSFX21 SFX

5155 1ShotSFX22 SFX

5156 1ShotSFX23 SFX

5157 1ShotSFX24 SFX

5158 1ShotSFX25 SFX

5159 1ShotSFX26 SFX

5160 1ShotSFX27 SFX
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5161 1ShotSFX28 SFX

5162 1ShotSFX29 SFX

5163 1ShotSFX30 SFX

5164 1ShotSFX31 SFX

5165 1ShotSFX32 SFX

5166 1ShotSFX33 SFX

5167 1ShotSFX34 SFX

5168 1ShotSFX35 SFX

5169 1ShotSFX36 SFX

5170 1ShotSFX37 SFX

5171 1ShotSFX38 SFX

5172 1ShotSFX39 SFX

5173 1ShotSFX40 SFX

5174 1ShotSFX41 SFX

5175 1ShotSFX42 SFX

5176 1ShotSFX43 SFX

5177 1ShotSFX44 SFX

5178 1ShotSFX45 SFX

5179 1ShotSFX46 SFX

5180 1ShotSFX47 SFX

5181 Perc.SFX1 SFX

5182 Perc.SFX2 SFX

5183 Perc.SFX3 SFX

5184 Perc.SFX4 SFX

5185 Perc.SFX5 SFX

5186 Perc.SFX6 SFX

5187 Perc.SFX7 SFX

5188 Perc.SFX8 SFX

5189 Perc.SFX9 SFX

5190 Perc.SFX10 SFX

5191 Perc.SFX11 SFX

5192 SFXRain1 SFX

5193 SFXRain2 SFX

5194 SFXRain3 SFX

# Drum Sample DF

5195 SFXRain4 SFX

5196 SFXRain5 SFX

5197 SFXRain6 SFX

5198 SFXThunder1 SFX

5199 SFXThunder2 SFX

5200 SFXThunder3 SFX

5201 SFXThunder4 SFX

5202 SFXThunder5 SFX

5203 SFXThunder6 SFX

5204 SFXWind1 SFX

5205 SFXWind2 SFX

5206 SFXWind3 SFX

5207 SFXWind4 SFX

5208 SFXHail SFX

5209 SFXHarbor SFX

5210 SFXSea1 SFX

5211 SFXSea2 SFX

5212 SFXSea3 SFX

5213 SFXSea4 SFX

5214 SFXSea5 SFX

5215 SFXSea6 SFX

5216 SFXRiver1 SFX

5217 SFXRiver2 SFX

5218 SFXRiver3 SFX

5219 SFXRiver4 SFX

5220 SFXBird1 SFX

5221 SFXBird2 SFX

5222 SFXBird3 SFX

5223 SFXBird4 SFX

5224 SFXBird5 SFX

5225 SFXBird6 SFX

5226 SFXBird7 SFX

5227 SFXBird8 SFX

5228 SFXBird9 SFX
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5229 SFXFrog1 SFX

5230 SFXFrog2 SFX

5231 SFXFrog3 SFX

5232 SFXFrog4 SFX

5233 SFXFrog5 SFX

5234 SFXCicada1 SFX

5235 SFXCicada2 SFX

5236 SFXCicada3 SFX

5237 SFXCicada4 SFX

5238 SFXInsect1 SFX

5239 SFXInsect2 SFX

5240 SFXInsect3 SFX

5241 SFXInsect4 SFX

5242 SFXInsect5 SFX

5243 SFXCricket1 SFX

5244 SFXCricket2 SFX

5245 SFXTraffic1 SFX

5246 SFXTraffic2 SFX

5247 SFXTraffic3 SFX

5248 SFXTraffic4 SFX

5249 SFXFireworks1 SFX

5250 SFXFireworks2 SFX

5251 SFXFireworks3 SFX

5252 SFXFireworks4 SFX

5253 SFXFireworks5 SFX

5254 SFXFireworks6 SFX

5255 SFXFireworks7 SFX

5256 SFXBonfire SFX

5257 SFXPark1 SFX

5258 SFXPark2 SFX

5259 SFXPark3 SFX

5260 SFXPark4 SFX

5261 SFXClock SFX

5262 SFXStopwatch SFX

# Drum Sample DF

5263 SFXClockStruck1 SFX

5264 SFXClockStruck2 SFX

5265 SFXTrain1 SFX

5266 SFXTrain2 SFX

5267 SFXBusyRoad SFX

5268 SFXEmerging1 SFX

5269 SFXEmerging2 SFX

5270 SFXEmerging3 SFX

5271 SFXStoneGrind1 SFX

5272 SFX-StoneGrind2 SFX

5273 SFX-WaterStone1 SFX

5274 SFX-WaterStone2 SFX

5275 SFX-WaterStone3 SFX

5276 SFX-WaterStone4 SFX

5277 SFX-Heartbeat1 SFX

5278 SFX-Heartbeat2 SFX

5279 Alarm SFX

5280 MetalSheet-Hit1 SFX

5281 MetalSheet-Hit2 SFX

5282 MetalSheet-Hit3 SFX

5283 MetalSheet-Hit4 SFX

5284 Clap-HardDance1 SFX

5285 Click1Sample SFX

5286 Click3Samples SFX

5287 Click7Samples SFX

Legend: 
BD=BassDrum
SD=SnareDrum
TM=Tom
HH=HiHat
CY=CYmbal
LP=LowPercussion
HP=HiPercussion
SFX=SpecialFX
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Styles
This list shows the Factory Styles as they appear in the Style Select window.

