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Introduction

This is the operation manual for E-mu Operating System (EOS). EOS is the
operating system in several E-mu products, including: E-I1V, e-64, E4K,
E-6400, E4X, E-Synth and the E4 Ultra series. The same EOS software is
loaded into each of these machines. For the sake of simplicity, we refer to
all these products as “the Emulator” when we talk about them in this
manual (unless, of course, there is an issue involving a particular product,
then we will be specific).

Your Emulator is a special purpose sound computer and like all computers,
can be thought of as having two main components:

1. The physical machine with the buttons, keys, gadgets, that generates
sound and;

2. The EOS software that tells the hardware what to do.

This manual describes how to use EOS to get the most from your Emulator.
The various functions of EOS are organized in this manual by their module.
Screen displays and step-by-step instructions are described for all aspects of
use and operation. Notes in the margin highlight important points or give
useful operational tips which might not be readily apparent.

If you are unfamiliar with samplers and synthesizers in general, you may
need more information than this manual provides. We suggest that you
read some of the many books and magazines on the subject of music
synthesis. This will help you to get the most out of this extremely powerful
instrument.

Important Upgrade Information

The features and functions of EOS are enhanced and upgraded periodically.
Please take a moment now to read the E-mu Systems warranty and fill out
and send in your warranty registration card. We NEED your mailing address
in order to keep you informed about upgrades and manual revisions.

EOS 4.0 Software Manual 3
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About EOS

Graphic User Interface

EOS uses icons, graphics and dialog boxes extensively to make
programming as easy and as intuitive as possible. Similar functions are
logically grouped into menus and navigation controls such as the Cursor
and Page buttons make it easy to select the desired field.

Sequencer and Data Filer

The onboard 48-track sequencer is a full function music production center.
It contains a host of powerful features such as high resolution cut and paste
editing, quantization, data filters, and external sync capability. It is also
capable of reading and playing back standard MIDI files (format O & 1)
direct from a DOS floppy disk and saving them to the internal hard disk
drive. Music sequences are stored within banks or as separate objects.

Sound Libraries

The Emulator family has access to the huge library of sounds available from
E-mu and other sources. EOS is fully compatible with the E-IV, e-64, EllI,
EIIX, ESI-32, E4K, E-6400, E4X, E-Synth and Ultra sound libraries, and can
transparently read Emax II, Roland S-700 and Akai $1000/51100/S3000
banks via SCSI HD or CD-ROM without awkward conversion routines.

Sound Storage

EOS lets you arrange up to 1000 samples per bank in up to 1000 presets.
E-mu's exclusive SoundSprint™ function automatically loads presets from
the hard disk as you browse through them. You can continue to play while
the new preset is loading in the background. The Sound ROM option
(standard on E-Synth) gives you 16 MB of great samples with hundreds of
user programmable presets which are always on-line and ready to go.

Advanced DSP

EOS’s advanced digital signal processing (DSP) features make sampling a
breeze. Samples can be truncated, normalized and placed on the keyboard
automatically as the sample is taken. Advanced tools such as Auto Corre-
lation, Loop Compression and Crosstade Looping allow even the most
difficult sounds to be looped easily.

You can digitally splice and mix samples with other samples. Control
samples dynamically from the keyboard using velocity and positional cross-
fading and switching functions. Advanced digital processing features such
as Sample Rate Conversion, Compression, Parametric Equalization and
Digital Tuning let you shape raw samples quickly and with greater precision
than computer based systems. Samples are easily transferred between the
Emulator and an external computer via SCSI.
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Additional digital processing functions include:
¢ Time Compression and Expansion: Shortens or lengthens the sample
time without changing the pitch.

¢ Pitch Change: Changes the pitch of a sample without altering the
time.

e Transform Multiplication: Creates weird and wonderful new timbres.

e Aphex Aural Exciter:"™ Adds brilliance and sheen to your samples.

* Dopplerization: Moves samples forward and backwards in space as well
as from side to side.

¢ FIR Filters: Non-realtime digital filters with “Ultra” high Q values and
phase-linear filter response.

¢ Bit Converter: Removes unwanted bit resolution from your samples.

e Beat Munging: Analyzes drum loops and phrases and allows you to
change tempo, time signature, swing and individual beats in real-time.

Built-in Digital Effects

A high quality internal effects processor adds reverb and chorus effects
while keeping the sound in the digital domain. 76 different effects are
currently implemented with several controllable parameters for each effect.
A sound with effects applied can be resampled and saved as an entirely new
sound, with ambience and effects included.

More Digital Processing Features
The digital hardware implements up to 128 “analog-sounding” Z-plane
filters with many different filter types.

e 12, 24, or 36 dB/octave Low-pass filters with resonance

e 2nd & 4th order High-pass filters with resonance

e 2nd & 4th order Band-pass filters with resonance

e Contrary Band-pass filter

e Three types of swept EQ filters

e Three Phasers and one Flanger with resonance

¢ Six powerful Morphing filters

Modulation sources include three multi-stage envelope generators and two
multi-wave LFOs per channel with full MIDI modulation control over
virtually every parameter. The digital patchbay, containing a set of arith-
metic modifiers, let you create complex synthesis models.

EOS Emulators have 32 part multi-timbral capability, allowing complex
sequencing and sound effects creation. Emulators can be operated by
remote control using an external computer. A MIDI expander card is
available for older units which increases the number of MIDI channels from
16 to 32.
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Power Up!

Instant Gratification

This section is designed to get you playing sounds in the shortest amount
of time and provides only a partial explanation of disk operations. For more
complete instructions, see “Disk Menu” on page 355.

Power Up!

e Turn on the Emulator and wait for the following screen to appear.

Untitled Bank

PO00 Untitled Preset

[ Seq | FX J[ Sprint J[ Load...|[ Save... | Modea |

If you have an E-Synth or an Emulator with the ROM bank added, you can
select presets immediately. Use the Data Entry Control, INC/DEC buttons,
Left/Right cursor buttons or the numeric keypad to change presets. That's
it! If you have an Emulator without the ROM bank installed, you must load
a bank into the unit. Go to the next section for instructions.

6 E-MU Systems



% The Disk button can be
set to call up either SoundSprint
mode or the Last screen you
used in the Disk Browser. This
preference is located under
Master, Setup, SCSI.

Introduction
Loading a Bank from the Hard Disk

Loading a Bank from the Hard Disk

Loading a bank of sounds makes an entire collection of different presets
immediately available.

iz To Load a Bank from the Hard Disk:

1. Press the Load function key (F4) from the main screen shown above.
The following screen appears.

L| Drive: D1 GQuantum FIREBALL
© Folder: [ZUR KT
p| Bank:BO00O Pop Rock

The display shows the hard disk drive information, the folders contained
on the drive, and the individual banks contained in the displayed folder.

2. Select the Folder containing the desired bank. Using the Arrow cursor
buttons, move the cursor to the Folder field and select the Combos

folder.

3. Select the Bank. Move the cursor down to the Bank field and choose
the General MIDI bank using the Data Entry Control, the INC/DEC
buttons or the numeric keypad.

4. Press OK to load the bank. The bank is loaded and the first preset in the
bank appears.

Loading SoundSprints

SoundSprint is a proprietary method of loading presets from a hard disk. As
a preset is selected in SoundSprint, it is immediately loaded into the bank.
If you have an EOS machine with a hard disk, try it out. See “SoundSprint”
on page 23 for more information.

<< >» Affinity Combo

SoundSprint Eiiilataniis.

[ Utils« j[Browsej( Mark... [ Load... | <Bank j( Bank> |
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% Turn Sprint Off before
continuing.

% Press Assignable Key 3
(default setting) to jump
between the RAM and ROM
preset locations if you have an
E-Synth.

8 E-MU Systems

1z To Load SoundSprints:

1. From the main screen, press the Sprint function key (F2). The screen
shown above appears.
Select a preset. Use the bank function keys (F5 & F6), the left/right
cursor buttons, the previous/next buttons or the Data Entry Control to
select new presets. The previous and next presets in the folder are
shown in the upper right of the SoundSprint display window.

As you explore the SoundSprint presets be sure to try out the controllers
such as sliders and wheels. EOS machines containing a hard disk have a
special folder of Sprint presets.

1z To Turn Off SoundSprint Mode:
1. Press the Utils function key (F1).
2. Press the SprntOff function key (F5).

Selecting Presets

The currently selected preset is displayed on the main screen showing the
preset number (as it appears in the currently loaded Bank) and its name.
EOS provides several methods for selecting presets.

Pop Rock NEXT =
FO01 Marcato Strings

[ Seq J[  FX J[ Sprint | Load...|[ Save... | Modea |

1z To Select a Preset:
¢ Use the Data Entry Control to quickly scroll through the presets.
e Use the Left and Right cursor buttons or the INC and DEC buttons to
scroll through them one at a time.
e The Page buttons to scroll through them ten at a time.

¢ The numeric keypad to punch in the preset number and then press the
“Go” button to confirm the selection.

When using the numeric keypad to select presets, you select a preset by
entering a 1, 2 or 3 digit number. If fewer than three digits are entered, you
must press the Enter or Go button after selecting the number. For example,
you could select preset number 3 in any one of three ways:

1. Type “3.” A window pops up asking you to confirm the preset number.
Press the “Enter” button or “Go” button.



% The more sound RAM
you have in the unit, the larger
the bank size can be and the
more presets you can have in
the bank at once.

Lock 1

POl

2-Key Preset Selection

Lock 2

{0

1-Key Preset Selection

Introduction
Selecting Presets

2. Type “03.” A window pops up asking you to confirm the preset number.
Press the “Enter” button or “Go” button.

3. Type “003.” (You do not need to press the “Enter” button or “Go”
button when entering all three digits of the preset number. Because
there are only three possible digits, EOS knows that you're done.)

Presets are contained in the bank you loaded earlier so they are instantly
accessible when selected, unlike SoundSprint presets, which take a second
or two to load from the hard disk.

The next and previous presets are displayed in the upper corners of the
screen. The next preset is displayed in the upper right hand corner, the
previous preset is shown in the upper left hand corner.

Lock Button

The +/- button has an alternate function as a digit “Lock” button. When
used as a lock, it sets the number of digits that you must enter to change a
preset using the numeric keypad. Locking 1 digit (Lock 1 mode) requires
you to enter the remaining two digits, but gives you a selection of 100
presets. Locking 2 digits requires only a single button press, but reduces the
selection range to 10 presets. Press the Lock button repeatedly from the
preset selection screen to rotate through the modes.

After entering the first digit in Lock 1 mode (meaning you need to enter 2

digits to select the preset by number), a popup window appears listing the

ten presets in that rank. Use the Page buttons to select the next or previous
ten presets. Use the cursor buttons to select a preset in that rank.

e The Lock button can be used to set the current rank of ten Bookmarks
in SoundSprint mode. Press and Hold the Lock button and select a
number to change the rank.

1020 Stereo Grand 1 1025 FPiano & Fad
1021 Grand Fiano 2 1026 TJ Piano

1022 Stereo Grand 2 1027 Dunked Piano
1023 Stereo Grand 3 1028 Piano Space
1024 Fiano 4 Yox 1028 Grand lllusion

If you are in the Lock 1 mode and you only enter one digit, a message pops
up asking you to confirm the preset number. You must press the Enter or
Go button to confirm the selection.

For example, to select preset number 3, type “3.” A window pops up asking
you to confirm the preset number. Press the “Enter” button or “Go” button.

EOS 4.0 Software Manual 9
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Saving

k Save to an Empty Bank if
you have edited presets and
want to save the old bank as
well as the edited bank.

; K To save a single preset to
a bank see “Export Preset” in
the Preset Manage module.

10 E-MU Systems

Saving

When presets are loaded into the bank, you are free to edit any parameter
in any preset. When you have everything the way you want it, SAVE the
entire bank to the hard disk. Since nothing is made permanent until you
Save it, you can play around with the presets to your heart’s content
without worrying about ruining something.

When you get something you want to keep, then it's time to Save. If you
don't save the bank, all changes will be lost as soon as you switch off
power or load another bank.

Pop Rock NEXT =

FOO1 Marcato Strings

[ Seq i FX j( Sprint j(Load.. [ Save. . j( Modes |

iz To Save a Bank:

1. From the Main screen shown above, press the button directly under
“Save...” on the screen (F5). The following screen appears.

S| Drive:D1 Conner CFA270S g8
& Folder: FOO6 Combos
S REIHE000 Pop Rock

2. Select the Bank location. The bank field defaults to the bank currently
loaded. Press OK to overwrite the bank or select an empty bank if you
want to save the bank as a new bank.

You can also save the bank to another folder or disk drive (if
connected). Use the up/down cursor buttons to advance the cursor to
the Folder or Drive field, then select the new destination.

3. Remember that Saving is permanent, so think twice before pressing OK.
Press OK to Save the bank or Cancel to abort the operation and return
to the main screen.



