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IMPORTANT SAFETY INSTRUCTIONS

WARNING — When using electrical products, basic precautions should be followed, including the following:

ot

Read all the instructions before using the
product.

Do not use this product near water — for
example, near a bathtub, washbowi, kitchen sink,
in a wet basement, or near a swimming pool, or
the like.

This product shouid be used only with the cart or
stand that is recommended by the manufacturer.

This product, either alone or in combination with
an amplifier and headphones or speakers, may
cause permanent hearing loss. Do not operate
for a long period of time at a high volume level or
at a level that is uncomfortable. If you experience
any hearing loss or ringing in the ears, you
should consult an audiologist.

The product should be located so that its location
or position does not interfere with its proper
ventilation.

The product should be located away from heat
sources such as radiators, heat registers, or
other products that produce heat.

The product should be connected to a power
supply of the type described in the operating
instructions or as marked on the product.

8. The power-supply cord of the product shouid be

unplugged from the outlet when left unused for a
long period of time.

9. Care shouid be taken so that objects do not fall

and liquids are not spilled into the enclosure
through openings.

10.The product should be serviced by qualified

personnel when:

A. The power-supply cord or the plug has been
damaged; or

B. Objects have fallen, or liquid has been spilled
into the product; or

C. The product has been exposed to rain; or

D. The product does not appear to operate
normally or exhibits a marked change in
performance; or

E. The product has been dropped, or the
~enclosure damaged.

11.Do not attempt to service the product beyond

that described in the user-maintenance
instructions. All other servicing should be
referred to qualified service personnel.

SAVE THESE INSTRUCTIONS

RISK OF ELECTRIC SHOCK
DO NOT OPEN

CAUTION: TO REDUCE THE RISK OF
ELECTRIC SHOCK DO NOT REMOVE
COVER (OR BACK). NO USER-SERVICEABLE
PARTS INSIDE. REFER SERVICING TO
QUALIFIED SERVICE PERSONNEL.




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

The exclamation point within an equilateral triangle is intended to alert the user
to the presence of important operating and maintenance (servicing) instructions
in the literature accompanying the product.

GROUNDING INSTRUCTIONS

This product must be grounded (earthed). If it should malfunction or breakdown,
grounding a path of least resistance for electric current to reduce the risk of
electric shock. This product is equipped with a cord having an
equipment-grounding conductor and a grounding plug. The plug must be
plugged into an appropriate outlet that is properly instalied and grounded in
accordance with the local codes and ordinances.

DANGER - Improper connection of the equipment-grounding conductor can
result in a risk of electric shock. Check with a qualified electrician or serviceman
if you are in doubt as to whether the product is properly grounded. Do not modify
the plug provided with the product — if it will not fit the outlet, have a proper outlet
fitted.

THE FCC REGULATION WARNING

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

* Reorientate the receiving antenna.
* Relocate the equipment with respect to the receiver.
* Move the equipment away from the receiver.

* Plug the equipment into a different outlet so that equipment and receiver are on different
branch circuits.

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

CANADA

THIS APPARATUS DOES NOT EXCEED THE “CLASS B" LIMITS FOR RADIO NOISE
EMISSIONS FROM DIGITAL APPARATUS SET OUT IN THE RADIO INTERFERENCE
REGULATION OF THE CANADIAN DEPARTMENT OF COMMUNICATIONS.

LE PRESENT APPAREIL NUMERIQUE N'EMET PAS DE BRUITS RADIOELECTRIQUES
DEPASSANT LES LIMITES APPLICABLES AUX APPAREILS NUMERIQUES DE LA
“CLASSE B" PRESCRITES DANS LE REGLEMENT SUR LE BROUILLAGE
RADIOELECTRIQUE EDICTE PAR LE MINISTERE DES COMMUNICATIONS DU CANADA.

Trademarks

MS-DOS is a registered trademark of Microsoft Corporation.
All trademarks or registered trademarks are the property of their respective holders.
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INTRODUCTION -

About this manual

INTRODUCTION

Congratulations and thank you for purchasing a Korg i2/i3! The i2/i3 rep-
resents a new concept in keyboards: the Interactive Music Workstation. It
has all of the integrated functions that can be found in Korg music work-
stations such as the M1 and 01/W. These functions include PCM sample
playback, the ability to create and store you own sounds, a built-in dual
digital effects processor and a 16-track sequencer that reads and writes
Standard MIDI Files. It also has a number of unique new features that al-
low you to easily create and perform music with interactive, realtime con-
trol.

This Player’s Guide shows you how to set up the instrument, and contains
anumber of tutorials that take you through all of the basic operations, step
by step. You should read this entire manual and follow all the tutorials to
get the most out of the i2/i3.

After familiarizing yourself with the i2/i3 using this guide, or if you re-
quire more information about any parameter or function, please see the
accompanying i2/i3 Reference Guide.

Instrument capabilities

The i2/i3 is a very powerful musical instrument with features designed to
meet the requirements of even the most demanding professional. It would
fill too many pages to list all the applications you can use it for, but here
are some of the most basic and useful:

*  Asastand-alone keyboard for playing various instrument sounds:
The i2/i3 synthesis engine and collection of sounds have their roots
in the award-winning 01/W family of Korg instruments, so even if
you just use the i2/43 for playing piano, strings, drums or other
sounds, you can be sure they will be of the highest quality.

*  Asa”backup band” for practicing: The i2/i3 is the perfect tool for
practicing and improvising—it never gets tired, and never com-
plains about repeating the same section of music over and over. Un-
like a tape recorder, you can change the tempo of the music without
affecting its pitch. Likewise, you can change the key of the music
without affecting its tempo.

*  Asasongwriting tool: Use the i2/i3 “music database” of styles and
arrangements to help spark ideas. Then build on those ideas with a
backing sequence. For straight-forward sequencing, there is also a
professional 16-track sequencer that can read and write standard
MIDI files.

¢  Asan interactive live performance instrument: The i2/i3 is a versa-
tile performance instrument which gives you everything you need
to create professional, musical performances. The ability of the i2/43
to control sequenced music in real time gives you more power and
flexibility than any musical instrument previously available.

iv
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Chapter overview

Chapter 1: Getting Started

This chapter helps you set up the i2/i3, and shows you some basic skills for
selecting programs, playing arrangements, and formatting disks. In addi-
tion, you can find front and rear panel illustrations here.

Chapter 2: Basic i2/i3 Concepts

This chapter explains many of the basic concepts behind how the i2/i3
works. This chapter covers some important terminology that will be used
throughout this manual.

Chapter 3: Getting Around

This chapter shows you how to use the front panel keys and LCD display
to communicate with the i2/43.

Chapter 4: Program Mode

This chapter discusses how the i2/43 programs are organized. Basic pro-
gram editing is also covered.

Chapter 5: Editing Programs

In this chapter, you will learn some basic skills for editing and creating
your own programs.

Chapter 6: Working With Drums

This chapter discusses the details of the i2/i3 drum programs and drum
kits. You will learn how to create your own drum Kkits.

Chapter 7: Song Mode

In this chapter, you will learn all the basics of using the i2/i3’s 16-track se-
quencer.

Chapter 8: Editing Arrangements

This chapter takes you through some basic techniques for getting the most
out of arrangements.

Chapter 9: Editing Styles

In this chapter, you will learn some techniques to get you started with cus-
tomizing and recording i2/i3 styles.

Chapter 10: Backing Sequences

This chapter gives you a brief overview of recording backing sequences,
with some advanced techniques to give you the most control of your mu-
sic.

Chapter 11: MIDI Applications

This chapter outlines some basic applications of using MIDI with the i243.
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Precautions

Location

Do not use the i2/i3 in the following locations:

o In direct sunlight

*  Locations of extreme temperature or humidity
. Excessively dusty or dirty locations

. Locations of excessive vibration

Power supply

Connect the AC power cable to an AC outlet of the correct voltage. Do not
connect it to an AC outlet of voltage other than for which your unit is in-
tended.

Interference with other electrical devices

This musical instrument contains a microcomputer. Radios and televi-
sions placed nearby may experience reception interference. Operate this
unit at a suitable distance from radios and televisions.

Handling

To avoid damage, do not apply excessive force to the switches or controls.

Care

If the exterior becomes dirty, wipe it with a clean, dry cloth. Do not use lig-
uid cleaners such as benzene or thinner, or cleaning compounds or flam-
mable polishes.

Keep the manuals

After reading the manuals, please keep them for later reference.

Keeping foreign matter out of your equipment

¢  Never set a cup, vase, or any other container with liquid in it on top
of this equipment. If liquid gets into the equipment, it could cause a
breakdown, fire, or electrical shock.

*  Be careful not to let metal objects get into the equipment. If some-
thing does slip into the equipment, turn off the power switch and
unplug the power cord from the wall outlet. Then contact your near-
est Korg dealer or the store where the equipment was purchased.

vi
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Front panel
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(1) MASTER VOLUME and OUTPUT MIXER sliders: These
sliders control the overall volume and the volume of
the backing tracks.

@ STYLE CARD slot: This slot lets you insert a ROM card
to add new styles to your i2/i3 repertoire.

® Mode keys: These keys select the current mode of
operation. The i2/i3 has eight modes.

(® DYNAMIC BACKING key: When this key is lit, the
backing tracks will follow your playing dynamics.

(® BASS INVERSION key: This key tells the i2/i3 to play
chords with an alternate bass note, such as C/G or
D/F#.

(® CURSOR POSITION keys: These keys let you move the
cursor to select parameters.

@ LCD display: This is your window for communication

with the i2/i3. It shows the values for on-screen
settings, as well as various messages about the status

of the i2/i3.
PAGE+/PAGE- keys: These keys select the next and
previous display pages.

Q

(@ COMPARE key: This allows you to switch back and
forth between data you are currently editing and the
original version stored in memory. It also lets you
undo most recording and editing operations.

Tempo LEDs: The tempo LEDs indicate the current
tempo by flashing, one after another, in time with the
beat. The downbeat of each measure is indicated by all
four LEDs flashing simultaneously.

@ VALUE controls: The TEMPO/VALUE dial and
DOWN/UP keys adjust the tempo in Arrangement Play
mode, and let you enter values for parameters in most
display pages.

(@ ARRANGEMENT/STYLE keys (DATA ENTRY keys):
These keys choose arrangements and styles by
number. You can also use them in combination with
the cursor keys (A-H) to type in numeric values
directly. In Song mode, use them to mute or solo
individual tracks.

(3 POWER switch: This switch turns the i2/i3 on and off.

Joystick: This is used for pitch-bending, adding
vibrato, and dynamically controlling the effects.

YO @ BB

@® CHORD SCANNING keys: These keys determine
which part of the keyboard the i2/i3 will scan to
determine chords for the backing tracks.

KEYBOARD ASSIGN keys: These set the “live
keyboard” configuration in Arrangement Play and
Backing Sequence modes.

@ CHORD HOLD key: This key tells the i2/i3 whether it
should hold the chords you play, even after you
release them. When this key is unlit, the bass and
accompaniment tracks will stop playing the moment
you release a chord. ‘

Style element keys: These keys select variations, fills,
intros, and endings in Arrangement Play and Backing
Sequence modes.

' TRANSPOSE and OCTAVE keys: Use these keys to

transpose the i2/i3 by semitones or octaves.

@ REC/WRITE key: This key prepares the i2/i3 to record
in Backing Sequence, Song, and Edit Style modes. It is
also used to save changes you make to an arrangement
O a user program.

@) START/STOP key: Press this key to start or stop

®

playback of an arrangement, style, backing sequence,
or song.

@ RESET key: Press this key to return a song to the
beginning, or to reset an arrangement or backing
sequence to its initial settings. You can also use it to
stop stuck notes.

@ TAP TEMPO: You can set the tempo in Arrangement
Play mode, Edit Style mode, Backing Sequence mode,
and Song mode by tapping this key in time with the
tempo you want.

@ TEMPO LOCK: This key lets you keep the tempo
constant when switching between styles or
arrangements that are set to different tempos.

@ SYNCRO START/STOP: This key tells the i2/i3 to start
(or stop) the moment you play (or release) a key in the
chord scanning range of the keyboard.

@ PROGRAM and program bank keys: Use these keys to
select programs in any mode.
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1 GETTING STARTED

1.1 Setting up the i2/i3

What’s in the box

The following items should be enclosed with your i2/i3. Make sure that
you have them all.

. Player’s Guide (what you're reading now)
. Reference Guide

*  i2/i3 data disk, IFD-00P

*  Power cable

. Music stand

It is a good idea to keep the packaging materials for when you want to
transport the i2/i3.

Connections

To hear the i2/43 in stereo, use both the L/MONO and R outputs.A Stereo
playback is highly recommended if your amplification system allows it. If
you must connect only one output, use the one marked L/MONO.

® ®

Stereo Amplifier

A, \-I

Damper Pedal

= .

Q| @ pmgmin

ea =l To AC Cutlet
—

[} -

EC5 External Controller

If you want to use headphones, plug them into the PHONES jack at the
front left edge of the instrument (next to the disk drive).
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Your audio system is as crucial to your sound as the instrument body is to
aviolin. A weak or distorted sound system can rob the i2/i3 of its inherent
high fidelity.

Connecting the EC5 External Controller

Connect the EC5’s REMOTE jack to the EC5 jack on the i2/i3 rear panel.

The optional EC5 External Controller can be programmed to perform
many functions. Use Page 3 of Global mode to set the functions of the EC5.
(See page 220 in the Reference Guide for more details.)

MIDI connections

Connnections will vary depending on the current mode of the i2/i3, as well
as how you want to use MIDI. See Chapter 11 for some basic applications
of MIDI and how to connect the cables.

Power-on procedure

When you have made all the necessary connections, press the power
switch to power on the i2/i3. (The power switch is located on the right side
of the front panel.) Then switch on your amplifier, powered monitor, etc.

The following screen will be displayed for a few seconds, after which Ar-
rangement Play mode will be selected. (If you are using the i2, its name
will be displayed in place of i3.)

KoRG 13

Interactive Music Workstation |

A B c
L I 1 1 1 1 | I

Power-off procedure
Press the power switch to power off the i2/3.

All programs, arrangements, and styles will be retained in memory while
the i2/i3 is powered off. Be aware, however, that all songs and backing se-
quences will be lost as soon as you switch off the i2/i3 power. Save this
data to disk before powering off.

Do not power off while the disk drive light is on, or when a “Loading” or
“Saving” message is shown on the display.

Adjusting the volume

Use the MASTER VOLUME slider to set an appropriate output level. This
slider also controls the headphone volume.

Adjusting the LCD contrast

Depending on the temperature and lighting conditions, you may need to
adjust the LCD contrast to maintain good readability. You can do so by
turning the CONTRAST knob on the rear panel (located next to the right
output jack).
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Rear panel

MIDI

oo

@o@ @o@@”@@

DAMPER ASSIGN PDI./SW CONTRAST = OUTPlJT”;o

WAmlNG 1 a&ucs T s

O

E OR ELECTR cs».cxm NOT EXPOSE THI ! PACOCT TO

(AR N REKE N ] z-

©

@

Power input: Plug the power cord into this
socket.

MIDI jacks: Used for communicating with
other MIDI-equipped devices such as key-
boards and computers. The i2/i3 receives MIDI
signals from other devices via the MIDIIN jack,
and sends MIDI signals to other devices via the
MIDI OUT jack. The MIDI THRU jack passes on
signals received at the MIDI IN jack.

ECS5: For connecting the optional EC5 External
Controller footswitch. You can assign a differ-
ent function to each switch in Global mode.

.-E.

Imwsesnga n-k
LR R N N N LN § J

@® ® ©® @

DAMPER: Connect a sustain pedal here.

ASSIGN PDL/SW 1 and 2: For connecting an
optional foot pedal or footswitch. You can as-
sign a different function to each pedal in Glo-
bal mode.

CONTRAST: Turn this knob to adjust the con-
trast of the LCD display.

Output jacks: For connecting to other devices
such as amps, etc. For stereo hook-up, the left
and right signals are output via the UMONO
and R jacks, respectively. For monaural use,
use the L/MONO jack only.

Headphone jack and disk drive

D ®0 @

PHONES jack: Plug a pair of stereo headphones
into this jack for playing and listening without
disturbing others.

Disk access indicator: This indicator will light

up to show disk activity. Never try to remove a
disk from the disk drive while this light is on!

Disk drive slot: Insert 3.5 inch double-sided,
double-density (2DD) disks here. For more in-
formation on the care and handling of disks,
see page 15.

Disk eject button: Push this button to eject a
disk from the disk drive. If the disk does not
gject after pushing this button all the way, con-
sult an authorized Korg service center—Do not
try to force the disk out!
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1.2 How to play the demo backing sequences

Before we go any further, let’s take a listen to what this instrument can do.
@ First, turn the power off and back on.

@ After the start-up display goes away, press the key labelled DISK.

DISK 1:L0AD ALL

Load All Stvle

1 B.Seduenc
Load All Son9
Load All Arrangemt

File: o

A B C D E F G H
l 1 | 1 1 1 1 1 ]

The above display will appear, with the Load All Data function already
highlighted.

@  Insert the IFD-00P factory disk (see the illustration on page 14).
@ Press cursor key Bor C.
The i2/i3 will display “Wait a moment...” while scanning the disk for files.

After a moment, the filename “AMERICA” will appear in the bottom line
of the display.

@ Press cursor key H to load the data from that file.
The i2/i3 will display an “Are you sure?” message.
@ Press cursor key E or F to confirm the load operation.

The i2/i3 will display various messages as to its loading status. When it is
finished loading, a “Completed” message will be displayed.

@ Press the key labelled BACKING SEQ.

@  Raise all OUTPUT MIXER sliders to their maximum position.
@ Press the key labelled START/STOP.

@  Enjoy the demo.

If you need to stop the backing sequence, press the START/STOP key a sec-
ond time. Otherwise, the i2/i3 will stop on its own after it has played all the
backing sequences.

OUTPUT MIXER sliders BACKING SEQ key Display VALUE dial

DISK key Cursor keys START/STOP key
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Selecting other backing sequences

The i2/i3 will automatically select the next backing sequence, after the cur-
rent one has stopped playing. You can also use the UP and DOWN keys (lo-
cated under the VALUE dial) while the i2/i3 is stopped, to select the next
and previous backing sequences, respectively.

1.3 Selecting programs

Now that you have had a taste of what the i2/i3 can do, you will probably
want to play some of the sounds you heard in the demo. These sounds are
known as programs.

Selecting programs is very easy. First, choose a program bank using the
bank keys. Then press one of the upper-row PROGRAM keys to select a
program group. Finally, select the program number you want using the
lower-row PROGRAM keys.

Program bank keys Upper-row PROGRAM keys
oo O] o ) ) ) ) ) e o)
(=) [i@}li () () () () ()] ()] ()] ()

Lower-row PROGRAM keys

To illustrate this, let’s select program B32 Saw Wave.
@ First, press the key labelled PROG.

You have now entered Program mode. (See Chapter 2 of this manual for a
description of each of the modes.)

@ Press the B bank key.

w  Press the 3 key in the upper-row of PROGRAM keys.

@ Press the 2 key in the lower-row of PROGRAM keys.

You can use this method to select any i2/i3 program in any mode.

Take some time now to play through the various programs that are avail-
able to you. For more information about programs, see Chapter 4 in this
manual. For a complete list of program names, see the Performance Notes
that came with the i2/i3.

1.4 Playing arrangements

Arrangements give you realtime control over sequenced data. When you
play an arrangement, you can control the chord progression, song section
(intro, verse, chorus, fill, ending, etc.), and basic feel of the music.
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@ Press the key labelled ARR PLAY to enter the Arrangement Play
mode. (See Chapter 2 of this manual for a description of each of the
modes.)

ARR:11 Hick8Keith
J_130 gﬁgk% :P11 Open Rock §F
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Selecting arrangements

The procedure for selecting arrangements is very similar to that for select-
ing programs.

First, make sure the STYLE key is not lit. Then, press one of the upper-row

ARRANGEMENT/STYLE keys to select an arrangement group, followed by
the arrangement number you want using the lower-row ARRANGEMENT/

STYLE keys.

STYLE key Upper-row ARRANGEMENT/STYLE keys

|

S| ARRANGEMENT/STYLE (DATA ENTRY)

70 88

= :A”J—“J—@—“@-@ggg
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Lower-row ARRANGEMENT/STYLE keys

For this tutorial, select arrangement 14 Top40 Rock.

@  Press the 1 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 4 key in the lower row.

Chord recognition

The i2/i3 can recognize just about any chord you can play, and change se-
quenced music to fit that chord.

You can play chords in their full or abbreviated forms. (See Appendix Cin
the Reference Guide for details on the recognized chords and how to play
them.) Let’s try entering an abbreviated chord now.

@ Press the SYNCHRO START/STOP key.

SYNCHRO START/STOP key

REC/WRITE TAP TEMPO TEMPO LOCK

START/ STOP SYNCHRO

Qu
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This way, the arrangement will start together with the chord you play.
@ Play the C (single note) at the bottom of the keyboard.

You have just entered a C major chord. You could have obtained the same
results by playing C and E; or C, E, and G; in combination.

The i2/i3 should now be playing Intro 1. After eight bars, the intro will
finish and the i2/i3 will automatically switch to Variation 1.

When Variation 1 starts, try playing different chords on the lower end of
the keyboard.

@ Alternately play single notes C, F, and G in the area of the keyboard
below C4 (middle C). Try playing these notes in a different order to
create your own basic rock song.

@ Now play A and C together to enter an A minor chord.

You could have alternately played A, C, and E in combination to enter the
A minor chord.

Muting tracks

There may be times when you want to mute some of the backing tracks.
The quickest way to do this is to use the mute buttons in the Arrangement
Play display.

ARR:14 Top40 Rock
J=113 STVLEEPIZ Por Rock SPLIT
RD: Xp

0
PKBD1:D11 i2 Piaho  OCTAVE=-1 DRUM
DRUM PERC BASS ACCL RACC2 ACC3 LOWER UPPER

FLARFLERFL e BELIEL R —

Mute buttons for the backing tracks

Let’s try this now.
@  Press cursor keys D and F to mute the ACC1 and ACC3 tracks.

When you do this, the PLAY indications will change to empty bars, show-
ing that the tracks are muted.

@ Press cursor keys D and F a second time to un-mute the ACC1 and
ACC3 tracks.

You can also use the individual OUTPUT MIXER sliders on the front panel
to control the levels of the DRUM and PERC tracks, the BASS track, and the
three ACC tracks.

Selecting style elements

The style element keys on the front panel let you select from 10 style ele-
ments. These are Variation 1 through 4, Fill 1 and 2, Intro 1 and 2, and End-
ing 1 and 2.
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Style element keys

To select a style element, simply press the corresponding button.
@ Press the VARIATION 2 key.

Notice the difference between the music that is played in this variation as
opposed to that of Variation 1.

‘@ Press the FILL 1 key.

The i2/i3 will play a fill.
@  Press the INTRO/ENDING 2 key.
The i2/i3 will play an ending, after which the arrangement will end.

You have probably noticed that intros and endings share the same front
panel keys. The i2/i3 will play the intro if the arrangement is stopped, and
the ending if the arrangement is already playing, when you press either of
these keys.

About intros and endings-

There is an important difference between Intro/Ending 1 and Intro/End-
ing 2.

Intro 1 and Ending 1 have built-in chord changes and so are designed for
hands-off performance. If you enter a chord with a different root than that
which is currently playing, the entire chord progression will be transposed
to a new key determined by the root of the new chord.

Intro 2 and Ending 2 do not have built-in chord changes. It is therefore up
to you to provide the chords, if you like.

Let’s listen to Intro 1 and Ending 1 in arrangement 13 Shufflin’.
@ Press the 3 key in the lower row of ARRANGEMENT/STYLE keys.

It is not necessary to press an upper-row key if the arrangement you want
to select is from the same group as the one currently selected.

@  Press the INTRO/ENDING 1 key.

w  Press the SYNCHRO START/STOP key.

w  Play the C at the bottom of the keyboard.

After the intro has finished, the arrangement will switch to Variation 3.
@  Press the INTRO/ENDING 1 key to hear the ending.

@  After the arrangement stops, repeat the last four steps using Intro 2
and Ending 2. Be sure to try different chords.

