7 ‘ Music Disk Recorder

The Music Disk Recorder (M.D.R.) is a sophisticated recording device built into the Electone
that lets you record your performances. The Music Disk Recorder not only records the notes
you play: it also remembers the voices and rhythms you select, the front panel controls you
change, as well as all Expression Pedal, Footswitch and Knee Lever positions, to reproduce your
performance exactly as you play it.

I Before Using the M.D.R.

The M.D.R. records all your performance data to disks. A blank disk has been included with your
Electone for you to record your performances.

Inserting the disk:

Put the included disk, face up, into the disk slot under the M.D.R. Note: Either double-sided double-
When you wish to record to a disk, make sure the disk's Write Protect density (2DD) or double-sided high-
tub is set to OFF. Setit to ON when you wish to protect valuable data | density (2HD) 3.5-inch microfloppy
from being accidentally erased.

disks cun be used with the M.D.R.

Floppy Disk

Shutter

Write-protect tab

Write-protect ON Write-protect OFF

»
|

LED lights briefly when disk is inserted.

Ejecting the disk: Floppy Dgisk slot
To remove the disk, press the Eject button next to the disk slot, — 1 — ﬁ‘
(Do not try to eject the disk when the LED is 1it.) 1! wﬁ_ e
N =l E
Disk drive LED Eject button
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CAUTION:

@® Do NOT eject the disk during recording or playback. Doing so may damage both the disk and
the M.D.R.

@ Do NOT turn off the Electone while the disk is still inserted. Always eject the disk before turn-
ing off the Electone. (See page 100 for more information about floppy disk use.)

I Formatting a Disk

Before recording a performance to your blank disk, the disk must first be formatied.

To format a disk:

1 o Putthe disk, label facing up, into the disk drive.

RECORD PLAY
2. While h()]dlng down the SHIFT button, press the ufbER  1oWem  PEBAL CONTROL UPRER LOWER PEDAL CONTROL _ SHIT
FORMAT button. L L T :i] {
SONG FROM SGHG DFL.
REPEAT e copi— vV 1y s

This step puts the format operation on stand-by, indi-
MUSIC DISKHECDHDEH ] = - - -

cated by the dashes in the M.D.R. display and the enbise STO,, O smsemet _R cosrimar
flashing LED above the FORMAT button. =

- TEMPO + FQRMAT
3 o Pressthe FORMAT button again to begin formatting. | RECORD LAY o
UPPEP LOWEP PEDAL CONTROL UPPEH LOWER PEDAL CONTHOL SHIFT
The LED above the FORMAT button stays lit. The \D DO
number " 160" appears in the M.D.R. display and Reear ke corv— SoHa D&
counts down to "001" as the disk is being formatted. MUSIG DISK REGORDER
When formatting is completed, operation returns 10 the e _sfe ol TSmGsnir o pahien
b B h — A 1
n >] [E
original STOP status. ~FFa- FoRMRT
P ORECOHDO . Py . PLAY ® ° a
{QPPEH LOWER PEDAL CONTROL UPPER LOWER _ PEDAL CONTROL [ SHIF'[
SONG FROM TO — SOMNG DEL.
REPEAT —SONG GOPY—
MUSIC DISK RECORDER 0
o ] (o] Q o
—PAUSE gToP PL,AY, SONG SELECT REGORD CUSTQM PLAY
(o] O] (=] [ )
- TEMPC + FORMAT

About the Shift Button

Some buttons on the M.D.R. panel have function names printed below the buttons as well as above
them. The SHIFT button allows you to use these secondary functions: Simultaneously hold down
the SHIFT button and press the button you wish to use.
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I Mdking a Recording

Recording with the Music Disk Recorder is as easy as using a tape recorder. In this section, you'll
learn how 1o record your first complete performance with the Music Disk Recorder.

To record a song:

1 « Set the desired registrations on the Electone.
Make all the Electone settings necessary {or the song
you will record.

2. Put a formatted disk into the disk slot.

3. Use the SONG SELECT (««, »»)buttons to
select the song number for recording.

Up to 40 songs can be stored on a disk. When a disk is
first inserted, song number 01 is automatically se-
lected.

4. Press the RECORD button.

The RECORD lamp Jights up and the PLAY and
CUSTOM PLAY lamps begin flashing, indicating that
the M.D.R. is ready to record.

S. Press the PLAY button.

The PLAY lamp lights up and small bars flash across
the M.D.R. display from left to right, indicating that
the M.D.R. is recording registrations and other settings
of the Electone.

36

Note: Up to 40 songs cun be stored on a disk. How-
ever, tho actual number of songs may be less if some

songs contain a large amount of data. (See page 99 for

more information about remaining memory.)

RECORD PLAY
UPPER LGWER PED&L CONTHOL LIPPEH LDWER PEBAL GDNTRDL SHIFF
SONG, FROM 1D SONG DEL.

REPEAT —S0NG COPY—

MUSIC DISK RECORDER E f

2 c
pAUSE  stop _ plAv SONG SELECT CUSTGM PLAY

i ill i
(0] [ |
TEMPO + FORMAT T
-, RECORD ~ 5 P
[UPPER LDWER PEAL CONDROL UPPER_ LOWER PEDAL GONFROL ST ]
FAOM 1O " SONG DEL,

REPEAT —SONG COPY—
MUSICDISKRECORDER 0 N

=] =]
PAUSE SIOP PLAY SONG SELECT RECORD CUSTOM PLAY

(] O] &) « feil L
T “TEMFO + FORMAT

Note: [ the song already containg recorded data, small
bars (- =) appear at the left side of the song number on
the M.D.R. display, and flash along with the song
number, 10 warn you that the selecled song number has
data recorded to it. To avoid erasing the data. cancel
the operation by pressing the STOP button.

RECORD - PLAY
up%sn Lg?usﬁ PEDAL _ CONZROL UPPER  LOWER  PéDaL cONTROL SHiFT
SONG scwe DEL
REFEAT bl SONG COPY—
MUSIC DISK HEGOHDER -—

jad
PAUSE STOP PLAY SONG SELECT HECOHD CUSTOM PLAY

] o B = Bl o) (L]

-TEMFQ + FORMAT




7 Music Disk Recorder

. . RECORD PLAY
6- After numbers appear in the display of the Re- en en e coleo ulben ihen pda colfeo _afi
corder, begin playing. oo Jgd0
. . . SONG FROM T0 SONG DEL.
Once the setup operation in step #5 is complete, a REPEAT —30KG CORY—
. ' . ' | -
number will appear on the recorder display indicating =~ W3¢ OISk RECORDER . .
h b . d f Th PAUSE STOP PLAY SONG SELECT RECORD CUITOM PLAY
that you can .eg.m recording your performance. The O] ©) [« [ J
number also indicates the amount of memory left on AET Y

the disk.

Note: The short time it takes to set up for recording is
recorded as well, causing a short pause before play-
back of the song.

If You Make a Mistake During Recording:

1. Press the PLAY button while the recorder is still g TR g pLAY or

Q
UPPER LOWER PEDAL CONTRCL UPPER LOWER FE%AL COIR’HOL

running. O OO DD g @

This stops the recording and returns you to the start- s ha co— SonG oeL

. . + C

ing point of the song. The letters "rE" (retry) appear ~ MUSIC DISK RECORDER
PABSE ST%P PL%V SONG SELECT HEG%RD CUSTO PLAY

on the left side of the M.D.R. display and the PLAY = [« @ @

and CUSTOM PL.AY LEDs start flashing, indicating TENRGs  FORNAT
that you can re-record the song.

2. Press PLAY again to begin re-recording the song.
Re-recording starts from the beginning of the song
and replaces the previously recorded performance

with the newly recorded performance.

FECORD PLAY
70 When you finish playing, Press the STOP button. UPBER _(OWER _PEDAL CONTROL USBER LOWER _ PEDAL CONTROL as
When the STOP button is pressed, both the RECORD [D L |j { [ ]
. . SONG FRCM TO SCNG DEL.
and PLAY lamps go out, and recording is stopped. REPEAT TR GoRY_
MUSIC DISK RECORDER
PAUSE  sToP  Plav SONGSELECT  RECORD cusTOM PLAY
| (o] B
- TEMPU + FORMAT

Note: When the available memory reaches "008" or
less, the numbers begin flashing to warn you. If this
huppens, stop recarding before the display reaches
000"

8 o Tohear your newly recorded performance, press
the PLAY button.
Playback will begin after a couple of seconds.
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Outline of M.D.R. Operation

Though the M.D.R. s as ¢asy to operate as a cassette tape recorder, it is far more versatile. Since it
records all Electone settings and control movements as well as the notes you play as digital data, it
allows you much more flexibility and control than even the most sophisticated tape recorder.
Basically, the M.D.R. independently records the following three types of data:

1. Registration data (including bulk data)

All registrations stored to the Registration Memory numbered buttons as well as the registration
currently set to the panel, arc recorded at the beginning of a song, before the actual recording of
your performance. Bulk data is also saved to the song with the Registration data. Bulk data in-
cludes: Registration Shift settings, Rhythm Pattern (User rhythms) and Rhythm Sequence data,
User voices, User Keyboard Percussion assignments and the settings on the Instrument page.

2. Performance data

The M.D.R. records your performance on the keyboards and Pedalboard of the Electone exactly as
you play it, even recording the strength at which you play the keys and how hard you press them
down while playing. The various types of performance data — Upper, Lower, Pedal and I.ead —
are recorded to independent "tracks," so that you can change any one of them without affecting the

others,
3. Controldata

All changes you make on the Electone during your performance are recorded in real time. These
include registration changes, and the use of the Expression Pedals, Footswitches and Knee Lever.

Separate Recording of Parts

You can also record the parts of your performance independently; for
example, tirst recording the chords and bass to the song (using the
Lower and Pedal parts). and after that recording the melody. This
function also lets you record Keyboard Percussion and performance
control data, such as registration changes and Expression Pedal
operation, separately from the other parts of the song.

To record parts separately:

1 ¢ Setup the Music Disk Recorder for recording, as youdid in the
section Making a Recording above.
The first steps in recording parts separately are the same as for
normal recording:
1. Memorize all the registrations needed for your performance to
the Registration Memory numbered buttons, and sct the registra-
tion that will be used at the beginning ot the song.
2. Insert aformatted disk.
3. Select the song number to which you will record your per-
formance.
4. Press the RECORD button.

&8

Note: Lead Voice 2 cannot be re-
corded separately, but is recorded as

Upper data.




7 Music Disk Recorder

2. Select the parts you wish torecord. e Py .
Pressing the RECORD button in this step automati- ’[%ER e E ﬁ E“‘L “’—L“"L‘ S
1

SONG FROM TO JONG DEL,
REPEAT — S0NG COPY—

cally sets up the M.D.R. to record the four parts below.
If you wish to, however, you can select individual parts ¢ pisk RECORDER .
for recording by pressing the appropriate RECORD e sioe el sowosHEGT  aecom cusToM v

buttons in the upper row. (For this example, press ’ 5] (=] Tmp T]
UPPER to cancel the Upper part.)

LEDs above selected parts light.

RECORD/UPPER

Selects performance data of the Upper keyboard, on or off.

RECORD/LOWER

Selects performance data of the Lower keyboard, on or off.

RECORD/PEDAL

Selects performance data of the Pedalboard, on or off.

RECORD/CONTROL
Selects Control functions (e.g., Expression Pedal and
Footswitch movements, and registration changes), on or off,

The LED lamps above the buttons indicate the record status
of the parts.
This example operation disables recording of the Upper part.