% The arpeggiated notes
can be recorded into the
sequencer and are transmitted
on the MIDI Out port.

k The arpeggiator
continues playing on the current
MIDI channel if you switch to
Multi mode.

) J3 73710

None 1 Oct 2 Oct 3 Oct

Introduction
Arpeggiator

Arpeggiator

An arpeggiator moves a pattern of notes sequentially over a range of the
keyboard. EOS provides a performance-oriented arpeggiator which is
powerful, yet quick and easy to use. It has several features including tap
tempo, octave extension, note value divisor and control over how the
extensions are played (up, down, or up and down or random). The arpeg-
giator plays on the Basic Channel and remembers the order of played notes.

> To Access the Arpeggiator:
1. From the main preset selection screen, press the Mode function key
(F6). A new set of function keys appears.

2. Press the Arp function key (FS). The arpeggiator will be enabled and the
function keys now control the arpeggiator functions.

HERT =p
FO0O1 Marcato Strings

Pop Rock

(COF6=a )6 27 ) F ) (Tempe ) e
| |

Arp Off Octave Direction
Extend

Go
Back

Note
Division

Tempo

Octave Extension. The extension control shifts the arpeggio up the
specified number of octaves each time the pattern is repeated. For example,
suppose you played C2 with an Octave Extension value of 2. The arpeg-
giator advances the pattern 2 octaves in the direction specified. The
extension can be set from 0-3 octaves.

1z To Set the Octave Extension:
e Press the Octave Extension button (F2) to toggle between values.

2-oct Extension, Direction Up

Extend 1 Extend 2

Played

EOS 4.0 Software Manual 11
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Arpeggiator
Direction

Down /

Up/Down //

Random -_—

12 E-MU Systems

Direction. The Direction parameter determines the direction or pattern of
the arpeggiated notes. The held notes can be played forward, backward in
an alternating forward/backward order or randomly. This setting also
affects the order of the octave extensions.

1z To Set the Arpeggiator Direction:

e Press the Direction button (F3) repeatedly until the desired direction is
displayed on the screen. See the illustration at left for a description of
the direction display.

Division. The speed of the arpeggiator is determined by both the tempo
and the tempo divisor. The following divisors are available: 1/2 note, 1/2
note triplet, 1/4 note, 1/4 note triplet, 1/8 note, 1/8 note triplet, 1/16 note,
1/16th note triplet, 1/32 note, 1/32 note triplet. The division is particularly
useful if you are synced to an external MIDI clock.

Triplets. Access the arpeggiator from Multimode and turn Triplets On.
Triplets will remain on even if you switch back to Omni or Poly modes.

Tempo. The Tempo parameter, used with the Division parameter, deter-
mines the speed of the arpeggiator. There are two ways of defining the
arpeggiator tempo; by entering it numerically or by using the Tap Tempo
feature.

Doan Dol NEXT =
Arpeggiator Tempo ito Strings

Tempo 120 BPM
P n n n Sync dFree Run |
(Fesyne | T

1z To Enter the Tempo Numerically:

1. Press the Tempo function key (F5) to access the Arpeggiator Tempo
screen.

2. Place the cursor over the tempo field and enter the desired tempo
using the Data Entry Control, INC/DEC buttons or the Numeric
Keypad.

3. Press Done (F1) or OK (F6) to return to the main Arpeggiator menu
from the Tempo submenu. If you changed the status of the Sync
function, it will be saved to EEPROM.



% You can control the

arpeggiator using an external
MIDI Clock by setting the
sequencer to an external clock
(Sequencer, Global, Setup).

% The arpeggiated notes
can be recorded into the
sequencer and are transmitted
on the MIDI Out port.
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z To use the Tap Tempo function:

1. Press the Tempo function key (F5) to access the Arpeggiator Tempo
screen.

2. Tap the F4 button at the desired tempo at least four times to define a
new tempo. After the first four taps, the tempo updates the average
tempo with each subsequent tap.

3. Press Done (F1) or OK (F6) to return to the main Arpeggiator menu
from the Tempo submenu. If you changed the status of the Sync
function, it will be saved to EEPROM.

ReSync! Resets the Arpeggiator clock at the exact moment the Resync
button is pressed. This lets you synchronize with another beat as you play,
even if the two clocks are not locked together.

Key Sync/Free Run. The Sync parameter defines when a note is played in
relation to when the key is pressed. When set to Key Sync, the note sounds
the instant a key is pressed. When set to Free Run, the note will not sound
until the next arpeggiator clock cycle. The new Sync value is saved to the
internal EEPROM.

The arpeggiator and sequencer use the SAME CLOCK and tempo. Changes
in either menu will affect both functions.

1z To Arpeggiate:
1. Press the Mode function key (F6) from the preset selection screen.
A new row of function keys appears.
2. Press the Arp function key (FS). The arpeggiator is enabled and the
function keys now control the arpeggiator functions.

3. Play a chord. The notes you are holding should now be arpeggiating.
Change the note division or go to the tempo submenu to change the
speed. Explore all the arpeggiator controls. Have fun!

4. Press ArpOff (F1) to turn off the Arpeggiator.

Note: You can leave the Arpeggiator menu with the Arpeggiator on.
Simply return to the Arp menu to turn it off again.

5. Press Run to start and Stop to stop arpeggiating. Press Done, OK, Exit
or Enter to leave the Arpeggiator.
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% On a split keyboard, the
Arpeggiator will play on the
preset that was selected when
the arpeggiator was turned on.
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From Multi mode, the Arpeggiator window appears as shown below. The
functions are identical.

qiator el
gE; Tempo :WgOctaﬂmsi g
Ch3 Sync  :Free Run Mode :Up/Down 0
ch a| Thplets :off Division : 1116

| Done j[ Stop |[Resync!] [Tap] | i| OK ]

Keyboard Modes

The keyboard modes are receiver functions, processing MIDI (or keyboard
action on an E4K or E-Synth Keyboard) and are designed as easy to use
performance features.

1z To Access the Keyboard Modes:

1. Press the Mode function key (F6). A new set of function keys appears.

Pop Rock

NERT =)
FOO1 Marcato Strings

[Who!e ][ Layer ][ Spllt ][\,s TR ][ Arp ]! Multi_|

Whole
Normal mode where the keyboard is not split or layered. This button puts
EOS in Omni or Poly Mode.

Layer
This mode places both presets across the entire keyboard at once. Selection
and Transpose operate exactly the same as in Split mode. See Split.

Split

The preset assigned to the MIDI Basic channel is placed on the lower half of
the keyboard and the preset assigned to the Basic channel + 1 is placed on
the upper split (for details about the Basic Channel and how to set it, see
“Basic Channel” on page 103).
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L

1z To Set the Keyboard Split Point:

1. Press the Mode button (F6) from the main preset screen. The Keyboard
submenu appears.

2. Press the SetSplit function key (F4). The display asks you to play a key.

3. Play a key on the keyboard you want to be the first key of the upper
preset.

1z To Change and Transpose Presets in Split Mode:

When in Split mode, the display appears as shown below, with both split
presets shown (upper is always on top). The currently selected preset is
ALWAYS shown in large bold type.

1. Use the Data Entry Control or INC/DEC buttons to change the Preset
shown in Bold.

NERT
Upper Preset- /7 pOp Rock P00 Marcato Strin;:
< +0 ort >
I:Jose Pnnn Flan“
g PO0S Rock Bass 1 —— Lower Preset +0 ort
(O J6=a Jf 2 Jf F )(Tempo_j( Manaj

2. Use the left and right cursor buttons to transpose the selected Preset up

or down.
4=FPREV Pop Rock HEXT wp
POOT EI.Guitar Mutes POOS Kotk Bass 2
POOO Pi&l"lO +0ort

L split:C3
OCK bdSs o>

o J6=a )6 2 )6 & )(Tempo_(_Mens

The Upper Preset is ALWAYS on top of the lower preset in the display.
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% Pan ADDS to the pan
setting made in the voice and is

not an absolute pan setting.

% The optional MIDI

channel expander card allows
32 channel operation on older
EOS machines having a single
MIDI input port. This option is
standard on E4X, E4XT Ultra
and E-Synth Ultra.

% Omni mode plays only
the currently selected preset
from any MIDI channel.
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Multi

Multimode allows the Emulator to respond to multiple MIDI channels at
once allowing you to play multiple MIDI channels simultaneously. For
detailed information and instructions on operating in Multimode, see
Multimode on page 106.

1z Selecting Multi Mode:

e Press the Mode function key (F6) to turn on Multimode and display
the Multi mode screen. See the following illustration.

Multimode volume pan submix pitth  meod
POOO Piano 127 +16 wvoice 0 0
PO0OS Rotk Bass 2 127 -7 woice 0 0

Ch3 Po00d Organ 127 4 woice 0 0

Chd FP00S Ac. Guitar 127 5 woice 0 0

[ Seq |(Setkvbd( View | Load...J[ Sawve...|[ Modea |

& To Change Channel Settings in Multimode:

1. Press the View function key to select MIDI Mix view. The MIDI Mix
screen displays and defines the preset, volume, pan settings and output
assignments for up to 32 MIDI channels.

This is useful for fine tuning multi-timbral sequences. This screen also
lets you override the output channel programmed in the voice. Any
volume, pan and preset changes made over MIDI are reflected in this
display.

¢ Volume = MIDI continuous controller channel #7

e Pan = MIDI continuous controller channel #10

213456789 ([1011]12[13[14] 15|16
vee [vee | vee [vee [vee |vee [vee [vee | vee [vee [vee |vee |vee [vee |vee | vee

el s ol ks ol ks ol ks ol K o B o Ko ol e ol s ol s ol s ol s ol Ko ol s ol s o

I
POOD Pisno Vg P:+16 Mwice (=)

2. Select the desired MIDI channel using the up/down cursor buttons.

3. Select preset, volume, pan or the output assignment using the left/right
cursor buttons. Change the parameter values using the Data Entry
Control, the INC/DEC buttons, or the numeric keypad.

1z To Return to Omni or Poly Mode:
1. Press the Arrow function key (F6).
2. Press the Mode function key (F6).
3. Press the Whole function key (F1).
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1 - The Basics

Definitions

How Sounds are Organized

It is important to understand how sounds are organized in order to make
best use of the instrument in the shortest possible time. Many terms will be
introduced now that show up later in the manual.

You can think of the Emulator as a collection of sound organizing modules,
all contained within the currently loaded bank. Let’s take a closer look at
what makes up this information, and how it is transferred from one section
of the instrument to another. The Disk is the largest element in the
hierarchy; the Sequence is the smallest element. The following gives a brief
description of the EOS hierarchy.

Disk Drive. Floppy Disk, Hard Disks, CD-ROM Drives, Optical Drives, ROM
Chips, etc.

Folder. Used to group and organize collections of Banks.

Bank. All samples, voices, and presets - Everything that resides in RAM
(memory).

Preset. One complete keyboard setup containing one or more voices.

Voice. One complete sound which contains one or more samples with
keyboard and velocity settings and all programmable synthesizer param-
eters.

Sample. An individual digital recording with a name, sample rate and
looping information.

Sequence. A sequence of key depressions, controller movements, program
changes or system exclusive MIDI data. Up to 50 sequences can be stored
with each bank, but sequences can also be exported as Standard MIDI Files
or as Emulator sequences. They can even be saved to Flash RAM.

To explain the hierarchy, we'll begin with individual elements, then work
our way through the system.
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% The total amount of

available sampling time can be
divided up any way you like—
one long sample, lots of short
samples, a few medium
samples, or any combination
thereof.
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The Sample
Loading in any sound, in mono or stereo, creates a sample, the raw material
with which the Emulator works.

The term sample commonly means two different things:

1. A digital recording of a complete sound, or
2. Each snapshot of the sound that makes up the complete sample.

In this manual, we’ll assume sample means the complete recorded sound
unless indicated otherwise.

You can modify a raw sample in several ways. A sample can be transposed
up or down in pitch to cover a particular range of the keyboard making it
unnecessary to record a sample for every key. Sample editing might consist
of Looping a sample (allowing even short samples to play indefinitely),
Truncating (cutting off unneeded parts of a sample, thus saving memory),
or any of a number of digital processes that actually change the raw sample

Wt IR b D

T T T'\\Low Orig!  High,'\ Low 'Orig ,High
> '
\\ ! :
1
1
!

1
1
1
1

Low Original High \\\
Key  Key Key ! ! 1 !

S01 Piano AO $02 Piano D3 S03 Piano D5

~
’

Sample Sample Sample

You can name samples also. It is usually a good idea to include the original
pitch in the name so that you can place it on the keyboard later at the
proper pitch. A bank can hold up to 1000 samples.