It is also possible to have either intro repeat indefinitely. You can do this
simply by pressing the key for the intro while it is playing. To continue
with the song, press any other style element key. The selected style ele-
ment will start at the beginning of the next measure.

Let’s try this with arrangement 51 Boston Boy.
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< Press the 5 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 1 key in the lower row, to select the arrangement.

@  Press the SYNCHRO START/STOP key.

@  Enter a C minor 7th chord by playing C, E-flat, and B-flat in combi-
nation at the bottom of the keyboard.

You could have also played C, E-flat, G, and B-flat to enter the same chord.
Once you play the chord, the four-bar intro will start.
@ Press the INTRO/ENDING 1 key during these four bars.

After it reaches the end, Intro 1 will repeat indefinitely until you press an-
other style element key.

@  When you want the intro to stop repeating, press the FILL 2 key.

After the i2/i3 reaches the end of the current measure, it will play Fill 2 and
then switch to Variation 1.

@ Press the START/STOP key to stop the i2/43.

You can also use this technique to cut short an otherwise long intro. After
pressing the intro key a second time, press the desired style element key
when you want the intro to end—it is not necessary to wait for the intro to
repeat.

Using fills

Depending on when you press a fill key, you will hear different parts of
the fill. This is because the fill does not simply start from its beginning each
time you press a fill key. Instead, it runs alongside the current style ele-
ment. To illustrate this, let’s use arrangement 47 Da Blues.

@ Press the 4 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 7 key in the lower row, to select the arrangement.

Press the VARIATION 1 key.
Play the C at the bottom of the keyboard.
Press the START/STOP key.

O

Press the FILL 1 key on the fourth beat of the fourth measure.

You should hear a piano glissando. This is actually the last part of the fill.
Let’s listen to a little more:

@ Press the START/STOP key once to stop the i2/i3.

w  Press the START/STOP key again to start the i2/i3.

@  This time, press the FILL 1 key on the first beat of the fourth measure.
You should hear a little more of the fill.

Now, let’s listen to the whole fill.

@ Press the START/STOP key once to stop the i2/43.

@ Press the START/STOP key again to start the i2/i3.

& Press the FILL 1 key on the first beat of the fifth measure.

You should hear the fill in its entirety. Try the above steps with Fill 2.

You can use a fill as an intro—just be sure to select it before you press the
START/STOP key.
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Using endings as fills

Some of the endings work well as fills and turn-arounds. We will use ar-
rangement 72 The Duke to show how this works.

w  If the previous arrangement is still playing, press the START/STOP
key to stop it. :

Press the 7 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 2 key in the lower row, to select the arrangement.

3

Press the VARIATION 4 key.
Play the C at the bottom of the keyboard.
Press the START/STOP key.

Press the INTRO/ENDING 1 key on the first beat of the fourth mea-
sure.

N

3

After the ending plays for two bars, press the VARIATION 4 key to re-
turn to the variation.

@ Press the START/STOP key to stop the i2/i3.

Selecting chord variations

Each of the style elements is actually made up of smaller units called chord
variations. Different chord variations are selected depending on what
chords you play. Let’s use arrangement 32 The King to illustrate this.

w  Press the 3 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 2 key in the lower row, to select the arrangement.

@ Press the VARIATION 4 key.

@ Play the C at the bottom of the keyboard.
w  Press the START/STOP key.

Notice the rockabilly bass part.

@  Play aC7 chord (C, E, G, B-flat, or just C and B-flat) at the bottom of
the keyboard. '

The bass part has now switched to a walking bass. The chord variations
are used for obvious changes like this one, as well as more subtle changes
that make the arrangement sound better with a wider variety of chords.

@ Press the START/STOP key to stop the i2/i3.

Changing the drum mapping

The i2/i3 has the ability to change, in real time, the drum sounds it uses to
play arrangements. For example, you can switch from snare drum and hi-
hat to sidestick and ride cymbal, at the touch of a button. We will use ar-

rangement 27 Unplugged to show how this works.

@ Press the 2 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 7 key in the lower row, to select the arrangement.

Press the VARIATION 3 key.

Play the C at the bottom of the keyboard.
Press the START/STOP key.

Press the DRUM MAPS key.

R

10
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Percussion Snare & Hi-hat
Sidestick & Hi-hat l Open hi-hat
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DRUM MAPS key Sidestick & Ride Crash

The DRUM MAPS key will start to blink.

@ Press the 2 key (to the right of the DRUM MAPS key) to select drum
map number 2.

The current drum map number will be displayed in the right portion of the
display.

ARR:27 Unplugged

J=71 STYLE:P44 RockBallad SPLIT:C4
- CHORD: HPOSE: D Current
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Notice now that the snare is no longer played.

@ Select drum map number 3.

A sidestick is added.

@ Select drum map number 4.

The hi-hat changes to a ride cymbal.

w  Select drum map number 5.

The sidestick changes to a snare and the ride cymbal to a hi-hat.
@ Select drum map number 6.

The hi-hat changes to a ride cymbal.

@  Try drum map numbers 7 and 8.

If you want to return to the original drum map, hold the DRUM MAPS key
and press any one of the eight number keys to the right.

Chord scanning

Up until now, we have been using the lower chord scanning option. The
i2/i3 also has upper and full chord scanning options. With full chord scan-
ning, the i2/i3 scans the entire keyboard to determine the current chord.
This allows you to play the whole keyboard as you normally would, when
playing a piano sound for example, without having to think about the
range of keys you can play.

There is basically one rule to follow when using the full chord scanning
option. You must play at least three notes in either hand for the i2/43 to
change the chord. This means that you can play single- or double-note
melodies and solos without changing the chord.

Let’s try this now with arrangement 56 Groovin’.

11
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@ If the previous arrangement is still playing, press the START/STOP
key to stop it.

@  Press the 5 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 6 key in the lower row, to select arrangement 56.

@  Press the SYNCHRO START/STOP key.

@  Play any chord with both hands (three notes or more).
The arrangement will start.

@  Try playing many different chords.

e  After awhile, try playing a single- or double-note melody.
Notice that the chord does not change.

If you want to prevent the i2/i3 from changing chords when you play more
than two notes—such as when playing a glissando—press and hold the
sustain pedal. This will activate the Chord Latch function, which was de-
signed for this purpose. This function is enabled for all of the factory-sup-
plied arrangements that use the full and upper chord scanning options.

Upper chord scanning is similar to both lower and full chord scanning
modes in that only half of the keyboard is scanned, and you must play at
least three keys to change the chord.

Changing styles

It is possible to change the current style used in the arrangement for creat-
ing medleys or for accessing other style elements without having to
change the arrangement itself. This way you can keep the same instrumen-
tation and effect settings.

Let's try this now with arrangement 11 Mick&Keith.

w  If the previous arrangement is still playing, press the START/STOP
key to stop it.

Press the 1 key in the upper row of ARRANGEMENT/STYLE keys, fol-
lowed by the 1 key in the lower row, to select arrangement 11.

3

If the TEMPO LOCK key is not lit, press it now.
Press the VARIATION 2 key.
Press the SYNCHRO START/STOP key.

I |

Play some chords in the lower half of the keyboard.
The arrangement will start.
@ Press the STYLE key (make sure it is lit).

@  Now press the 3 key in the lower row of ARRANGEMENT/STYLE
keys.

At the start of the next measure, the style will change smoothly from 11
Open Rock to 13 Hard Rock. You can switch freely between any style this
way—just remember that the change won’t occur until the next measure.

The Tempo Lock function keeps the tempo constant when you switch
styles; otherwise the i2/i3 changes to the default tempo that is saved with
each style.

12
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Creating a break in the music

You can create a break in the music by pressing the SYNCHRO START/
STOP key while an arrangement is playing. When you release the keys in
the chord scanning area of the keyboard, the music will stop. It will start
again when you play another chord.

Be aware that you must hold the chord at this point—otherwise the i2/i3
will stop again when you release the keys. Press the SYNCHRO START/
STOP key a second time to turn this function off.

Playing riffs with the backing tracks

The chord hold function is similar to the synchro start/stop function
above, except that the drum and percussion tracks will continue to play
when you release the keys.

To get an idea of how this function works, try arrangement 15 Riffin’.

Putting it all together

So far, we have been isolating individual features and performance tech-
niques of Arrangement Play mode. Now it’s time to put all of this to work.
Each arrangement has one or two keyboard timbres (KBD1 and KBD2)
which you can play live over the backing tracks.

You can change the program of either keyboard timbre by using the pro-
gram keys as you learned earlier. Select the keyboard timbre to change by
using the up and down arrow keys (A and V) located to the left of the LCD
display. (If the Keyboard Assign mode is set to SINGLE, you will only be
able to change the program for KBD1.)

Enjoy exploring all the musical possibilities the i2/3 has to offer!

1.5 Formatting a disk

Let’s prepare a disk that you can use for storing your own data. It is im-
portant to save the data you create with the i2/i3 (arrangements, songs,
programs, etc.) to a disk. This backup copy, will be very helpful to you if
you lose any of your data or if somebody else changes it by accident. In the
case of Song mode and Backing Sequence mode, you must save your data
to disk because it is “flushed out” of the i2/i3 memory when you turn the
power off.

Before you can use a disk, you must prepare it for use with the i2/i3. This
procedure, known as formatting, writes information to the disk that iden-
tifies it as an i2/i3 disk. (For those of you who are interested, it is the same
format used on 720k MS-DOS™ disks.)

You must have a 3.5 inch double-sided, double-density (2DD) disk to per-
form the following procedure. Because this procedure erases all informa-
tion on the disk, do not use the disk that came with the i2/i3! You can buy
this type of disk at your local computer store, an office supply store, or per-
haps the music store where you purchased the i2/3.

Once you have a disk to format, make sure that the disk is write enabled.
This allows data to be written to the disk.

13
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-

O

Locate the small window on the corner of the disk.

Shutter

/ ™
[ AL

Window White protect tab,

i

Disk front Disk back

If the window is closed, then the disk is write enabled. If the window is
open you must slide the write protect tab on the back of the disk so that it
closes the window.

-

Insert the disk into the disk drive with the front side facing up, shut-
ter-first.

vy

Now you can format the disk.

-

-

-

Press the key labelled DISK.
Press the PAGE+ key four times.

Press the down arrow key (W) two times so that the Format Disk
function is highlighted.

Press cursor key H (located underneath the word FORMAT on the
display).

In a moment, the i2/43 will ask “Are you sure?”

-

Press cursor key E to answer “Yes” to this prompt.

“Now formatting...” will appear on the display. After about two minutes,
this message should change to “Completed.” If it doesn't, refer to Appen-
dices A and B in the Reference Guide.

14
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Handling floppy disks
Observe the following precautions when handling floppy disks.
¢ Do not open the shutter or touch the surface of a disk.

¢ Do not transport the i2/i3 with a floppy disk in the disk drive. Vibra-
tion may cause the disk drive head to scratch the disk, making it un-
usable.

¢ Do not store or place floppy disks near a television, computer mon-
itor, loudspeaker, power transformer, or any other device that gen-
erates a magnetic field. Doing so may render the disk unusable.

e Do not store or place floppy disks in locations subject to extremes of
temperature and humidity, direct sunlight, or excessive dust and
dirt.

* Do not place objects on top of a floppy disk.

e Always return disks to their protective cases after use.

15
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2 BASIC i2/i3 CONCEPTS

Now that you have seen and heard what the i2/43 can do, let’s take a closer

look at some of the ideas behind how it works.

2.1 What is an Interactive Music Workstation?

= =39
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There are three basic elements that an instrument must have in order to be
considered an Interactive Music Workstation: high quality sounds, the
ability to record music, and the ability to control recorded music while you
perform. The i2/i3 has three key components which enable it to perform
these tasks.

The tone generator

The tone generator is what produces the sounds you hear when you play
the i2/i3. It is 32-note polyphonic, which means it can play up to 32 notes at
the same time. It is also 16-part multi-timbral, which means it can play up
to 16 different instrument sounds simultaneously. This gives you the pow-
er to create the sound of a full ensemble.

Sounds from every major musical instrument group are included such as
piano, strings, brass, and drums. These sounds can be modified slightly to
suit your personal tastes, or transformed into something completely oth-
erworldly. Because it is a digital device, you never have to worry about the
instrument going out of tune.

The sequencer

The i2/i3 sequencer lets you record musical ideas in much the same way as
amulti-track tape recorder. In fact, it can record and play songs of up to 16
tracks. However, unlike a tape recorder, the sound itself is not what gets
recorded. Instead, the i2/i3 records more abstract information: which key
you pressed, when you pressed it, how hard, and for how long.

Because this information is not sound-specific, you can easily change the
sound of tracks you have already recorded. For example, you can record a
delicate piano sonata, and have it played by a tuba—just by changing a
single piece of data. Sequencing is thus a powerful, flexible tool for record-
ing and editing music.

The music processor

The i2/i3 takes the music workstation concept a step further by giving you
realtime control over the music you have recorded. Its special music proces-
sor lets you change many important musical variables as you perform.

Let’s say, for example, that you're performing a song that involves some
pre-recorded sequences. Suddenly you have the urge to make a change.
You'd like to change the chord progression...or play the last chorus once
more before ending...or add in a few extra cymbal crashes. You could
make these changes with a normal sequencer—but only after some labori-
ous editing. The i2/i3 lets you make all these changes, and more, at a mo-
ment’s notice.

17
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Inside the music processor

As you can imagine, the music processor really has its work cut out for it.
After all, it has to understand a lot about music, from basic concepts such
as chord theory and song structure, to the techniques drummers use to
build musical tension in a song. The music processor’s musical expertise
is divided among four tools, each of which is designed to handle a specific
task. :

To begin with, the music processor organizes its knowledge of each musi-
cal style as a number of different elements, each of which is suited to a
specific musical purpose. It thus thinks of a style in terms of the parts of a
song;: variations, fills, intros, and endings. The Style Element Selector
switches between these elements smoothly and instantaneously.

Fill 1
Filt 2

Variation 1 s
Variation 2 # Intro1
“Noae
Variation3 e —7 Infro 2

Variaion4  ~~ : Ending 1
Erdngs

Style Element Selector

Each element actually consists of a number of different sequences that are
triggered by chord changes. The Style Element Selector chooses among
these sequences based on information it receives from a second music pro-
cessor tool—the Chord Analyzer. This tool constantly scans the keyboard to
check what keys are being pressed, and from this information determines
what chords you are playing. If the music processor were an improvisa-
tional musician, the Chord Analyzer would be its ears.

w

Chord Analyzer

The Chord Analyzer also allows the i2/i3 to modify the sequences chosen
by the Style Element Selector so that they perfectly match the chords you
play. After it learns from the Chord Analyzer what chord you are playing,
the music processor runs the sequences through Note Transposition Tables,
which mold the sequence to fit the chord by altering certain notes.

Note Transposition Tables

As you can see, the music processor uses these three tools to fit musical se-
quences both to the various sections of a song, and to the chord progres-
sions that make up these sections. To put it technically, it adapts pre-
recorded sequences to the structure of the music you perform.

This is impressive enough in itself...but we're not done yet. The music
processor has one more trick up its sleeve.

18
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There may be times when you want to change the feel of your music by
varying the drum sounds. For example, you may want to exchange the
sidestick and ride cymbal you are using during the verse for a snare drum
and hi-hat when you hit the chorus. Our last music processor tool, the
Drum Mapper, allows you to do this on the spur of the moment.

Drum Mapper

It is even possible to remap each drum to play a different percussion in-
strument, so that the bass drum, snare, and hi-hat will become a pair of
claves, a cowbell, and a shaker, for example. All of this flexibility opens
new possibilities for musical expression.

Putting it all together

We have seen how the i2/i3 is composed of a tone generator, a sequencer,
and a music processor. To these three components we can add a fourth: the
keyboard and controls. These form the link between you and the i2/3, giving
you control over all of its capabilities.

If we combine the four components and try to represent their relationships
graphically, the result would look something like this:
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2.2 What is a mode?

In the preceding illustration, you can see that there are three basic configu-
rations for connecting the components. The first of these, represented by
the hollow arrow, joins the keyboard directly to the tone generator so you
can play and edit programs. This is perhaps the simplest configuration,
and is considered to be fundamental for any electronic keyboard instru-
ment.

The second configuration, represented by the thin, solid arrows, connects
the keyboard to the 16-track sequencer, and the sequencer to the tone gen-
erator for recording and playing up to sixteen tracks of musical data. This
setup provides the backbone for a music workstation’s song production
capabilities.

With the third configuration, represented by the dotted arrows, the key-
board and controls send commands to the music processor which in turn
modifies sequence data from the six-track sequencer as it passes on to the
tone generator. In particular, the music processor’s ability to control se-
quenced music in real time gives you more power and flexibility than any
musical instrument previously available.

Considering how much power the i2/i3 has to offer, there needs to be a
way in which to organize its functions in a logical manner. After all, you
probably won’t need to use all of them at the same time. The i2/43 groups
each of the above mentioned configurations and their associated functions
into what are known as modes.

A mode is a collection of functions that let you use the instrument’s re-
sources to perform a specific task, such as editing sounds, recording mu-
sic, or accessing a disk drive.

The i2/i3 has eight modes, the most powerful of which are the sequencing
modes: Arrangement Play, Edit Style, Backing Sequence, and Song. These
modes combine the keyboard, the tone generator, the sequencer, and in
some cases the music processor. Program mode and Edit Program mode
use only the keyboard and tone generator. There are also two utility
modes, Global and Disk.

Let’s take a moment to briefly explain each of the modes.

Program mode and Edit Program mode

Program mode allows you to play individual sounds, called programs. You
can also use this mode to select programs to be edited in Edit Program
mode. Edit Program mode lets you change all aspects of a program, in-
cluding brightness, attack, release, and basic waveform settings.

See section 2.3 on page 21 and Chapters 5 and 6 in the Reference Guide for
information on programs and how to edit them.

Song mode

This mode provides a standard 16-track sequencer which can be used for
straight-forward sequencing (no interactive capabilities). A full range of
song editing functions give you the power to refine your music with note-
by-note precision.

See Chapter 4 in the Reference Guide for more information.
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Arrangement Play mode

Use this mode for interactive live performance. When you play an ar-
rangement, you can control the tempo, chords, style element selection, and
drum mapping in real time. You can also specify program selection, vol-
ume, panning, and effect send levels for each of the backing tracks.

Arrangement Play mode also provides two additional programs, known
as keyboard timbres that you can play over the backing tracks.

See Chapter 1 in the Reference Guide for information on arrangements.

Edit Style mode

This mode provides a special six-track sequencer that allows you to create
your own styles and edit them to your liking. You can also use this mode
to edit any of the on-board ROM styles.

See section 2.5 on page 23 and Chapter 2 in the Reference Guide for a de-
scription of styles and how to edit them.

Backing Sequence mode

This mode allows you to record all aspects of an arrangement performance
including chord changes, keyboard timbre parts, style element selections,
and drum mapping changes. There are also eight extra tracks, each of
which can be used to record additional musical parts, or can act as a con-
trol source for the backing tracks.

See Chapter 3 in the Reference Guide for more information on backing se-
quences.

Global mode

This mode is used to set parameters that apply to the i2/i3 as a whole, such
as basic MIDI channels, tuning, assignable foot pedals, and memory pro-
tect settings.

There are also functions that let you edit the two user drum kits, load style
data from a ROM card, and transfer i2/i3 data as MIDI system exclusive
messages.

See Chapter 8 of the Reference Guide for more information on the various
functions in Global mode.
Disk mode

This mode allows you to save and load all i2/i3 information, including pro-
grams, songs, arrangements, styles and backing sequences to a floppy
disk.

There are also functions which enable you to use the i2/i3 as a MIDI data
filer for saving system exclusive data from other MIDI instruments.

See Chapter 9 in the Reference Guide for more information on the various
functions in Disk mode.

2.3 What is a program?

Basically, a program is a single instrument sound which you can play un-
accompanied in Program mode, or assign to tracks in the sequencing
modes.
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2.4 What is a song?

Program structure

The AIZ Synthesis System used in the i2/i3 provides a powerful method for
creating and editing sounds. In this system, there are three main ingredi-
ents that make up a sound: pitch, tone, and volume. These are controlled
by the oscillator (OSC), the Variable Digital Filter (VDF), and the Variable
Digital Amplifier (VDA), respectively.
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J Control signal
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programs only

The oscillator is the sound source. Here you can assign the basic wave-
form, known as a multisound, and specify its octave. This signal is then
passed through the VDF, whose function is to set the basic tone or bright-
ness by removing overtones, known as harmonics.

After that, the signal goes through the VDA, whose function is to set the
basic volume by adjusting the oscillator output level. Finally, the signal
passes through the effects section and is sent to the outputs on the back
panel. Programs can use one or two OSC-VDF-VDA systems.

Each of the three components has associated modulation sources which al-
low you to change the sound ingredients in various ways. The Pitch MG
and VDF MG (Modulation Generator) can be used to vary the pitch and
tone in a cyclic way. This is useful for producing vibrato effects. The Pitch
EG, VDF EG, and VDA EG (Envelope Generator) control how the pitch,
tone, and volume change over time.

For example, a sound can fade in when you first play a note (VDA EG), get
brighter as you hold the note (VDF EG), and fade out gradually while get-
ting darker and sliding down one octave when you release the note (VDA
EG, VDF EG, and Pitch EG).

A song is a sequence consisting of up to 16 independent tracks, each of
which can play a different i2/i3 program in response to note information it
receives from its own MIDI channel.
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A style is a collection of musically related sequences grouped together in a
special way that enables the i2/i3’s music processor to perform all of its
special functions. Each sequence contains data for six backing tracks:
drums, percussion, bass, and accompaniment 1, 2, and 3.

As we discussed in Chapter 1, styles consist of four variations, two intros,
two endings, and two fills. You can select each of these style elements by
pressing the corresponding key on the front panel. Each style element is
made up of a smaller unit called a chord variation.

The chord variation is what contains the actual sequence data for the back-
ing tracks. Each variation has six chord variations, labelled CV1 through
CVé. Each intro, ending and fill has two chord variations labelled CV1 and
Ccva.

You can set each chord type to trigger any one of the chord variations
within each style element. For example, the i2/43 can trigger CV1 when you
play a major 7th chord and CV5 when you play a diminished chord.

STYLE ELEMENTS  CHORD VARIATIONS
Selected from front pane/ Selected by chord changes BACKING

f(= TRACKS
— Goon>
Drum

F Perc

Bass

Acci
—> CV1-CV2
Acc2
2 Acc3
—> CV1-CV2

There are 48 styles stored in the i2/i3 ROM. You can create up to four of
your own styles and store them in battery-backed RAM. (For an explana-
tion of ROM and RAM, see section 2.8 on page 24.)

2.6 What is an arrangement?

An arrangement allows you to interact with styles in real time. Once a style
has been assigned to an arrangement, you can control the tempo, chords,
style element selection, and drum mapping in real time.

You can assign different program, volume, panning, effect, tempo, and
mute settings for each arrangement, thereby stretching the sonic possibil-
ities for each style. This enables you to perform many different songs us-
ing the same style.
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In addition to the six backing tracks, there are two “live” keyboard timbres
that can be layered together or assigned to separate halves of the keyboard
to play live over the backing tracks.

“:M~::m BACKING KB D 1

O —c= .

= Keyboard Timbres
(] > Coran

Style

ARRANGEMENT

The i2/i3 has 64 arrangements stored in battery-backed RAM. (For an ex-
planation of ROM and RAM, see Section 2.8 below.)

BEEEEHE;

2.7 What is a backing sequence?

A backing sequence lets you record all aspects of an arrangement perfor-
mance including what arrangement is being used, what style is being
used, and the tempo.

In addition, there are three arrangement tracks which record the keyboard
timbres, the front panel keys, and the chords you play in the chord scan-
ning range of the keyboard.

For even further flexibility, there are eight extra tracks which can be used
to record other musical parts, or to send information such as volume and
program changes to the six backing tracks.

=e = | KBDT ||—>»(Keyboard Track)

== Keyboard Timbres

S8 [ wew 1|—>(_Control Track )

ARRANG EME N T|—>(_Chord Track )
Extra Track 1 Extra Track 5
Extra Track 2 Extra Track 6
Extra Track 3 Extra Track 7
Extra Track 4 Extra Track 8

The i2/i3 can hold 10 backing sequences in un-backed RAM.