Part Recording for Lead 1/Keyboard Percussion Parts

Hold down the SHIFT button and simultaneously
press the appropriate button in the top row. The
two buttons (indicated in the illustration below)
function as Lead 1 and Keyboard Percussion selec-
tors in the record mode.

RECORD PLAY
o] Q s ] 5] < a

Jmocro

LEAD
Selects performance data of Lead Voice 1, on or off.

weeERc] TREE Ti<rErC.]
K.PERC | O
Selects performance data of Keyboard Percussion ke~ — -
e . S OEISETEEE
on or off. (Keyboard Percussion can be recorded

and played independent of the Rhythm patterns.)
Note: When not recording Lead [/Keyboard Percus-

Holding down the SHIFT button in the record sion parts separately, the Lead | and Keyboard Percus-
condition lets you select these "hidden" functions. sion data will be played back as Upper and Lower
The lamps above each button will also change to

indicate the status of SHIFT-selected parts.

(Pedal) data, respectively.
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3 o Pressthe PLAY button, and start playing after
numbers appear in the display.

(For this example, play the Lower keyboard and Ped-
alboard,)

4. Press the STOP button when you are finished with
your performance to stop recording. The Lower and
Pedal parts have now been recorded.

S o Press RECORD to set up recording of the next part

(Upper).

Since the song now contains recorded data of the

Lower and Pedal parts (recorded in step #3), small bars
_ ") appear at the leftmost part of M.D.R. display

and flash along with the song number.

6. Press the RECORD button again to layer the new
part (Upper).

The PLAY and CUSTOM PLAY LED:s start flashing,
indicating the stand-by status.

7. Press the LOWER, PEDAL and CONTROL
butions of the Record section 1o avoid recording over
the parts you recorded in step #3 above.

8. Press the CUSTOM PLAY button to start record-
ing of the new part or parts.

Playback of the previously recorded parts starts imme-
diately. While you listen to the parts being played
back, start playing the melody on the Upper keyboard.
When the end of the recorded performance is reached,
playback is automatically stopped and the STOP status
is resumed.
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REGORD PLAY —— - -
g o o k] [} [o)
UPPER LOWER PEDAL CONTROL UPPER__LOWER PEDAL COMTROL

(s]
SHIFT

[ e e

(]

EONG FROM SONG DEL.

REPEAT —50NG copvf\ 1N I/////
.
MUSIC DISK REGORDER —| - ~ I} |

e

—t

o o e} 2]
PAUSE STOP. PLAY SQNG SELECT RECORD

mh@@@@

«TEMPO »

FORMAT

RECORD PLAT
[+ (] o G [} o
UPPER LOWER PEDAL CONTROL UPPER__LOWER _PEDAL CONTROL

Q
CUSTOM PLAY

mininininininin

SONG FROM 19 SONG DEL.
REPEAT —SQNG COPY—
MUSIC DISK RECORDER I
[+]
PAuﬁE STDP P\J\\‘ SONG SELECT RECORD

- TEMPO + FORMAT

RECSRD
Q o
UPPER  LOWER

PLAY
o Q o (] Q (-3
PEDAL CONTROL LPPER LOWER PEDAL CONTROL

0

SONG FROM O
REPEAT —S0NG COPY—

SONG DEL.

MUSIC DISK RECORDER

[=] 8 [} Q
PAUSE _STOP PLAY SONG SELECT RECORD

o O @] & ke [0

- TEMPOD + FOAMAT

RECORD PLAY
Q o =) < ) o]
UPPER LOWER PEDAL CCONTRQOL UPPER LOWER

PEDAL

fu]
CONTROL

K

@
CUSTOM PLAY

]

C O C 0

SONG FROM T0

REPEAT —SONG COPY—
S

n !

MUSIC DISK RECORDER E R

PAUSE STOP F'LA‘{

SCNG SELECT

] 3] [ [« ) [O]

HEbORD

- TEMPG + FOAMAT

SONG CEL.

record only the parts that have been selecled

selected for playback.

Note: The CUSTOM PLAY button is used here to

cording, and play back only those parts that have been

for re-

Nate: The length of a subsequently recorded part can-

not exceed the length of the previously recorded parts.




7 Music Disk Recorder

I Recording Registrations (and Bulk Data)

You can also record registrations by themselves, without recording a performance. Bulk data in-
cludes: Registration Memory and Registration Shift settings, Rhythm Pattern (User rhythms) and
Rhythm Sequence data, User veices, User Keyboard Percussion assignments and the settings on the
Instrument page.

You can record only the registrations in two ways:

[1]

1 Note: Songs that already contain recorded data are in-
« Onthe Elcctone, sct the registrations and all other dicated by small bars on the left side of the song num-
data you wish Lo record. ber on the M.D.R. display, when the RECORD button

ig pressed in the next step.

2. Select the song number to which you wish to

RECORD PLAY

record the regiStratlons' UPGPEH LOWER PE%AL CDNG;I'RDL UPDPER LO(\RI'EH PE%AL CON?'HOL SHD\FT .
If the selected song number already contains recorded | ] ][] D] DW
data, select another song number. REREAT 5B cop?— SONG DE-
MUSIC DISK RECORDER

PASSE S'POP PL.;W SONG SELECT REC-DRD CUSTO?A PLA.V

3. whi _ (=] ol| mj
¢ While holding down the RECORD button, press TEWPO-  FoRwAT
the M (Memory) button on the Registration Memory 1. While holding down RECORD button...
panel.
1 e KINNEIRREIRNEY [s lel [7i [g] (o] w0 [ 13 0

2,...press M button.

[2]

RECGRD PLAY
1 . Sel the I‘BgiSlI'ElliOl'lS 'dl'ld Selecl lhe SOl'lg number as UPRER LOWER PEDAL COMIROL LPALR LOWER PEDAL CONTROL SHiFT
you did in steps #| and #2 above. “:l Iy . DJ I:”
SANG FROM T9 SCNG DEL
REREAT -—- 5ONG COPY
2 MUSIC DISK RECORDER
L4 PTCSQ‘ thc RE(‘ORD button' PAUSE STDP PLAY SONG SELECT HEC%HD CUSIU% PLAY
O] (¢ [ 5] @)
- TEMFQ + FORMAT
3. Press the PLAY button to record the registrations, RECORD oLy
a
thel] pregs the ST()P bu[[()]’] as g()on as you SBE thﬂ I UPPER LOWER PEDAL CGNTRUL UPPER LOWEH PEDAL CONTHOj {%
small bars flash across the M.D.R. display. D L g g SOENG o

REPEAT 7HSDNG DOPVW
MUSIC DISK RECORDER
The small bars flash across the M.D.R. display indicate palise  stde plhv SONG SELECT ReCBRD custdipLAY

that the M.D.R. is being set up for normal recording; W @\ @
pressing the STOP button interrupts this process. The R

bars then flash simultaneously, indicating that only

registration and other data is being recorded.
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I Recalling Recorded Registrations (and Bulk Data)

The registrations (and bulk data) recorded to song numbers in the above operation can be loaded back
to the Electone. To do this:

1 ¢ Insert the floppy disk into the disk slot, and select
the desired song number.

2- Simply press the PLLAY button to load the registra-
tion data at that song number.

When the operation has been completed, the M.D.R.
returns to STOP status.

Using More Than 16 Registrations in a Performance

With the M.D.R., you can also use more than 16 Registration Memory registrations in a perform-
ance — without having to change panel settings manually. This would come in handy when
performing several songs in succession that use more than 16 registrations. To do this:

1 « Hirstrecord the registrations you need into
several song numbers on the M.D.R. before the
performance. (You should also try to record them in
the order that you'll use them, if possible.)

2- During the performance, after all 16 registrations
from a certain song number have been used, select
the next song number and press the PLAY button on
the M.D.R. This replaces all 16 registrations in Reg-
istration Memory with the new ones from the se-
lected song number.,

3. By repeating the above sleps, you can run Note: The Read & Auto Increment function helps you
through an entire performance without having o to smoothly change between the song numbers. (Sece

. age 96.)
change the panel settings. i
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7 Music Disk Recorder

I Replacing Registrations

The M.ID.R. also lets you change the registrations of an existing song without changing the perfor-

mance data. The procedure is the same as that of Recording Registrations mentioned on page 91.

I Normal Playback

You can play back your recorded performance by simply pressing the PLAY button. Registrations

and other data will be recalled to the Electone.

To play back a song:

1 ¢ Sclect the number of the song you wish to play
back by using the SONG SELECT buttons.

Playback of Lead Voice 1

Unlike other Electone models, the ELLX-1 features
the added convenience of automatically selecting all

recorded tracks for playback. This means that even
though the Lead Voice 1 may have been recorded
scparately, playback for the Lead voice will auto-
matically be turned on.

2. Press the PLAY button.

The PLLAY lamp lights up and a small bar moves across

the display, indicating that the Recorder is resetting
registrations on the Electone.

--=—-- RECORD FLAY
o) o o) (+] & 3 L] 3 (o]
UPPER . OMWER _PEDAL CONTROL UPPER LOWER _ PEDAL GONTROb SHIFT

(NIRRT

SONG FROM TO SOMG DEL.
REPEAT — SONG COPY—
MUSIC DISK RECORDER G "
=] [} o4 e} o]
PAUSE STOR PLAY SONG SELECT RECORD GUSTOM PLAY

CTEMPO YT FORMAT

=]

i
i
1
1

i tracks of & song; however, songs recorded on a differ-
" ent model Electone (for cexample, the EL-90) will be

Note: The M.D.R. normally plays back all recorded

played back according to the playhack operation of

that instrument.

RESORD PLAY
[o] O vy o] @ @ a D
UPPER LOWER PEDAL CONMTROL UPFER LOWER PEDAL CONTROL

i

o
SHIFT

]

SONG FROM 10 SCNG DEL.

REPEAT —5ONG COPY—
MUSIC DISK RECORDER --

o Q -] o o]
PAUSE STOP PLAY SONG $ELECT RECGRD GUSTOM PLAY
] [©] (]

- "EMPO - FORMAT

Nole: The time required to resel the registrations is the
sume as the time required during recording.




3 o Playback of the song begins after the Electone data
is reset and the song time is shown on the recorder's
display.

Playback automatically stops at the end of a song. You
can, however, stop playback in the middle of a song by
pressing the STOP button.

Playback of Selected Parts

You can also play back selected parts of your recorded

performance, while other parts are temporarily turned
off. This function is especially useful for playing a
single part, such as the melody, over previously re-
corded accompaniment parts.

To select specific parts for playback:

1 » Select the number of the song to be played back.

2. Set the parts you wish to mute to OFF, by pressing
the appropriate PLAY button. (The LED of the se-
lected part should be off.) Select the parts you wish to
play back by setting them to ON.

3 s Pressthe PLAY button.

First the PLAY LED lights and the registration and
other data are transmitted, then playback of the per-
formance starts (excepting the parts that were turned
off in step #2).

4. Now perform your new part or parts over the play-
back parts.

When the end of the recorded performance 1s reached,

playback is automatically stopped and the STOP status
is resumed.
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HEGOHD PLAY
[UPPER LDWER PEDAL CONTROL UPPER LOWER PEDAL CONTROT [ SH!F[ l
SONG FROM SONG DEL.
REPEAT —S0NG COFV—

nrng
MUSIC DISK RECORDER ot

o
PAUSE STOP PLAV SONG SELECT RECORD CUSTOM Pjv

- TEMPO + FORMAT

Note: Never tn off the power swilch or press the
EIECT button during playback.




Repeated Playback

This feature allows you to repeatedly play back either
all songs on a disk or only one specific song.

To repeat playback of a song or songs:

1 ¢ Sclect the song number you wish to play back.