Musical Resources

Pop

Page 1

ForgetMePop

SwitchGroove

ShiveringGroove

Aiń tWorryPop

OntheLoose

BlindingPop

UnderdogPop

SnowmanPop

ReggaePop

FunkPop

Page 2

LoserPop

SharkPop

HabitGroove

SheWannaGroove

MileysPopGroove

SimplyGroove

GuitarPop

HotSummerPop

16BeatGroove

IntheAirPop

Page 3

LemonDropPop

LoveEyesPop

ShapePop

16BeatPop

BlueberryShuffle

SunrisePopFunk

EverythingPop

FuturePop

10000HoursPop

NewAnalogPop

Page 4

LovePop

Standard8Beat

GroovyPop

SlowPop

MorningPop

HappyPop

PopHit

PopBeat

EasyPopShuffle

ClassicBeat

Page 5

ClassicPop

PopRock

VintagePop1

VintagePop2

RetroBeat

12/8Pop

SlowLatinPop

Drum’nBoogaloo

GuitarBeat

Soft16Beat

Page 6

CorazonPop

24000MagicPop

BoybandPop

Pop‘21

New50’sPop

WeekendPop

FastGuitarPop

Can’tStopPop

NewSynthPop

BelieverPop

Page 7

HowLongPop

SpanishPop

Santa’sPop

8BeatPop

SidePop

ValentinePop

Basic8Beat

CarelessPop

FisaPop

FeelMePop

Page 8

HeadFirstPop
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Classic Pop

Page 1

JudePop

RosannaPop

RoxannePop

LovelyDayPop

CuriosityPop

SayPop

GeorgyPop

B.JeanPop

70’sGuitarPop

SunnyPop

Page 2

ABelieverPop

CoolPop

ShadowPop

PopShuffle1

PopShuffle2

CopacabanaPop

AsGroove

Gigolo’Shuffle

LoveInsidePop

VenusPop

Page 3

WakeMePop

CrazyLittlePop

CrocoRock

LovelyPop

SoulFamilyPop

MeneaterPop

EarthBeat

Ballad

Page 1

TwilightBallad

BlueEyeBallad

BreakPopBallad

6/8WonderfulBallad

HomeBallad

SerenadeBallad

SomethingBallad

NextBallad

PassengerBallad

6/8Ballad

Page 2

SnapBallad

PerfectBallad4/4

ModernBallad

SlowGuitarBallad

SoftBallad

PianoBallad

OrganBallad

OrchestralBallad

Unplugged

70’sBallad

Page 3

FunkyBallad

JazzBallad

GroovyBallad1

GroovyBallad2

AnalogBallad1

AnalogBallad2

6/8BrushBallad

6/8Slow

6/8SlowBallad

6/8PianoBallad

Page 4

12/8Ballad

6/4Ballad

UnpluggedHeaven

UnpluggedBallad1

UnpluggedBallad2

UnpluggedGuitar1

UnpluggedGuitar2

AmbientBallad

BossaBallad

3/4JazzBallad

Page 5

LongLifeBallad

BelieveBallad

ColorBallad

AnalogGroove

HoplessBallad

YearsBallad

AtmosphereBallad

BelongBallad

16BeatBallad

BirdsBallad

Page 6

IndieBallad

GuitarBallad

SlowDownBallad

ArkansasBallad

RockBallad

GoodBallad

FunkBallad

GoodbyeBallad
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Dance

Page 1

PrettyDance

NeonlightDance

WaitDance

BreakingDance

FeelGoodDance

Don’tStartDance

AllNightDance

WhatIsDance

NobodyDance

EarthDance

Page 2

70’sDiscoRemix

‘70Remix

70’sDisco

80’sDance

ILike80’s

90’sDance

SoulSeekersDance

DamnTimeGroove

ColdHeartRemix

DancingArms

Page 3

SummerFeelingDance

ModernDanceGroove

NoWorryDance

DjDiscoMix

SpanishRemix

ChaChaRemix

WesternRemix

KuduroDance

Heartbreaker

MissingLoveGroove

Page 4

GangnamDance

BailandoDance

GetLuckDisco

ReleaseDance

FastRemix

DanceRevival

RelyDance

StayDancing

ModernBatDance

GroovingAround

Page 5

Garage

ElectroHouse

EthnoHouse

Drum&Bass

DanceFever

Sister&Girl

PhillyDisco

LoveDisco

FunkyDisco1

FunkyDisco2

Page 6

Tribal

EuroTrance

SynthBeat

DanceToTrance

NUDisco

TrapDance1

TrapDance2

DeepHouse

Trance

SaturdayDisco

Page 7

SlowlyDance

FallingDance

CloudDisco

ElektroDance1

ElektroDance2

ElektroDance3

KissDance

AngelDance

SeqDance

GoodTimeDance

Page 8

GuitarDance

SometimesDance

IFeelDance

ShowbizDance
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Ballroom

Page 1

EnglishWaltz

Quickstep

Pasodoble

PasoDance

ArgentinaTango

ModernTango

SlowWaltz1

SlowWaltz2

3/4Flamenco

Flamenco

Page 2

WienWaltz

SwingFox

SlowFox

FoxShuffle

Foxtrot

BoogieWoogie

BigBandJump

BigBandFox

BigBandSwing

OrganWaltz

Page 3

Charleston

Twist

HullyGully

ItalianPolka1

ItalianPolka2

ItalianMazurka1

ItalianMazurka2

ItalianWaltz

ItalianTango

ItalianFox

Page 4

OrganFoxtrot

HeimatWalzer

BavarianPolka1

BavarianPolka2

GermanPolka1

GermanPolka2

GermanWaltz1

GermanWaltz2

GermanShuffle

6/8GermanBallad

Page 5

MusetteWaltz

FrenchWaltz

IrishSlowWaltz

IrishMediumWaltz

IrishFastWaltz

Jive

IrishQuickstep

Rock

Page 1

LiquidRock

UptempoRock

StraightRock

PianoRock

RockSongwriter

FlyingRock

6/8RockBallad

WingSlowRock

FooRock

21GunAnthem

Page 2

FirstKidRock

KillerRock

HighwayHellRock

RockonFire

WelcomeRock

RockStar

JumpRock

TigerRock

RockShuffle1

RockShuffle2

Page 3

RollingBlues

AlabamaRock

CleanRock

StadiumBallad

RollingRock

MagicRock

PrisonRock

JohnnyRock

RocktheClock

Rockabilly
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Page 4

BestRock

SmokeRock

69’sRock

WalkofRock

50’sRock&Roll

60’sRock&Roll

RockOldie

SurfRock

6/8SlowRock

6/8Rock

Page 5

60’sSlowRock

AbbeyRock

RockChaCha

SlowLatinRock

LatinRock

SouthStraitRock

RockBoogie

RockBlues

PowerRock

8BeatRock

Page 6

RockBeat

FinalRock

UnpluggedRock

SweetRock

RingSlowBoogie

OneRockBallad

BestFakeRock

TongueRock

Country

Page 1

SoftCountryShuffle

SoftCountryGroove

6/8IrishCountry

CountryBallad1

CountryBallad2

AcousticCountry

CountryRock

CountryPop1

CountryPop2

CountryPop3

Page 2

SallyGroove

EasyCountry

ArkansasBallad

6/8CountryBallad

FingerPicking

SlowCountry

WestCoast

CountryHit

CountryStrum

CountryQuickstep

Page 3

3/4Country

ModernCountry

CountryBeat1

CountryBeat2

Country8Beat

Bluegrass

BarCountry

CountryBoogie

DesertShuffle

CountryShuffle

Page 4

SouthShuffle

CountryPop

SoftGuitarCountry

CountryFox

CountryBlues
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Latin

Page 1

SwayChaCha

ChilloutBossa

SweetBossa

WonderfulBossa

SlowLatinBallad

SambaEnredo

SambaBrazil

BrazilianSamba

ClassicSalsa

ClassicMambo

Page 2

ClassicChaCha

ClassicBachata

ClassicMerengue

Timba

6/8Afro

Bomba

Guajira

Guaguancò

Cumbia

Joropo

Page 3

Habanera

GuitarBossa

MeditationBossa

OrganBossa

PopBossa

CoolBossa

FastBossa

OrchestralBossa1

OrchestralBossa2

NaturalBossa

Page 4

LatinBossa

BossaLounge

BossaNova

Rhumba

CoolLatinJazz

LatinBigBand

Salsa1

Salsa2

PopChaCha

LatinBolero

Page 5

Sabor

Merengue

Bachata

LatinLounge

LatinPop

SmoothLatinJazz

UnpluggedLatin

ThroughLatin

HavanaLatin

LovelyLatin

Page 6

Mambo

Latin Dance

Page 1

CongaDance

PopReggaeton

CoralLatin

Kizomba

ModernReggae

Reggaeton

Bachatango

HotMerengue

ModernSalsa

BombaDance

Page 2

TorturaDance

GipsyDance

Limbo

Bamba

DiscoSamba

MamboParty

MamboFive

ModernBachata

ClassicBeguine

ModernBeguine

Page 3

TropicanaDance

ModernBossa

DiscoChaCha

Reggae1

Reggae2

Calypso

LatinClub

GuitarLatin

Lambada

Meneaito
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Page 4

Macarena

Bayon

UnpluggedGipsy

UnpluggedReggae

Sambalegre

SambaDance

LatinPopBolero

SolerLatinPop

BunnyDance

LatinIcon

Page 5

ModernLatinPop

HipLatinPop

LatinGroove

Andean

Jazz

Page 1

ModernBigBand

JazzQuartet

UnderMySwing

JazzChaCha

SlowSwingBrush

SlowBigBandShuffle

Swing66

LatinJazzBand

OrchestralSwing

JazzClubMediumSwing

Page 2

Dixieland

MediumSwingQuintet

5/4Swing

FastJazzWaltz

MoonSwing

Afro-CubanJazz

SwingBallad1

SwingBallad2

SoftJazz

SerenadeBandSwing

Page 3

FastBigBand

FastSmoothJazz

SwingFever

DualTempoSwing

OrganBluesShuffle

EasyJazzWaltz

EasySwing

BuonaseraJazz

JazzBrushSwing

MoodSwing

Page 4

MinnieFreeloader

BiggerBand

BigBandShuffle

HotClubFox

Stride

Ragtime

Django

SmoothJazzWaltz

SwingBigBand

SlowSmoothJazz

Page 5

SlowOrganSwing

MediumJazzWaltz

JazzyLounge

MediumOrganSwing

UnpluggedSwing

Dukè sBallad

ClassicJazzWaltz

ClassicSwing

AcousticJazz
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Funk & Blues

Page 1

FoolFunkyLove

FlyMeSoul

MissingLoveSoul

GospelBlues

RememberFunk

BlueyGroove

NYRioFunk

ChicagoBlues

Live@RMC

GoingOnSoul

Page 2

SlapFunk

DetroitBackbeat

StreetSoul

EverybodyBros

SoulBros

CoolBlues

Soul

Talkin’Funk

DonaldMood

CapitalSoul

Page 3

SoulPower

LevelFunk

AcousticShuffle

GraceGospel

GospelSwing

GospelShuffle

ModernGospel1

ModernGospel2

DualTempoGospel

Love4All

Page 4

DanceToRhythm

MotownBeat1

MotownBeat2

RimshotMood

GroovyFunk

EasyFunk

SoulBallad

CoolFunk

ClassicFunk

Cat’sGroove

Page 5

FunkR&B

ElektrikFunk

FunkySisters

SlideBlues

FunkGroovin’