2.8 Memory and disks

The i2/i3 is basically a computer, specially designed for use as a musical in-
strument. There are many different types of information that the i2/i3 has
to remember. The programs, songs, styles, arrangements, backing se-
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quences, drum Kkits, global settings and many of the settings which you
specify on the display must have some way of being stored. Thus the i2/i3,
like any computer, has memory that it uses to store data. There are two
types of memory: ROM and RAM.

ROM stands for Read Only Memory. This type of memory stores data per-
manently and can only be read from (think of it as a library text book).

Some examples of data stored in ROM include most of the styles, pro-
grams, drum kits, all the multisounds, and the i2/i3 operating system (the
instructions which make the i2/i3 behave the way it does).

RAM stands for Random Access Memory. This type of memory allows
you to read from it and write to it (think of it as a notebook).

There are two types of RAM: one which is battery-backed and one which
is not. Battery-backed means that the information is remembered even af-
ter you turn the power off. This is possible because a small battery inside
the i2/i3 sends a constant trickle of electricity to the RAM. RAM which is
not battery-backed will “forget” its data when the power is turned off.

Some of the programs, styles, drum kits and all of the arrangements are
stored in battery-backed RAM. The songs and backing sequences are
stored in un-backed RAM.

This means that the i2/43 will forget all songs and backing sequences when
you shut the power off. Of course you don’t want to leave the i2/i3 pow-
ered on all the time, as this would be impractical and expensive. Also, the
cost of battery-backed RAM is higher than that of un-backed RAM.

Enter disks: Disks provide a convenient and inexpensive way to store
data, and are already widely accepted as a storage medium for many de-
vices including computers and other musical instruments.

Because disks are so small, it is easy to carry all your i2/i3 data with you.
You can bring this data to another i2/i3, and instantly have access to all
your personal arrangements, styles, etc.

In addition to storing all of its internal data, the i2/i3 can store bulk dumps
of MIDI System Exclusive data from other MIDI devices using its data filer
function.

You can save songs that you create in Song mode as Standard MIDI Files,
which can be read by computers and other MIDI instruments that support
this format. Likewise, you can load Standard MIDI Files from other sourc-
es into the i2/i3, and edit them in Song mode.
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3 GETTING AROUND

In this chapter we will take a look at some techniques you can use to get
around the i2/i3, including how to navigate through the instrument’s var-
ious displays, as well as basic operations for using the i2/i3 functions and
editing its parameters. But first, let’s review the basic procedures for se-
lecting programs, arrangements, and styles which we brushed past in
Chapter 1.

3.1 Selecting modes

As we discussed in Chapter 2, the i2/i3 has several functions organized
into what are called modes. Each mode allows you to perform different
functions, depending on what you would like to do.

Selecting modes couldn’t be easier; simply press the key whose name cor-
responds to the mode you wish to select. For example, if you want to enter
Song mode, press the SONG key. If you want to go to Arrangement Play
mode, press the ARR PLAY key.

ARR PLAY PROG BAgZé((I)NG SONG

=P B ([E=D ]} [ @=D) § [ @=D)

EDIT EDIT GLOBAL DisK
STYLE PROG

€=D] }l [€=D) } [€=D) } [€=D)

3.2 Selecting programs, arrangements, and styles

Using the VALUE controls to select programs

The VALUE controls provide the simplest way to select programs. You can
use the UP and DOWN keys to select programs one at a time in ascending
or descending order respectively, or turn the VALUE dial as far as you
want to scroll through many programs. (When you are selecting programs
in a mode other than Program mode, you must first use the CURSOR POSI-
TION keys to highlight the program you want to change. See Section 3.4 on
page 31 for a description of the CURSOR POSITION keys.)

On Page 1 of Arrangement Play mode, the VALUE controls are dedicated

to controlling the tempo. Use the PROGRAM keys instead, as described be-
low.

TEMPO/VALUE

Lets you scan quickly
@ < through programs
DOWN upP

Select next higher or lower

@ @ < programs one at a time
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Using the PROGRAM Keys to select programs

Another way to select a program is to enter its number using the PRO-
GRAM keys. If you know the number of the program you want to select,
you can enter it directly.

Press an upper-row key
followed by a lower-row key

— GM e PRESET PROX
1 2 3 4

L JKQJK@\ IO
U%ER I'DRUMPROG ’ \2

DRUM MAPS 1 3 4
=) COJCOICDOIC D
When you press one of the bank or upper-row PROGRAM keys in Program

PRESET
mode, a list like the one below will appear, showing you the programs in
the group you have chosen (group 1, in this example). This lets you find a
program—or just browse through the programs—even if you don’t know
its number. When you find the program you want to select, enter the sec-
ond digit by pressing the appropriate lower-row PROGRAM key.

PROG : A1¥75 Piano__ 15[New Tines
12(|BritePianoj16|Digi Piano
13| HammerPno |17|Harrsicord
i4| HonkevyTonk]18|Clav

h-d \ | s

Dct. FcEG Atk Rel UDA_ UelS F¥

0+aa F+0@ I+BB A+98 R+080 L+00 U+BE E+88

A B Cc D E F G H
L i 1 1 | 1 11 l

When selecting programs in the same group, it is not necessary to press the
upper-row key for each program; just press the desired lower-row key.
For example, to switch from program A32 to A38, just press the 8 key in
the lower row.

Using the ARRANGEMENT/STYLE keys to select arrangements

The ARRANGEMENT/STYLE keys function in much the same way as the
PROGRAM keys.

Press an upper-row ARRANEMENT/STYLE key
followed by a lower-ow key

STYLE ARRANGEME
Hy 22 3(3)

[[@l C IC D [@ﬁ!g

1{9) 21(0) \3 {=) :

C I oIC DI

When you press an upper-row ARRANGEMENT/STYLE key in Arrange-
ment Play mode, a list will appear showing you the arrangements in the
corresponding group. Press the appropriate lower-row ARRANGEMENT/
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STYLE key to select the desired arrangement. (When selecting arrange-
ments in Backing Sequence mode, the list will not appear.)

. 5 - [P —

ARR : 1X Mrithficrekeitn[is[RitTrin’
J=130 ST |12| Pro9. Roc ,k 16| Rock On!
- CH{13[Shufflin 17| Don’t Stor

PKED1:AR47 |14]| Tor48 Rock|18| ADR Rock

nnun PERG snss ncc1 nc 3 LOWER UPP

0
iy i S i S S e W

A B c D E F G H
L1 1 1 1 1 1 1 15

When selecting arrangements in the same group, it is not necessary to
press the upper-row key for each arrangement; just press the desired low-
er-row key. For example, to switch from arrangement 11 to arrangement
12, just press the 2 key in the lower row.

Using the ARRANGEMENT/STYLE keys to select styles

To select styles when in Arrangement Play or Backing Sequence mode,
you must first press the STYLE key, located to the left of the ARRANGE-
MENT/STYLE keys. The STYLE key will light to indicate that you are about
to select a style. Then use the ARRANGEMENT/STYLE keys to select the
style you want.

Press upper-row keys 1 through 6 followed by lower-row keys 1 through
8 to select the preset styles. Press the upper-row 7 key followed by lower-
row keys 1 through 4 to select user styles 1 through 4, and the upper-row
8 key followed by lower-row keys 1 through 4 to select ROM card styles 1
through 4.

If you are using Arrangement Play mode, and the arrangement is not play-
ing when you select a style, the i2/43 will copy the Program, Volume, Pan-
pot, and Tempo settings from the style you select into the arrangement. It
will also reset the Octave and Wrap-Around settings for the bass and ac-
companiment tracks to 0 and STY respectively.

If the arrangement is playing, the i243 will use the new style without
changing the arrangement’s backing track settings. This allows you to
switch styles as you play without causing abrupt sound changes. The tem-
po will change to that set as the default for the style, unless the TEMPO
LOCK key is lit.

Unlike programs and arrangements, a list will not appear when selecting
styles. To return to selecting arrangements, press the STYLE key a second
time.

i—_ Press the STYLE key to select styles

STYLE ARRANGEMENT,

1(1) 2(2) 3(3) 414)

(=) |CIC DJC DJC_
PRESET

3.3 Selecting display pages

Related parameters and functions are grouped together on the display
into what are called pages. All the parameters that relate to the effects, for
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Page 1 of Song mode

Page 2 of Song mode

SONG

Mode name

example, appear on one page, while all functions that relate to saving files
to a disk appear on another.

A parameter is simply any one of the settings that you can change on the
LCD display. For example, MIDI Channel is a parameter that has a possi-
ble range of values from 1 to 16. Tempo is a parameter which is variable
from 40 to 240 beats per minute.

A function allows you to perform a specific operation, such as formatting
a disk, writing a program, or deleting measures from a song. Usually, a
function contains a number of parameters that you must enter values for
in order to proceed.

You can use the PAGE+ and PAGE- keys to move to the next and previous
display pages respectively. For example, to move from Page 1 to Page 2,
press the PAGE+ key once. To move from Page 2 to Page 1, press the PAGE-
key once.

SONGA New Sons PRecord Mode
alli aAalZz ai3 ald4 Als Aalé Al? Al18

AZ1 AR22 A23 |‘-‘|24 A25 A26 A27 A28

SNGB Trat M@Bi 4/4
=128:MAN @:HI M:OFF %F‘M

A B c D E F G H
L 1 1 1 1 i B 1 1 |

PAGE + PAGE -
SONGE 2:TRACK 1-8 PTrack Status

D E S 6D S EE bW
BOTH BOTH BOTH BOTH BOTH BOTH BOTH
OFF  OFF OFF OFF

OFF
Tron Topo Tope Tepp Lrop Lrog 1+op 1ro@
D+8@ D+@@ D+8@ D+0@ D+0@ D+DA D+@D D+a0
PROG PROG PROG PROG PROG PROG PROG PROG

A B C D E F G H
L 11 1 1 1 A 1 |

If you know which page number you would like to go to, you can jump to
it directly by pressing the DATA ENTRY key of the same number while
holding down the current mode key. For example, to go to Page 6 of Song
mode, hold down the SONG mode key and press DATA ENTRY key 6.

Page number Page name

SONGB &:EDIT SONG

R n
AENT Z)(é) piter Fecordiod Copy Track
ven di Erase Song
+ ) ( Erase Track ArrPend Son9
< > Bounce Track

I MeasBBl (REC + S-S to Start)

A B c D E E G H
L1 1 1 1 1 i |

30



GETTING AROUND

Only Song mode has more than nine pages. To go to Page 10 or 11 in Song
mode, hold down the SONG mode key and press DATA ENTRY key 0 or —,
respectively.

3.4 Moving the cursor

The cursor is used to show the currently selected item or position on the
display. It is the highlighted area represented by inverse video (white text
on a black background).

The basic idea of working with the i2/i3 navigation system is to move the
cursor around the various display pages to select parameters that you
want to adjust, and then enter values for them.

When you move the cursor to a parameter, its name will usually appear in
the upper-right corner of the display. As you can see, the Track Status pa-
rameter has been selected in the illustration below.

Parameter name

SONGB 3:TRACK 9-1 6\ PTrack Status

Cursor — g BDTH BOTH BOTH BOTH BOTH BDTH BOTH
OFF  OFF OFF OFF  OFF OFF

(A (AA (AIA

Parameters ——h—E

You can use the arrow keys (A and V) to move the cursor up and down in
the display, and the cursor keys (labelled A through H under the display)
to move the cursor left and right. Together these keys (A, ¥, and A
through H) are known as the CURSOR POSITION keys. By using different
combinations of these keys, you can easily move to any location on the dis-
play.

To select Track 13’s Detune parameter on the display below, for example,
first press cursor key E, then press the down arrow key three times. The
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Detune
for Track 13 ===

order in which you press the keys is not important: you can press the ar-
row key first, and then the cursor key, if you prefer.

SONGB 3:TRACK 9-16 PTrack Status

iEE 5D WiEY E5E LEE G5 EEE UEs
BOTH BOTH BOTH BOTH BOTH BOTH BOTH
OFF OFF OFF OFF

OFF  OFF OFF FF

T+Q0 T+00 T+0@ T+0@ 1+00
D+@@ D+@@ D+ +08 D+00
PROG PROG PROG PROG PROG PROG PROG PROG

A B Cc D E E G H
L1 1 H | 1 1 1 1

Press once j

v
Press three times — C}

v

SOHGB 3:TRACK 9-16 rDetune

& (EE0 LR EAEE iiEE 80 S UsE
BOTH BOTH BOTH BOTH BOTH BOTH BOTH BOTH
OFF OFF OFF OFF OFF OFF OFF OFF

T+00 T+0@ T+00 T+08 1t0Q 1+0@ 1+08 1+80
D+@3 D+@@ D+28 D+@ad D+@@ D+08 D+@0
PROG PROG PROG PROG PROG PROG PROG

A B C D E E G H
L 1 | | I 1 1 M | | I

When you use the arrow keys, the cursor will wrap around the display if
you move it beyond the top or bottom line. For example, if you repeatedly
press the ¥ key while the display above is showing, the cursor will cycle
through the settings BOTH, OFF, T+00, D+00, PROG, and back to BOTH.

Moving the cursor within function pages

On pages that contain functions rather than parameters, you can use the
arrow keys (A and ¥) to select the desired function.

SONG@ 11:UTILITY ] »Source Mode
Next. Song Cory-Swar FX
Rename Son9 Base Resolution

- SONGe

A B c D E E G H
L 1 1 1 1 1 1 | ]

Use the cursor keys (A through H) to select the parameters for that func-
tion as well as execute the operation. In the above display, for example,
press cursor key B to select which mode to copy effects from, press cursor
key E to select the number of the program, song, arrangement, or backing
sequence to copy from, and press cursor key H to initiate the copy opera-
tion.

On this type of page, the function cursor will wrap around the display af-
ter it reaches the first or last function in the list (in this case, Next Song or
Base Resolution).
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3.5 Entering values

There are many ways to set or reset values for the parameters. These in-
clude using the VALUE controls, the DATA ENTRY keys, the PROGRAM
keys, and the keyboard.

Using the VALUE controls

Use the UP and DOWN keys to enter values in increments of 1. Use the VAL-
UE dial to quickly scroll through all the values. Together the UP and DOWN
keys and VALUE dial are referred to as the VALUE controls.

: TEMPO/VALUE

' Lets you scan quickly
@ - through values

Select next higher or lower

DOWN up
DJD[ ®— \slue one at a time

Using the DATA ENTRY keys

You have probably noticed that some of the ARRANGEMENT/STYLE keys
are labelled with a second number in parentheses. When used together
with the cursor keys, these keys double as the DATA ENTRY keys. They are
very convenient when you want to enter values directly.

For example, to enter a value of 86 for the volume parameter on the dis-
play below, hold down cursor key E and press DATA ENTRY key 8 fol-
lowed by DATA ENTRY key 6. When you release the cursor key, the value
will be entered.

ARR: 11 2:TRACK PARAM 1#Pr

o9ram e VOlUMIE
45 C3
P c3

m&eun:‘ﬁﬁﬂq U166 DB
PERC:Dr erc Kit Uien RG pa
BRSS:AS2 Deer Bass U1BA@ CNT C3 Dl
ACC1:All Piang Uiag CNT C3 D1 Press DATA ENTRY key 8, then 6
ACCZ2:A43 JazzGuitar U1BA CNT C3 D1
ACC3:A8S6 Brass Uiee CNT C3 Dl
(DATA ENTRY]}
A B C D F G H 5(5) 6 (6} 7 (7} 8(8)

I I IJ?T T 1 1 —SIC OICIC

]

To enter a 9, 0, or “—” (for negative numbers), press 1, 2, or 3 respectively
in the lower row of ARRANGEMENT/STYLE keys.

"o

Naming things

Each arrangement, style, program, backing sequence, and song can have a
name of up to 10 characters. Likewise, each file you save on a disk can have
a name of up to eight characters. In both cases, the procedure for naming
is the same.
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Each of the modes associated with the data types mentioned above in-
cludes a rename function. When you first select one of these functions, the
display will show you the current name as well as insert, delete, and left
and right arrow keys. Use cursor key H to highlight the next character in
the name, and cursor key G to highlight the previous one.

You can change the selected character using the VALUE controls, at which
point a pop-up menu will appear showing all the available characters,
with the current character highlighted. Use this display to select a new
character for each character of the name.

When you are done, there is no need to execute the naming function—as
you would with other functions—because it is really just a special type of
parameter.

SONGA 11:UTILITY

ABCDEFGHI JKLIGNOPGRSTUVWKYZ
bcdefgh JklmnOPﬂrstuuwxvz
ronome B 23 456 893'"#$/&

Copy All (kt, V=, 723=27?[¥]1 (| }3¢

SONGP [flew Song &« |
A B _C D _E F G _H

[ — 1 1T 1T T ]

Disk file names are not only shorter in length than the other types, but also
have a smaller set of characters to choose from. This is because the disk file
names must follow the same conventions prescribed by the MS-DOS™
disk operating system.

DISK 3:SAUE
gave A1l Data |

A B ¢ D E _F G
—1__ ¢ ¥ 1 ¢ I I i

There are no insert or delete keys for disk-related naming functions. How-
ever, you can use the space character to delete characters from the end of
a filename. If you try to insert a space in the middle of a name, it will be
replaced with the underline character as soon as you initiate the save op-
eration. This is because spaces cannot be used in MS-DOS™ file names.

Entering key and velocity values with the keyboard

You can use the keyboard to enter key values, such as C4 (middle C) or ve-
locity values such as 110, for those parameters which require such values.

Just press a key on the keyboard while holding down the cursor key under
the parameter you are adjusting.

‘Shortcuts

You can reset the currently selected parameter to its original value by
pressing the DOWN and UP keys simultaneously.
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You can select the minimum or maximum value for any parameter by
holding the cursor key below the parameter and pressing the DOWN or UP

key respectively.

To reset a value

To enter a value of CNT for any Panpot parameter

When setting values for Panpot parameters in any mode, you can quickly
select a value of CNT (center) by holding the cursor key and pressing
DATA ENTRY key 0.

3.6 Transposing the keyboard

It is possible to transpose the keyboard by octaves or semitones. Transpos-
ing by octaves gives you more keyboard range. Transposing by semitones
makes it easy to accommodate vocalists or other instrumentalists, without
having to learn the music in a new key.

Transposing the keyboard by octaves

Use the OCTAVE keys to transpose the keyboard by as much as two oc-
taves up or down. The key you press will light steadily to indicate a trans-
position of one octave, and will blink to indicate a transposition of two
octaves. In Arrangement Play mode, the amount of transposition will also
be shown on the display as a value from -2 to +2, with 0 indicating no
transposition.

If you want to transpose the keyboard up one octave, press the OCTAVE
UP key once. All notes for the current program will be raised one octave.
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OCTAVE
WN up

=D [ €=D

|

Press once

TRANSPOSE
-1 +1

=D €=P)

Press five times

The OCTAVE UP key will light and a value of +1 will appear in the display
if you are using Arrangement Play mode.
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When you select arrangements in Arrangement Play mode, the current oc-
tave setting will change to the value saved with the selected arrangement.
In other modes, the OCTAVE keys’ current setting will not change when
you select a new program or track; it will stay in effect until you change it,
or turn the power off.

In Program or Edit Program mode, the current OCTAVE key setting will
not be saved as part of a program when you write it to memory. Use the
performance edit Octave parameter instead (see page 39).

Please be aware that since every multisound has an upper limit to its pitch
range, some multisounds will produce no sound when played in the high-
er octaves.

To quickly return this setting to 0 (that is, to cancel the octave transposi-
tion), press the OCTAVE UP and DOWN keys simultaneously.
Transposing the keyboard by semitones

Use the TRANSPOSE -1 and +1 keys to transpose the keyboard in semitone
increments up to 11 semitones up or down. The amount of transposition
will be shown in the right portion of the display. A value of 0 indicates no
transposition.

For example, if you would like to play in the key of C, but have the i2/i3
transpose the music up to the key of F while you play, press the TRANS-
POSE +1 key five times. All notes will be raised five semitones, indicated

on the display as +5.
0

‘\
PR
Play C EEEF , hear F ﬁ

To quickly return this function to 0 (that is, to cancel the semitone transpo-
sition), press the TRANSPOSE -1 and +1 keys simultaneously.
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Performance Edit sliders

Performance Edit settings

4 PROGRAM MODE

Program mode lets you select programs to play on the i2/i3 keyboard. Use
this mode for live performance or to audition the various programs avail-
able for use in the sequencing modes.

@ Press the PROG key to enter Program mode.

Bank  Number Name. Transpose amount
PROG:A11 Piano KPOSE:D
Oct. Fc FcEG Atk. Rel UDA_ UelS Fix
D+80 F+8@ I+80 A+00 R+0D L+P0 U+BB E+60

A B C D E F G H

{ 1 1 1 1 il | 1 1 ]

Program mode has only one display page. Here you can see the program’s
bank, number, and name. In addition, there are eight on-screen sliders that
let you make quick changes to the selected program. This ability to make
quick changes is called performance editing. See Section 4.3 on page 39 for
information on petformance editing.

4.1 Program organization

The i2/i3 has two types of programs: normal programs, which are pitched
and consist of one type of sound spread across the keyboard; and drum
programs, which have a different drum sound assigned to each key.

The i2/i3 has four banks of 64 normal programs and one bank of 8 drum
programs:

Bank Description Memory type
A General MIDI programs ROM
B General MIDI programs ROM
C Additional preset programs ROM
D User programs RAM
DRUM PROG Drum programs giﬁ E;:gg

As the above table shows, Bank A contains General MIDI programs 1
through 64. Bank B contains General MIDI programs 65 through 128.
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General MIDI, or GM, is an addition to the MIDI specification that makes
it easier to share sequences between a wide variety of MIDI instruments,
without much alteration.

GM specifies a list of programs that includes sounds from all major musi-
cal instrument groups, each assigned to a specific program number. Also
specified are the relative volume levels for each program, as well as guide-
lines for envelope settings (attack, release, etc.) and velocity response
(touch sensitivity). In addition, a drum kit map specifying the layout of
drum sounds across the keyboard is included.

For more information about General MIDI see Chapter 11.

Bank C contains 64 i2/i3 programs that are not part of the General MIDI
program list. The programs in banks A, B, and C reside in ROM, so any
changes you make to these programs cannot be saved to these banks; you
must save them to bank D.

Bank D contains 64 additional programs that reside in RAM. If you have
made changes to the programs in this bank, you can restore them to their
original settings using the Load All Program or Load One Program func-
tions in Disk mode. See pages 235 through 237 in the Reference Guide for
details on these functions.

The DRUM PROG bank contains six preset drum programs stored in ROM,
and two user drum programs stored in RAM. Drum programs are based
on drum kits which you can edit in Global mode. See Chapter 6 of this
manual for more information.

4.2 Selecting programs

Program numbering

Each normal program bank contains eight groups of eight programs. The
i2/i3 program numbers reflect this grouping.

The first program in bank A is not A0 or A1, as you might expect, but A11:
bank A, group 1, number 1. The next seven programs are numbered A12
through A18. These are followed by A21-A28, A31-A38, and so on. After
program A88, the last program in bank A, comes B11.

There are many ways to select programs. The most common way to select
programs is by using the VALUE controls or the PROGRAM keys, as we
have already explained on pages 27 through 28. It is also possible to select
programs using a footswitch or MIDI program change messages.

Using a footswitch

You can use the optional Korg PS-1 or PS-2 footswitch or the EC5 External
Controller footswitch to select programs. The footswitch lets you select
consecutive programs in either ascending or descending order, leaving
your hands free to play the keyboard.

To use a PS-1 or PS-2 footswitch for selecting programs:
@  Go to Global mode and press the PAGE+ key once to get to Page 2.

@  Using the arrow keys, cursor to Assignable Pedal 1, and choose PRO-
GRAM UP or PROGRAM DOWN with the VALUE controls.

When set to Program Up, the footswitch acts just like the UP key on the
front panel—the program selection will advance to the next number each
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time you press the footswitch. When set to Program Down, the footswitch
emulates the DOWN key, and will select the previous program number.