If you wish to play back all songs on a disk, this selects
the first song that will be played back. The others will
follow in order.

2. Hold down the SHIFT button and simultaneously
press the SONG REPEAT button.

The LEDs above SHIFT and SONG REPEAT light up,
and "ALL" appears in the M.D.R. display.

3 o Torepeatedly playback all songs starting with
the selected song:
Press the PLAY button at this point.

3. To repeatedly playback only one selected song:

1. Again hold down the SHIFT button and simulta-
neously press the SONG REPEAT button.

"Sing" appears in the M.D.R. display to indicate
that a single song will be repeatedly played back.

2. Press the PLAY button to begin playback of the
song.

7 Music Disk Recorder

RECORD PLAY
Iy
UPPEH LOWEFI PEDAL CONTRDL UPPER LOWER PEDAL CONTROL SHIFF

’DDDDDDDD}@

SONG SONG DEL.
REPEAT

—SONG COPV—
MUSIC DISK RECORDER

o o o o o]
PAUSE __ 5TOP PLAY 5ONG SELECT RECORD CUSTOM PLAY
e
)
[0 & O] L
“TEMPC + FORMAT o
a RECORD PLAY
(2
URPER LOWER PEDAL CONIROL URPER LOWER PEDAL CONTROL aHIFT

o ] - ) )

SONG SONG DEL,
REPEAT

(=)

- SONG OOF’Y—

r )
MUSIC DISK RECORDER Ll

A,

£ ]
CUSTOM PLAY

]

<] Q @ o
PAUSE STOP PLAY SONG SELECT RECORD

(] (@] (&) [« [#] [O]]

- TEMPO + FORMAT

Note: Repeated Playback of several soengs may not
function properly if the disk contains two types of data:
one recorded on the EL-90 and the other on the ELX-1.

RECORD PLAY

UPPER LOWER PEDAL CONTRDL UPPER LOWER PED&L CDNTROL SHIFI'

DDGD ijmy

SONG DEL.

REPEAT —SDNG COPV—

MUSIC DISK RECORDEH

PAUSE STOF PLAY SONG SELECT RECDRD

@:unl-@

- TEMPGC + FORMAT

&
CUSTCM FLAY

]

RECORD 5 ) PLAY 5
UPPER LOWER _PEDAL CONTROL UPPER LOWER F‘EDAL CDNTRGL SHIFT

(o

FROM SONG DEL.
—SONG COP‘F*—v

REPEAT
MUSJC DISK RECORDER

o
CUSTCM BLAY

(]

PAUSE ETOP PLAY SONG SELECT HECORD

(@ ) &) [ ] [0

- TEMPQ + FGRMAT

Playback will begin from the selected song and repeat indefinitely.

To stop playback, press the STOP button.

95



I Other Functions
Custom Play

If you want to play back the song without resetting the
registrations and other data, press the CUSTOM PLAY
button (instead of the PLAY button), This displays the
song time and starts playback immediately.

Read & Auto Increment

Another method for calling up only registration data,
besides that mentioned in the note above, is to press the
UPPER button in the RECORD section whilc the
M.D.R.is in Stop status. This Read & Auto Increment
function automatically calls up the registration data and
selects the next song number,

Pause

If you want to temporarily stop playback of the song or
songs, press the PAUSE button. To resume playback
from the point at which the song was paused, press the
PAUSE button again.

D6

RECDHD PLAY a
[ UPPEF lOWER FEDM CONTRQL UFPER LO\\EF FtDM_ COﬂTROLI l SHIFT }
SONG FROM e SONG DEL.
REPEAT —S0NG COPY—-
Music oisk recorper | 100 1)
o (]
PﬂUSE 3T0R PLIW S0NG SE LECT RECQRD TUSTOM PLAY
- TEMPQ + FORMAT

Note: If you hold down the SHIFT and CUSTOM
PLAY buttons simultaneously, all data will be loaded
and played, except for that of Rhythm Pattern Program,
Rhythm Sequence, User Keyboard Percussion and
User Voices. This method is quicker than that of press-
ing the PLAY button.

RECORD PLAY
o) [s] o o]
_UPPER LOWER _PEDAL CONTROL UPPEH LUWEH

Hinlninininin|

Q (]
PEDAL GONTF!OL SHIFT

(]

SONG FROM TO SONG DEL
REPEAT — SONG COPY—
MUSIC DISK RECCRDER G :
Q
PAUSE swP F‘LAY SONG SELECT RECOHD CUSTOM PLAY

(o] [@ (=] = ol (0] L)

- TEMPQT + FORMAT

Nole:
contains no registration data,

‘This function is not pussible if the next seng
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Fast Forward and Fast Reverse

During playback, these buttons function as fast for-
ward and fast reverse buttons, much like those of a tape
recorder.

Press »» to advance o a later point in the song or press
« <10 return to an earlier position. While either of
these buttons 1s held down, playback stops and the
song time is advanced or reversed accordingly. Hold
down the button until the desired song time is shown.
When the button is released, playback is paused. To
resume playback {rom the point you've advanced or
reversed to, press the PLAY button.

Changing the Tempo

Y ou can change the tempo of the song as the song is
playing on the M.D.R. by holding down the SHIFT
button and pressing the TEMPO 4+ or TEMPO -
button, {The Tempo dial on the Electone panel cannot
be used o change the tempo on the Music Disk Re-
corder.)

Each press of the button slows down or speeds up the
tempo by a small amount. Changing the tempo does
not change the pitch of the music.

TnT

Z!

N Lo

Indlca!es taster tempo

4 (R
R YT

Indicates original tempo

|

! o
[« A

Indicates slower tempo

To restore the original recording tempo of a song,
hold down the SHIFT button and simultaneously
press both TEMPO buttons.
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RECORD °
UF’PER LOWEH PEDAL CONTROL UPPER

— PLAY -
L.OWER PEDAL CONTHOL SHIFT
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SONG FROM SONG DEL.
REFEAT B comv—
nAan «
MUSIC DISK RECORDER TRTRTIN|
8] o] © o] o
PAGSE S10P LAY SONG SELEGT RECDRD CUSTOM PLAY
IR (O]
CLTEMPO s FORMAT

Note: Fast Forward and Fast Reverse operate al five

times the normal playback speed.

REGORD PLAY

o (o] [+]
LOWER PEDAL CONT ROL SHIFT

(=]

O (=]
UPPER PEDAL CONTROL UPPER  LOWER

FROM TQ SONG DEL.
REPEAT -~ SONG COPY—

MUSIC DISK RECORDER 2n

o} o
PAUSE STDP F’LAY SONG SELECT AECORD | CUSTOM FLAY

ol O] [¢] @ B (6] [

- TEMPO + FORMAT

Note: When the lempo is changed. the M.D.R. display
indicates the change as a percentage of the original
recording termpo (100). Values less than 100 indicate a
slower tempo: values greater than 100 indicate a faster

tempo.

Note: Tempo changes remain in effect even through
changes in song number. [f you have changed the
tempo in one song, you should perform the step below
to restore the original tempo before playing another
song. Turning the power switch ofT and on again also

restores the original tempo.

RECORD - PLAY
Q 3 2 Q o) o
UPPER LOWER PEDAL CONIROL LPPER LOWER PEDAL CONTROL SHIFT _

O J ey
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o) &) h=1 o
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Song Copy

This function lets you copy the data recorded at one
song number to another song number.

To use the Song Copy function:

1 » Select the song number to be copied with the
SONG SELECT buttons.

2. While holding down the SHIFT button, press the
SONG COPY FROM button.

The song number 10 be copied from appears at the left
of the M.D.R. display.

3 « While holding down the SHIFT button, press the
SONG COPY TO bhutton.

The M.D.R.. automatically searches for an empty song
number to copy the data to, and displays that number at
the right side of the display. If all songs numbers
contain recorded data, "FULL" appears on the M.D.R.
display. In this case, you should erase one of the songs
on the disk by using the Song Delete function (sce next
section).

4. Use the SONG SELECT buttons to select a desti-
nation song number for copying.

Follow this step if you wish to sclect a different desti-
nation song number than the one displayed. The
M.D.R. will display only those song numbers that have
no data.
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Note: I (he specified song number has no recorded
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Note: To cancel Lhis operalion at any time, press the
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S o Press the RECORD button to execute the Song
Copy function.

The RECORD LED stops flashing and remains lit,
indicating that the Song Copy function 1s in process.
The M.D.R. display shows the "size" of the song in
numbers, and counts down as the data is being copied.
When the display shows "000," the song has been com-
pletely copied.

Song Delete

This function lets you erase a song on a disk.
To use Song Delete:

1 ¢ Usethe SONG SELECT buttons to select the num-
ber of the song you wish to delete.

2. While holding down the SHIFT button, press the
SONG DEL. button.

The letters "dL" appear on the left side of the M.D.R.
display, next to the selected song number. If you wish
to, you can still select a different song number in this

step by using the SONG SELECT buttons.

3. Press the RECORD button to execute the Song
Delete function.

The RECORD LED stops flashing and remains lit,
indicating that the Song Delete function has begun.
When the Song Delete function is completed, the
STOP status is automatically resumed.

Checking the Remaining Memory

While playback is stopped. you can check the amount
of memory available for additional recording. To do
this, simultaneously hold down the SHIFT button and
thec PAUSE button {indicated in the illustration at right
as REM.MEM.). The maximum amount of memory is
620 for 2DD disks or 1240 for 2HD disks.
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Voice Disks

The M.D.R. also allows you to select voices from optional Voice

disks. For more information about Voice Disks, see page 1 10,

Copy Protect

Some of the disks available for the Electone are purposely protected
from heing copied or erased. If you try to load data from such a
copy-protected disk to the Electone, a "Protected Disk” (Pr##)
message will appear on the M.D.R. display. The data cannot be
saved to disk.

About Floppy Disk Care and Use

B Do NOT eject the disk during recording or playback. Doing so may damage both the disk and the M.D.R.
B Do NOT turn off the Electone while the disk is still inserted. Always eject the disk before turning off the
Electone.

B When ejecting a floppy disk from the disk slot:

@ Tocject a floppy disk, press the eject button slowly as far as it will go. Then, when the disk is fully ejected, remove
it by hand.

@ The disk may not be ejected properly if the eject button is pressed too quickly, or if it is not pressed in far enough.
(Thc cject button may become stuck halfway with the disk extending from the slot by only a few millimeters.) If
this 1s the case, do not attempt to pull out the partially ejected disk. Doing so may damage the disk drive mechanism
and/or the floppy disk. To remove a partially ejected disk, try pressing the eject button once again, or push the disk

back into the slot, then repeat the eject procedure carefully.
@ Do notinsert anvthing but floppy disks into the disk drive. Other objects may cause damage to the disk drive or
floppy disk.

B Disk Compatibility
@ Use either double-sided double-density (2DD) or double-sided high-density (2HD) 3.5-inch microfloppy disks
with the M.D.R,

B Precautions on Floppy Disk Use
@ Never open the disk's shutter. Dirt or dust on the internal magnetic surface will cause data errors.
@ Never leave disks near a speaker, TV or other device that emits a strong magnetic field.
® Do not store disks in places exposed to direct sunlight or sources of high temperaturc.
@ Do not place heavy objects, such as books or notebooks, on top of the disks.
@ Avoid getting the disks wet.
@ Mozke sure o store the disks in environmental conditions as specified below:
Storage temperature: 4° 1o 53°C (39° to 127°F)
Storage humidity: 8 to 909% relative humidity
Location where disks are unlikely to be exposed to dust, sand, smoke, ete.
@ Be sure to apply the label at the proper position. When changing the label, never cover the old label with a new

label; always remove the new label first.
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7 Music Disk Recorder

Messages on the M.D.R. LED Display

Y A 5 - | Nodiskis instalied. Install a disk.