JazzyFunk

LittleShuffle

Slow&Jazzy

SlowFunk

SwingHipHop

Page 6

KoolFunk

BluesShuffle

SlowBlues

PrideBlues

JustSayFunk

LostinGroove

NobodyFunk

TalkingSoul

LorberGroove

FunkMajesty

Page 7

FunkSugar

WonderSoul

FeelingsFunk

AmberFunk

SweetHome

ShakeYourTail

HorseSally

ChaintheFools

GimmeLoveSoul

BetterThink

Page 8

AtMidnight
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Movie & Show

Page 1

SpaghettiWestern

OrchestralMovie

Broadway

ShowTime

12/8ActionMovie

ActionMovie

3/4WizardMovie

KidsMovieBallad

MovieSwing

HorrorMovie

Page 2

BroadwayMovieFS

AngelVoiceFS

WesternMovieFS

ChilloutFS

AbstractOrchestraFS

80’sSynthFS

OrchestralBallad

6/8OrchestralMovie

PeterTheme

FiftyShades

Page 3

SnowSwing

FelizXmas

WantforXmas

ChristmasWaltz

ChristmasSwing

LastXmas

SpecialAgent

Burt’sBounce

ScreenEpicMarch1

ScreenEpicMarch2

Page 4

WeirdMovie

MysteryMan

RitzSwing

TapDance

MovieBallad

SafariSwing

Hollywood1

Hollywood2

CartoonTime

LoveMovie

Page 5

Artie’sTheme

LoveBallad

ArmyBand

WesternMovie

TheatreSwing

TheatreMarch

World

Page 1

HappyBirthday

WeddingMarch

LibertadTango

SpanishDance

Hawaiian

MariachiCumbia

MariachiPolka

MariachiSon

MariachiWaltz

MexicanWaltz

Page 2

Norteno

Quebradita

BoleroRanchero

Pizzica

Quadriglia

Raspa

RumbaNapoletana

Tammurriata

Tarantella

Milonga

Page 3

Sevillana

GreekRumba

Chasapiko

Sirtaki

AlpenSchlager

ModernSchlager

SchlagerFox

OrganFox

Banda

UnitedStatesMarch
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Page 4

9/8

Halay

Oryantal

CelticBallad

CelticDream

CelticWaltz

ScottishReel

FrenchMarch

Zouk

Ska

Page 5

Casatchock

ChillOut

KyotoLounge

HipHindiHop

Baroque

Minuetto

OrchestralBolero
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Pads
This list shows the Factory Pads as they appear in the Pad Select window.