@ Connect the footswitch jack to the ASSIGN PDL/SW 1 jack on the rear
panel of the i2/i3.

Now you can return to Program mode and use the footswitch to select pro-
grams.

You can also use the ASSIGN PDL/SW 2 jack for this function if you are al-
ready using ASSIGN PDL/SW 1 for another purpose—just be sure to choose
PROGRAM UP or PROGRAM DOWN for Assignable Pedal 2 in Global mode.

To use the EC5 External Controller footswitch for selecting programs:
@ Go to Page 3 of Global mode.

= Using the arrow keys, cursor to Switch A, B, C, D, or E, and choose
PROGRAM UP or PROGRAM DOWN with the VALUE controls.

@  Connect the EC5 to the EC5 jack on the rear panel of the i2/3.
Operation is the same as for Assignable Pedals 1 and 2.

MIDI program change messages

You can select programs via an external source such as a sequencer or
master MIDI controller by sending MIDI program change messages to the
i2/i3. If you use MIDI bank change messages as well, it is possible to select
all 264 i2/i3 programs via MIDI. The table on page 141 shows the MIDI
bank and program numbers that correspond to the i2/i3 program num-
bers.

4.3 Performance editing

Usually, in order to make changes to a program, you must use Edit Pro-
gram mode, described in the next chapter. Although this mode lets you
adjust every aspect of a program with fine precision, the amount of detail
offered is sometimes a bit unnecessary for the task at hand.

Performance editing lets you adjust some of the more important program
parameters without having to leave Program mode, and without having
to get involved with detailed editing. Often you will find that you can get
the sound you are looking for by making just a few quick changes.

Let’s take a look at the performance editing settings one by one. Each of
these settings changes one or more parameters for both oscillators (except
for the Dry:FX Balance setting, which is not oscillator-specific).

We'll use program C68 SynPad for this tutorial. Because this is a double-
oscillator program, the parameters for OSC1, OSC2, VDF1, VDF2, VDA],
and VDA 2 will appear in the performance editing displays. When you
edit single-oscillator programs with this function, the parameters for
0SC2, VDF2, and VDA2 will not be displayed.

When you edit double-oscillator programs with this function, the param-
eters for both OSCs, VDFs, or VDAs will change proportionally. To change
them individually, you must do so in Edit Program mode. See pages 124
through 143 of the Reference Guide for more details.

&  Select program C68 SynPad.

Octave (Oct)
This setting changes the octave of each oscillator.
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&  Press cursor key A.

PROG ’UEEB 5 nP%dt XPOSE:@
. ctave
1 Bre” T H H

| Mo 4 LU [ NN Ry

ave
% F+60 1+08 A+00 R+BO L+08 U+G88 E+00

A B C D E = G H
I 1 1 1 1 1 1 1 ]

The display will show you the names of the multisounds that are used in
this program, and the current octave settings.

@ Play middle C and listen to its pitch.
Press the DOWN key once.

Play middle C again. The note should now sound one octave lower.

§ 8 %

Press the DOWN and UP keys simultaneously to reset the value of
this setting.

Unlike the OCTAVE UP and DOWN keys on the front panel, which affect
the keyboard, this setting affects the tone generator directly. This means
that only the i2/i3 internal sounds will be transposed; notes sent out via

MIDI will not be affected.

Also, since this is a performance edit setting, changes that you make to it
will only affect the current program, and will be lost unless you write the
program to memory (see After editing on page 44).

VDF Cutoff (Fc)
The VDF cutoff controls the program’s overall brightness.

@ Press cursor key B.

PROG:C68 SynPad #POSE:0

o B B e 2 21

[% Cutoff
0+808 I+60 A+ R+008 L+00 U+80 E+88

A B C D E E G H
I 1 1 1 1 1 1 | ]

The display will show the current values for the filter cutoff (Fc) and inten-
sity of the filter’s envelope generator (EGInt) for both VDF1 and VDF2.
The EGInt parameters are displayed here for reference only; they will not
be affected by changes to this performance edit setting.

@  While holding down some notes on the keyboard, turn the VALUE
dial to the right and listen to the sound. It will become brighter.

w  Continue holding the notes and turn the dial to the left until the slid-
er on the display has reached the bottom. The sound will become
darker. :

@ Press the DOWN and UP keys simultaneously to reset the value of
this setting.
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VDF EG Intensity (FCEG)

The EG, or Envelope Generator, controls how the filter cutoff changes over
time. It adjusts the filter cutoff automatically, and can be used to simulate
the way an acoustic instrument’s brightness changes over time, or for cre-
ating special effects, etc. This setting controls the intensity of the envelope
generator.

@ Press cursor key C.

PROG:C68 SynPad KPOSE:@

H & ] e =5

% EG Intensity
0+98 F+68 A+80 R+06 L+98 U+PB E+BA

A B C D E F G H
l 1 1 1 1 1 1 1 ]

M
=
[ty
@0

NG

The display will show you the current values for the filter cutoff (Fc) and
intensity of the filter’s envelope generator (EGInt) for both VDF1 and
VDE2. The Fc parameters are displayed here for reference only; they will
not be affected by changes to this performance edit setting.

@  Turn the VALUE dial to the right.

@  Hold down some notes on the keyboard and listen to how the bright-
ness changes over time.

@  Release the notes and turn the VALUE dial to the left.

= Restrike the notes and listen to the how the brightness changes over
time.

@ Press the DOWN and UP keys simultaneously to reset the value of
this setting.
Attack Time (Atk)

The attack time controls the time it takes for the sound to fade in whenyou
play a note.

@  Press cursor key D.

PROG:C68 SynPad XPOSE1@

osCc | Attack

,J, Bl2:iPianoPad 2 B8

T 178:Svyn Uox [2]5
L l | I L

%ack Time
0+00 F+88 I+08 R+68 L+68 U+@@ E+08

A__B _C D E _F G _H
1T 1T 1T 1 1 I —

The display will show the current attack time values.
@ Turn the VALUE dial to the right.

@  Hold down some notes on the keyboard. Notice how the sound
fades in.

As you can see, the range of each slider on this display page is limited to
values of +10 and -10. Although the value on the bottom line of the display
is set to the maximum value of +10, the Attack Time parameters have only
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reached a value of 50. To get values beyond this, press the EDIT PROG key
followed by the PROG key. All changes you have made with performance
editing will remain, but all the sliders will be reset to their center position,
giving you an additional +10 or -10.

w  Release the notes and turn the VALUE dial to the left.

w  Restrike the notes. Notice that the sound plays instantaneously.

@  Press the DOWN and UP keys simultaneously to reset the value of
this setting.

Release Time (Rel)

The release time controls the time it takes for the sound to fade out after
you release a key. :

w  Press cursor key E.

PROG:C68 SunPad XPOSE:@

gsc Rel:UDF UDA
PianoPad 2 99 28

Sun Uox 99 40

Ty

ease Time
0+08 F+00 I+66 A+08 L+66 U+00 E+06

A__B C D _E _F G _H
— 1T 1T 1T T 1T 1 ]

The display will show you the current release time values for both the VDF
and VDA.

w  Turn the VALUE dial to the right.

@  Hold down some notes on the keyboard and release them. Notice
how the sound fades out slowly.

&  Turn the VALUE dial to the left.

@&  Restrike the notes and release them. Notice that the sound ends in-

stantaneously.

w  Press the DOWN and UP keys simultaneously to reset the value of
this setting.

VDA Level (VDA)

The VDA controls the overall amplitude, or volume, of the sound.

@ Press cursor key F.

PROG :U%EB 5 nPa.il_ : XPOSE: @
I eve
8l2:PianoPad 2 38 || ‘ ‘
178:Svyn Uox 4il +I '=I|=l| +I

] G ] |
_evel
0+08 F+08 1+80 A+08 R+OD m J+88 E+00

A B Cc D _E F G H
| R S S R S —

The display will show you the current VDA levels.
@  Play some notes on the keyboard and listen to the volume level.

w  Turn the VALUE dial to the right.
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@ Play some notes on the keyboard and notice that the volume level
has increased.

@«  Turn the VALUE dial to the left.

w»  Play some notes on the keyboard and notice that the volume level
has decreased.

@ Press the DOWN and UP keys simultaneously to reset the value of
this setting.

Velocity Sensitivity (VelS)

This setting controls the degree of the change in sound in response to how
hard (actually, how fast) you strike a key on the keyboard.

@ Press cursor key G.

PROG:C68 SunPad XPOSE:@

pSC _ Vel.Sens:UDA UDF
o 912:PianoPad 2 7838
178:Svn Uox &8 48
Yy T

)

Plelocity Sensitjuity
0+88 F+88 [+99 n+ea R+08 L+80 E+08
A B C D E F G H

C

| 1 | | 1 1 1 J

This display will show you the values for the VDA and VDF velocity sen-
sitivity parameters.

@ Turn the VALUE dial to the right.

= Play some notes on the keyboard and notice that the sound is very
responsive to your touch.

@  Turn the VALUE dial to the left.

=  Play some more notes and notice that no matter how hard or soft you
play, the sound plays as if you played at the maximum velocity.

Remember, this parameter adjusts the velocity sensitivity for the current
program only. To adjust the overall velocity response for the whole instru-
ment, you must use the Velocity Curve parameter on Page 2 of Global
mode.

@ Press the DOWN and UP keys simultaneously to reset the value of
this setting.

Dry:FX Balance (FX)

This setting controls the balance of the dry, unaffected sound and the wet,
effect-only sound.

w  Press cursor key H.

PROG:C68 SunPad HPOSE:D
FX1-2 [ SERIAL 1] Bal D.Mod
| 19:Chorus 1 69:31 UDAa EG]|
gliHall g81:19 UDA EG
rrrI Lyl - | -
PDryviFX Balance
0+00 F+08 I+88 A+00 R+88 L+8@ U+00
A B C D _E F G H

L 1 1 i 1 1 1 1 1
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The display will show you the effect placement, the current effects, the ef-
fect balance values, and the dynamic modulation sources.

@ Turn the VALUE dial to the right.

w  Play some notes on the keyboard and notice that the sound is
“drowning” in effects.

@ Turn the VALUE dial to the left.
@  Play some more notes and notice that the sound is completely dry.

If you want to adjust the Dry:FX Balance for each effect separately, you
must do so in Edit Program mode.

@ Press the DOWN and UP keys simultaneously to reset the value of
this setting.

After editing

Press the up or down arrow key (A or ¥) when you want to exit perfor-
mance editing.

After making changes to a program, you might want to write them to
memory. Since the program you have just edited is in a ROM bank, you
must use the Write Program function in Edit Program mode to store the
edited program to bank D (see page 152 in the Reference Guide).

When you edit a program in bank D, you can use the REC/WRITE key to
store the edited program to the same location—for example, program D32
will be written to D32. You will be asked if you are sure that you want to
write the program. Press cursor key E to answer “yes,” or cursor key H to
answer “no.” If you would like to store an edited program to a different
location, you must use the Write Program function in Edit Program mode.
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5 EDITING PROGRAMS

You can use the i2/i3 Edit Program mode either to create your own pro-
grams from scratch, or to modify existing programs.

Creating programs is an art in itself. Even if space permitted us to cover all
the basics of synthesizer programming, we couldn’t hope to pass on the
profusion of insights and shortcuts that come with experience. Old hands
in this field should be able to find their way around the i2/i3 with little
trouble; for those new to the subject, a book on synthesizer fundamentals
would be a good additional reference.

In this chapter, we will use some of the basic Edit Program parameters to
create our own original program by transforming A12 BritePiano into
Pluck Pad, a mellow, ethereal sound with a velocity-sensitive plucked at-
tack. For a complete explanation of all the parameters in this mode, please
refer to Chapter 6 of the Reference Guide.

Preparing to edit
In order to edit a program, you must first select it in Program mode.
@ Press the key labelled PROG.
w  Select program Al2 BritePiano by pressing the A bank key followed
by PROGRAM key 1 in the upper row and 2 in the lower row.
5.1 Selecting the multisound

@ Press the EDIT PROG key.

PROG A12 1:0SCILLATOR

$+88 ATEE A+B8 DTEO RTEE R+88 L+08 T+88
A B Cc D E E G H

L 1 1 1 1 1 1 1 j

You should now see Page 1 of Edit Program mode. This page lets you ad-
just various settings, including the program type—which determines how
many oscillators the program will use—and the multisound selection, lev-
el, and octave for each oscillator.

About multisounds

A multisound is the most basic element of sound in thei2/43. It is a digitally
recorded sound or collection of sounds, set up to play across the keyboard.
For example, multisound 002:A.Piano 2 is actually made up of 11 individ-
ual sounds, each assigned to a different range of the keyboard.

The multisound you choose thus determines the waveform you will be
working with. It is like a sculptor’s clay or rock, which is then shaped with
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various tools. With the i2/i3, your tools are filters (VDF), amplifiers (VDA),
envelope generators (EG), modulation generators (MG), and effects.

Let’s select multisound 180:White Pad as the basis for our new program.
This is a synthetic sound that exhibits characteristics of mellow brass and
flute sounds. (For a complete list of multisounds, see the Performance
Notes that came with the i2/i3.)

@ Press the ¥ key once to highlight the Multisound parameter.

@  Use the VALUE controls or the DATA ENTRY keys to select multi-
sound 180:White Pad.

Now when you play the keyboard, you will find that changing the multi-
sound has had a big effect on the overall sound of the program. Still, no
matter how much it has changed, it still exhibits many of the piano pro-
gram'’s characteristics, such as its brightness and attack.

5.2 Adjusting the brightness

Brightness is controlled by the VDF (Variable Digital Filter). As we de-
scribed on page 22, a filter adjusts a multisound’s brightness by removing
some of its harmonics.

@ Press the PAGE+ key to select Page 2.

PROG Al12 2:UDF 1

WF@ EG Intensity=36 Color=80
rack: Amount=-55 Kew=F3 ALL
Time=P8 AT:@ DT: + ST + ET B8
Uel.Sense: ﬁmount-+? Co
T:8 DT:8 ST B RT:B

e=08
ATBE A+99 DT89 B+39 STEB S+38 RT9B R+B6

A B C D E E G H
| 1 1 1 1 i | 1 1 il

w
Q

This is the VDF page for OSC1. Here you can set the initial brightness, and
make settings for parameters that control how keyboard position and ve-
locity affect it. You can also adjust the VDF EG, which controls how the
brightness changes over time.

Let’s increase the VDF's EG Intensity parameter to make it easier to hear
the effect of the VDF EG.

#  Press cursor key E to select the EG Intensity parameter.

‘& Enter a value of 94.

When you play the keyboard, you will notice that the “breathy” part of the
sound stays bright for a little too long. Let’s lower the overall brightness.

w  Press cursor key A to select the Cutoff parameter.
@  Enter a value of 5.

Now when you play the keyboard, you will notice that the brightness
fades sooner.

5.3 Adjusting the attack

The sound’s overall attack is controlled by the VDA (Variable Digital Am-
plifier). As we mentioned on page 22, an amplifier sets a multisound’s vol-
ume by adjusting the oscillator output level.
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w  Press the PAGE+ key once to select Page 4.

When you press the PAGE+ key, the i2/i3 will skip over Page 3 because this
page contains the VDF parameters for a second oscillator. The program is
currently made up of only one oscillator.

PROG R12 4:UDAR 1
KBD Track: Key=F2 HIGH
ime= t@ DT:+ ST:D RT:+
Uel.Sense! ﬁmount—+?B
e=0® AT:0 DT:8 ST:0 RT:6
ATEB A+99 DT92 B+BB STe8 S+88 RT3
A B C D E E G H

L 1 1 1 | 1 1 1 i

This is the VDA page for OSC1. Here you can make settings for parameters
that control how keyboard position and velocity affect the volume. You
can also adjust the VDA EG, which controls how the volume changes over
time. (The overall level of each oscillator is set on Page 1).

Let’s increase the VDA EG'’s attack time so that the sound will have a slow-
er, more gentle attack.

@ Press the ¥ key four times to move the cursor to the bottom line of
the display.

When the cursor reaches the bottom line, the i2/i3 will show you a graphic
representation of the current VDA EG settings.

PROG A12 4:UDA 1 pattack Time

KBD Track: Amount=-1
Time=B6

Uel.Sense! Amount=+
Time=08 AT:0 DTiQ ST:@ RT:0
A+99 DT92 B+0B STOB S+88 RT39

A B C D E _F G H
A . I S S S S —

@ Press cursor key A to select the Attack Time parameter.
@  Enter a value of 24.

When you play the keyboard, you will hear that the attack has become
softer. This, combined with the new multisound and the slight change to
the VDF EG, has already made a big difference in the sound.

5.4 Using the Compare function

You can use the Compare function to compare the original program with
the edited version.

@ Press the COMPARE key.

The COMPARE key will light to show you that you are playmg the version
of the program that is stored in ROM. If you play the kéyboard, you will
hear the difference between the two programs.

@  Press the COMPARE key again to return to the edited version of the
program.
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5.5 Adding a second oscillator

Aswe described on page 22, programs can use one or two oscillators. Let’s
add a second oscillator to create the pluck sound that will become the new
attack portion of our program.

Setting the program type

As we mentioned on page 45, the number of oscillators used by a program
is determined by the Program Type parameter on the OSCILLATOR page.

@  Return to Page 1 of Edit Program mode.
@  Press the A key once to select the Program Type parameter.

In addition to Single Oscillator and Double Oscillator settings, this param-
eter also has a Drums setting that is used by drum programs. We will dis-
cuss drum programs in the next chapter.

@ Set this parameter to Double Oscillator.

Copying oscillators

If you play the keyboard now, you will hear that the second oscillator is
using the default initialized settings: immediate attack, inmediate decay,
and so on. We will use the Copy/Swap OSC function to duplicate the set-
tings of the first oscillator system in the second one. This way, we can use
the copied settings as a starting point, and make only a few changes.

@  Go to Page 9 either by pressing the PAGE+ key eight times, or by
pressing the DATA ENTRY 9 key while holding the EDIT PROG key.

This is the Edit Program mode UTILITY page. Here you can write and re-
name programs; copy effects from other programs, songs, arrangements
or backing sequences; copy or swap effect or oscillator settings; and initial-
ize programs.

@  Press the V¥ key four times to select the Copy/Swap OSC function.

PROG Al12 9:UTILITY PDirection

Write Pro9ram
Rename Pro9ram hitialize Program
Copy All Effects
Copv-Swar FX

L 1 1 1 1 1 1 | I

The setting above cursor key A should already read OSC1 — OSC2.
@ Press cursor key H to execute the copy operation.
The i2/i3 will ask “Are you sure?”

@ Press cursor key E or F to confirm the operation.

5.6 Adjusting the settings for 0SC2

Now that you have some basic settings for the second oscillator, let’s mod-
ify them to be the pluck attack.
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Assigning the multisound

Select multisound 056:E.Gtr Harm to use as the pluck attack. This multi-
sound is made up of sampled electric guitar harmonics.

@ Return to Page 1.

w  Press the ¥ key three times to highlight the Multisound parameter
for OSC2.

@ Use the VALUE controls or the DATA ENTRY keys to select multi-
sound 056:E.Gtr Harm.

You will find that when editing double-oscillator programs, it helps to iso-
late individual oscillators so you can concentrate on the sound of each one
separately. You can mute an oscillator by reducing its level to 0.

Let’s mute OSC1 for now.

@ Pressthe A key twice to move the cursor to the second line of the dis-
play.
@ Press cursor key D to select the Level parameter for OSC1.

@ Set the Level parameter to 0 using the VALUE controls or the DATA
ENTRY keys.

You should now hear only OSC2 when you play the keyboard.

Creating a pitch slide

We will now adjust the pitch EG so that notes will start slightly below
pitch and scoop up to the desired note when you first play the key; and
drop in pitch when you release the key.

= Press the ¥ key four times to move the cursor to the bottom line of
the display.

When the cursor reaches the bottom line, the i2/i3 will show you a graphic
representation of the current pitch EG settings.

PROG Al2 1:0SCILLATOR PStart Level

Single Oscillator_ H
BE2:A.Piano 2 L34

S+

ATEB A+0B DTOB RTBG R+60 L+b0 T+08

A B c D E E G H
L 1 11 1 1 1 1

Let’s adjust several of these parameters.

Press cursor key A to select the Start Level parameter.
Enter a value of -30.

Press cursor key B to select the Attack Time parameter.
Enter a value of 25.

Press cursor key E to select the Release Time parameter.
Enter a value of 30.

Press cursor key F to select the Release Level parameter.

CON T T T T T

Enter a value of -15.
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@ Press cursor key G to select the Level Velocity Sensitivity parameter.
w  Enter a value of —60.

You have just set the pitch EG so that it will create the pitch variation de-
scribed above. By setting the Level Velocity Sensitivity parameter to —60,
you have also specified that the effect of the pitch EG will become less pro-
nounced when you play at higher velocities.

When you play the keyboard, you will not be able to hear the effect of the
pitch EG because we haven't yet set its intensity.

@ Press the A key two times to move the cursor to the fourth line.

@ Press cursor key F to select the Pitch EG Intensity parameter for
0sC2.

<  Enter a value of +99.

The effect of the pitch EG may sound strange now, but will add character
to the program when we add it to OSC1.

Adjusting the VDA EG

Now we are going to set the VDA EG so that notes you play softly will
have a slower attack, and those you play more forcefully will have an in-

- stantaneous attack.

@ Press the PAGE+ key four times to select Page 5.

@  Press the ¥ key four times to move the cursor to the bottom line of
the display.

3

Press cursor key A to select the Attack Time parameter if it isn't se-
lected already.

Enter a value of 22.
Press the A key once to select the Vel. Sense Time parameter.
Enter a value of 88.

Press cursor key E to select the Vel. Sense Attack Time parameter.

O N

Press the UP key to enter a value of “+”.

Now the attack will become faster as you play harder.

Balancing the oscillators

The process of balancing the oscillators includes setting their relative vol-
ume levels, pan positions, and tuning.

First, let’s set the volume levels.
@ Return to Page 1.

@  Pressthe A key twice to move the cursor to the second line of the dis-
play.

Press cursor key D to select the Level parameter for OSC1.

Enter a value of 61.

Press the ¥ key twice to select the Level parameter for OSC2.

IR

Enter a value of 83.

When setting the levels, you must be careful not to set them too high, as it
is possible for the signal to overload the effects, resulting in distortion.
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Now let’s set OSC1’s pan position slightly to the right.

@ Press the A key twice to move the cursor to the second line of the dis-
play.

@ Press cursor key G or H to select the Panpot parameter for OSC1.

<  Enter a value of R02.

Finally, let’s detune the oscillators slightly to “fatten up” the sound a bit.

@ Press the ¥ key three times to move the cursor to the fifth line of the
display.

@ Press cursor key D to select the Detune parameter.

<«  Enter a value of +10.

5.7 Adjusting the pitch bend range

5.8 Applying effects

Normally you can move the joystick left or right to bend the pitch of a pro-
gram. This is useful for imitating slurs or the bending techniques of vari-
ous instruments. Pitch bend was turned off for program A12 because
pianos aren’t capable of producing such sounds.

The i2/i3 can bend pitch as much as one octave when the joystick is moved
all the way to the left or right. Let’s set this program to use a pitch bend
range of one whole tone.

@  GotoPage?.

PROG A12 7:UDF MG-/JS MJlaveforn

UDFMG “Q'EEEEE Fre«=58 DLBG 1:8Q@
: ATBO JSB8 S:O0FF

Pitch Bend: Jovstick=+88 Aftertouch=+80
Cutoffi: Jovstick=+88 Aftertouch=+86
Level: Aftertouch=+08

A B c D E F G H
L | 1 1 1 | 1 | A

@ Press the ¥ key twice to select the Pitch Bend Joystick parameter.
@ Enter a value of +02.

Now you can bend a note’s pitch up to two semitones (one whole tone) us-
ing the joystick. You may want to experiment with different settings for
this parameter.

Usually, applying effects will be the last step in creating a program. You
may even want to turn the effects off while editing programs, to create a
program that stands on its own, then use effects to add a finishing touch.

The i2/i3 effects system is made up of two signal processors, known as FX1
and FX2. You can select different effects for each processor, and combine
them in one of four configurations or effect placements.

