DIGITAL SAMPLING SYNTHESIZER

OWNER'S MANUAL




Congratulations and thank you for choosing the KORG DSM-1
Digital Sampling Synthesizer Module. Please read this manual
carefully to obtain optimum performance and help assure long

term reliability.

BASIC PRECAUTIONS

ENVIRONMENT

Avoid using this unit in environments where it will be
exposed to the following conditions:

® Direct sunlight

® High temperature or humidity

® Dust or sand

® Excessive vibration

POWILER SUPPLY

Usethis unitonly withthe rated AC voltage. if you intend
to use this unit in areas where the voltage is different
from the rated AC voltage, consult your KORG dealer
about a suitable voltage transformer unit.

INTERFERENCE WITH OTHER
APPLIANCES

This unit uses microprocessor circuitry that may cause
interference with nearby radio or TV receivers. if

problems occur, use at a greater distance from the
radio or TV.

SAVING DATA

Data in the DSM-1's internal memory will be lost if its
power is turned off. Therefore, ALWAYS save data to
a disk before turning the power off.

HANDLE GENTLY

Although this unit is designed and constructed to
KORG's high standards, the use of excessive force
may cause damage 1o its keys and knobs.

TRANSPORT

To protect the disk drive while transporting this unit.
ALWAYS insert the supplied head protection sheet
before moving this unit.

CLEANING

Use only a soft, dry cloth to clean the exterior of this
unit. Never use benzene, volatile cleaners or solvents,
polish or ¢cieaning compounds.

OWNIER’S MANUAL

The DSM-1 is a sophisticated digital music device, with
many functions, Therefore, we suggest that you keep
this manual handy at all times, for reference.
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MAIN FEATURES

1. MEMORY CAPACITY

The DSM-1 features a powertul internal memory ca-
nable of storing 1 MWord. This memory is available in
the form of four Banks, each capable of storing samples
of up to 16 seconds in length {at a sampling rate of 16
kHz} for a total sampling time of 64 seconds.

2. SAMPLNG VERSATILITY

The DMS-1 can sample at four frequencies (16, 24, 32
or 48 kHz). At the maximum sampling rate of 48 kHz
incredibly accurate sampling, exceeding Compact Disc
quality, can be executed.

3. VOICE POWER

The DSM-1 is 16-voice polyphonic, and compatible with
all professional MIDI keyboards. Up to 64-point key-
board split is possible, using 16-point splits for each
of four Timbres. Each of up to 16 socunds may be output
separately via the Individual Qutputs,and individually
processed.

4. WAVEFORM CREATION

The DSM-1 combines Sampling with Harmonic Syn-
thesis (the creaticn of a waveform by selecting and
editing up to 128 harmonics) to enable the creation of
ingredibly complex waveforms. The envelope, filtering,
and many other aspects of the waveforms can then be
modified using Program Parameters. Up {c 32 different
Programs may be stored.

5. COMBINATIONS

Up to four Timbres (each consisting of a Multisound
modified by a Program) may be played simultaneously
as a Combination. A variety of split and tayer modes
is available, 32 Combinations may be memorized.

6. DISK LIBRARIES

A wide selection of sampled sounds on fioppy disk li-
braries is available, including disks created for use
with the KORG DSS-1 Digital Sampling Synthesizer.

7. MIDLHCOMPUTER
COMPATIBILITY

The BSM-1 is a powerful MIDI tool, which can form a
vital part of any digital music system. |t can receive
and transmit an enormous variety of MIDl gata, for full,
state-of-the-art MIDI control. A unique feature is the
setting of separate MIBI channelis for each Timbre in
a Combination.

8. PLAYBACK OPTIONS

In addition io being played from any MIDI keyboard or
sequencer, the DSM-1 has two other highly convenient
playback options. A footswitch may be used to ptay a
setected note (useful when editing a sound without the
use of a keyboard)}. Aiso, the Audio Trigger function fets
you trigger a selected note by inputting an audio signai
such as a drum track.



HOW TO USE THIS MANUAL

The KORG DSM-1 is a complex and sophisticated
digital music device that is remarkably easy to use,
provided you follow the instructions in this manual.
The manual has been structured so that it will guide
you through the various operations easily and con-
cisely, in the following manner:

The PRECAUTIONS section should be studied
carefully prier to using this unit.

The FRONT PANEL and REAR PANEL sections give
clear descriptions of ali controls and terminals, for
reference at any time while you are familiarizing
yourself with the DSM-1.

The OPERATING FLOW chapter offers a step-by-step
introduction to the main functions of the DSM-1. It
is recommended that even if you are an experienced
user ot samplers and digital equipment, you perform
the operations exactly as described in this chapter,
to gain a solid basic understanding of the DSM-1,

The SYSTEM STRUCTURE chapter explains the
functions of the DSM-1 using diagrams and detailed
text, to give an overall view of its design and oper-
ating methods.

The MODES AND FUNCTIONS section devotes a
chapter to each of the DSM-1 operating modes. In
this section, explanatory text is kept to a minimum
-- rather, the emphasis is on concise, accurate de-
scriptions of every operation and function available
on this unit. You wtll prebably use this section for
reference as long as you own and use a DSM-1.

The SPECIFICATIONS section provides tull technical
information on the DSM-1,

The MIDI IMPLEMENTATION section details all MIDI
specifications of the DSM-1, for users interegsted in

advanced MIDI and computer applications of this
unit.

The ERROR MESSAGES section offers exptanations
of display messages that appear if a malfuncticn
occurs, or if an operation is executed wrongly.

The TROUBLESHOOTING section offers further ex-
planation and assistance in situations where oper-
ating problems occur.

The GLOSSARY provides a useful dictionary section
with explanations of MIDI and digitai music terms,
narticuiarly those referring specifically to the DSM-1.
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PLAY)

Gives information regarding
current mode, program, pa-
rameter values, elc.

MIDI LED

Lights oniy when a MIDI signal
is received from an externai
MIDI device.

RESOL LED's

One of these LED's will {ight
according to the data entry
resolution setting (X100 or
X1000Q). If the resolution is set
to NORMAL., neither LED will
light.

CONTRAST CONTROL

Allows adjustmenrt of the LCD
contrast to suit any lighting
conditions.

e

® NORMAL:

Data value is altered by one
unit when the CEC or INC key
is pressed.

@ X100

Cata value is altered by 100
units when the DEC or INC key
is pressed.

® X1000;

Cata value is altered by 1000
units when the DEC or INC key
is pressed.

POWER ON/OFF SWITCH

CURSOR {and YES/NO) KEYS
For movement of the cursor
an the LCD, to the left ar right
according to the direction of
the arrow marked on the key,
Also for responding "yes"” or
"no” to display messages.

For selection of operating
modes. The COMPARE key
enables comparison of a
sound that is being edited with
the original sound.

AUDIO 1IN
A 1/4" jack for input of an audio
signal to be sampled.

REC LEVEL

=ets the recording level of the
input for sampiing, in con-
junction with the GAIN
SWITCH., Adsc sets the mini-
mum lavel at which an audio
input will trigger playback of
a selected note,

FQOT SW

A 1/4° jack for conpection of
a foot switch for playback of a
seiacted note without the use
of a MIDI keyboard.

€ FLOPPY DiSK DRIVE §) DATA ENTRY CONTROLS {{) ENTER KEY {» TRIG
For insertien of 2 3.5 floppy & DATA ENTRY WHEEL: For entry of new data values Sets the minimum ievel at
disk. Use only high-density, For entering data such as pa- into memory, or to execute or which an audio input will trig-
doubte-sided, double-track rameter wvalues. Turn the finalize functions. gder sampling.
digks, such as the KORG wheel tlockwise to increase
NUMERIC KEY PAD
MF-2HD or the SONY MFD- the walue, anticlockwise to D FHD'{F?
ZHD. decrease the value, rer selection "_Jf program A |ac|r? er sterec head-
GAIN SWITCH ® DATA ENTRY KEYS: nur;bar; or fum.‘:t:{cms lethin a phone monitaring.
Sets the audio input to three Three keys for sniering data mo EIF eys ""3';1 ed with nu- MIL'F VOL
different levels. to receive an such as parameter values. The merals are used 10 enter a Adjusts the volume of signals
- ¥ ber. The UP and DOWN ~ i

type of input signal. Use this DEC and INC keys decrease pumber. output via the MiX OUT jack.
in conjunction with the REC and increase data values, re- keys are used JEE' salact _the
 EVEL contral spectively. The RESOL UTION followi ng or previous function,

key sets the data entry resol- respectively.
LCD {LIGUID CRYSTAL DiS- ution {0 one of three settings: {B MODE KEYS
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0 MIDI INJOUTI/THRU JACKS
For connection of exernal
MIDI devices.

&) INDIVIDUAL OUTPUTS
1/4" jacks for individual audic
ovtput of up {o 16 sounds.

€ wmIxour
174" jack for a meno mix audio
output of the DSM-1.



OPERATING FIOW

OVERVIEW

B Inthis chapter you will [earn howto set upthe DSM-1,

toad sounds from the factory disk and play those
sounds. You'll also learn how to make your own
sounds, save them to a disk, spiit them across the
keyboard and/or layer them, and save those
split/layer combinations.

Each numbered section of this chapter will guide
you step by step through a separate operation of the
DSM-1. Only selected operations are covered here
in order tc get you using the DSM-1 as fast as pos-
sibie. Where an operation might have several op-

B Before you start operating the DSM-1, however, we

suggest that you read through the FRONT PANEL
section. Familiarize yourself with the operation of
the front panel, then come back to this chapter to
begin playing and making scunds on the DSM-1.

You'll find the OPERATING FILOW chapter helpful in
gaining an overall idea of how to use the DSM-1.
Work through the steps in this chapter caretully and
then go on to the MODES AND FUNCTIONS section
for more complete explanations of all ocperations.

tions, the easiest has been chosen. Where you can
select parameters manually, or have them deter-
minedfor you automatically, the automatic operation
has been described.

1. SETTING UP

Before plugging in the AC cord, make sure that the power on the DSM-1 and alt other equipment has been turned
off. Connect the AC cord to an outlet and connect the DSM-1 tc an amp or a mixing console by using the MiX QUT
jack on the rear panel. The individual out jacks can be connected 1o the inputs of a mixer, but it is suggested that
on this first attempt the MIX QUT jack be used. To control the DSM-1 connect the MIDI IN jack of the DSM-1 to the
MIDi OUT jack of a MID! keyboard controiler or synhthesizer, or connect a footswitch to the FOOT SW jack. The latter

will trigger only one note on the DSM-1. Press the eject button on the DSM-1's disk drive and remove the plastic
head protection card,

After you turn on the DSM-1, the following display will
appear:

w*kw KORG DSM-1 ok
% DIGITAL SAMPLIMG *x

After several seconds it wiil change to:

F1 Get SYSTEM
Set PERFORM Disk & ENTER

The DSM-1 is now in the SYSTEM MODE.



2. DISK PLAY

Before playing the DSM-1, it is necessary tc load a system from a disk {use one of the Performance disks suppiied.)

OPERATION

1. Insert a Performance disk into the drive. 3. Press PLAY to enter the PLAY MODE.

2. Press ENTER. {Its LED will have been flashing.) The 4. The cursor on the disptay will flash under “CMBQ1”
display will read “Now Loading..."followed by (Combination #1) to indicate that a Combination can
“Loading Completed.” be selected. Use the DATA ENTRY wheel or the INC

NOTE: (increment) and DEC (decrement) keys to select the

] particuiar Combination you wish to play.
If, during the loading process, an unusual message
appears, consult the Error Messages section or try 5. Use your MIDI keybeard to play the selected Com-
repealing the preceding operation. Never attempt bination. If using a footswitch, refer io SYSTEM
to remove a disk or turn the power off during loading MODE, Function #5 (PLAY BACK).

- or saving

3. DISK FORMAT

If you want to make your own sounds and use them in Combinations instead of using the factory disk, it is necessary
first to format two blank disks. One disk you will format as a Work disk and will be used to store your sampled sounds,
harmonics data, and the Multiscunds you create. The other you will format as a Performance disk and will be used
to put these Multisounds together in Programs and Combinations. In other words, the Work disk is used to store
your sounds and the Performance disk is used organize those sounds into groups for playing.

* Use only 3.5-inch, high-density, double-sided, double- track disks. Recommended disks inciude KORG MF-2HD
and SONY MFD- 2HD.

OPERATION
1. Press DISK UTILITY to enter the DISK UTILITY 4. Press YES io begin formatiing. The display will show
MODE. "Now Formatting...” followed by:
o DISK UTILITY MODE FO Formatting Completed
Select Function {0-9) Select Function (0-9)
2. Insert the blank disk and press 0 on the numeric 5. Repeat steps #2 through #4 with a second blank disk,
keypad. and select WORK in step #3.
FO Format Disk:PERFORM FO Format Disk:WORK
Use DATA ENTRY & ENTEK Use DATA ENTRY & ENTER
3. Use the DEC and INC keys to select PERFORMANGE You are now ready to make your own sounds, Mul-
tisounds, Programs, and Combinations and save
and press ENTER.

them 1o these disks.

0 Format :PERFGRMANCE
Are You Sure 7 (Y/N)




4. USING SAMPLING TO MAKE A MULTISOUND

The term 'Multisound’ refers to the sound source as it is assigned to different sections of the keyboard in order to
enabte playing it over the entire keyboard range. The Multisound can be merely one sound distributed over the entire
keyboard, or it can be as many as sixteen scunds, each of which is assigned to a particular portion of the keyboard,

Sampling is the process of recording a sound into digital memory. The sampled sound will be assigned to one se-
lectable key on the keyboard (called the ORIGINAL KEY and abbreviated ORG), and keys played directiy below the

original key will play the sound back at a lower pitch and a slower speed. Likewise, the keys directly above the original
key will have higher pitches and faster playback speeds.

Once you've sampled a sound, you can cut off a portion of the beginning or the end of the sound (truncating}, choose
a certain part of the sound to repeat itseif over and over again to extend the sound length (tooping), have the sound

played backwards (reversing), or put two sounds together (linking}. A more complete guide to sampling can be found
inthe MODES AND FUNCTICNS section of this manual. Here we’ll try sampling four sounds and assign those sounds
across the keyboard to make a Multisound.

As an example of sampting, we'll use a piano, miked up to provide the audio signaf that the DSM-1 will record.

OPERATION

1. Set the GAIN switch on the front panel to the + 4 db
position and connect the microphone to the INPUT
jack of the DSM-1. The audio signal from the mi-
crophone will be sent to the DSM-1's outputs (in step
#4), 50 you can monitor the sound.

2. In order to set the recording level, watch the
peak-hold meter bar graph onthe display, and adjust
the GAIN and REC LEVEL controis so that the bar
graph responds suitably to the piano sound.

* If the incoming signal is too loud and causing clip-
ping, the bar graph will show it by dark blocks on the
right of the screen. if the signal is constantly causing
clipping (something you should definitely avoid), the

2. Press SAMPLE to enter the SAMPLE MODE,

dark blocks will stay on the screen.
s SAMPLE MODE st
Sl —— NOTE:
elect BANK No. = n | When changing the GAIN sefting, turn the REC LEVEL

all the way down to avoid sudden surges in volume
that could damage the equipment (or your ears!).

3. To perferm any sample function, you must use one

of the four Wave Memory Banks. Each bank is used
10 create and temporarily store up to sixteen sam-
pled sounds in the form of a Multisound. Using the
DATA ENTRY conirols (see the FRONT PANEL sec-
ticn), select Bank number 1 and press ENTER.

**SAMPLE MODE in BANK1 %%
Select Function (0-9)

4. Press 1 on the numeric keypad to monitor the audio
signal.

1 Monitor Pnn:pgm-name

(OO0 (level meter)

6. Once the REC LEVEL is set, press 2 on the numeric
keypad to call up the Auto Sampling function. Use
of the Manual Sampling function is covered in the
MODES AND FUNCTIONS section, but for now, in

order to make the sampling process easier, use Auto
Sampling.

F2 Sample AUTO Using Bn
dre You Sure 7 (Y/N)

7. Press YES to start the function.

FZ Select Sample Frq.
118 / 24 / 32 / 48 kiHz




8. Now you can select the samgpling frequency. The 11. For your piano sound use these four notes: C2 (the

higher the frequency, the greater the clarity of the C below middle C), C3, C4, and C5. The first note
sampled sound. However, higher sampling fre- you should sample is C2. To start sampling, set the
quencies alsc use up more memory space, reducing Sample Start position to TRIG and turn the trigger
the sampling time available for each sample (see dial (TRIG) up about a third of the way, or to the
Sampling Time chart in the Sample Mode section). 10 o’clock position. This will keep extraneous
For this demonsiration, seiect the 32-kHz sampiing noises from starting the recording. Just before
frequency and press ENTER. playing G2, press ENTER.

F2 Select Yem.Division FZ Ready Lo Dample 1

1/2/4/ 8/ 18} 311)))))

The moment you hit the pianc note, sampling will
begqin.
You'll see:

9. Now you can select the memory division. This is the
number of samples that you will make to fill up your
Multisound. For your piano sound, select Memaory
Division number 4 and press ENTER.

F2 MHNow Sampling...

F2 501/08:01.08 32k C 3 )3
Select SOUND & ENTER

Followed by:

* The DSM-1 automatically sels a sampling time of 2
seconds for each sample. This is fairly short (for
fower notes on the pianoc in particulfar) and you will
probably want to make longer sampfes. in the
MODES AND FUNCTIONS section you will learn how ORG=nnnn TUP=nnnn TRNS
tosampleinalifour banks andusefoopingloachieve
a more realistic piano sound.

F3 Sampling Completed

10. The display of the sound number should read “01,”

i it doesn’t, set it to “01.” Press ENTER . 12. The ORIGINAL key will be set to C3 and the TOP

key 1o F3. Press ENTER and play yvour first sampled
sound,

FZ S01/16:0.525 32k C 3
Sample Start[Force/Trig] F3 Sampling Completed
Continue 7 (Y/N)

You can now moenitor the sound through vour audio
system ar headphones.
13. You can now confinue to make the remaining
sounds for your ptano Muttisound. Press YES when
the display asks you i you want to continue.

14. The DSM-1 automatically moves 10 the next sound
(in this case, sound number 2). Repeat steps #11
to #13 for the remaining sounds. When the ORI-
GINAL and TOP keys for the fourth and final sound
have been eniered, press NO in response ic the
“"Continue?” display.

Now vou can play vour piano Multisound across
the entire range of your keyboard.



15. Before leaving the SAMPLE MODE, you should
name your new Multisound and save it to the Work
disk you formatted in section 3. Press 9 on the
numeric keypad.

FO Save/Rename H.SOUND
Rename :msd-name 7 (Y/N)

16. Press YES.

F9 Rename : msd-name

Use <,>,D.ENT & ENTER

17. Enter a name of up to eight characters, using the
CURSOR and DATA ENTRY keys, and press
ENTER.

FQ9 Save msd-name=111111I
Are You Sure 7 (Y/N)

18. You can now save this Multisound fo your Work
disk by setting the Work disk and pressing YES.

You'll see:

F9 Save nsd-name=111111
Now Saving...

Followed by:

F9 Saving Completed
Select Function (0-9)

Your new Multisound is saved both in internal Wave
Memory Bank number 1 and on your Work disk.
You will call it up later for use with Program pa-
rameters and to make up part of a Combination.

NOTE:

| Saving sounds to disk is very important since all data
inWave Memory islost when you turn offthe DSM-1 s
power.

—




5. CREATING WAVEFORMS TO MAKE MULTISOUNDS

in addition to being atle to use sampled sounds, you can setect waveforms from 17 preset harmonics tables: BLANK,
SAWTOOTH WAVE 1, SQUARE WAVE, ACOUSTIC PIANG, ELECTRIC PIANO 1, ELECTRIC PIANC 2, CLAVINET,
ORGAN, BRASS, SAXOPHONE, SAWTOOTH WAVE 2, SAWTOOTH WAVE 3, ELECTRIC GUITAR, ELECTRIC BASS,
SYNTHESIZER BASS, METAL (a metallic-toned wave), and SINE WAVE.

These presel waveforms are stored in the internal memory and are synthesized by mixing together sine waves of
different frequencies and volumes. The frequencies are based on the harmonic series, which comprises the fun-
damental tone and multiples of the fundamental (called over-tones or harmonics). The fundamentaitone (also called
the first harmonic) gives the apparent pitch of the sound as a whole sound.

The mathematical relationship of the fundamental and its harmonics is best illustrated by example. If the the fun-
damental tone is 220 Hz, the second harmoenic is twice that, or 440 Hz. The third harmonic, three times the first, is
660 Hz, the fourth, 880 Hz, and so on. Each successive doubling of the frequency (440 Hz, 880 Hz, 1760 Hz, eic.) creates
octaves of the fundamental. Soharmonics numbered 2, 4, 8, 16, and 32 correspond to octaves above the first harmonic.

The fundamentat, a pure sine wave, is monotonous to listen to for longer than a few seconds. Most sounds, however,
are more complex and have many additional harmonics, each at a different level. The harmonics table on the DSM-1
goes up to the 128th harmonic, and each harmoemic’s level can be agjusted.

Two Harmonics tables are gisplayed here in graph form:
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Using the HARMONIC SYNTHESIS MODE, you'lt make three different waveforms. Two of them will be synthesized
from preset Harmonics Tables, and the third wiil be assembled by editing one harmonic at a time.

OPERATION

1. Press HARMONIC SYNTHESIS to enter the HAR- 2. Press 0 on the numeric keypad.
MONIC SYNTHESIS MODE.

FO Select & Clear BANKZ2
Use D. ENTRY & ENTER

* HARMONIC SYNTH MODE =
Select Bank No. = n

10



3. Select Bank number 2 and press ENTER. Followed by:

G BNKZ2 Will Be Cleared F3 HARM#001:LEVEL=255
Are You Sure 7 (Y/N) Name:Bn-HMSxx Created
4. Press YES to clear the bank. 7. Now that you've created a Harmonics Multisound in

Wave Memory, you should save it to your Work disk.
Press 6 on the numeric keypad.

FQO BHNEn Is Cleared
Select Function (0-6)

F& Save/Rename M. SOUND
Rename :Bn-HMSxx 7 (Y/N)

5. Press 3 on the numeric keypad.

8. The display will ask you if you want to rename the
Harmonics Multisound. Since you did no editing of
the socund, press NO.

F3 Select HARM:Blank
ise D.ENTRY & ENTER

F6 Save msd-name=11111!

6. Select one of the Harmonics tables by using the Now Saving
DATAENTRY controls. Thereare 17 choices: BLANK
(all harmonics are at zero volume}, SAW 1 (sawtooth
wave), SQUARE (square wave}, ACOUSTIC PIANO,
ELECTRIC PIANO 1, ELECTRIC PIANO 2, CLAV 9. Now you can save the sound. Insert your Work disk
(clavinet), ORGAN, BRASS, SAXOPHONE, SAW 2, and press YES.
SAW 3, ELECTRIC GUITAR, ELECTRIC BASS, SYN-
THESIZER BASS, METAL (metaliic tone), and SINE
(sine wave). For now, avoid selecting BLANK or SINE
Press ENTER. F6 JSave msd-name=111111

You'li see (exampie: SQUARE): Are You Sure 7?7 (Y/N)

F3 Select HARM:Square You have now saved your second Multisound. To
How Synthesizing... select a new bank for creation of your third Multi-
| sound, press 0 then execute step #3 in this section,
this time selecting and clearing Bank number 3. Now
go through the same operation but select a different
Harmonics Table, then save it to your Work disk.

After making your third Multisound and saving it to disk, create your fourth Multisound by editing one harmonic at
a time on the BLANK preset Harmonics Table, as follows:

OPERATION

1. Execute steps #2 through #5 of the previous opera- 2. Select the BLANK Harmonics table. Press ENTER.
tion (in step #3, select Bank number 4).

11



3. Now you canediteachindividual harmonic and make

your own waveform. First, press YES to move the
cursor to the LEVEL parameter, set the level {0 a
value of your choice using the DATAENTRYcontrols,
Press ENTER after making the value change so that
you can monitor the Harmonic Multisound you are
editing. Press NQ to move the cursor back to the
Harmanic number parameter and continue editing
other harmenics in the same fashion, Always press
ENTER after you have set a new parameter value

5. The display will ask you if you want to rename the

Harmonics Multisound. Press YES, then name the
sound using the CURSOR keys and the DATA ENTRY
controis and press ENTER.

. Now you ¢an save the sound. Setyour Work disk and

press YES.

There should be four Multisounds in your Work disk
at present. In the following sections you'll learn how
to alter the character of the sounds by creating dif-

in order to change the sound and monitor it. feremt Programs, and how to put the sounds together

in a Combination.
Ranges:

Harmonics number: #001 - #128

Harmonics level: O -- 255

4. Once you are satisfied with the new waveform you
have made, you can save it to your Work disk. Press
6 on the numeric keypad.

F6 Save/Rename M.SOUND
Rename :Bn-HMSxx 7 (Y/N)

6. CREATING PROGRAMS

Now you'll take the four Multisounds that you have made and create four different Programs.

There are a wide variety of Program functions that you can perform -- ¢changing the tuning of a Muitisound, editing
the VCF and VCA envelopes, appiying modulation, auto bend, after touch and velocity to the sounds. We'li explain
afew of these parameters in this section. For more information, refer to the PROGRAM MCDE chapter in the MODES
AND FUNCTIONS section of this manual.

OPERATION

1. Press PROGRAM to enter the PROGRAM MODE. 3. Select the Program number you will use. For the first

Procgram, use "01.7

4. Press UP to call up the Rename function.

3% PROGRAM MODE =ik
Select Function (01-42)

F02 RKenane ' pPEM-hame

Use CURSOR & DATA EWTRY

2. Press 01.

5. Enter a name for the new Program using the CUR-
SOR keys ang DATA ENTRY controls. Call this
Program “PIANO.”

FO1 Select Pnnipgmnane
Select, PGM with D.ENTRY
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6. Press 11 to calt up the Assign Multisound function.

F11 Assign MULTISOUND
Bn-Mm:msd-name L=11}]11

/. Use the DATA ENTRY conirols to select one of the

Multisounds (in this case, Multisound number 1 --
your sampled piano sound).

Now that you have perfiermed the basic functions
of identifying, your program and assigning a Multi-
sound to it, you can get down to the business of
programming.

Since you have probably become quite familiar with using the front panel’s control keys by now, we'li just briefly
explain some of the program functions you'il be using and give you a few parameter vaiues to enter. Play the keyboard

as you adjust the program parameters and hear how each one affects the sound. Experiment with them and change
them as vou iike.

FUNCTION #13: OSCILLATOR MG {(Modulation Generator) -- WAVEFORM, FREQUENCY,
DELAY, INTENSITY

This lets you produce vibrato effects on a sound. Use it to add vibrato to your piano Multisound.

OPERATION

1.

Press13 onthe numeric keypadto enter the function.
Select the following parameter values for the Pro
gram:

® Frequency: 20
® Delay: 07
® |ntensity: 10

. You must also set the modulation wavetorm. Do this

in Function #14. Press 14 and set the OSC MG
WAVEFORM to SINE.

3. Press 83 to call up the Write Program function. This

IS necessary to save your newly edited Program 01
to Program memory.

FO3 Write Pnn:pgm-name
»et No. with D.ENT&ENTER

4. Press ENTER to write the Program to memory.

FUNCTION #16: AUTO BEND -~ POLARITY, TIME, INTENSITY

You can set a pitch bend to occur automaticaily when keys are piayed. Direction of the bend (up or down), time of

the bend, and intensity are the parameters that can be set.

OPERATION

1.

Repeat steps #2 through #7 (see the beginning of
the CREATING PROGRAMS section) to give a num-
ber and name to your Program and assign another
Multisound. For this function, number your Program
“02" and assign to it the second Multisound you
made.