; ’\ A voice can contain a
single sample or multiple
samples, whichever you prefer.
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Voices

Voices

A voice is a complete sound that can be assigned to a range of the keyboard.
A sample is the sound-generating portion of a voice. You can think of a
voice as a complete instrument consisting of one or more samples, which
can then be used as a building block in constructing more complicated
presets. A voice consists of one or more samples, a dynamic filter, a
dynamic amplifier, up to three 6-stage envelope generators, up to two
multi-wave LFOs and up to 24 modulation routings called “Cords” to
connect everything together.

In one typical scenario, you might record several samples of an instrument
(such as a piano), then place them into the same voice. Normally these
samples would be placed side by side on the keyboard as in the following
diagram. You assign the sample to a range by setting the original key,
(which is usually the original pitch of the sample) a high key and a low key.
The number of samples needed for a realistic emulation varies with the
instrument, but in general, “more is better.”

When a sample is taken, it can be automatically placed into a voice with
one sample. You can also place the voice (and its sample) on the keyboard.

(]
Voice
| Each Sample:
o So1 | S10 | so03 so4)<sos
! Volume | T
| Ean - : S02 Positional
; Key Range/Fades | . \
1 Velo Range/Fades | L AN Crossfade
o ’ +* Velocity Crossfade \\
Sample 01| |[Sample 02| [Sample 03
Loop, Info, Loop, Info, Loop, Info, L
Sample Rate Sample Rate Sample Rate

If more than one voice is assigned to the same range, then pressing a key in
that range plays all the voices assigned to that range. Voices assigned to the
keyboard can be crossfaded by their position on the keyboard, or the key
stroke velocity. Voices can also be switched or faded depending on the
value of a realtime controller such as a modulation wheel, an LFO or an

envelope generator.

EOS 4.0 Software Manual 21



1 - The Basics
The Preset

22 E-MU Systems

The Preset

A voice can be assigned to a single note on the keyboard, or transposed
polyphonically to cover a wider keyboard range. A preset is one entire
keyboard setup consisting of one or more voices. The process of assigning,
and optionally transposing, samples to specific ranges of the keyboard is
called making a preset. Making a preset is a three-step process:

1. Create the preset and give it a number and name.

2. Place voices in different keyboard ranges. For example, with six voices
you could assign each voice to cover one octave of a six octave
keyboard. A voice can be assigned more than once within a given
preset, and assigned to more than one preset. Each preset can have up
to 256 voices.

3. Choose from a number of available options that further define the
preset. Some examples are: assigning samples to partially or fully
overlap other samples, thus producing doubling effects, or assigning
dynamic control to individual voices in a preset. Overlapping voices
can be crossfaded using any modulation source. You can modify voice
parameters and set up MIDI and dynamic processing parameters.

EOS allows you great flexibility in the way you construct presets. Consider
this — you can assign multiple samples to the keyboard inside the voice or
assign single sample voices to the keyboard. Unless you specify otherwise,
only one sample is assigned per voice. In this case you would assign voices
(and the single sample each one contains) to the keyboard and create
presets. On the other hand, you may want to create finished voices before
you start designing presets and treat the voice as your finished sound. In
this case, the preset can be used to crossfade, layer or switch multiple
complex voices.
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SoundSprint

SoundSprint is a special mode used to load presets quickly and automati-
cally within a folder as you browse through them. Presets are loaded in the
background while the keyboard remains active with the last preset. Loading
time varies with the size of the preset, but most presets load in one to three
seconds.

Presets loaded via SoundSprint are placed at the top of the bank memory
and are assigned preset numbers 990-999.

You can load up to ten SoundSprint presets in RAM and these can be
selected instantly. Once you load more than 10, the oldest Sprint preset is
erased. SoundSprint will not overwrite a preset that has been loaded in the
conventional manner and a “Memory Full” message will be displayed. See
“Soundsprint™” on page 376 for additional information.

Presets are erased to
0 one Prese, make room for new ones

0 : Preset [99119921993[9941 «.. 1999
v aTime S\ — -~
ol

Hard Disk
SOUNDSPRINT

Load All Bank
-2 1 N A
Preset | Preset—l Preset | Preset

Hard DiSk Preset | Preset | Preset | Preset

LOAD BANK
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Preset Diagram
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% Up to 100 Bookmarks
can be saved to nonvolatile
Flash RAM.

1 - The Basics
Bookmarks

Bookmarks

When in SoundSprint mode, you can attach Bookmarks to your favorite
presets so that they can be selected instantly with a single or double key
press. You can store up to 100 bookmarks and save them to nonvolatile
Flash RAM.

2 - a2 s Slirer 2 Arid
Sour Select a Bookmark... BtHNngs -

Eﬂ Bookmark EICERY)

GetfSavg(_Set )

i To Set a Bookmark:

1.

Select a preset. From the SoundSprint Browser, use the left/right cursor
buttons to select the preset you want to bookmark.

Press the Mark... function key (F3). The screen shown above appears.

Select a bookmark location using the Data Entry Control or INC/DEC
buttons.

After selecting a location, press the Set function key (F4) to set the
bookmark. Press the Set/Save function key (F3) if you want to save the
bookmarks to nonvolatile memory.

The numeric keypad selects a bookmark from the rank of 10 you last
selected with the Lock engaged.

Press the Go function key (F6) to go to the currently selected preset.
Press Cancel (F1) to cancel the operation.

Alternate Method to Set a Bookmark: (Using the Set button)

The first digit must be Locked for this trick to work. Press the + key so
that LockO appears in the display.

From the SoundSprint Browser, select the preset you want to bookmark
using the left/right cursor buttons.

Press and hold the Set button located to the right side of the numeric
buttons. While holding the Set button, press one of the numeric
buttons. A pop up dialog box will inform you that the bookmark is set.

To Select a Bookmark:

From the SoundSprint Browser, press the numeric button(s) corre-
sponding to the bookmark you want to select. For example, if you want
to select the preset at bookmark number 9, press 9 on the numeric
buttons. The preset is selected.
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The Bank

% A bank can hold up to
1000 presets.
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1z To Lock the first digit of the two digit Bookmark Number:

¢ Press and hold the Lock button (located to the left of the numeric but-
tons) while pressing one of the numeric buttons to lock the most
significant digit.

¢ Press the Lock button by itself to turn Lock mode On or Off. The lock
indicator on the display is shown in the previous illustration.

With Lock Off, two digits must be entered to select a bookmark. For
example, to select bookmark 9, you would press O, then 9.

With the most significant digit locked, only one button press is
required to select a bookmark.

iz To Select another Rank of 10 Bookmarks:

e Press and hold the Lock button and press one of the numeric buttons.
The display informs you of which rank of 10 bookmarks is now
selected.

The Bank

The bank contains samples, voices, presets and sequences. Everything that
is loaded into the Emulator is part of the bank. Although the memory is
volatile, meaning that the data disappears when you turn off power, all
bank data can be saved permanently to a hard disk drive or other media.
The number of samples that can be loaded into a bank at once is dependent
on the amount of sample RAM you have installed in your Emulator.

Folders

Just like on a computer, folders help keep banks organized. A folder can
contain up to 100 banks (0-99). You can use folders to organize your sound
banks by including all the banks used for a particular project in a folder.
The number of folders in a disk depends on the size of the disk. As an
example, a one gigabyte hard disk can hold up to 96 folders.



% Check the E-mu web site
at: www.emu.com for the latest
software updates & downloads.
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The Internal Drive

A disk drive is a memory storage device that stores banks of data. The
floppy drive is used mainly to update the operating system software. (The
operating system consists of the instructions that tell the Emulator what to
do.) Other types of disk drives, as described below, can connect to the
Emulator to provide efficient sound storage.

Floppy Disk Drive: The floppy disk drive requires 3.5", double-sided,
high-density (1.4 MB) floppy disks. As new enhancements are developed,
the new software is distributed on floppy disks. The floppy drive is used to
update the operating system software. This software can be copied into
Flash RAM and made a permanent part of the Emulator itself.

It is also ideal for transferring sequences to and from a computer-based
sequencer. With large bank sizes of 4-128 MB, the floppy disk becomes
impractical for backing up sound data, although it can be used to save or
transfer small sound banks in a pinch.

EOS accepts 2 kinds of floppy formats. DOS formatted disks allow multiple
files per disk and are compatible with PC and Macintosh computers. EOS
formatted disks allow one bank to be spread over multiple disks.

Note: The Emulator can format floppies in EOS format only. DOS floppies
must be formatted on a PC or Mac computer or purchased preformatted.
EOS cannot read Macintosh floppies, but fortunately the Mac can read and
format DOS floppy disks.

To Update the EOS Software:
Since the EOS operating system is stored in Flash ROM, it can be easily
updated to add features or to fix bugs. The following procedure explains
how.

1. Turn off power.

2. Insert the floppy disk into the drive.

3. Turn on power.

4. Press Enter to update or Exit to cancel.

5. Wait for the Emulator to update its firmware.
6

. Re-initialize EEPROM. (This should be done after a software update to
“clean the slate”. It resets the Master menu preferences and other bits.)

a. Press Master
b. Press Utils
c. Press Tests
d. Enter the Secret Password: 1-3-5-8, then press OK.
e. Press More
f. Press InitEE The display reads, “Initialize EE?”
g. Press OK. The display reads, “Saving System”
f. Press Master to exit diagnostics mode.
7. Recalibrate the Emulator controls. See “Recalibration” on page 68.
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% Use the “Mount Drives”
utility whenever an external
SCSI device does not appear in
the display.
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Internal Hard Disk Drive: A hard disk provides the advantages of much
higher memory capacity and far faster access time than floppy disks.
However, the hard disk cannot be removed and its data must be backed up
to another medium for safekeeping.

IDE Drives: The Ultra series Emulators can make use of an internal IDE
hard disk. An IDE drive has several advantages including: low cost, high
capacity, low noise and it doesn’t use up a precious SCSI ID number. Order
IDE installation kit #6303. This includes everything needed except the IDE drive.

External Drives

Emulators are equipped with SCSI (Small Computer Systems Interface)
connector(s) on the rear panel. This interface is commonly used in the
computer industry, so many devices made to work with computers—partic-
ularly mass storage devices—will also work with Emulators. Here are some
of the types of mass storage devices that can be connected to the Emulator
using the SCSI connectors.

Hard Disk Drive: A hard disk provides the advantages of high memory
capacity and fast access time. Transferring data is quite straightforward.
However, you cannot remove a hard disk and replace it with another one—
the disk is a permanent part of the drive. There are some important
cautions involved with hard disks:

1. Hard disks are sensitive to extreme mechanical shocks. If your hard disk
talls off a keyboard stand, chances are the hard disk will be damaged.

2. Hard disks have reached a very high level of reliability. However, they
can fail from time to time (as can any part of a computer), so any data
should be backed up periodically on some other medium.

Removable-media Hard Disk Drives: These are similar to standard hard
disk drives except that the disk itself can be removed and replaced with
another disk (similar to floppy disks). Disk densities can range from 44MB
to well over 1 Gigabyte (GB) per platter. Removable-media hard disk drives
make it easy for you to build a sound library of unlimited size and are quite
handy for transferring sounds between machines. They’re also perfect for
backups because you can remove the media and keep it in a safe place.

CD-ROM Drive: A CD-ROM is a playback-only mass storage memory
device whose capacity is approximately 660MB. Quality CD-ROM libraries
are available from several companies (E-mu Systems, InVision, Northstar,
Q-Up Arts and many others). These can be loaded into the bank just like a
hard disk.

Magneto-Optical Drive: These high speed, high density storage devices
are ideal for storing large amounts of sound data. Typically a magneto-
optical drive can hold upwards of 300 MB per side and the removable
cartridges can be used over and over. Disk access time is comparable to a
normal hard disk. Although you can read and write to these drives, they are
generally slower than most hard disks.



% The Memory

Configuration control (Master,
Setup, Memory), allows you to
balance the allocation of Preset
Memory between the Sequencer
and Presets.

% Contact your E-mu

dealer if you wish to upgrade
your CPU RAM.

% Preset Flash can also be
used to store presets for HD
based sound banks. However,
this can be confusing since the
proper samples may not be
loaded into Sample RAM when
the preset is selected.

1 - The Basics
Sound ROM & Sound RAM

Sample Memory & Preset Memory

EOS presets use two separate memory locations — Preset Memory and
Sample Memory. Preset memory (also called CPU memory) is used to hold
both preset parameter information and sequences. (The ratio between
presets & sequences is user adjustable — see sidebar tip.) The amount of
Preset Memory determines the number of presets and sequences you can
have in your Emulator.

Preset memory on the e-64, E-1V, E4K, and E-6400 is about half a megabyte.
The E4X, and E-Synth come standard with 2.6 MB of usable preset memory.
Ultra models have about 4 MB of preset memory. Sample memory contains
the actual sample data and can vary from 4 MB to 128 MB. Because presets
use far less memory than do samples, less preset memory is needed.