You can then route sounds to both processors via four effect inputs (A, B,
C, and D). The way you route signals to these inputs, combined with
which effect placement you use, plays a big role in how the final output
will sound.
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Let’s take a look at the EFFECT page.
&  (GotoPage8.

PEFffect Tvre

0N Mod:UDA EG_I+07
L+84 H+B5 +38:50

Mod:UDA EG 1-84
L+88 H+B2 »81:19
D Pan = R

PROG A12 SiEFFECT

Fr2_B1:Hall 0N
2.3 PBEB E62 HDIS
[ BERIAL 1 C Pan =

A B Cc D E = G H
1 1 | 1 1 1 11 |

You can set the effect types for FX1 and FX2 on the first and third lines of
this display, and the effect placement on the last line. To route signals to
the effect system, you must use the Panpot and Effect Send Level parame-
ters on the OSCILLATOR page.

Selecting the effects

As you can see in the last illustration, FX1 was originally set to an exciter
effect for the piano program we are editing. Let’s change this to a multiple-
repeating delay effect to add motion to our new program.

@ Using the VALUE controls or the DATA ENTRY keys, select effect
17:Multitap Dly2.

When you change this setting, you may notice that the parameters on the
line below also change. Each of the effects comes with default settings
which are designed to sound good without any modifications. If you
want, you can try to tailor these settings to your tastes.

Be aware, however, that any custom settings you make will be lost as soon
as you switch to a different effect type. To avoid this, you should store any
programs with custom effect settings using the Write Program function
described later in this chapter.

We will leave FX2 set to 01:Hall, as this effect provides a good, standard
reverb effect.

About the Serial effect placement

As we mentioned above, the Effect Placement setting is on the bottom line
of the display. It appears in brackets above cursor keys A and B.

@ Press the ¥ key four times to select the Effect Placement parameter.

The i2/i3 will display a graphic that looks something like the figure below.
As this graphic shows, the piano program we're editing has been set to use
the Serial placement.

Input A — Left output

FX1 FX2

Input B — — Right output

Input C —{cPan [ |
Input D —{DPan [ |

With this setting, signals that are routed to effect inputs A or B will go
through FX1 and then pass on to FX2. Signals routed to effect inputs C or

52



EDITING PROGRAMS

D will go through FX2 only. This can be used, for example, to apply both
effects to one oscillator, while bypassing FX1 for the other oscillator.

Most programs use this placement because it is convenient for applying
both signal processors to the entire sound output. We will use this setting
for our new program as well.

Routing the oscillators to the effects

When you play the keyboard, you will notice that both the pad sound of
OSC1 and the plucked attack of OSC2 are being processed by the multitap
delay. To find out why, let’s take a look at how our oscillators are being
fed to the signal processors.

w  Returnto Page 1.

When you use the Serial effect placement, the Panpot parameters not only
set the stereo positions of their sounds, but also send the sound to effect
inputs A and B. As the OSCILLATOR page shows, both oscillators are being
sent to the effects system via channels A and B; hence, both are being pro-
cessed by the delay.

Let’s set the plucked attack so that it bypasses the delay effect. We can do
this by sending OSC2 to inputs C and D only. First, we must route this os-
cillator away from channels A and B.

@  Press the A key once.
& Press cursor key G or H to select OSC2’s Panpot parameter.
@  Using the VALUE controls, set this parameter to OFF.

If you play the keyboard now, you will notice that the plucked sound has
disappeared altogether. To bring it back, we will route it directly to FX2
via channels C and D.

@ Press the ¥ key once to select the Effect Send C Level parameter.
@  Enter a value of 9.

@ Press cursor key H to select the Effect Send D Level parameter.
=  Enter a value of 9.

If you play the keyboard, you will now hear that OSC2 is being processed
by the hall reverb (FX2) only, while OSC1 is being processed by both ef-
fects.

5.9 Naming and writing the program

Now that we have finished making all the adjustments to our program, it
is time to name it and write it to memory.

Naming a program

Let’s give this program the descriptive name we mentioned at the begin-
ning of this chapter: “Pluck Pad.”

@  GotoPage?9.
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@  Press the ¥ or A key three times to highlight the Rename Program
function.

PROG A12 9:iUTILITY

Copy.Swar 0SC
Initialize Program

d LI =i
pEerame ProSran

orPY H ec
Corv Swar FX
A12 BritePiano B 55 (KD D

A B C D E F G H
L1 | 1 1 1 | I ]

w  Press cursor key F five times to delete the first five characters.

The name should now read “Piano.” Because the first character is now a
“P,” we won't need to change it.

@ Press cursor key H to move to the second character.

"o

@ Press the UP key three times to change the “i” in “Piano” to an “1.”

A pop-up menu will appear showing all the available characters, with the
current character highlighted..

PROG A12 9:UTILITY

hBCDEFGHIJ NOPRRSTUVWRYZ
abcdefohiJ nopqrstuuwxyz
OPY 3123456?898 VH$5E

Copy ”Swar Yokt, S—, ,13<=5?[¥IN_{]}re
- A12 Filano “-’
A B C D E F G H

| I | 1 L | I 1 1 1|

Press cursor key H to move to the next character.

Use the VALUE controls to change the “a” to a “u.

Press cursor key H to move to the next character.

Y 4 g

Use the same method to enter the ¢, k, space, P, a, and d.

When you're done making these changes, you'll be ready to store the pro-
gram in the i2/i3 memory.

Writing a program to memory

Whenever you create a program you want to keep, you should store it to
bank D, the USER bank.

@ Press the A key once to highlight the Write Program function.

PROG A12 9:UTILITY 012 Pad Piano2

Copy~Swap 0SC
Initialize ProSram

ename Program
Cory All Effects
Copy/Swar FX _
Aal12 BritePiano ' WEITE R

A B C D E F G H
L1 1 1 1 1 1 ]
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The destination program number is displayed above cursor key H. The
name of the program currently stored in that location will appear in the
upper-right portion of the display. Because this program will be replaced
by the new program when you execute the Write Program function,
choose the destination carefully.

If you write over one of the programs that came with the i2/i3, and want to
retrieve it at a later time, you can load it from the supplied factory data
disk using the Load One Program function in Disk mode. However, if the
program you want to retrieve was never saved to disk, it will be impossi-
ble to get it back.

For now, let’s write our program to D12, which has already been selected.
w  Press cursor key F to write the program to memory.

The display will ask “Are you sure?”

@ Press cursor key E or F to confirm this operation.

Congratulations! You have just created your first i243 program. As you ex-
periment with creating your own programs, you will find that your pro-
gramming abilities will improve with practice.
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6 WORKING WITH DRUMS

6.1 What is a drum program?

As we mentioned in Chapter 4, the i2/i3 contains four banks of 64 normal
programs and one bank of eight drum programs. You may be wondering
what distinguishes drum programs from normal programs. Let’s use pro-
gram Drl GM Kit to find out.

@  Go to Program mode by pressing the PROG key.

w  Select program Drl GM Kit by pressing the DRUM PROG bank key
followed by PROGRAM key 1 in the lower row.

When you play the keyboard, you'll notice an obvious difference—each
key plays a different sound. But let’s look a little deeper into the program
parameters themselves.

@ Press the EDIT PROG key.

PROG Dri 1:0SCILLATOR

% Hold On  Polvyrhonic
i GMSt.andard LS&é §8° PEG+98
C=4 D=4

5+68 ATOB A+00 DTOA RTOO R+08 L+0@ T+00

A B c D E E G H
I | 1 1 | 1 1 1 ]

As we observed in the previous chapter, this is Page 1 of Edit Program
mode. However, it looks slightly different than the one we encountered
before.

First of all, the Program Type parameter is set to Drums. Programs that use
this setting have the same parameters as those that use a setting of Single
Oscillator, with two exceptions. The Multisound parameter is replaced by
the Drum Kit parameter, and the Panpot parameter is not displayed at all.

With the Drum Kit parameter, instead of selecting a multisound for the os-
cillator, you to select a drum kit.
What is a drum kit?

A drum kit is a setup that specifies the layout, or mapping, of up to 60 drum
sounds across the keyboard. Each of these drum sounds has associated pa-
rameters that set its tuning, level, decay, exclusive group, panning, and ef-
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fect send levels. One drum sound and its associated parameters are
collectively known as a drum instrument.

Drum Kit "~ Torum Instrument o Drum sound
\ Drum Instrument [, Key
\ Drum Instrument | \ Tune
\ Drum Instrument \\ Level
\\ \ Decay
\ \ Exclusive Group
\\ \\ Panpot
Drum Instrument \ | Effect Send C
\| Effect Send D

The fact that each drum instrument has its own pan setting explains why
the Panpot parameter is not available on Page 1 of Edit Program mode.

This may lead you to ask why the C and D Effect Send Level parameters
appear here. Afterall, there are separate C and D level parameters for each
drum instrument. Those that you see on this page act as master controls
for the individual C and D levels, adjusting the overall C and D level of all
drum instruments proportionally.

Selecting drum kits

The i2/i3 comes with a total of eight drum kits. Six of these are preset kits
which reside in ROM. The other two are user kits which reside in RAM.
You can edit the two user kits in Global mode.

If you don’t want to get involved with editing drum kits, the simplest way
to edit a drum program is to change its drum kit assignment. Let’s try this
now.

@  Press the ¥ key once to highlight the Drum Kit parameter.
w  Using the VALUE controls, select drum kit 1:User Kit 1
When you play the keyboard, you will hear a different set of drum sounds.

About the Hold parameter

The Hold parameter determines whether note off messages (such as those
generated when you release a key on the keyboard) will end notes played
by the program.

When it is set to Hold On, notes will continue sounding even after the keys
are released. This makes it possible for sounds to decay naturally, without
having to hold the key for the duration of each drum sound.

w  Play the crash cymbal assigned to C#3; the toms assigned to A2, G2,
and F2; and the snare assigned to E2.

Notice that regardless of how long you hold the keys, the sounds’ decay
stays the same.

@  Press the A key once to move the cursor to the first line of the dis-
play.
w  Press cursor key E to select the Hold parameter.

& Set this to Hold Off.
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Notice that the sounds only play for as long as you hold the keys, now.

If you are creating a program which has this parameter set to Hold On, be
sure to set the VDA EG’s Sustain Level parameter to a value of 0. Other-
wise the sound will never decay completely.

@ Return this parameter to the Hold On setting.
6.2 Preparing to edit a drum kit

As mentioned above, you can edit the two user drum kits in Global mode.
Parameters for User Kit 1 appear on Page 5 and those for User Kit 2 on
Page 6. Let’s take a look at Page 5 now.

@ Press the GLOBAL key to go to Global mode.
@ Press the PAGE+ key four times to get to Page 5.

GLOBAL S:USER KIT 1 PDance Kick

% aas c2
836 C#2
#82 030 D2

3*
[
a
()
[2A]
[xy)
mn
N
lw] AROOEES
r
+
[
@
L
[}
A
]
1
1
|

#94 022 E2
A B C E F G H

This is the USER KIT 1 page. Its parameters are actually divided between
two sub-pages. The page shown above is the left sub-page, where you can
adjust the settings for each drum instrument’s drum sound assignment,
key assignment, tuning, decay, level, and exclusive group assignment.
The settings for panning and effect send levels are set on the right sub-

page.
Drum kit monitoring

When editing a drum kit in Global mode, the i2/i3 will play it using what-
ever program was last selected in Program mode. This program selection
can either help or get in the way of the editing process. Let’s see why.

w  Press the PROG key to go to Program mode.

@ Select program B47 Halo Pad by pressing the B bank key followed
by the 4 key in the upper row of PROGRAM keys and 7 in the lower
row.

If you play the keyboard, you will hear that this program has a somewhat
slow attack and is being processed by a flanger effect.

@  Return to Global mode.
Page 5 should already be selected.

@ Play the crash cymbal (C#3), the toms (A2, G2, F2), and the snare
(E2).

You can hear that User Kit 1 is now being played by program B47 Halo

Pad. This makes it difficult to adjust the settings for the drum kit effective-

ly.

(You may find this, or other programs, to be musically useful for process-

ing drum kits, however. If you would like to use a normal program as a
starting point for creating an original drum program, set the normal pro-
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gram’s Program Type parameter to Drums. You can then assign it one of
the eight drum kits. Also, be sure to set the program’s Octave parameter
to 8, otherwise the mapping will be offset.)

Since we want to hear this drum kit without any fancy processing, we will
select a drum program.

@ Return to Program mode.
@ Select program Drl GM Kit.
@ Return to Global mode.

6.3 Editing the drum kit

Perhaps the simplest way to make a customized drum kit is to edit one of
the existing kits. If you want, however, you can start from scratch, and
build your drum kit from the bottom up.

Editing existing drum kits

If you want to modify one of the user kits, you can do so on Pages 5 and 6.
However, if you want to modify one of the preset kits, you must first copy
its settings to one of the user kits. The Load One Drum Kit function on
Page 7 allows you to do this.

You can also use this function to restore either of the two user kits to their
original factory settings. See page 227 in the Reference Guide for details.

For this tutorial, we will create our own drum kit from the bottom up.

Starting from scratch

To create our drum kit, let’s start by resetting all the parameters in User

Kit 1 to their default values. This will help to avoid confusion when mak-

ing our settings.

@ Press the PAGE+ key twice to go to Page 7, the DRUM KIT UTILITY
page. '

GLOBAL 7:DRUM KIT UTILITY
b
ort Drum Ki )
Initialize DrumkKit

4 ne Dgum kit

A B c D E E G H
L 1 | 1 1 1 1 1 ]

& Press the V¥ key two times to highlight the Initialize Drum Kit func-
tion.

= Make sure 1:User Kit 1 is selected.

@  Press cursor key H to initialize the drum kit.

@ Press cursor key E or F to confirm this operation.

@  Returnto Pagé 5.

You will notice that all the parameters have been reset to their default val-
ues, and there is no sound when you play the keyboard. Now we can start
to create our drum kit.
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'Assigning drum sounds

Each of the 60 drum kit instruments is assigned an index number from zero
to 59. This number is shown above cursor key A.

When you initialize a drum kit, each drum instrument is assigned a key
starting from C2 (the bottom C) and continuing chromatically up to B6
(the top B).

Let’s start by assigning a bass drum to C2.
@ Press cursor key B to select the Drum Sound parameter.
@ Press the UP key once to enter drum sound 0, Fat Kick.

The i2/i3 will display the name of the current drum sound in the upper-
right portion of the display. When you play C2 on the keyboard, you will
hear this drum sound. (For a complete list of drum sounds, see the Perfor-
mance Notes that came with the i2/i3.)

Adjusting the tuning

Next, we'll assign a snare drum to D2 and adjust its tuning using the Tune
parameter.

w  Press the ¥ key twice to select the Drum Sound parameter for index
#02.

(It is possible to change index #01’s Key parameter from its current setting
of C#2 to D2. However, you'll find that if you try to change it, the i2/i3 will
only let you select a key that isn't already assigned. D2 has already been
assigned to index #02.

Since the Key parameters for all the index numbers have been assigned
chromatically from C2 to B6, we would have to set index #02 to a key out-
side that range before adjusting the setting for index #01.)

@ Use the VALUE controls or DATA ENTRY keys to enter drum sound
14, Snare 1.

When you play D2 on the keyboard, you will hear this drum sound. Now
let’s tune it.

@ Press cursor key D to select the Tune parameter.

w  Repeatedly play D2 while adjusting the Tune parameter with the
VALUE dial.

The maximum value for this setting is +120, which will raise the pitch one
octave. Likewise, the minimum value of -120 will lower the pitch one oc-
tave.

Let’s raise the pitch of the snare.

& Enter a value of +12.

Assigning exclusive groups

Exclusive groups allow you to create groups of drum instruments that
play monophonically rather than polyphonically. This means that instru-
ments set to the same exclusive group will cut off each other’s sound.

The most common use for this is to have the closed hi-hat sound cut off the
open hi-hat sound, just like a real hi-hat. Let’s try this now.

First we have to assign the closed and open hi-hat sounds to the keyboard.
w  Press the ¥ key four times to select index #06 (F#2).
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@ Press cursor key B to select the Drum Sound parameter.

&  Use the VALUE controls or DATA ENTRY keys to enter drum sound
48, Tite HH.

&  Press the V¥ key four times to select index #10 (A#2).

@  Use the VALUE controls or DATA ENTRY keys to enter drum sound
49, Open HH.

Notice that the sound of the open hi-hat (A#2) is not cut off by the closed
hi-hat (F#2) when you play them one after the other. This is unnatural, as
a real hi-hat could not do this. Let’s assign both hi-hat sounds to exclusive

group 1.
@ Presscursor key G to select the Exclusive Group parameter for index
#10.

@  Press the UP key once to enter a value of EX1.
@ Press the A key four times to select index #06 (F#2).
@  Press the UP key once to enter a value of EX1.

Now when you play the hi-hat sounds, they will cut each other off.

Adjusting the decay

As we mentioned earlier, each drum instrument has its own decay setting.
This is useful for controlling the decay time of continuous, or looped, drum
sounds such as the crash cymbal, snare roll, vibraslap, triangle roll, and
bell tree. Let’s assign the crash cymbal to C#3 and adjust its decay time.

@  While holding cursor key A, play C#3 on the keyboard.

The display will jump to index #13. This is a quicker method for selecting
drum instruments.

@ Press cursor key B to select the Drum Sound parameter.

w  Use the VALUE controls or DATA ENTRY keys to enter drum sound
40, Crash Cym.

When you play C#3, you'll notice that the crash cymbal’s decay is a bit
long. '

w  Press cursor key F to select the Decay parameter.

The decay setting made here is relative to the current program’s VDA EG
Decay Time parameter. A setting of 0 will use the decay time specified by
the current program. Higher settings will produce longer decay times, and
lower settings, shorter decay times.

@ Using the VALUE controls or DATA ENTRY keys, enter a value of +99.

If you play C#3 now, you'll hear the crash cymbal with an unusually long
decay. Because it will take some time to decay completely, stop the sound
by pressing the RESET key on the front panel. (You can press the RESET key
at any time to stop any stuck notes.)

If you set this parameter to a value of 99, you'll hear the crash cymbeal re-
duced to a short burst of noise. Let’s set the decay time to a more appro-
priate value.

@  Using the VALUE controls or DATA ENTRY keys, enter a value of -15.

When you play C#3, you will hear the crash cymbal with a more musically
useful decay.
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Drum instrument transposition

Any keys that have not been assigned a drum sound will play the sound
of the next higher key. For each unassigned key, the i243 will automatical-
ly transpose the next higher key’s drum sound down until it reaches an as-
signed key. This is useful for creating ranges of drum sounds which you
can play chromatically on the keyboard.

i .
Crash Cymbal ’ Tom

These keys will play the Tom
sound at lower pitches

Let’s try this now.

&  Play C4 on the keyboard while holding cursor key A, to select index
#24.

@ Press cursor key B to select the Drum Sound parameter.

@ Use the VALUE controls or DATA ENTRY keys to enter drum sound
58, Tom Hi.

When you play C4, you will hear the tom sound at its original pitch. If you
play in the range of D3 to B3, you will hear the tom sound transposed chro-
matically. You may have noticed that all the other drum instruments we
have assigned behave this way too.

(If you want a key to be silent, assign a drum sound to the corresponding
drum instrument and set the Level parameter, above cursor key E, to —99.
All keys below it that have no drum sound assigned to them will also be
silent.)

Adjusting the pan position

As we mentioned earlier, drum programs don’t have a Panpot parameter
that can be set on Page 1 of Edit Program mode. Instead, each drum instru-
ment has its own Panpot parameter that can be set on the USER KIT pages
of Global mode.

This parameter, along with the C and D Effect Send Levels, can be found
on the right sub-page.

& Press cursor key H to select the right sub-page.

pTom Hi

=8 D=0

=8 D=0

= D=@

=5 b=s

=0 D=0 [ 4]
F G H
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You'll notice that the parameters above cursor keys A, B, and C do not
change. This allows you to see their values easily.

Let’s adjust the panning for the open and closed hi-hats and the crash cym-
bal.

@  Play F#2 on the keyboard while holding cursor key A, to select the
closed hi-hat.

@ Press cursor key D to select the Panpot parameter.

Using the VALUE controls, set this to L05.

@ Play A#2 on the keyboard while holding cursor key A, to select the
open hi-hat.

@ Press cursor key D to select the Panpot parameter.
@ Using the VALUE controls, set this to L05 as well.

<  Play C#3 on the keyboard while holding cursor key A, to select the
crash cymbal.

@ Press cursor key D to select the Panpot parameter.
@  Using the VALUE controls, set this to R05.
When you play the keyboard, you will hear the changes we made.

Panning the toms

You may want a range of tom sounds to pan from one side to the other,
thus simulating what drummers hear when they play from the high tom
to the low tom.

Although it seems as though there are many tom sounds assigned to the
keyboard, we can only set one pan position for all of them. This is because
they are all the same drum instrument. In order to achieve the effect de-
scribed above, we must create several tom instruments and assign a differ-
ent pan setting to each.

Let’s assign the tom sound to F2, A2, and C3.

@ Play F2 on the keyboard while holding cursor key A, to select index
#05.

@ Press cursor key B to select the Drum Sound parameter.

@ Use the VALUE controls or DATA ENTRY keys to enter drum sound
58, Tom Hi.

@ Do the same for A2 and C3.

You should now hear the same tom at the same pitch when you play those
three keys. Notice that D#2, E2, G2, G#2, and B2 play transposed versions
of this sound.

Let’s adjust the tuning of F2 and A2.
@ Press cursor key H to select the left sub-page.

@ Play F2 on the keyboard while holding cursor key A, to select index
#05. :

@ Press cursor key D to select the Tune parameter.

& Using the VALUE controls or DATA ENTRY keys, set this to a value of
-100.




WORKING WITH DRUMS

6.4 Applying effects

@ Play A2 on the keyboard while holding cursor key A, to select index
#09.

@ Press cursor key D to select the Tune parameter.

@ Using the VALUE controls or DATA ENTRY keys, set this to a value of
-50.

When you play the range of white keys from C3 down to F2, the pitch
drops naturally. Now we can set the pan position for each instrument.

@ Press cursor key H to return to the right sub-page.

@ Play C3 on the keyboard while holding cursor key A, to select index
#12.

@ Press cursor key D to select the Panpot parameter.
Set it to LO6.

3

@ Play F2 on the keyboard while holding cursor key A, to select index
#05.

@ Press cursor key D to select the Panpot parameter.
@ Setit to R06.

When you play from C3 to F2, you will hear the toms dropping in pitch
and panning from left to right.

Before moving on, you may want to use the Level parameter (above cursor
key E on the left sub-page) to adjust the volume of each drum.

Now that you have a basic drum kit to play, let’s apply some effects to add
a finishing touch. We are going to create an effect setup in which we pro-
cess all drum sounds equally through an exciter effect, and send varying
amounts of selected drum sounds through an early reflection effect.

(This type of effect setup is also very useful for arrangements, backing se-
quences, and songs. For example, you can send all tracks through an excit-
er effect, and send varying amounts of selected tracks through a reverb
effect.)

Copying effects

To save time, we will copy the effect settings from program Dr7 Dance Kit
and use them as a starting point for our effect setup.

You can copy the effect settings from any i2/i3 program, arrangement,
backing sequence, or song using the Copy All Effects function. This pro-
vides an easy way to get professional-sounding effect setups without hav-
ing to set all the parameters yourself.

@ Return to Edit Program mode.

@ Go to Page 9 by holding the EDIT PROG key and pressing the DATA
ENTRY 9 key.
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@  Press the ¥ key twice to highlight the Copy All Effects function.

PROG Dri 9:UTILITY »Source Mode

Write Cory~Swar 0SC
Renam Initialize Pro9ram

Pfogram
QS™ S

- a1l

A B c D E E G H
[ | 1 1 | 1 1 1 ]

&  Using the bank and PROGRAM keys, select program Dr7.

You can also press cursor key E and use the VALUE controls to select this
program.

@  Press cursor key H to initiate the Copy All Effects function.

The i2/i3 will ask if yéu are sure.

@  Press cursor key E or F to confirm the Copy All Effects function.

A “Completed” message will appear when the copy operation is finished.
&  GotoPage8.