Percussion

Page 1

FingerSnapUpBeat

HandClapUpBeat

Shaker&Conga1

Shaker&Conga2

Shaker&Tambourine1

Shaker&Tambourine2

Shaker&Tambourine3

ShakerRiff

Tambourine&Clap

Tambourine&ClapShuffle

Page 2

Tamb8thOnbeat

Tamb8thBackbeat

Tamb8thOnbeatShuffle

Tamb8thBackbeatShuffle

Tamb16thOnbeat

Tamb16thBackbeat

Tamb16thOnbeatShuffle

Tamb16thBackbeatShuffle

Tamb16thNote4th

Tamb16thNoteBackbeat

Page 3

TambourineUpBeat

Conga&Bongo

Conga&Mixed

Conga&Ride

Conga&Tambourine1

Conga&Tambourine2

Conga&Tambourine3

CongaRiff

BeguineConga

Bongo&Guiro

Page 4

SoftPercussion

BossaElement

3/4Percussion

6/8Percussion

Cowbell&Tambourine

CowbellBeat

Hi-HatUpBeat

Guiro&Maracas

Hi-Hat&Triangle

Maracas&Claves

Page 5

LatinPercussion1

LatinPercussion2

MamboElement1

MamboElement2

SalsaElement1

SalsaElement2

SambaElement1

SambaElement2

RhumbaElement1

RhumbaElement2

Page 6

RhumbaPercussion

MixedPercussion
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Ethnic

Page 1

DarbukaLoop1

DarbukaLoop2

DarbukaLoop3

DarbukaLoop4

DarbukaLoop5

DavulLoop

DumbekLoop1

DumbekLoop2

DumbekLoop3

DumbekLoop4

Page 2

BendirLoop

RamazanLoop

TefLoop1

TefLoop2

TefLoop3

SagatLoop1

SagatLoop2

TefzilLoop

ZilLoop1

ZilLoop2

Piano

Page 1

PianoAccLegato1

PianoAccLegato2

PianoAccStaccatoHi

PianoAccStaccatoLow

PianoBossa

PianoAcc1

PianoAcc2

PianoAcc3

PianoAcc4

PianoGospel

Page 2

PianoBalladKing

Piano6/8

PianoArpeggio1

PianoArpeggio2

PianoArpShuffle

3/4PianoArp1

3/4PianoArp2

PianoLatinRock

PianoArpDown

PianoArpUp

Page 3

PianoRhythm1/8

PianoRhythm1/8T

PianoAccomp1

PianoAccomp2

PianoAccomp3

PianoAccomp4

PianoAccomp5

PianoAccomp6

PianoSalsa1

PianoSalsa2

Page 4

PianoUpBeat1

PianoUpBeat2

PnoGliss.DownWhite

PnoGliss.DownBlack

PnoGliss.UpWhite

PnoGliss.UpBlack

HonkyEnd
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Acoustic Guitar

Page 1

BeatStrum1

BeatStrum2

BeatStrum3

BeatStrum4

ContemporaryStrum

BalladArpeggio1

BalladArpeggio2

BalladStrum1

BalladStrum2

LatinStrum

Page 2

CountryStrum1

CountryStrum2

CountryStrum3

CountryStrum4

CountryStrum16Beat

CountryStrumShuffle

CountryArpeggio3/41

CountryArpeggio3/42

BallroomArpeggio3/4

BallroomStrum3/4

Page 3

SteelGtrStrum1

SteelGtrStrum2

SteelGtrStrum3

SteelGtrStrum4

SteelGtrStrum5

SteelGtrStrum6

SteelGtrStrum7

SteelGtrStrum8

SteelGtrStrum9

SteelGtrStrum10

Page 4

SteelGtrStrum11

SteelGtrStrum12

SteelGtrMute1

SteelGtrMute2

3/4SteelGtrStrum

SteelGtrArp1

SteelGtrArp2

SteelGtrArp3

SteelGtrArp4

6/8SteelGtrArp

Page 5

NylonGtrStrum1

NylonGtrStrum2

NylonGtrStrum3

NylonGtrStrum4

NylonGtrStrum5

NylonGtrStrum6

NylonGtrStrum7

SteelGtrPick1

SteelGtrPick2

SteelGtrCountry

Page 6

NylonGtrArp1

NylonGtrArp2

NylonGtrArp3

3/4NylonGtrArp

Electric Guitar

Page 1

ElectricGtrStrum

ElectricGtrShuffle1

ElectricGtrShuffle2

ElectricGtrUpBeat1

ElectricGtrUpBeat2

ElectricGtrArp

6/4ElectricGtrArp1

6/4ElectricGtrArp2

6/8ElectricGtrArp1

6/8ElectricGtrArp2

Page 2

ElectricGtr5th

CountryGtr1

CountryGtr2

3/4CountryGtr1

3/4CountryGtr2

ElectricGtrMute

ElectricGtrMute8th

ElectricGtrFunk

ElectricGtrFunkWah

DistortionMuteGtr

Page 3

ElectricGtrWah1

ElectricGtrWah2
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Orchestral

Page 1

Strings1

Strings2

Strings3

Strings4

Strings5

Strings6

Strings7

Orch.SnareRoll

Orch.Snare

Orch.Tutti

Page 2

Orch.Cymbal

Timpani1

Timpani2

Timpani3

Timpani4

TimpaniRoll1

TimpaniRoll2

ViolinSolo

BrassFall

BrassUp

Page 3

FrenchHorns1

FrenchHorns2

5thIntro

Spring

Toccata

Orch.End1

Orch.End2

Orch.End3

Orch.End4

Orch.Hit

Page 4

Orch.Harp1

Orch.Harp2

Orch.Harp3

Orch.Harp4

Orch.Harp5

Cinematic

Page 1

CinematicImpact1

CinematicImpact2

CinematicImpact3

CinematicImpact04

CinematicImpact05

CinematicImpact06

CinematicImpact07

CinematicImpact08

CinematicImpact09

CinematicImpact10

Page 2

CinematicBang01

CinematicBang02

CinematicBang03

CinematicBang04

CinematicBang05

CinematicBang06

CinematicBang07

CinematicBang08

CinematicBang09

CinematicBang10

Page 3

AtmosMelody1

AtmosMelody2

AtmosMelody3

AtmosMelody4

AtmosMelody5

AtmosMelody6

AtmosMelody7

AtmosMelody8

AtmosMelody9

AtmosMelody10
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Page 4

AtomSeq1

AtomSeq2

AtomSeq3

AtomSeq4

AtomSeq5

AtomSeq6

AtomSeq7

AtmosLead

Dreaming100BPM

FlyingSaucer

Page 5

Horror1

Horror2

Horror3

Horror4

Horror5

Horror6

Horror7

BangIndustry1

BangIndustry2

BangMetal

Synth

Page 1

BigSweep

DarkStack

DistGhost

DoubleSynth

Leadspace

Modulead

NextDance

RudeOct

SquarePulse

StrumPluck

Page 2

SummitPulse

SynthPianoid

ThinPulSeq

TranceFilter

TriangleNoise

SqSynth1

SqSynth2

SqSynth3

SqSynth4

SqSynth5

Page 3

SynthPAD1

SynthPAD2

SynthPAD3

SynthPAD4

SynthPAD5

SynthPAD6

SynthPAD7

ArpeggioTriangle1

ArpeggioTriangle2

OneNoteArpeggiator

Page 4

BassArpeggiator1

BassArpeggiator2

BassOneNoteUpBeat

BassOneNoteMassive1Bar

PercussiveChords1

Vintage1

Vintage2

S&HChords1

S&HChords2

ChordDanceSyn

Page 5

SynthRhythm1

SynthRhythm2

SynthRhythm3

SynthRhythm4

LeadArpeggio

SoloArpeggio1

SoloArpeggio2

SynthFilter1

SynthFilter2

SineArpeggiator

Page 6

FatUpBeat

PadUpBeat

ResoUpBeat

SynthUpBeat

DarkPad

BassDigiFilter1

BassDigiFilter2

PannedSynth

ResoRhythm

MatrixPad
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Page 7

80’sSequence

5/16Synth

ElectroSequence

VintageSweep

Drum Hit

Page 1

Kick1

Kick2

Kick3

Kick4

Snare1

Snare2

Snare3

Snare4

SnareRoll

Rimshot

Page 2

Brush1

Brush2

Brush3

Brush4

Sticks

Tom1

Tom2

Tom3

Tom4

Tom5

Page 3

Hi-Hat1

Hi-Hat2

Hi-Hat3

Crash1

Crash2

Ride1

Ride2

RideBell

Splash

China

Page 4

ReverseCymbal

DanceKick1

DanceKick2

DanceSnare1

DanceSnare2

AnalogKick

AnalogSnare

AnalogTom1

AnalogTom2

AnalogTom3

Page 5

AnalogHi-Hat1

AnalogHi-Hat2

AnalogCrash

AnalogCowbell

AnalogTambourine

Metronome
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Percussion Hit

Page 1

TimbaleHi

TimbaleLow

TimbaleRim1

TimbaleRim2

Triangle1

Triangle2

WhistleLatin1

WhistleLatin2

Agogo1

Agogo2

Page 2

Windchimes1

Windchimes2

Windchimes3

Castanet1

Castanet2

CongaHi

CongaLow

CongaMute

CongaSlap

Cowbell

Page 3

TambourineAcc.1

TambourineAcc.2

TambourineOpen

TambourinePush

Cuica1

Cuica2

JingleBell

GuiroLong

GuiroShort

VibraSlap

Page 4

OpenBells

RainStick

Ethnic Hit

Page 1

Baya1

Baya2

Darbuka1

Darbuka2

Darbuka3

Darbuka4

Darbuka5

Darbuka6

Darbuka7

Darbuka8

Page 2

Bendir1

Bendir2

Bendir3

Bendir4

ChinaGong

Davul

Dumbek1

Dumbek2

Dumbek3

Dumbek4

Page 3

DoufRimAk

Kup1

Kup2

Kup3

Kup4

Hollo1

Hollo2

Ramazan1

Ramazan2

Ramazan3
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Page 4

DragonGong

RekDomAk

Sagat1

Sagat2

Tef1

Tef2

Tef3

Tef4

Tef5

Tef6

Page 5

Rik1

Rik2

Rik3

SFX

Page 1

Aah!

Alarm

Applause

Birds1

Birds2

Bubble

CarCrash

CarEngine

CarPass

CarStop

Page 2

Cat

ChurchBell

Circus1

Circus2

Circus3

ClockSet

Countdown

Crickets

DistortionSlide1

DistortionSlide2

Page 3

Dog

DoorCreak

DoorSlam

Drink1

Drink2

Drink3

Drink4

Explosion

Footsteps1

Footsteps2

Page 4

GingleBells

GunShot

HeartBeat

Helicopter

HitIt!

Honk1

Honk2

HorseGallop

JetPlane

LaserGun

Page 5

Laughing

Lion

Lullaby1

Lullaby2

MachineGun1

MachineGun2

Military1

Military2

Military3

Military4

Page 6

3/4Metronome

4/4Metronome

4/4PreCount

4/4PreCountDouble

3/4PreCount

Quiz1

Quiz2

Quiz3

Quiz4

Quiz5



Pads |1595

Page 7

PhoneRing

Punch

River

Scratch1

Scratch2

Scratch3

Scratch4

Scratch5

Scratch6

SawCut

Page 8

Storm

Scream

Seashore

Ship

Siren1

Siren2

Siren3

Stadium

Starship

Thunder

Page 9

TalkShow1

TalkShow2

TalkShow3

TalkShow4

TalkShow5

Train

Uuh!

VacuumCleaner

Whistle1

Whistle2

Page 10

Wind

Yeah!1

Yeah!2
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Chord Sequences
This list shows the Factory Chord Sequences as they appear in the Chord 
Sequence Select window.