F oo ,'- The installed disk is not formatted. Format the disk. (See page 85.)

,’J ey E 1) The installed disk is write-protected, so the Record, Song Copy, and Song Delete operations
cannot be performed. Set the disk's Write Protect tab to the OFF position. (See page 84.)
2) If you are using a copy-protected playback-only disk, this message may appear when you attempt
the Record, Song Copy, and Song Delete operations.

P u ;__ L 1) The disk's memory capacity is full, so the Record or Song Copy operations cannot be performed.
Instali another formatted disk.
2) Data is already recorded at all song numbers, so the Song Copy operation cannot be performed.
Press the STOP button, then delete any unnecessary songs.

E F‘ ": ".]! None of the song numbers contain recorded data, so the Song Copy operation cannot be per-
formed. Press the STOP button.

-Oui An error occurred because the disk was removed during recording or playback. Replace the disk,
press the STOP button, then start the operation over again.

Ei' : 5 C The installed disk cannot be played back on the M.D.R. Press the STOP button, then insert a
compatible disk.

:__ O 5 'ﬂ Recording cannot be performed because too much data was received at once. Press the STOP
button.

h H D’ The disk is defective and cannot be formatted. Press the STOP button, then insert another disk.

E For An error occurred during the transmissien or reception of data. Press the STOP button.

oo In the case of Voice Disk operation, an incompatible Voice Disk has been inserted.

101




8| Editing and Saving Voices

In addition to the versatile Flute Voices section, the ELX-1 has a Voice Edit feature that allows
you to create your own voices.

The following short section will introduce you to the basics of voice editing by taking you step
by step through a specific editing example.

As you follow the steps in this section, you may find many of the terms and parameter names
to be unfamiliar. For the moment, simply follow the instructions and listen to the voice as you're
changing it — you'll undoubtedly learn more about the various editing components by hearing
what they do, rather than by reading about them. Once you go through these editing steps,
however, we suggest that you read through the Voice Editing Basics section to get a firmer
understanding of the principles behind voice editing.

l Selecting a Voice and Editing Some of Its Parameters

To select and set up a voice for editing:

1 e Select the desired voice from the Voice Menus. (The volumes of

the other voice groups should be muted.) Note: Only panel voices and Voice
Menu vaoices can be edited with the
2. while holding down the VOICE EDIT button in the DISPLAY Voice Edit controls. - Flute Voices

have their own editing controls and

SELECT section, press the Voice button corresponding to the voice .
cannot be edited here.

you wish to edit. For this example, select Piano 1 from the UPPER
VOICES 1 section.

1. While holding down VOICE EDIT bution...
If you press VOICE EDIT without selecting a voice, a "Select a Voice!!"
message appears, prompting you to complete the operation.

VO?CE EF&CT A
DISPLAY SET M.O.C.

0 UOICE EDIT

o] Lol Ja]
FQOT  REGIST _ EXP.
SW. SHIFT  PITCH/MIDI

Select a Uoicell

[ RHVTHM o
VQICE PROGRAM
EDIT  PATTERN SEQUENGE

u.FlUTE L FLUTE TREMOLO 2. ...press desired Voice button.

VOICE  VOICE  [FAS
UPPER KEYBOARD VOICE 1 BRILLIANCE VOLUME
== S== IBRILLIANT MAX

U FFEEFELEE
 DISPLAY SELEGT = i a

= o |E=30==0

orGan ||| Pana |[ umar |[ viera- |[cosmic ][ Tumm =00
. PHONE —00i0—00
- J ERVERN
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& Editing and Saving Voices

After you have selected a voice — Piano |, in this example) — the
following LCD will appear:

Edit Page

UDICE EDIT [UPPER UDICE1]

oL AR | D1R | DIL | D2R
B 26 13 =3 T

FAGE: [0I- 5RUE - UAICE DISH

Nate: The currently sclected Opera-

tor number i1s shown in the horizon-

tal black bar in the display, and its
Algorithm and Parameters appear

RE
32

just below it.

L1111
11t11E1
ity
TELLERI}
.IIIIEII

Algorithms and Operators

At the left side of the display is the algorithm used for this voice. An algorithm is a kind of "map”
that shows how the sound components of the voice are related to each other. Each voice has nine
separate sound components and they are called "operators." (There is one AWM operator and
eight FM operators.)

3- Begin changing the sound by turning off all operators, except
Operator 1.

To turn off each operator:

1. First, use the pair of Data Control buttons just below the algo-
rithm display (under box 1) to select an operator.

2. Then press one of the far left pair of Data Control buttons to turn
the selected operator off.

3. Repeat the above process for all of the operators except Operator 1.
As you turn off each operator, play the voice and listen to how the

sound changes.
ALL. S

Brackets ( : : } indicate the
selected operator.

Reverse display (dark box)
indicates that the operator is on;
normal display indicates the

operator is off. m

NN

These buttons turn the { These buttons select the
selected operator off. ‘ : operalors in order.

ViV

Operators 5 ~ 8 are not shown or directly selectable from the current display. To call them up,
move the bracket ( | 7 ) to the AWM operator or past Operator 4. Operators 5 ~ 8, as well as
AWM, can then be directly selected and edited.




To edit the FM operators of the selected voice:

1 « Turn off the other Operators and adjust the envelope parameters
of Operator 1.

The envelope parameters control the level of the sound and how that level changes over time.

Adjust the OL (Output Level) parameter.
UOICE EDIT [UFPER UDICE1] FRGE: LI SAVE - UOIGE DISK

oL Ak
11a|_ 26

K
w7 i : : _u - b N
Y. Vi e Y

DiR | D1L | DZR
13 =B T

Play the voice and notice how the changes you make aftect the
volume. Higher settings make the volume of the operator louder.
For this example, set the OL to 110.

Adjust the AR (Attack Rate) parameter.
VOICE EDIT [UPPER UDICE1]

oL AR
118 |_13

FRGE: [Jy0i- SRUE - UQICE DISH

OL1R | DIL | D2R | RE
13 E1 T 32

1rirrenl
1vierni
Pttt
brirnns

Play the voice and notice how the changes affect the initial volume of

the voice. By changing this parameter you can make the sound
gradually get louder or have it reach its full volume all at once.
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Adjust the RR (Release Rate) parameter.
UQICE EDIT [UPPER UDOICEL]l  FRGE:

Rk
24

2k
T

DiR
13

oL AR W 11L D

EI

11g|_ 28

I EEEEENI
ifr1n11
Ternrna

Play a note on the keyboard and then release it. Notice how the
changes affect the tail end of the sound, just after you release the key.
By changing this paramelter, you can make the sound sustain beyond
the release point.

2. Keeping Operator 1 on, select and turn on Operator 2, then
adjust the operator level.

UDICE EDIT [UPPER UDICE1]  FRGE:

oL AR | D1k | DIL | D2R | ERE
] B51 2 29

19z 28
AN IERVAN I AY B VAN B VAN B VA VAN B VAN
S I i O A T v T v T v I v I

Use the Data Control buttons below OL (Output Level) to change the
level of Operator 2. Notice that the volume of the sound doesn't
change, but the tone does. Increasing the level of one of the top row
operators generally makes the tone of the operator below it brighter
or more metallic. Decreasing the level has the opposite effect.

3- Turn off Opcrators 1 and 2, and turn on Operators 3 and 4. Make
some changes to their parameters, as you did with Operators 1 and 2.
The relationship between Operators 3 and 4 is the same as that
between Operators | and 2,

About the Operators

The operators in the top row of the algorithm (Operators 2 and 4)
change the tone of each operator below them. The operators in the
bottom row (Operators 1, 3 and AWM) change the volume.
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Note: No sound will he produced
nor will adjusting the 10p row opera-
tors have any elfect 1f all of the bot-

tom row opcrators have been turned

oft or set to their minimum level.




Editing the AWM Operator of the Selected Voice

Next, we'll make some changes in the sound of the AWM operator.
The AWM operator is a specially recorded waveform with an actual
instrumental sound, unlike the pure electronic sounds of the other

operators. Before you actually change it, try listening to this sound
on its own, with the other eight operators turned off. To do this:

1 o Turn off all of the operators, except for the AWM operator.
The AWM operator has its own page with a different group of settings.

UOICE EDIT [UFFER UOICE1] FAGE: [0 SRUE - UDICE DISK

2. Adjust the C-OFF {Cutoff) parameter while you play the voice.
Notice that the sound becomes brighter by increasing this parameter,
and more mellow by decreasing it.

VOICE EDIT [UPPER VOICE1]

FRGE: L SAVE - UAICEDISH

3. Now adjust the RES. (Resonance) parameter. The higherthe

. . Note: The Resonance effect de-
value of this parameter, the more pronounced the sound will be. oter e Resondiies © Ny

pends on the level of the Cutoff.

UOQICE EDIT [UPPER UOQICE1] FAGE: [30H- 5HUE - UOIGE DISK Generally, you should increase the

Resonance parameter atter decreas-

C=-0FF] FES. ing the Curoff.

=28 |_ 126

it
LELIEIL
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4. Finally, turn all of the other operators back on and adjust each
operator’s level.

UDICE EDIT [UPPER VOICE1]

oL AR | OIR | DOIL | DZR | ERE
24 8 29 2 24

FRGE: 1L SAVE - UDICE DISK

INEN NN
1100K01
LErtin

= |
AN s | . Pt s
7 w7 i < 7 7 s 7 * <
Vi N ‘ W/ R ‘ | v "/ L\

If you've followed all the above instructions caretully, the realistic
AWM piano voice you started with has been transformed into a rich
electric piano voice by adding an FM-gencrated piano sound.

Note: The operator on/off status as
sct from the algorithm window in
the display is temporary and is not
saved as part of the User voice data;
any operators lurned off in this way
will be turned back on again when
you recall the voice. To keep a spe-
cific operator off, set its QOutput

Level o the minimum.

Note: If you wish to keep the newly
created voice for future use, you can
save it. Sec the following section for

more information.

Note: Keep in mind that when you
leave the Voice Edit function, any
edils or changes made to the veice
are lost and the original voice data is
restored. (See page 109 for more in-
formation on Jeaving the Vuice Edit

function.}

Once you have created a sound you are satistied with, you'll want to save that sound for future use.

To save an edited voice:

1 e Uscthe PAGE buttons to select the SAVE page.
The following display appears:

VOICE EDIT [UPPER WODICE1L]
SHUE TH LSER UGOTC
USEElUSEElUSERlUBERIUSE
1 2 ] 4 3

FAGE: EDIT TLILF UOIGE DISK

USER

g
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2. Press the Data Control butten that corresponds to the User voice
number you wish (o save (o.

VOICE EDIT [UPPER UOICE1]

SHUE To USER LUOICE
USERIUSEEIUSEEIUSEElUSER'USERIUSERIUSER

FRGE: EDIT -£L1UF URICE DISK

~ A ~ A | A |

[N JAY LN L P A

W AN / -\\\ 7 N l\ 7 ‘ N S “ S S
W N v y \

3 » The following display appears, prompting confirmatton of the
operation. (Saving a new voice automatically erases the voice
previously stored to the selected User number.)

FRGE: EDIT -EL1TF UDICEDISK)

Save To IUSER1A
Are You Sure 7

[ OK 1 [Canhcell

IL 1 12 1 13 1

| | [~
Y, A S 7 A A /
- R =
, N N7 N7 N S R
7V / v

Press any of the Data Control buttons below "OK" to save the voice,
or press any of the buttons below "Cancel” to abort the operation.