Audio Out SOUH(!
Generation
Sound 1 § Control Data Preset
Data Control
Sample Memory ﬁ Control Data
Sample ‘ Sample ‘Sample Preset Memory
Sample‘ Sample ‘ Sample
Preset ‘ Preset ‘Preset
Hard DiSk ﬁ Preset l P?Tset ‘ Preset
e )
Sound ROM & Sound RAM

Sound ROM is a standard feature on E-Synth and one of the available
hardware upgrades for other EOS instruments. Although the samples
themselves are in ROM and cannot be changed or modified, the Presets
with all their keyboard mapping and synthesizer parameters can be
changed because they are stored in non-volatile Preset Flash RAM. Flash
RAM contain 256 to 1000 presets depending on the amount of Flash RAM
you have installed. Flash presets are located immediately after RAM preset
999 (1000 - IXXX) in the preset numbering scheme.

Five Types of Memory

The Emulator uses up to five different memory types. It CAN be confusing.
e Sample RAM - 4-128 MB. Contains samples loaded from the hard disk.
¢ Sample ROM - Permanent ROM samples. Optional on all but E-Synth.

e Preset RAM - 1-8 MB of dynamic RAM. Used by CPU, and also contains
presets and sequences loaded from the hard disk.

e CPU Flash - Normally used to store presets for ROM or S-Flash banks.
e Sound Flash - Optional flash SOUND memory to store your own banks.
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Tip #1: Storing RAM based
presets in flash can be useful to
store preset “templates” that do
not have samples associated
with them. Bear in mind that
unless you have Sound ROM or
Sound Flash installed, the presets
may NOT point to the correct
samples.

Tip #2: Flash presets can also be
used when you’re working on a
RAM based preset which uses a
lot of sample memory. Normally
you would Save the bank, but
this can take quite some time
with a really large bank.

If you're only modifying the
preset parameters, you can Copy
the preset to Flash and save
time. Later you can Copy the
preset back to RAM then Save
the bank normally.

Tip #3: Flash memory is also
handy to store your favorite
sequences. Copy the sequence to
a Flash (z) sequence location.

30 E-MU Systems

Audio Out Sounc,l
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Sample ROM and Preset Flash are both retained when power is disconnected.
Sample RAM and Preset RAM are not retained with power disconnected and
must be re-loaded from the hard disk.

Preset RAM

Preset ‘ Preset ‘Preset

Preset ‘ Preset | Preset

| Control Data

Normally, preset data stored in Flash RAM uses the samples stored in ROM.
However, you can also create RAM presets (saved and loaded from disk)
which use the permanent ROM samples.

Presets stored in Flash RAM can point to RAM based samples also. This
mode of operation can be CONFUSING however, because there is no
guarantee that the correct samples will be in RAM when the flash preset is
selected.

Copy Presets to and from a floppy or hard disk using special Flash memory
utilities which are located under Master, Bank, Flash. See “Flash Utilities”
on page 73 for details.

Flash Sound RAM

Flash Sound RAM is yet another upgrade that adds either 8 MB or 16 MB of
non-volatile Sample storage. Unlike the Sound ROM option, both samples
and presets are stored in Flash RAM.

You can save entire banks to Flash RAM just like ordinary Sound RAM, but
unlike ordinary RAM, Flash RAM retains its memory when the power is
turned off. Flash RAM lets you create a custom ROM bank that is reliable
and always available. If both Sound ROM and Flash Sound RAM options are
installed, the 256 available presets are shared between them.
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Sound Flash Sound RAM
Generation
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Audio Out
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Sample Numbers

The Emulator contains two internal SIMM sockets for use by Sound ROM
and Flash Sound RAM. These special sockets are designated X and Y. If you
have either Sound ROM or Sound Flash RAM installed, you'll notice that
the samples stored in these locations have the prefix X or Y before the
sample number. (Press Preset Edit to see the sample assignments) Similarly
samples stored in main sample RAM use the designator “S” before the
sample number, as in “S003".

Using Preset Flash Memory
The Preset Flash memory comes pre-loaded with 256 Presets. If you need to
reload the factory presets, use the following instructions.

1z To Upload the Factory Presets into Flash:

10.

1. Power up the machine and wait for it to finish booting.
2. Press the Master button.

3.
4
5

Press the Setup function key (F3).

. Press the Memory function key (F6).
. Set the Memory Configuration. To load the 8 MB FLASH Presets you'll

need at least 85K of Preset Memory. To load the “Big RAM” Presets
you’ll need at least S07K of Preset Memory.

Press the Save function key (F6).
Press the Master button again to exit the Master module.

Insert the floppy disk containing the factory presets into the drive
with the label side towards the center of the unit.

Press the Load function key (F4). The pop-up Load window appears.

Set the Drive to “Floppy” using the cursor buttons and Data Entry
Control.
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11.
12.
13.
14.
15.

16.

Press the Load function key (F6).
When the bank has finished loading, press the Master button.
Press the Bank function key (F2).
Press the Flash function key (F6).

Press the RAMOF function key (F3). A warning screen appears advising
you that you are about to overwrite Flash RAM.

Press OK (F6) to write the bank to Flash RAM.

Using Sound Flash Memory

Sound Flash Memory is a similar to a hard disk containing one bank. A
bank is assembled in Sample RAM, then Saved to Flash Memory. Individual
presets can be saved to Flash Memory using the Copy function in the Preset
Manage module.

1z To Save a Bank to Flash Memory:

1.

Erase the Bank
e Press the Master button.
e Press the Bank function key (F2).
e Press the Erase function key (F1).
Load the Bank you want to Save to Flash
e From the main screen, press Load.

e Select the Drive, Folder and Bank you want to Save to Flash,
then press Load. The bank will load into RAM.

Save the Sounds to Flash.
e DPress Save.

¢ Select Flash Memory as the drive you wish to Save to, then press
OK (F6). The Samples will be stored in Flash Sound RAM.

Mount the Drive.
e Press Disk.
e Press Utils (F1).

e Press Mount (F1).
Erase the Bank...again
e Press Master.

e Press Bank (F2).
e Press Erase (F1).
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Erase Preset 000

This operation deletes the empty preset in the POOO location of the bank so
it won't get merged into your Flash Bank. Unfortunately, you must have at
least one preset in the bank, so before deleting PO0OO we’ll create a new
empty preset at location 999.

a > 0 N PR

© © N o

¢ Press Preset Manage.

¢ Press New...

e Select destination preset P999 Empty Preset.
e Press OK, twice.

e Select POOO Untitled Preset.

e Press Utils (F1).

e Press Erase Preset (F1). Press OK (F6).

Merge the Presets. Merging the presets into the bank will point to the
correct locations in the Flash Sound Memory bank. The Emulator sees
that the samples are in Flash Sound Memory and changes the sample
numbers so they point to Flash.

e From the main screen, press the Arrow button, then Load.

e Select the Drive, Folder and Bank you want to Save to Flash,
then press Merge.

Save the Presets. Now that the sample numbers point to the samples in
Flash Sound Memory, write the presets into CPU Flash memory using
the Flash utilities.

* Press Master.

e Press Bank (F2).

e Press Flash (F6).

e Press RAM->F (F3). A warning screen appears.

e Press OK (F6). The presets are written into CPU Flash memory.

To Copy Flash RAM Presets to Disk:

Power up the machine and wait for it to finish booting.
Press the Master button.

Press the Bank function key (F2).

Press the Flash function key (F6).

Press the FO RAM function key (F4). A warning screen appears advising
you that you are about to overwrite RAM.

Press OK (F6) to write to RAM.

Press the Master button to return to the main screen.

Insert the floppy disk into the drive if you wish to copy to floppy disk.
Press the Save function key (F5). The pop-up Save window appears.
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¥

Heed this warning if you
have ROM or Flash presets
already stored in preset Flash.
Sound ROM and Flash Sound
Memory share the same preset
locations.
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Me_mc Copy all resident FLASH presets E
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Sample

10. Press OK to continue.
11. Select the destination Drive, Folder and Bank for the flash presets.

12. When the parameters are properly set, press OK (F6). A warning screen
appears warning you that you are about to overwrite a bank.

13. Press OK (F6) to save the bank to Disk or Cancel (F1) to cancel the
operation.

1z To Copy Flash Sounds to Disk:

It might be a good idea to back-up the factory samples before you overwrite
the Flash Bank with your own sounds.

Power up the machine and wait for it to finish booting.

From the main screen, press the Arrow function key.

Press the Load function key.

Wait for the bank to finish loading, then press the Arrow function key.

Press the Save function key.

S T o

Select the destination.

Modules

A module controls a particular set of functions. There are six main modules
in EOS: Master, Disk, Preset Manage, Preset Edit, Sample Manage and
Sample Edit. There is also a Sequencer submodule located under Master.

Activating a Module: To work with a module, you must first activate it.
Press the button associated with the desired module.

Function Key Menus: Menus are selected using the function keys along
the bottom of the display. Pop-up menus may also be used when a field
being edited has a small number of choices.

Page Selection: Each module contains several pages which contain
controls for additional functions.

In a graphical display, the different fields can be selected in the following
ways:
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e By pressing the cursor buttons (up, down, left, right).
e By turning the Data Entry Control.

e By assigning an assignable key to jump directly to the screen you want
to edit.

Pressing the module button or the Exit button cancels any operation.

The Module buttons are located on the left side of the control panel. Each
module affects a specific area of the Emulator's operation.

Disk: This module controls everything to do with the disk drives where
sounds are stored. You can browse through the disks, examine their
contents and audition sounds directly from a hard disk before loading. If
you are looking for a specific sound, you can use the “Find” function to
quickly locate it. See “Disk Menu” on page 357.

Master: This module contains functions that affect the entire machine,
such as master tuning, headroom, master FX, output sample rate, LCD
contrast, and much more. “Master Utilities” on page 65.

Sample Manage: This “recording studio” module records sounds from
the outside world into the bank. Features include adjustable preamp gain,
variable threshold setting, and adjustable sample rate and length. “Sample
Utilities” on page 174.

Sample Edit: With this powerful module, you can edit a sample's length,
loop (i.e. infinitely sustain) any portion of the sample and automatically
find the best loop points using Auto Correlate. You can splice two different
samples together, mix samples, or perform a variety of advanced digital
signal processes on the sample. “Sample Edit” on page 193.

Preset Manage: This module handles the preset “housekeeping”,
allowing you to create new presets, copy them to any location, rename
them or erase them. “Preset Manage” on page 245.

Preset Edit: This module lets you alter the synthesizer voice parameters,
such as shaping the amplitude and filter dynamics or adjusting the
keyboard dynamic response. Voices can be placed on the keyboard, moved
around or shaped in just about any possible way. “Editing Presets” on
page 253.

Sequencer: This module accesses the 48-track sequencer which is located
inside the Master module. The Sequencer can be quickly accessed by
holding the Set/Shift button (decimal point) and pressing Assignable Key 1.
“Sequence Manage” on page 133.

Effects: This module controls the realtime FX processors. It is located in
the Master and also the Preset modules, but can be quickly accessed by
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the floppy disk drive
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holding the Set/Shift button (decimal point) and pressing Assignable Key 2.
“Effects” on page 117.

SoundSprint: This function automatically loads presets as you browse
through them. SoundSprint can be quickly accessed by holding the Set/
Shift button (decimal point) and pressing Assignable Key 3. “SoundSprint”
on page 23.

More Definitions

Saving

The RAM bank retains data only for as long as the Emulator is plugged in
and turned on. Of course, we don’t expect you to leave the thing on all the
time, which brings us to the subject of saving data.

Pressing the SAVE function key from the Disk module or Main Screen
shuttles all the bank data (samples, voices, presets and sequences) to the
drive of your choice. A hard disk permanently stores data so that even after
turning off the Emulator, the disk stores a record of your work.

IF YOU DO NOT SAVE A BANK, ALL BANK DATA WILL BE LOST WHEN
YOU TURN OFF THE MACHINE!

Do not wait until the end of a session to save. Save your work periodically
in case of power failure or some other unforeseen circumstance that might
erase the bank’s memory. Hard disks are not infallible. All hard disk banks
should be backed up periodically to another hard disk or other media.
Should you improve the preset or sample later, you can always replace the
original with the revised version. And if something goes wrong, the original
will still be available to save you the ordeal of starting from scratch.

Whenever you have done enough work that you would hate to lose it,
BACK IT UP!

Default

A default setting is what we’ve judged to be a useful initial setting, and
remains in effect until you change it. For example, if you create a new
preset, the transpose setting defaults to “0.” Had the default value been
“+12,” all new presets would be transposed up an octave until you change
the value.

Icons

An icon is a little picture of an object such as a floppy disk, a hard disk,
folders, banks, presets or samples. In the disk browser screens, icons are
used as an easy way to identify and select the appropriate object. When an
icon is selected, the image will reverse (black to white & vice-versa).
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The Cursor

The cursor is a highlighted area on the display. It shows you the number or
letter that will be altered if you enter data. Entering a new value overwrites
the number or letter above the cursor, whereupon the cursor moves on to
the next number or letter (if applicable). If the Emulator is expecting a two
or three-digit number, in most cases you must enter all the required digits
even if some of these are zeroes (called leading zeroes). For example, if the
Emulator is expecting a three-digit number and you want to enter 8, you
would enter 008. If it is expecting a single-digit number, entering 8 would
be sufficient.