13

2. Press 16 on the numeric keypad to select the AUTO

BEND function. Select the following parameter val-
ues for the Program:

®* POLARITY: UP
¢ TIME: 08
® INTENSITY: 100

. Press 03 to call up the Write Program function. Then

press ENTER t¢ write your newly edited Program
02 to memory.



FUNCTION #23: VCF EG -- ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, SLOPE TIME,
SUSTAIN LEVEL, RELEASE TIME

You can have a sound grow brighter or duller over time as the note is pressed and held. This function lets you set
the envelope that controls this change in brightness. The envelope generator (EG) parameters are shown in this

g raph: Enveiope oulput voltage.
|
NS
| i
i |
. | i
I .
i = t :
.I Atiack Dﬂ‘:ﬂ?" Sh:,.pﬂ,
ftme  time  gme
Key 5 played.

1.

L

Six parameters of the epvelope

— Break point level.

Sustain
level

Repeat steps #2 through #7 (see the beginning of
the CREATING PROGRAMS section) to give a num-
ber and name to your Program and assign ancther
Multisound. For this function, number your Program
“03" and assign to it the third Multisound you made.

. Press 23 onthe numeric keypad to enter the tunction.

Select the following parameter values for the Pro-
gram:

A: Attack time: 32

D: Becay time: 43

B: Break point level: 10
S: Slope time: 34

S: Sustain level: 06

R: Reiease time: 00

For the program above to have any effect on the
sound you must set three additional parameters: the
VCF cutoff frequency (Function #21}, the EG polarity
and the EG intensity (Function #22).

Press 21 on the numeric keypad.

b2l VCF Control
CUTOFF=nnn KBD TRACK=nn
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- - Time
r

Helease
time

-t -— 2z

|

Key s released.

4. Set the CUTOFF {Cutoff frequency) vaiue to 90. Ig-

nore the other parameter.

5. Press 22.

Fgz VCF Control
EG~POL=+ EG-INT=nn

6. Set EG-POL (EG polarity) to +, and EG-INT (EG in-

tensity) to 63.

7. Press 03 to call up the Write Program function. Then

press ENTER to write your newly edited Program
03 to memary,



FUNCTION #32: VCA EG -- ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, SIOPE TIME,
SUSTAIN LEVEL, RELEASE TIME

You ¢an have a sound grow louder or softer over time as the note is pressed and held. This function lets you set the
enveiope that controls this change in loudness. The VCA EG parameters are the same as in Function #23.

OPERATION

1. Repeat steps #2 through #7 {see the beginning of 3. Press 03 to call up the Write Program function. Then
the CREATING PROGRAMS section) to give a num- press ENTER to write your newly edited Program
ber and name to your Program and assign another 04 to memaory.

Multisound. For this function, number your program
“04” and assign to it the fourth Multisound you made.

2. Press 32 on the numeric keypad to enter the function.
Select the following parameter values for the Pro-
gram:

A: Attack time: 00

D: Decay time: 32

B: Break point level: 18
5: Slope time; 48

S: Sustain level: 06

H: Helease time: 35

7. CREATING COMBINATIONS

Now that you've created your Multisounds and assigned them to Programs, you can put them into a Combination,
The Combination is the final link in the DSM-1's sound chain and a valuabie performance tooi. With it you can make
keyboard splits, layer sounds for simultaneous play, or have different sounds respond to how hard you play. Moreover,
you can assign the sounds in various configurations to the 16 voices and outputs of the DSM-1,

The DSM-1 makes it very easy for you to use this feature since there are 7 preset Combination types to choose from.
We'll use one of the presets to create a Combination with your new Programs. Later, in the MODES AND FUNCTIONS
section, you'li see more of the almost unlimited options for creating Combinations on the DSM-1.

OPERATION

1. Press COMBI toc enter the COMBINATION MODE. 3. Usingthe DATA ENTRY controis, select Combination
preset SPLIT 4.

% COMBINATION MODE s

Select Function (00-16) FOO SPLIT4: A[BICID
Use D.ENTRY and ENTER

2. Press 00 to call up the Combination type select Press ENTER.
function.
FOO SINGLE: A FOO SPLIT4:  AIBICID
lise D.ENTRY and ENTER A‘PO1 B:P02 C:P03 D:PO4
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4. Now you can assign the Programs you created to the 8. Finally give the Combination a name and write it into
four Timbres displayed (A, B, C, and D). Assignthem Combination Memory.
in any order you wish, but notice that the Timbres
go in order from lowest section of the keyboard to
highest, A corresponding to the lower register and
D} to the upper. Select the Program number for each

Timbre and press ENTER. FO1 Renamne : cmb-name

5. Select three key names {for example, C3, C4, C5) Ise CURSOR & DATA ENTRY
as the split points that wili divide the four Timbres

across the keyboard.

To name your new Combination, press 01.

8. Enterthe desired name using the CURSOR keys and

FOO SPLITA: Key Split DATA ENTRY controls, and press ENTER.
CAOC 3<BOC 4<COTC 5<> 10. To select the Write CGombination function, press
02.

Fress ENTER.

FOZ Write CMBOZ:cmb-name

6. To set the number of voices that each Timbre will
Set. CHB# with D.ENT&EKTR

use, press 07 on the numeric keypad.

7. There are 16 voices available for assignment, so for
now, set 4 voices for each Timbre.

11. Select a memory number for the new Combination
and press ENTER, to write your newly created

FO7 NUMBER OF VOICE Combination into memory,
A:O4 B:04 C:04 D:04

Now that you have finished creating your first
Combination, play it and hear how it sounds!

16



8. SAVING AND LOADING A SYSTEM

One more step remains before you are finished with your Combination. You must save it to a Performance disk as
you did with your sampled and Harmonic-synthesized Multisounds.

After you save the Combination, you'll reload it to make sure that everything works as it should and all YOUr precious
work has been preserved. You'lf know then that you're the master of this machine and you can go on to bigger and
better things in the MODES AND FUNCTIONS section!

OPERATION

3. While staying in the SYSTEM MODE, press 1 to call
up the GET SYSTEM function,

1. Press SYSTEM to enter the SYSTEM MODE. Then
select Function #2, SAVE SYSTEM, by pressing 2.

F2 Save SYSTEM
Set PEKFOEM Disk & ENTER

2. Set a Performance disk in the drive and press EN-
TER. You'li see:

F2 Save SYSTEM

How Saving...

Followed by:

F2 Saving Completed
Select Function (1-8)

Fl Get SYSTEM
Set PERFORM Disk & ENTER

4. Check that your Performance disk is stili set and
press ENTER. You'll see:

F1 Get SYSTEM

Now Loading...

Followed by:

F1 Loading Completed
Select Function (1-8)

Your Combination should now be saved, but let's .
) At NOTE:
check this by reloading it.

if, during the saving or loading processes, an unu-
sual message appears, consult the Error Messages
section or try repeating the preceding operation.

5. Go back to the PLAY MODE (press PLAY), sefect the
Combination you ¢reated, and piay it.

17



SYSTEM STRUCTURE

HOW SOUNDS ARE BUILT UP

The DSM-1 is a multi-timbre sampiing unit capable of
creating immensely rich sounds by combining up to 4
Timbres in each of 32 Combinations. The following il-
lustration indicates how a complete system (32 Com-
binatiens) is assembled, from Sound io Multisound to
Program to Timbre to Combination.

S0LUMD

MLULTI SND

PROGRAR | ~wes E ‘l

KM . BT
FT0E A T
[0 ;

TIMERE

Starting with the final composite sound {a Combination)
Timbres may be played in a variety of configurations:
3PLIT indicates that each Timbre is assigned to a
section of the keyboard (overiapping is also possible);
LAYER indicates that Timbres are played simul-
tanecusly (they may be selected by the velocity with
which the keyboard is played). Any combination of
SPLIT and LAYER is also possible.

ATimbre is created by selecting a Program, to which
s assigned a Muliiscund. The Program modifies the
Multisound using conventional synthesizer functions
such as VCA, VUF, etc. You can assign a separate MIDI
channel to each Timbre, and select the number of
voices which can be ptayed by each Timbre. Timbres
can aiso share voices,

A Multisound is created by assembling a number of
sounds, each of which is assigned to a different section
of the keyboard. Sounds are originaily created by
sampling or by Harmonic synthesis, and may be re-
versed, linked or mixed.
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The following diagram shows, in another format, how
Multisounds {up to 32 may be stored) are assigned to
Programs {up to 32) and thence 1o a Combination. A
seiection of Program parameters and Gombination
parameters is also shown. Note that the KORG DSS-1
Digital Sampling Synthesizer can also execute Multi-
sounds anc Program operations, but is not capable of
creating Combinations.

[y

TIMERE A
TRANSPLOSE
MICH CHAMMEL
TUME
NG OF YOIGES

Cambination Parameters
[ ]

e

Prn..

P 03

F 02

F

VCF EG MOD
VL& EG MOD
O5C BEND MOD
ASSIGN M.END

Program Parametars

M. SND M.SND| M. SHND M. SND

---------

01 02 03 32
(max}

PCM + M SND Parameters




DATA STORAGE

32 Combinations and 32 Programs may be stored in the
internal memory or on a disk, The Wave memory stores
Multisound data in four Banks. Each bank can contain
up to eight Multisounds, totaliing eight seconds of
sampling time,

COMBINATION
(T 1 1 37
PROGHAM
(3 A 37
WAVE MEMORY
BAMK | BAMK 2 BAME 3 BANKA
M.SHNED  M.SND M.SHND | M.SHD W.SND M.SMD | M.SND  M.SND WM.SND | MESND M.SND M_SND
0f 2 e {3 H 02 e 08 0l Dz SRR 0& I N2 e 08
po——— Js5ec Max (32KHz) -t Bsec Max (32KHz) fzec Max {SEﬁHz}-—-—H*——-—— Zsec Max (32KHz) i

COMBINATION TYPES

Here are examples of how four Timbres may be used
in a Combination, to show four of the seven available
preset Gombination types:

/ BASS DRUMS PIAND SAX
|TIMBHE A g C D
m | [

i 4 1 | H
Dy Oy fal
Kevy, Split i ] I

Using Function #00 in the Combination mode, Combi-
ration type SPLIT 4 assigns the four Timbres 1o four
sections of the keyboard.

Combination type LAYER 4 enables the four Timbres

to be played simultaneously.

FIANO
[

PIANG
Extra Strong =y AEJG P
STRONG

PIANOG PP
MEDIUM A
A0FT

In the LAYER 4 Combination type, a "velocity window”
function allows each Timbre to be assigned to a dif-
ferent velocity range, so that Timbres may be changed
just by the way the keys are played. Atthe softest touch,
Timbre A will be heard. Increasing the key velocity
allows play of Timbres B, C and D successively.

Ch | /‘SA}'{
s D

Che PIANG

il

Velocity Switch

Multi Track
SEQUENCER

C
DRUMS
: B
Ch BAGE
| ——
Cha

In the MULTI Combination type, the four Timbres are
each set to receive MIDI data on a diiferent MIDI
channel, and can be played independentty as four



“instruments” by MIDI data sent on separate MIDI
channels from a sequencer. Note that if, for example,
Timbre B is used to create a drum set, its sounds could
he output via the DSM-1's 16 Individual Outputs, for

THE USE OF OUTPUTS

The DSM-1 has 16 Individual Outputs for sending
sounds to independent channels on a mixing console,

You can detérmine which sounds will be output via the
Individual Qutputs and whcih will be output via the
mono MIX QUT jack.

independent panning and processing of each sound.

To take advantage of this capability, three functions in
the Combination Mode (Functions #07, #11, and #16)
must be used.

The following diagram shows how 16 percussion R07 KUMBER OF VOICE
sounds (grouped in 4 Muitisounds) can be output via RO7
the 16 Individual Outputs. Create each Multisound by A:04 B:04 C:04 D:04
sampling four different percussion sounds. Assign the
Multisounds first to Programs, then to Timbres, and F11 Select VOICE ALLOC.
determine the split points on the keybhoard that will F11 _
separate the four Timbres. MODE 0: (A) (B) (€) ()
P1A Fi6 TIMBRE-A OUTPUT
INDIVIDUAL OUT 16 PERCUSSIONS TYPE=INDIVIDUAL SKD OUT
Ch. No. 1 2 3 4 5 ] 7 8 9 10 11 12 13 14 15 16
SOUND SOUND SOUND SOUND
01 02 03 04 01 02 03 04 01 02 03 04 01 02 03 04
BASS FLOOR FLOOR TOM1 A TOM2 SNARE HI TOR )\ RIDE CRASH COW CONGAACONGA BONGO BONGO TR
DRUM  TOM1  TOM2 HAT  CYM-#2CYM- BELL L H L H ANGL
BAL BAL
\—MULTISDUND MULTISOUND MULTISOUND MULTISOUND
{ v ’ y
PHGGTM 01 PHDGTM a2 PHGGTM 03 PHGGTM 04
TIMBRE A TIMBRE B TIMBRE C TIMBRE D

Seven percussion sounds and a bass sound can be sent
via the Individual Qutputs while an 8- voice piano scund
can be simultaneously sent via the MIX OUT jack.

For this application, Combination Mode Functions are
set as follows:

- FO7 NUMBER OF VOICE
A:04 B:04 C:04 D:04

11 F11 Select VOICE ALLOC.
MODE 1: (A) (B) (C + D)

°18 F16 TIMBRE-A OUTPUT
TYPE=INDIVIDIJAL SND OUT

18 F16 TIMBRE-C OUTPUT
TYPE=UNIVERSAL M.SND OUT
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INDIVIDUAL OUT SEVEN PERCUSSIONS & BASS MIX OUT PIANO

Ch.No. 1 2 3 4 5 5 7 8 |
SOUND L L
01 03 04 01 | 02 o8 | o1 o2 08
BASS TOM  TOM HI 1SNARE TOP  RIDE BASS
DRUM L H HAT CYMBAL CYMBAL
{PIANO LOW) (PIANG HIGH)
MULTISOUND 01 MULTlSiLJND 02 MULTISiJUND 03 —--—MULTEfUND 04 —
PROGRAM 01 PROGRAM 02 PROGRAM 03 PHGGT:AM 04
v y Y v
TIMBRE A TIMBRE B TIMBRE C TIMBRE D

CONDITIONS WHERE SOME
SOUNDS ARE NOT OUTPUT

In the following diagram, Muitisound #01 consists of
six sounds which have been set, in Function #16, to
be output individually. If, in Function #07, its Timbre
(Timbre A) is set to output four sounds, only sounds
#01 - #04 wilt be output. Sounds #05 and #06 (“Bell”
and “Chime") will not be output, neither to the Indi-
vidual Cutputs nor the MIX QUT jack.

INDIVIDUAL OUT MIX OUT
Ch No. 5
ISGUND ‘ | _____ -
I 02 l 03 04 05 I 01 o8 | ot { 02 gﬂj
BASS TDM TDM HI BELL CHIME ASNARE TOP  RIDE BASS
DRUM HAT CYMBAL CYMBAL
MULTISQUND 01 MULTlsciUND 02 MULTISi}LJND 03 —L— MULTlsiUND 04 —
PROGRAM 01 PHDGTM 02 F'HDGFiAM 03 PHDGTM 04
TIMBRE A TIMBRE B TIMBRE C TIMBRE D
When using SPLIT type Combinations, Timbres may Here, only Timbre A (in the register below the split
be assigned to different sections of the keyboard. With point) can be heard:
sampled sounds, there is an upper pitch timit to which ]
samples can be transposed (see SAMPLE MODE TIMERE E&‘ﬁ“‘ BN v rop
Function #6) and this should be remembered when s SOUNDT [ sOuNDZ amp — k
assigning the sound to the keyboard. e ~T' _________________ J
If, for example, a Multisound has no scunds in the actuaLsOUNG __selr T'”EHEHE
higher keyboard register, and the key window has been —- :z';:':; : “”””*////mfm&’:n /E
assigned to a higher register, the Multisound will not < — LLL

be heard.

Here, both Timbres A and B can be heard:

SPLIT

TIIBRE SOUND 1 | SOUND 3
. - A TOR
ORC TOP DREG
SOUMNG 1 : SOUND 2 s-::-unu 3
B A I A
ORG TOP OAG n:up _ DHG DoP
KEY WINDOW -
|
TIMERE & | TMBREEB
|
ACTUAL SCHIND SPLIT
SOUND LSOUND 2 SCIMD 3 SOLUND 3
TIMBRE A TIMERE B
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Timhre B CAN be heard if it is set one octave lower in
Combination Mode Function #04.

However, care shouid also be taken when changing
transposition settings.

Inthe diagram below, the sounds of Timbre A are output
up to the split point.

TIMBRE & SCUND 1

(0T =0} oRG TOP
KEYWINDOW |
R -
TIMBRE A
ACTUAL SOUND SPLIT
SOUNG 1 [ SOUND2
TIMBRE A

If Timbre A is transposed down one octave, no sound
will be heard between Timbre A’'s top key and the splhit
point.

_________ |
KEYWINDOW |
* e
TIMBRE A S'F,T' T
ACTUAL -
SOUND SOUND 2 / /
ND EUUHD
TIMBRE A / ///

When creating Combinations such as these, sounds
may not be output unless the following three parame-
ters are taken into account:

1. The upper limit of the highest scund in the Multi-
sound.

2. The transposition range of the Timbre as set in the
Combination Mode, Function #04.

3. The key window of the Timbre.
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PLAY MODE

OVERVIEW

in the Piay Mode, you can:

® Select a Combination to be played, from the DSM-1's front panel or from an external MIDi instrument, and play
it.

® Change the tuning of a Combination.

® Check the assigned Program numbers and MIDI channels for each Timbre in a Combination.

NOTE: |

it you are using a computer to edit data on the DSM- 1 {in the MIDI EXCLUSIVE REMOTE EDIT MODE), you can,
press PLAY to exit the edit mode and enter the Play Mode.

The MIDI EXCLUSIVE REMOTE EDIT MODE tets you communicate with a host computer via a MIDI or HSI| connector
(see the REAR PANEL section). The mode is entered automaticalty upon receiving the proper message from the
host computer. In this mode, the DSM-1 accepts no real-time information via the MIDI or HS| Connectors, and only
the PLAY key will function.

ENTERING AND OPERATING THE PLAY MODE

To enter the Play Mode, press PLAY. The following display will appear:

CHBO1:cmb-name TUNE=+00
A:PO1 B:P02 C:P0O3 D:P0O4

Select a Combination. If the DSM-1's system-common MIDI channei (as selected in System Mode, Function #4) is
the same as the MIDI transmit channel of the external MiDI instrument, you can select Combinations by selecting
programs on the external MIDI instrument. You can now play the Combination.

Use the DATA ENTRY controls to change the tuning.

Check the Pragram and MIDI channel status of each Timbre by pressing ENTER. The ENTER key serves as a toggle
switch between Program number and MIDI channel number.

To exit this mode, press any other mode key,
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SYSTEM MODE

OVERVIEW

In the System Mode you can:

® Get a system from a Performance disk and load it into memaory.

¢ Save a system that is currently stored in Wave Memory onto a Performance disk.
¢ Get a system from a disk made on the Korg DSS-1 Digital Sampling Synthesizer.
® Set the system common MIDI channel.

* Set the DSM-1 so that a footswitch or audio trigger can be used to play back a selected note.

THE FUNCTIONS

Function #1: GET SYSTEM:
Get a system from a disk and load it into Wave Memory.

Function #2: SAVE SYSTEM:
Take a system that has been created in Wave Memory and save it to disk.

Function #3: GET DS55-1 SYSTEM:
Load one of the four systems of a DSS-1 disk into Wave Memory.

Function #4: SYSTEM COMMON MIDI CHANNEL:
Change the MIDI receive channel for the DSM -1's system.
This function lets you determine the MIDI channel for combination changes so that it matches the
channel on which the externai keyboard sends program change messages.

Function #5: PLAY BACK:
Using either a positive or negative footswitch, play one selected note to monitor sounds during editing
without the use of a MIDI keyboard.

Function #6: AUDIO TRIGGER:
Use an audio input to trigger (play) one selected note {the note is selected in Function #5).

INTERING THE SYSTEM MODE

To enter the System Mode, press the SYSTEM key. You will be prompted to select a function (1-5). To exit this mode,
either now or after completing one of the functions, press any other mode key,

FUNCTION #1: GET SYSTEM

FUNCTION
To get a system from a Performance disk and load it into Wave Memory.

OPERATION
1. Press 1 on the numeric keypad. 2. Set a Performance disk and press ENTER. The dis-
piay will read "Now Loading...” followed by “Loading
Completed.”
F1 Get SYSTEM NOTE:

if, during the loading process, an error message
appears, consuit the Error Messages section or try
repeating the preceding operation.

Set PERFORM Disk & ENTER
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FUNCTION #2: SAVE SYSTEM

FUNCTION
To take a system that has been created in Wave Memory and save it to disk.

OPERATION
1. Press 2 on the numeric keypad. 3. Pressing YES will save the new system and over-
write the old system if one exists. The display will
FZ2 Save SYSTEM show “Now Saving...” followed by “Saving
. Compieted” and prompt you to select afunction {1-5).
KFORM .
det PE Disk & ENTER Pressing NO will abort the Save System function.
NOTE:

2. If a system currently occupies the disk, the display _ _
will show that. If, during the saving process, an error message

appears, consuit the Error Messages section.
Never remove a disk or turn power off during loading
or saving,

FUNCTION #3: GET DSS-1 SYSTEM

FUNCTION
To load one of the four systems of a DSS-1 disk into Wave Memory.

The D35-1 can store four systems to a disk, named A, B, C, or D. Each system can hold up to 32 Programs, 32
Multisounds and sounds up to a total of 520,000 “words.”

OPERATION

1. Press 3 on the numeric keypad. 3. Select the desired system (A, B, C, or B) and press
ENTER. The dispiay will show “Now Loading...”
followed by “Loading Completed.”

NOTE:
F3 Get DSS-1 SYSTEM:A _ ‘
if, during the loading process, an error message
velect SYSTEM & ENTER appears, consuft the Error Messages section.

2. Het the DSS-1 disk and press ENTER.

FUNCTION #4: SYSTEM COMMON MIDI CHANNEL

FUNCTION
To change the MIDI receiving channel for the DSM-1’s system.

OPERATION

1. Press 4 on the numeric keypad. 2. Select the MIDI channel desired.

Range: 1 ~ 16

F4 SYSTEM COMMON MIDI

Channel=nn
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FUNCTION #5: PLAY BACK

FUNCTION

Using either a positive or negative footswitch, to play one selected note to monitor sounds during editing
without the use of a MIDI keyboard.

OPERATION

1. Press § on the numeric keypad. 2. Select the note for playback, the MIDI channel (to
match the MIDI channel of the desired Timbre: see
the COMBINATION MODE chapter, Function #12},
the velocity sensitivity setting that the desired sound
F5 PLAY BACK: KEY=D# 3 would normally be activated by (see the COMBI-
NATION MODE chapter, Functions #00 and #14), and
the switch type -- positive (1} or negative (0). See
aiso the NOTE in the following function.

Ch=nn Vel=nnn Sw-Type=n

FUNCTION #6: AUDIO TRIGGER

FUNCTION
Using an audio signal sent to the DSM-1's AUDIO IN JACK, trigger (play) a selected note.

* Prior to using this function, use function #5 to select the note and its velocity setting . This function could be used
to play a note on the DSM-1 from a drum, for example. Every time the drum is hit, the note will sound. The drum
could be live, or pre-recorded. The microphone or tape deck should be connected to the DSM-1's AUDIO IN jack.

OPERATION

1. Press 8 on the numeric keypad. 3. Usethe REC LEVEL control, TRIG LEVEL control and
GAIN SWITCH to adjust the input level so that the
selected sound is triggered. if no triggering occurs
even at maximum gain, raise the level of the signal

F6 AUDIO TRIGGER at its source.
Trig=DISABLE NOTE:

Parameters setin Functions #5 and #6 mav be saved
fo disk as system dafa, using Function #2 SAVE
SYSTEM.

¢. Use the DATA ENTRY controls to select "ENABLE".
This allows you to use the Audio Trigger function.

(When the DSM-1 power is turned on, this is always
set to “DISABLE").
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COMBINATION MODE

OVERVIEW

In the Combination Mode you can:

® Arrange Programs into a Combination by assigning them to Timbres.

Select a Combination type {either a preset Combination type or a manually created Combination type} then name

and write the Combination.

Set each timbre to receive program changes, modulation data, and after touch data from an external MiDI device.
Determine the level, transposition, tuning, and number of veoices for each Timbre within a Combination.
Determine the assignment of voices to the Individual outputs.

Set MIDI receive channels for each Timbre.

Create Combinations manualfy by setting key windows and key velocity windows for each Timbre.

THE FUNCTIONS

NOTE:

When a Preset type Combination is sefected, only Functions #00 thru #09 may be used. When a Manual type
Combination is selected, all the following functions may be used:

Function #00:

Function #01:
Function #02:

Function #03:

Function #04:
Function #05:;

Function #06:
Function #07:
Functlon #08:
Function #09:
Function #11:
Function #12:
Function #13:

Function #14:

Function #15:
Function #16:

SELECT COMBINATION TYPE: Select the combination type (one of seven presets or manual opera-
ticn).

RENAME COMBINATION: Give a name to a Combination.

WRITE COMBINATION (to COMBINATION MEMORY): Take the Combination created in the output
bufter and write it to a Combination memory number.

MIDI RECEIVE FUNCTION (PROGRAM CHANGE, MODULATION, AFTER TOUCH): Determine whether

or not each timpre will respond to program change, modulation, and after touch commands from a
MEIDI instrument,

OCTAVE, SEMITONE TRANSPOSE: Select the transposition setting for each Timbre in a Combination.

KEY ASSIGN MODE: Determine how the 16 voices of the DSM-1 will be assigned. (POLY 1 or POLY
2).

PROGRAM NUMBER: Assign a Program to each Timbre.

NUMBER OF VOICES: Determine the number of voices that will be assigned to each Timbre.
TUNE: Set the amount of detuning that wil! be applied tc each Timbre.

LEVEL: Set the level of each Timbre.

SELECT VOICE ALLOCATION MODE: Set the mode in which voices are “shared” among Timbres.
MIDE CHANNEL: Set the MIDI receive channel for each Timbre.

LEVEL-VELOCITY POLARITY: Determine whether the Timbres will respond normally or inversely to
key velocity {(as set in Function #14).

VELOCGCITY WINDOW -- BOTTOM, TOP: Set the upper and lower key velocity settings between which
each Timbre will sound.

KEY WINDOW -- BOTTOM, TOP: Set the range of notes to which each Timbre will be assigned.
SELECT CUTPUT TYPE: Select between sending sounds to the Individual Outputs or to the Mix Cutpit,
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ENTERING THE COMBINATION MODE

To enter the Combination Mode, press the COMBINATION key. You will be prompted to select a function: 00-18, if
the current Combination is a manual type; 00-09, if the current Combination is a preset type. To exit this mode, either
now or after completing one of the functions, press any other mode key.

FUNCTION #00: SELECT COMBINATION TYPE

FUNCTION
To select the combination type (one of seven presets or manual operation).

OPERATION

1. Press 00 on the numeric keypad.

2. Using the DATA ENTRY wheei or keys, select the
combination type: SINGLE, SPLIT 2, LAYER 2, SPLIT
4, LAYER 4, SPLIT/LAYER (SP. LYR.), MULTI, or
MANUAL. The Combination types are as foilows:

SINGLE 2. Timbres A and B are automatically selected as
the two Timbres. Select the desired Program for
each Timbre and press ENTER.