When the voice has been saved, the following display momentarily
appears:

I Save To USERIB Il_l 'E
Comrleted...!! ]

ER | USE SER | U3E

g 1A il 1 12 1 13 1 Is 1 15 18
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erases any volce thal had been previ-
cusly saved to the selected User
voice number. You should check the
User voices before loading a voice 10
make sure that you will not be eras-

ing any important voices,




8 Editing and Saving Voices

I Recalliﬁg User Voices

The User voices you have saved in the Save page can be selected from the last page (User) of the
dotted buttons' Voice Menu (see page 34).

To select User voices:

1 ¢ Pressone of the dotted buttons in the voice section from
which you wish to play the User voice.

2. Use the PAGE buttons to select the USER page. PAGE

5P anol pr R

USERIUSEEIUSERlUSERIUSEElUSEEIUBEE'USER

USERIUSER'USEEIUEERIUSEEIUSEEIUSEE'USER

3. Press the Data Control button corresponding to the User voice you
wish to use. (This USER page shows the same voice numbers as the
SAVE page.)

I Ledi}ing the VoiceEd{_g Function

You can exit the Voice Edit function from any of its display pages.

=]
VO?CE EFFECT

. . 3 A BO C.
To leave the Voice Edit function: Efﬁ[f]ﬁfj
1 e Pressthe VOICE EDIT button in the DISPLAY SELECT wfor  melyr  EfP.
SW. SHIFT PITCH/MIDI
section once again.
2 R . . ; - . N veicE ORHYGT;HMO
» The following display will appear, prompting confirmation of oL PSS

the operation.

Q o o
U.FLUTE L FLUTE TREMOLQ
FAS

UOICE EDIT CUPPER UOICE1]  FAGE: G SHUE-VORED

If NHot Saved,. the Data Will Be Lust H e AT SELECT

Are You Sure You MWant to Leave 7
cK 1 [Cancel ]

Select [OK] to leave the Voice Edit function, or [Cancel] to abort the
operation and return to the previous display.
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[Selectihg Voices from a Voice Disk ( Option_ql )

You can also load voices from optional Voice Disks for the EL-90 to the 16 User voices in the

Voice Menu.

To select Voice Disk voices:

1 o Hold downthe VOICE EDIT button in the DISPLAY SELECT Note: Make sure that the volumes of

section and simultaneously press any one of the voice buttons. all other voices are set 1o off (the

minimum value).

2. Select the VOICE DISK page with the PAGE buttons.
The following message will appear: BAGE

UDICE EDIT CUPPER UDICE1]  Foae: EDIT-SRVE-HIENIER - - - o 12

Insert Uoice Disk!!

3. Insert the Voice Disk into the disk slot under the Music Disk
Recorder.
The voice number and its name appears:

Voice Disk Page

VOICE EDIT [UPPER UDICEZ]  FRGE: EDIT-SAUE-

Lagn FRCA WU0OICE Ol=E
1 :Ac.Guitarl

Pressing these buttons steps

I y through the voice numbers; the

: A A Q A _A_ LA\_ & [_‘5 *  name of each voice appears on the
- | display as well. Refer to the list

. v v V v \7 ‘ v ; v ‘v included with your Voice Disk for

voice names ahd numbers.

4. Using any of the Data Control button pairs, select the voice you
wish to load.

5 » Play the keyboard to check the sound of the voice. Select other
voices (as you did in step #4 above) and check those sounds as well.
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& Editing and Saving Voices

6- If you want to save the current voice to a User Voice space,
select the previous page, "SAVE," with the PAGE buttons.

SHUWE T0 USER LOTCE

7. Press the Data Contrel button that corresponds to the User Voice
number you wish to save to.

A message appears in the display prompting confirmation of the
operation.

Press one of the four Data Control buttons below [OK] in the display
to save the voice, or one of the four buttons below [Cancel] to abort
the operation and return to the previous display.

When the voice has been saved, a "Completed" message appears.

I. Voice Editing Basics

The ELX-1 Electone uses a versatile tone generation system developed by Yamaha that is capable of
producing an exceptionally wide range of voices. More specifically, the system uses individual sound
sources that "modulate” each other's frequencies and thus create complex sounds not possible by the
ordinary mixing of those sound sources.

Operators

Along with the sophisticated AWM operator that functions as the
backbone of the Electone's authentic voices, the tone generation
system features FM operators. The FM operator is a sound generator
that produces one very simple type of sound: a pure sine wave. A
sine wave by itself is not very interesting to listen to; however, when
one sine wave is used to modulate a second sine wave, together they
resultin a new, complex waveform.

Structure of the Sound System FM Operator

AWM FM Operatot FM Operator ['"
1~4 5~8 S, W _|_ [ —

Modulator Carrier
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Modulators, Carriers and Algorithms

The top operator, which sends the modulation signal is, not surpris-
ingly, called the modulator. The bottom operator, which receives or
"carrics” the modulated sine wave and outputs the resulting sound, is
called the carrier. The complexity or brightness of the sound de-
pends on the output level of the modulator.

This kind of arrangement in which operators are "stacked" together
is called an algorithm. With eight sinc wave operators available for
stacking, the various algorithms can produce a wide variety of
sounds.

Example Voice Algerithms

[~ Modulators
NSRRI W—

ALE. | | ALG.E

T [ o |
E [I.In E H— Modulators

RHNA [1] Aun] (B[] e

HLE.Eﬂ!@ ALG.23_

- - Modulator i
| H E R -1 1 -1
gy il Carriers

e T A o ] =

AWM Operators
Each algorithm also has a special AWM (Advanced Wave Memory)

operator. AWM operators are not sine waves like the other opera-
tors, but are digital recordings of actual instrument sounds, such as
piano, violin, guitar, and so on. The AWM operator's sound is mixed
with the sounds of the other operators in the algorithm 1o create
realistic voices.
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AWM Opcrator

VOGICE EDIT CUPPER UOICEL]  PRuE: L3p-SHUE-UblcEDISk

OL _ [C-0FF] RES.
127 T T

‘ ;“_ /‘\: s ,.\\ /I\ /\ I N
Ly A A N AN VAN a a
7 V. 7 </ N : 7 7
S v hd 4 hY v E v Y

© OL (Output Level)

Determines the level of the AWM sound. Range: () ~ 127
@ C-OFF (Cutoff)

Determines the cutoff frequency point of the filter.

Range: —128 ~ +127

About the Filters

& Editing and Saving Voices

The sound of the AWM operator is processed through one of three different filter types: 1) a high-
pass filter, which filters out frequencies below a certain point; 2) a low-pass filter, which filters out
frequencies above a certain point; and 3) a band-pass filter, which filters out frequencies both
above and below a certain point. The type of filter and the cutoff point differ depending on the

voice selected.

© RES. (Resonance)
Determines the emphasis given to the cutoff frequency, set in
Cutoff above, (See diagram below.) Range: —128 ~ +127

Cutoff and Resonance
o 7:‘:,; 7777777777777777 Resonance
N o
.
g\\
,\\
AN
Cutoff Frequency

Example of low pass filter operation,
with a positive Resonance setting.
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Note: Too high of a Resonance set-

ting may result in undesirable noise

or in no sound at all.




FM Operators

The FM Operators are the sine wave operators of the algorithm.
When one of these operators has been selected, the following para-

meters are displayed:

OICE EDIT C[UPPER UDICEIl  FWGE: CIIL-SAUE-USICEDISK
DFERATOR 1

OIR | OIL | DZ2R | RR

31 B3 31 63

(6]

© OL (Output Level)
Determines the level of the selected operator's sound. Range: 0 ~ 127
O AR (Attack Rate)
Determines how quickly the operator will reach its maximum level
after the key is played. Lower values produce a slower attack.
Range: 0 ~ 31
© DIR (Decay 1 Rate)
Determines how much time it takes for the operator to reach its
second level, set in the Decay 1 Level parameter. Range: 0 ~ 31
© DIL (Decay 1 Level)
Determines the second level setting of the operator. When setto
values of less than 63, the maximum level "decays" or decreases to
this point, according to the rate setin the Decay | Rate parameter.
Range: 0 ~ 63
© D2R (Decay 2 Rate)
Determines how much time it takes for the operator to reach its third
level, or the minimum level before the key is released. Range: 0 ~ 31
® RR (Release Rate)
Determines how much time it takes for the level to reach O after the
key is released. Range: 0 ~ 63

About the Envelope Parameters

By using the modulators and setting them to various

output levels, you can create all kinds of sounds. These AR DIR D2R AR

sounds will be static, however, unless you can have the Pt : |
output levels change in time. That is precisely what an | |
envelope does. It varies the output of an operator in time . LEvEL

so that you can vary the tone or the level. If the output of
the modulator changes, the tone will change. If the output Key On Key Off
level of the carrier changes, the volume will change.
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About Feedback

8 Editing and Saving Voices

The output of a modulator can also be circled back to its input,
allowing it to modulate itself as well as the operator below it. This
is called feedback, and it adds harmonic complexity to the tone.
Operators using feedback are indicated by a line that encircles the
right side of the operator. Feedback cannot be directly controlled;
however, you can adjust the parameters of operators that have
feedback to change the characteristics of the feedback sound.

General Guidelines for Editing Operators

Before you edit a voice, always check its algorithm to see which
operators function as carriers and which as modulators. Then select
each operator in turn and edit its parameters. The Output Level and
Envelope parameters function ditferently depending on whether they
belong to a carrier or a modulator. The following chart illustrates the
relationships between the operators and parameters:

To change the overall volume:

Select a carrier, then change its Output Level parameters.

To change the overali tone:

Select a modulator, then change its Output Level parameters.

To change how the volume
varies over time:

Select a carrier, then change its Envelope parameters.

To change how the tone
varies over time:

Select a modulator, then change its Envelope parameters.

Note: Sce page 161 for more infor-
mation on the FM operators.

Some Voice Editing Examples

The following examples illustrate some specific uses of the Voice Edit
controls. Make the changes as described in the examples, then go on to
cxplore some other voices on your own, making changes as you like.

Ex. I: KEmphasizing the attack of the BANJO voice

This voice is composed mainly of the AWM sampled sound, with the
other operators providing the neise attack sound, simulating the

picking of the string.

Try changing the sound of the attack by increasing the Output Level

(OL) of Operator 1.




Ex. 2: Adding "bite' to the JAZZ ORGAN 1 voice (ORGAN
Voice Menu)

Operator 1 provides the 16' footage sound, Operator 2 the 8', and
Operator 3 the 5 1/3".

You can make the sound warmer by decreasing the Output Level of
Operator 2. Increasing the Output Level of Operator 3 makes for a
rougher edge or more "bite” in the organ sound.

Ex. 3: Adding a piccolo sound to the GLOCKEN. voice

This example shows how the AWM Operator can be used to add
another instrument sound to an existing voice. The glockenspiel
sound is provided by the FM Operators.

In this case, a piccolo sound has been specially programmed with the
AWM Operator, but cannot be heard since the output has been set to
0. By increasing the Output Level of the AWM Operator, the piccolo
sound is added to the glockenspiel voice.

Ex. 4: Creating a comical muted trampet sound

The Trumpet 5 voice is composed entirely of the FM Operators. To
create a comical trumpet sound, set the Qutput Levels of Operators |
and 3 to the minimum level, and that of the AWM Operator to the
maximum.

Ex. 5: Changing the JAZZ ORGAN 1 voice to a tap dancing
sound

By setting the Output Levels of all FM Operators to 0, and the
Output and Resonance of AWM to the maximum level, the original
organ voice can be completely changed to a simulated tap-dance
sound.