Program Dr1 should now have the same effect settings as Dr7: an early
reflection effect assigned to FX1 and the exciter effect assigned to FX2.

To create the effect setup mentioned above, we need to use the Parallel 2
effect placement. The current effect setup uses the Serial setting.

About the Parallel 2 effect placement

Let’s take a look at the Parallel 2 effect placement.

@  Press the ¥ key four times to select the Effect Placement parameter.
@ Press the UP key twice to select PARALLEL 2.

The i2/i3 will display a graphic that looks something like the figure below.

Input A Left output
FX1
Input B —Right output
input C
FX2
Input D — D Pan

With this setting, signals that are routed to effect inputs A or B will go
through FX1 only. Signals routed to effect inputs C or D will go through
FX2 and then pass on to FX1.

In order for our effect setup to work as described, the exciter effect must
be assigned to FX1, and the early reflection effect to FX2. Currently, these
assignments are reversed.

Swapping the effects

We can use the Copy/Swap FX function to switch the settings of FX1 and
FX2.

@  Return to Page 9.
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@ Press the ¥ key once to select the Copy/Swap FX function.

PROG Dri1 S:UTILITY Poirection

Write Program Copy~Swar 0SC
Rename Pro9ra Initialize Program

A B c D E E G H
l 1 1 1 1 1 1 1 ]

= Press the UP key twice to select the FX1 <> FX2 setting.

The word COPY above cursor key H will change to SWAP.

@ Press cursor key H to swap the effects.

The i2/i3 will ask if you are sure.

@ Press cursor key E or F to confirm the Copy All Effects function.

A “Completed” message will appear when the swap operation is finished.

Routing drums to the effects

Let’s process the snare drum with the early reflection effect only. In order
to do this, we must first route the sound away from inputs A and B.

When you use the Parallel 2 effect placement, the Panpot parameters not
only set the stereo positions of each sound, but also send the sound to ef-
fect inputs A and B.

@  Return to Global mode.

@ Play D2 on the keyboard while holding cursor key A, to select index
#02.

@ Press cursor key D to select the Panpot parameter.

w  Set this to OFF.

Now we can route the snare to inputs C and D.

@ Press cursor key E té select the Effect Send Level C parameter.
@ Set this to 5.

@ Press cursor key F to select the Effect Send Level D parameter.
@  Setthisto5.

Next, we will process the hi-hats with the exciter effect, and just a touch of
the early reflection effect.

&  Play F#2 on the keyboard while holding cursor key A, to select index
#06.

@ Setboth the C and D Effect Send Level parameters to 1.
@ Do the same for the open hi-hat (A#2).

Finally, we will process the toms with both the exciter effect and the early
reflection effect.

@ Play C3 on the keyboard while holding cursor key A, to select index
#12.

@& Set the C and D Effect Send Level parameters to 5.
@ Do the same for the toms assigned to A2 and F2.
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6.5 Final notes

All the settings we have made for our drum kit are retained automatically;
there is no need to write them to memory. The changes we made to the
drum program, however, must be saved to memory. Use the Write Pro-
gram function, described on page 54 of this manual, to do so.

It is not necessary to restrict the writing of drum programs to Dr7 or Dr8;
they can also be stored to any of the 64 D bank program locations.

If you want to create a drum kit that will be used to play arrangements,
you should use the same mapping as the factory drum kits.
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7 SONG MODE

Song mode—the most basic of the sequencing modes—lets you record
songs using a straight-forward, full-function 16-track sequencer.

@  Go to Song mode by pressing the SONG mode key.

Song name Current parameter name
SONGB New Song PRecord Mge
Tracks 1-8 Aall A1z Al13 Al4 ALS Alé ALY Als
Tracks 9-16 A2l RAZ22 A23 AZ24 RA25 RA26 R27 A28
SNGB TrAal MBB1 4-/4
J=120:MAN Q:HI M:OFF WRF‘M
A B C D E FE H
F [ | | | | | | I | |

Song number, Track, Measure, Time signature, Record Mode
Tempo, Tempo Track control, QGuantize, Metronome, Parameter Select

This is Page 1 of Song mode. This page lets you set the program number, * ' '

volume, panning (stereo position) and effect send levels for each of the 16 e l l t ls a e Or t e S C Ore [@
tracks. You can also set the tempo, time signature, quantizing value, met-

ronome mode and recording mode for the current song. : :

7.1 Working in Song mode

There are many different methods you can use for recording music in Song
mode:

e Realtime recording is the method you will probably use most often.
Recording with this method is similar to recording with a tape re-
corder, and is good for music that is linear in nature, such as piano
and melody parts. There are five realtime recording modes that let
you perform tasks such as overdubbing and fixing mistakes.

e Steprecording allows you to enter music one note (or chord) at a time,
without having to play to a metronome. This method is good for re-
cording complex rhythmic passages, or if you have difficulty play-
ing the keyboard in real time.

e Patternrecording is useful for recording musical phrases that repeat
often, such as drum and percussion parts. Using this method means
you only have to record a pattern once. You can then place copies of
that pattern into your tracks. Patterns can be recorded in real time or
step time.

In this tutorial we will record the eight measure song that appears on the
following page using the recording methods outlined above. You may
want to first listen to the pre-recorded version of this song which is includ-
ed on the data disk that came with the i2/3.
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i-Lands Loading the tutorial song
) ]
Track 6% v '! F—?——F—P—ﬁ  ——— If you would like to listen to the finished version of the song we are about
P.Flute ~F M i = — I — ] m—— 47“ ! to record, you must first load it from disk.
n @ Insert the IFD-00P data disk that came with the i2/i3.
Track 5 e o s s S S e S S s o e e e S e @ Press the DISK key to go to Disk mode.

V. EEETEESE
W @ Press the ¥ key two times to highlight the Load All Song function.

0- ~ ~1 ~]
Guitar

g DISK 1:L0AD ALL
— o
%) © = © fou
[ !
Track 3‘%7 N1 ——— e i —
Bass = - Y= Y—1—

L 1 1 1 1 1 1 1 _

Track 2 i i P kev A B opC
Perc. H = F f ~ - ress cursor key A, B, or C.
2 3 i B o ! o ¢ f a ]

The i2/i3 will scan the disk for song files.

-
JTE n -; m ﬂ u w mﬂ @  Use the VALUE controls to select the file “_I_LANDS”.

Track 11 —
Drumste- ; S — F W S F g = F ‘ﬁ g @ Press cursor key H to load the song file.
% The i2/i3 will display an “Are you sure?” message.

o P

Track 6% = i f —— y S iﬂ @  Press cursor key E or F to confirm this operation.
1 —1- t e T T ! | 11 <&

PFlute e b : t — The i2/i3 will display a “Now loading songs...” message. After a moment,

this will change to “Completed”.
M — e B e | R — N
Track 5 o e s o e e s o o o o e e e e e e e @ Press the SONG key to return to Song mode.

11 1 ] ) -
Marim. %:‘W The song i-Lands was recorded as Song 0. When you are ready to start the
R ~ \ A . Q B ™ | tutorial, use Song 1 to record your own version of i-Lands.

|
'gzcl:tl;;l 1 o z ﬂ @ Press the START/STOP key to listen to Song 0 (i-Lands).
Y © = r B_? ’ - \SNhenlyOu are ready to begin the tutorial, press the UP key to select
ong 1.
Track '3 : 7 n — NT—— | e > 1 If you will be learning the song entirely by ear, you may find it helpful to
Bass : Y=g 1 . Y= < listen to each of the tracks individually. To find out how to use this tech-

nique, known as soloing, refer to the second paragraph under the heading

Track 2 “Muting and soloing” on page 101.
rac | I JJ_F_P_D_
Perc. g : ) 3 3 ' - Try to follow along in the score on page 70, even if your ability to read mu-

sic is somewhat limited. You will find it to be helpful as you proceed

M£ n -1 NI PD, x|:><| J_xﬁ B ﬂ -j mn X] through the tutorial.

S B S i A A AR

Mid tom B2 Clave C2

; I

Bass drum C2 Ride bell F3 Cabasa A#2
Low tom G2
Drum legend Percussion legend
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7.2 Preparing to record

Before you record, you need to assign programs to the tracks, set the met-
ronome, and set the tempo.

Setting up the tracks

First; set up the tracks with the programs you will use to play each part.
You can always change this setup later.

@  Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter (second line from the bottom, cursor key B) and se-
lect Tr01 (Track 1).

@  Enter program Drl GM Kit by pressing the DRUM PROG key fol-
lowed by the 1 key in the lower row of PROGRAM keys.

w  Press the UP key to select Tr02 (Track 2) and assign to it program Dré
Perc Kit by pressing the DRUM PROG key followed by the 6 key in
the lower row of PROGRAM keys.

@ By pressing the appropriate bank and PROGRAM keys, assign pro-
gram A54 Fretless to Track 3, A41 ClassicGtr to Track 4, A25 Ma-
rimba to Track 5, and B24 Pan Flute to Track 6.

It is also possible to assign programs to tracks using the VALUE controls or
DATA ENTRY keys. To do this, make sure that the Parameter Select setting
(bottom line, cursor key E) is set to PROGRAM. Then cursor to the track’s
program number and select the program using the VALUE controls or
DATA ENTRY keys.

Setting the metronome

To set up the metronome:

@ Cursor to the metronome parameter (the parameter labelled “M:” on
the bottom line of the display).

There are three options for the metronome: OFF, ON, and REC. You can
turn the metronome on or off, or set it to REC so that it will only sound
when you are recording.

& Set this to ON for now.

Setting the tempo
To set the tempo:

@ Cursor to the tempo parameter and change it to a value of 150 using
the VALUE controls or the DATA ENTRY keys.

@ To hear the current tempo, press the REC/WRITE key.

If the tempo of 150 is too fast for you, try a lower value such as 130. You
can set the tempo back to 150, after you finish recording, to hear the song
at the correct tempo.

@ Press the REC/WRITE key again to stop the metronome.

About the time signature

Whenever you record a new song, the i2/i3 will automatically set the time
signature—which is formally known as the Beat parameter—to the default
value of 4/4. We don’t need to change this for “i-Lands”, of course, be-
cause the song is written in 4/4 time.
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But if you ever want to record a song in another beat, you can change this
parameter before you start recording. When you press the REC/WRITE
key, the numbers in the time signature will change to asterisks. You can
then use the VALUE controls to change the time signature.

The range of available time signatures will vary depending on the song’s
Base Resolution setting. This parameter determines the maximum preci-

sion with which the i2/4i3 can record song data. (For details on the Beat and
Base Resolution parameters, please refer to page 82 and 116 in the Refer-
ence Guide.)

7.3 Realtime recording

Many people like to record the drums on Track 1, then the bass on Track
2, piano on Track 3, and so on, but this is just a matter of preference. Al-
though we have set up the tracks in this order, we will start with the bass
track. Let’s record this track using the simplest recording method—real-
time recording. '

@ Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter (second line from the bottom, CURSOR key B) and
select Tr03 (Track 3).

When you play the keyboard you should be able to hear program A54
Fretless, the program you have assigned to Track 3.

If you look at the clef in the first measure of the bass part on page 70, you'll
notice a small “8” just underneath it. This means that the part should be
played one octave lower than written. This is how bass and guitar parts
are notated, although the “8” is not usually written.

If you try to play the bass part this low on the i3, you'll notice that you can't
play notes below the first C that appears in the score, because the keyboard
only goes as low as that C. This is not a problem on the i2 however, be-
cause it has an extended keyboard range. To overcome this limitation on
the i3, we will transpose the keyboard down one octave. (If you are using
the i2, you can disregard this step.)

@ Press the OCTAVE DOWN switch on the front panel once.

Now, the bass will play one octave lower.

Recording the bass
@ Press the REC/WRITE key.

The REC/WRITE key’s LED should light up. The metronome will start
clicking.

@  When you are ready, press the START/STOP key to start recording.

The i2/i3 will count off a two-bar lead-in before it starts recording. During
this lead-in, the measure field will show first “-002,” then “~001.” The tem-
po LEDs will light up in time with the tempo, with all four lighting simul-
taneously to indicate the downbeat of each measure. The i2/4i3 will start
recording after the two-bar lead-in. (You can change this lead-in to 1 bar
or no lead-in using the Metronome function described on page 99 of this
manual and page 115 of the Reference Guide.)

@ Play the bass part and press the START/STOP key to stop recording
when you have finished.
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If you make a mistake, stop the i2/i3, press the RESET key, and repeat the
last three steps to re-record the bass part.

If you pressed the OCTAVE DOWN switch before recording, be sure now
to press the OCTAVE UP switch once to return the octave to normal (so that
neither switch is lit). Otherwise, each track that you record afterwards will
be recorded one octave down.

Playing back a track

To listen to what you have just recorded, press the START/STOP key.
When the song reaches the end, the i2/i3 will stop automatically and reset
to measure 001. If you stop the song before it reaches the end, be sure to
press the RESET key before you proceed. Also, notice that Track 3’s activity
bar has changed from REC to PLAY.

7.4 Overdub recording

Now we will record the drums. But before we do that, take a moment to
familiarize yourself with the drum program you have assigned to Track 1.

@  Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter (second line from the bottom, CURSOR key B) and
select Tr01 (Track 1).

@ Play the keyboard.

When you play the keyboard you should be able to hear program D1 GM
Kit, the program you have assigned to Track 1.

You will notice that a different drum sound is assigned to each key. Look
at the drum legend on the bottom of page 70. This tells you which sounds
the notes in the score represent.

@ On the keyboard, find the drum sounds used in the score.

With practice, you will be able to play an entire drum part from the key-
board. If you find that difficult to do now, you may want to break down
the drum part into smaller groups to make it easier to record. Overdub re-
cording, a form of realtime recording, allows you to add new parts on top
of old ones for just this purpose.

For example, according to the drum legend, five drum sounds are being
used for this song. You may find it easier to record the bass drum and
snare drum first, then overdub the low tom and mid tom sounds, followed
by the ride cymbal. You can even record the track one sound at a time, if
you prefer.

@ First, cursor to the Quantize parameter (bottom line, cursor key C)
and select a value of J" (eighth note).

This will “tighten” the rhythmic accuracy when you record. We will go
into more detail about quantizing later in this chapter (see Section 7.10,
Quantizing).

Recording the bass drum and snare drum

We will start by recording the bass drum and snare drum.

w  Press the REC/WRITE key.

@  When you are ready, press the START/STOP key to start recording.
The i2/i3 will start recording after the two-bar lead-in.
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@  Play the bass and snare drum parts. Press the START/STOP key to
stop recording when you have finished.

If you make a mistake, stop the i2/i3 and press the RESET key. Repeat the
last three steps to re-record the bass drum and snare drum.
Recording the toms

When you are ready to record the toms, switch to overdub record mode.
This is a sort of realtime recording that lets you record on top of the exist-
ing track without erasing any of the previous data.

w  Cursor to the Record Mode setting, which should currently read
OVWR (overwrite). Change it to OVDB (overdub).

SONGO New Song PRecord Mode
All AlZ2 A13 Al4 ALS Al6 Al7 Als

A2l R22 RA23 A24 A25 A26 RA2Z7 A28

SNGB_Tral Meal 4.4
4=126:MAN GQ:HI M:0FF A

A B c D E F G H
L 1 1 1 1 1 1 1 |

Now record the toms using the overdub recording mode.
@ Press the RESET key to return to the beginning of the track.

@ Press the REC/WRITE key. When you are ready, press the START/
STOP key to start recording.

w  Play the low and mid tom sounds. When you have finished, press
the START/STOP key to stop recording, followed by the RESET key.

If you make a mistake, stop the i2/i3 and press the COMPARE key once.
This will undo your last action (in this case, recording the toms). Then re-
record the toms.

Now that you are using the overdub mode, you cannot simply re-record
the track without first undoing the previous take. If you did, the new notes
would be added to the existing ones instead of replacing them.

We will cover the COMPARE key in more detail later in this chapter (see
Section 7.7, Comparing and undoing on page 81).

Recording the ride cymbal
To finish the drum track, record the ride cymbal.

w  Cursor to the Quantize parameter and select a value of D (sixteenth
note). Repeat the last two steps to record the ride cymbal.

w  Play back the song to hear the completed drum track.

- Another way to build drum tracks is to record the different sets of drum

sounds on separate tracks, and then use the Bounce Track function to
merge the tracks. See page 92 of the Reference Guide for details on this
function.
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7.5 Pattern recording

Pattern recording is useful for recording musical phrases that repeat often,
such as drum and percussion parts. The i2/i3 lets you record up to 100 pat-
terns, then place them in the songs you create.

If you examine the percussion part on page 70, you'll notice that it is com-
posed of two measures which repeat throughout the song. Instead of re-
cording these same two measures over and over, we will record them only
once, as a pattern. We can then place copies of this pattern into the percus-
sion track.

@ Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter and select Tr02 (Track 2).

When you play the keyboard you should be able to hear program D6 Perc
Kit, the program you have assigned to Track 2.

Look at the percussion legend on the bottom of page 70. This tells you
which sounds the notes in the score represent.

@ Onthe keyboard, find the percussion sounds used in the score.

Setting the pattern parameters

@ Go to Page 9 by pressing the PAGE+ key eight times, or by pressing
the DATA ENTRY 9 key while holding down the SONG mode key.

@ Press the down arrow key (V) three times to move the cursor to the
Pattern Parameters function.

SONGB 9:PATTERN

Realtime Recording | Erase Pattern

Ster Recording Get From Track
e d Bounce Pattern

At o Faramet Copy Pattern

4/4 ResoiHIGH Lengthol EED

A B c D E E G H
L | 1 i B 1 i 1 H|

[

P attermid

The Pattern Parameters function allows you to set the time signature, base
resolution, and length of each pattern. (The Base Resolution parameter
sets the precision with which the i2/i3 records pattern data. See page 116
in the Reference Guide for details.)

The display will also indicate the track and song numbers that a pattern
has been placed in. When you first select this function, this “usage dis-
play” will not appear because no patterns have been placed.

We will record our pattern data as Pattern 00. Let’s start by giving this pat-
tern a length of two measures. (Patterns can be up to 99 measures long, but
are most convenient at shorter lengths of only one to eight measures.)

w  Press cursor key G to select the length parameter, and set it to 2.

It won’t be necessary to change the time signature, as the default setting is
4/4, the same as our song.

@ Press cursor key H to set this change.

A “Completed” message will appear.
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Recording the pattern
@ Press the up arrow key (A) three times to get to Realtime Recording.

SONGA 9:PATTERN
}Realt}me Fecording

er Recording
Event. Edit Bounce Pattern
Pattern Parameters | Copry Pattern

A gaes 4=120 M-— QiHI M:QFF

A B c D E F G H
L | 1 i I R | | 1 i

Erase Pattern
Get. From Track

This is where you record patterns. The settings for tempo (cursor key C),
quantize (cursor key E), and metronome (cursor key F) should be the same
as those on Page 1.

Pattern recording is much like recording on a standard drum machine.
The i2/i3 will play the pattern over and over, allowing you to add new
notes each time.

You will only be able to hear one track at a time when recording patterns.

@ First, cursor to the Quantize parameter (cursor key E) and select a
value of } (eighth note).

@ Press the REC/WRITE key.

- When you are ready, press the START/STOP key to start recording.
The i2/i3 will start recording after a two-bar lead-in.

@ Play the first two measures of the clave part only once.

The pattern should loop around to the beginning after the second mea-
sure.

You will notice that two new functions appear when you start recording:
[ADD] above cursor key G and [ERA] above cursor key H.

[ADD] is the normal setting for pattern recording. It means that any new
notes you play will be added to the pattern.

You can press and hold [ERA] (cursor key H), to erase all notes that play
while you are holding this key.

You can press cursor key G to change [ADD] to [RMV] (remove), then hold
down any notes you want to erase. The i2/i3 will erase only the notes you
hold down, during the time that you hold them. Use this feature to remove
any unwanted notes without affecting other notes.
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Here are some examples showing the difference between the [ERA] and
[RMV] functions using a simple melody part:

[a
o
Original note data
Press the [ERA] ke'y1 PlayC & E
y t
2 = _i‘ £ '7 N I
A\SV o i .51 — JI_L‘j
Result of using [ERA] Result of using [RMV]

Now, back to the tutorial:

@ Wait for the i2/i3 to loop around to measure 1 and record the first two
measures of the cabasa part.

@ Press the START/STOP key to stop recording.

Putting the pattern in the song

Now that you have recorded a pattern, we must place it into a track using
the Put/Copy Pattern function.

@ Press the PAGE- key two times to get to Page 7.

w  Press the down arrow key (V) four times to move the cursor to the
Put/Copy Pattern function.

SONGB 7:EDIT MEASURE

Delete Measure

Erase Measure
Cory Measure

Insert Measure
ETRATENE == Track@l MEO1

A B c D E F G H
1 1 1 1 1 1 | I

pRLL S Cory Patiern

Here you can choose the pattern number, destination track, and starting
measure where you want to place the pattern. There are two options: PUT
(cursor key G) and COPY (cursor key H).

Put Pattern does not actually place the note data itself into the track, but
instead places a reference to the pattern number. This method uses less
memory because the i2/i3 stores note data for only this one “master” pat-
tern. If you change the master pattern, however, all occurrences of it in the
song will follow suit.

Copy Pattern places a copy of the note data itself into the track. This method
allows you to make changes to one occurrence of the pattern without af-
fecting the others.
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The following figure shows Pattern 00 placed into a track using both Put
Pattern and Copy Pattern. The one placed with Copy Pattern has been
modified using the Event Edit function (see page 83).

4

}———-LPlaLPalttern 00
$ ¢

Placed using Put Pattern Placed using Cop)_/' Pattern,
then modified with Event Edit

Place Pattern 00 into Track 2:
& Press cursor key D to select the track parameter, and choose Track 2.
@ Press cursor key G [PUT] once.

The destination measure parameter will change to indicate the next avail-
able measure. This should be measure 3, because we started at measure 1
and Pattern 00 is two measures long.

@ Press cursor key G two more times.

@ Press cursor key H [COPY] once to copy the pattern into the last two
measures of the song.

A “Completed” message will appear.

@ Returnto Page 1 by pressing the PAGE- key six times, or by pressing
the DATA ENTRY 1 key while holding down the SONG mode key.

@  Press the START/STOP key to hear the song with the new percussion
part.

You will notice that the percussion continues playing to the end of the last
measure. We used the Copy Pattern function for the last two measures of
the song instead of Put Pattern so that we can delete those last notes later
in this chapter (see Section 7.9, Editing events).

If you would like to record patterns while listening to the other tracks, you
can set the Record Mode setting to LOOP. The LOOP recording mode is
similar to pattern recording, except that the data you record goes directly
into the track. You can then select the track and range of measures from
which you can create a pattern using the Get From Track function on Page
9. (See page 111 of the Reference Guide for a description of this function.)

Now that you have laid down a solid rhythm section, you can turn the
metronome off if you like. (See Setting the metronome on page 71.)

7.6 Using auto punch recording to fix mistakes

There are many ways to fix a track if you make a mistake when recording.
One way would be to re-record the entire track, as you may have done
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when recording the bass part in Section 7.3. But that can be very inconve-
nient, especially for long songs. So let’s look at some other options.

Punch-in recording is a variety of realtime recording that allows you to lis-
ten to a track as it is playing back and start recording just before the section
that needs to be fixed. Then you can stop recording just after that section,
leaving the rest of the track unaffected.

Auto punch recording allows you to set the start measure and end measure
of the section to be re-recorded, so that the i2/i3 automatically switches be-
tween playing and recording, saving you the trouble.

To illustrate this technique, we will record the melody part on Track 6 with
a few mistakes.

@  Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter and select Tr06 (Track 6).

When you play the keyboard you should be able to hear program B24 Pan
Flute, the program you have assigned to Track 6.

@ Make sure the Quantize parameter (bottom line, cursor key C) is set
to avalue of ) (eighth note).

w  Cursor to the Record Mode setting, which should currently read
OVDB (overdub). Change it to OVWR (overwrite).

@ Record the melody, but play a D-sharp instead of a D-natural for the
first note of measure 2. Also, change the D-natural in measure 4 to a
C-sharp, and play it an eighth note early as shown below.

| WA

[

Y1
Mistake Mistake

@ Play back the song and check the mistakes in measures 2 and 3.