TIMBRE A

1. Press ENTER.

FOO  SPLIT2 : A|B
Split Point

C3

FOO SINGLE: A

Gl :pgm—nane

3. Set the split point and press ENTER.

2. Timbre A is automatically selected as the only Range: C#—1 ~ G9
Timbre in this Combination; select the desired
Program number to assign to Timbre A and press LAYER 2
ENTER.
3. delect the output type desired: UNIVERSAL TIMBRE B
(sends all voices 1o the MIX QUT jack), or INDI-
TIMBR
VIDUAL (sends sound to the 16 individual out- EA
puts). (See Function #16 for more information 1. Press ENTER.
on voice/output assigning).
SPLIT 2
FOC LAYERZ2: AR
TIMBRE A TIMBRE B . _ . _
01 ‘pgm-name 02:pgm-—name

1. Press ENTER.

2. Timbres A and B are automatically selected as
FOG SPLITZ:  AlB the two Timbres. Select the desired Program for
01 :pgm-name 02:pgm-name each Timbre and press ENTER.

FOO LAYER2: AR
Velocity.Switch = QFF
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3. Selectthe veiocity switch value and press ENTER.

® Setting the velocity switch to OFF allows you to
ptay both sounds simultaneously. Any other
setting allows you to determine the point at which
key velocity switches between the two sounds.
Playing softly would sound the A Timbre, and
playing hard would sound the B Timbre.

Velocity Switch Range: OFF/00 ~ 63

SPLIT 4
TIMBREA | TIMBREB | TIMBREC | TIMBRE D
- ol —— e -
1. Press ENTER.
FOO SPLIT4:  AI[B|CID

A:PO]1 B:PO2 C:PO3 D:PO4

2. Select Program numbers for all four Timbres and
press ENTER.

FOO SPLITA: Key Split
AL KBXC 4<KCC XD>

3. Select the three split peints; 1> between A and
B, 2> between B and C, and 3> between C and
D. FPress ENTER.

Range: C#—1 ~ Gg

LAYER 4

TIMBRE D

TIMBRE C

TIMBRE B

TIMBRE A

1. Press ENTER.

FOO LAYER4:  ABCD
A:PO1 B:P0O2 C:PO3 D:P0O4
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2. Setect Program numbers for all four Timbres and
press ENTER.

FOO LAYER4: Vel.Switch
<A> 10 <B> 30 <C> 43 <>

3. Select OFF or the three velocity split points: 1>
between A and B, 2> between B and C, and 3>
between C and D. Press ENTER.

® Velocity sensitivity operates in alphabetical order
of the letters: A will be sounded by the softest
touch and D by the hardest. (See LAYER 2 above
for more information.)

Velocity Switch Range: OFF/00 ~ 63

SPLIT/LAYER
TIMBRE B TIMBRE D
TIMBRE A TIMBRE C
1. Press ENTER.
FOG SP.LYR:  AR|CD

A:PO1 B:P02 C:PO3 D:P0O4

2. Select Program numbers for all four Timbres and
press ENTER.

FOO SP.LYR:
SPLIT=C 4

AB|CD
Vel .Sw=0FF

3. Set the split peint that will separate A and B from
C and D. Selectthe velocity switch setting for the
A/C and B/D layers. Press ENTER.

® When using the velocity switch, A and C will re-
spond to a soft touch and B and D will respond
to a hard touch, (See LAYER 2 above for more
information.)

Split Point Range: C#—1 ~ G9

Velocity Switch Range: OFF/00 ~ 63




MULT To use this function, the Timbres' MIDI channels
must be different from each other AND different

fram the system-common MIDI channel (setin the
TIMBRE D System Mode, Function  #4). If the
TIMBRE C system-common MIDI channel and the MIDI
TIMBRE B channel for Timbre A are both the same, Combi-
nation change has pricrity and the whole Com-
TIMBRE A bination would change, not just Timbre A.
1. Press ENTER. MANUAL
NOTE:
For Manual type Combinations ONLY, functions #11
FOO MULTI: A, B, C, D thru #16 may be set in this mode. The Manual type

offers more programiming flexibitity than the preset
types, for complex overfapping key assigns, over-
tapping velocity switching, etc.

A:PO1 B:PO2 C:PO3 D:PO4

1. Press ENTER.
2. Select Programs for each Timbre and press EN-
TER.

FOO MARIAL:
FOO MULTI: MIDI Ch A‘PO1 B:P0OZ2 C:PO3 D:PO4

AQl B:0Z2 (:03 D:04

2. Select Program numbers for ail four Timbres and

press ENTER.
4. Determine the MIDI channel for each Timbre.
Press ENTER. FOO HANUAL: MIDI ch
* This preset allows you to have separate MIDI in- A:01 B:02 (C:03 D:04

struments play separate Timbres (on different
MIDI channels), or pfay the four Timbres from four
tracks of a sequencer (on different MIDI chan-
nels).You can aisc make Program changes for
each Timbre.

3. Determine the MIDI channel for each Timbre.
Press ENTER.

FUNCTION #01: RENAME COMBINATION

FUNCTION
To give a name to a Combination.

OPERATION

1. Press 01 on the numeric keypad. 2. Select the desired name (up to eight characters) for
the combination and press ENTER.

FO1 Rename : cmb-name
Use CURSOR & DATA ENTRY
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FUNCTION #02: WRITE COMBINATION (To COMBINATION MEMORY)

FUNCTION
To take the Combination created and write it to a selected Combination memory.

OPERATION

1. Press 02 on the numeric keypad. 2. Select a number for the combination and press EN-
TER.

FO2 Write CMB0Z:cmb-name
Set CMB# with D.ENT&ENTR

FUNCTION #03: MIDI RECEIVE FUNCTION (PROGRAM CHANGE, MODULATION, AFTER
TOUCH)

FUNCTION
To determine whether or not each timbre will respond to Program change, modulation, and after-touch
commands from an external MIDI device.

NOTE:

The Program change function will operate onfy when the Timbre’'s MIDI channel (as set in Function #00, MULT!
or MANUAL Combination types, or Function #12) and the system-common MIDI channe! (System Mode, Function
#4) are different. (See the expianation in Function #00, the MULT! Combination type operation.)

OPERATION

1. Press 03 on the numeric keypad. 2. Select the desired Timbre (A through D) and the
MIDI function settings (ON or OFF) for Program
change, modulation, and after touch. Press

FO3 TIMBRE-A MIDI FUNC ENTER.
PuM=CFt" MOD=0FF AFT=0FF

FUNCTION #04: OCTAVE, SEMITONE TRANSPOSE

FUNCTION
To determine the transposition setting for each Timbre in the Combination.

NOTE:

The range when transposing upward is reduced if there are sampled sounds in the Timbre. (See SAMPLE MODE,
Function #86.)

-

OPERATION

1. Press 04 on the numeric keypad. 2. Setthe Timbre desired and the parameters:

Range: OCTAVE: —5 ~ +5

¥04 TIMBRE-B TRANSPOSE
OCTAVE=+2 SEMITONE=+11

Range: SEMITONE: —11 ~ +11
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FUNCTION #05: KEY ASSIGN MODE

FUNCTION
To determine how the 16 voices of the DSM-T will be assigned when keys are played (POLY 1 or POLY
2).

POLY 1: POLY 2:

In this poiyphonic setting, the sixteen voices are as- in this polyphonic setting, the same voice will be used
sighed sequentialtly to the keys as they are played. If it the same key is played repeatedly, the voice's en-
the same note is played repeatedly, a new voice will velope being interrupted and started over again each
be assigned to it each time it is played, allowing notes time the key is played.

to overlap each other.

OPERATION

1. Press 05 on the numeric keypad. 2. Set the mode: POLY 1 or POLY 2,

¥05 TIMBRE-B
Key Assign MODE = POLY1

FUNCTION #06: PROGRAM NUMBER

FUNCTION
To select a Program for each Timbre.

OPERATION

1. Press 06 on the numeric keypad. 2. Set the program number {01-32) for each Timbre.

FO6 PROGRAM AQ1:pgm-name
A:PO1 B:PO2 C:PO3 D:PG4

FUNCTION #07: NUMBER OF VOICES

FUNCTION
To determine the number of voices that will be assigned to each Timbre.

® A total of 16 voices can be assigned to the four Timbres. I, for exampie, 8 voices are assigned to Timbre A, 8
voices wolld be divided up among the other 3 Timbres. When using a Manual type Cembination, use this function
with Functions #11 and #16 for output selection.

OPERATION

1. Press 07 on the numeric keypad. 2. Set the number of voices for each Timbre.

FO7 RUMBER OF VOICE
4:04 B:04 C:04 D:04
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FUNCTION #08: TUNE

FUNCTION

To set the amount of detuning that will be applied to each Timbre.

OPERATION

1. Press 08 on the numeric keypad. 2. Set the parameter for each Timbre,

Range: —32 ~ +32 (about +/— 1 semitone)

F08 TIMBRE TUNE
A=+32 B=-12 C=+03 D= 00

FUNCTION #09: LEVEL

FUNCTION
To set the vofume of each Timbre.

OPERATION

1. Press 09 on the numeric keypad. 2. Set the parameter for each Timbre.

Range: 0 ~ 63

FOU TIMBRE LEVEL
A= 62 B= 63 C= 59 D= 63

MANUAL SETTING FUNCTIONS

FUNCTION #11: SELECT VOICE ALLOCATION MODE

FUNCTION
To determine the polyphonic voice assignment among Timbres.

® Use this function in conjunction with Functions #7 and #16 for cutput selection.
NOTE:

This function may ONLY be used when a Manual type Combination is sefected.

OPERATION

1. Press 11 on the numeric keypad. 2. Select the desired output mode (9, 1, 2, 3, or 4).
F11 Select VOICE ALLOC. F11 Select VOICE ALLCC
MODED: (A) (B) (C) (D) MODEO: (&) (B) (C) (D)

33



In MODE 0, each Timbre has an exclusive number In MODE 2, Timbres A and B are separate from C
of voices (as set in Function #07) and none of the and D, and each pair share voices.

voices are shared between Timbres. For example,
if Timbre A has 16 voices, none of the other Timbres
would sound. The brackets around each Timbre
letter indicates that each Timbre has separately F11 Select VOICE ALLOC

assigned voices. MODE3: (&) (B + C + D)

F11 Select VOICE ALLOC

MODE1: (A) (B) (C + D) In MODE 3, Timbre A is separate from the rest.

Timbres B, G, and D share vcices.

In MODE 1, Timbres A and B have exclusive voices, F11 Select VOICE ALLGC
but Timbres € and D share voices. For example, if, MODE4: ( A+ B +C +D)
in Function #7, Timbres € and D were assigned 4
voices each (or 5 and 3, or 7 and 1), 8 voices would
be freely available for play between them (if Timbre
C were not currently playing, because it was as-
signed 10 a different part of the keyboard, or a dif-
ferent velocity window, Timbre D could utilize all 8
voices). The plus sign indicates that voices are
shared between these two timbres.

In MODE 4, all Timbres share all 16 voices.

F11 Select VOICE ALLOC
MODE2: (A + B) (C + D)

FUNCTION #12: MIDI CHANNEL

FUNCTION
To set the MIDI receive channel for each Timbre.

NOTE:

This function may ONLY be used when a Manual type Combination is selected.

OPERATION

1, Press 12 on the numeric keypad. 2. Select a MIDE channel for each Timbre.

F12 MIDI CH
A0l B:Q2 E£:03 D:04
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FUNCTION #13: LEVEL-VELOCITY POLARITY

FUNCTION
To determine whether the Timbres will respond normally or inversely to key velocity (as set in Function

1114),

® A positive setting (+) corresponds to normal key velocity response {the harder you play, the louder the Timbre)
With a negative setting, the harder you play, the softer the Timbre. This enables velocity cross-fades.

NOTE:
1Lif'h."s function may ONLY be used when a Manual type Combination is selected.

OPERATION

1. Press 13 on the numeric keypad. 2. Setect the polarity {positive or negative) for each
Timbre and press ENTER.

F13 LEVEL-VELOCITY POL.
At+ B:- ([:+ D:+

FUNCTION #14: VELOCITY WINDOW

FUNCTION
To set the upper and lower key velocity settings between which each Timbre will sound.

This allows change of Timbres by key velocity. When key veiocity reaches a preselected point (the BOTTOM pa-
rameter) the Timbre will sound. When the key velocity reaches a second, higher preselected point (the TOP pa-
rameter) the Timbre will cease to sound. In this way the four Timbres may be set to a variety of contigurations, in-
cluding overlapping of Timbres.

NOTE:
This function may ONLY be used when a Manual Combination is selected.

OPERATION

1. Press 14 on the numeric keypad. 2. Setthe TOP and BOTTOM velocity window param-
eters for each Timbre.

F14 TIMBRE-A VEL.VWINDOW
Bottow=00 Top=63

Range: 00 ~ 63

FUNCTION #15: KEY WINDOW

FUNCTION
To set the range of notes to which each Timbre will respond.

This allows the four Timbres to be assigned to any part of a keyboard, for a variety of keyboard split and overlapping
configurations.

NOTE:
This function may ONLY be used when a Manual type Combination is sefected.
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OFERATION

1. Press 15 on the numeric keypad. 2. Set the TOP and BOTTOM key window parameters
for each Timbre.

F15 TIMBRE-A KEY WINDOW
Bottom=C -1 Top=G 9 Range: C#—1 ~ G9

FUNCTION #16: SELECT FIXED OUTPUT TYPE

FUNCTION
To select between sending sounds to the Individual Outputs or to the Mix Output.

® Use this function in conjunction with Functions #7 and #11 for output selection.

The principal purpose of this function is to allow up to 16 voices (four voices per Timbre) to be output individually
via the Individual Qutputs. For example when using drum samples, a “drum set” of 16 sampled drum sounds could
be ouiput, allowing external processing and level control of sach sound.

When a Timbre is set io INDIVIDUAL SOUND CUT, all voices assigned tc the a Timbre (up to a maximum of four)
will be output via the Individual Qutputs. H more than four voices are assignhed to the Timbre, the extra voices
will be output via the Mix Quiput.

When a Timbre is set to UNIVERSAL MULTISOUND OUT, it is output via the Mix Output ONLY.

One possible application of this would be to use two Timbres to create an 8-voice piano sound, which would be
output via the Mix Qutput, and two other Timbres supplying eight separate orchestral voices output via the Indi-
vidual Qutputs. See THE USE OF OUTPUTS in the SYSTEM STRUCTURE chapter.

NOTE:
This function may ONLY be used when a Manuaf type Combination s selected,

OPERATION

1. Press 16 on the numeric keypad. 2. Select the desired mode tar each Timbre: INDIVID-
UAL SOUND OUT or UNIVERSAL MULTISOUND
OUT.

F16 TIMBRE-A CGUTPUT
TYPE=INDIVIDDAL SND OUT
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EDIT SYSTEM MODE

OVERVIEW

The Edit System Mode lets you:

® | oad a selected Multisound or Program from disk intc Wave Memory.

® Perform basic filing operations for Multisounds on disk and in Wave Memory: erasing Multisounds from a Bank
clearing the entire contents ot a Bank, copying Multisounds between Banks, checking a Bank’s memory status,
and calling up the Multisound directory of a disk.

THE FUNCTIONS

Function #1: GET PROGRAM (from Performance disk, with Muitisound}: Load a Program (with or without a Mul-
tisound) into a bank.

Function #2: MULTISOUND DIRECTORY: Call up the list of Muttisounds and their lengths.
Function #3: FREE SPACE IN BANK: Check the amount of available space in word units in each bank’s memory.
Function #4: ERASE MULTISQUND: Erase a specified Multisound from memory.

Function #5: GET MULTISOUND (from Work, Performance, and DSS-1 disks): Select Multisounds from disk and
load them into a Wave Memory bank.

Function #6: COPY MULTISOQUND: Copy a Multisound from one bank and load it it into another tank.
Function #7: CLEAR BANK: Erase the contents of a bank.

ENTERING THE EDIT SYSTEM MODE

To enter the Edit System Mode, press the EDIT SYSTEM key. You wiil be prompted 1o select a function (1-7).
To exit this mode, etther now or after completing one of the functions, press any other mode key.

FUNCTION #1: GET PROGRAM (from Performance disk, with Multisound)

FUNCTION
To load a Program (with or without a Multisound) into a bank.
OPERATION
1. Press 1 on the numeric keypad. 4. If youwanttoloadthe accompanying Multiscund into
a bank, press YES. If you want to load only the Pro-
gram at this time, press NO.
'l Get PROGRAM 5. Pressing NO in step #4 will load only the Program.
Set PERFORM Disk & ENTER 6. If you pressed YES in step #4, now select a bank into
which Program/Multisound will be loaded. Press
ENTER.
2. Set a Performance disk and press ENTER. 7. If the same Multisound exists in the current bank,

3. Select the desired Program number and press EN- indicate whether you wish to overwrite that Mutti-
TER. The display will show “Now Load- sound or not.  Pressing YES will load the
ing..."followed by: Program/Multisound into the bank. Pressing NO

will lgad only the Program.

NOTE:
F1 P01:pgu-nanme Loaded | if, during the loading process, an error message
Get MS:imsd-name ? (Y/N) appears, consuit the Error Messages section.

Pressing YES again after an error message appears
will restart the loading process and bring you back
to the loading operation step that you were ariginally
at (step #4 or 7). Pressing NO will exit this function.
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FUNCTION #2: MULTISOUND DIRECTORY

FUNCTION
To call up the list of Multisounds and their lengths.

OPERATION

1. Press 2 on the numeric keypad. 2. Change the Multisound number to view each Multi-
sound in Wave Memory.

FZ2 M.S0UND DIR in MEMORY

Bn—MSn ‘msndname L=nnnnnn

FUNCTION #3: FREE SPACE IN BANK

FUNCTION

To check the amount of available space in word units in each bank’s memory.

OPERATION

1. Press 3 on the numeric keypad. 2. Select the bank you wish to examine,

3 BAHNK=n FREE=nnnnnn
Select Bank with D.EHNTRY

FUNCTION #4: ERASE MULTISOUND

FUNCTION
To erase a specified Multisound from memory.

When you erase a Multisound, all Multisounds above the erased sound in memory are shifted down tofill the address
space left by the deleted Multisocund. The numbers of these shifted Multisounds are aiso reduced by one.

OPERATION

1. Press 4 on the numeric keypad. 2. Select the Muitiscund you wish to erase and press
ENTER.

4 Erase M.SOUND in MEM.

Bn-MSn:msd-name L=nnnnnn

F4 msd-nane Is Erased
Select Function {(1-7)
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FUNCTION #5: GET MULTISOUND (from Work, Performance, and DSS-1 disks)

FUNCTION
To select Multisounds from disk and load them into a Wave Memory bank.

OPERATION
1. Press 5 on the numeric keypad. 3. Select a Multisound and press ENTER.
4. Select the bank into which you will locad the Multi-
sound and press ENTER.
F5 Get MULTISOUND 5. It the same Muitisound exists in the current bank,
. indicate whether you wish to overwrite that Multi-
set Disk and Press ENTER sound. Pressing YES will execute the loading proc-
ess and pressing NO will abort the process.
NOTE:
2. Insert the disk and press ENTER. The d!Ep'ﬂ}" will if, during the foading process, an error message
show “Now Searching...” foliowed by a prompt to appears, consult the Error Messages section.

select a Multisound:

Pressing YES again after an error message appears
will restart the loading process; pressing NO will
exit this function.

F5 Get :msd-name
Select with D.ERTRENTER

FUNCTION #6: COPY MULTISOUND

FUNCTION

To copy a Multisound from one bank and load it it into another bank.

OPERATION

1. Press 6 on the numeric keypad. 3. Select the destination bank number and press EN-

TER to initiate the function.

4. You can rename the Multisound in this step, if you
wish to. Write the new name and press ENTER.

F6 Copy M.SOUND
N ] _ _ 5. Once the copy function has been completed (or if the
Bn~HSn ‘nsd-name L=nnnnnn bank memory is full) the display will indicate this

and prompt you to select a function (1-7).

2. Select the Multisound you wish to copy and press

ENTER.
FUNCTION #7: CLEAR BANK 2. Select the bank to be cleared and press ENTER.
FUNCTION 3. The display will show “Are you sure?” Press YES
To erase the contents of a bank. to clear the bank and NO tc abort.
OPERATION

1. Press 7 on the numeric keypad.

7 Select Clear BANK=n
Use D.ENTRY and ENTER
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EDIT MULTISOUND MODE

OVERVIEW

In the Edit Multisound Mode, you can;

® Edit the following parameters of individual sounds within a Multisound: tuning, volume, filter cutoff frequency,
original, top key, and transpose settings, sound start and sound end points, and loop length.

® Recover additional memory space in wave memory by erasing the unused beginning and end portions of samples
within a Multisound.

¢ Select different Programs tc modify a Multisound and monitor their effects.

¢ Save and rename a Multisound to a Work disk.

FUNCTIONS

Functlon #1:
Function #2:

Functlon #3:

Function #4:
Function #5:

Function #6:

Function #7:

SELECT MULTISOUND: Choose a Multisound from a Bank for editing.

SELECT MONITOR PROGRAM: Determine which set of Program parameters will be used to modify
the Muitisound, for monitoring only.

RELATIVE PARAMETERS: Adjust the tuning, volume, and filter cutoff frequency of individual sounds
in the Multisound you are editing.

ORIGINAL/TOP KEY: Change the key assignments for sounds within a Multisound.

SOUND START, SOUND END, LOOP LENGTH: Alter the beginning and end points of a sample and
set the length of a sound's loop.

RECOVER MEMORY: Erase the unused beginning and end sections of all samples within a Multisound
(that have been previously shortened by editing of the SOUND START and END values) in order to
conserve space in Wave Memory.

SAVE/RENAME MULTISOUND: Save a Multisound ta a Work disk and/or rename it.

ENTERING THE EDIT MULTISOUND MODE

To enter the Edit Multisound Mode, press EDIT M.SOLUND.
You wili be prompted ic select a function (1-7).
To exit this mode, either now or after completing one of the functions, press any other mode key.

¢ While editing a Muitisound in Functions #3, #4, and #5, the COMPARE switch lets you examine {and hear) the
difference between the new parameter values of an edited sound and its original or previous parameter vatues,

FUNCTION #1: SELECT MULTISOUND

FUNCTION

To choose a Multisound from a Bank for editing.

OPERATION

1. Press 1 on the numeric keypad. 2. Select the desired Bank number and Multisound

number. The name of each Multisound appears on
the display 1o facititate selection.

F1 Select MULTISOUND

Brn-MSn:msd-name 1=111111 directly t¢ any of the other functions in this mode to

3. Once you have selected a Multisound, you can go

edit it.
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FUNCTION #2: SELECT MONITOR PROGRAM

FUNCTION

To determine which set of Program parameters will be used to modify the Multisound, for monitoring
only.

Multisounds can be played exactly as they have been created. (This is how many sampled sounds might be used.)
However, Multisounds can be altered by setting Program parameters. Since the Program parameters are stored
separately from Multisounds, different Programs can be instantly 'grafted’ onto a Multisound to hear which Program
parameters sound best with a particular Multisound.,

® Reter to the PROGRAM MOCDE chapter for more information on how the Program parameters are used to alter
the character of a Multisound.

OPERATION

1. Press 2 on the numeric keypad. 2. Select the desired Program (01-32 or Initial Pro-
gram).

FZ2 Monitor Pnn:pgm-name
Select PGM With D.ENTRY

FUNCTION #3: RELATIVE PARAMETERS (TUNE, LEVEL, Fc)

FUNCTION
To adjust the tuning, volume, and filter cutoff frequency settings of each sound within a Multisound.

Since a Multisound is often made up of several individual scunds, it is often desirabie to modify the volume, bri ghtness
or tuning of each sound retative to the others to make a more consistent Multisound that doesn't change its tone

abruptly at Memory Division points. Similar parameters can be changed in the Program Mode to globally affect a
Muitisound, but in this function you can alter each individual sound.

OPERATION

1. Press 3 on the numeric keypad. 3. Set parameter values for tuning (TUNE), level, and
tister cutoff frequency (Fc). Use the COMPARE key
1o compare newty edited settings with the original
ones.

F3 Bn-Mm:msd-name SNDnn
TUNE=+nn LEVEL=nn Fc=nn

FUNE: -63 ~ +63 (about +/—1 semitone)

LEVEL: 01 ~ 64

2. Select the number of the sound that you want to edit.

Fc (Filter Cutoff Frequency): 01 ~ 64

FUNCTION #4: ORIGINAL / TOP KEY

FUNCTION
To change the key assignments for sounds within a Multisound.

This function can alsc be performed in the Sample Mode. Please refer to the SAMPLE MODE chapter for more in-
formation on key assignments.
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OPERATION

1. Press 4 on the numeric keypad.

F4 Bn-Mm:msd-name SKDnn
ORG=nnnn TOP=mmmm TRHNS

2. Select the sound to be edited and adjust the sound’s

original key assignment {(ORG), top key assignment
(TOP), and transposition setting (TRNS) ic the de-
sired settings.

Key range (total): C-1 ~ G¢&

Transposition settings:
TRNS/NTRN (transpose/no transpose)

FUNCTION #5: SOUND START, SOUND END, LOOP LENGTH

FUNCTION

To alter the beginning and end points of a sample and set the length of a sound’s loop.

The Loop Length is measured from the start of the Loop to the end of the Sound.

OPERATION

1. Press 5 on the numeric keypad.

F5 S.ST S.END LP.LN

Snninnnnnn ammemm (11111

2. Select the sound number desired.

3. Press ENTER once tc use the Auio Zero Cross

Search function,

(The ENTER key serves as a toggle switch between
AUTO and MANUAL.) Select the parameter that you
want to change: Sound Start, Sound End, or Loop
Length. Use the DATA ENTRY controls to alter the
vaiues. The AUTQ function automaticaily finds the
zero cress points/polarity changes of the wave form
regardless of the Resolution setiing; the MANUAL
function iets vou select values incrementally.

if the cursor is placed under the sound number when
ENTER is pressed, the AUTO function is executed
for ail three parameters. Te execute the AUTO

function on a single parameter, move the cursor o
that parameter, then press ENTER.

FUNCTION #6: RECOVER MEMORY
FUNCTION

To erase the unused beginning and end sections of all samples within a Multisound (that have been
previously shartened by editing of the SOUND START and END values) in order to conserve space in

Wave Memory.
NOTE:

This function does not allow you to change the beginning and end points. Neither does it have any effect on sounds
that have their original SOUND START and SOUND END values. [t only erases the parts of a sound that have

been left unused after you have changed the SOUND START and SOUND END points in Function #5 of this mode.,
You can afso change these values in the Sample and Edit Sound modes.
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OPERATION

1,

Press & on the numeric Keypad.

F6 Bn-Mm:msd-name
ENTER to Recover Memory

2. Select the desired Multisound.

3 Press the ENTER key to execute the Recover Mem-

ary function.

FUNCTION #7: SAVE | RENAME MULTISOUND (TO WORK DISK)

FUNCTION
To save a Multisound to a Work disk and/or rename it.

Call up this function after you have edited a Multisound using the previcus functions in this mode.
You may want tc save the Multisound that you edited without deleting its original form. To do this, you can rename
the newly edited Multisound in this funection.

NOTE:
The edited Multiscund can only be saved to a Work disk. Only then can it be assigned to a Timbre or Combination.

1,

OPERATION

Press 7 on the numeric keypad.

FP Save/Rename M.SOUND

Kename insd-name 7 (Y/H)

2. if you want to preserve the original Muitisound as

well as save the newly edited Multisound, press YES.
If you don’t want to save the original Multisound,
press NO,
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. fyou answered YES in step #2, the display will read

“Rename” and show the original Multisound's

name. Change the name.

. Press ENTER to finalize the name change.

. If you answered NO in step #2, or after you have

entered the name change you made in step #3, the
display will ask "Are You Sure?"

. Pressing YES will start the save function and will

be followed by “Saving Completed” on the display.

. Pressing NO will abort the save function and show

"Save M.SOUND Aborted” on the display.



PROGRAM MODE

OVERVIEW

Inthe Program Mode, you can:

¢ Select, rename, and write Programs.
* Assign a Multisound to a Program and set the tuning.
* Edit the modulation, auto bend, VCF, VCA, velocity, after touch, and pitch bend/VCF sweep controls.