Ex. 6: Creating a "'sci - fi"' sound effect from the TIMPANI

ROLL voice

By adjusting the C-OFF parameter of the AWM Operator to — 20 and
the Resonance to the maximum level, the original timpani voice can

be changed to a special "sci-fi" sound effect.
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Rhythm Programming — Zisr inm sequente

Program

The Electone also includes powerful Rhythm Program functions: the Rhythm Pattern Program
and the Rhythm Sequence Program. The Rhythm Pattern Program allows you to record your
own original rhythm patterns nsing a total of 115 high-quality percussion sounds. The Rhythm
Sequence Program lets you connect your original rhythm patterns together with the Preset
rhythm patterns to create complete rhythm tracks, which you can automatically play back
during your performance.

Iw Outline of Rhythm Programming Operation

The following is a brief outline of the steps necessary in programming your own rhythm patterns and
rhythm sequences. Once you work through the detailed instructions in the following sections and
learn how to operate the Rhythm Program functions, you can use this outline as a guide or reminder-.

1) Press the PATTERN button to call up the Rhythm Pattern
Program and select the BEAT/QUANTIZE page.

2) Make Beat, Quantize, and Metronome settings

3) Select the EDIT page to record percussion sounds and pro-
gram the pattern.

Rhythm Paitern

4) (Optional) Select the ACC. (Accompaniment) page to deter- Program

mine which accompaniment pattern will be used with your

newly created rhythm.

5) Save your new rhythm pattern to a User location in the SAVE

page.

6) Press the RHYTHM SEQUENCE button to call up the

Rhythm Sequence Program for connecting rhythm patterns

together in sequence to create songs. Rhythm Sequence
Program

7) Program your own rhythm sequences in the Sequence
buttons.

8) (Optional) Finally, save all the User rhythm data you've
created in the above steps to disk.

I Rhythm Pattern Program

The Rhythm Pattern Program works with the Keyboard Percussion feature to let you use any of 115
difterent percussion sounds in creating your own rhythm patterns. Up to 16 separate rhythm "tracks”
are provided in a single pattern for each instrument part, and up to 40 patterns — eight User numbers,
each with five variations — can be memorized.



Calling up the Rhythm Pattern Program Function

To call up the Rhythm Pattern Program function:

]. ¢ Pressand hold down the PATTERN button in the DISPLAY
SELECT section. The LED of the button lights and the display
prompts you to sclect a rhythm pattern.

] o] Q
VOICE  EFFECT A B.
.0

o
DISPLAY C.

00

o
FGOT  REGIST ERP.
SW.  SHIET PITCHMID:

o oRHYTHM o
VOICE PROGRAM
EDIT  PATTERN SEQUENCE

o] s} 8]
U.FLUTE L FLUTE TREMOLD
VOICE ~ VOICE FAS'

DISPLAY SELECT

Note: Pressing the PATTERN but-
ton here alse automatically stops the
rhythm patterns and rhythm sc-

quences.

Note: Use of the playback and re-
cording functions on the Music Disk
Recorder automatically cancels the
Rhythm Programming/Rhythm Se-

quencing operations,

FPATTERN

Select a Rhythm!!

Creating a Rhythm Pattern from a Copied Pattern

2. While holding down the PATTERN button, select a preset
rhythm pattern to be copied to the Rhythm Pattern Program. Copy-
ing a preset rhythm lets you make changes to an existing rhythm
pattern, saving you time if you want to program a rhythm that is
similar to an existing preset pattern. Two measures of the selected
rhythm pattern will be copied Lo the Rhythm Pattern Program.

Copying a Pattern from the Rhythm Menus

Note: The User rhythms you have
crealed can also be copied (in the
manner described at left) for further
cditing.

You can also copy a specific rhythm pattern from among the choices in a Rhythm Menu. To do
this, press the desired panel Rhythm button. then select the desired pattern with the Data Control
buttons — BEFORE calling up the Rhythm Pattern Program and performing steps #1 and #2
above. The specitied rthythm will be copied once you execute steps #1 and #2. (The same proce-
dure can be used with the FILL IN and INTRO.ENDING buttons for copying Fill In and Ending

patterns.)

Creating an Original Rhythm Pattern from Scratch

Releasing the PATTERN button without selecting a rhythm loads a
blank pattern to the Rhythm Pattern Program, so that you can create
your own pattern from scratch.

L8

Note: When presct rhythm patterns
are copied to the Rhythm Pattern
Program, the copied patterns may
differ in volume from the criginal
patterns.
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Rhythm Pattern Program Percussion Sounds

Upper and Lower Keyboards

The Rhythm Pattern Program has a total of 115 different percussion

sounds that are assigned to the keys of the Upper and Lower key-

boards, as shown in the following chart.

Percussion Sounds Assigned to the Upper Keyboard

Percussion Sounds Assigned to the Lower Keyboard

e @ B

0 o e

B @
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Step Write and Real Time Write Operation

There are two different methods you can use to program rhythm pat-
terns: Step Write and Real Time Write.

Step Write allows you to enter percussion sounds as individual note
values. Asamethod, itis very similar to writing down the notes on a
sheet of music paper; each note is entered one at a time, and though you
can hear each individual note entered, you cannot actually hear the
pattern playing as you create it.

Real Time Write on the other hand, is similar to using a multitrack tape
recorder; you can hear previously recorded parts of the pattern as you
record new parts on top.

Each method has its own advantages and uses. Step Write is good for
precision and for entering percussion sounds whose note placement and
rhythmic value has been determined, such as a bass drum that plays
every beat in a measure. Real Time Write 1s best for capturing the "feel”
of arhythm, because it allows you to actually play the pattern as you are
creating it.

Which method you use depends partly on the type of thythm you intend
to create and partly on your own personal preference. You can even
switch between the two methods in editing to create a single rhythm
pattern by the use of both methods. This would come in handy, for
example, in programming the basic beats of a rhythm with Step Write,
then using Real Time Write to add percussion accents and embellish-
ments.

Selecting Step Write or Real Time Write Operation

Step Write and Real Time Write can be selected from either the Beat/
Quantize page or the Edit page.

The mode of operation that is selected depends on the play status of the
rhythm pattern. If the rhythm is stopped, Step Write 1s automatically
selected. If the rhythm is playing, Real Time Write is selected.

Simply press the START button in the Rhythm section on the panel to
start or stop the rthythm pattern and switch between the two modes.

Using the Beat/Quantize Page

The Beat/Quantize pagc is automatically displayed when calling up the
Rhythm Pattern Program. Though the Step Wrile operation is described
first, the instructions given here apply to both Step Write and Real Time
Write for selecting the basic timing setings of the pattern.
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LERIR O TEL VIR STl — Step Write
PATTERN | FRGE:

34 J1 1 A B .
|
24 Gl BB | oFF orr
— o o ’ o
@ BEAT

Determines the time signature used for the rhythm pattern.
Available time signatures are 2/4, 3/4 and 4/4. The default
setting is 4/4,

© QUANTIZE
Determines the resolution value.
Quantize values are shown in the LCD as note values and repre-
sent fractions of a measure; thus, the eighth note () ) means
that there will be eight points or divisions in the measure. The
default setting 1s a quarter note.

© METRONOME
Turns the metronome click on or off. When set to ON, the metro-
nome sounds on each beat of the measure to serve as arhythmic
guide when programming patterns.

TG NEN v/ el — Real Time Write

[PATTERN (3177 EERT R UANTY &
J REAL TIME WRITE

nlanlAa
| 5 5| g | orF

FME TR
- HLiHE

Entering Percussion Sounds to a Rhythm Pattern

9 Rhythm Programming

|
E

Note: Beat can only be changed in
Real Time Write when the rhythm
pattern is stopped.

Note: The metronome can be lurned
on or off while a rhythm pattern is
playing. The metronome is auto-
matically sct to ON when a hlank
pattern has been selected, and is set
o OFF when an existing pattern is
copied.

Note: Used with Real Time Write,
Quantize allows you to automati-
cally "correct” the timing of notes
you cnfer, according to the specified

Quantize resolution.

Percussion sounds can be entered by either Step Write or Real Time Write
from the Edit page. (Sounds can also be entered in the Beat/Quantize page

by Real Time Write.) As with the Beat/Quantize page above, the Step

Write version of the Edit page is selected when the rhythm pattern is
stopped, and Real Time Write is selected when the pattern is running.

Editing with Step Write

To enter sounds with Step Write:

1 o First, turn off all of the voices and set the rhythm volume to an
appropriate level.

2. Select the EDIT page with the PAGE buttons.




3. Select the percusston sound you wish to enter.
There are two ways to select percussion sounds in the Step Write
mode:

(1]

Press the key on the Upper or Lower keyboard that corresponds to the sound. The instrument
name automatically appears at the top right of the LCD when the key is pressed. The selected
instrument is automatically assigned to an available empty rhythm track.

or
[2]

Use the leftmost Data Control buttons under the instrument number to step through the available
sixteen rhythm tracks. The name of the instrument currently assigned to the selected track is
displayed at the top right of the LCD. (Since this method allows you to select only from among the
assigned instruments, use the Change function described with the LCD below to change instru-
ment assignments. )

PATTERN J%" 1 . 1 .

|CLEHRIE_E“”T
< | s
(1) ® 0

PRGE: EERT-RUANT -4 NGE. - SAUE
12:BD Heavg pd A

2 | 3| 4
s | e | 7| s

© Rhythm Track
Selects from among the sixteen thythm tracks and displays the
instrument number currently assigned to the track.

® CHANGE
To change the instrument assigned to any given track:

1. Select the track using the Rhythm Track control.

2. Simultaneously hold down the Data Control button corre-
sponding to CHANGE and press the key on the Upper or
Lower keyboard that corresponds to the instrument.

© CLEAR

The Clear function 1s used to crase an instrument from the rhythm

pattern. Allinstances of the selected instrument, irrespective of

which tracks they occupy, will be erased from the pattern.
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There are two ways to use Clear:

[1]
While holding down the Data Control button corresponding to CLEAR, press the key on the key-
board corresponding to the instrument you wish to erase. (A short "beep" sound indicates that the

instrument has been erased.)

To erase all sound on all recorded tracks of the pattern:
Ho!d down the Data Control button correspending to CLEAR and simultaneously press the lowest
key (C1) on the Lower keyboard. Be careful not to do this inadvertently since all sounds will be

instantly and permanently erased.

[2]
Press, then release the Data Control button corresponding to CLEAR. The following display ap-
pears, prompting confirmation of the operation:

PATTERN i FRGEEERT/RUANT (41" RGY. - SAVE
Hl1.1.

12:B0 Heawy 28%

T
12:BD HEALY Clear 9 | 4
Are You Sure ?
L 0K 1] [Cancell] |
I - I I o I [~] I T E

Select OK with any of these buttons to clear all ’ Select Cancel with any of these buttons to abort the
data. A "completed" message momentarily operation and return io the criginal Edit display.

appears on the LCD.

4. Use the step forward ( > ) and step reverse ( < ) controls to ad-
vance or reverse the rhythm clock to the point at which you wish (o

enter the percussion sound.
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Ldit Page — Step Write

2]

Shows the current 4 "
Quantize value. = Measure Beat Clicks
1 8

4 ’ i FAGE: EEAT-RUANT -[017- REE. - SAVE
PHTTERN.EE 1 . 1 . 12:BD Heawd 205

(1) Step Forward ( >) and Step Reverse ( <) Controls
Each press of the corresponding Data Control buttons advances

or reverses the rhythm clock by one step. The size of a single step
is determined by the Quantize value, set in the Beat/Quantize
page.