Pop & Dance

Page 1

70’sDisco

70’sPop

70’sRemix

90’sDance

BecausePop

BrotherDance

ChaChaRemix

CowboyDance

DanceRevival

EDMHappyHour

Page 2

EDMReggaeton

EuroTrance

ForeverGreen

GangnamDance

HeyDance

HotelCalifornia

HouseClass

LoveDisco

MeneaterPop

NUDisco

Page 3

PachelbelCanon

PartyAnthem

PhillyDisco

ReleaseMyDance

RevelationDance

SoulFamilyPop

SpanishRemix

SteelBallad

SynthBeat

TrapDance

Page 4

TritonePop

Jazz

Page 1

ANightInTunisia

AfroBlue

AllOfMe

AllTheThingsYouAre

AloneTogether

AsTimeGoesBy

AutumnLeaves

Billie’sBounce

BlackOrpheus

BlueBossa

Page 2

BodyAndSoul

ButNotForMe

Bye,Bye,Blackbird

Cherokee

Confirmation

Doxy

FlyMeToTheMoon

Footprints

Four

HaveYouMetMissJones

Page 3

HowHighTheMoon

IHearARhapsody

ILoveYou

IRememberYou

I’llRememberApril

I’mOldFashioned

IfIWereABell

InAMellowTone

InASentimentalMood

ItCouldHappenToYou

Page 4

JustFriends

Misty

MyFunnyValentine

NightAndDay

Oleo

OnGreenDolphinStreet

Recordame

SatinDoll

ScrappleFromApple

Solar

Page 5

St.Thomas

StellaByStarlight

Summertime

TakeTheATrain
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TheDaysOfWineAnd
Roses

ThereIsNoGreaterLove

ThereWillNeverBe
AnotherYou

UpJumpedSpring

WhatADiff’renceADayMade

WhatIsThisThingCalled
Love

Page 6

Yesterdays

Latin

Page 1

500MilesHigh

AguaDeBeber

Amapola

Amor

BesameMucho

CallMe

CastYourFate

CherryPink

Frenesi

Guantanamera

Page 2

HowInsensitive

It’sImpossible

KillerJoe

LaBamba

Libertango

LuckySouthern

Meditation

More

OBarquinho

OneNoteSamba

Page 3

Perfidia

St.Thomas

TicoTico

Triste

Wave

Blues

Page 1

127thClassic

12MajClassic1

12MajClassic2

12MajClassic3

12MajEndCliche1

12MajEndCliche2

12MajFastBlues

12MajTurnaround

12MajChromatic

12MajSecondaryFifth

Page 2

12MajTension9th

12MajTension13th

12MinClassic1

12MinClassic2

12MinClassic3

12MinPopBlues1

12MinPopBlues2

12PowerChords

167thClassic

16MajPopBlues

Page 3

16MajCadence

16MajEndCliche

16MajRock’n’Roll

16MinPopBlues

24MajFastBlues1

24MajFastBlues2

4 Bars Easy

Page 1

Love‘50

Love‘60

PopOrWithout

Wannabe

‘80toEDM

Alejandro

CommonLove

StepLower

StepUpper

AscendingMaj

Page 2

AscendingMin

Andalusian

MostlyMinor

GetDorian

ModeChange

Bailando

Hero’sEnergy

EmotionalMetal

4 Bars Complex

Page 1

JazzyLove

DiminishedLove

Isn’tSheLovely

InTheAirTonight

EmotionalFifth

ForeverGreen

SixthCliche

AugmentedCliche
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SlashCliche

Interlude

AscentSlashMaj

DescentSlashMaj

DescentSlashMin

4 Bars 3 Chords

Page 1

3ChordTrick1

3ChordTrick2

3ChordTrick3

SunnyChordTrick

I-vi-V

ii-V-I

TritoneSubstitution

Alabama

StairwayDown

Tacata

Page 2

JazzyTension

Suspended

Smooth‘70

Dance‘80

EDMDrama

MetalDrama

ProudAndSad

ReggaeOrRock

2 Bars 2 Chords

Page 1

I-IVMajor

i-ivMinor

i-IVDorian

I-VMajor

I-viMajor

i-VIMinor

V-iMinor

DJMajority

Serenity

JazzyJump

Page 2

SoTasty

SemitoneMode

SuspensionBounce

Circles

Page 1

DiatonicMajor

DiatonicMinor

ModulatingFifths

AscendingChromatic

FallingDominants

JazzyModulations

JazzyTrip

EndingFourths

EndingFifths

ToneModulations

Page 2

4KeysTour

TechnoMinor
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Recognized chords
The following diagrams show the main recognized chords, when the selected 
Chord Recognition mode is Fingered 3-Notes.
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2-note

T

T

T

T

3-note

T

T

T T

T

Major
2-note4-note

T

T

Major 6th

3-note

T

4-note

T

T

Major 7th
2-note

T

T= constituent notes of the chord = can be used as tension

3-note

T

T

Sus 4
2-note 3-note

Sus 2

3-note

T T

T T

2-note

T T

T

4-note

T T

TT T

Dominant 7th

4-note

T

T

Dominant 7th Sus 4
3-note

T

T

3-note
Flat 5th

4-note

T

T

Major 7th Sus 4

T

4-note
Major 7th  5

T T

T T

4-note
Dominant 7th  5
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T= constituent notes of the chord = can be used as tension

4-note

T T

Minor 7th
3-note

T

4-note

T T

Minor-Major 7th
3-note

T

3-note

T

T

Diminished
4-note

Diminished 7th
4-note

T T

Diminished Major 7th

4-note

T T T

Minor 7th  5

3-note

T

T

Augmented
4-note

TT T

T

Augmented 7th
4-note

TT T

T

Augmented Major 7th

No 3rd, no 5thNo 3rd
1-note2-note

3-note

T T

Minor
2-note

T

4-note

T T

Minor 6th
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Connecting an 
external display

You can connect Pa5X to a TV or video monitor, to read lyrics and chords with your 
fellow musicians or the audience.

Use the VIDEO > HDMI connector to connect Pa5X to a TV set or video monitor. 
Please use a certified HDMI cable.

Depending on the type of video monitor to be connected, you will have to choose 
a different cable. You can buy the needed cables at a store that sells television 
equipment.

Monitor Connector Cable

HDMI HDMI-to-HDMI

DVI HDMI-to-DVI

VGA HDMI-to-VGA

Adapters from HDMI to older connector types (like SCART or Video Composite) 
do exist, but their compatibility with Pa5X can’t be guaranteed.
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  ▪ Go to the Video Out page

1 If it is off, turn the instrument on.

2 Go to the Settings > Menu > Audio/Video > Video Out page.

  ▪ Check if the monitor is recognized

 > When the monitor is recognized, its name appears in the Monitor line. If it 
doesn’t appear, check the connections.

  ▪ Choose the synchronization option

In case the instrument and the external video monitor can’t automatically choose 
the correct synchronization option, you can do it manually.

 > Use the Sync parameter to choose one of the synchronization options. Choose 
the one that works the best with your monitor.

The chosen option will remain memorized. If you connect a different monitor, you 
may need to repeat the synchronization procedure described above.

  ▪ Turn the external monitor on

 > Turn the video monitor on, and tune it on the correct AV input.
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  ▪ Set the colors

 > In the same page, use the Colors menu to choose the preferred set of colors 
for the lyrics and the background.

Colors Meaning

1...5 Colorset.Trythemtofindtheoneyoufeelmostcomfortablewith.

  ▪ Choose what to display

 > In the same page, use the Mode menu to choose what to show in the video 
monitor.

Mode Meaning

Lyrics OnlyLyricsandChords(ifany)areshownintheexternaldisplay.(Thisisthe
defaultoptionatstartup.)

DisplayMirror Theinternaldisplayisduplicated(‘mirrored’)totheexternaldisplay.
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Assembling the music 
stand

Follow these instructions to assemble the supplied music stand.

Assembling the music stand without 
the amplification bar installed
1 Insert the music stand into the dedicated guide on the back of Pa5X, as shown 
in the illustration.

2 Freely adjust the music stand, by sliding it to the left or the right of the stan-
dard central position.
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Assembling the music stand with the 
amplification bar installed
 > When the (optional) PaAS amplification system is installed, make the music 

stand rest over the nylon supports in front of the PaAS, as shown in the illustra-
tion.
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Replacing the clock 
battery

You can replace the clock backup battery with a standard lithium battery (model 
CR2032). You can buy the needed battery at a store that sells computer or elec-
tronics components. Do not use replacements other than the one indicated, or you 
risk to damage the instrument!

WARNING: KEEP OUT OF REACH OF CHILDREN. Battery ingestion can cause se-
vere internal burns in just two hours. If you think batteries might have been swal-
lowed or placed inside any part of the body, seek immediate medical attention.

Precautions
 > Installation of the battery is done at the user’s own risk. KORG will assume 

no responsibility for any data loss, damage or injury resulting from its improper 
installation or use.

 > Be sure to disconnect the instrument from the AC plug, before opening it.