THE FUNCTIONS

Function #01: SELECT PROGRAM (from PROGRAM MEMORY): Call up an existing Program (one of 32) from the
DSM-1's memory.

Function #02: RENAME PROGRAM: Give a new name to an existing program.

Functlon #03: WRITE PROGRAM {to PROGRAM MEMORY): Take the program created in the output buffer and write
it to a Program memary number of your choice.

DSC (Oscillator) Functions

Function #11: ASSIGN MULTISOUND: Assign a selected Multiscund to the created Program/oscillator.

Function #12: TUNE: Set the tuning for the oscilfator.

Function #13: OSCILLATOR MODULATION GENERATOR -- FREQUENCY, DELAY, INTENSITY: To set the speed of
the signal that will modulate the oscillator (producing vibrato effects), the time it will take (from the
point the key is pressed) for the modulation to reach its selected intensity, and how much effect the
modulation will have on the oscillator.

Function #14: OSCILLATOR MODULATION GENERATOR -- WAVEFORM:

Select the wavetorm that will modulate the oscillator.

Function #15: OSCILLATOR MODRULATION GENERATOR -- AFTER TOUCH:
Control the amount of modulation created by after touch.

AUTO BEND Functions

Function #16: AUTO BEND -- POLARITY, TIME, INTENSITY:
Set the pitch bend that will automatically occur when keys are played. Control the direction of the
bend, the time it takes to reach normal key pitich, and the pitch bend range.

Functlon #17: AUTO BEND INTENSITY -- INITIAL TOUCH:
Control the amount by which pitch bend is affecied by key velocity.

VCF Functions

Function #21: VCF CUTOFF, KEYBOARD TRACKING:
Set the cutoff frequency of the low pass filter, and the degree 1o which keyboard pitch affects the cutoff
frequency.

Function #22: VCF EG POLARITY, INTENSITY:
Set the polarity of the envelope generator to positive or negative and contrel the amount by which
the EG affects the cutotf frequency.
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Function #23:

Function #24:

Functlon #25:

Function #26:

Function #27:

Function #28:

VCF EG - ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, SLOPE TIME, SUSTAIN LEVEL, RE -
LEASE TiME:

Set the EG parameters that affect the VCF's rntensity.

VCF MODULATION GENERATOR -- FREQUENCY, DELAY, INTENSITY:

Modulate the low pass cutoff irequency with a regular repeating variation. Control the frequency of
the modulation, the time it takes {after pressing a key) forthe modulationto reachits selected intensity,
and the moduiation intensity.

VCF MODULATION GENERATOR -- WAVEFORM:

Determine the waveform type (triangle, square, or sine} of the VCF modutation generator.

VCF CUTOFF, INITIAL TOUCH:

Set the degree to which key velocity affects the cutoff frequency.

VCF EG INITIAL TOUCH -- ATTACK, DECAY. SLOPE:

Set the degree to which key velocity affects the VOF EG values.

VCF CUTOFF/MODULATION GENERATOR INTENSITY AFTER TOUCH:

To set the amount by which the cutoff Irequency and the intensity of the VCF modulation is affected
by key pressure.

VCA Functions

Function #31:
Funclion #32:

Function #33:

Function #34:

Function #35:

Function #36:

Function #37;

VCA TOTAL LEVEL: Set the overall leve! of the oscillator.

VCA EG - ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, S8LOPE TIME, SUSTAIN LEVEL
RELEASE TIME:

Set the EG parameters that affect the (evel of the oscillator.

VCA DECAY KEYBOARD TRACKING:

Set the the degree to which keyboard pitch affects the VCA EG decay time.

VCA RELEASE KEYBOARD TRACKING: Set the degree to which keyboard pitch affects the VCA
release time,

VCA INITIAL TOUCH -- TOTAL LEVEL:

Set the degree to which key vejocity affects the volume of the oscillator,

VCA BEG INITIAL TOUCH -- ATTACK, DECAY, SLOPE:

Set the degree to which key velocity affects the the attack, decay, and slope times of the VCA EG.
VCA AFTER TOUCH -- TOTAL LEVEL:

Set the degree to which after touch affects the volume.

BEND Functions

Function #41:

Function #42:

BEND -- PITCH BEND RANGE:

Set the range of pitch change produced by moving a MIDI controlier (usually a pitch bend wheel or
jovstick).

BEND -- VCF SWEEP INTENSITY: Set the range of cutoff frequency change produced Dy maving a
MIDI contreiler {usually a pitch bend whee! or joystick).
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ENTERING THE PROGRAM MODE

To enter the Program Mode, press PROGRAM. You will be prompted to select a function (1-42). To exit this mode,
either now or after setting one of the functions, press any other mode key.

FUNCTION #01: SELECT PROGRAM (from PROGRAM MEMORY)

FUNCTION
To call up an existing Program (one of 32) from the DSM-1’s memory.

® Thereis, inaddition to the 32 Pregrams, aninitial Program. It has initialized Program values (asdo all 32 Programs
bafore their parameters are set); most of the parameter values are at zero, or at settings that would atlow any

sound played to be heard with no coloring. For example, the VCF cutoff frequency is setat 127, iefting all freguencies
pass.

OPERATION

1. Press 01 on the numeric keypad. 2. Enter a Program number {01-32 or Initial Program,).
The Program name will be displayed along with the
Program number.

FO1 Select Pnnipgm—name
Select PGH with D.ENTRY

FUNCTION #02: RENAME PROGRAM

FUNCTION
To assign a new name {o an existing program.

OPERATION

1. Press 02 on the numeric keypad. 2. Write the new name of the Program and press
ENTER.

F02 Rename ‘pgm-name
Use CURSOR & DATA ENTRY

FUNCTION #03: WRITE PROGRAM (to PROGRAM MEMORY)

FUNCHION
To write a program created in the output buffer to Pragram memory.

¢ Use this function AFTER you edit Program parameters io save your new Program to memory.

OPERATION

1. Press 83 on the numeric keypad. 2. Select the Program destination number and press
ENTER.
FO3 WUrite Pnn:pgm—~name 3. The display will show that the Program has been
. written and will prompt you to choose a function
S . .
et No. with D.ENTRENTER (1-42).
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OSC (Oscillator) Functions

FUNCTION #11: ASSIGN MULTISOUND

FUNCTION
To assign a selected Multisound to the created Program.

OFPERATION

1. Press 11 on the numeric keypad. 2. Use the DATA ENTRY controls to select the desired
Multisound.

F11 Assign MULTISOUND
Bn-Ma:msd-name L=111111

FUNCTION #12: TUNE

FUNCTION
To set the tuning for the oscillator.

OPERATION

1. Press 12 on the numeric keypad. 2. Select the desired tuning.

Range: —32 ~ +32 {about 2 semitones)

F12 TUNE Control =+nn
Set Tune with D.ENTRY

FUNCTION #13: OSCILLATOR MODULATION GENERATOR -- FREQUENCY, DELAY,
INTENSITY

FUNCTION

To set the oscillator modulation’s waveform, frequency, intensity, and delay (time for jt to reach its selected
intensity).

OPERATION

1. Press 13 on the numeric keypad. 2. Set parameter values:

FRQ: Modulation frequency
F13 O0OSC MG Control Range: 0 ~ 31

FRQ=nn DLY=nn INT=nn

DLY: Modulation delay time

Range: 0 ~ 5

INT: Modulation intensity
Range: 0 ~ 31
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FUNCTION #14: OSCILATOR MODULATION GENERATOR -- WAVEFORM

FUNCTION
To set the oscillator’s modulation signal’s waveform.,

OPERATION

1. Press 14 on the numeric keypad. 2. Select the Wavetorm type.

Settings: triangle, square, sine

F14 O0OSC MG Control
WAVEFORM =  :Sine

FUNCTION #15: OSC MODULATION GENERATOR INTENSITY -- AFTER TOUCH
FUNCTION
To control the amount of modulation created by after touch.

The degree of modulation applied to the oscillator can be controlled also by pressure on the keys of a keyboard.

in this function you can determine how sensitive the moduiation intensity will be to after-touch pressure. The higher
the setting, the greater the response.

OPERATION
1. Press 15 on the numeric keypad. 2. Set parameter value:
MG-INT: Modulation generator intensity
F15 0SC AFTER TOUCH Range: ¢ ~ 15
MG-INT=nn
AUTO BEND Functions
FUNCTION #16: AUTO BEND -- POLARITY, TIME, INTENSITY
FUNCTION

To program a key-triggered automatic pitch bend.

This function controls pitch bends produced automatically when keys are played. The pitch starts at a selectable

peint above or below the normal key pitch and reaches normal pitch at a programmable speed. Use of this function
can approximate similar pitch bends that occur in the human voice and some brass instruments.

OPERATION

1. Press 16 on the numeric keypad. 2. Set parameter values:
POL: Poiarity:
F16 AUTO BEND Control Settings: DOWN, UP
POL=DOYN TIME=nn INT=nnn ,
TIME: Time
Range: 0 ~ 31
INT: Intensity

Range: 0 ~ 127
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NOTE:

If the intensity value is set too high in this function, the pitch may not change as desired, because the Auto-Bend
function attempts to push the pitch bend starting point beyond the pitch transpose upper limit of the sound. For
example, a sound played at 32 kHz has a pitch transpose upper limit of one octave above the original key. If the
Auto-Bend function attempts to push beyond this upper limit, the Auto Bend will not function fully (see alsc SAMPLE
MODE chapter, Function #6).

FUNCTION #17: AUTO BEND INTENSITY -- INITIAL TOUCH

FUNCTION
To control the amount by which the intensity of the automatic pitch bend is affected by key velocity.

The higher the value set for this function, the greater the variation will be.

NOTE:

Even if the auto bend intensity (as set in Function #16) is zero, an auto bend effect can be obtained by raising the
intensity value in Function #17.

OPERATION

1. Press 17 on the numeric keypad. 2. Set parameter value:

intensity range: 0 ~ 63

17 AUTG BEND INIT TOUCH
IRTENSITY=nn

VCF Functions

FUNCTION #21: VCF CUTOFF, KEYBOARD TRACKING

FUNCTION

To set the VCF cutoff frequency and keyboard tracking.

OPERATION

1. Press 21 on the numeric keypad. 2. Set parameter values:

CUTOFF: Cutoff frequency
F21 VCF Control Range: 0 ~ 127
CUTOFF=nnn KBD TRACK=nn

KBDTRACK: Keyboard tracking
Range: 0 ~ 63

FUNCTION #22: VCF EG POLARITY, INTENSITY

FUNCTION
To set the VCF envelope’s polarity and intensity.

The VCF EG (set in Function #23) is used to control the cutoff frequency. In this way, a sound can become brighter
(or duller) as the note is heid down or sustained.
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Inthis function, you can set the polarity of the EG to positive or negative. The positive setting is used for conventional
sffects where the sound becomes brighter during the attack. You can also set the intensity of the VCF EG’s effect.

Cutoff frequancy
+ polarity

— polarity.
rr Time.
Kay is played.
OPERATION
I. Press 22 on the numeric keypad. 2. Set parameter values:

EG-POL: Envelope generator polarity

F22 VCF Control Settings: positive, negative
EG-POL=+ EG-INT=nn

EG-INT: Envelope generator intensity
Range: 0 ~ 63

FUNCTION #23: VCF EG - ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, SLOPE TIME,
SUSTAIN LEVEL, RELEASE TIME

FUNCTION
To set the YCF’s envelope.

The VGF EG affects the VCF's intensity according to the following graph:
Envelope ouiput voliage.

|

Six parameters of the envelope

Broak point level.

| o |
! Sustainp |
Vol level 1
i 1
| l
R —— | —eTimea
1 ! i | |
1 1 | s 1
- - ———t—] b |
1 1 1
E #I-.ttac.kr Decay Sigpe ' Release |
itime  time  1ime ¢ time
Key ig played, Key is ralaased.

The attack time (indicated by A on the DSM-1's display) controis how long it takes the VCF to reach its initial maximum
vaiue after a key is played. The greater the attack time, the more gradual the tonal change is.

The decay time (indicated by D) is the time it takes for the VCF’s intensity to reach the break point level.
The break point levet (indicated by B) is the level at which the decay ends.

The slope time (indicated by 8} is the time it takes the VCF's intensity to reach the sustain ievel.

The sustain level (also indicated by S) is the level at which the slope ends.

The release time (indicated by R) is how the time it takes for the VCF tevel to reach zero.
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OPERATION

1. Press 23 on the numeric keypad. 2. Set parameter values;

A Attack time

K23 & D B S S R D: Decay time
VCF-EG nn nn nn nn nn nn B: Break point level
3S: Slope time

S: Sustain level
R: Release time

Range (each parameter): 0 ~ 63

FUNCTION #24: VCF MODULATION GENERATOR -- FREQUENCY, DELAY, INTENSITY

FUNCTION
Set the VCF’s modulation frequency, intensity, and delay.

This function utilizes a low frequency osciilator to vary the cutoff frequency, allowing creation of wah-wah effects.
The waveform of this signal is set using Function #25.

OPERATION

1. Press 24 on the numeric keypad. 2. Set parameter values:

FRQ: Modulation frequency
FZ24 VCF MG Control Range: 0 ~ 63

FRO=nn DLY=nn INT=nn

DLY: Modulation delay time

Range: 0 ~ 63

INT: Moduilation intensity

Range: 0 ~ 63

FUNCTION #25: VCF MODULATION GENERATOR -- WAVEFORM

FUNCTION
Determine the waveform type (triangle, square, or sine) of the VCF modulation generator.

OPERATION

1. Press 25 on the numeric keypad. 2. Set the waveform type: triangle, square, or sine.

F25 VWCF MG Control
WAVEFORM =  :Sine

FUNCTION #26: VCF CUTOFF, INITIAL TOUCH

FUNCTION
To set the degree to which key velocity affects the filter cutoff frequency.

Most acoustic instruments respond with a brighter tone when they are plucked, hit, or blown harder. This function
lets you achieve the same effect by playing harder on the keyboard.
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OPERA TION

1. Press 26 on the numeric keypad. 2. Set parameter value:

Cutoff tfrequency
Range: 0 ~ B3

F26 VCF INIT TOUCH
CUTOFF=nn

NOTE:

If the cutoff frequency has already been set at its
highest possible value {in Function #27), this function

will have no effect.

FUNCTION #27: VCF EG INITIAL TOUCH -~ ATTACK, DECAY, SLOPE

FUNCTION
To set the degree to which key velocity affects the VCF’s attack, decay, and slope times.

This function’s parameters allow you to shorten the attack, decay, and slope times by playing harder, and lengthen
them by playing sotfter.

OPERATION
1. Press 27 on the numeric keypad. 2. Set parameter values;
ATK: Attack time
F27 VCF INIT TOUCH !gi;:gfﬂﬂysﬂne
. aOpe me
ATK=an DCY=nn SLP=nn i
Range (for each parameter): 0 -- 83 N

FUNCTION #28: VCF CUTOFF/MODULATION GENERATOR INTENSITY -~ AFTER TOUCH

FUNCTION
Set the degree to which key velocity affects the VCF EG values.

in this function you can set up a filter sweep (a gradual increase in brighiness) that is controiled by after-tauch
pressure. After-touch can aiso be used to increase the intensity of VCGF modulation set in Functien #24.

NOTE: o —- . ——
‘ Even if the VCE modulation intensity (as set in Function #24) is zero, after touch modulation can be utilized.

e

OPERATION

1. Press 28 on the numeric keypad, 2. Sel parameter values:

CUTOFF: Cutoft frequency
F28 VCF AFTER TOUCH Range: 0 — 15

CUTOFF=nn  MG-INT=%%

MG-INT: Modulation generator intensity

Range: 0 -- 15
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VCA Functions

FUNCTION #31: VCA TOTAL LEVEL

FUNCTION
To set the overall level of an oscillator.

OPERATION
1. Press 31 on the numeric keypad. 2, Set parameter value:
Total level
F31 V¥CF Control Range: 0 ~ 63

TOTAL LEVEL=nn

FUNCTION #32: VCA EG -- ATTACK TIME, DECAY TIME, BREAK POINT LEVEL, SLOPE TIME,
SUSTAIN LEVEL, RELEASE TIME

FUNCTION
To set the VCA’s envelope.

The VCA EG affects the oscillator level accerding to the following graph:

Volume

|
i Six parametars of the envelope

— Break point |evel,

i
1

| /i |

| | Sustain |

: b | level i

| E :

o | — | 12
' | ' 1 | |
] I 1 | | |
! L, ol L !
| A ' ny et . Release |
| Attack LDecay Slope - R
[ time  time  time . time
Key is played. Key is released.

The attack time (indicated by A onthe DSM-1's dispiay) controls how long ittakes the VCA e reachits initial maximum
value after a key is played. The greater the attack time, the more gradual the volume change is.

The decay time (indicated by D) is the time it takes for the VCA’s level to reach the break point level.
The break point level {indicated by B) is the level at which the decay ends.

The slepe time (indicated by $) is the time it takes the VCA's ievel 1o reach the sustain level.

The sustain level {also indicated by 8) is the leve! at which the slope ends.

The release time (indicated by R) is the time it takes for the VCA level to reach zero.
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OPERATION

1. Press 32 on the numeric keypad. 2. Set parameter values:

A: Attack time

K32 A DB S S R D: Decay time

B: Break point level
S: Slope time

S: Sustain levet

R: Release time

VCA-EG nn nn nn nnh nn nn

Range (each parameter): 0 ~ 63

FUNCTION #33: VCA DECAY KEYBOARD TRACKING

FUNCTION
To make the VCA EG decay time become progressively longer or shorter in proportion to keyboard pitch.

With this function you can have the decay time of a sound decrease as you piay higher notes and increase as you

piay lower notes, In this way you can imitate the characteristics of acoustic instruments, like the piano, where the
decay is shorter for higher notes.

The effect can also be reversed (by setting a negative parameter value), making the decay times for higher notes
become progressively longer.

OPERATION

1. Press 33 on the numeric keypad. 2. Set parameter value:

Decay keyboard tracking level
Range: —64 ~ B3

F33 VCA Control
DECAY KBD TRACK=-64

FUNCTION #34: VCA RELEASE KEYBOARD TRACKING

FUNCTION
Set the degree to which keyboard pitch affects the VCA release time.

With this function you can have the release time of a sound decrease as you play higher notes and increase as you

play lower notes. in this way you can imitate the characteristics of acoustic instruments, like the guitar, where the
release is shorter for higher notes.

The effect can also be reversed (by setting a negative parameter value), making the release times for higher notes
become progressively longer.

OPERATION

1. Press 34 on the numeric keypad. 2. Set parameter value:

Release keyboard tracking level
Range: —64 ~ 63

34 VCA Control
RELEASE KBD TRACK=-64
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FUNCTION #35: VCA INITIAL TOUCH -- TOTAL LEVEL

FUNCTION
Set the degree to which key velocity affects the volume of the oscillator.
OPERATION
1. Press 35 on the numeric keypad. 2. Set parameter value:
Total level
F35 VCA INIT TOUCH Range: 0 ~ 63
ATK=nn DCY=nn SLP=nn

FUNCTION #36: VCA EG INITIAL TOUCH -- ATTACK, DECAY, SLOPE

FUNCTION
To set the degree to which key velocity affects the VCA’s attack, decay, and slope times.

This function alters the values of the VCA EG's attack, decay, and slope times depending on how hard you play the
keyboard. The harder you play, the shorter the EG will be; the softer you play, the longer it wilt be.

OPERATION
1. Press 36 on the numeric keypad. 2. Set parameter values:
ATK: Attack time
F36 VYCA INIT TOUCH DCY: Decay time

TOTAL LEVEL=nn - SLP: Slope time

Range {for each parameter): 0 ~ 63

FUNCTION #37: VCA TOTAL LEVEL AFTER TOUCH

FUNCTION
To set the degree to which after touch affects the volume of the oscillator.

With this function, you can increase the volume by pressing down harder an the keys. Higher values for this function

lower the total VCA volume. After touch then brings the volume back closer to its original setting {as programmed
in Function #31).

OPERATION
1. Press 37 on the numeric keypad. 2. Set parameter value:
Total level
F37 VCA AFTER TOUCH Range: 0 ~ 15

TOTAL LEVEL=nn
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BEND Functions

FUNCTION #41: BEND -~ PITCH BEND RANGE

FUNCTION

To set the range of pitch change produced by moving a MIDI controller (usually a pitch bend wheel or
joystick).

OPERATION

1. Press 41 on the numeric keypad. 2. Set parameter value:

Pitch bend range; { -- 12 semitones

F41 BEND Control
PITCH BEND RANGE=nn

FUNCTION #42: BEND -- VCF SWEEP INTENSITY

FUNCTION

To set the range of cutoff frequency change (VCF Sweep) produced by moving a MIDI controller (usually
a pitch bend wheel or joystick).

OPERATION

1. Press 42 on the numeric kKeypad. 2. Set parameter value:

VCF SWEEP Intensity
Range: 0 ~ 63

F42 BEND Control
VCF SWEEP=nn

o6



SAMPLE MODE

OVERVIEW

The Sample Mode lets you:.

B Sampte sounds and auvtomatically or manually assign them to a Multisound.

B Set the sampie’s start peoint, end point, loop tength, volume, tuning, filter cutoff frequency, origina! key, and top

key values.

B Determine whether or not the sample will be transposed across its key range.

B Hecover memory space in wave memory by erasing the unused beginning and end portions of samples within
a Multisound.

m Save and/or rename the sampled Multisound to a Work disk.

m Mconitor a sample with a selected Program,

THE FUNCTIONS

Function #:

Function #1:

Function #2:

Function #3:

Function #4:

Function #5:

Function #8&:

Function #7:

SELECT BANK (from 1-4):
Choose which one of the four banks of Wave Memory will be used o create and temporarily store
the sampled socund or sounds.

SELECT MONITOR PROGRAM AND VU MODE:

Determine which set of Program parameters will be used to listen to the sampled sound. Visually
monitor the playback level of the sampled socund.

SAMPLING -- AUTO:

Select a sampling freguency at which to sample a sound and have the sampling time set automatically.

Select a memory division to automatically determine how many samples will be used and to what
keys they will be assigned.

You ¢can have the DSM-1 determine automatically the settings for sampling time, number of samples,

and key assignment in this function. Creation of Multisounds from samples is much easier when these
parameters are automatically set.

SAMPLING -- MANUAL:
Sample sounds and determine manually how many samples wiil be recorded and assembled to form
a Multisound, what the sampling ttmes will be, and 10 what keys each sample will be assigned.

The manual sampling function also enables you to select how much time to use for each sample, s0
making optimum use of available memory.

RESAMPLING:
Seiect an already sampled sound to erase and sample over, changing sampling frequency and key
assignments, if desired.

RELATIVE PARAMETERS (TUNE, LEVEL, Fc):

Adjust the tuning, volume, and filter cutoff frequency settings of each sample within a Muitisound.
The tune, level, and cutoff frequency parameters can be adjusted in this function in order to com-
pensate for undesirable variations between the sounds in a Multisound.

CRIGINAL/TOP KEY: Set the key to which the sample will be assigned, what key will be its upper
iimit, and whether or not the sample will be transposed across its key range.

When you assign a sound to the keyboard, you set the original key to the same pitch as the criginally
sampled sound, then set the top key to the highest note to which you want the sound’s pitch transposed.
However, thereis alimitto how high the top key can be, depending onthe sampling frequency selected.
This chart shows the relationship between sampling frequency and top key limit:

s AAT102

SOUND START,SOUND END, LOOP LENGTH:
To alter the beginning and eng points of a sample and set the length of the sample’s loop.
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Function #7:

Function #8:

Function #9:

® interval from original key to upper pitch transpose

limit.
Example using C3 as
Sampling frequ- Upper pitch original key, showing
ency of sound. franspose limit, allowable range of top
key settings.
24 semitones up
1 s
BkHz (64KHz) C3 ~C5
17 semitones up
24kH ~
z (64kHz) C3~F4
12 semitones up
J2kHz C3~C4
(BdkHz) ©
5 samitones up
48kH C3~F
£ (64kHz) ;

SOUND START,SOUND END, LOOP LENGTH:

To alter the beginning and end points of a sample and set the length of the sample’s loop.

Often it is useful to remove the beginning of a sampled sound, either to cut off noise that appears
before the desired sound starts, or to eliminate the harshness of attack that seme instruments and

sounds have. Sampled sounds sometimes have beginning and end portions that need to be taken
out to make the sounds usable.

RECOVER MEMORY:

Erase the unused beginning and end sections of all sounds within a Multisound (that have been
previously shortened by editing of the SOUND START and END values) in order to conserve space
in Wave Memory.

RECOVER MEMORY
Brases

these parts

7

! I
| |
[ |

I
SOUND S0OUND
START END

Since sampling takes up a great deal of Wave Memory, oniy the required portion of the sound should
be saved to disk, so as to conserve space in Wave Memory for further sam pling.

This process is made easier by this function, which automaticalty erases from Wave Memory the
truncated portions of all sounds in the Multisound.

SAVE/RENAME MULTISOUND (to Work disk):
Save a Multisound to a Work disk and/or rename it.

ENTERING THE SAMPLE MODE

To enter the Sample Mode, press the SAMPLE key. You can now select a function {0-9).

To exit this mode, either now or after setting one of
the functions, press any other mode key.

wiuksr SAMPLE  MODE sk
Select BANK HNo. =1

Select the Bank number and press ENTER.

xxSAMPLE MODE in BANK 1%x%
Select Function (0-9)
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FUNCTION #0: SELECT BANK (1-4)

FUNCTION

To choose which one of the four banks of Wave Memory will be used to create and temporarily store the
sampled sound or sounds.

OPERATION

1. Press 0 on the numeric keypad. 2. Seject the desired bank number {1-4) and press
ENTER.

FO Select BANK No.=n
Use D.ENTRY and ENTER

FUNCTION #1: SELECT MONITOR PROGRAM AND VU MODE

FUNCTION

To temporarily select a Program to monitor the playback of a sampled sound; to display the playback
level of the sampled sound.

Use any of the 32 Programs in the DSM-1's internal memory 1o modify the sampled sound, for monitoring only.

B Refer to the PROGRAM MODE chapter for more information on how Program parameters are used to alter the
character of 2 sound.

OPERA TION

1. Press 1 on the numeric keypad. 2. Select the desired Program number {(01-32 or Initial
Program)

3. While playing the sample, vou can hear the effect
of the selected Program, and monitor its level on the
display.

F1 Honitor Pnnipgm—name

CCCO(( (level meter)

FUNCTION #2: SAMPLING -- AUTO

FUNCTION

To select a sampling frequency and have the sampling time set automatically. To select a memory division

so as to automatically determine how many samples will be used in a Multisound and to what keys they
will be assigned.

OPERATION

1. Press 2 on the numeric keypad. 4. The display will now prompt you to select the me-

mery division (1, 2, 4, B, or 16). This determines how

many samples will be used to make up the Muiti-

F2 Sample AUTO Using Bn sound. Select the desired memory division, then

press ENTER. The DSM-1, upcn selection of memory

Are You Sure? (¥/N) division, automatically determines the key assign-
ment for each sound, as follows:

ot gy Lo Do {oa [ |06 o7 [oaloe w0 | |2 | 13 1 | 15 | 16
. . . " |oRs | en - I ' [ S
2. If you press NO, the auto sampling function will be a % . l ‘
aborted. uz_l-:::m;. ta | cs l | i i
i * TOR - F3 | Fi | o i | I
3. lfyou press YES, the display will prompt you to select 04 _'”;"f : i RS, l , -
. . | ) U . S | :
one of four sampiing frequencies (16, 24, 32, or 48 LN Fu‘d_[_ Co |Fis| GF Fdb ‘ l l l
. T . Bl EfR | AxS ER ; A 1
kHz). Select the desired frequency, then press EN- Rt Sl ;| e ‘DL AR LU u’;_ﬁ S NN T T S
TEH. '® | TP (k) ’ Fi | Gol | HI T F4 Srd - E-Ii 1 |:|-=I . J-; -l-‘h;f:|-g- _LH-.I _I'E-_r L&s B
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The total sampling time available (which depends

on the sampling frequency) is divided equally among
the sounds.