Data Entry Control & Increment/Decrement Buttons

In virtually all instances where the Data Entry Control selects options, the
increment (Inc/Yes) and decrement (Dec/No) buttons duplicate the Data
Entry Control. Press Inc/Yes to increase a value, or Dec/No to decrease by
one value at a time.

Selecting

When the instructions say to select an option, you can use whatever
method is most comfortable for you: the Data Entry Control, the
increment/decrement buttons, the numeric keypad (if applicable) and,
when naming, the keyboard keys. Some functions do not implement all
these options. (You can’t go wrong by trying, though. If a function doesn’t
respond to the numeric keypad, for instance, then pressing the keypad will
have no effect.) Use the Data Entry Control or the INC/DEC buttons
instead.

The Big Re-Cap

A sample is a raw sound that is loaded into the bank.

e A voice is a complete sound, consisting of one or more samples,
processed through the dynamic signal processors, that is mapped onto
the keyboard.

* To create a new preset, make sure you have all the samples required for
the preset, then assign combinations of voices from the bank to specific
sections of the keyboard.

e After arranging a bank, it can be saved to one or more drives or to Flash
Memory.

¢ Since loading from a hard disk fills the bank with samples, voices and
presets, you can group these voices and samples into new presets, pro-
cess the samples contained in particular voices, or alter existing presets.

e Presets loaded via SoundSprint are always placed in preset locations
990-999.

e Up to 50 sequences can be saved with the bank. An additional 50
sequences can be saved into Flash (if you have it). Flash sequences are
designated by a “z” in front of the sequence number. Exported or
Standard MIDI F11e sequences appear in the Bank browser.
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% The Info... button gives
information about the selected
object.

The type of View you choose (list

or icon) is remembered for each
level.
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Using The Browser
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The Disk Browser makes it easy to navigate through the different levels of
the disk drives. Take the time to familiarize yourself with this section
because the Browser is an integral part of the system. A brief recap of the
disk hierarchy is as follows:

Disk Drive - Floppy disk drives, hard disk drives (internal and external),
CD-ROM drives, optical drives, etc.

Folder - Used to group and organize collections of banks.
Bank - A group of presets which can be loaded into memory.

Preset - A complete sound: samples, voices and all programmable
options.

Sample - An individual digital recording with looping information.
Sequence - A recording of keyboard key depressions (with velocity and
pressure) and any other performance controllers (pitch and mod
wheels, real time control sliders, thumb button, footpedal, foot switch
and program changes). Sequences can be stored along with the bank or
can be exported as separate entities which appear as icons in the bank
browser.

To Browse the Disk:

Press the Disk button. The LED illuminates and a screen similar to the
one shown below appears.

T -
' bl 13
B Floppy DS ROM Dis

tiISA |[Browse«( View | Load...|(Save...|[ Info... |




% If another page of

choices exists, the Right Page
arrow LED will be illuminated.
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2. Press the View function key (F3). The display now changes to a list
format. Press the View button again to return to the icon display.

3. Press the Info... function key (F6). A pop-up window appears with
information about the hard disk drive. The other functions on this page
such as “Drive Sleep” and “Drive Lock/Unlock” are covered in chapter 9
- Disk Menu.

D1 Conner CFAZT0S

i Revision:P110 Type:Hard Disk Fs:Edu |
Capacity: 257.7mb Used: 233.0mb 90%
Folders:7132 21% Banks:154/3200 4%

[ Sleep |FULEEY Lock ] OK

4. Press the OK function key to return.

5. Press the function key under Browse (F2). A second row of function
keys appears.

; - i}
B Floppy 09 ROM Dis

__ Folders |( Banks [ Presets]|Semele3| Segs !

6. Press the function key under Folders (F2). The folders on the hard disk
are displayed.

O O O O

M ... Solo Demos Tools

O D

Sessions Combos

Ui ) Browze)_View )(Losd_)(Save (i)

7. Select a folder. Use the cursor buttons, INC/DEC buttons or the Data
Entry Control to select the active object.

8. Press the function key under Browse. Press the function key under
Banks to examine the banks in the selected folder.
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% Sequences saved as

Standard MIDI Files also appear
as banks in the Bank browser.
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'A'Ol'ld Soun  Orchestral  General Mi Church Com
_w @fl

Danu Mani  Drum Rits  Rodgers B

Uiz~ JBrowses( _View [ Load.. J(Save. J[ Info.. |

9. Choose a Bank.
10. Press the function key under Browse again.

11. Press the function key under Presets and the Preset screen shown below
appears.

= = =1y =
l@ i
Marctato St Cholr Synth Fad Organ
& BV =Ty =Ty =1V =Ty
= IR
24 AC. Guitar El. Guitar El.Guitar Rotk Bass Rotk Bass
Utilsa [[Browsesf( View |( Load...|[ Sprnt | Info... |

12. Choose one of the Presets, then press the function key under Browse
yet again.

13. Press the function key under Samples to examine the samples used in
the selected bank.

EIIT EIII EIII EIII
ﬂ Piano Gb1 FPiane C.x*2  Piano Ab2  Fiano Db3

EIII EIIX EIII EIII EIII

¥41 Fiano Ab2  Piano Dbd Fiano CS Fiano GbS Fiano C6
Utils« j[Browsef( View j(Load...j[(Auditioni( Info... |

14. Press the Info... function key (F6). a pop-up window appears with
information about the sample. Press OK to return to the previous view.

EMr EIN _ Emr Em
S0001 Piano D1 Type: E3 sample (left)

Length: 34113 samples Duration: 2.43secs|i1r
|Srate: 14000Hz  Loop: 20532-34106




% The Enter button can be
used to step forward through
the Folder, Bank, Preset and
Sample browsers.

Use the Exit button to back out
of the pages.
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15. Press the Exit button to “back out” of the pages. Press the Exit button
once from the sample browser to return to the preset browser. Press Exit
again to put you in the folder browser. Press it once more and you're in
the disk browser. Press Exit one more time and you're out of the disk
module altogether and back in the preset selection screen.

16. Press the function key under Browse.

17. Press the function key under Seqs to examine or load the sequences
resident in the selected bank. If no sequences exist, a pop-up window
will inform you of this fact.

Utis~ j[Browsea]( View |( Load...|

Guided Tours

These Guided Tours will help get you up and running in no time.

Banks, Sequences, Presets & Samples

The Bank is a set of up to 1000 presets which can be loaded into and saved
to disk from internal memory (RAM). When you save to disk, that
collection of presets, samples and sequences is a bank. Banks can be
constructed as large as the memory in your Emulator will allow (usually
128 MB). A preset is one complete keyboard setup containing voices and
samples arranged on the keyboard together with all programmable
synthesizer parameters. A sample is the most basic sound element of EOS
and consists of the digitized sound together with truncation and looping
parameters.

Banks, Presets and Samples can be loaded into RAM, renamed, saved to
disk, and deleted using the Utilities menu of the individual modules.

The following sections describe how to Load, Save, Find, Name and Erase
Banks, Presets and Samples. Also included in this section is how to change
the way the display looks, how to load Standard MIDI Files and using the
Assignable Keys.

A bank can be loaded directly from the Disk Browser or from the Main
Screen. Presets and samples are loaded from the Preset Browser and Sample
Browser respectively. Detailed instructions on how to access each of these
browsers is located in the previous section titled “Using the Browser.” For
simplicity’s sake, we’ll assume you are starting from the desired browser in
the following instructions.
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1z To Load Banks, Sequences, Samples, and Presets:

1.

3.

From the Browser, press the Load function key (F4). One of the load
screens will appear. (If the bank is empty and you are loading a bank,
the bank will load without delay.)

Choose the item you want to load using the Data Entry Control, INC/
DEC buttons, cursor buttons or the numeric keypad.

Press OK to load the item or Cancel to cancel the operation.

If you are loading a bank and there is a bank already loaded, the Merge
button appears. Merge combines the new bank with the bank previously
loaded.

1z To Merge Banks:

4.

Press the Merge function key to combine the two banks of presets or
press OK to overwrite the current bank. The display will warn you if
there isn't enough memory to hold both banks.

Note: EIII presets are translated into EOS presets as they are loaded.
EOS voices are much larger than EIII voices. By contrast, EOS
sample zones within voices are tiny. At import/load time, EOS tries
to collapse adjacent EIII voices into EOS voice+sample zones if it
can (Envs, LFOs, etc. must be the same), otherwise, it creates voices.
Therefore, EIII presets that use lots of differing voices really balloon
in EOS. Simpler presets (Instrument-based presets which have the
same settings for all samples) may collapse into a single voice.

Loading a Bank Automatically
This function automatically loads the selected bank whenever the unit is
first powered up.

Bank Auto-Load
Dhve D1 Conner CFAZTO0S

Folder:FO1 GM .....

REEG o Souncs |

Cancel | Save |

i To Set the Auto Load Bank:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Bank function key (F2). A second row of function keys
appears.



1 - The Basics
Loading a Sequence from a Different Bank

Press the Auto... function key (F3). The pop-up dialog box shown above
appears.

Select the bank to be automatically loaded on power up. Banks can be
selected using the numeric keypad, Data Entry Control, INC/DEC
buttons and cursor buttons.

. Press Save to confirm your choice or Cancel to cancel the operation.

Loading a Sequence from a Different Bank

An individual sequence can be loaded from another bank using the
sequence browser. Simply load in the desired sequences, then save the bank
to disk. Sequences can be either Emulator sequences or Standard MIDI Files.

“Unilz~ j(Browses( View J(Load_|

A

1z To Load a Sequence from Another Bank:

1.

Select the Drive and Bank containing the sequence you wish to load
using the cursor buttons, INC/DEC buttons or the Data Entry Control
from the Disk Browser.

Select the Sequence you wish to load from the Sequence Browser.

Press the Load function key (F4). A pop-up window prompts you to
select the destination sequence.

Choose a location for the sequence using the Data Entry Control, the
INC/DEC buttons or the numeric keypad. You may overwrite an
existing sequence or choose an empty sequence as the destination.
There are 50 possible sequence locations (and 50 Flash locations).

Press OK to load the selected sequence or Cancel to cancel the
operation.

If you are loading an imported sequence from the bank browser, press
Merge to combine it with the bank of presets in memory.
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% Important Information
for Loading Standard MIDI Files

* Use PC DOS formatted, high-
density diskettes to load from
floppy. Disks can be formatted
on either the Mac or PC.

* To be readable by EQS, the file

MUST have 0-8 characters, then
a period, then “MID”.
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Loading Standard MIDI Files

The Emulator can load and play Standard MIDI File sequences (type O or 1).
Sequence files should conform to PC DOS format using a DOS formatted
disk and using the following format for the file name: 12345678.MID (up to
eight characters followed by “.MID"). It is important to note that Standard
MIDI Files appear as Banks, NOT as sequences in the sequence browser.

Ui~ | (Browsa<( View I Load|(Save i o]

iz To Load a Standard MIDI File from Floppy Disk:

1. Insert a DOS formatted floppy disk containing the Standard MIDI
Files.

From the Disk Browser, select the floppy drive.
Press Browse.
Select Banks. The MIDI sequences appears as banks.

a > v b

Press the Load function key (F4). A pop up dialog box appears warning
you that loading will destroy the resident bank.

6. Press the Merge button (F4). The selected sequence will be merged into
the current bank, and will be placed in the first empty sequence
location.

7. Press OK to load the selected sequence or Cancel to cancel the
operation.

Saving Banks
A bank can be saved to disk from the bank browser.

iz To Save a Bank:

1. From the Browser, press the Save function key (F5). The following
screen appears:

O

Drve: D1 Conner CFAZ70S
Folder: FOO6 Combos
SETUMEN01 Empty Bank

>4
n

o AR
A

£y
3
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2. Choose a location for the bank using the Data Entry Control, the INC/
DEC buttons, cursor buttons or the numeric keypad.

3. Press OK to load the bank or Cancel to cancel the operation. If you
pressed “OK” the bank will be saved and the main preset selection
screen appears. If you are about to overwrite an existing bank, the
display will warn you.

e If the bank contains SoundSprint presets (presets in locations 990-999),
the display will ask you if you want to save the SoundSprint presets
along with the bank.

Finding Banks, Presets, Samples & Sequences

This utility searches your disk library for a particular pattern of letters and
numbers (a search string). If it finds the string anywhere in the name, the
bank will be selected. Use the Find utility again to find additional matching
items.

i To Find a Bank:
1. From the Bank Browser, press the Utilities function key (F1).