 > To prevent your body’s static electricity from damaging the board’s compo-
nents, touch an unpainted metallic component before proceeding with the instal-
lation.
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Installation
For installation, you will need a cross-point screwdriver (not supplied).

1 Disconnect the instrument from the AC power.

2 From the back of the instrument, use a cross-point screwdriver to unscrew 
the fixing screw (a).

ⓑ
ⓐ

3 Remove the cover (b) of the expansion slot by making it rotate from the top, 
and keep it apart.

ⓑ
ⓐ
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4 By pulling the attached tab (c), remove the exhausted battery (d) from the 
battery slot, being very careful not to let it fall inside the instrument. If the tab is 
not present, use your fingernail to slightly lift and extract the battery.

ⓒⓓ

5 Insert the new battery (e) into the empty battery slot, being sure the positive 
(+) side is facing up. Be very careful not to let it fall inside the instrument.

ⓔ
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6 Replace the cover (b) to the original position, making the plastic flaps in its 
lower side slip under the metal casing of the instrument, as shown in the illustra-
tion.

ⓑ

7 Rotate the cover (b) of the expansion slot so that its upper side fit the back 
of the instrument.

ⓑ
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8 Attach the cover to the back of the instrument by fastening the fixing screw 
(a) with the cross-point screwdriver.

ⓐ

9 When the installation is finished, connect the power cord, and switch the in-
strument on again.

10 Go to the Settings > Menu > General Controls > Clock & Power page, and 
set the date and time.
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Installing a microSD 
card

To expand the available onboard storage memory, you can install an (optional)  
microSD card. The card can be installed by the user. Do not use types of cards 
other than the one indicated (microSD), or you risk to damage the instrument!

You can use both slots, but we recommend to prefer the upper one for storing your 
data, since it is a high-speed slot.

The card must be in the FAT32 format. You can format it on a personal computer. 
On a Mac, use Disk Utility. In Windows, you can format a 32GB card (or smaller) 
with the internal utilities; for larger cards, you can use the third-party FAT32 
Format utility.

Precautions
 > Installation of the microSD card is done at the user’s own risk. KORG will as-

sume no responsibility for any data loss, damage or injury resulting from its im-
proper installation or use.

 > Be sure to disconnect the instrument from the AC plug, before opening it.

CAUTION: Removing or inserting the microSD card while the instrument is con-
nected to the AC plug may damage the instrument and the card!

 > To prevent your body’s static electricity from damaging the board’s compo-
nents, touch an unpainted metallic component before proceeding with the instal-
lation.
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Installation
For installation, you will need a cross-point screwdriver (not supplied).

1 Disconnect the instrument from the AC plug.

2 From the back of the instrument, use a cross-point screwdriver to unscrew 
the fixing screw (a).

ⓑ
ⓐ

3 Remove the cover (b) of the expansion slot by making it rotate from the top, 
and keep it apart.

ⓑ
ⓐ
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4 If a card is already inserted in one of the slots, remove it. Push on the upper 
(c) or lower (d) microSD card already installed in the slot to unlock it, and remove 
it, being very careful not to let it fall inside the instrument. Note: The upper slot 
(c) is high-speed, while the lower one (d) is normal speed.

ⓒ

ⓓ

5 Insert the microSD card (c) or (d) into the empty card slot, being sure the con-
nector side is facing down and toward the instrument. Gently push the card, until 
you hear a click sound meaning it is properly inserted. Warning: Be sure to insert 
the card correctly, or it may slip inside the instrument!

ⓒ

ⓓ
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6 Replace the cover (b) to the original position, making the plastic flaps in its 
lower side slip under the metal casing of the instrument, as shown in the illustra-
tion.

ⓑ

7 Rotate the cover (b) of the expansion slot so that its upper side fit the back 
of the instrument.

ⓑ
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8 Attach the cover to the back of the instrument by fastening the fixing screw 
(a) with the cross-point screwdriver.

ⓐ

9 When the installation is finished, connect the power cord, and switch the in-
strument on again.

10 Access the microSD card as any other external storage device among the 
Drives.
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Shortcuts

 Shift functions
You can keep the SHIFT button pressed, and press another button on the control 
panel to directly jump to an edit page or dialog box.

Shift + Functions

Lists

ScrollbarArrows Whenalistisshown:GoestoNext/Previousalphabeticalsectionofthe
currentlyselectedcolumn.

Players

Reset/Tap Panic;stopsallnotesplaying,andresetsallcontrollers.

Play/Stop 
(Player1or2)

SyncStartorStopofeitherPlayers.

Fade Selects theFade In/OutTimeparameter in theSettings>General
Controls>Basicpage.

StyleElementbuttons SelectstheFillModeintheHome>StyleControls>FillModepage.

Keyboard and Pads

Ensemble Selects the Ensemble Type parameter in the Home > Keyboard/
Ensemble>Ensemblepage.

Pad(any) SelectstheHome>Pads>Padspage.

Settings

TempoLock SelectstheSettings>GeneralControls>Lockpage.

Player>StyleSelect
button

SelectstheSettings>Preferences>Stylepage.

AutoFill

ChordScanbuttons

Memory

Player>SongSelect
button

SelectstheSettings>Preferences>Songpage.

File SelectstheSettings>Preferences>Filespage.

Transpose

Transpose(either) Opens the Master Transpose dialog (same parameters as in the
Settings>Tuning>TransposeControlpage).
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Shift + Functions

Controllers

AssignableSwitch
(any)

SelectstheHome>Switches>Switchespage.

Controlbutton(any) SelectstheSettings>Controllers>Sliders/Buttonspage.

ControlUserMode

Slider ProportionallychangesthevolumeleveloftheSounds/tracksofthe
sametype(alltheUpperSounds,alltheSongtracks…).

Lyrics

Display LoadaTXTfile.

Sampling

Dial,Up/Down ScrollsthroughthelistofSamplesorMultisamplesinmemory.
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Long keypress
You can keep a button pressed for about one second to directly jump to an edit 
page or dialog box.

Long keypress Functions

KeyboardSetLibrary
buttons(Categories)

OpenstheSaveKeyboardSetdialog.

KeyboardSetLibrary
buttons(Favorite)

OpenstheSettings>Menu>Controllers>KeyboardSetFavorites
page.

KeyboardSetbuttons
(undertheX-FADER)

OpenstheSaveKeyboardSettoStyledialog(withaUserStylese-
lected).

MySetting OpenstheSaveMySettingdialog.

Book OpenstheSaveSongBookEntrydialog.

Reset values
The following shortcuts recall the original or default values.

Style Play mode

Tempo+/–(together) RecallstheoriginalTempooftheStyleorSong.

Transpose#/b(together) SettheMasterTransposeto0.

UpperOctave+/-(together) SettheUpperOctavetotheoriginalsetting.
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Troubleshooting
In case of problems, please check the following list to find a solution.

Problem Solution

General problems

Powerdoesnotturnon Makesurethat(1)thepowercableispluggedintotheoutlet,
(2)thecableispluggedintotheconnectoronthebackofthe
instrument,(3)andisnotdamaged,(4)therearenoproblems
withthemains.

IsthePOWERindicatorturnedon?

Ifthepowerstilldoesnotturnon,contactyourdealerorthe
nearestKORGServiceCenter.

Powerdoesnotturnoff PressthePOWERbuttonagainandkeepitpressedforafew
seconds.Attheend,thebutton’sindicatorwillturnoff,andthe
instrumentwillbesettostandby.

Nosound IstheMASTERVOLUMEslidersettoapositionotherthan‘0’?

IsajackinsertedintotheHEADPHONESconnector?Unplugit.

Checktheconnectionstoyourampormixer.

Makesurethatallthecomponentsoftheamplifyingsystem
areturnedon.

IstheLocalControlparametersettooff(intheSettings>MIDI
>GeneralControlspage)?Turniton.

IstheAttackparametervalueoftheselectedSoundtoohigh?
Setittoalowervalue,toletthesoundstartfaster.IstheVolume
parametertoolow?Setittoahighervalue.