@ Rhythm Clock
Displays the current position in the pattern, according to the
measure, beat, and number of clicks. A click is the smallest
division of a pattern. and one beat is made up of 24 clicks.

5 o Use the Accent section of the Edit page to enter the sound to the
sclected point.

PATTERMN =3~
ml.1.
IHETELFMENT

leLEnR|EHAN-8
< | >

FAGE: EERT ~QUANT -[2:114- AGE. - SHUE
287

12:BD aw:l

ACCENT

Records the instrument and determines its volume or Accent level.
Press the Data Control button that corresponds to the Accent level
you wish Lo sct; the instrument is automatically inserted at that
Accent level to the selected position in the pattern {shown in the

rhythmclock). Selection of an Accent level automatically advances

the rhythm clock by one step, according to the current Quantize
resolution value.

6. Repeat the operation entering different percussion sounds as
desired and complete the thythm pattern.

Note: You can return to the Beal/
Quantize page in the middle of edit-
ing and change the time signature
and/or the Quantize value.

Note: You can record up to sixteen
different instrument sounds in a
single rhythm pattern, with each in-
strument occupying onc of the six-
tecen available tracks. The Rhythm
Pattcrn Program has polyphonic
capacily for playing up (o 16 sounds
simultaneously. Instruments can
only be entered if therc are empty
tracks remaining. If all sixteen
tracks have been used, no subse-
quently selected instruments can be
heard or recorded.
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Editing with Real Time Write

To enter sounds with Real Time Write:

1 e First, turn off all of the voices and set the rhythm volume to an
appropriate level.

2. Select the BEAT/QUANTIZE page or EDIT page with the
PAGE buttons, then start the rhythm pattern by pressing the START
button.

Edit Page — Real Time Write

FAGE: EEAT-CUANT -[001- RGG. - SAVE
TIME WRITE 28%
|
1|

Only the Instrument Clear function is displayed and available in the
EDIT page tor Real Time Write.

® CLEAR

Asin Step Write, the Clear function is used to erase an instrument
from the rhythm pattern. However, the method of operation is
slightly different:

Hold down the Data Control button that corresponds to CLEAR in the display, and simultaneously
press the key on the keyboard corresponding to the instrument you wish to erase. All instances of
the selected instrument, irrespective of which tracks they occupy, will be erased from the pattern.

To erase all sounds on all recorded tracks of the pattern:
Select CLEAR and press the lowest key (C1) on the Lower keyboard. Be careful not to do this in-
advertently since all sounds will be instantly and permanently erased.

3. While the rhythm pattern is running, play the percussion sounds
from the Upper and/or Lower keyboards. Note: All of the instrument and

Listen to the metronome click as you play the sounds, using it as a track recording limitations de-
scribed in Step Write apply to Real

guide to keep in time and tempo. The pattern will automatically
Timec Write as well.  Instruments

n "
repeat (OI‘ lOOp ) every two measures. played when ali 16 wacks have been

Each instrument sound is recorded and automatically assigned to a used cannot be entered or heard.

separate track as you play it.

4. When you've finished entering instruments to the pattern, stop it
by pressing the START button again, or by selecting the ACC.
(Accompaniment) or SAVE pages.
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Selecting Accompaniment Patterns

This function of the Rhythm Pattern Program allows you to use one
of the Electone's Accompaniment patterns with your original rhythm
pattern. You can select the Accompaniment pattern that best
matches the rhythm pattern that you have created.

To select an appropriate Accompaniment pattern for your newly
created rhythm pattern:

1 o Selectthe ACC. (Accompaniment) page with the PAGE buttons.

FRGE: FERT-RUANT - EDIT -

March |!'Iar~¢h |I'Iar~ch |Polka |F'n1ka | TYPE | TYPE
1 2 3 1 2 | 2
Coun- |[Coun- |Broad-|Baro- | | T"r‘PElT‘:'F'E
tril 1 trd2 lway | e 3 4

2. Press the button corresponding to the desired rhythm type in the

RHYTHM

Rhythm section on the panel.
: : \ SEQ MAHCH WALTZ ING BOUNGE SLOW I [V —
o USER1 USER 2 USER 3 USER 4 U %

Note: If a rhythm patlern is started
in the ACC. page. the Accompani-
ment wilt also he heard. However,
both the rhythm pattern and the Ac-
companiment will automatically be
stopped when you leave the page.

:sgo i \ng’] TANGD LAT'IN 1 LATIN 2 BBEAT 15 BEAT [ —)
users |§ usens [ user7 || usERs EB[E]
MiN

3. The Rhythm Menu for the thythm you selected in step #2 above
will appear in the LCD. Select the desired rhythm pattern from the
menu with the Data Control buttons.

The selected rhythm's accompantment is automatically loaded to

your newly created rhythm.
PAGE:BERT-QLUAMT -EDIT - - SRUE
28%

T‘flPE I T?EPE
Jazz |D|xie- Dixie- TYPE | TYPE
Balladllandl lland2 3 4
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4. You can also call up the Rhythm Condition page from the above
display and set the Accompaniment volume.

PRAGE: EEAT ~GHANT - EDIT -LILN SHUE

EEU. BFIL.

_!%il

Finger [Custom

Chord 1H.B.E.

Saving Rhythm Patterns

To save a newly created rhythm pattern to a User pattern number:

1 » Select the SAVE page with the PAGE buttons.
The current rhythm pattern. if playing, will automatically be stopped

when this page is selected.

20

SAVE TO USER REHYTHHM
ERIUSEEIUSER'USEE

Us}
USER | USER EEIUSEE c | o |

2. Using the appropriate Data Control buttons, select both the User
number and variation type to which you wish to save the newly
created rhythm pattern.

Keep in mind that you cannot save a rhythm pattern by selecting only
a User number; you must also select a variation type — A, B, C, D, or
FILL (Fill In). Including the Fill In patterns, up to 40 different
rhythm patterns (8 User numbers X 5 variations) can be saved.
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PRCE:EEAT-CUANT -EDIT - AGG. 1T . ... .. -




PATTERHN FRGE: EEAT~CUANT - EDIT - RGE. -2'31 3
>
SAVE TO USER RHYTHM
USEEI USER | USER | USER l
1 2 1_3 | 4 |
USER | USER | USER | USER
3 | B | T | g C | D | ;
i) 5) © o

© User Numbers

@ Variations

© FILL (Fill In)

O Remaining Memory
Indicates the amount of memory available for storing rhythm pat-
terns. This is expressed as a percentage: 100% indicates the
maximum amount of memory available, and (0% indicates that
there is no more memory available.

3. Once you have selected a User number and type, the following
display will appear, prompting confirmation of the operation.
Select JOK] to save the rhythm pattern or [Cancel] to abort the
operation and return to the previous display.

FAGE: BENT-QURNT - EDIT - Rt -EL13
20%

Save To Userl-H
Are You Sure 7

Ok 1 [Cancell
il 7 1 8 1 ¥~ 1 " 1

When the pattern has been saved, the following display appears:

PRATTERN FRGE: BERT-RUANT - EDIT - Net. L1
i“mm“ 207
USEEIUSER Save To Userl-A

1 2

Comeleted. .. 1} FILL

TUSERL L

USER | USER
5 .

USERlUSER
575|7|§_|""'|"’|
When the pattern cannot be saved because of lack of available mem-
ory space, the following display appears:

PATTERH PAGE: BEAT-RUANT - EOIT - AGG. -EL11
8%
Save To Userl-A
U%FRIU%EE Data full !! FILL
ussn|u= R [Confirm]
2 B I T 1 8 1 = 1 “ |

Press the Data Control button corresponding to "Confirm" to return
to the original SAVE display.
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tion (scc page 82) can be used 1o
delete all User rthythm patlerns
from memory.




Y ou should periodically save your rhythm pattern as you are making
it and check the amount of remainin g memory. If the rhythm pattern
currently being edited cannot be saved because of a lack of memory
space, erase some of the less necessary percussion sounds with the
Clear function, and try saving the pattern again.

Leaving the Rhythm Pattern Program Functions

You can exit the Rhythm Pattern Program from any of its dis-
play pages. To do this:

1 o Press the PATTERN button in the DISPLAY SELECT scetion
once again.
If a rhythm pattern is playing, it will automatically be stopped. The

9 Rhythm Programming

following display will appear, prompting confirmation of the operation.

PATTERN J%' 1 ] 1 . FRGE: BERT-QURANT -

12:1B0 Heava

If Hot Saved. the Data Will Be Lnst
Are You Sure You Want to Leave ?

[ OK 1 C[Canhcell

2- Select [OK] to leave the Rhythm Pattern Program, or [Cancel | to
abort the operation and return to the previous display.

Playing User Rhythm Patterns

The User rhythm patterns you have created in the Rhythm Pattern
Program can be selected and playcd from the Rhythm Menu,

To play a User pattern:

1 ¢ Press one of the Dotted buttons in the Rhythm section.

RHYTHM
— —— [ — fe=rery ] MAX :
SE MARCH WALT swwe BOUNCE | SL%V: HIEE I (0
| ROCK | |
! ussm USEHZ USER3 || USER4 || A ' B (—=0

~ N
— = = =|=0

Taao J[LTn T[Tz | & Bzar | [Te ek 1‘; ] |I=0
user5 ||| usere || useRT || users | \CJ” G %E
e T

[8EQ.] ASEQ,.

2- Select the USER page with the PAGE buttons.

TVPE | TYPE
_usslpsa I__USBER |"'"us_"_r_ER |@| e |_n wa | T*r'F'E
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Note: If you leave the Rhythm Pat-
tern Program without having edited
any pacerns, this display will not

appear.
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3 o Select the desired User rhythm pattern from the LCD display by
using the Data Control buttons.
Be sure to select both a User number and a variation type (A, B, C, or D).
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Playing User Fill In Patterns

You can play User Fill In patterns by selecting the desired User number and pressing the FILL IN
button in the panel Rhythm section.

l Rhythm S equence Program

With the Rhythm Sequence Program function, you can connect any of the Electone's existing thythm
patterns and the rhythm patterns of your own creation together to make complete rhythm composi-
tions. You can save four rhythm compositions to the Sequence buttons on the panel for future recall.

Calling up the Rhythm Sequence Program function

To call up the Rhythm Sequence Program fuaction:

1 o Pressthe SEQUENCE button in the DISPLAY SELECT section.
The LEDs of the numbered Sequence buttons in the Rhythim section
on the panei will flash and the following display will prompt you to
select a sequence number.

[x)
VOICE EFIPECT A E C.
LISPLAY SET M.O.C

=] E o
S T SERUENCE

o AHY THM
YCIGE FROGRAM
EDIT  PATTERN SECRUENCE

Select a Seauence!l

u. FLUTE [ FLUTE TREMOL(J
FAS

VOICE  VOICE

DISPLAY SELEGT

RH‘!‘THM

SW1 NG BOUNCE
USER 3 USER 4

LATIN 2 8 BEAT
USERT? USERE
L_N__M_ﬁ . ]

QEQJ M RCH v«mz
USER 1 usanv
IEQU TANGD LATINI n
usms USER § = )

—

SLOW I{ [}}}E}[

130

o

@@[

[ o | ] i




9 Rhythm Programming

2. Press one of the Sequence buttons to call up the Rhythm Sequence display.

SEQUENCE [ 1BarlMarchl
MO, | __ 5 10 15
FHT- » - ] ] - - = - ] ] - = a - ]

BeAl| et | 1ns. |DEL. [cLERR

In this display, different rhythm patterns (both Preset rhythm pat-
terns and User rhythm patterns that you created with the Rhythm
Pattern Program) can be entered in sequence along the pattern row in
the middle of the display. Entered patterns are shown in boxes, while
the numbers in the row above indicate the position.