AVAILABLE 5AMPLING TIME (seconds)

MEMORY
SAMPLING 0N [ 2 4 & 16
FREQUENCY
16kHz 167 | 835 | 41 | 20 [ 10
24kHz 09 | 54 | 27 | 13 | os
32kHz 83 [ 41 [ 20 | 10 | 05
48kHz 54 | 27 | 13 | 06 | 03

5. Press ENTER.

6. The display will then show the curremt sample

number, the memory division, the samgpling time and
frequency, and the current sample’s criginal key
assignment.

F2 501/08:01.05 32k C 3
Setect SOUND & ENTER

. Select the sound number you wish ic sample and
press ENTER.

. You can now monitor the sound and select how you
will start sampling. Using TRIG, sampling starts
when the input signal level exceeds the selected
trigger level, Using FORCE, sampling starts when
you press ENTER or the footswitch. Select the de-
sired sampling method.

. If you selected TRIG, use the TRIG knob to adjust
trigger level, then press ENTER.

FZ Ready to Sample
NN

Now input the sound you wish to sample. A suc-
cessful sampiing will take you to step #11.

The previous display will remain if the trigger level
exceeds that of the sound, or if no sound has been
input.

You can cancel the sampling process here by
pressing ENTER. The following display will appear:

F2 Sampling Canceled
(Y/N)

Continue 7

Pressing YES will return you to step #6. Resst the
trigger level if you wish and continue sampiing.

Pressing NO will abort the sampling function.

10. Ifyou selected FORCE in step £8, sampling will start

NOTE:

when you press ENTER or the footswitch.

Confirm that the foolswitch being used is of the same
type that you set in System Mode Function #5. If it
fs not, you will have to reset that function, or use
ENTER to start sampling.

11.

During sampling, the display will show “Now
Sampling” icllowed by “Sampling Completed.”
The automatically set values for original key, top
key. and transposition will be displayved; change
these settings if you wish to and press ENTER.

12. The display will then ask you if you want to continue

sampling for the remaining sounds in the Multi-
sound. Pressing YES will let you continue sampling
by returning to step #6.

13. Press NO to exit the aute sampling function.

FUNCTION #3: SAMPLING -- MANUAL

FUNCTION

To sample sounds and determine manually how many samples will be recorded and assembled to form
a Multisound, what the sampling times will be, and to what keys each sample will be assigned.

OPERATION

1. Press 3 on the numeric keypad.

This display will appear if no samples or Multisounds

exist in th

e bank. {Go o step #7.)

F3 Select Sample Frqg.
(16 / 24 / 32 / 48]kHz

60

This display will appear if samples or Multisounds
exist in the bank;.

F2 Sample MANUAL
Select [INIT / ADD]




2. Using the CURSOR keys, select INIT {initialize) i{f you
want to begin making samples for a new Multisound.
Select ADD if you want to add samples to an existing
Multisound. Press ENTER. {If you setected ADD, this
takes you to step #5).

3. Selecting INIT will prompt you to choose and clear
a bank for sampling. Select the desired bank and
press YES to clear the bank and take you to step #7.

4. Pressing NO in step #3 will cancel the Clear Bank
function,

5. Select the Multisound number for which you wish
to create samples and press ENTER.

6. Since all Multisounds in wave memory must be
erased to accommodate memory needed for sam-
pling, the display will ask you “Erase M.SNDs in
BNKn Except msd-name?” to contirm erasure of all
Multisounds except the one selected in step #5.
Press YES to erase, or NO 1o abort.

7. If you pressed YES in the last step, the display will
prompt you to select a sampling freguency (16, 24,
32, or 48 kHz), then press ENTER.

8. Select a sample time and press ENTER. The re-
lationship between available sampling time and
sampling frequency is as follows:

16 kHz ~ 16.7 seconds
24 kHz ~ 10.9 seconds
32 kHz ~ 8.3 seconds
48 kHz ~ 5.4 seconds

9. The disptay will now show the sample number,
sampling time, and sampling frequency.

F3 S01:15.58ec Sf=16klHz
Sample Start[Force/Trig]

10. Set the desired starting method (TRIKG or FORCE).

11. I you selected TRIG, use the TRIG Knob to adjust
trigger level, then press ENTER.

F3 Ready to Sample
)13)))

Now input the sound you wish to sample. A suc-
cessfui sampling will take you to step #13.
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¢ The previous display will remain if the trigger level
exceeds that of the scund, or if no sound has been
input,

You can cancel the sampling process here by
pressing ENTER. The following display will appear:

F3 Sample Soundnn
Try Again? (V/K)

Pressing YES will return you 1o step #9. Reset the
trigger level if you wish and continue sampling.

Fressing NO will abort the funciion.

12. If you selected FORCE in step #1080, sampling will
start when you press ENTER or the footswitch.

NOTE:

Confirm that the footswitch being used is of the same
type that you set in System Mode Function #5. If it
is not, you will have to reset that function, or use
ENTER to start sampling.

13. During sampling the display will show “"Now
Sampling” foilowed by “Sampling Completed.”
The values for original key, top key, and transpo-
sition will be disptayed; change these settings if
you wish to and press ENTER.

14. The display will then ask you if you want to sample
the next sound for the Multisound. Pressing YES
will let you keep this sample and continue with the
next sample by returning you to step #7.

15. If you're not satisfied with the sample you just
made, or if you wish to save the sample (in the next
step) and exit from this function, press NO.

16. The display will ask you if you wantto try sampling
again. Press YES to return to step #7 and sample
the same sound again. Press NO to save the sound
and exit from the function.

NOTE:

in this function, sampies should be created in as-
cending order - from fower to higher in terms of key
assignment.




FUNCTION #4: RESAMPLING
FUNCTION

To select an already sampled sound to erase and sample over, changing key assignment if desired.

Use this function when you want to resample a specific sound within a Multisound and leave the other sounds intact.

OPERATION

1. Press 4 on the numeric keypad.

F4 Resample:Select M.SHD
Bn-MSm:msd-—name L=11i111

2. Select the desired Multisound and press ENTER.

4 S01/08: 5.25 32k D# 4

Select SOUND toe Sample

3. Select the sound number you wish to resample. The

sampling frequency and sampling time are atready
fixed. Press ENTER.

4. Set the desired sample starting method (TRIG or
FORCE).

5. If you selected TRIG, use the TRKG knob to adjust
trigger level, then press ENTER.

F4 Ready to Sample
)31))))

Now input the sound you wish to sampie. A suc-
cessiul sampling wilf take you to step #7.

® The previous display will remain if the trigger level
exceeds that of the sound, or if no sound has been
Input.
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You can cancel the resampling process here by
pressing ENTER. The following display will appear:

F4 Sampling Completed
Continue 7 (Y/N)

Pressing YES will return you to step #2. Reset the
trigger level if you wish and continue resampling.

Pressing NO will abort the function.

6. It you selected FORCE in step #4, sampling will start
when you press ENTER or the footswitch.

NCTE:

Confirm that the footswitch being used is of the same
type that you set in Systermn Mode Function #5. If it
fs not, yvou wifl have to reset that function, or use
ENTER to start sampling.

. The display will show “Now Sampling” followed by

“Sampling Completed.”

. The vatues for original key, top key, and transposi-

tion witl be displayed; change these settings if you
wish to and press ENTER.

. The display will now ask if you want to continue re-

sampling the remaining sounds in the Multisound.
Pressing YES will return you to step #3. Press NO
to complete resampling.



FUNCTION #5: RELATIVE PARAMETERS (TUNE, LEVEL, Fc)

FUNCTION
To adjust the tuning, volume, and filter cutoff frequency settings of each sample within a Muyltisound.

Since a Multisound is often made up of several individual sounds, it is often desirable to modify the volume, brighiness
or tuning of each scund relative to the others to make a more consistent Multisound that doesn’t change its tone
abruptly at Memory Division points. Similar parameters can be changed in the Program Mode to globally affect a
Multisound, but in this function you can aitter each ingividual sound.

OPERATION

1. Press § on the numeric keypad. 3. Set parameter values for tuning (TUNE), level, and
filter cutoff frequency (Fc). Use the GOMPARE key
to compare newly edited settings with the original
ones.

F5 Bn-Mm:msd-name SKDnn
TUNE=+nn LEVEL=nn Fe=nn

TUNE : —863 ~ +83

LEVEL: 01 ~ 64

2, Select the number of the sound that you want to edit.
Fc (Filter Cutoff Frequency): 01 ~ 64

FUNCTION #6: ORIGINAL/ TOP KEY

FUNCTION
To set the key to which the original sample will be assigned, its upper limit key, and whether or not the
sample will be transposed across its key range.

OPERATION

1. Press 6 on the numeric keypad. 2. Set parameter values;

ORG: Original key assignment
F6 Bn-Mm:msd-name SNDnn Range: C-1 ~ B9
ORG=nnnn TOP=mmmm TRNS

TOP: Top key assignment
Range: C-1 ~ B9

TRNS: Transposition

Settings: transpose (TRNS)/ no transpose (NTRN)
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FUNCTION £7: SOUND START, SOUND END, LOOP LENGTH

FUNCTION
To alter the beginning and end points of a sample and set the length of the sample’s loop. The Loop Length
is measured from the start of the Loop to the end of the Sound.

OPERATION
1. Press 7 on the numeric keypad. 3. Press ENTER once tc use the Aute Zero Cross
Search function. (The ENTER key serves as a toggle
switch between AUTO and MANUAL.) Seiect the
—_— e - parameter that you want to change: Sound Start,
F7. §.ST S.END LP.LN Sound End, or Loop Length. Use the DATA ENTRY
Snninnnnnn ommmen LI LLLE controls to alter the values. The AUTO function au-

tomatically finds the zero cross points/polarity
changes of the wave form regardless of the Resol-
ution setting; the MANUAL function lets you select
values incrementally.

If the cursoris placed under the sound number when
ENTER is pressed, the AUTO function is executed
for all three parameters. To execute the AUTC
function for a single parameter, move the cursor to
that parameter, then press ENTER.

2. Select the sound number desired.

FUNCTION #8: RECOVER MEMORY

FUNCTION

To erase the unused beginning and end sections of all samples within a Multisound (that have been
previously shortened by editing of the SOUND START and END values) in order to conserve space in
Wave Memory.

NOTE:

This function does not allow you to change the beginning and end points. Neither does it have any effect on sounds
that have their original SOUND START and SOUND END values. it only erases the parts of a sound that have
been left unused after you have changed the SOUND START and SOUND END points in Function #7 of this mode.
You can also change these values in the Edit Multisound and Edit Sound modes.

OPERATION

1. Press 8 on the numeric keypad. 2. Select the desired Multisound and press the ENTER
key to execute the Recover Memory function.

F8 Bn-Hm=msd;naME
FNTER to Recover Memory
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FUNCTION #9: SAVE/IRENAME MULTISOUND (to Work disk)

FUNCTION
To save a Multisound to a Work disk andror rename it.

Use this function after you have edited a Multisound using previous functions in this mode.
You may want to preserve the original Multisound as well as save the Multisound that you have edited, To do this,
you can rename the newly edited Multiscund in this function.

NOTE: -

e —.

L The edited Muftisound can only be saved to a Work disk. It can then be assigned to a Timbre of Combination.

—r—.

OPERATION

1. Press 8 on the numeric keypad.

F9 Save/Rename M.SOUND
Rename:msd-name 7 (Y/N)

2. It you want to preserve the originat Multisound as
well as save and rename the newly edited Multi-
sound, press YES. If you don’t want to save the ori-
ginal Multisound, press NO.

3. fycu pressed YES in step #2, the dispiay will read
"Rename” and show the original Multisound's
name. Change the name and press ENTER.

4. If you pressed NO in step #2, or after you have en-
tered the name change you made in step #3, the
display will read “Are You Sure?”

5. Pressing YES wili execute the save function and will
be followed by “Saving Compieted” on the display.

8. Pressing NO will abort the save function.
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HARMONIC SYNTHESIS MODE

OVERVIEW

tn the Harmonic Synthesis Mode you can:

B Select one of 17 preset waveforms (stored as Harmonics Tables), edit it to create a new waveform, and save it
to a Work disk for tater recall.

THE FUNCTIONS

Function #0: SELECT AND CLEAR BANK:
Select and clear a bank in which Harmonic data will be entered and edited.

Function #1: SELECT MONITOR PROGRAM:
Temporarily select a Program to monitor the piayback of a Harmonic synthesized Multisound.

Function #2: GET HARMONICS DATA (from WORK DISK):
Recall previously edited Harmoenics Data from a Work disk.

Function #3: SELECT HARMONICS DATA {from HARMONICS TABLE);
Select one of 17 preset Harmonics Tables, and edit harmonics.
Some of the Harmoenics Tables are standard synthesizer waveforms. Others are typical instrument
sounds. These sounds are created by combining up to 128 harmonics, each of which is a sine wave
which can be edited using this function.

Function #4: EDIT AND SYNTHESIZE:
Edit the Harmonics Tabie setected in Function #2 or #3.

Function #5: SAVE/RENAME HARMONICS DATA (to WORK DISK):
Save an edited Harmonics Table to a Work disk, and/or rename it

Function #56: SAVE/RENAME HABMONIC MULTISOUND (o WORK DISK):
Save an edited Harmonics Multisound to a Work disk, and/or rename it.

ENTERING THE HARMONIC SYNTHESIS MODE

Entering this mode automatically clears a Bank so that you can create Harmonic data.
To enter the Harmoenic Synthesis Mode, press HARMONIC SYNTHESIS.

2 HARMONIC SYNTH MODE =
Select BANK No. = n

Select the Bank number and press ENTER. The dispiay will show “Are you sure?” to confirm ciearing of the bank.

Press NO to return to the previous display and YES to clear the selected bank for Harmonic Synthesis. You can now
select a funection (0- 6).

To exit this mode, either now or after setting one of the functions, press any other mode Key.

FUNCTION #0: SELECT AND CLEAR BANK

FUNCTION
To select and clear a bank on which Harmonic data will be entered and edited.

NOTE:

|
It is unnecessary tc use this function to select and clear a bank that has already been cleared by entering the |
Harmonic Synthesis mode. This function should be used, once you are in the mode, to select and clear banks
aother than the first one you cleared.
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OPERATION
1. Press 0§ on the numeric keypad. 3. When the display asks "Are you sure?”, press YES
to clear the bank.

el L 4. [f you pressed NO in step #3, the bank clear function
FO Select & Clear BANKn will be abonrted. The display will show the current

bank number.
Use D:ENTRY and ENTER

2. Select the hank to be cleared and press ENTER.

FUNCTION #1: MONITOR PROGRAM
FUNCTION

To temporarily select a Program to monitor the playback of a Harmonic-synthesized Multisound.

Use any of the 32 Programs in the DSM-1's internal memory to hear which Program sounds best with the sound.

W Reter to the PROGRAM MODE chapter for more information on how the Program parameters are used to alter
the character of a Multisound.

OPERATION

1. Press 1 on the numeric keypad. 2. Select the desired Program number (01-32 or [nitial
Program).

F1 Monitor Pnn:pgm-—name
Select PGM with D:ENTRY

FUNCTION #2: GET HARMONICS DATA (from WORK DISK)

FUNCTION

To recall previously edited Harmonics data from a2 Work disk,

OPERATION

1. Press 2 on the numeric keypad. 3. The dispiay will show “Now Searching” followed by

a prompt to get the data name. Select a gata name
and press ENTER.

F2 Get HARMONICS DATA 4. The display will show “Now Leading” followed by:
Set WORK Disk & ENTER

F2 dataname Loaded

Now Synthesizing...

2. Set the Work disk and press ENTER.

5. The Harmonic data is now loaded into the DSM-1,
and may be edited.
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FUNCTION #3: SELECT HARMONICS DATA (from HARMONICS TABLE)

FUNCTION

To select one of 17 preset Harmonics Tables, and edit harmonics.

OPERATION

1. Press 3 on the numeric Keypad.

F3 Select HARM:Blank
Use D.ENTRY & ENTER

2. Select the desired Harmonics table. There are 17
choices: BLANK (all harmonics are at zero volume),
SAW 1 {sawtocoth wave), SQUARE (square wave),
ACOUSTIC PIANO, ELECTRIC PIANO 1, ELECTRIC
PIANO 2, CLAV (clavinet), ORGAN, BRASS, SAXO-
PHONE, SAW 2, SAW 3, ELECTRIC GUITAR, ELEC-
TRIC BASS, SYNTHESIZER BASS, METAL (metaliic
tone), and SINE (sine wave). Press ENTER.

3. The disptay will show “Now Synthesizing...,” fol-
lowed by the first harmonic and its current level
setting. Example: SINE.

F3 HARM #001 : LEVEL=225
Name : SINE Created

4. Usethe CURSOR keys andthe DATA ENTRY controls
to select Harmonics and edit their {evels.

Ranges:

Harmonics number: #001 ~ #1128

Harmonics level: 0 ~ 255

5. Press ENTER after editing. The display wili show
“Now Synthesizing...,” followed by this display:

F3 HARM #002 : LEVEL=052
Name : SINE Created

NOTE:

To hear the Harmonic Multisound each time you edit
one of the harmonics, merely repeat step #5 afier

T g T

each edit.

. — —

® (f you want to keep your newly edited Harmonics
data, go to Function #5 to save it to a Work disk.

FUNCTION #4: EDIT AND SYNTHESIZE
FUNCTION

To edit the Harmonics Table selected in Function 42 or #3.

OPERATION

1. Press 4 on the numeric keypad.

F4 HAERM#001 :LEVEL=023
Press ENTER to Synth
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2. Usethe CURSOR keys and the DATA ENTRY controls
to select the Harmonics and edit their levels.

Ranges:

Harmonics number: #001 ~ #128

Harmonics level: 0 ~ 255




3. Press ENTER after editing, The display wiil show 4. You can now go on and edit other Harmonic¢s in the
“Now Syntheslzing...,” fcllowed by this display: same sound by repeating steps #2 and #3.

¢® If you want to kKeep your newly edited Harmonics
data, go to Function #5 to save it to a Work disk.

¥4 HARM #001 : LEVEL=0Z23
Name:Bn-HMSxx Created

FUNCTION #5: SAVE/RENAME HARMONICS DATA (to WORK DISK)

FUNCTION
To save an edited Harmonics Table to a Work disk, and/or rename it.

Use this function after you have edited the Harmonics data using previous functions in this mode.

You may want to preserve the original Harmonics data as well as saving the Harmonics data that you have edited.
To do this, you can rename the newly edited Harmonics data in this function.

NOTE:
The edited Harmonics data can only be saved fo a Work disk. It can then be assigned to a Timbre or Combination.

OPERATION

1. Press 5 on the numeric keypad.

F5 Save/Rename HARMONICS
Renane:dataname 7 (Y/N)

2. The display will ask you if you want to rename the
Harmonics data. If you want to preserve the original
Harmonics data as well as save the newly edited
Harmonics data, press YES. If you don’t want to
preserve the original Harmonics data, press NO.

3. If you pressed YES in step #2, the disptay will read
“Rename” and show the original Harmonics data's
name. Change the name and press ENTER.

4. If you pressed NO in step #2, or after you have en-
tered the name change you made in step #3, the
dispiay witl ask "Are You Sure?”

5. Pressing YES will execute the save function and will
be followed by “Saving Completed” on the display.

6. Pressing NO wilt abort the save function and show
“Saving Aborted” on the display.
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FUNCTION #6: SAVE/IRENAME HARMONIC MULTISOUND (to WORK DISK)

FUNCTION
To save an edited Harmonics Multisound to a Work disk, and/or rename it.

NOTE:

| This function differs from Function #5 in that it saves newly edited Harmonic Muitisounds as waveform data, making
it impossible to re-edit individual harmonics.

OPERATION
1. Press & on the numeric keypad. 3. if you pressed YES in step #2, the display will read
“Rename” and show the original Harmonic
Multisound’s name. Change the name and press
F6 Save/Rename M.SOUND ENTER.
Rename :Bn-HMSxx 7 (Y/N) 4. It you pressed NO in step #2, or after you have en-

tered the name change you made in step #3, the
display will ask “Are You Sure?”

5. Pressing YES will execute the save function and wiil

2. The display wiil ask you if you want to rename the be followed by "Saving Completed™ on the display.

Harmonic Multisound. If you want to preserve the 6. Pressing NO wili abort the save function and show
original Harmonic Multisound as well as save the “Saving Aborted” on the display.

newly edited Harmonic Multisound press YES. |If

you don't want to preserve the original Harmonic

Multisound press NO.
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EDIT SOUND MODE

OVERVIEW

The Edit Sound Mode allows you to:

B Select a sound, monitor it with a selected Program, alter its beginning and end points, reverse it, link it to or mix
it with another sound, and edit individual address points of the sound.
B Select the type of lcop for a sound (back-and-forth or cross-fade), the 1oop’s length and the sound’s pitch.

THE FUNCTIONS

Function #01: SELECT MULTISOUND:
Select a sound (from a Multisound) for editing.

Funcilon #02: SELECT MONITOR PROGRAM:
To temporarily select a Program to monitor the playback of a sound.

Function #11: SOUND START, SOUND END, LOOP LENGTH:
Alter the beginning and end points of a sound and set the length of the sound's loop.

Function #12; REVERSE SOUND:
Ptay a sound backward.

Functlon #13: LINK SOUNDS:
Join two sounds together in succession, either directly or by crossfading.

Function #14: MiX SOUNDS:

Mix a sound (selected in Function #01) with another sound. Adjust the relative votumes and detunings
of the sounds.

Function #1585 LOOP PROCESS -- BACK AND FORTH:
Use the first half of a loop and its reverse to be played alternately (back and forth) as a new loop.

Function #16: LOOP PROCESS -- CROSSFADE:
Automatically crossfade two portions of a looped sound to create a smooth loop.

Function #17: PITCH ADJUST:
Adjust the pitch of a sound to match that of its ioop.

Function #18: VIEW AND EDIT SOUND DATA:
Edit the level of any address point in the waveform of a sound.

ENTERING THE EDIT SOUND MODE

To enter the Edit Sound Mode press EDIT SOUND. You will be prompted to seiect a function (31-02). Note that only
AFTER using Function 01 to select a Sound for editing can yo seiect Functions #11 through #18.
To exit this mode, either now or after compieting one of the functions, press any other mode key,

FUNCTION #01: SELECT MULTISOUND

FUNCTION
To choose a sound (from a Multisound) for editing.

NOTE:
This function must be performed before you can select Functions #11 through #18.
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OPERATION

1. Press 01 on the numeric keypad.

FO1 Select MULTISOUND 3. Press YES to erase all Muftisounds in the bank ex-
‘ . _ cept the cne you have selected. Pressing NO will
Bn-MSm:msd-name L=111111] abort the function.

2. Select the desired Bank number and Multisound FO1 Sxx:nnk LI1IL1E AR4
number. Press ENTER. Select SOUND & ENTER

FO1 Erase M.SNDs in BNKn

Except msd-name? (Y/N) 4. Select the sound you wish to edit then press
ENTER. You can now go to any function (01-18) and
edit the sound you have chosen.

FUNCTION #11: SOUND START, SOUND END, LOOP LENGTH

FUNCTION
To alter the beginning and end points of a sound and set the length of a sound’s loop.

B The Loocp Length is measured from the start of the Loop to the end of the Sound.

B Refer to the Program Mode for more information on how the Program parameters are used to alter the character
of a sound.

OPERATION

1. Press 2 on the numeric keypad. 2. Select the desired Program number (01-32 or Initial
Program).

02 Monitor Pnn:pgm-name

Select PGM with D:ENTRY

FUNCTION #11: SOUND START, SOUND END, LOOP LENGTH

FUNCTION
To alter the beginning and end points of a sound and set the length of a sound’s loop.

B The Loop Length is measured from the start of the Loop to the end of the Sound.

OPERATION

1. Press 11 on the numeric keypad. 3. Press ENTER once to use the Auto Zero Cross
Search function. {The ENTER key serves as a toggle
switch between AUTO and MANUAL.) Select the
F11 S.ST S.ERD LP.LN parameter that you want to change: Sound Stant,
Sound End, or Loop Length. Use the DATA ENTRY
confrols to alter the values. The AUTO function au-
tomatically finds the zero cross points/polarity
changes of the wave form regardless of the Resol-
2. Select the sound number desired. ution setting; the MANUAL function lets you select
values incrementally,
If the cursoris ptaced under the Sound number when
ENTERis pressed, the AUTC function is executed for
all three parameters. To execute the AUTO function
tor a single parameter, move the cursor to that pa-
rameter, then press ENTER.

snn:nnnnnn mmmmme [

72



FUNCTION #12: REVERSE SOUND

FUNCTION
To play a sound backward.

The etffect of this function is exactly the same as if the sound was recorded on tape and played backward. The sound
data is reversed and stored from back to front.

OPERATION
1. Press 12 on the numeric keypad. 2. Press ENTER to reverse the sound.
NOTE:
F12 Reverse SOUND If you wish to recall the original unreversed sound,
Press ENTER to Reverse repeat the above steps.

FUNCTION #13: LINK SOUNDS

FUNCTION
To join two sounds together in succession, either directly or by crossfading.

This lets you take the end point of a sound that you selected in Function #01 and directly attach it to the beginning
point of another sound. The two sounds may be of any origin -- sampled or Harmonic-synthesized. They may be linked
together sothat: 1> the second sound begins exactly at the point the first one ends (NORMAL LINK), or 22> the second
sound's beginning point is automaticaily adjusted so that the twe waveforms meet at the same level and make a
smooth connection (NORMAL LINK with AUTO LEVEL ADJUST).

NORMAL LINK gives you an abrupt transition between the sounds. If you want a gradual change, use the CROSSFADE
LINK function and determine the amount of time you want it to take for the sounds to overlap each other.

OPERATION

1. Press 13 on the numeric keypad. 4. If the sampling frequencies were the same, or if you
pressed YES in step #3, then you will be prompted
to select a bank to be erased for use as an edii work
area. Select a bank and press ENTER.

F13 Bn-Hm:msd-name SKDnn
Select M.SHDESND to Link

F13 Link SNDs
LINK STnnnnnn XFL.mmmmmm

2. Select the desired second sound fer linking. You can
choose from any Multisound in any bank. Seiect the
sound number, then press ENTER. If the sounds

were sampled at different frequencies, the display 5. Settingthe link start point (LINK ST) determines what

will show "Are you sure?” and the sampling ire- address point in the second sound will be linked to

quencies of the twoe sounds {5 1 and 3f 2). the first sound’s end point. If not specified, it is au-

NOTE: tomatically set at ithe second sound’'s beginning

' } point. Set the link start paint using the CURSOR keys

It the sampling frequencies of the two sounds were and the DATA ENTRY controls. Press ENTER
not the same, the DSM-1 will automatically change

{leaving the XFL setting at zero) to make a NORMAL
the sampling frequency of the second ta match that LINK.

of the firgt. As a result, the sounds wifl have different
pitches. For example, if the first sound was sampled
gt 32 kHz and the second at 16 kHz, the second sound | 13 Link SNDs ST=nnnmun
is replayed at 32 kHz and becomes one cctave |
higher. Level Adjust 7 (Y/N)

—rm—

3. Press YES toc continue linking; press NO to return
vou to step #2 and select a different sound.
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6. Once the link has been made, you can select Auto
Level Adjust tc make sure that the connection be-
tween the two socunds is as smooth as possible. Auto
Level Adjust automatically searches for the first
point in the second scund’s waveform that is at the

same level as the end of the first sound’'s waveform.
o Link point

] -
| Here thete is 2 point
‘ R Y A at the same level as

|. the end of the first waveform.