Lowestnotearenotplayed WhentheSPLITindicatoristurnedon,thekeyboardisdivided
intoaLowerpart(lowernotes,belowthesplitpoint)andan
Upperpart(highernotes,abovethesplitpoint).IstheLower
partmuted?Unmuteit(intheHome>Keyspane).

Wrongsounds DotheUserbankscontainmodifieddata?Loadtheappropriate
datafortheSongortheStyleyouwishtoplay.

HasoneoftheUserDrumKitsbeenreplaced?Loadtheap-
propriateDrumKits.

HavetheStylesorKeyboardSetsbeenreplaced?Loadtheap-
propriatedata.

Sounddoesnotstop KeeptheSHIFTbuttonpressed,andpresstheRESET/TAPbut-
tontosendaPanicmessage,andturnallnotesoff.

MakesurethattheDamperpedalcalibrationiscorrectlyset.
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Problem Solution

TheselectedStyleorSong
cannotstart

MakesurethattheClockparameterissettoInternal(inthe
Settings>MIDI>GeneralControlspage).Ifyouareusingthe
MIDIClockofanotherdevice(likeasequencer),youmustset
theMIDIClockparametertoMIDIorUSB,andmakesurethat
theexternaldevicetransmitsMIDIClockdata.

DoesnotrespondtoMIDI
messages

MakesurethattheMIDIorUSBcableisconnectedcorrectly.

MakesurethattheexternaldeviceistransmittingthroughMIDI
channelsenabledtoreceiveinPa5X.

MakesurethattheMIDIINFiltersdonotpreventthereception
ofmessages.

Percussiveinstrumentsare
notplayedcorrectly

MakesurethattheDrumtrackissettoDrummode(intheHome
>TrackControl>Modepage)andtheexternaldevicehasnot
transpositionapplied.

Abackgroundnoisecan
beheardafterselectinga
KeyboardSet,StyleorSong

Check iftheselectedKeyboardSet,StyleorSongdidrecall
theeffect‘StereoAnalogRecord’,simulatingthenoiseofaold
vinylrecording.

File related problems

Cannotformatadevice CheckiftheUSBcableiscorrectlyconnected.

CheckiftheUSBdeviceiscorrectlypowered.

Checkifthedeviceisinsertedcorrectly.

Checkifthedriveorcardisprotected.Unprotectit.

Cannotsavedatatoadevice Checkifthedeviceiscorrectlyformatted.

Checkifthedeviceisinsertedcorrectly.

Checkifthedriveorcardisprotected.Unprotectit.

Cannotloaddatafroma
device

Checkifthedeviceisinsertedcorrectly.

CheckifthedevicecontainsdatacompatiblewithPa5X.

Themessage‘OverCurrent
ConditionDetectedonUSB
port:pleaseremovetheUSB
media’appearsinthedisplay

TheUSBdeviceisprobablydefective,duetoashortcircuit,and
cannotbeused.
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Specifications
KORG Pa5X Features

Keyboard Pa5X-61:61keys(C2–C7)Semi–weightedkeyswithAftertouch

Pa5X-76:76keys(E1–G7)Semi–weightedkeyswithAftertouch

Pa5X-88:88keys(A0–C8)HammeractionwithAftertouch

Case Aluminumcasewithwoodensidepanels

Display 8”WidecapacitivecolorTouchView™TFTdisplay,800x480resolution

OperatingSystem UpgradableOperatingSystem

SoundGenerator EDS-X(EnhancedDefinitionSynthesis-eXpanded)

Multimodefilterswithresonance,3-bandEQforeachtrack

Polyphony 160Voices,160Oscillators

Effects KeyboardTracks:3InsertEffect;3MasterEffects

Style/Song:10InsertEffects;3MasterEffects

FinalMasteringEffects:Waves|MaxxAudio®Suite

MicProcessor MicProcessorTechnologybyShiftAudio

MicSetup:Compressor,EQ,Gate

Four-partHarmonizer,Doubler,Filter,Mod,Delay,Reverb,AutoPitch

GuitarProcessor Guitarrack(4effect-slots)withstompboxandampsimulation

Sounds/DrumKits Factory:Morethan2,200FactorySounds

FivemultilayerStereoAcousticPianoswithDamper/BodyResonance,
GM/XGSoundSets,morethan130DrumKitsincludingAmbientDrums
andRoundRobin-basedDrumKits

UserArea:768Sounds,384DrumKits

Digital Drawbars: 9 Footages, Percussion, Key On/Off, Leakage,
Vibrato/Chorus,RotarySpeakerwithAmpSimulator

NaturalAmbienceDrumSounds,RoundRobinfeatures

DefinedNuanceControl(DNC)Technology

QuickandFullSoundEditing,DrumFamilyandFullDrumKitEditing

Sampling UserPCMSamplememory:4GBofdata,equivalentto8GBlinearwhen
compressed

LoadsKORG,WAV,AIFFandSoundFont™formats

SavesKORG,WAVandAIFFformats

FullEdit,TimeSlice,Samplingfeatures
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KORG Pa5X Features

KeyboardSets Factory:Morethan500FactoryKeyboardSets,freelyprogrammable

CombinesfourKeyboardSounds,plusEffectsandsettings

Libraryaccessiblefromfront-panelbuttons

“MySetting”specialKeyboardSet

Players PatentedXDSCrossfadeDualPlayerwithX-FaderBalancecontrol

CrossfadingbetweenSongsand/orStyles

Styles Factory:Morethan600FactoryStyles,freelyprogrammable

EightStyleTracks,4KeyboardSetsand4PadsperStyle;Programmable
Sounds,EffectsandStyleparameters

GuitarMode2,ParallelandFixedNTT(NoteTranspositionTable)

StyleRecordandEdit

StyleElements:3Intros,4Variations,4Fills,1Break,3Endings

StyleControls:Play/Stop,SynchroStart,SynchroStop,TapTempo/
Reset,AutoFill,Memory,BassInversion,ManualBass,Bass&Lower
Backing,Drum&Bass,IndividualStyleTracksMute,StyletoKeyboard
Set

ChordSequencer Factory:Morethan200ChordSequences

ChordSequenceRecorder/Player

ChordSequencescanbesavedtoStyleandSongBookEntries

Songs PatentedXDSCrossfadeDualPlayerwithX-FaderBalancecontrol

Supportedformats:MID,KAR,MP3+Lyrics,MP3+G

Lyrics,Score,andChorddatacanbedisplayedonscreen,oronexternal
videomonitor

MarkerswithAdd,Delete,Edit,LoopandAutoScrollfunctions

Jukeboxfunction

Full-featured,16-trackSequencer,SongEdit

MP3Player/
Recorder

DoubleMP3PlayerandMP3Recorder

RecordsMP3files,includingStyles,MIDISongs,MP3Songs,Keyboard
Sounds,Pads,Matrix,Microphone,Guitar,Effects

Transpose(+6/-5semitones),TempoChange(±30%)

VocalRemover

SongBook FullyprogrammablemusicdatabasebasedonStyles,MIDISongs(MID
andKARfiles),MP3SongswithArtistandGenretags

Filteringandsortingoptions

UserdefinableSetLists

Compatibility LegacyPa-Seriesmodels:Styles,KeyboardSets,Sounds,Songs,Pads
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KORG Pa5X Features

Pads Factory:Morethan400Pads

FourAssignablePads+StopButtons

PadRecordfunction

ControlSection 9AssignableSliders,9AssignableButtons,StripDisplay;4Preset+1
Usersettings

MatrixSection 16MatrixPads,4Presetbuttons

Style/SongControls Play/Stop,GoToStart,StyleSelect,SongSelect,Xfader,Tempo+/-,
TempoLock,TapTempo/Reset,SynchroStart,SynchroStop,FadeIn/
Out,ChordScan(Lower,Upper),ChordSequence,Memory,AutoFill

GeneralControls Master Volume, Octave Transpose, Master Transpose, Dial, Up/+,
Down/-,Joystick(Pitch+Modulation),Ribbon,3AssignableSwitches,
Search, Shift, Keyboard SoundsOn/Off, Split, Ensemble, Rec/Edit,
Menu,Exit

ScaleControls On-screenQuarterToneandArabicScale,memorizedintheKeyboard
Sets;Presetsassignabletoanybuttonorfootswitch