Auto punch recording
Now we will use auto punch recording to correct the mistake in measure 2.

@  Cursor to the Record Mode setting, which should currently read
OVWR (overwrite).

@ Change it to AUTP (auto punch).

SONGB New Son9 PRecord Mode
all al2 Al13 Al4 AlS alée Al? Al8

AZ21 A22 A23 A24 A2 A26 A27Y A28

SNGB _Trai HBBI 4/4 201 =081
4=120:MAN Q:HI M:0FF %

A B Cc D E F G H
L 1 1 1 1 1 1 1 ]

You will notice two new parameters which automatically appear: Start
Measure and End Measure. These two parameters correspond to the
“punch-in point” and “punch-out point” in conventional multitrack re-
cording.

@ Enter a value of 002 for both the Start Measure and End Measure pa-
rameters.
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The i2/i3 will start recording at measure 2 and stop at the end of measure
2, leaving the other measures unaffected.

@ Press the RESET key to make sure you are starting from the begin-
ning of the song.

@  Press the REC/WRITE key. When you are ready, press the START/
STOP key to start recording.

= When you get to measure 2, play the correct notes for that measure.
After measure 2 is finished, press the START/STOP key.

If you want to, you can play during the other measures as well, since the
i2/i3 will record measure 2 only. However, try not to play any notes just
before the punch-in point.

It is not necessary to start at the beginning of the song every time, by the
way. If you wanted to punch in at measure 56 of a longer song, for exam-
ple, you wouldn't have to start the song at measure 1 and wait 55 measures
before recording.

Instead, you could cursor to the Measure parameter (second line from the
bottom, CURSOR key C) and enter the number of the measure you would
like to start listening from (measure 52, for example) using the VALUE con-
trols or the DATA ENTRY keys. Playback would then start at measure 52
and recording would start at measure 56.

Now back to our tutorial:

@ Press the RESET key, then press the START/STOP key to hear what
you have just recorded.

Auto punch recording is fine for re-recording entire measures, but it can-
not be used to fix mistakes that occur in the middle of a measure, without
also affecting the rest of the measure. This is because you can only set it to
punch in and out at the beginnings and ends of measures.

There may be times—particularly when recording with the Quantize pa-
rameter set to HI—that you will hear leftover notes at the beginning of a
punch-in measure together with new notes you have recorded using auto
punch recording. This is because the leftover notes were actually recorded
at the very end of the previous measure.

Because these notes occur just before the punch-in point, they do not get re-
corded over (see the figure below). You can fix this problem using manual
punch recording to re-record the part, or Event Edit to delete the leftover
notes.
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Original note data
Measure: 1 2 3 4

Record Mode=AUTP Punchi -
Start Measure=3 uncrin pain

g

Leftover original note data

New note data

To further illustrate this leftover note problem, let’s try using auto punch
recording to fix the C-sharp that is tied into the beginning of measure 4.
Unlike the subtle timing difference of the leftover note in the hypothetical
situation described above, this C-sharp occurs an entire eighth note before
measure 4, making this problem more obvious.

< If thei2/i3 has not yet stopped playing, press the START/STOP key
followed by the RESET key.

@ Enter a value of 004 for both the Start Measure and End Measure pa-
rameters.

@ Press the REC/WRITE key. When you are ready, press the START/
STOP key to start recording.

<@ When you get to measure 4, play the D-natural as in the score on
page 70, and hold it to the end of the measure.

@ After measure 4 is finished, press the START/STOP key.

@ Press the RESET key, then press the START/STOP key to hear what
you have just recorded.

The track should sound like this:

- =
1 1 [ y)
yi ]
L ’ <
Measure 3 Leftover note

As you can see, auto punch recording does not erase the note just before
the punch-in point because the Start Measure parameter can only be set to
the beginning of a measure. We will use manual punch recording to fix the
C-sharp, but first we must do something about our unsuccessful auto
punch correction. Once again, we will use the Compare function to undo
this change.

7.7 Comparing and undoing

Immediately after changing a track’s data (by recording, editing, etc.), you
can use the Compare function to compare the new version of the track
with the version before the change was made. You can also use this func-
tion to undo the last action you performed.
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Let’s compare this new version of Track 6 with the original:

e If the i2/i3 has not yet stopped playing, press the START/STOP key
followed by the RESET key.

@ Now press the COMPARE key once.

The COMPARE key's LED should light up to indicate that the Compare
function is on.

@ Press the START/STOP key and listen to the original version.

You can switch freely between the original and new versions by pressing
the COMPARE key after stopping the sequencer between each playback.
When you have decided on which version to keep, you can proceed with
whatever operation you would like to perform next, without pressing the
COMPARE key. The COMPARE key works in this fashion for any of Song
mode’s edit and record functions.

For our example, we will keep the old version (COMPARE key LED lit).

7.8 Using manual punch recording to fix mistakes

Manual punch recording allows you to punch in (start recording) and punch
out (stop recording) at any time during playback of a song. This is useful
for re-recording sections of a song which start in the middle of a measure,
for example.

To illustrate this, we will fix the C-sharp at the end of measure 3.

w  Cursor to the Record Mode setting which should currently read
AUTP (auto punch).

@ Change it to MANP (manual punch).

SONGB MNew Sons PRecord Mode
A1l Al1Z2 AR13 Al4 AlS Ale aAl7 AlS
AZ1 AZ22 A23 AZ24 A2S AZ6 AZ7 A28

SNG@ Tr@l MBBl 4,4
J=120:MAN Q:HI M:OFF T .

A B C D E E G H
L 1 1 1 1 1 1 1 |

@ Press the RESET key to make sure you are starting from the begin-
ning of the song.

@ Press the START/STOP key to start playback.
@  During the eighth rest (*) in the middle of measure 3, press the REC/
WRITE key with your free hand and play the C followed by the D.

The i2/i3 will start to record and continue recording until you press the
REC/WRITE key again, at which point the i2/i3 will stop recording, but con-
tinue playing. '
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7.9 Editing events

@ Press the REC/WRITE key at the end of measure 4 to stop recording.

Press the REC/WRITE Press the REC/WRITE
key here, to punch in key here, to punch out

¢

| 5 —E—

T |

Measure 3

———
Play these notes

When you press the REC/WRITE key to stop recording, the timing of the
music may seem to hesitate. This is normal. When you play back what you
have just recorded, you will hear no flaw in the timing.

It is possible to punch in and out more than once during the playback of a
song. However, you must be careful because the Compare function will al-
low you to undo only the last punch-in.

»  [f the i2/i3 has not yet stopped playing, press the START/STOP key,
followed by the RESET key.

@ Press the START/STOP key again and listen to what you have record-
ed.

Using a footswitch for manual punch recording

You can also use an optional Korg PS-1 or PS-2 footswitch or the EC5 Ex-
ternal Controller for manual punch recording. This way your hands are
free to play the keyboard.

To use a footswitch for manual punch recording:
«  Go to Global mode and press the PAGE+ key once.

&  Cursor to Assignable Pedal 1, and choose PUNCH IN/OUT with the
VALUE controls.

= Connect the footswitch jack to the ASSIGN PDL/SW 1 jack on the rear
panel of the i2/i3.

Now you can return to Song mode and use the footswitch instead of the
REC/WRITE key to control punch-in recording.

You can also use the ASSIGN PDL/SW 2 jack for this function if you are al-
ready using ASSIGN PDL/SW 1 for another purpose—just be sure to choose
PUNCH IN/OUT for Assignable Pedal 2 in Global mode.

See page 2 for information on how to use the EC5.

A single step of musical data—such as a note, a program change, or a “sus-
tain pedal on” message—is called an event. The Event Edit function allows
you to modify, insert, or delete individual events from a track, giving you
precise control over the data in the tracks. Think of it as a “track data mi-
croscope.”

In this example, we are going to record the guitar part on Track 4 with a
wrong note, and use the i2/i3 Event Edit function to change it.

w  Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter and select Tr04 (Track 4).
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Recording the guitar part

When you play the keyboard you should be able to hear program A4l
ClassicGtr, the program you have assigned to Track 4.

@  Cursor to the Quantize parameter (bottom line, cursor key C) and se-
lect a value of HI (no quantizing).

&  Cursor to the Record Mode setting, which should read MANP (man-
ual punch). Change it to OVWR (overwrite).

When you play the guitar part, remember to play it an octave lower than
written, as indicated by the small “8” under the clef in the score.

@  Record the guitar part, but play a C-sharp for the top note of the
chord in measure 4 instead of a D-natural.

| Mistake
¥ e
& ——0—0—4 L 24
o £3
L)
Measure 4

@ Play back the song to hear the mistake in measure 4.

The Event Edit function
Before we fix this mistake, let’s take a look at the Event Edit function.
@ Press the RESET key.

@  Go to Page 6 by pressing the PAGE+ key five times, or by pressing
the DATA ENTRY 6 key while holding down the SONG mode key.

w  Press the down arrow key (V) once to select Event Edit.

SONGB &:EDIT SONG

Copy Track
Erase Sons
Arrend Song

rase [rac
Bounce Track

(REC + S-S5 to Start)

A B C D E F G H
l 1 | 1 1 | 1 1 ]

@&  Use the VALUE controls to select Track04 on the bottom of the dis-
play, if it is not already selected.

@ Press the REC/WRITE key once.

SONGB 6:EDIT SONG MNote Data

Copy Track

r Event Filter
Bo CTRL AFTT BEND PROG PAFT
ENA ENA ENA ENA ENA

A B c D E F G H
L1 1 1 1 1 1 1 ]

This brings up the event filter, which allows you to select the type(s) of
events you would like to view and edit with the Event Edit function. You
may find it helpful to disable the viewing of certain types of events—espe-
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cially those which tend to be recorded in large amounts, such as after-
touch—to make it easier to view a specific event type.

There are six different event types:

NOTE note data

CTRL control change
AFTT aftertouch
BEND pitch bend
PROG program change
PAFT polyphonic aftertouch

All six event types can be either enabled (ENA) or disabled (DIS). For now,
leave all of them set to ENA. (The i2/i3 does not respond to polyphonic af-
tertouch, but it can record these messages for controlling other instru-
ments.)

@ Press the START/STOP key to enter the Event Edit function.

Event [note, etc.) Time signature

Measure number—» % 40

Index number Location

Event parameter values

A typical Event Edit display looks like the one shown above. Reading from
left to right, we first encounter the measure number. With the cursor high-
lighting this parameter, you can enter measure numbers using the VALUE
controls or the DATA ENTRY keys. Doing so will take you to the beginning
of that measure.

=  Press the UP key three times to get to measure 4.

Next is the index number, which numbers events consecutively from the
start of each measure. It is used to keep track of the events in each measure.

The location parameter, above cursor key C, indicates the start time of
events. It is expressed in terms of the beat number within the measure, and
the pulse, or subdivision, of that beat. One pulse is equal to 1/96th of a
quarter note.

The possible range of values for the location parameter is 0:00-9:95, de-
pending on the current time signature. If a note is held over from one mea-
sure to the next, it will be treated as two tied notes. A value of TIE will be
specified as the location of the second of these notes.
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The following table shows some location settings that correspond to com-
mon musical note values.

Musical value Location value
J 1:00, 2:00, etc.
iy 1:00, 1:48, 2:00, etc.
Dtriplet 1:00, 1:32, 1:64, 2:00, etc.
D 1:00, 1:24, 1:48, 1:72, 2:00, etc.
ﬁ triplet 1:00, 1:16, 1:32, 1:48, 1:64, 1:80, 2:00, etc.

Events which have the same location value will occur simultaneously,
even though they have separate index numbers. If you move an event by
changing its location value, the i2/i3 will reassign the index numbers in the
measure accordingly.

Next is the event parameter, above cursor key D. This can be any one of
the six event types listed in the event table on page 85. When you edit the
Tempo Track—which is located after Track 16—a seventh event type,
TEMPO, will appear instead.

Each event type also has one or more associated data values.

In the case of NOTE events, the note name and number are displayed

above cursor key D. You can change the value of this parameter either by
using the VALUE controls or by playing the desired note on the keyboard
while pressing cursor key D. The new note will sound as you change this
value. The possible values for NOTE events range from C-1 (C minus 1) to
G9. Middle C is C4 (see the chart in Appendix C of the Reference guide).

Above cursor key E is the velocity parameter. You can change the value of
this parameter by using the VALUE controls, DATA ENTRY keys or by play-
ing any note on the keyboard at the desired velocity while pressing cursor
key E. The note will sound at the new velocity when you change this value.
The range of possible velocities is from 2 to 126, in increments of 2.

Finally, above cursor key F, is the length parameter, expressed in terms of
beats and pulses. This parameter determines how long a note will sound
(that is, how long the note was held on the keyboard). You can change the
value of this parameter using the VALUE controls or the DATA ENTRY
keys. The possible range of values for the length parameter is 0:00-9:00,
depending on the current time signature and the location of the current
event. If a note is held over from one measure to the next, it will be treated
as two tied notes. A value of TIE will be specified for the length parameter
of the first of these notes.

For BAR events, which mark the beginning of each measure, the only edit-
able parameter is the Beat (time signature) parameter located above cursor
key F. Use caution when editing this parameter, because changing its val-
ue on one track will change it for all the tracks.

Use the VALUE controls to edit the Beat parameter. The possible values for
this parameter depend on the song’s base resolution (see page 83 in the
Reference Guide for details).

Refer to the Event Edit table on page 87 for a complete list of the possible
values of all event types.
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Event Edit
c‘;::;r Parameter Range of values Note
A Measure (M) 001-999 The measure to be edited
B Index number (#) 000- Numbgr depends on how many events
occur in each measure
C Location TIE, 1:00-9:95 Start time of event within the measure
BAR Indicates new measure (barline)
C-1 to G9 (NOTE) Note name and octave number (note event)
BEND Pitch bend event
AFTT Monophonic aftertouch event
D Event type
PROG Program change event
CTRL Control change event
PAFT Polyphonic aftertouch event
TEMPO Tempo change (tempo track only)
1/4-9/4
1/8-16/8 Low base resolution
1/16-16/16
Beat (for BAR events)
1/4-5/4
1/8-10/8 High base resolution
1/16-16/16
Velocity (V) 2-126 For NOTE events
E Bend amount —8192...+8191 For BEND events (+0000=no bend)
Aftertouch amount 000-127 For AFTT events
For PROG events (Values 3-127 are used
Program bank number AB,CD,DRM, 3-177, - | ¢ connected MIDI instruments.)
Controller number! (C) 000-127% For CTRL events
Polyphonic aftertouch key C-1to G9 For PAFT events
Tempo (J =) 40-240 For TEMPO events (tempo track only)
Length 0:00-9:00, TIE Duration for NOTE events
. Program number 000-127 For PROG events (Refer to page 141.)
Control amount? 000-127 For CTRL events
Polyphonic aftertouch amount 000-127 For PAFT events
C Insert INS Press this key to insert an event just
before the current event.
H Delete DEL Press this key to delete the current
event.

tSee the Controllers table below for a list of recognized controller numbers and ranges.
31 messages for controllers 120-127 exist in a Song mode track, the i2/i3 will transmit these messages, but will not
respond to them. It will, however, respond to these messages if received at the MIDI IN jack.
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Controllers
Controller Type of control Range of values Note
Number
1 Pitch modulation 0 (off)-127 (max.) Push joystick forward (+Y)
2 VDF modulation 0 (off)-127 (max.) Pull joystick back (-Y)
. When a value between 64 and 127 is
4 Scale change 2:? ;;\/:glri)ssc;l? S received, the i2/i3 will switch to the Sub
u € Scale specified in Global mode.
7 Volume 0 (min.)-127 (max.) Controls the overall volume of a track
. 0-63 (L15-L01), 64 (CNT), .
10 Panning 65-127 (RO1-R15) Controls the stereo position for a track
11 Expression 0 (min.)-127 (max.) For crescendi, decrescendi, etc.
0-63 (-15...-1), 64 (0), . .
12 Effect 1 control 65-127 (+1...+15) Dynamic modulation of FX1
13 Effect 2 control 0-63 (-15...-1), 64 (0), Dynamic modulation of FX2

65-127 (+1...+15)
64 Damper pedal 0-63 (off), 64-127 (on) Sustain pedal

A value of 64 will set the release time to

72 Release time 0 (faster)—64-127 (slower) U
the program’s original value.

73 Attack time 0 (faster)-64-127 (slower) | > value of 64 will set the attack time to
the program'’s original value.

. . A value of 64 will set the VDF cutoff to

74 Brightness (VDF cutoff) 0 (low)—-64-127 (high) the program’s original value.

91 C Level 0-127 (0-9) Effect send level

92 Effect 1 on/off 0 (off), 1-127 (on) Switch for FX1

93 D Level 0-127 (0-9) Effect send level

94 Effect 2 on/off 0 (off), 1-127 (on) Switch for FX2

Changing notes with Event Edit

Now we will use Event Edit to change the C-sharp we played on page 84
to a D-natural.

@  Press cursor key B to highlight the index number parameter.

& While listening to the i2/4i3, repeatedly press the UP key until you
hear the C-sharp. You can also use the arrow keys (A and ¥) to
move through the events, regardless of which parameter is currently
highlighted.

@ Press cursor key D to highlight the note parameter.

@  Press the UP key once to raise the C-sharp to a D-natural.
You should hear the D-natural play.

@  Press the START/STOP key to exit Event Edit.
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@ Return to Page 1 by pressing the PAGE- key five times, or by press-
ing the DATA ENTRY 1 key while holding down the SONG mode key.

@ Press the START/STOP key and listen to the guitar part with the fixed
note.

If you want to cancel all of the changes made during an Event Edit session,
press the COMPARE key before performing any other edit or recording op-
erations,

Removing notes with Event Edit

You will recall that all the instruments end on the third beat of the last
measure. All, that is, except the percussion part. This part—which we re-
corded as a pattern—continues through the fourth beat. Now let’s use the
Event Edit function to remove those extra notes.

@  GotoPageé.

Event edit should still be highlighted.

& Select Track02.

@ Press the REC/WRITE key.

@ Set AFTT (above cursor key D) to DIS (disable).

This way, if there are any aftertouch events in the track, you won't see
them; you should only see note data.

@ Press the START/STOP key to enter Event Edit.
@ Go to measure 8.
@ Press the down arrow key (V) eight times.

The cursor should be at measure 8, index #008, location 3:48. The note
should be A#2.

SONGB TRACKB2 EVENTS PMeasure
#6003 1:48 A%2 U12
GOS8 #0884 2:008 A%Z U128 0:16
MORS #6805 2:48 A%2 Ui24 B:26
B80S #0806 2:48 C2 U116 8:32
$007 3:08 A¥2 U122 B:18 i
#0888 3I:48 A%2 U126 6:18 CEL
A B C D E F G H

@ Press DEL (cursor key H) to erase this event.

If you accidentally delete the wrong event, immediately press INS (insert,
cursor key G). This will re-insert the last deleted event.

< Press DEL (cursor key H) three more times to erase the last three
events.

= Press the START/STOP key to exit Event Edit.

@ Return to Page 1 by pressing the PAGE- key five times, or by press-
ing the DATA ENTRY 1 key while holding down the SONG mode key.

@ Press the START/STOP key and listen to the percussion part.
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7.10 Quantizing

The Quantize function is used to tighten the rhythmic accuracy of a track.
This is done by “rounding off” the beginning of notes to the nearest rhyth-
mic value you specify. For example, if you specify a value of D (eighth
note), all notes will be aligned to a theoretical eighth note grid. It is also
possible to quantize other events such as pitch bend and aftertouch.

"bﬁ : J}‘b.hﬁ

T Note Off

Note On

Original data

Guantized data

There are two ways to quantize on the i2/i3. One is input guantizing, in
which the notes are quantized as you play them. The other, more flexible
option, is quantizing after-the-fact.

Quantizing on input

You have already used this function for most of the tracks in this tutorial.
By selecting a quantizing value on Page 1 (bottom line, cursor key C), the
notes you play (as well as all other event types) will be quantized as you
record them.

You can quantize events to the nearest quarter note J), eighth note A,
eighth note triplet ()3), sixteenth note (ﬁ), sixteenth note triplet (ﬁ3), thir-
ty-second note (), or thirty-second note triplet (J33).

If you would like the i2/3 to play back the track exactly as you recorded it,
without any quantization, set this parameter to a value of HI. The i2/i3 will
record at its maximum timing resolution, which is 96 pulses per quarter
note (when the Base Resolution parameter is set to HI). Musically that’s
equivalent to 256th-note triplets!

You can figure out what value to use by determining the smallest rhyth-
mic value in the music you would like to record, and assign that value to
the quantize parameter. All data is quantized to that value for as long as
you have it set to that value.

This can be a problem, however, if you want to record a part that contains
two rhythmic values that cannot be quantized using the same value, such
as eighth notes and eighth note triplets. And, although quantizing can be
very helpful for fixing the timing of a track, it can make your tracks seem
stiff and robot-like. Quantizing after-the-fact can help solve these prob-
lems.
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Quantizing after-the-fact

Quantizing after-the-fact gives you the option of selecting which mea-
sures, as well as which event types, will be quantized. You can also specify
the quantize intensity, or how closely the track is quantized to the grid.

There is also a quantize offset, which allows you to shift the timing of
events. This is useful for adjusting the “feel” of a drum track, for example.
But most importantly, quantizing after-the-fact allows you to try different
levels of quantization, and pick which one sounds best.

Let’s quantize the bass track, the first track we recorded.

@  Go to Page 8 and select Quantize (if it's not already selected).

SONGB 8:MODIFY MEASUREPTrack

Modify Gate Time
Modify Contrl Data

1 ore
Key Transpose
Modify Uelocity

MBB1+081 ALL Q:HI 0+00 108%

A B c D E F G H
L 1 | I | 1 1 1 1 ]

&  Press cursor key A and select Trk03.
@ Press cursor key B and enter a value of 001.

This specifies measure 1 as the beginning of the range of measures to be
quantized.

@ Press cursor key C and enter a value of 008.

This specifies measure 8 as the end of the range of measures to be quan-
tized.

@  Press cursor key E and select a value of ﬁ (sixteenth note).
@ Press cursor key H to quantize the track.
A “Completed” message will appear.

@  Returnto Page 1 by pressing the PAGE-key seven times, or by press-
ing the DATA ENTRY 1 key while holding down the SONG mode key.

@ Press the START/STOP key and listen to the bass part.

If your timing was a little off when you originally recorded the bass part,
some notes may have been quantized to the wrong grid point. To illustrate
this, here is the first measure of the bass part as it should be:

TS S R T R N R

Let’s say, for example, you have played the second note a little too late,
and the third note too early, as shown in the illustration below. When you
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Data as played

When quantized

7.11 Step recording

quantize the measure using the sixteenth note setting mentioned above,
these notes will be moved to the nearby sixteenth note grid points.

NANIIAIDINDIIIDINDND

to

The resulting music will be different from the bass part in the score on
page 70. It will now look something like this:

==

If you quantize using the eighth note setting instead, the i2/i3 will move
the notes you played to the deired eighth note grid points. Since the-small-
est rhythmic value in the bass part is an eighth note, quantizing to eighth
notes will likely yield more accurate results.

w  If the i2/i3 has not yet stopped playing, press the START/STOP key.
@  Now press the COMPARE key once.

The COMPARE key’s LED should light up to indicate that the Compare
function is on.

@  Return to Page 8.

Quantize should already be selected.

@ Make sure the End Measure parameter above cursor key C is set to 8.
@ Press cursor key E and select a value of ) (eighth note).

@  Press cursor key H to quantize the track.

A “Completed” message will appear.

w  Return to Page 1.

@ Press the START/STOP key and listen to the bass part.

Step recording allows you to enter music one note or chord at a time, with-
out having to play to a metronome. We will use step recording to record
the marimba part, the final track to record.

@  Using the CURSOR POSITION keys and VALUE controls, cursor to the
Track parameter (second line from the bottom, CURSOR key B) and
select Tr05 (Track 5).

When you play the keyboard you should be able to hear program A25 Ma-
rimba, the program you have assigned to Track 5.
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@ Go to Page 6 by pressing the PAGE+ key five times, or by pressing
the DATA ENTRY 6 key while holding down the SONG mode key.