~ T“ Auto level adjusi
s carried out.

This saction is removed.

if na point can be found
- —— —- at the same |evel .

>

Then auto leval adjusi
i3 rot possible.

7. Press YES t0 execute Auto Level Adjust.

F13 Link SNDs Completed
Retry to Link 7 (Y/N)

8. Press YES if you want to try linking the sounds again.
This returns you to step #5.

&. PressNOifyouaresatisfied withthelink. The display
will show, “Do you want to make this permanent?”
Press YES tc complete the link or NO tc abort the
functicon.

CROSS FADE LINK

10. To make a Crossfade Link, set a value other than
zero for the Crossiade Length (XFL) in step #5 and
press ENTER. (A large XFL value will make a very
gradual sound change and a small one will make
an abrupt change)

NOTE:

The Crossfade Length cannat be set to 000000 (this
becoemes a NORMAL link) or to a value higher than
the SOUND LENGTH of either of the sounds to be
finked.
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11.

12.

13.

Link point Hemaining area
e S
Sound A Sound B
Cross
fade length

Link cross fade carried out
Evacuated to here,

L J
Sound A Sound B \

1

Sound A Sound B

if link Is redone, this is reinstated.

It you wish the linked sound to be at full volume
throughout the duration of the Crossfade (EQUAL
POWER), press YES. Pressing NO causes the
sounds to fade in and out of each other with a slight
drop in volume, as shown in the foliowing diagram.
Either selection completes the Crossfade link.

YES
Sound 1 Sound 2
100%
0%
EQUAL POWER CROSSFADE
(Level constant throughout)
NO
Sound 1 Sound 2
100%

0%

NORMAL CROSSFADE
{Leve! drog at mid-point)

The display will show “Retry to Link?” Press YES
to return to step #5. Press NOQ if the link is satis-
factory.

The display will show “Do you want to make this
permanent?” Press YES to complete the link or
NO to abort.



FUNCTION #14: MIX SOUNDS

FUNCHON

To mix a sound (selected in Function #01) with another sound. To adjust the relative volumes and detunings
of the sounds,

NOTE:

The resulting sound wili only be as iong as the first sound selected {in Function #01). If the second sound js longer,
its duration past the first sound’s end point will be cut off in the mix.

— —rrem ——, =T,

OPERATION

1. Press 14 on the numeric keypad. 4. It the sampling frequencies were the same, or if you
pressed YES in step #3, then you will be prompted
to select a bank to be erased for use as an edit work
area. Select a bank and press ENTER.

F14 Bn-Ma:msd-name SNDnn
Select M.SND&SND to Mix

FI14 Mix SCUNDs
MIX RATIO=xx% TUHE=+nn

2. Select the desired second sound for mixing. You can
choose from any Multiseund in any bank. Select the

sound number, then press ENTER. [f the sounds 5. Adjust the volume of the second sound relative to
were sampled at ditferent frequencies, the display the total volume by setting the MIX RATIOQ. which is
will show “Are you sure?” and the sampling fre- expressed as a percentage. Adjust the detuning of
quencies of the two sounds (S8f T and 5f 2). the second sound by setting TUNE. Press ENTER
NOTE: L when the mix is satisfactory.
if the sampling frequencies of the two sounds were 6. The display will show “Retry to Mix?" Press YES
not the same, the DSM-1 will automatically change to return to step #5. Press NO if the mix is satisfac-
the sampling frequency of the second to match that tory.
| of the first (see note in Function #13). L 7. The display will show “"Do you want to make this

permanent?” Press YES to compiete the mix or NO

3. Press YES to continue mixing; press NO to atort, to abort.

MEX RATIO range: 1% ~ 99%
TUNE range: —50 ~ +50 (about +/—1/2 semitone)

FUNCTION #15: LOOP PROCESS ~ BACK AND FORTH

FUNCTION
To use the first half of a loop and its reverse to be played alternately (back and forth) as a new loop.

B This function can be used to make tong loops sound smeoth and seamless.

This takes the portion from the start of the loop address up to about hali of the loop length, reverses the waveform
and uses it to repiace the remaining length of the end of the sound waveiorm. This also assumes that the loop start
and length parameters have been specified {in Function #11 of this mode. orinthe Sam pie or Edit Multisound modes).

LOOR LOOP
START START
LOGP LENGTH LOOF LENGTH

i

i
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OPERATION

1. Press 15 on the numeric keypad.

F15 BACK & FORTH LOOP
select Working BANK=n

2. Select a bank to be cleared for use as an edit work
area and press ENTER.

3. When the display reads “Are you sure?”, press NO

to abort the function, or press YES {c clear the se-
lected bank and execute the back-and-forth loop
process.

4. The display will show “Now Processing...” foilowed

by "Do you want ic make this permanent?” Press
YES to complete the new loop or NO to abort.

FUNCTION #16;: LOOP PROCESS -- CROSSFADE

FUNCTION

To crossfade two portions of a looped sound to create a smooth loop.

Once you have used Function #11 to set the loop start and tength parameters of a sound, you can use the Crossfade
function to take a portion of the waveform of a selected length from in front of the start point and mix it with a portion

the same fength from in front of the end point.

LOOP
START
LOOP LENGTH

s

P

OPERATION

1. Press 16 on the numeric keypad.

F16 Crossfade LOOP
Select Working BANK=n

2. Select a bank to be cleared for use as an edit work
area and press ENTER.
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LOOFP
START

LOCP LENGTH

foromd

3. The display will show “Are you sure?” Press YES

to ciear the bank and begin the Crossfade Loop
process. Press NO to abort the function,

F16 Crossfade LN=nnnnnn
Use D.ENTRY and ENTEE

4. Adjust the length of the crossfade and prass

ENTER.

. If yvou wish to create an “"Equazal Power” type ¢ross-

fade, press YES. If not, press NQ. Either selection
executes the Crossfade Loop. (Reter to Function #13
for an explanation of EQUAL POWER.)

. The aisplay will show "Now Processing...” followed

by “Do you want to make this permanent?” Press
YES to complete the Crossfade Loop or NO to abort.



FUNCTION #17: PITCH ADJUST

FUNCTION
To adjust the pitch of a sound to match that of its loop.

This function is used for short loops, with loop lengths of 1000 or iess. A rapidly repeating loop will create its own
pitch, regardless of the pitch of the original sample. For example, a loop of iength 100 will, when played at 16 kHz,
produce a note at 16.000 = 100 = 160 Hz. The lcop length of a short loop will affect the reproduced pitch in the

mathematical relationship shown below, assuming that you are playing the original key. A shorter length produces
a higher pitch, while a longer length produces a lower pitch.

Fitch at original _ Sampling frequency of scund (in Hz}

key (in Hz) Leop length

Using this function, the pitch ot the original sound can be changed to match that of its loop.

B Because of the complexity of this function, the execution time on the DSM-1 will be relatively ionger than with
other functions.

OPERATION

1. Press 17 on the numeric keypad. 3. The display will show "Are you sure?” Press YES

to clear the bank and begin the Pitch Adjust process,
or press NO to abort.

F17 Pitch Adjust LOOP
Select Working BANK=n

F17 Pitch Adj TUNE=+nnnn
Use DATA ENTRY & ENTER

2. Selfect a bank to be cleared for use as an edit work
area and press ENTER.

4. Adjust the tuning and press ENTER 1o execute the
Pitch Adjust function.

5. 1The display will show “Now Processing..."” ioliowed
by “Do you want to make this permanent?” Press
YES to complete the Pitch Adjust function or NO to
abort.

TUNE range: — 1200 ~ + 1200 {about +/— 1 octave)

FUNCTION #18: VIEW AND EDIT SOUND DATA

FUNCTION

To edit the level of any address point in the waveform of a sound.

OPERATION

1. Press 18 on the numeric keypad. 2. Set parameter values, for the address and the data

value (level}; the address can be incremented by
one unit by pressing ENTER.

F18 ViewkEdit SCUNT DATA

ADDR=nnnnnn DATA=+mmmm ADDR: 000000 ~ 261,119
(depending on the length of the sound)

DATA: —2048 ~ -+ 2048
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MAKE/REMAKE MULTISOUND MODE

OVERVIEW

In the Make/Remake Multisound Mode, you can:

B Get Multisounds from any disk or Bank, select sounds from them, and erase, insert, or replace those sounds.
m Save your newly edited Muttisound to a Work disk.

THE FUNCTIONS

Function #01: GET MULTISOUND {from Work, Performance, D38-1 Disks):
Select a Multisound from disk and lead it into a Wave Memory bank for editing {in Functions #11,
#12, and #13).

Function #02: SELECT MULTISOUND {from BANK):
Choose a Multiscund from a Bank for editing (in Functions #11, #12, and #13).

Function #03: NEW MULTISOUND:
Clear a Bank for creation of a new Multiscund.

Function #04: SELECT MONITOR PROGRAM:
Temporarily select a Program to monitor the playback of a Harmonic- synthesized Multisound.

Function #11: INSERT SOUND:
Insert specified sounds {into the Multisound selected in Function #01 or #02).

Function #12: REPLACE SOUND:
Replace a sound in a Multisound (selected in Function #01 or #02) with ancther scund.

Function #13: ERASE SOUND:
Frase a specified sound from a Multisound (selected in Function #01 or #02).

Function #14: SAVE/RENAME MULTISOUND (to Work Disk):
Save a Multisound to a Work disk and/or rename it.

To edit a Multisound in this mode, you'lt need to clear one Bank of Wave Memory. in Functions #01 and #02, call
up one Multisound as a destination for the sounds that you will be inserting or replacing. You can also (in Functien
#03) initialize a Bank for creating a Multisound "from scratch.’

& Performing Functions #13 (ERASE) and #11 (INSERT) in succession on the same sound achieves the same result
as performing Function #12 {REPLACE).

ENTERING THE MAKE/REMAKE MULTISOUND MODE

To enter the Make/Remake Multisound Mode press MAKE/REMAKE M. SOUND. You will be prompted to select a
function (01-04). Note that only AFTER using function #01, #02 or #03 to select a Multisound for editing can you select
Functions #04 throcugh #14.

To exit this modse, either now or after completing one of the functions, press any other mode key.

FUNCTION #01: GET MULTISOUND (from Work, Performance, DSS-1 Disks)

FUNCTION
To select a Multisound from disk and load it into a Wave Memory bank.

OPERATION

1. Press 01 on the numeric keypad. 2. Insert the disk and press ENTER. The display will
show “"Now Searching...” foliowed by a prompt io
select a Multisound.

FO1 Get MULTISOUND
Set Disk and Press ENTER 3. Select the desired Multisound angd press ENTER.
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4. Next you will be prompted to select 2 bank in which 6. The display will show "Now Leading...” tollowed by

to load the Multisound. Select the bank number and ‘Leading Completed”™ and prompt you to select a
onress ENTER. function ((04-14).
NOTE: :
ff, during the foading process, an error message |
FO1 Erase M.SKD In BANKn appears, consuit the FError Messages section.

Pressing YES after an error message appears will
restart the loading process exectlited in step #§5;
pressing NO will exit the function and prompt you
to select a function {01-04},

Except msd-name 7 (Y/N)

5. Press YES if you want to erase all Multisounds in the
seiected bank except for the one you chose in step

#3 and begin loading. Pressing NO will abort the
function.

FUNCTION #02: SELECT MULTISOUND (from BANK)
FUNCTION

To choose a Multisound from a Bank for editing.

B Use this function to select the Multisound that you will be using in which to insert, erase, or replace sounds. Later
functions will select the sounds that you will insert in the Multisound selected in this function.

OPERA TION

1. Press 02 on the numeric keypad. 2. Select the desired Multisound number and press
ENTER.

FO2 Select MULTISOUND
Bn-MSm:msd~-name L=11111} FOZ2 Erase M.SND in BANKn

Except msd-nape 7 {Y/N}

3. Press YES to erase all Multisounds in the bank ex-
cept the one chosen in step #2. The dispiay will
prompt you to select a function (01-14). Pressing NO
will abort the function.

FUNCTION #03: NEW MULTISOUND

FUNCTION

To clear a Bank for creation of a new Multisound. This function lets you use Insert, Replace, and Erase
functions to create a completely new Multisound.

OPERATION

1. Press 03 on the numeric keypad. 2. Select the Bank that you wish to use for creating the
Multisound and press ENTER. The dispiay will show
“Are you sure?” Press YES to clear, or NO to abori.

03 Make New M.SND in Bn
Select Bank & ENTER
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FUNCTION #04: SELECT MONITOR PROGRAM

FUNCTION
To temporarily select 2 Program to monitor the playback of a Multisound.

Use any of the 32 Programs in the internal memory to hear which Program sounds best with the Multisound.

B Refer to the Program Mode for more information on how the Program parameters are used to alter the character
of a Multisound.

OPERATION

1. Press 04 on the numeric keypad. 2. Select the desired Program number (01-32 or Inijtial
Program),

FG4 Monitor Pnn:pem-name
Select POGM with D.ENTRY

FUNCTION #11: INSERT SOUND

FUNCTION

To insert specified sounds (from any Multisound) into a Multisound. This takes a sound from any Muli-

tisound and inserts it at a selected sound number position within the Multisound that was selected in
Function #07 or #02.

OPERATION

1. Press 11 on the numeric keypad. J. Specify the Multisound desired and the sound that
you wish to insert. Press ENTER to begin insertion,.
The display will show “Now Inserting...” foltowed
by “inserting Completed” and a prompt to continue.
¥11 Insert SOUND NO.=nn Press YES 1o continue inserting other sounds, or

Select SOUBD No. & ENTER press NO to exit the function.

B If the sound being inserted is too long to fit in the
specified Bank space, the function wil! be abonrted.

2. Sefect the sound number at which you wish to inset NOTE:

a sound and press ENTER. Inserting a sound will cause the Sound directly above
it to be transposed upwards by one note. Use EDIT
MULTISOUND Function #4 to alter the originaliTop
Key assignments of the newly-inserted Sound.
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FUNCTION #12: REPLACE SOUND

FUNCTION
To replace a sound in a Multisound (selected in Function {01 or #02) with another sound.

This takes a sound from any Muhbtisound and puts it in a selected sound number position within the Multisound that
was selected in Function #01 or #02.

The length of the sound within the Multisound does not change. So if a shorter sound is used for replacement, there
will be some left over memory space. If the reptacement is longer, only a part of it equal in length to the original
sound will be inserted.

OPERATION
1. Press 12 on the numeric keypad. 3. Specity the Multisound desired and the sound that
will reptace the scund selected in Step 2. Press
ENTER to begin replacing. The display will show
“Now Replacing...” followed by “Replacing
F12 Replace SOUND NO.=nn Completed” and a prompt to continue replacing
Select SOUND No. & ENTER other sounds in the Multisound. Press YES to con-
tinue replaceing cther sounds, or press NO 1o exit
the function.
NOTE.:

if the Multisound selected in Function #02 is emply,
the dispiay will show that and prompt you to select
a function (01 ~ 14).

2. Select the sound that wili be replaced, and press
ENTER.

FUNCTION #13: ERASE SOUND

FUNCTION
To erase a specified sound from a Multisound (selected in Function #071 or #02).

OPERATION
1. Press 13 on the numeric Keypad. 3. The display will show “Now Erasing...” followed by
“Erasing Completed”.
NOTE:
~ Erasing a sound will cause the scund directly above
F 1 4 .
13 Erase SOUND NO.=nn it to be transposed downward to filf the gap left by
>elect SOUND No. & ENTER erasure. The original key for the above sound will

remain unchanged. however. {f no sound exists
above the erased sound, all keys previousiy as-
signed to that sound will be silent.

2. Select the sound you wish to erase and press
ENTER.

81



FUNCTION #14: SAVE/RENAME MULTISOUND (to Work Disk)

FUNCTION
To save a Multisound to a Work disk and/or rename it.

Cali up this function after you have edited a Multisound using the previous functions in this mode.

You may want to save the Multisound that you edited without deleting its original form. To do this, you can rename
the newly edited Multisound in this function, thus saving it as a separate, new Multisound.

NOTE:
The edited Multisound can only be saved to a Work disk. It can then be assigned to a Timbre or Combination.

OPERATION
1. Press 14 on the numeric keypad. 3. If you pressed YES in step #2, the display witl read
“Rename” and show the original Multisound's
name. Change the name and press ENTER.
Fld Save/Rename M. SOUND 4. If you pressed NO in step #2, or after you have en-

tered the name change you entered in step #3, the
display will ask "Are You Sure?”

Rename=nsd-name 7 (Y/N)

5. Pressing YES will start the save function and wifl
be followed by “Saving Completed” on the display.

2. The display will ask you if you want to rename the 6. Pressing NO will abort the save function.
Mulftisound. [f you want to preserve the original

Multisound as well as preserve the newly edited

Multisound, press YES. If you don’'t want to save the
original Multisound, press NO.
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DISK UTILITY MODE

OVERVIEW

The Disk Utility Mode allows you to:

B Format blank disks for use in the DSM-1.

m Call up directories of Programs, Harmonics data, Multisounds, and Combinations saved on Work, Performance,
and D3S-1 disks.

¥ Protect data stored on disks from being accidentally erased.

8 Deiete unwanted Multisounds and Harmonics data from a Work disk.

THE FUNCTIONS

Function #0: FORMAT PISK {Performance or Work):
Format a Performance disk or Work disk for use in the DSM-1.
Function #1: DISK STATUS;
Confirm the type of disk being used and (with a Work disk) the amount of unused memory space
remaining on the disx.
Function #2: PROTECT DISK (Set or Reset):
Protect data on a disk from accidental erasure or change.
Function #3: COMBINATION DIRECTORY {(on Performance disk):
Call up the list of Comeinations on a Performance disk
Function #4: PROGRAM DIRECTORY (on Performance disk):
Call up the list of Programs on a Performance gisk,
Function #5: DS5-1 PROGRAM DIRECTORY:
Call up the iist of Programs in each system {A, B, C, and D) on a DSS-1 disk.
Function #6: MULTISOUND DIRECTORY {on Work, Perfermance, DSS- 1 Disks):
Call up the tist of Multisounds on a disk.
Function #7: HARMONICS DATA DIRECTORY (on Work disk):
Call up the list of Harmonics Data from a Work disk.
Function #8: DELETE MULTISQUND {on Work disk):
Celete seiected Multisounds from a Work disk.
Function #9: DELETE HARMONICS DATA (on Work disk):
Pelete selected Harmonics Data from a Work disk.

ENTERING THE DISK UTILITY MODE

To enter the Disk Utility Mode, press the DISK UTILITY key. You will be prompted to select a function (0-9).
Te exit this mode, either now or after completing one of the functions, press any other mode key.

FUNCTION #0: FORMAT DISK (Performance or Work)

FUNCTION
To format a Performance disk or Work disk for use in the DSM-1.

m The DSM-1 uses only 3.5-inch, high-density, double- sided, double-track disks. Suitable disks inciude: KORG
MF-2HD and SONY MFD-2HD.
m Since the access time of a Work disk increases appreciabfy after saving on and loading from it many times, it is

recommendedthatyou periodically format Work disks for use. Perfomance disks are unaffected by repeated saving
and loading.

NOTE:

Formatting a disk irreirievably erases ALL contents of that disk. Be very careful not to accidently format a disk
that contains sounds you wish to save. Protect your disks from accidental erasure by moving the WRITE PROTECT
tab on the disk lo the WRITE DISABLE position.
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OPERATION

1. Press 0 on the numeric keypad.

FO Format Disk:PERFORM
Use DATA ENTRY & ENTER

2. Select the disk type desired {Performance disk or

Work disk).

3. Thedisplay will show “Are you sure?” Pressing YES

will format the disk, “Now Formatting...” on the
display will be fotlowed by "Formatting Completed.”
Pressing NO will abert the function.

FUNCTION #1: DISK STATUS
FUNCTION

To confirm the type of disk being used and (with a Work disk) the amount of unused memory space re-

maining on the disk.

OPERATION

1. Press 1 on the numeric keypad.

F1 DISK STATUS
et Disk and Press ENTER

2. Selthe disk and press ENTER. The display will read
“Now Searching...” followed by one of the following
aisplays, depending on the disk currently in the
drive:

F1 PERFORMANCE DISK
No SYSTEM Present

This display, for Performance disks onfy, will read
“No SYSTEM Present” or “SYSTEM Present,” indi-
cating whether or not the disk contains data. If the
DSM-1's Protect Disk function is set to “SET”, the
display will show "PERFORMANCE: Protected".

F1 WORK Disk

Used:nnnnkb Free:mmmmkB

This display will be shown for Work disks only, and
shows the used and free space on the disk. If the
DSM-1's Protect Disk function is set to “SET", the
display witl show "WORK: Protected”.
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NOTE:

ff. during the searching process, an error message
- appears, consuft the Error Messages section.

F1 DSS-1 Format [isk
seloct Funetion (0-9)

This disptay will be shown for DSS-1 disks only. It
simply indicates the disk type.




FUNCTION #2: PROTECT DISK

FUNCTION
To protect data on a disk from accidental erasure or change.

NOTE:

This function does NOT protect the disk contents from being erased in the FORMAT DISK Function (Function #0).
Use the WRITE PROTECT fab on the disk itself to protect against accidental formatling.

OPERATION

1. Press 2 on the numeric keypad. 2. Select "SET" to protect the disk, or “RESET” to allow
erasure or change. Press ENTER. The display will
show that the Protect function is being carried out.

When it has been completed, the current status of
F2 DISK PROTECT :Set the Protect function wiil be displayed and you wil

Use DATA ENTRY & ENTER be prompted to setect a function (0-9).
NOTE:

If, during this operation, an error message appears,
consult the Error Messages section.

FUNCTION #3: COMBINATION DIRECTORY (on a Performance disk)

FUNCTION
To call up the list of Combinations on a Performance disk.

OPERATION
1. Press 3 on the numeric keypad. 2. Set a Performance disk and press ENTER.
3. Use the DATA ENTRY controis to move through the
Combination directory.
F3 COMBINATION DIR NOTE:
Set, PERFORM Disk & ENTER If, during this operation, an error message appears,

consult the Error Messages section.

FUNCTION #4: PROGRAM DIRECTORY (on a Performance disk)

FUNCTION
To call up the list of Programs on a Performance disk.
OPERATION
1. Press 4 on the numeric keypad. 3. Use the DATA ENTRY controls to move through the
Program directory.
NOTE:
F4 PROGRAM DIR If, during this operation, an error message appears,
Set PERFORM Disk & ENTER consult the Error Messages section.

2. Set a Performance disk and press ENTER.
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FUNCTION #5: DSS-1 PROGRAM DIRECTORY

FUNCTION
To call up the list of Programs in each system (A, B, C, and D} on a D$5-1 disk.

OPERATION

1. Press 5 on the numeric keypad. 3. Select the desired system (A, B, C, or D) and press
ENTER.
4. Use the DATA ENTRY controls to move through the
F5 DSS-1 PGM DIR :SYS-B Program directory.
Use DATA ENTRY & ENTER NOTE:

If, during this operation, an errar message appears,
consuit the Error Messages section.

2. Set the DSS-1 disk and press ENTER.

FUNCTION #6: MULTISOUND DIRECTORY (on Work, Performance, DS5-1 Disks)

FUNCTION
To call up the list of Multisounds on a disk.
OPERATION
1. Press 6 on the numeric Keypad. 2. Set the disk (Performance, Work, or DSS-1) and
press ENTER.
3. Use the DATA ENTRY controls to move through the
F6 MULTISGUND DIR Multisound directory.
Set Disk and Press ENTER NOTE:

if, during this operation, an error message appears,
consult the Error Messages section.

FUNCTION #7: HARMONICS DATA DIRECTORY {on a Work disk)

FUNCTION
To call up the list of Harmonics Data stored on a Work disk.
OPERATION
1. Press 7 on the numeric keypad. 2. Set a Work disk and press ENTER.
3. Use the DATA ENTRY controls to move through the
Harmonics Data directory.
F7 HARMONICS DATA DIR NOTE:
Set WORK Disk & ENTER If, during this operation, an error message appears,

consult the Error Messages section.
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FUNCTION #8: DELETE MULTISOUND (on a Work disk)

FUNCTION

To delete selected Multisounds from a Work disk.

OPERATION

1. Press 8 on the numeric keypad.

F8 Delete MULTISOUND
Set WOKK Disk & ENTER

2. Set a Work disk and press ENTER.

3. Select the Multisound you wish to delete and press
ENTER.

4. The display will show “Are you sure?” Press YES
to delete and NQ to abort.

NOTE:

If, during the deletion process, an error message
appears, consuft the Error Messages section.

FUNCTION #9: DELETE HARMONICS DATA (on a Work disk)

FUNCTION

To delete selected Harmonics Data from a Work disk.

OPERATION

1. Press 8 on the numeric keypad.

'Y Delete HARMOMICS DATA
set WORK Disk & ENTER

2. Set a Work disk and press ENTER.

3. Select the Harmonics Data you wish to delete and
press ENTER.

4. The display will show "Are you sure?” Press YES
1o delete and NO to abort,

NOTE:

if, during the deletion process, an error message
appears, consult the Error Messages section.
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SPECIFICATIONS

CONFIGURATION : 16 voices, 168 VCF modules, 16 VCA modules
SOUND SOURCES : Oscillator wavetorms created by sampling or by 128 Harmonic Synthesis
QUANTIZATION : 12-BIT

SAMPLING TIMES & FREQUENCIES: 16 sec x 4 Banks ~ 16 kHz,
11 sec x 4 Banks -~ 24kHz,
8 sec X 4 Banks -~ 32xHz,
5.5 sec x 4 Banks ~ 48 kHz

MAXIMUM NUMBER OF SPLIT POINTS : 16 per Multisound, 64 per Combination (4 Timbres)

NUMBER OF MULTISOUNDS : Up to 32 in internal memory

NUMBER OF COMBINATIONS : 32

COMBINATION TYPES : Single, Layer 2, Split 2, Layer 4, Split 4, Split/Layer, Multi, Manual.

NUMBER OF PROGRAMS : 32

OUTPUTS : 16 Individual OQut, Mix Qut, Stereo Headphones, MIDI OUT/THRU, HSI
Terminai.