ControlInputs DamperPedal;supportshalf-pedalingwiththeoptionalKORGDS-1H
pedal

2AssignablePedal/Footswitch

AudioInputs Mic:MonowithGaincontrolandPhantomPower (ComboXLR,bal-
anced)

Guitar:MonowithGaincontrol(1/4”jack,unbalanced)

Line1:Left/Right(1/4”jacks,balanced)

Line2:Stereo(1/8”mini-jack,unbalanced)

AudioOutputs Line:MainLeft/Right,SeparateOuts1/2/3/4(1/4”jacks,balanced)

Headphones(1/4”jack)

VideoOutput HDMIconnector

MIDI IN,OUT,THRUstandardMIDIconnectors

USBtoMIDI,throughtheUSBDeviceport

16User-definableMIDIPresets

USB TypeA(Host3.0,forstoragedevicesandcontrollers):1front,2rear

TypeB(Device2.0,forpersonalcomputersandtablets):1rear

Storage InternalDrive:1GB

MicroSDCard(notincluded):Rear-panelslotwithplasticcover

USBFlashDrive(notincluded):CanbeconnectedtotheUSBHostports

Clock InternalSystemClock

PowerConsumption 100-240Volts,50/60Hz

<0.2Wattinstandby/20Wattnormal/45WattwithPaASinstalled
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KORG Pa5X Features

Dimensions 
(WxDxH) 
(withoutmusicstand,
displayfullylowered)

Pa5X-88:1,262.0x396.4x146.0mm/49.68”x15.60”x5.74”

Pa5X-76:1,233.1x374.3x126.8mm/48.54”x14.73”x4.99”

Pa5X-61:1,021.1x374.3x126.8mm/40.20”x14.73”x4.99”

PaAS(optional):980x180x140mm/38.58”x7.08”x5.51”

Weight Pa5X-88:20.1kg/44.31lbs

Pa5X-76:17.4kg/38.36lbs

Pa5X-61:15.1kg/33.29lbs

PaAS(optional):5.70kg/12.56lbs

Accessories ACPowerCable,MusicStand,QuickGuidemanual

Options PaASAmplificationSystem

ST-SV1-BKKeyboardStand

EXP-2FootController,XVP-10andXVP-20Expression/VolumePedals

DS-1HDamperPedal(supportshalf-pedaling)

PS-1PedalSwitch,PS-3PedalSwitch

VOXV860VolumePedal

Appearance and specifications are subject to change without notice due to con-
tinuous product development and improvement.

The terms HDMI and HDMI High-Definition Multimedia Interface, and the 
HDMI Logo are trademarks or registered trademarks of HDMI Licensing 
Administrator, Inc. in the United States and other countries.
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KORG Pa5X
OS Version 1.0 - July 01, 2022

Function Transmitted Recognized Remarks

BasicChannel Default 1–16 1–16 Memorized

Changed 1–16 1–16

Mode Default 3

Messages X X

Altered ****************

Note
Number:

0–127 0–127

TrueVoice **************** 0–127

Velocity NoteOn O9n,V=1–127 O9n,V=1–127

NoteOff O8n,V=0–127 O8n,V=0–127

AfterTouch Poly(Key) O O Playerdataonly *1

Mono(Channel) O O *1

PitchBend O O

Control
Change

0,32 O O BankSelect(MSB,LSB) *1

1,2 O O Modulations *1

6 O O DataEntryMSB *1

12,13 O O FXMIDIController1/2 *1

38 O O DataEntryLSB *1

7,10,11,16 O O Volume,Pan,Expression,Ribbon *1

91,93,94 O O A/BMasterFXSend(1,2,3) *1

64,66,67 O O Damper,Sostenuto,Soft *1

65,5 O O PortamentoOn/Off,PortamentoTime *1

71,72,73 O O HarmonicContent,EGtime(Release,Attack) *1

74,75 O O Brightness,DecayTime *1

76,77,78 O O VibratoRate,Depth,Delay *1

80,81,82 O O SoundController(1,2,3) *1

98,99 O O NRPN(LSB,MSB) *1,2

100,101 O O RPN(LSB,MSB) *1,3

120 O O AllSoundsOff *1

121 X O ResetAllControllers *1

Program
Change

O0–127 O0–127 *1

True# **************** 0–127

SystemExclusive O O *4

System
Common

SongPosition X X

SongSelect X X

Tune X X

System
RealTime

Clock O O *5

Commands O O *5

Aux
Messages

LocalOn/Off X X

AllNotesOff X O

ActiveSense O O

Reset X X

Notes *1:SentandreceivedwhenMIDIFiltersInandOutaresettoOffintheSettings.
*2:Drawbarssettings,Soundparameters,TrackEQ,SelectionofSongBookEntries,DrumKitFamilysettings.
*3:LSB,MSB=00,00:PitchBendrange,=01,00:FineTune,=02,00:CoarseTune.
*4:IncludesInquiry,MasterVolumeandTransposemessages,FXsettings,QuarterTonesettings.GMModeOn.
*5:TransmittedonlywhentheClockSendparameter(intheSettings)issettoon.

Mode1:OMNION,POLY Mode2:OMNION,MONO O:Yes

Mode3:OMNIOFF,POLY Mode4:OMNIOFF,MONO X:No
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IMPORTANT NOTICE TO CONSUMERS
This product has been manufactured accord-
ing to strict specifications and voltage re-
quirements that are applicable in the country 
in which it is intended that this product should 
be used. If you have purchased this product 
via the internet, through mail order, and/or 
via a telephone sale, you must verify that this 
product is intended to be used in the country 
in which you reside.
WARNING: Use of this product in any country 
other than that for which it is intended could 
be dangerous and could invalidate the manu-
facturer’s or distributor’s warranty.
Please also retain your receipt as proof of pur-
chase otherwise your product may be disquali-
fied from the manufacturer’s or distributor’s 
warranty.

NOTICE REGARDING DISPOSAL (EU ONLY)
If this symbol is shown on the product, 
manual, battery, or package, you must 
dispose of it in the correct manner to 
avoid harm to human health or dam-
age to the environment. Contact your 
local administrative body for details on 
the correct disposal method. If the bat-
tery contains heavy metals in excess 
of the regulated amount, a chemical symbol is 
displayed below the symbol on the battery or 
battery package.

In case of electromagnetic radiations a tem-
porary deterioration of the quality of audio 
performances may occur. A deterioration that 
might arise can be a sound signal emitted. 
This will stop when the electromagnetic dis-
turbance ceases.

THE FCC REGULATION WARNING (FOR USA)
This equipment has been tested and found 
to comply with the limits for a Class B digital 
device, pursuant to Part 15 of the FCC Rules. 
These limits are designed to provide reason-
able protection against harmful interference 
in a residential installation. This equipment 
generates, uses, and can radiate radio fre-
quency energy and, if not installed and used in 
accordance with the instructions, may cause 
harmful interference to radio communica-
tions. However, there is no guarantee that in-
terference will not occur in a particular instal-
lation. If this equipment does cause harmful 
interference to radio or television reception, 
which can be determined by turning the equip-
ment off and on, the user is encouraged to try 
to correct the interference by one or more of 
the following measures:
• Reorient or relocate the receiving antenna. 
• Increase the separation between the equip-
ment and receiver. 
• Connect the equipment into an outlet on a 
circuit different from that to which the receiv-
er is connected. 
• Consult the dealer or an experienced radio/
TV technician for help. 
If items such as cables are included with this 
equipment, you must use those included items.
Unauthorized changes or modification to this 
system can void the user’s authority to oper-
ate this equipment.

DECLARATION OF CONFORMITY (FOR USA)
Responsible Party: KORG USA INC.
Address: 316 SOUTH SERVICE ROAD, MELVILLE
Telephone: 1-631-390-6500
Equipment Type: Professional Arranger
Model: Pa5X
This device complies with Part 15 of FCC Rules. 
Operation is subject to the following two con-
ditions: (1) This device may not cause harmful 
interference, and (2) this device must accept 
any interference received, including interfer-
ence that may cause undesired operation.
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