The three-character code inside each box indicates the type and
number of the rhythm pattern. The preset rhythm patterns of the
Electone are indicated by a two-digit number (i.e., [05 ] or [16 ]).
User patterns arc indicated by the "U™ prefix as well as a letter suffix
representing the type — A, B, C, D, and F (Fill In). Examples of
these include [U3C] and [U8F). The preset patterns also may have a
letter suftix: "[" indicates Intro, "F'" indicates Fill In, and "E" indi-
cates Ending (i.e., [011], [20F], and [16E]).

Programming a Rhythm Sequence

To program a rhythm sequence:

1 + Sclect the type of thythm pattern you wish to enter, Preset or User.

1Bar]1Marchl

GUENCE [
! 10

NG,

rn'l'. . . . . - - - .

k< | < | > |EE™| seT |1ns. |DEL. [cLEAR
Al a] o)A Al o] &
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- - Pressing this button selects User rhythms.

Note: When you select one of the
sequences in this step, any editing
done (o that sequence 1s instantly
and automatically saved. This means
that it you select a sequence that is
alrcady programmed, any cditing
you do will permanently change the
sequence and the original sequence

cannol be recovered.

Note: Any rhythm pattern currently
playing will automatically be
stopped when vou call up the
Rhythm Sequence Program func-
tion. Also, use of the Music Disk
Recorder functions automatically
cancels Rhythm Scquence opera-

tions.

Pressing this button selects Preset rhythms from the Rhythm Menus.
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2. Select the desired thythm pattern by pressing the appropriate
button in the Rhythm section, then select SET in the display to enter
the pattern. (Refer to the Rhythm Pattern Number Table below fora
list of the rhythm patterns and their number assignments, )

When PRESET is selected in step #1 above, the Rhythm buttons are
used to select the Preset rhythm names printed at the top. When
USER is selected, however, these buttons function according to the
User numbers and letters printed at the bottom. Select the User
pattern by pressing one of the numbered buttons (1 - 8), then a let-
tered button (A, B, C, or D) or FILL (for User Fill In).

1. Press one of the rhythm buttons...

RHYTHM
] — — - (AR — — MAX
SEQ. ! ||| TSEC. [jf:! b warvz fi swinG [ sounce Il sLow 1 - =0
! 2 Wisear| usema Jj veems [luseral] A | & j=00
[sec.] ||| rsec. i LATINZ [I @ BEAT. || 16 BEAT [EJ%
q 4 e . . E

USER 7 ER & ¢ D . E

. | | N ) & o I=i

2. ...then select SET.

B81| geT | INS. |DEL. |cLEAR
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Note: A maximum of 120 patterns
cun be entered o a single sequence.




9 Rhythm Programming

Rhythm Pattern Number Table

'01] March 1 18| Bolero 35 Slow Rock 3 52 8Beat3

02| March 2 19| Swing 1 36 Tangoi 53| 8Beat4

03! March 3 20| Swing 2 37 Tango 2 54| gBeat5

04 Polka 1 21| Swing 3 38| Tango 3 55| Dance Pop 1
05 Polka?2 22| Swing 4 .139| Cha-cha 56| Dance Pop 2
06 Country 1 23| Swing 5 40| Rhumba 57| Dance Pop 3
07 Country 2 24| Swing 6 41| Beguine 58| Dance Pop 4
08| Broadway 25| Jazz Ballad 42| Mambo 59| 15 Beat 1

09| Baroque 26| Dixieland 1 43| Salsa 60| 16 Beat2

10| Waltz 1 27| Dixieland 2 44| Samba 1 61| 16Beat3

11| Waltz 2 28| Bounce 1 45| Samba 2 62| 16 Beat4

12| Waltz 3 29| Bounce ? 46| Samba 3 63| 16Beats

13| Waltz 4 30| Bounce 3 47| Bossanova 1 64| 16 Beat Funk 1
14| Waltz s 31| Reggae 48| Bassanova 2 65| 16 BeatFunk 2
15| Jazz Waltz 1 32| Reggac 2 49| Bossanova 3 66| 16 Beat Funk 3
16| Jazz Waltz 2 33| Slow Rock 1 50| 8Beat1

17| Jazz Waitz 3 34| Slow Rock 2 51| 8Beat2

Fill-in/Intro./Ending User

01F | March 1 Fill-in UT1A | User1-A

011 | March 1 Intro. U1B | User1-B

01E | March 1 Ending U1C | User1-C

UiD | User1-D

U1F | User 1-Fill-in
Uil User 1-Intro.
U1E | User 1-Ending

3- If you wish to enter a Fill In, Intro, or Ending pattern, hold
down the appropriate rhythm control button on the panel (INTRO.
ENDING or FILL IN} and simultaneously press the Data Control
button corresponding to SET.

— — =

INTRO. SYNGHRO[ | START |
ENDING START L
o ] j e

1. While hoiding down INTRO. Fm
ENDING or FILL IN...
SERQUENCE [ 1BarlUser 1-A FILL

g, 0 15

AN
AN

S o Y, : N v AV

2. ..press SET.
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About Entering Intro and Ending Patterns

Pressing the INTRO. ENDING button when at the first position in Note: Any existing pattern data that
the pattern row automatically enters an Intro pattern there. Press- follows an Ending patlern is auto-
ing the INTRO. ENDING button at any other position in the row matically deleted

enters an Ending pattern.

4. Use the cursor controls to move the cursor along the pattern row
in the display and sclect the position at which patterns will be en-
tered. Then use the data controls to enter and delete pattern numbers
in the pattern row.

beque“ce Page Shows currently selected rhythm
Current Measure

nd variation if selected.
Pattern Row pattern nameﬁ al

Note: An [ntro or Fill In pattern en-

SERUENCE [ 1Barllker 1-R FILL
I g i i5 tered to the first position is not regis-
@mm ' : tered as a4 measure, and the current

DS TH measure display shows "- Bar," cven

B | seT | ns. | DEL. |cLEAR

though a pattern has been entered.

e 0 0 0 e o0 9 10

1] (5
© Cursor Controls
@ K< Moves the cursor to the first position.

© < Moves the cursor onc measure to the left.

® > Movesthe cursor one measure to the right.
The Coarse button can also be used with the cursor controls to move the
cursor several steps at a time.

@ Data Controls

O PRESET/USER
Determines the type of rhythm pattern, Preset or User. (Sce step #1
above.)

@ SET
For initially entering a pattern number to an empty position in the pattern
row, or for replacing a pattern at the cursor position. (See steps #2 and #3
above.)

© INS. (Insert)
For inserting a pattern number at the current cursor position. The new
pattern is entered to the cursor position and all other patterns to the right of
the cursor are moved to accommodate the new number. The operation s
the same as for SET (see steps #2 and #3 above).

€© DEL. (Delete)
For deleting a pattern number at the current cursor position.

{0 CLEAR
For erasing all patterns entered to the selected sequence. After selecting

Clcar, the following display appears:
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SEQUENCE [ - Bar]lHMarchl INTRO

Ne. | 5 in 15

FAT. [013] L AHLEL : OF|l1 BE] -
EIEE Data All Clear =

Are You Sure ?

TOP | < —ri—oaneeldJoEL. JoLEAR

Select [OK] to clear the currently selected rhythm sequence, or
[Cancel] to abort the operation and return to the previous display.

Playing the Sequence During Editing

9 Rhythm ngrammmg

You can play the rhythm sequence at any time during the editing process by moving the cursor to
the point at which you wish to begin playback and pressing the Rhythm START button.

About Using Registrations with the Rhythm Sequence Program

The rhythm patterns assigned to the sequence can be changed during editing by selecting different
registrations. This allows you to create a registration that contains the specific rhythm patterns
that you will use in a given sequence, and call up that registration when editing the sequence. The
type of Accompaniment used with the rhythm patterns also depends on the selected registration.

Leaving the Rhythm Sequence Program Function

To exit the Rhythm Sequence Program:
Press the SEQUENCE button in the DISPLAY SELECT scction
once again. {The LED of the button will turn off.)

Playing Rhythm Sequences

To play any of the rhythm sequences you have created:

1 e Pressthe appropriate Sequence button on the panel.

RHYTHM
[_gg] SEQ MARCH WAE.TZ ING BOUNCE su)w
usert |1 userz || usens || usens G
U
[SEQ ] ISEQ TANGO umm LATIN 2 a BeaT ff 16 EEAT
P@ users |i users || usen7 || users G-- —= 3‘][]
[—
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2. Next, press the thythm START button.

| — e | —
INTRO. SYNCHROY| START
ENDING START .

When one of the four rhythm sequences is playing, each pro-
grammed rhythm pattern that plays is indicated by the lit LED on the
Rhythm panel button. One LED will be lit for a Preset thythm, and
two LEDs will be lit for a User rhythm (one for the User number, the
other for the type).

Playing All Sequences in Order

You can also have up to all four rhythm sequences automatically
play in order, one after the other.

To do this:

1 e Press all Sequence buttons, making sure that their LEDs are all lit.

RHYTHM
o= _— = — MAX
=) || GEG MARCH WALTZ SW\NG BOUNCE SLOW 1 {J
! 2 USER1 || userz {j users [| UsER4 ‘?f =30
: =0
- Lﬂ D
; (EEQ, TANGO LATIN 1 [ Lamin 2 e BEAT 16 BEAT | EQ%
3 E] _:(
Users |k usens [ usea7 || vsers B
‘ B . %C J

2 « Pressthe START button.

[e——] [ N ]

INTRO. SYNGHRO]| START
ENDING START
| .

—
FILL IN

~ _____—-

The rhythm sequences start from the lowest number and play in
order automatically to the highest number. {For example. if you
press Sequence buttons 4,2, 3 and 1 in that order, the sequences will
be played back in their numeric order: 1, 2, 3, then 4.) This function
effectively allows you to make a long rhythm sequence that exceeds
the 120-pattern memory limit of a single sequence.



9 Rhythm Programming

Starting the Rhythm Sequences with the Left Footswitch

1 « Call up the Footswitch display by pressing the FOOT SW. Note: The Left Footswitch also
button in the DISPLAY SELECT section, and select the STOP can be used to tum & seduence
function in the Rhythm Control.

off. However, if more than one
sequence has been selected and
the Footswitch has been used to
2. Press the Left Footswitch to turn on the Rhythm Sequences. turn one sequence off in the
middie of playback, pressing the
) ) l“'ootswitch again will not resume
(See page 138 for more information.) playback from the stopped point
but will start at the beginning of

the next sequence.

Saving Rhythm Pattern and Rhythm Sequence Data to Disk

‘Once you have created your own rhythm patterns and rhythm se-
quences, you'll want to save them to disk. Doing so allows you to
free up memory in the Electone for creating additional thythm
patterns and sequences. Also, the User rhythm patterns and se-
quences you've saved to disk can be loaded back to the Electone
any time.

Rhythm Pattern and Rhythm Sequence data is included in the bulk
data that is saved when you record registrations to disk. Refer to
the section Recording Registrations, page 91, for instructions.

Recalling Rhythm Pattern and Rhythm Sequence Data from Disk

The Rhythm Pattern and Rhythm Sequence data saved to disk as
part of bulk data, can instantly be loaded back to the Electone. Rhythmn Program data back (0 the
Refer to the section Recalling Recorded Registrations, page 92, for Electone, be sure to stop the

instructions. rhythm pattern if it is playing.
Loading cannot be cxecuted when

Note: When loading your original

a rhythm pattern is running.
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