INPUTS : Audio In Footswitch, MIDI IN

DISK DRIVE : Takes 3.5 inch, Double-Sided, High Density, Double-Track (2HD Unfor-

matted) Floppy Disks: PERFORMANGCE DISKS (for storage of internal
memory) WORK DISKS (for storage of Multisounds and Harmaonic Data)
and D33-1 DISKS (tor loading only of DSS-1 data)

SUPPLIED ACCESSORIES : Floppy disks x 3,

MiDI Cable x 1,
AC Power Gord x 1
Rack Mount fittings,

DIMENSIONS (W x H x D} : 433 x 134 x 430 mm (Without Rack Mount fittings)
WEIGHT : 11 kg {without Rack Mount fittings)

* Specitfications subject to change without notice
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MIDI IMPLEMENTATION

T.TRANSMITTED DATA
SYSTEM EXCLUSIVE MESSAGES
(1) DEVICE ID
BYTE DESCRIFTION
1111 Qoo Exclusive Statys
0100 001 ¢ KORG ID 42H
0011 Annn Format ID 3nH in=ch)
00G1 4101 DEVICE ID 15H
111 0111 EQX

{2) DSM-1 SYSTEM EXCLUSIVE MESSAGES

BYTE DESCRIPTION
1111 0600 Exclusive Slatus
D104 Q10 KORG D 42H
U011 nnAan Format I} 3nH (n= ch)
0041 0101 DEVICE {D 15H
Offf TFFF Function ID {NOTE 1}
bddd dddd See 3.
00dd dddd
1111 G111 EQOX

* nnn=0 ~ 15 System Commen MIDf ch - 1

NOTE 1;

Function ID

4/H {Mode Data)

45H (Multtsound List}

44H {Muitisound Parameter Dump)
43H (PCM Data Dump)

46H (Combination/Program List)
40H (Program Parameter Dump)
49H {Combination Parameter Dump}
21H {Write Completed)

22H [Write Error)
23H (Data Load Completed)

24H (Data Load Error)

25H {Data Processing Completed)

2.RECOGNIZED RECEIVE DATA

1.  CHANNEL MESSAGES

STATUS SECOND THIRD DESCRIPTION
1000 nnnn | Oklkk kkkk | Dxxx xexx [ MNote Off
Velocity will be ignored.
10071 nanen | Okbkk kkick | Ovew vewy | Nole On
vww wvwy = 1-127 (7 bit resclutian}
1001 nnnn | Okkk kkkk | 0000 COOQ | Note O
10171 nnnn | G000 0001 | Owwy wewy | OSC Modulation
vy vy =0-127 (T it resodution)
1011 nnnn | 6000 Q040 | Ovwy wvewy | YOF Modulation
vvy wywy — 5127 (7 bit resoiution)
10711 nann | 0000 0111 § Owwy wywy | Yolume
v Wy = (1-12F {7 it rezolution)
1071 nann | 0100 0000 | Owey wwyy | Damper O
v vy = 0-63
1011 npnn | 0100 Q000 | Qwwy wyyy | Damper On
VY Wy = 84107
1M1 fnen | 0100 010 | Ovwy wywy | Sostenuto OFff
vy Wy T LR3
W1 nann | 0100 0010 | Dvwy wywy | Sastenuto On
Y¥y'y wiwy = B4-127
1Y nnen | 0111 1011 | ODxxx xxxx | Al Metes Off
1Y nnen | D111 1wx | Owxx xxxx | All Natas Off
1100 nnnn | Oxxp pppp -——— | Frogram Change
V181 nnnn | Ovyy wvywy | ——— - | Channed Pressure (After-Touch)
v vy (- 127 1F Bul resolution)
1110 nnna | Oxxx xxxx | Bbbbbbbb | Piteh Bender Change
LB will be ignored.
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* Dkkk kkkk = 0 to 127: noie number

* Oxxp pppp = 0to 31: program number/combination number

® Channel Message is receivad through the MIDI channel specified
for each timbre in the Combination Mode. Pregram change can
also he received through System Common Channel, and in this
case, it functions as a Combination Change. {Prior to Program
hange)

#® Receiving range of Note On/Off, On/Off of Channel Pressure, Mo-
dulation, Pragram Change can be specified for each Timbre in the
Combination Mode.

@ All Notes Off is received by individual timbres, and functions only
for the timbre which receives it.

2.  SYSTEM REAL TIME MESSAGE

BYTE DESCRIPTION

1111 1110

Active Sensing

3. SYSTEM EXCLUSIVE MESSAGES
(1} DEVICE 12 REQUEST

BYTE DESCRIFTION
1111 0000 Exclusive Status
01Q0 0010 KORG 1D 42H
0100 nonn Format 10 4nH {n = ch)

1111 6111

ECX

{2) DSM-1 SYSTEM EXGLUSIVE MESSAGES

BYTE DESCRIPTION
1111 0000 Exclusiva Status
0100 D010 KORIS ID 42H
0011 nnnn Format IC 3nH {n=ch]
Q001 01 DEVICE ID 1&H
DfTf 155 F Function ID (NOTE 1}
dddd ddda See 3.
Qddd dddd
1111 0111 EOX

*nnnn=0 ~ 15: System Commen MIDI ¢ch - 1

MOTE 1: Function 1D
12H (ModeRaquest)
42H {Mode Data)
18H (Multisound List Bequest)
45H (Multisound hist)
15H {Multisaund Farameter Request)
44H (Multisound Parameter Dump)
14H (PCM Data Request)
43H (PCM Data Dump)
17H (Gombinstion/Program List Request)
10H (Program Parametar Request)
40H {Program Parameter Dump)
41H {Program Parameter Change)
T1H {Program Write Regquest)
18H {Combination Parameter Reguest)
49H (Combination Parameter Dump)
1AM (Combination Write Request)
1EH {Data Processing Request)

3.DSM-T SYSTEM EXCLUSIVE FORMAT

1. MGOE REQUEST {FUNCTION 1D = 12, RECEIVE ONLY}

FORMAT DESCRIPTION
FO42 3n 1512 F7 ] Mode Request




2. MGDE DATA [(FUNCTION ID = 42, TRANSMIT AND RECEIVE)

FORMAT DESCRIPTICN
FO 42 3n 15 42 Mode Data Headear
aa Mode Data (MOTE 1)
bb Combination No.-1. [NOTE 2)
CC editing Program No -1

(NOTE 3}

ad Modified flag. (NOTE 4)
F7 EGX

NOTE 1: MODE DATA
0 (PLAY MODE}
1 (SYSTEM MCDE}
2 (COMBINATION MODE)
3 (EDIT SYSTEM MODE)
4 (EDIT MULTISOUND MODE)
5 {(PROGRAM MODE)
6 {SAMPLE MODE)
7 {HARMONIC SYNTHESIS MODE)
8 (EDIT SOUND MODE)
9 (MAKE/REMAKE MULTISOUND MODE)
A {DISK UTILITY MODE)
B (REMOTE EDIT MODE)}

® When sending; The current mode is indicated.

® When receiving. Receiving "07, the unit enters the Play mode.
Receiving "B". it enters ihge Remote Edit mode. In this mode, all
MID] input (except for Systerm Exclusive) and all front panel control
input [except for the Play mode key) is ineffective.

NOTE 2:. COMBINATION NO.

® When sending: The currently selected Combination No. is shown
in order to momitor the Combination change from the front panel.
{Actually the Combination depends on the contents of the output
ouffer, so it does not always cerrespond to this number.)

® When receiving. if this number iz 0- 31 when Play mode or Remocte
Edit mode is selected by MODE DATA, a Combination change is
carried out, In any other ¢case, this number is ignored.

NOTE 3. EDITING PROGRAM NO.

® When sending: The EDITING PROGRAM NG, specified when
MONITCR PROGRAM is selected from the front panet and when
MODE DATA is received, is shown.

& Whean receiving: if this number is 0 - 31 when Play mode or Remote
Edit mode is selected by MODE DATA, EDITING PROGRAM NOC . is
specified, and the Program is called to the output buffer. In any
othercase, this number is ignored.

# To adit Program Parameters EDITING PROGRAM NO. must be
specifted here.

#® On Program Editing

When the DSM-1 receives System axclusive data, and the Combi-
nation includes a Timbre whose Frogram Ng. correspongs to the
Editing Program MNo., data in the Program Output buffer is used faor
the Timbre. (You can monitor the Program being edited )
On the other hand, when a Combination is selected on the front
panel, and a MIDI Program Change Message is received, data in
the Program Memory is used regardless of the contents of the
Editing Program No.. (PFrogram data which is not written 15 not
used.)

NOTE 4: MOQDIFIED FLAG

bit 0 Combination Parameter, Coombination List
bit 1 Program Faramter, Program List
bit 2 Multisound Parameter, Multi Sound List
bit 3 PCM Data

& When sending: The status ofthe Modified Flag is shown. Whenthere
is the possibility of change of parameters by editing from the front
panel, the corresponding bit of this flag is set to 1.

& When receiving. Iif some bits are 1 when Play mode or BRemaote Edit
mode is selected by MODE DATA, thecorresponding flagis cleared.
A bit which is 0 is not changed.

3. MULTISOUND LIST REGUEST (FUNCTIGN ID = 16, RECEIVE ONLY}

FORMAT DESCRIPTION
FO 42 3n 15 16 Multisound List Beguest Header
aa Bank Ngo. -1
F7 EQX

4, MULTISOUND LIST (FUNCTION ID = 43, TRANSMIT AND RECEIVE)

FORMAT DESCRIPTION
FO 42 3n 15 45 Multiscund List Header
aa Bank No. -1
kb Number of Multisounds
in the Bank
CG------0C |14 bytes) Multisuynd 1 Data (NOTE 1)
dg------dd (14 bytes) | Last Multisound data
1] Check sum
FT ECX

NOTE 1. MULTISOUND DATA

FORMAT DESCRIPTION
ge-rveg (8 bytes) Multisound Mame
Ff-eeees f (3 bytas) Multisound Length
| gg----- g9 (3 byles) Muitisound Base Address

NCTE 2: The MULTISQOUND LIST message must be foltowed by the
MULTISOUND PARAMETER DUMP messages when re-
ceiving.

5 MULTISCUND PARAMETER REQUEST (FUNCITON I = 15, RE-
CEIVE ONLY}

FORMAT
FO 42 3n 15 15

DESCRIPTION

Multisound Parameter
Request Headsar

aa {1 byte) bits ~ 4 Bank No. -1
bit3 ~ 0 Muiti sound No. -1
F7 EOX

6. MULTISOUND PARAMETER DUMP {(FUNCITON 1D = 44, TRANSMIT
AND RECEIVE)

FORMAT CESCRIPTION
FO 42 3n 15 4n Multisound Parameter
Dump Header
aa (1 byte) bitS ~ 4.Bank No. -1
bBit3 ~ Q. Multisound No. -1
bb+-«+-bb (8 byles) Multisound Name{sae 4-(4))
Gl LG (3 bytes) Muitiscund Length
dd (1 byte} NMumber of Sounds
[lower 5 bits)
e {1 byte} Max interval (NGTE 1)
S IRERERED & i {18 bytes) Sound 1 Parameter (NOTE 2}
gqg-----'qq (18 bytes) Last Sound Parameter
55 i1 byle) Check Sum (see 4-{311}
F7 EOX

NOTE 1: MAX INTERVAL
Sets maximum value obtained with following formuia.
(The lower 7 bits of the twos complemeant.)
iTop key) — (Org key) + —12{16kHz)

— 7(24kHz)
D{32kHz)
5{48kHz)
NOTE 22 SOUND PARAMETER
FORMAT DESCRIPTION
hh (1 byte) Top Key (MIDI Note No.)
i {1 byte) Qriginal Key [MIDI Note No.}
jj {1 byte) Relative Tune 1{—63) ~ 127 {+63]
kk {1 byte) Relative Level (1 ~ 64)
It {1 byte) Relative Cutoff {t ~ B4}
M-+ MM {3 bytes) Sound Ward Length
nnese-e N {3 bytes) Sound Start Address (see 4-(5)
qq-----qq {3 bytes) Loop Start Address (see 4-(3))
| ERTERET s {3 bytes} Loop Length
tt (1 byte) bit7 ~ 6:00{Transpose),
0i{Mon Transpaose)
bits ~ bit0;
Sampling Frequency
0{ 32K Hz}
1{24KHz)
2( 16K Hz}
348K Hz)




7. PCM DATA RECHJIEST {FUNCTION ID = 14, RECEIVE ONLY)

DESCRIPTION

15 COMBINATION PARAMETER REQUEST (FUNCTION ID = 18,

RECEIVE ONLY)

FORMAT
FO 42 3n 15 14
nn (1 byte)
as------aa [3 bytes)
bb------bb {3 bytes)
FT

PCM Data Request Header
Bank Na. -1

Start Address{Absolute)
Last Address + 1{Absolute)
EQOX

FORMAT

DESCRIPTION

FO 42 3n 15 19 F7

Combination Parameter Request

8. PCM DATA DUMP [FUNCTION ID

= 43, THANSMIT AND RECEIVE)

16. COMBINATION PARAMETER DUMP {FUNCT!ON iD = 49, TRAN-

SMIT AND RECEIVE)

FORMAT

FORMAT DESCRIFTION
FO 42 3n 15 43 PCM Diata Dump Header
nn {1 byte) dank No. -1
aa e aa (3 byies) Start Address{Absolute)
o] EEEEEE bb (3 bytes) Last Address + 1{Absgtute)
CCmerane cC {2 bytes) PCM Data of Start Address

(see 4-(2))

ddeedd (2 byles} PCM Data of Last Address
ss Check Sum (see 443))
F7 EOX

9. COMBINATION/PRCGRAM LIST
RECEIVE ONLY]

REQUEST (FUNCTION (D = 17,

DESCRIPTION

FG 42 3n 15 49

Combination Parameter Dump
Header

FORMAT

DESCRIPTION

FO423n 1517

dd

Combination/Program List
Request Header
Combination/Program (Note 1)

F7 EOX

NOTE 1: 1 {COMBINATION])

2 {PROGRAM)
10. COMBINATION/PROGRAM LIST (FUNCTION 1D = 46, TRANSMIT
ONLY)
FORMAT DESCRIPTION

FO 42 3n 15 46 Cambination/Program List Header
aa Combination/Program {Note 1)
b------0b (8 bytes) Combination/Program Name 1
ce:- - "CC (8 bytes) Last Cc:mb'mat'manmgram Narme
F7 EQX

NOTE 1. 1 {COMBINATION)

2 (PROGRAM)

11. PROGRAM PARAMETER REQUEST (FUNCTION ID = 10, RECEIVE

ONLY)

FORMAT

DESCRIPTION

FO 42 3n 15 10 F7

Program Parameter Reguest

aa------as I8 bytes) Combination name
bb (1 byte) Voice Combing Mode
Q{CFF), 1 ~ 4
{(MODE1 ~ MODE4)
ce (1 byte) Combination Type
O{SINGLE) ~ 7{MANUAL)
dd«-----dd {17 bytes) Timbre A parameter (NOTE 1)
g@--ge {17 bytes) Timbre B parameter {NOTE 1)
FE-enne ff (17 bytes) Timbre C parameter {NOTE 1)
gg* - -gqg {17 bytes) Timbre D parameter (NOTE 1)
F7 EQX
NOTE 1. TIMBRE PARAMETERS
QFFSET TIMBRE PARAMETER VALVE REPRESENTATION
{ MIDI RECEIVE CHANNEL 0~ 15 {1~ 16}
1 PROGRAM CHANGE ON/OFF HOFF} 1{ON]
2 MODULATION ON/OFF D(OFF) 1(OM]
3 AFTER TOUGH ON/QFF O{OFF) 1(QM)
4 OGCTAVE 0=~ 10 { 5 +5}
5 SEMI-TONE TRANSPOSE 0~ 22 (=127~ | 12}
6 RECEIVE KEY RANGE BOTTOM { =~ 127 (MIDI Nole No.)
7 T.LEVELINIT TOUCH WINDOW BOTTOM 0~ 53
A RECEIVE KEY RAMGE TOP 0~ 127 [MIDI Nota No.)
g T.LEVEL-INIT TOUCH WINDOW TOP 0~ 53
10 NUMBER OF WQICE 0=~ g
3 KEYBDARD ASS1GN MODE 0{POLY 1) 1(POLY 2)
12 LEVEL 0~ 83
13 MULTISOUND MONG/POLY 0 {POLY) 1 {MONC)
14 T LEVEL-INIT TOUCH DIRESTION a{ 1(+})
15 TUNE ) ~ B4 {—32~ 33
16 PROGRAM NO. 0~ 34

17. COMBINATION WRITE REQUEST (FUNCTION ID= 1A, RECEIVE

ONLY)
FORMAT DESCRIPTION
FO 42 3n 15 1A Combination Write Request Header,
aa Combination No.-1
bb------ bb (8 bytes) Combination Name (Optional)
(NOTE 1)
F7 EQOX

12. PROGRAM PARAMETER DUMP (FUNCTICNID = 40, TRANSMIT,

NOTE 1:  If the combination name is omitted, the name in the output

buffer will be used.

18. DATA PROCESSING REQUEST {FUNCTION ID = 1E, RECEIVE

RECEIVE)
FOBMAT DESCRIPTION
FO 42 3n 15 40 Program Parameter Dump Header
aa-- - -aa (8 bytes) Program Name
bb------bb (48 bytes) Program Parameter (see 4-(6))
F7 EOX
13. PROGRAM PARAMETER CHANGE (FUNCTION ID = 41, RECEIVE
ONLY)
FORMAT DESCRIPTION
FO 42 3n 15 41 Program Parameter Change Header
aa (1 byte) Parameter No.{0-d47} (see 4-(B))
bb i1 byte) Farameter Yalue
F7 EOX

14. PROGRAM WRITE REQUEST (FUNCTIONID = 11, RECEIVE ONLY)

FORMAT

DESCRIPTION

FO 42 3n 15 11
aa

Program Write Request Header
Parameter No.-1

it SERERE bb {8 bytes) Program Name (Optional)
(NOTE 13
F7 ECX
NOTE 1: It the program name is omitted, the name in the output

bufter will be used.

DMLY
(1) MOVE PCM DATA
FORMAT DESCRIPTION
FO 42 3n 15 1E Datz Processing Request Header
01 Move PCh Data
bl Destination Bank No.-1
Cerrree cC i3 bytes) Destination Start Address
dd Source Bank No. -1
T-ERRREY e (3 bytes) Source Start Address
L EEERED f f (3 bytes) word Count to Move
F7 EOQX

(2) FILL PCM DATA MEMORY

FORMAT DESCRIPTION
FC 42 3n 15 1E Data Processing Request Header
o2 Fill PGM Data Memory
bk Dstination Bank No.-1
CC-- - ol (3 bytes) Destination Start Address
ddr+++--dd (3 bytes} Word Count to filt
=1 RREERRY =T {2 bytes)} PCM Data to fifl with
F7 EOX




{2) REVERSE PCM DATA ® Absolute Addresses are used in PCM data dump and PCM data

FORMAT DESCRIPTION pmcETssmg_ |
F0 42 30 15 1E Data Processing Request Header . Eelatwfa addres.ses frnrnthn% MuHlisound Base Addresses are used
03 Reverse PCM Data in Muitisound List and Multisound Parameter dump.
bb Bank No.-1 The values displayed by the DSM-1 are different from these values,
CCrrress o {3 byles) Start Address which are:
g?.....-dd {2 bytes) ‘réu’g;d Count {0 Reverse $.ST = Sound Start Address - SBA.

S.END = Loop Start Address + Loop Length - SBA,
19. WRITE COMPLETED {FUNCTION ID= 21, SEND QNLY?)

FORMAT DESCRIPTION
FO 42 3n 1521 F7 Write Comploted

where SBA is the sum of the Word Length's of all previsus sounds
in the multisound.

® The Multisound Base Address is equal to the sum ofthe Multisound
Lengths of alt previous Multisounds in the bank.
The Multisound Name and Multisound Length parameters in the
hMuitisound List and Multiscund Parameter have the same values.
These relations must be observed white sending messages to the

20. DATA LOAD COMPLETED {FUNCTION ID =23, SEND ONLY)

FORMAT DESCRIPTION
FO42 3n 1523 F7 Data Load Completed

DSk4-1.
27. DATA LOAD ERROR (FUNCTION D = 24, SEND ONLY?} 5. PROGRAM PARAMETER MAP
FORMAT DESCRIPTION OFFSET TIMBRE PARAMETER VALVE REPRESENTATION
FO 42 3n 15 24 F7 Data L oad Error 0 MULTISOUND NO. bit 5 ~ 4; Bank Na. -1
bit 3 ~ 0. Multisgund No. -1
22. CATAPROCESSING COMPLETED (FUNCITONID = 25 TRANSMIT B4{No Assign)
DMLY} 1 TUNE g~ &d [—32~ +32)
2 DSC MG FREQUENCY 0~ 31
FORMAT DESCRIPTION 3 QSC MG DELAY 0~ 15
FO 42 3n 15 25 F7 Data Processing Completed 4 |OSCMGINT 0762
- 5 DSC MG INT-AFTER TOUGCH SENS. 0~ 15
6 AUTO BEND POLARITY DIDOWN), 1 [UP}
4.DATA FORMAT REFERENCE 7 |Auro seno e o1
8 AUTO BEND INT 0=~ 127
1. ADDRESS, LENGTH DATA FORMAT(S Bytes) 5 |AUTO BEND INT-INIT TOUCH SENS. |0~ 63
10 | VCF CUTOFF 0™~ 127
H VGF KBDTRACK 0 ™~ B3
15t Byle 0 ab ab ad ad a2 at af 12 YOFE ES POLARITY O - ), 144 p0~83
Ay
2nd O | a13 | a12 | ail | a0 | as | a8 | a7 1 lver £a atrack o
15 [VCF EG DECAY 0~ 53
3rd 0 | 0 0 | a18 | a17 | a16 | at1s [ a14 5 |ver pG BREAK POINT D~ g
17 |VCF BG SLOPE 0~ 63
all=L3B, 218 =MEB0 ~ 261285 for address 18 VCF BEG SUSTAMN 0-~83
1 ~ 261886 for length 19 VLF EG RELEASE 0~ 63
20 | VCF MG FREQUENCY 0~ 63
2. PCM DATA FORMAT (2 Bytes) 21 VGF MG DELAY 0~ B3
22 | VGF MG INT 0~ 63
23 | YCF CUTOFF-INIT TOUCH SENS. 0~ &3
1st Byte 0 b4 03 l b2 b1 b0 g 0 24 |VCFEG ATTACK-INIT TOUCH SENS. |0 ~83
lta EY':E 0 11 b10 bS hi hT b6 b5 25 YCF EG DECAY -INIT TOUCH SENS, 0 ™~ 53
P8  [WOF EG SLOPE -INHT TOUCH SENS. 0~ 63
27 [VCF AFYER TOUCH SFLECT DICUTOFF), H{MGINT)
EO=LSB h11=MSE 28 VCF CUTQFF-AFTER TGUCH SENS. { ~~ 1§
Of — max) ~ 2048(0) ~ 4095{ + max) 29 | WCF MG INT-AFTER TOUCH SENS, 0~ 15
30 | TOTAL LEVEL 0~ &3
3. CHECK SUM(1 Byte) 31 VA EG ATTACK 0~ &3
Lower 7 bits of sum of data after function ID to before check sum. 82 | VCA EG DECAY 0~ 63
33 VO A FG BREAK POINT 0~ §3
4. NAME FORMAT(S bytes) ad WCA EG SLOPE 0 ™~ 63
15t byte = 1st character:8th byte = 8th character. All characters 0 | VCAEG SUSTAIN 0~ 83
, . - 36 | VCAEG RELEASE 0~ 63
must be 7-bit ASCIlinthe range of 20H 1o 7FH, excluding 22H, 2AH, a7 VEA DECAY KEYEOARD TRACK D~ 53, 64~ 127 (B4~ 1
and 3FH. 38 | VCAEG ATTACK -INIT TOUCH SENS |0~ B2
5 PGM DATA MEMOREY MAP {fﬂr each hﬂnh}l 34 VYCA EC DECAY -INIT TOUCH SENS. 0™~ f3
M) |VICA EG SLOPE -INIT TOUCH SENS 0~ B
AbaC-ube AJdresk - flase Address st buiIcune 3 261 s H T.LLVELAINITIAL TOUCH SENS, 0~ 83
s m20ounD | ML s ma | e risogwn 42 VCA RELEASE KEYBOARD TRACK 063 64~ 127 (- B4 ™~ —1)
: | 2 I 3 | ’ " ' 43 [VCF MG WAVE FORM OISINE} ${TRI). 2{SQUARE]
| e | T E————— 44 | TOTAL LEVEI-AFTER TOUCH SENS. [0~ 15
L Lampn | 45 BENDER-VCF SWEER INT 0~ 53
J L_ 46 | PITCH BEND RANGE 0~ 12
e emasan T e 47 | OSC MG WAYF FORM O{SINF}. H{TRI), 2{STUARE])
| | —_
SOLAE 1 | .__-h,-,,f,l,m:. i I -r._-l
| | :
. I . I = Mumber ol Sounds 11 =~ - g-
o Sound Wil Lengih -
[ | I : r"'l
I soure sian | | |
| Ll - A I | |
I"_'"_"" I
! —cap Slarl Address | Laop congin [
| - -t L
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USING THE SYSTEM EXCLUSIVE MESSAGES

B The DSM-1 handles the following information as system exclusive

messafes.

Data that can be transmitted and received.

The DSM-1 sends data upon receiving particular request messages.
The D5M-1 also changes parameter settings upon receiving partic-

ular data.
MODE DATA

MULTISOUND LIST

ULTISOUND
PARAMETER DUMP

PCM DATA DUMP

PROGRAM FARAMETER
DUMP

COMBINATION
PARAMETER DUMP

»{nformation to indicate the current mode

of the unit. This message is also used
when designating combination or pro-
gramtic be edited. This data is sent when
a MODE REQUEST is received.

: A list of muliisounds in the DSM-1 sys-

tem. Sentwhena SCUNDLIST REQUEST
message is received.

: The parameter data for one multisound

in the DSM-1 system. This is used, far
instance, when computing PCM data
addresses.

Sentwhen a MULTISOUND PARAMETER
REQUEST is received,

: Refer to PCM data within the specified

area of DSM-1 PCM data memory. Sent
when a FCM DATA REQUEST message
s receivad.

: Reters to data for a single program pa-

rameter data ¢ontained in the cutput
buffer. Sent when a PROGRAM PAR-
AMETER-DUMP REQUEST is received.
If the DSM-1 receives this data, it stores
it in the program output buffer (not di-
rectly in program memaoery).

: Parameter data contained in the com-

bination output buffer. This is sent when
a COMBINATION PARAMETER RE-
GQUEST is receaived,

Crata that is only transmitted.

This data is sent upon receiving particular system exclusive mes-

S58ges.

DEVICE ID

MODE DATA

COMEBINATION/PROGRAM :

LIST

PROGRAM NAME LIST

EATA LOAD COMPLETED :

DATA LOAD ERRCRH

WRITE COMPLETED

DATA PROCESSING
COMPLETED

: Name of device, sent when DEVICE D

AREQUEST i= received.

: Data indicating DSM-1 mode, sent when

MODE REQUEST is received.

List of program names or combination
names in memory. This is sent when a
COMBINATION/PROGRAM LIST RE-
QUEST is received.

: The program name list from program

memory, sent when 2 PROGRAM NAME
LiaT REQUEST is received.

Indicates successful reception of data.
This is sent when “send/receive
information” is received.

: Indicates a problem with data reception.

This is sent when there is a format error
or check sum error, or whep a message
which 15 not acceptable in the current
mode |5 received.

: Hesponse to PHOGRAM WRITE RE-

QUEST, COMBINATION
QUEST.

WRITE RE-

: Response to DATA PROCESSING RE-

QUEST

Data that is only received,

These are "request messages” which ask the DSM-1 for information
or cause a change in some aspect of DSM-1 aperalion.

DEVICE ID REQUEST :

PLAY MODE REQUEST :

PEVICE ID REQUEST.:
MCDE REQUEST !

A request far the DEVICE ID of the re-
ceiving device.

Changes DSM-1 mode 1o the play mode.

A request for DEVICE ID

A request for MODE DATA,
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MULTISOUND LIST :
REQUEST

MULTISOUND PARAMETER
REQUEST

PCM DATA REQUEST

PROGRAM NAME LIST
REQUEST

COMBINATION/PROGRAM :
LIST REQUEST

PROGRAM PARAMETER
REQUEST

PROGRAM PARAMETER
CHANGE

PROGRAM WRITE
REQUEST

COMBINATION WRITE
REQUEST

DATA PROCESSING
REQUEST

WRITE REQUEST

A reguest for the multisoud list_

A request for a multisound parameter
dump.

: A request for a PCM data dump.

: A request for the program name |ist.

Information to reguest transmission of
a COMBINATION/PROGRAM LIST,

: A request for a program parameter

dump.

: Change parameter values in the pro-

gram autput buffer.

: Information to write the data contained

in the praogram output buffer into the
program memory. After writing is com-
pleted, a WRITE COMPLETED message
5 sent.

' infarmation 1o write the data contained

in the combination cutput buffer into the
combination memory. After writing is
comptleted, a WRITE COMPLETED mes-
sage is sent.

: informationtotransfer orto process data

in the PCM data memory., After proe-
essing is completed, a PROCESSING
COMPLETED message is sent.

: A requestio write data fromthe program

output buffer to program memory. De-
pending on the program nunmber re-
ceived, the response will bhe WRITE
GCOMPLETED or WRITE ERROR.