@ Press the up arrow key (A) once to select Step Recording.

SONGB &:EDIT SONG

poter Reoording Cory Track
venhn 1 Erase Song
Erase Track frrend Song

Bounce Track
s MeasBo1 (REC + S-S to Start)

A B Cc D E E G H
L 1 | | | 1 1 1

Track 5 should already be selected.

@ Press the REC/WRITE key followed by the START/STOP key to enter
the Step Recording function.

SONGB &6:STEP REC PBeat
Track =5
Measure = 881
Location = 1:00
9% Free -MB81—Beatt 44 —
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A B Cc D E E G H
L | 1 | | 1 1 1 1 |

The box on the left half of the display shows the current track, measure,
and location, as well as the percentage of memory remaining. The box on
the right half of the display shows the location, note name and number, ve-
locity and length of each note you play. The i2/43 will constantly update
this box to show the most recent note events.

Cursor key A shows the current time signature. If you change this value
here, it will change for all the tracks.

Above cursor key B is the step time. Each time you play a note or chord on
the keyboard, it will be entered with the note value you specify here re-
gardless of how fast or slow you play, or how long you hold each note. All
notes that you play at the same time will be entered at the same step. The
i2/i3 will advance to the next step when you release all the notes.

You can specify a triplet (3) or a dot (-) for the current step time by chang-
ing the value of the Triplet/Dot parameter above cursor key C. A value of
“~" indicates that the step time is that specified above cursor key B.

Above cursor key D is the Velocity parameter, which determines the ve-
locity for each note you play. If you leave this set to V064, for example, all
notes will be entered with a velocity of 64. The actual velocity at which you
play each note will be ignored.

If you would like the i2/i3 to record the actual velocities you play, set this
parameter to KEY, the value after 126.

Above cursor key E is the Note Length parameter. This sets the note length
as a percentage of the step time you specified above cursor key B.

Each time you press [RST] (cursor key F), a rest will be entered for the du-
ration specified above cursor key B, and the i2/i3 will advance to the next
step.
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Once notes have been entered, the label [TIE] will appear above cursor key
G. Pressing this key will lengthen the previous step by the amount
specified above cursor key B.

Each time you select [4] (cursor key H), the i2/i3 will move back one step
(using the step time specified above cursor key B). Any notes which exist
at or after that position will be erased.

If you step record over a measure that contains data, the old data will be
erased.

Recording the marimba
@ Press cursor key B and select a value of D (eighth note).
@  Press cursor key D and enter 114.

w  Play each chord in the marimba part, making sure to release all notes
before playing the next chord.

@  Before playing the last chord, press cursor key B and enter a value of
(quarter note).

w  Play the last chord.

w  Press the START/STOP key to exit Step Recording.

@  Returnto Page 1. '

@ If the tempo is set to a value other than 150, change it to 150 now.

@ Press the START/STOP key and listen to the marimba part.

Congratulations! You have finished recording all the tracks for this tutori-
al. Let’s give this song a name and save it to disk.

7.12 Naming and saving songs

It is important, when working in Song inode, to save your songs to disk on
a regular basis. Song mode (and Backing Sequence mode) does not use
battery-backed RAM. This means that if you accidentally shut off the pow-
er, or if there is a power failure, you will lose all your data, not to mention
all your hard work.

Naming

You don't need to name songs before saving them. If you save an un-
named song, the default title “New Song” will be saved as its name. How-
ever, since we've finished the recording of this song, we might as well give
it a name before we save it. Let’s name this song “My Song.”

@ Go to Page 11 by holding the SONG key and pressing the 3 (-) key.

@ Press the down arrow key (') once to highlight the Rename Song
function.
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@ Press the DOWN key once to change the “N” in “New Song” to an
IIM‘II

A pop-up menu will appear showing all the available characters, with the
current character highlighted.

SONGB 11:UTILITY

"S0NGE Hew Son9 nn
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——+r T §_ 1 1 1 1 |

Press cursor key H to move to the next character.
Use the UP key or the VALUE dial to change the “e” to a “y.”

Press cursor key H to move to the next character.

8 § 4 3

Press cursor key F to delete the “w

The song name should now be “My Song.” If you return to Page 1, you will
find this new name at the top of the display.

Saving
Now we will save this song to disk.
@ Insert the disk you formatted in Chapter 1 into the disk drive.

Make sure the write protect tab is set so that the window is closed. This
way, it will be possible to save information to the disk.

@ Press the DISK mode key.

@ Go to Page 3 and press the down arrow key (V) two times to high-
light the Save All Song function.

DISK 3:SAVE

[ Save a1l Style
ave All B.Seauenc
ave Std MIDI Flle

File:BEW_FILE sNG @KID G

A B C D E F G H
| § | 1 1 r 1 1 ]

This function will save all Song mode data as a single file on the disk. If

you loaded the “_I_LANDS"” file at the start of this tutorial, both songs will
be saved to the same file. You must give the file a name of up to eight char-
acters. The three letter filename extension, or suffix, “SNG” will automat-
ically be tagged onto the file so that you can easily identify it as a song file.

Let’s name this file “TUTORIAL.”
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@  Using the VALUE controls, change the “N” to a “T.”

DISK 3:SAVE
Save @11 D

File:IEW_FILE sNG XD I3

A B c D E E G H
L 1 1 1 | I . N 1 1

A pop-up menu will appear showing all the available characters, with the
current character highlighted.

@ Press cursor key F to move to the next character.
Using the VALUE controls, change the “E” to a “U.”
Press cursor key F to move to the next character.
Using the VALUE controls, change the “W” to a “T.”

Press cursor key F to move to the next character.

(I T

Use the same method to enter the O, R, I, A, and L.
The file name should now be “TUTORIAL.”
@ Press cursor key H to save this file to the disk.

A message will appear stating “Now saving songs...” After amoment, the
message will to change to “Completed.”

You could also use the Save Std MIDI File function to save this song as a
standard MIDI file, which you could share with computers and other
MIDI instruments. See Chapter 11 of this manual, and Chapter 9 of the
Reference Guide for information regarding standard MIDI files and this
function.

Now that you have saved your work to disk, let’s take a break from the tu-
torial and look at the various functions available in Song mode.

7.13 Other functions in Song mode

You should be familiar with Page 1 of Song mode by now; however there
are still some functions which we have not yet covered.

The Tempo Track parameter (bottom line, cursor key B) determines the
source of the current tempo. When set to MAN, the tempo set on Page 1
will be used. When set to AUT, values played back from the Tempo Track
will be used. If it is set to REC, you can record tempo changes onto the
Tempo Track. See the Reference Guide page 85 for more information.

The Parameter Select setting (bottom line, cursor key E) determines which
of five parameters is displayed for each track in the first and third lines of
the display. The choices are PROGRAM, VOLUME, PANPOT, C LEVEL, and
D LEVEL. We will use these settings starting in Section 7.15.

You have probably noticed the black bars in the second and fourth lines of
the display. These track activity bars indicate whether the track is playing

or recording. They can also be used to mute or solo individual tracks. See
Muting and soloing on page 101 for details on how to use these functions.
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SONGB 2:TRACK 1-8 PTrack Status
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On Page 2 we have five parameters for Tracks 1-8. Track Status determines
whether the track will play the i2/i3 internal tone generator, transmit notes
to another MIDI tone generator, or play both internal and MIDI tone gen-
erators. The track can also be turned off. Protect prevents accidentally eras-
ing or recording over a track. Transpose lets you transpose a track up or
down two octaves. Defune offsets the pitch of a track up or down 50 cents.
One cent is equal to 1/100th of a semitone. Pifch Bend Range sets the pitch
bend range for each track up or down one octave, or will use the value
stored in the program.

The same parameters for Tracks 9-16 can be found on Page 3.

SONG@ 4:CH-WINDOW 1-8 PChannel

B2 B3 b4 B5_ 86
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Page 4 contains the MIDI Channel, Velocity Window, and Key Window pa-
rameters for Tracks 1-8. The Velocity Window parameters let you specify
how hard and how soft a key must be played in order for the program to
be heard. The Key Window parameters allow you limit the range of notes
a program will play. See pages 89 and 90 of the Reference Guide for more
information on these parameters.

Page 5 contains the same parameters as Page 4, but for Tracks 9-16.

SONG® 6:EDIT SONG

potor Feocording
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Erase Track
Bounce Track
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Page 6 contains several editing functions, including Step Recording and
Event Edit, which you have used already. The Erase Track function erases
a track you specify. The Bounce Track function removes the data from one
track and merges it with the data of another. Copy Track copies the data
from one track to another, replacing any data in the destination track. Erase
Song erases the current song. Append Song allows you to “tack on” one
song to the end of another song—or even to itself. See pages 91 through 94
of the Reference Guide for more information on these functions.
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SONG8 7:EDIT MERSURE
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Page 7 lets you edit individual measures. Delete Measure lets you delete a
specified range of measures from either a single track or all tracks simul-
taneously. Erase Measure lets you specify a specific data type to be erased
from a range of measures in a track, or all tracks. Copy Measure copies a
range of measures from one track to another. Insert Measure inserts a mea-
sure or measures into a track, or all tracks. Put/Copy Pattern, as you already
know, places a pattern into a track. See pages 95 through 102 of the Refer-
ence Guide for more information on these functions.

SONGB 8:MODIFY MEASUREPTrack

Modify Gate Time
Modify Contrl Data
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Page 8 allows you to modify track data in various ways. Quantize, as you
discovered in Section 7.10, lets you adjust the timing of data by aligning it
to a rhythmic grid. Shift Note transposes note data in a track up to two oc-
taves up or down. This parameter is unlike the Transpose parameter on
Pages 2 and 3 in that it modifies the actual note data in the track, as op-
posed to simply transposing the tone generator. You can specify the track,
a range of measures, and a range of notes to shift.

The Key Transpose function lets you transpose tracks from one key to an-
other. Like the Shift Note function, it transposes the actual note data in the
track. Modify Velocity allows you to alter the velocities of note data to con-
form to a specified curve. Modify Gate Time lets you change the length of
note data. Modify Contrl Data lets you create or erase MIDI controller data
on a track, for creating various effects such as fade ins and fade outs. See
pages 103 through 107 of the Reference Guide for more information on
these functions.

SONGB 9:PATTERN

brealtime REecordind
eF Recording Get From Track

Event. Edit Bounce Pattern
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——
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Erase Pattern

Fr

Page 9 gives you control over patterns. Realtime Recording lets you record
patterns in real time. Step Recording lets you record patterns in step time.
Event Edit lets you edit the individual events in a pattern. Pattern Parame-
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ters lets you set the time signature, base resolution, and length for a pat-
tern. Erase Pattern lets you erase a specified pattern. Get From Track lets you
copy data from a track into a pattern. Bounce Pattern removes the data from
one pattern and merges it with the data of another. Copy Pattern copies the
data from one pattern to another, replacing any data in the destination pat-
tern. See pages 108 through 112 of the Reference Guide for more informa-
tion on these functions.

SOMGB 18:EFFECT PEffect Tvre

t0FF Mod:MONE I
TRI L+88 H+88 »60
1

9

+
H

a
4
Al:Hall :0FF Mod:NONE +
3.2 DB6P_E62 HDIB L-84 H+B@ +75:2
[PARALLEL3] FX1:L5 RS F®2:L5 RS

A B C D E = G H
L | 1 | | | | | 1

15}
8
8
9

Page 10 is the Effects page. Here you can set the effect type for each of the
two effect processors, as well as the effect placement. See Chapter 7 in the
Reference Guide for a complete description of the effects.

SONGB 11:UTILITY
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Page 11 is the utility page. Next Song lets you choose which song will fol-
low the current one. Rename Song lets you change the name of the current
song. Metronome lets you set the level of the metronome, the number of
measures for the lead-in, and a pan position for the metronome. Copy All
Effects lets you copy the effects settings from any program, song, style, ar-
rangement or backing sequence into the current song. Copy/Swap FX lets
you copy the settings from one effect processor to the other, or switch the
settings of one with the other. Base Resolution lets you choose a high or low
base resolution for the current song. See pages 114 through 116 of the Ref-
erence Guide for more information on these functions.

Experiment with different settings, and remember that you can use the
Compare function to undo the last edit you have performed for any of the
functions on Pages 6, 7, 8, and 9.

Now that you have seen the various functions Song mode has to offer, let’s
explore some of the various techniques that you can use to give your song
a more polished sound.

7.14 Layering sounds

A good way to enhance a part is to layer it with another sound. There are
many different combinations of sounds you can create with this layering
technique. Let’s layer the Pan Flute on Track 6 with a string section on
Track 7.

w  Make sure you are on Page 1 of Song mode.
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w  Cursor to the Track parameter, and select Tr07 (Track 7).

8

Using the PROGRAM keys, assign program A71 Marcato to Track 7.

@ Go to Page 4 by pressing the PAGE+ key three times, or by pressing
the DATA ENTRY 4 key while holding down the SONG mode key.

This page contains the MIDI Channel, Velocity Window, and Key Win-
dow parameters for Tracks 1 through 8, as we mentioned on page 97.

The MIDI channel parameter not only determines which MIDI channel
each track will transmit on (for controlling other MIDI instruments), but
also can be used for layering the internal sounds of the i2/i3.

You will notice that the MIDI channel set for each track matches the track
number. This is the default setting for this parameter.

w  Cursor to Track 7’s MIDI Channel parameter (cursor key G), and
change it to a value of 6, the same setting as that for Track 6.

Now, whenever you play Track 6, you will hear both sounds. It is not nec-
essary to copy the note data from Track 6 onto Track 7—Track 7 will fol-
low Track 6 automatically.

&  Return to Page 1.

w  Press the START/STOP key and listen to the strings layered with the
pan flute.

By combining this technique with the Key Window parameters (see page
97), you can create split keyboard configurations. This is useful if you want
to record a split part such as a bass sound on the lower half of the keyboard
together with a piano sound on the upper half. You record data onto one
track, but both tracks will play. The Key Window parameters will prevent
the bass from playing on the upper part of the keyboard and the piano
from playing on the lower patt.

This split keyboard setup can also be played live along with your previ-
ously recorded tracks. (See page 90 of the Reference Guide for more infor-
mation on the Key Window parameters.)

7.15 Adjusting volume levels

Now that you have recorded all your tracks, you are ready for the final
stage of creating a song—mixing. Mixing is an essential part of song pro-
duction. It involves balancing the levels of the tracks, positioning the
sounds in the stereo field, and adding effects such as reverb and chorus to
give the sounds more depth.

Let’s start with the VOLUME parameter.

@ Cursor to the Parameter Select setting, which should currently read
PROGRAM. Press the UP key to change it to VOLUME.

SONGA Hew Song MParameter Select
U127 U127 U127 U127 U127 U127 U127 U127

U127 U127 V127 U127 U127 U127 U127 U127

SNGB TrA1 NBBI 4/4
=120:MAN Q:HI M:OFF

A B c D E E G H
L H i 1 | 1 1 1 1 |
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(You can also use the STYLE key to change this setting. Each time you press
the STYLE key, the i2/i3 will cycle through the Parameter Select settings:
PROGRAM, VOLUME, PANPOT, C LEVEL, D LEVEL, then back to PRO-
GRAM.)

You will notice that each track now displays its volume level. The volume
parameter has a range of 0-127. A setting of 0 results in no sound, and a
setting of 127 is maximum volume.

Because this song is only eight measures long, let’s set it to loop. This way,
the song will repeat automatically, allowing you to adjust the volume of
each track without having to press the START /STOP key each time the song
ends.

w  Cursor to the Record Mode setting, which should currently read
OVWR (overwrite). Change it to LOOP (loop).

You will notice two new parameters which automatically appear: Start
Measure and End Measure.

@ Make sure the Start Measure parameter is set to 001.
«  Enter a value of 008 for the End Measure parameter.

The i2/i3 will play from measure 1 to measure 8, return to measure 1 and
repeat.

@ Press the START/STOP key and listen to the song.

Chances are that you will need to adjust the volume levels of the tracks to
create a more balanced sound.

Muting and soloing

Start by listening to only a few tracks at a time, such as the drum, percus-
sion and bass tracks. Mute the other tracks so that you can concentrate on
the first three tracks.

The most convenient way to mute and solo tracks is by using the AR-
RANGEMENT/STYLE keys. Keys 1 through 8 in the upper row control mut-
ing and soloing for Tracks 1 through 8, and keys 1 through 8 in the lower
row control muting and soloing for Tracks 9 through 16. Each time you
press a key, the activity bar for the corresponding track will change from
PLAY, to MUTE, to SOLO, then back to PLAY.

@ Press the upper-row 6 key once.

PLAY should change to MUTE, and you should no longer be able to hear
the melody. (The string sound on Track 7 will also stop playing because it
is being controlled by Track 6.)

@ Repeat the last step for Tracks 4 and 5.
If you want to listen to just one track, use the Solo function.
@ Press the upper-row 2 key twice.

PLAY will change to SOLO, and you will hear the percussion part by itself.
You can solo other tracks, too; if you do they will play along with the per-
cussion part.

@ Press the upper-row 4 key once.

MUTE will change to SOLO, and you will hear the guitar part along with
the percussion part.
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You can also cursor to a track’s activity bar and use the VALUE controls to
mute or solo the track.

Balancing the tracks

The best approach to the whole mixing process is to make rough settings
for the various parameters, listen to the results, then fine-tune the settings.
You'll often find that after changing one parameter, you may need to re-
adjust other parameters.

Mixing is an art in itself, so don't be discouraged if you are dissatisfied
with the results of your first try.

@  Press the upper-row 4 key twice to return Track 4 to the MUTE set-
ting.

3

Press the upper-row 2 key once to return Track 2 to the PLAY setting.

L)

Cursor to the volume setting for Track 1 and adjust its volume using
the VALUE controls and DATA ENTRY keys.

Repeat the above step for Tracks 2 and 3.

Press the upper-row 4 key twice to set Track 4 to PLAY.
Adjust the volume for Track 4.

Repeat the last two steps for Tracks 5 and 6.

d 4 4 4 3

Adjust the volume for Track 7.

You will probably need to fine-tune the volume for each track. Also, try lis-
tening at different levels using the MASTER VOLUME slider.

7.16 Positioning sounds in stereo

Placing sounds in the stereo field is called panning. Panning adds a sense
of depth and reality to your songs.

Let’s set the pan position for the tracks:

@ Cursor to the Parameter Select setting, which should currently read
VOLUME. Press the UP key to change it to PANPOT (or press the

STYLE key).
SONGE Mew Son3 PParameter Select
CNT CHT CHNHT CHT CHNT CNHT CHNT CNT

CNT CNHT CHT CHT CHT CNHT CNT CNT

o Ma 4
4=126:MAN Q:HI M:O0FF %
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Each track will now display its pan position. This parameter lets you pan
the track to the left, right, or center of the stereo field.

A value of CNT will place the sound in the center of the stereo field. A val-
ue of LO1 will place the sound slightly to the left of center, and a value of

L15 will move it completely to the left. Likewise, a value of R01 will place

the sound slightly to the right of center, and a value of R15 will move it all

the way to the right.
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7.17 Applying effects

Another setting, PRG, uses the pan settings that have been saved for each
oscillator in the current program. In the case of drum programs, each
drum sound has its own pan setting that will be used when this parameter
is set to PRG.

Panning the tracks

Try experimenting with different settings for the tracks. Typically, the bass
drum, snare drum, bass, and melody should be panned to the center posi-
tion.

@ Cursor to the pan setting for Track 1 and set it to PRG using the VAL-
UE controls.

@ Keep the pan setting for Tracks 2 and 3 set to CNT.

@  Cursor to the pan setting for Track 4 and set it to L06 using the VAL-
UE controls.

@  Cursor to the pan setting for Track 5 and set it to R06 using the VAL-
UE controls.

@  Keep the pan setting for Tracks 6 and 7 set to CNT.

The pan parameter also determines the amount of signal that is sent to ef-
fect inputs A and B.

The final stage of mixing involves adding effects such as reverb and cho-
rus to add depth to your song. Each new song includes a default effects
setup consisting of effect 01:Hall assigned to FX1 and effect 19:Chorus 1 as-
signed to FX2.

The default setting for the Effect Placement parameter is PARALLEL 3. This
is used as the default setting for songs because it provides separate effect
send levels for each effect processor for each track. We will use these de-
fault settings for our song as well.

About the Parallel 3 effect placement

When you set the Effect Placement parameter to PARALLEL 3, the i2/i3 will
display a graphic that looks something like the figure below.

Input A Left output

Input B Right output

FX1
Right level
Left level

input D FX2 | fiomimat—

Input C —

With this setting, signals that are routed to effect inputs A or B will go di-
rectly to the left and right outputs. Signals routed to effect input C will go
through FX1 and then get mixed into the left and right outputs. Those sig-
nals routed to input D will go through FX2 and then get mixed into the left
and right outputs.

Using this setup, the Panpot setting’s only function is to position the tracks
in stereo. You can use the C Level and D Level settings on Page 1 as effect
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sends which control the amount of signal that is sent to FX1 and FX2 re-
spectively.

Because each track’s dry signal is already being sent directly to the left and
right outputs, you should set both FX1 and FX2’s Dry:FX Balance param-

eter to the FX setting. This way, there will be no additional dry signals
coming from FX1 or FX2.

You can then use the FX1 and FX2 left and right level parameters (Page 8,
bottom line, above keys D, E, G, and H) as stereo effect returns to control
the amount of effect-only signal coming from FX1 and FX2.

Adjusting the effect send levels

Now we will set the amount of signal from each track that will get sent to
the effects.

@  Make sure you are on Page 1.

@ Cursor to the Parameter Select setting, which should currently read
PANPOT. Press the UP key to change it to C LEVEL (or press the

STYLE key).
SONGB New Son9 MParameter Select
3 3 3 3 3 3 3 3
3 3 3 3 3 3 3 3
—
SET%han Benl wioF CRNENEN
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The values for this parameter range from 0 to 9, with 0 sending no signal
to FX1, and 9 sending the most. Another setting, P, uses the C LEVEL set-
ting for each oscillator in the current program. (In the case of drum pro-
grams, each drum sound has its own C LEVEL setting.)

Try experimenting with different settings for the tracks. Be careful not to
overdo the effects—this will reduce their effectiveness. Usually, the bass
should not get much reverb.

@  Press the START/STOP key to start the song if it is not playing al-
ready.

@ Cursor to the C LEVEL setting for Track 1 and adjust the amount of
signal that is sent to FX1 using the VALUE controls.
@ Repeat this for the other tracks.

& Cursor to the Parameter Select setting, which should currently read
CLEVEL. Press the UP key to change it to D LEVEL (or press the STYLE

key).

SONGB New Song- . PParameter Select
1 1 1 1 1 1 1 i

1 1 1 1 1 1 1 1

N MO RN
SNGB Tr81 MoRl 4.4
J=120:MAN Q:HI M:OFF &&!

A B € D E _F G H
L1 1 1 1 1 1 1 1
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The values for this parameter range from 0 to 9, with 0 sending no signal
to FX2, and 9 sending the most. Another setting, P, uses the D LEVEL set-
ting for each oscillator in the current program. (In the case of drum pro-
grams, each drum sound has its own D LEVEL setting.)

Try experimenting with different settings for the tracks.

@ Cursor to the D LEVEL setting for Track 1 and adjust the amount of
signal that is sent to FX2 using the VALUE controls.

@ Repeat this for the other tracks.

Completing the mixing process

Now it’s time to fine-tune all the mixing parameters to obtain the best bal-
ance for the song. While the song loops continuously, adjust the volume,
panning, and effect send levels for all the tracks. Mute and solo tracks as
necessary, and try listening to the whole mix at different levels using the
MASTER VOLUME slider.

When you are satisfied with the results, save your song to disk.
@  Press the DISK mode key.

The file name “TUTORIAL” should still be entered from the last time you
saved the song file.

@  Press cursor key H to save the file to disk.

A message will appear stating “Warning: TUTORIAL.SNG already ex-
ists,” with a box asking if you would like to continue. If you press cursor
key E to continue, the old TUTORIAL.SNG file on the disk will be replaced
with the new version that is currently in memory.

@ Press cursor key E to save this new version to disk.

A message will appear stating “Now saving songs...” After amoment, the
message will to change to “Completed.”
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