2. Press the Find function key (F6). A screen similar to the following
appears.

Search for :presets

Drive :all but floppy
Folder :all
Bank :all

Cance

Search string:

3. Select the type of item (folder, bank, preset, sample or sequence) you
want to search for. If you have an idea of where the item is located, you
can narrow the search by inputting additional data about the drive,
folder or bank. Selecting “All” tells EOS to search everything.

4. Press the String function key (F4), and enter the search string. Letters
can be selected using the numeric pad, Data Entry Control, INC/DEC
buttons and cursor buttons, or using an ASCII keyboard.

5. Press the Search function key (F6) to search for the item or the Cancel
function key (F1) to cancel the operation.
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k The Assignable Keys have
secondary functions which are
accessed by holding down the
decimal point button and
pressing the Assignable Key.
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Naming Banks
Use this utility to rename a bank.

> To Name a Bank:

1.

From the Bank Browser, select the bank you wish to rename using the
cursor buttons, INC/DEC buttons or the Data Entry Control.

Press the Utilities function key (F1).

Press the Name function key (F4). A pop-up window appears prompting
you to name the bank.

Change the name of the bank. Select letters using the numeric pad,
Data Entry Control, INC/DEC buttons, cursor buttons, or using an
ASCII keyboard.

Press the OK function key (F6) to confirm the new name or the Cancel
function key (F1) to cancel the operation.

Erasing Banks
This utility allows you to erase an entire bank.

i To Erase a Bank:

1.

From the Bank Browser, select the bank you wish to delete using the
cursor buttons, INC/DEC buttons or the Data Entry Control.

Press the Utilities function key (F1).

Press the Delete function key (F3). A pop-up window appears asking
you if you want to delete the bank.

Press the OK function key (F6) to delete the bank or the Cancel
function key (F1) to cancel the operation.

Assignable Keys

You can program six assignable keys on the front panel to jump to almost
any screen in EOS. This handy feature saves you from having to page
through multiple menus to find the screen you want to edit. The assignable
keys can be programmed from the assignable keys screen in the Master
Utilities submodule or, directly from any screen in which you are working.

iz To Program an Assignable Key from the Master Menu:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Utilities function key (F1). A second row of function keys
appears.

. Press the AsnKy function key (F1). The following screen appears.



% Note: if a key is

assigned to RAM/ROM, it can't
be programmed from the
current screen
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Assignable Keys
KeyH 1:Memory Statistics  SKey#H1:MID| Mode
KeyH2: Cords 18t0 23 SKeyH2:Effects Setup
Key#3: Preset SelectiMultim SKeyH3: EELIERGETE TG

4. Select a screen. Use the Data Entry Control or the INC/DEC buttons to
change the screen associated with each assignable key.

5. Press Save to store the assignable keys settings and return to the
Memory Statistics screen. Press Cancel to cancel the operation and
return to the Memory Statistics screen.

1z To Program an Assignable Key from the Current Screen:
This method allows you to link an assignable key to the screen you are
currently viewing.

¢ Press and hold one of the assignable keys from any screen. After two
seconds a pop up window appears, informing you that the assignable
key has been programmed for the current screen.

Recording a Sequence

The easiest way to learn about sequencing is simply to record one. A multi-
timbral sequence contains more than one sound. In this guided tour of the
sequencer, you'll learn how to set up the metronome, the input quantize
function and lay down multitimbral tracks. These instructions apply to
both a rack and keyboard EOS synthesizers.If you're using a Rack Emulator.
make sure your MIDI keyboard is connected. If you have two MIDI In ports,
use Port A.

> Load a Bank of Sounds

For your initial investigations, choose a bank which contains all types of
instruments, including drums. The Combos Bank might be a good choice.

1. From the main screen press the Load function key (F4).
2. Select the desired Folder and Bank.

3. Press the Load function key (F6).
4

. The display informs you that you are about to overwrite the current
bank. Press OK (F6) to load the bank.

iz Select Multimode
5. From the main screen press the Mode function key (F6).
6. Select Multi (F6). The following screen should appear.
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Multimode volume pan submix pitch  mod
Ch 1 POOB Kotk Bass 127 +16 wvoice 0

Ch2 FPo02 Choir 100 64 woice 0 0
Ch3 PO033 Organ Flus 100 +63 wvoice 0 0

*010 Bass Harmonics 80 456 wvoice 0 0

[ Seq (Setkybdl[ View | Load.. |(Save.. | Modes |

¢ There are two different Multimode screen views. If you get the other
screen, press the F6 function key, then press View (F3).

1z Enter the Sequencer Submodule

7. Hold the Decimal Point button and press Assignable Key 1. The
Sequence Manage screen appears.

8. Press the Edit function key (F5). The Edit screen appears.

iz Set up the Metronome

The Metronome is important if you want to use the Quantize functions. If
you don't want quantization and just want to enter a few tracks, skip to
step 20.

9. Press the Setup button (F3). A second row of function keys appears.
10. Press the Metro button (F1). The following screen appears.

HERT
Sequence Metronome plll

Metronome [[IERE 0 Note/Ch :cH1 /it

State :Record Vel 1st{Other : 127 1100
P029 Rock Drums Division :1{d note

11. Set the Metronome parameters as shown.

12. The lower left field allows you to select a preset to be used for the
Metronome. Select a preset containing a click or short percussion
sound.

13. Move the cursor to the MIDI Note/Ch field.

14. Select the metronome sound using the Data Entry Control, INC/DEC
buttons or the keyboard. The metronome sound is played as you scroll
through the note numbers.

15. Press the Exit button to leave the Metronome screen.
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2 Turn Quantization On

Input Quantization is really handy for laying down a drum track for your
sequence.

16. Press the Setup function key (F3) again. A second row of function keys

appears.

17. Press the Input function key (F3). The following screen appears.

18.

19.

FREY NERXT
vt Sequence Input T =

Quantize Input :Yes

Amt EN—

Swing 190%

Turn Quantize Input On (Select Yes). Set Swing to 50%. Set the
Amount for quarter notes or eighth notes for starters.

Press the Exit button to lock in your selections and return to the Edit
screen.

0001:01:0000 =001 120bpm|,e pan  submix &
T R @1 WQ? 16 woice

T2 - Empty Track —_—
T3 - - Empty Track - - —_
4 - - Empty Track - e

[ Utilsa J[ Toolsa j( Setupa j[Locate..i(Manage | g?{,.’,‘supm

1z Setup Track 1 for Recording

OK! You're almost ready to start recording.

20.

21.

22.

Set the Track Mode to Record. Move the cursor to the Track Mode
location as shown above. Set this field to R (Record) using the
Increment button or Data Entry Control.

Move the cursor right to the Channel field. Set the channel to @1
using the Inc/Dec buttons or Data Entry Control. The @1 function
records on MIDI channel 1 exclusively.

Select a preset. Move the cursor left to the Preset field. Play the
keyboard and select the preset you want to play on your first track.
Select a drum preset if you're laying down a drum track.
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iz Record Track 1

23.

24.
25.

26.

27.

28.

29.

30.
31.

Press the Menu/Transport function key (F6). The Transport control
buttons appear on the lower line of the display.

Get ready to record! Press the Record function key (F4).

Press the Play function key (F3) to begin recording. You should be
hearing the metronome.

Start playing. If you make a serious mistake in your playing and want
to try again, press Abort (FS). Then press Record, then Play to begin
again.

Press the Stop function key (F2) to end recording. Press RTZ (F1) to

rewind to the beginning of the sequence. Press Play (F3) to play back
your creation.

e Note that the Track Status field for Track 1 now reads P for playback.
The track can also be set to M to Mute the track if you don't want to
hear it.

Record Another Track

Set Track 2 to Record. Move the cursor to the record field of track 2
and set the track to R (record).

Move the cursor to the channel field of track 2 and set the channel to
@2. This will force all information onto MIDI channel 2.

Move the cursor back to the preset field on track 2 and select a preset.

You're ready to record track 2. Follow the instructions for recording on
track 1 and GO!

Arpeggiator Sequencing!
One of the many things you can do with EOS is combine the Arpeggiator
and the Sequencer. This is a great idea stimulator and tons of fun.

1z Load a Bank of Sounds (E-Synth - jump to step 5)

1
2
3.
4

. From the main screen press the Load function key (F4).
. Select the desired Folder and Bank.

Press the Load function key (F6).

. The display informs you that you are about to overwrite the current

bank. Press OK (F6) to load the bank.

iz Select Multimode

5.
6.

From the main screen press the Mode function key (F6).

Select Multi (F6). The following screen appears.



% There are two different
Multimode screen views. If you
get the other screen, press the
key (F6), then press View (F3).

% E-Synth Keyboard and
E4K have dedicated Sequencer
buttons.
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Multimode volume pan submix pitch  mod
POOO Piano 127 {0 woice 18 O
P00 Marcate Strings 127 {0 woice 0 0

Ch3 P00z Choir 127 #0  woice 0 0

Chd P002 Synth Pad 127 #0  woice 0 0

[ Seq j(SetBChi( Yiew |( Load...|(Save...|[ Modes |

1z Set Keyboard to Channel 1

7.

10.
11.

12.

[ C
13.

14.

If you are using an E-Synth keyboard or an E4K, select channel 1 and
press SetBCh (Set Basic Channel). If you are using an external MIDI
keyboard, set it to transmit on channel 1.

Select a Preset

Move the cursor to the preset field and select a preset. Turn on the
Arpeggiator.

. Press the Mode function key (F6).

Select Arp (F5). The Multimode Arpeggiator screen appears.

The Arpeggiator will be on. While playing the keyboard select a Preset
using the Data Entry Control, INC/DEC buttons or the numeric keypad.

3 120G e i
oh 2 Tempo Octaves: 2 0

Ch 3 Sync  KeySyne Mode UpiDown 0
ch 4| Trplets :off Division 1 1116 0

[ Done |[ Stop J[Resync!] [Tap] [ Run | OK |

Adjust the Arpeggiator controls until you have a nice groove going.

Enter the Sequencer Submodule

Press the Seq function key (F1) from the main preset screen. The
Sequence Manage screen appears.

Press the Edit function key (F5). The Edit screen appears.

0001:01:0000 =001 120bpm|,. pan  submix &
T R @1 M 127 16 voice
T2 - - Empty Track - -

¥ - - Empty Track - - —_—
4 - - Empty Track -

[Utils+_j[ Tools4 j[ Setupa j[Locate _i(Manage] & Tiither
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% Since you've already
selected a preset for MIDI
channel 1 in Multimode, the
preset will automatically come
up when you set @1 as the
channel number.
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1z Setup Track 1 for Recording
Almost ready to start recording...

15.

16.

17.

18.

19.

20.
21.

22.

23.
24.
25.
26.

27.

28.

29.

30.

Set the Track Mode to Record. Move the cursor to the Track Mode
location as shown above. Set this field to R (Record) using the
Increment button or Data Entry Control.

Move the cursor right to the Channel field. Set the channel to @1 using
the Inc/Dec buttons or Data Entry Control. The @1 function records on
MIDI channel 1 exclusively.

Play the keyboard. You should be hearing the arpeggiator playing the
preset you selected.

Record Track 1

Press the Menu/Transport function key (F6). The Transport control
keys appear on the lower line of the display.

Get ready to record! Press Record (F4), then Play (F3) to begin
recording.

Start playing.

Press Stop (F2) to end recording. Press RTZ (F1) to rewind to the
beginning of the sequence. Press Play (F3) to play back your creation.

Turn the Arpeggiator Off

Note that the arpeggiated sequence is being arpeggiated again! Press the
Stop function key (F2), then press the Exit button to return to the
Multimode screen.

Press the Mode function key (F6).

Select Arp (F5). The Multimode Arpeggiator screen appears.
Press Stop (F2) to stop the arpeggiator.

Press OK (F6) or Done (F1) to return to the Multimode screen.

Back to the Sequencer...

Hold the Decimal Point button and press Assignable Key 1. The
Sequence Manage screen appears.

Press the Menu/Transport function key (F6). The Transport control
keys appear on the lower line of the display.

Press Play (F3) to play the sequence. Yeah!

Record More Tracks?

Repeat steps 15-21 changing the MIDI channel for each subsequent
track.
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You can also record additional tracks using the arpeggiator. To do this you
must match the MIDI channel generated by the keyboard to the MIDI
channel of the track you wish to record. Use Set Kybd on E-Synth or E4K. If
you are using an external MIDI keyboard, change the MIDI channel output
from the keyboard to the same channel you are recording on the track.

A Practice Sampling Session

Sampling lets you play ANY SOUND! In this session, you will sample your
own voice. Although there is much more to the art of sampling than just
sampling your voice, this lesson will give you a good start.

In preparation for this sampling session, please read over Chapter 5, Sample
Management.

iz Connections...

1. Connect a microphone to the left sample input jack on the rear panel
of your EOS instrument. If you don't have a microphone you can use
another signal source such as a CD player. Connect a CD player to both
the left and right sample inputs or just the left input if you want to
sample in mono.