M Using these system exclusive messages you can exchange data
with a computer equipped with a MIDI interface and suitable soft-

WHre.

B Connections are as shown here,

Computer

T b—=— M
MIDI -
Interf M0 Mo DSM-1
niarmace
N [ out

B DSM-1exclusive messages usethe send/receive channel numbers

determined by SYSTEM

maode SYSTEM MIDI CHANNEL. These

must match on the computer in arder to send and receive system

exclusive messzges.

Messages on the wrong channels are ig-

nored. (They are not affected by the channel mode message OMN]

mode.}

Important Note:

 Unpredicable behavior may result if you send data

to the DEM-1 that is owtside the specified bounds,
Check your data if strange things are happening.
There could also be bugs in the software.

Messages

Hemote Edi

Made Other Modes

Playmaode

DEVICE D REQUEST,
DEVICE (D

MODOE REQUEST,

MODE DATA,

OTHER SYSTEM
EXCUSIVE MESSAGES
MICI MESSAGES OTHER
THAN SYSTEM EXCLUSIVE

Q X

o O O

O
O
X

o x> O




BTypical applications;
(1) To edit PCM data.

| DSA-1

Camyputar

@ Canfirm proper connection from computer to DSM-1,

‘ Device |D Hequest -

- s smemmee—s — ——— Device 1D |:
® Put the DSM-1 inte thte PLAY MODE,
[ Dala | -
- . Dala Load Gm;lplaled—ll

® Seng a MULTISOUND LIST REQUEST to find out what multisounds
are in DSM-1 memory.

MulliSaund List Requesl -

- Multi Sound List L

® Send a MULTISOUND PARAMETER REQUEST to find the sounds
in a multisound and thair ssampling frequencies, loop positions,
and other data._

Muhi Sound Parameter Requost - R

- Muiti Sound Parameler Dump

& Send a PCM DATA DUMP REQUEST to find the absolute address
of a sound that you wish {o adit.

| PN Data Request -

- FCM Data Dump

@ Edit thte PCM data, loop point, etc.

® Send the edited PCM data to the DSM-1,

L FCGM Data Dump — --- Se et e ——

- Data Load Completed

& Send the edited Multisocund Parameter to the DSM-1.

FMulti Sound Parameler Dump -

Data Load Competed

® Send a MULTISOUND LIST if the edit resulted in a change in the
MULTISCUND LIST,

]. Multi Sound Listi Load -
L o

- Data Load Completad

® END.

(2] To edit program parameters.

Computer -

I—— - 8

- DEM-1

® Confirm proper connection from computer to DSM-1,

Device IC Reguest o=

- - - Device IO

® Put the DSM-1 into the PLAY MODE.

Mode Data - .

- - Data Load Complated
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@ Select program to be edited, and call the program by MODE DATA.

f

[ Mode Data .

- Dafa Load Cc:mpfetedj

L p—

& Send a PROGRAM/COMBINATION LIST REQUEST to find oul what
program are in the DSM-1.

|l Program/Combination List Ragueast g—.._ Cee e

- {_Prngram Mame List

& Choose the program that you with to edit and use the PROGRAM
CHANGE message to change to that program.

i" Pragram Changde e

® Send a PROGRAM PARAMETER DUMP BREQUEST to find out the
program parameter values of th eprogram that you wish to adit.

Program Paramster Bagquest — -

~nlf Frogram Parameter Bump

® In order to monitor the program being edited, select the combi-
nation which includes the program to be edited, and execute a
COMBINATION PARAMETER DUMP.

Lﬂﬂmbinaimn Parameter Dump ’l e — e

--—— Data Load completed
I

-

® Edit the Parameter Yalues and transfer them.

Program Farameter Change -

@ Finish the edit and write the program.

Write Request -

- ,r_wr-ile cmmplatadw

& END



ERROR MESSAGES

1. WHEN AN EAROR MESSAGE OCCURS WHILE READING DATA (LOADING) FROM THE DISK:
remove the disk, then re-insertitand retry the disk reading procedure. Ifthe error persists, clean the heads using a dual-sided
head cleaning disk. then perform a DIRECTORY operation {DISK UTILITY MODE Function #3, #4, #5, #6 or #7 as appropriate)

until the error disappears.

the old disk tor reading data only.

. WHEN AN ERROR MESSAGE OCCCURS WHILE SAVING DATA TO A DISK:
there is a danger that other data on the disk may be adversely affected. Therefare, use a new disk to save the data; retain

MESSAGE

MEANING

Disk Not Ready
set Disk or Press NO

There is no disk set in the drive. Set 2 disk
in the drive ar press NO key for 3~ 4 min.
when disk is set.

Protect Tab Sat

Format, save and delete functions can not be
carried out because the disk's Protect Tab is
open. Close the tab.

Protecied Disk

Sawe and delete functions can not be carried
out because the PROTECT DISK Function
(DISK UTILITY MODE Function #2} is set to
"SET". Using this function, select “RESET".

Disk Data Error

A data error has been caused by dirt on the
sk or damage to the disk, or the disk drive
heads are dirty.

MNo File Exiats

The filename selected does not correspond
te a file on the disk. Enter the correct filename
ar insert the correct disk.

Too Many Files

With a Work disk, you cannot save any more
files becapse it already contains the maximum
number of files. Use a new disk, or delete
files on the disk to maka space.

Disk Full

With a Work disk, you cannot save any more
files because the files now on the disk occupy
too much space. Uise a new disk, or delete
filez on the disk to make space.

Cisk Type Error

The type of disk (Performance, Work or
353-1) in the disk drive differs fram the disk
type required for the current operation. Insert
the correct type of disk.
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TROUBLESHOOTING

If no sound is output:

If you are unable to format a disk:

& check that the DSM-1 is properly connected to e check that the disk is properly inserted into the disk
headphones or an amplifier. drive, and that the drive is locked.

» ensure that the setting of the MIX VOLUME control » check that the Protect tab on the disk is closed.
on the front panel is above zero. e checkthatthe appropriate type of disk is being used.

e check that data from a performance disk has been
loaded, or that you have created a waveform in the If you are unable to save data to a disk:
internal memory, using harmonic synthesis or e check that the disk is properly inserted into the disk
sampling. drive, and that the drive is locked.

e i playing the DSM-1 from an external MIDI device, e check that the Protect tab on the disk is closed,
check that the DSM-1's MIDI receive channel is the e check that the disk has been correctly formatted for
same as the MIDI transmit channe! of the external use with the DSM-1.
device (see COMBINATION MODE Function #03). e check that the Protect Disk function is set to RESET

¢ if the timbre you are playing is assigned to a spec- (see DISK UTILITY MODE Function #2).
fied range of the keyboard, check that you are e checkthatthe appropriate type of disk is being used.
playing keys within that range.

¢ when monitoring via an Individual Output, check that If you cannot get (load) data from a disk:
IQ:;E”;&ZTE:?ES Ia%gggtiizin:; ;; :T:;;EPGT . ch.eck that the digk is. properly inserted into the disk

¢ when using a footswitch or audio trigger to play a drive, and the drive |5.Iacked. N :
sound, check that the footswitch or audio trigger is * checkthatthe appropriate type of disk is being used.
assigned to the correct note, MIDI channel and ve-
locity for the Timbre you are playing, and the correct
footswitch type has been selected (see SYSTEM
MODE Function #5}.

NOTE:

Cross-references are indicated by terms printed in capitals.

ABORT
A/D CONVERSION

A/D RESOLUTION

AUTO ZERO CROSS

L
l

: otop {cancel} an operation or function.

» Conversion of an analog signal into a
digital signal.

: The fineness by which A/D CONVER-
SION is carried out. The higher this va-
li:e, the more accurate isthe conversion.

 Facilily to automaticatly search for a

SEARCH ZERC CROSS PGINT in & sound, for use
as a LOGP point.

ADDRESS : Indicates the position of a WORD in a
sampled sound.

BANK : A type of memory storage, with a ca-

BACK AND FORTH

CLEAR BANK

CME (1

G a1

pacity of 258,000 WORDS., The DSM-1
has four banks.

: A LOOP played alternately backwards
and forwards, to create a smoother
sound.

: Bemove all data from a BANK, usually
in order to use the empty BANK for
synthesizing a new SOUND.

: Display message indicating COMBINA-
TION 01,

:Display message indicating COMBINA-
TION 01,
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COMBINATION

DELETE

R

DISK STATUS

DSS-1 SYSTEM

ERASE

FORMAT

GET

HARM

 Acombination of upto 4 TIMBRES, which
can be played simuitaneously in 3 vari-
ety of configurations. Each TIMBRE can
be assignedto a selected position anthe
keyboard, with its own velocity setting,
MIDI channel and number of voices.

: Erase the contents of a disk, usually in
arder to use the disk to store new data.

: Display message indicating Directory
tof multisounds, for example),

: The condition of a disk [its format type.
and the amount of vacant memory
space)j.

: A SYSTEM of data created on a KORG
33-1 Digita! Sampling Synthesizer,

: Empty the DSM-1's internal memary in
order to make space for the creatign of
new waveforms, eic.

: Prepare a disk for use as a PERFORM-
ANGE DiSK or WORK DISK. This opar-
ation deietes all existing data on the
disk.

: Load the contents of a disk into the in-
ternaf memaory.

: Display message indicating HARMON-
ICS.



HARMONICS

HARMONICS DATA

HARMONICS TABLE

KEY WINDOW

LINK

LOAD

LOOP

MIX

MONITOR

MULTISCUND

ORIGINAL KEY

QUTPUT BUFFER

QUTRFUT MODE

OVERWRITE

PCM

PERMANENT

PEAFORMANCE DISK

PLAYBACK

PROGRAM

PROTECT

PN

» The individual pure tones (sinewaves)
which combine to make up a waveform.
The first harmenic (fundamentzi} gives
the basic frequency of the waveform.

:The frequency and level of sil HAR-

MONICS which make up a waveform
synthesized on the DSM-1,

: A preset group of HARMONICE which
create a saelaected waveform {e.g., Saw-
tooth, Square, Metal) on the DSM-1.

: A parameter indicating to which section
of a keyboard each TIMEBRE is assigned.

: To join two SOUNDS together, so that
they are heardin succession whena key
is piayed.

' Transter data from a disk into the intar-

nal memory. Curing loading, all other
operations are impossible.

: Continuous repeat play of a selected

part of a wavefarm. The 5M-1's wave-
form memory himits the length of =z
sampled sound; with the use of a LOQP,
a sound can be played to any length,

: To blend two SOUNDS together, so that

they are heard simultanecusly when a
key is played.

: To temporarily use a program for mod-
ification of a waveform. This function is
for listening purposes only, and is not
memorized.

‘A completed scund source, comprising
a group of up to 16 SCUNDS. The total
tength of these sounds must not exceed
the memory capacity of a BANK.

' & position on the keyboard to which a
sampled SOUNG is assigned, and can
e played at its original piich.

A “working area” where programs and
combinations are edited. Data in this
area must be written into memaory in
order to be preserved and saved onto
sk,

» Indicates how the 16 Individual Cutputs

are used, in five modes. Each SOUND
can be output separaiely. TIMBRES can
share outputs in a variety of configura-
t1ions.

: Write new data upon existing data; the

existing data will be erased by this
Process.

: Pulse Code Modulation. The means by

which waveform data is stored in the
DSM-1.

: Indicates that a new parameter setting

has been stored, erasing the existing
parameter setting.

: Disk intoffrom which the entire intermal

memary of the DSM-1 is transferred.

: Use a fooiswitch to play a note at & se-
lected pitch (as if it were functioning as
a selected key on a keyboard).

'+ A set of data relating to parametars such

as VCF, VCA, MULTISCUND Assign, etc.
This data is used to modify a MULTI-
SCOUND.

: A functicn which prevents data stored

on a disk from being alitered or deleted.
“Soft Frotect” in which the FORMAT
operation may still be executed, s done
in the DSM-1's Disk Utility mode. “Hard
Protect”, in which the FORMAT opera-
tion may not De executed. is done by
using the protect tab on the disk itself.

: Display message indicating PROGRAM

a1,
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RECOVER MEMORY

REL. PARAMS,

REPLACE SOUND

RESAMPLE

REVERSE

SAMPLE

SAMPLING FREQUENCY

SAVE

SEARCHING

SOUND

SYSTEM

SYSTEM COMMON MIDE
CHANNEL

TIMBRE

TOP KEY

TRIGGER

TRNSINTRS

TRUNCATE

VOICE ASSIGN

VOICE COMBINE

: Display

: Transpose/Non-transpose.

:Delete unused portions of a SOUND

{after A TRUNCATE OCPERATION) to
CONSRrve Memory Space.

message ndicating Belative
FParameters. These allow individual ad-
justment ofthe tuning, volume and cutoff
frequency of SOUNDS within a MULTI-
SOUND.

t Replace a SQUND within a2 MULTI-

SOUND by another SOUND.

: Retry sampling of a SOUND within a

MULTISGUND,

: Play a sound backwards, similar to re-

varse play on a tape recorder.

: Digitally record an audic signal input

via the DSM-1's Audio In, for use a=s a
SOUND.

: The rate at which a sound is sampled,

expressed in WORDS per second. The
higher this value, the better the sound
quality {more high frequencies may be
preserved). However, at high sampling
rates more wave memory is used,
therefore the sampling time will be re-
duced.

rTo transfer the contents of the internal

memery onio a disk {actually the data
is copied rather than transferred, and
remains in the internal memory until it
15 erased),

: Display message indicating that the

OSM-1 i jn the process of lecating a
selectad name or ZERD CROSS POINT,

: A single sound, either sampled or syn-

thesized; up to 16 sounds can be as-
signed {0 sections of the keyboard, to
make up a MULTISOUND. The DSM-1
can REVERSE, LINK or MIX individual
sounds,

A setl of data comprising all the data
needed to play the DSM-1, including
MULTISOUNDS, PROGRAMS, COMBI-
NATIONS and MIDI sattings.

: MIDI channe! used for reception of

COMBINATION change messages or
System Exclusive messages.

' On the OSM-1, this indicatez a PRO-

GRAM to which a MULTISOUND has
been assigned. Four TIMBRES may be
playved together as a COMBINATION. In
reqular uzage, timbre means the fone
or calar of a sound,

: The upper limit to which 2 sampie may

be transposed above its original pitch.
It a sample is played ai the SAMPLING
FREGUENCY at which it was recorded,
it wil!i be heard at its original pitch. A
higher frequency of playback will raise
the pitch of the sample. The DSM-1 has
a maximum playback frequency of 64
kHz; therefore, this limits the pitch up to
which a sample may be transposed.

: Use an audio sygnal 1o ‘play’ a selected

note. When the signal, sent to the DSM-1
input, reaches a selected level, the note
is played.

selects
whether a sound will be affected by the
pitch of the keys {TRNS) or will be play-

able at its original pitch only, regardless
af the key pressed (NTRS).

: Shorten a sample by setting its Start and

End points. The unused data will still be
present in the mamory, unless the RE-
COVER MEMORY operation is executed.

: Select how many voices of the 16 avail-

able may be played by each TIMBRE.

: Enables voices 1o be "shared” by two

ar more TIMBRES.



VELOCITY

VELOCITY WINDOW

VIEW AND €DIT

WAVE MEMORY

WORK DISK

WORKING BANK

WORD

XFL

ZEROQ CROSS POINT

: The speed at which a key is played. Also

known as Initial Touch, Vaiume, cutoff
frequency, envelope length and auto-
bend may be affected by velocity.

' Allows setting of the upper and lower

VELOCITY limits between which a TIM-
BRE will sound.

1 Select, view (on the LCD) and edit data

existing at each address.

: Internal memory used for storing sound

source waveforms such as SOUNDS or
MULTISOUNDS, The =size of unused
wave memory decides the available
sampling time.

Disk used only for the storage of “raw
material” such as S0OUNDS, MULTI-
SOUNDS or HARMONICS DATA. This
data may be used for the creation of
TIMBRES and COMBINATIONS.

: BANK 1o be used for creation and editing

of a SOUND or MULTISGUND. This BANK
should first be cleared of all data.

: The basic single unit of sampled data.

For example, at a SAMPLING FRE-
QUENCY of 32 kHz, 32,000 words are
recorded par second.

: Display message indicating Cross Fade

L.ength (the length of crossfade at each
end of 2 LOOP).

: The point at which the level of the

waveform is zero, a waveform graph
would show this as the peint at whichthe
waveform crosses the horizental axis.
This makes an ideaf LOCP point, and
may be sslected automatically using
AUTO ZERC CROSS SEARCH.
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[Digital Sampling Synthesizer Module] Date : 87/4/24

. Model DSM-1 MIDI Implementation Chart Version: 1.0 +
Function Transmitted : Recognized Remarks :
e s Eintesberhsbesh s - - !
: Basic Default 1 I 1 | * +
+ Channel Changed : 1-16 : I-16
———————————————————— e e e e — e
: Default : : 3 : :
« Modge Messages : ¥ : X : :
Altered o XXXLXYIYINLCX ¢ :
———————————————————— D T e Bimhaie i et
MNote s 0 -127 (NDTE 112)
Number True voice YXXXLXXXLXEXXy O - 127
e fm————————— - +-—————m——————e '
: Velocity Note ON : X : O V = 1-127 :
: Note OFF e : X :
§—— e e - Fm—— e — t——em—————— :
v After Keys : X : X : :
« Touch Channels : X : 0 : (NOTE 1.2) :
———————————————————— T et T e
Piich Bender X 0 - 12 semu {NOTE i)
———————————————————— e e e e — = m b — — — e
| ¥ : 8 : OSC Modulauon
: 2 X : O : VCF Modulation :
! Control F X : O i Volume :
: 64 X ; O : Damper pedal switch '
: Change 66 x O i Sostenute pedal switch
{(NOTE 1,2} :
f—— f——— == o e e e e —
Prog X ; © 0-127 (NOTE 1.2 :
Change : True # EEXXLEXXXXyxx 0-31 :
———————————————————— o e e e e e e e
System Exclusive 0 . O :
———————————————————— D i et e
© Song Pos X : X
, System - Song Sel X : ¥ :
: Common - Tune : % : ¥ :
e f———————————— - ———————= +————m——————————
+ System - Clock X : X
: Real Time - Commands )4 ' X
———————————————————— e S T ek
: : Local ONJOFF X : X :
« Aux + All Notes OFF X ') 123 - 127 (NOTE 1)
« Messages © Active Sense : X : 0 : :
: Reset : X : X
e iy $m————— t————— s s e :
« Notes ' 1. Channel Message is received through the MIDI channel specified for each
timbre, Program change can also be received through System Commoen :
Channel, and functions as a Combination Change. :
: 2, Receiving range of Note OnfOff, On/Off of Channel Pressure, Modulation, 3
: Program Change can be specified for each Timbre in the Combination Mode.
B e o i e e e e +
Mode | : OMNI ON. POLY Mode 2: OMNI ON, MONO o : YES

Mode 3: OMNI OFF, POLY Mode 4 : OMNI OFF, MONO X : NO



KORG Distributors List

ANDOHRRA

Karrggal

Avinguda Meritxel!!. 25 ANDORRA LA VELLA
tPrincipat d'andorra)l

Phone: 20132-22115

AUSTRALIA

Music Link Auvsirabia Piy. Lid,

42 Victaria Streel, Richmaond, Vigtoria 3121
Phone: [(33) 429 5295

AUSTRIA

Waigs & Kadlec

Triester Sirasse 261, 1232 Wien
Phone: 022276745358

BAHARAIM

Marshall Boutidue

P.O. Box No. 925 Governmen! Hogg
Pone: 251664

BARBADGS

A & B Music Supplies [id.

Hadley House, Prince Alired St Bridgaiown
Phone: {B09] 427-5384/423-5217

BELGIUM

Cormnx Music Impott
Grole Markt 5, 3600 Genk
Phone: (011} 357736

BERMUDA

Riihiluoma's The Music Makers
Queen St, Black Sione 1617 Hamilton
Fhone: {B0S3-29) 5-0840

BRASIL

Franz Purwin

Caixa Postal 14475

22 412 Rio de Janeiro - BJ BRASIL
Phone: (021) 267-1939

CANADA
Erikson {A Division of Jam Industries Ltd.}

373 Isabey Street, Sl-Laurent, Quabec, Canada

HAT 1¥1
Phone: 514-738-3000

CANARY ISLANDS

Musicanarias S.L.

Posl code 38004, Rambla de FPulide 60, Santa
Cruz de Tenerite

Phones: (922 27 06 09

CHILE

Industrias Musicales Arrlagada
Moneds 720 Of 110 EP, Santiago
Phone: 331819

COSTA RICA
Almacen J M. Acuna V.
Apartade 926, San Jose
Phone: 24-88-092

CYPRUS

Lean's Music Stores

F.O. Box 1440, Limassol
Phone: 51-73111, 051-66079

CZECHOSLOVAKIA
Meadia

Strakonicka 510

160 Q0 PRAHA &
Fhona: 54 53 46-8

DENMARK

Hagstrom MUSIK EN GROS
Drasundsvei 148, DK-2300 kabenhavn S
Phone: Q1/5545812

ECUADDR

Casa Musical Victor Freire
P.O. Box 8521, Guavaquil
Phone: 522572

EGYPY

Al Fanny Trading Office

(Abdallah George Youssef)

PO Box 2904, E1 Hormieh, Heliopolis Cairg
FPhone: BS7B03

El SALVADOR

Almacenes Siman 3.4 de CY.
P.O. Bex (08) 800, San Sajvador
Phone « 22-0/55

ENGLAND

Fase Marris & Co., Lid.: KORG (LK)

32-34 Gordon House Road, Londonr Nwa 1ME
Phaorg 01-267-0152

FLI ISLANDS
CINEPHOTO ELCTROMICS
Dy aof South Sea Souvenirs
PO Box 268, Suva City
Phonie: 24305, 25260

FINLAND

Kaukomarkkinal Oy

Kutojantie 4, SF-02630, ESPOO 63
Phone: 388-0-5237 11

FRANCE

Gattare| Musique S4

Z.l. des Bathungs, 12 AV, Alsace-Lorrame,
95210 Samt-Ouen-"Aumans

Phone: (1) 30. 37, 2B, B5

FRENCH POLYNESIA
CONSCIENCE MUSIC SHOP

Fue Jeanne d'Arvz, PO Box 1860
Papeete Tahiti

Fhane: 2. 85 53

PEOROMN MUSIC HOUSE
B.P 2725 Papeete Tahiti
Phone: 3. 7185

GREECE

Bon Sludro

B Zaimi 8ir_, Athens 10883
Phane: 3633 572

HONG KONG

Tom bLes Music Co_, Lid,
15/F., Werld Shipping Centre.
Harbour Gity, 7 Canton Road,
Khnowrgon

Phone: 3-7221098

HUNGARY

KONSLIMEX

Hungarian Foreign Trade Comapany
1441 Budapesl, P.O. Box 58

Phone; SaB-511

ICELANTD

Tonkvisi

Lapfasveg: 17, 107 RHeykjavik
Phone: 25336

ITALY

CGD Messaggerie Musicali apa

via M. F. Quintiliano, 40, 20138 Mildane
Fhone: 02750841

ISRAEL

sommerfeid Music Centre

8. Ben-Yehuda Road, Tel-Aviv
Phone: 29687¥5

JORDAN

Forelise Music Centera

PO Box 3152, Jabaf Amman, Amman
Fhone; 604955

Twang Mugic Center
F.0.Box 35034, Amman
Fhone: 644201

KOREA

While Tiger Enterprise Co.

81-2 Yunhi-Dong, Sudaemoon-ku Secul
Fhone: 322-557

KUWATI

Technice Tranding Co., Lid.

PO Box 5032, KUWATI, Arahian Gultf
Phone: 423817

LEBANON
Antoun's

Sadet 51. Ras Beirui
Fhonea: 232417

MALTA

Audio & Auld Sound

81 ¥Yillambresa Street, Hamrun
Fhong: 606457

MEXICO

Casa de Musica, 5. A de GV,

Bolivar No. 75, cod Postal 06080 Mexico, D.F.
Phone: 512-73-37, 747-23-17

{-asa Veerkamp, 3_A.

Grandes Almacenss de Musica
Mesones 21, Apartado Poslal M-851
Mexico 1, D.F.

Fhone: (91-5) 5853311

Casa Wagner de Gradalajarza, S.A.
Corona 202, Guadalajara, Ja!
Phone: 13-14-14

NEW CALEDONIA

SOUND PACIFIC

38 Rus de Sebastapol Noumes
Phone: 27, 23 93

NEW ZEALAND

Gustam Music Limited

PO Box 2648, newmarkel, Auckland 1
Phone; 500-272, 500-535

NORWAY

Hagstrom Musikk A/S
Madderudvn 63, 1347 Hosie
FPhone: 248090

PANAMA

Copmpania Alfare, § A.
Apartade 200, Panama 1.
Fhone: 23 0282

PARAGUAY

Music Hall SAIC
Palma B&7, Asuncian
Phone: 46-715

PHILIPPINES

Universal Syslem Producta Corporation
2nd Figor, Natividad Building

2308 Pasong Tamo Exlenston

Fhoneg; 86-75-67, B7-98-41

PORTUGAL

Diapasac Instrumentos Musicais, Lda.
AV, doao XX|, 45-A

1000 lishoa

Fhone: 86 50 28, 80 52 (33

POLAND

Centrala Handiowa Preremysiu Musycznego
ul, Otuga %, 00-263 Warszawa

Fhoneg: 31-15-73, 31-32-31

R.O.C

Hai kyos Musical Instrument Co. Ltd.
2nd F_, 23 Sec 1. Chung Hsiao-West
Road. Taipel, Taiwan

Phong: 02-3714-3113

REP. OF SOUTH AFRICA

Hohner (South Atrica) (Pty ) Ltd.

Znd Fioer, Mayveen Hoose, 180 Presidend
Streel, (cor, Nugget Street} 2001 Jahannesburg
Phone: 402-3726

SINGAPORE

City Music Co. Pte | Lid

1 Sophta Bead #02-12/13 Peacs Cantre.
Singapors 0922

Phane; 337 7058, 337 7545, 337 3540

SPAIN

Lelusa SA.

Las Fraguas s/, Apartado de Correps 125,
Alooreon {Madrid)

Fhome; {81} 612 3376

SWEDEN

MUSITECH AB

Maiambargsgatan 4, 5-211 38 Maimo
Phone; 040 706 25

SWITZERLAND
Musik-Mayear AG

Spitalsir. 74, 8952 Sohiieren
Fhane: 01 73 55 05

SYRIA

Meka Music House

MORDITCH KAZANJAN

P.O.Box No. 340, Shouhada S, Azizieh Aleppo
Phone; 20861

Sarkis Kalaydjian
102 Materniie 5t (Meydan), AMeppo
Phone: 43357

THAILAND

Eeh Mgiep Seng Lid., Pari.

Ne. 110 Nakorn Kasem Soi 1 Bangkok
Phone: 222-5281

THE NETHERLANDS

Milestone B\

Gildenwag 16 Zwijndracht, P.O_Box 267
Frhone: (078 10 0044

UA.E

Abdulla Suttan Al-Sharhan
Music Gallery

PO RBox 1675 Dreja-Dubaj
Fhone: 221308

UusS.A

KORG U .8 A Inc

89 Frost 51, Westbury, New York 11590
Fhone; $16-333-8100

URUGUAY

Man/Fozze Internacional
Casilla de Corrag 6243, Montevides

WEST GERMANY

Muzik-Meyer GmbH

Fostfach 17249, 35560 MarburgfLahn
Phine: 06421/871051



N O T I C E

Korg products are manufactured under strict specifications and volt-
ages required by each country. These products are warranted by the
Korg distributor only in each country. Any Karg product not sold with
a warranty card ar carrying a serial number disgualifies the product
sold from the manufacturer’s/distributer’s warrantly and liability. This
requirement is for your own protection and safety.
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