1z Erase the Bank
This step “cleans the slate” for your experiments.

2. Press the Master button to enter the Master module.
3. Press the Bank function key (F2).

4. Press Erase (F1). A popup dialog box appears asking you if you want to
erase Preset, Samples and Sequences.

5. Don't worry, be happy! Press OK (Fo6).

iz Sample Setup
6. Press the Sample Manage button.
7. Press the New function key (F3). The following screen appears.

famesampre  Cr€Ate Sample Plate Sampit
Thresh:SERER Source :analog 48kHz
Input cleft LT ] Length :1.0s  (@6.0free}
Dither :off R ] TngKey :C4  Chan:1
Monitor :on ADC Gain:0dB [ Kew [ Amn |[ Force |

8. If you are sampling in mono, select the Left channel only. The
Threshold sample trigger only reads the Left channel.
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% Ultra Users: To select

the 48kHz (or 24kHz) sampling
rate, you must change the
“Default Clock” located in the
MASTER menu under “In/Out”
to 48kHz.

% Truncation trims the

silence off the beginning and
end of the sample.

Normalize boosts the signal to
its optimum level.
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9.

10.
11.
12.

13.

14.

15.
16.
17.

18.

19.
20.

Set the Source to analog 48 kHz or analog 44.1 kHz.

fmesampe  CT@AL@ Sample Place Sampit
Thresh:-54dB -} Source :analog 48kHz
Ihput :left L ] Length :1.05  (8s.0free)
Dither :off R ] TngKey :C4  Chan:1
Monitor :on ADC Gain:[EEER( Key ([ Am j( Force |

Set Length to 2 seconds.
Move the cursor to ADC Gain.

Sing “Ahhh” into the microphone. (This is an easy sound to loop.) You
should see the VU meter moving.

Still singing “Ahhh”, adjust the ADC Gain using the Data Entry
Control or INC/DEC buttons so that the peak bar of the VU meter
comes close to the extreme right side without actually reaching it.

Set the Threshold to -54 dB. When the input sound exceeds this level,
sampling will start.

Sampling!
Press the Arm function key (FS). This arms the sampling process.
Sing Ahhhh! The display says “Sampling”.

When you are out of breath, press Stop (F1), Exit or Enter to stop
sampling. In any case, EOS will stop sampling after 2 seconds. The
following screen appears.

Thuncate :both
Mormnalize :relative
Loop -off
Range:auto*hMultism

The screen shown above gives you the option to Dispose, Keep or place
the sample you just took. It also contains the Automatic Sampling
parameters. Set the Automatic Truncate, Normalize and Loop
parameters as shown above (both, relative, off).

T N
Sl

Target ooo Piane

e 4 s ~
- &z Ong (g

Place |

Press the Place function key (F6).

Popup dialog boxes will inform you that the sample is being Truncated
and Normalized. Play the keyboard. Your voice will play up and down



% Tip: If you name the
current preset BEFORE taking the
sample, EOS will automatically
name the sample for you. If you
happen to be sampling another
synthesizer and have MIDI
connected, EOS will even add
the original key to the sample
name!

% The Attack portion of the
sound is the large part of the
waveform. The attack contains
changing harmonics and is
difficult to loop. Move the loop
start and end points into a
portion of the wave where the
level looks steadly.

1 - The Basics
A Practice Sampling Session

the entire keyboard. You will probably notice that the original key
sounds the most natural.

Congratulations! You've just taken your first sample. If you haven't already
done so, check out Chapter 5, Sample Management to learn all about the
various sampling options.

1z Name the Sample

Name everything! It saves valuable time when you're trying to find a
certain Sample or Preset you created earlier.

21. Press the Exit button to go to the main Sample Manage screen.
22. Press the Name function key (F2). The following screen appeatrs.

rrey  Saomnla Maonaaa =0 HNEXT =
5000 Empty Enter sample name: pty Sample
sm" fMlntitled G2

1.72500 5 ey

23. Change letters using the Data Entry Control, INC/DEC buttons or
numeric keypad. Move the cursor using the left/right cursor buttons.
The up cursor adds a space. The down cursor button deletes a space.

24. Press OK (F6) when you're finished naming your sample.

" Looping

Looping has gained a reputation for being something of a black art. In
actuality, it's really not that difficult to loop most sounds, especially with all
the looping tools provided by EOS. Let's go ahead and loop the sample you
just created.

25. Press the Sample Edit button.

26. Press the Tools1 key (F3). Another row of function keys appears.

27. Press Loop (F1). The following screen appears.

Loop s E
sampies SeCs .
Start ;00000006 0.00
End [FEER 0.50

Size 00022090 0.500.00 2.00

(CanceljQ fixSize(_Zout_J(__2ZIn__j(_AutoC j(__OK_|
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28.

29.

30.

31.

32.

33.

34.

35.

Turn the “fixSize” parameter Off by pressing the F2 key so there is no
check mark in the box.

Move the cursor down to the third line and adjust the Loop Size so
that it is about half a second or less. As you do so, you'll see the dotted
line marked “E” move toward the left.

Play a key. You'll hear your voice being looped... badly.

Move the cursor back up to the Start field. Play a key as you adjust the
Loop Start using the Data Entry Control. As you move the start point
out of the “attack” portion of the sound, you'll notice the loop
improve. Find a location where the loop sounds best. Don't worry if it's
not that great.

Press the AutoC function key (F5 Autocorrelate). This advanced control
examines the waveform for similarities and adjusts the loop points for
you.

Play a key. Did the loop improve? If the volume wavers excessively, try
reducing the loop start. Autocorrelate again.

Continue adjusting the loop size and start times. Autocorrelate the
sample after each adjustment until you get a good loop. It takes a little
practice, but you'll get it.

Press OK when you've found a good loop. The Loop Parameters screen
appears. This screen contains three other looping tools. Press OK to
continue.

Read about the other looping tools in Chapter 5, Sample Edit and, by
all means, feel free to try them out. The best way to learn about looping
is to experiment with a wide variety of signals.



k Use the EXIT button to
back out of the Preset Edit
module if you get lost.

1 - The Basics
Exploring the Preset

Exploring the Preset

The Preset Edit module is where everything comes together into a complete
keyboard setup. It's a huge module and can be initially confusing. The first
thing you need to know is that there are two main levels to the Preset Edit
module.

Preset Definition is used for arranging voices and samples on the
keyboard, editing global preset parameters and linking presets, as well as
setting effects and initial controller values.

Dynamic Processing is the lower level which is used to perform more
detailed editing of voices such as envelope shaping of the amplifier and
filter as well as the modulation parameters. This is the “synthesizer” section
of EOS.

Preset Edit Key

v

Preset Definition Level

Init. Controller

Velocity Ranges

Global Links Voices
Preset Setup Vol/Pan/Tune Vol/Pan/Tune
Preset Effects Key Ranges Key Ranges

Velocity Ranges

Realtime Ranges
|

1
+ Edit Soft Key
Exit Key

Dynamic Processing Level

Tuning Amp/Filter LFO/Aux Cords
Voice Tuning Amplifier LFO-1 Cords 00-05
Voice Modifiers Amp. Envelope LFO-2 Cords 06-11
Voice Setup Filter Setup Aux. Envelope Cords 12-17
Filter Envelope Cords 18-23

The Preset Definition layer contains three main pages.
Global Editor. Preset Transpose, Volume and Preset Effects.
Links. Create stacked preset layers or splits.

Voice Editor. Allows you place voices and samples on the keyboard and
crossfade or switch between them according to key position, velocity range
and realtime controls. Also contains voice tuning, volume and pan
controls.

The Dynamic Processing parameters are accessed by pressing the Edit
button while in one of the Preset Edit, Voice screen parameters.

EOS 4.0 Software Manual 57



1 - The Basics
Which Voices are Assigned to the Keyboard?

1. Select a preset to examine.

Which Voices are Assigned to the Keyboard?
Good question. You'll often want to know how samples and voices are
assigned in existing presets or you may want to build your own presets.

2. Press the Preset Edit button. The following screen appeatrs.

Yoices-Main

volume pan  ctune Ftune xpose orig
G323  emultisamplee 42+ +)
5001 Piano D1 +#1 D1
$002 Piano Gb1 +#£1 fH1
5003 Piano C 22 +#£1 H cH2
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(Dt~ j(SZonea) [Global Links KRTEE)

In this preset, Voice 1 is a multisample. The samples contained in the
multisample are listed below it. The volume, pan position, coarse and
fine tuning, transpose and original keys can be adjusted from this
screen.

. Press the Next Page button. The arrow next to it is illuminated,

indicating that there is another page of information. The Key Window
appears.

Vces-KyWin  ww fage nigh fade c-2.co c2 ¢4 cs ca
G3 emultisa C2 0GB

soo1fianedl  C2 0 D1
soozpPiano Gl dH1 0 g#1
so03Piane C3*2 A1 0 dH2

[ Utilsa |(SZonea] [Global Links

Lo e e e}

The keyboard assignments of the multisample and the samples it
contains are shown graphically.

Press the Down cursor button repeatedly to view the keyboard
assignment of the other voices.

. Press the Next Page button to go to the Velocity Window. The velocity

window allows you to switch or fade samples and voices according to
key velocity.

See “Velocity Window Controls” on page 300 for detailed information
about the Velocity Window.

. Press the Next Page button again to go to the Realtime Window. The

realtime window allows you to switch or fade samples and voices
according to a realtime control such as a modulation wheel or an LFO.

See “Realtime Window Controls” on page 319 for detailed information
about the Realtime Window.
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Creating a Link

Linking presets is a quick and easy way to create huge stacked presets, split
keyboard presets and create new sounds.

1.

5.

Press the Links function key (F4). The preset link page appears. The
screen should appear as below with “No Links in Preset”. If not, choose
another preset and return to Preset Links.

Links-Main typeSchnl volume pan  xpose Ftune

*Mo Links in Preset*

[ Globsl [T Voices)

Press the Utils function key (F1). Another row of function keys appears.
Press New... (F1). The following screen appears.

Links-Main typeSchnl volume pan  xpose Ftune
L1 004 Organ Intemal {0 {0 +#0 +0

[ Global ISR Voices)

Move the cursor to the preset field and select a preset using the Data
Entry Control, INC/DEC buttons, or the numeric keypad.

Play the keyboard. Both presets will be heard.

Add another link if you want. Also, be sure to check out all the other link
options. See “Preset Edit - Links” on page 291.
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Overview

The Master Module commands affect the Emulator on a global basis (all
presets). Master operations affect overall tuning, LCD contrast and Master
Effects to name a few. All of the settings defined in the Master Menu (with
the exception of a few of the Sequencer settings) are saved into Flash RAM
when you exit the module, meaning the settings are stored even when you
turn off the unit.

This chapter describes the global settings, features and commands you can
carry out using the Master Menu. The sections in this chapter are organized
by submenu as they appear in the Master Menu.

The Master Menu contains six main submenus:

Utilities. Controls for the assignable keys, test tones and volume control
recalibration. Also contains the channel status indicator, credits and
software version display.

Bank. Allows you to name or erase the bank and set a bank to be auto-
loaded on power-up. If you have Flash RAM or Flash ROM installed, the
Bank submenu contains the Flash Utilities also.

Setup. Contains six submenus: Tune, Input/Output, Miscellaneous, SCSI,
Import and Memory Configuration.

FX. Contains the digital effect processor functions.
Sequence Manage. Contains a 48-track sequencer.

MIDI. Contains global MIDI controls, velocity curve and other
miscellaneous MIDI functions.
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Memory Statistics

Memory Total  Used

Resident 768k 536k
Preset 2469k 213k
Sample 16mb 10mb

rUnISA |[ Bank~ | Setupa [ Fia ]fSeq ]IDIj

The main screen shows the internal memory status. There are three kinds of
memory — Resident Memory, Preset Memory & Sample Memory.

% The E-6400, e-64, E4K | The Resident memory display shows the amount of preset memory
and EIV contain about half a available for the optional (except on E-Synth) ROM or Flash RAM banks.
Mbyte of usable Preset Memory. | Preset memory (also called CPU memory) is used to hold both preset

The E4X and E-Synth contain parameter information and sequences. (The ratio between presets &
about 2.6 Mbytes of usable sequences is user adjustable.) Sample memory, which contains the actual
Preset Memory. Ultra series sample data, can vary from 4 megabytes to 128 megabytes.

machines contain about 4 MB of

usable preset memory. Presets and sequences require far less memory than do samples, so less
Contact your E-mu dealer for preset memory is needed. You are not likely to run out of preset memory,
upgrade information. even when creating huge banks.

1z To View the Memory Statistics:

* Press the Master button on the Emulator. The Master Menu main
screen appears showing the Memory Statistics.
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Memory Statistics

Master Ultilities

Memory Toal  Used

Resident 768k 236k
Preset 2469k 213k

ample 16mb 10
[Ch".’ol...]ﬁ'ones...] Recal...

T

an ) el

The Master Utilities menu contains several functions:

Assignable Keys (AsnKy). Allows you to program the three Assignable
Keys on the front panel of the Emulator.

Channel Volume (ChVol). Displays a bar graph showing the current
volume of all channels.

Reference Tones (Tones...). Generates accurate tones used to trouble-
shoot your audio system without having to load a bank.

Recalibration (Recal...). Recalibrate the front panel volume control,
rotary encoder, and for the E4K and E-Synth Keyboard, the control wheels
and pedal input.

Test Access (Tests). Provides access to the Service Center diagnostic
routines.

About (About...). Displays the current software version, the current
hardware configuration, and credits.
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% The Assignable Keys
have secondary functions which
are accessed by holding down
the decimal point button and
pressing the Assignable Key.
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Assignable Keys

You can program the Assignable Keys on the front panel to call up almost
any screen. This saves you from having to page through multiple menus to
find the screen you want to edit.

Simply press an assignable key to call up its assigned location. Press and
hold the Set/Shift (decimal point) key while pressing an Assignable Key to
access three additional menu locations.

The assignable keys can be programmed from the assignable keys screen in
the Master module or directly from any screen in which you are working.

1z To Program the Assignable Keys from the Master Menu:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Utilities function key (F1). A second row of function keys
appears.

3. Press the AsnKy function key (F1). The following screen appears.

Assignable Keys
KeyH 1:|[@ R E G{H- S K e yH 1: Sequence Manage
KeyH2:Erase Sequence SKey#H2:FX Button

Key#3: Toggle Multimode  SKeyH3: SoundSprint

4. Select the desired screen. Use the Data Entry Control or the INC/DEC
buttons to change the screen associated with each assignable key.

5. Press the Save function key (F6) to store the assignable keys settings
and return to the Memory Statistics screen or press Cancel to cancel the
operation and return to the Memory Statistics screen.

1z To Program an Assignable Key from the Current Screen:

This method allows you to link an assignable key to the screen you are
currently viewing.
e Press and hold one of the Assignable keys from any screen.

After two seconds a pop up window appears, informing you that the
assignable key has been programmed for the current screen.



2 - Master Menu
Channel Volume

Channel Volume

This function calls up a bar graph display showing the number of channels
each sound uses and the volume of all voice channels. This channel status
display is a useful indicator of your channel usage. Channels become
available for reassignment when their output volume falls below a certain
level.

Channel Yolume
00000000 oooo00.. oo0000oo oooooo0O0
. .0000o0o0 000000e= O00._00oo 000000
ocolle=00 oooo-.00 Olde==- 00000000
ocoooood DDe=0000 oooo . .00 oooooooo

Tones

This function generates accurate reference tones which can be used to
troubleshoot your audio system without loading a bank or can be used to
test each audio output. The following frequencies can be selected: S0Hz,
100Hz, 200Hz, 261.60Hz, 440Hz, 444Hz, 500Hz, 1kHz, 2kHz, 5kHz, 10kHz,
15kHz, and 19kHz. Sine, Triangle, Square or Sawtooth waveforms can be
selected. The master volume control has no effect on the volume of Tones.

i To Enable the Reference Tone:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Utilities function key (F1). A second row of function keys
appears.

3. Press the Tones... function key (F3). The following screen appears and
the defined tone plays continuously through the selected outputs.

Me_' Reference Tones
Rest Frequency :440.00Hz Gain  :0dB

gf‘-'i Waveforn EICHI  Submix :main

Cancel

Ol

4. Adjust the frequency, waveform, gain and output submix channel
using the Data Entry Control or INC/DEC buttons.

5. Press the Save function key (F6) to accept the changes. Press Cancel to
return to the Memory Statistics screen.
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Recalibration

3 ALWAYS recalibrate the | This utility recalibrates the front panel volume control, Data Entry Control
Pitch and Modulation wheels of | and, for the E4K, the control wheels. We recommend you recalibrate the

the E4K after installing new controls periodically to adjust them for normal wear and tear or if the
software or initializing the controls ever behave strangely.
EEPROM.

You can press Cancel at any time during recalibration to skip that particular
control and move on to the next.

iz To Recalibrate

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Utilities function key (F1). A second row of function keys
appears.

3. Press the Recal... function key (F4). The following screen appears.

Slowly move the volume control
2 through its entire range...
Press OK when done.

Low: 173  High: 17¢

4. Adjust the volume slider to the minimum and maximum positions.

5. Press OK. The display will say, “Saving System” and the following
recalibration screen appears.

Slowly turn the rotary encoder
‘2 one full turn clockwise...
Press OK when done.

Cancel |

6. Move the encoder one revolution.
7. Press OK. Again, the display says, “Saving System.”

If you have an E4K or E-Synth Keyboard, continue on with steps 8
though 10. These screens only appear if you have an E4K or E-Synth
Keyboard.
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% The footpedal must be
plugged in at boot time for EOS

to recognize it.

2 - Master Menu
Test Access

Slowly mowve the pitch wheel through
its entire range, then centerit...
Press OK when done.

Cancel | Low:208  High: 209

8. Move the pitch wheel as directed.

9. Press OK. The display will say, “Saving System” and the last recali-
bration screen appears.

Slowly move the modulation wheel
2 through its entire range...
Press OK when done.

Cancel | Low:10d  High: 10e

10. Move the mod wheel as directed, then press OK.

Slowly mowve the foot pedal
? through its entire range...
Press OK when done.

Cancel | Low:0 High: 1

11. Move the foot pedal as directed, then press OK.

Test Access

This menu item provides access to the Service Center diagnostic routines.

Some of the diagnostic routines have the potential to destroy the data on
your hard disk. It is for this reason that the diagnostics are protected from
casual use by a secret password. If you read carefully through this manual,
maybe you’ll find it.
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About...

The About screen displays the current software version and hardware
configuration in the unit. It also credits the instrument designers and
displays the E-mu Systems phone number to call for ordering additional
sounds.

Emulator Operating System
SW version: EOS v4.00a

@ 1998 E4nu Systems, Inc.
Scotts Yalley, Califomia, USA

[ Config J[ Sounds|[ Credits |

iz To Get Info About Your Instrument:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Utilities function key (F1). A second row of function keys
appears.

3. Press the About... function key (F6). A pop-up dialog box lists the
resident software version and a second row of function keys appears.

Press Config to show the hardware configuration.
Press Sounds to find out how to order sounds.
Press Credits to list the creators of your instrument.

N oo o A

Press Exit to return to the Memory Statistics screen.
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Erase Bank

Bank

Memory Total  Used

Resident 768k 536k
Preset 2469k

0k
(B e

The Bank submenu contains functions which allow you to name and erase
the bank and automatically load a bank on power up. Flash Utilities are also
accessed from this sub-menu if you have the Sound ROM or Flash Sound
RAM upgrades installed.

Erase Bank

Erasing a bank erases ALL the memory in RAM including all samples, voices
presets and sequences. Erasing the bank does not erase anything stored on
your hard disk, only the contents of RAM.

i To Erase the Bank:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Bank function key (F2). A second row of function keys
appears.

3. Press the Erase function key (F1). A pop-up dialog box appears asking
you if you want to erase all presets and samples.

4. Press OK to erase the bank or Cancel to cancel the operation.
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Name Bank

This utility allows you to name the current bank.

iz To Name the Bank:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Bank function key (F2). A row of function keys appears.

Press the Name... function key (F2). A pop-up dialog box appears
asking you to enter the new bank name.

Name the bank. Letters can be selected using the numeric keypad,
Data Entry Control, INC/DEC buttons and cursor buttons, or using an
ASCII keyboard.

Press OK to name the bank or Cancel to cancel the operation.

Auto Bank Load

This function automatically loads the selected bank whenever the unit is
first powered up.

2 To Set the Auto Load Bank:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Bank function key (F2). A second row of function keys
appears.

Press the Auto function key (F3). The pop-up dialog box appears similar
to the following illustration.

Bank Auto-Load
Dhnve D1 Conner CFAZT0S

Folder:FO1 GM .....
CENMEDS Dance Mania

Select the bank to be automatically loaded on power up. Banks can be
selected using the numeric keypad, Data Entry Control, INC/DEC
buttons and cursor buttons.

Press the Save function key (F6) to confirm your choice or Cancel to
cancel the operation.
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Flash Utilities

Flash Utilities

These special utilities are exclusively for use with Flash RAM. If you don't
have Flash ROM or RAM installed in your Emulator, these options will not
be available.

Preset RAM is used as the intermediary storage area when copying between
Flash and disk. To copy presets from a floppy into Flash RAM, you first load
them onto the bank, then use the Copy RAMO Flash utility to copy them
into Flash RAM.

¢ Clear Flash - Erases all resident presets and sequences.

e Compact Flash - Defragments Flash RAM. As presets are erased and
modified, the memory can become fragmented. This utility re-orders
the memory in the most efficient way.

e Copy RAM to Hash - Copies RAM presets into Flash RAM.
e Copy Flash to RAM - Copies Flash presets to Preset RAM.

i To Access the Flash Utilities:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Bank function key (F2). A second row of function keys
appears.

3. Press the Flash function key (F6). Another row of function keys appears.

4. Select the desired Flash utility using function keys F1-F4. You will
asked to confirm the selected operation.

5. Press OK (F6) to confirm your choice or Cancel (F1) to cancel the
operation.

1z To Copy Presets from Floppy to Flash:
1. Insert the Disk containing the presets into the floppy disk drive.

2. Press the Load function key (F4) on the main screen. The Load Preset
screen appears.

3. Move the cursor up to the Drive Select field.

4. Select the Floppy drive using the Data Entry Control or INC/DEC
buttons.

5. Press LoadAll (F6). The presets are loaded into RAM.

6. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

7. Press the Bank function key (F2). A second row of function keys
appears.

8. Press the Flash function key (F6). Another row of function keys appears.
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9. Press RAMOFlash (F3). The following screen appears.

% Ultra units may contain
up to 1000 flash presets.

Me DAL
—_— C RAM ts PO0D..P255 and
Besit opYy presets an

? sl sequences to the resident FLASH?

g:ift_' (1) Overwrites all FLASH - continue? E

10. Press OK (F6) to confirm your choice or Cancel (F1) to cancel the
operation.

Saving presets to floppy disk is just as easy. Copy the presets into RAM, then
save to floppy.

@ Load from Disk /\ Save to Disk

Preset RAM Preset RAM
@ Copy RAM ->Flash ﬁ Copy Flash ->RAM
Flash RAM Flash RAM

The Bank is used as an intermediary storage space when copying between

the disk and Flash Memory. Data is copied into RAM first, then to disk or
Flash.
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Using Sound Flash Memory

Sound Flash Memory is a similar to a hard disk containing one bank. A
bank is assembled in Sample RAM, then Saved to Flash Memory. Individual
presets cannot be saved to Flash Memory. The process of saving a bank to
Flash is outlined below. Follow these instructions carefully.

1z To Save a Bank to Flash Memory:

Erase the Bank

1. Press Master.

2. Press Bank (F2).
3. Press Erase (F1).

Load the Bank you Wish to Save to Flash
4. From the main screen, press the Arrow key, then Load.

5. Select the Drive, Folder and Bank you wish to Save, then press Load.
The bank will load into RAM.

Save the Sounds to Flash
6. Press the Arrow key, then Save.

7. Select Flash Memory as the drive you wish to Save to, then press OK
(F6). The Samples will be stored in Flash Sound RAM.

Mount the Drive

8. Press Disk.

9. Press Utils (F1).
10. Press Mount (F1).

Erase the Bank...again
11. Press Master.

12. Press Bank (F2).

13. Press Erase (F1).

Erase Preset 000

This operation deletes the empty preset in the POOO location of the bank so
it won’t get merged into your Flash Bank. Unfortunately, you must have at
least one preset in the bank, so before deleting POOO we’ll create a new
empty preset at location 999.

14. Press Preset Manage.
15. Press New...
16. Select destination preset P999 Empty Preset.
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17. Press OK, twice.

18. Select POOO Untitled Preset.

19. Press Utils (F1).

20. Press Erase Preset (F1). Press OK (F6).

Merge the Presets

This operation merges the presets into the bank so that they will point to
the correct locations in the Flash Sound Memory bank. The Emulator sees
that the samples are in Flash Sound Memory and changes the sample
numbers so they point to Flash.

21. From the main screen, press the Arrow key, then Load.

22. Select the Drive, Folder and Bank you wish to Save to Flash, then press
Merge.

Save the Presets

Now that the sample numbers point to the samples in Flash Sound
Memory, the presets can be written into CPU Flash memory using the Flash
utilities.

23. Press Master.

24. Press Bank (F2).

25. Press Flash (F6).

26. Press RAM ->F (F3). A warning screen appears.

27. Press OK (F6). The presets will be written into CPU Flash memory.

1z To Copy Flash RAM Presets to Disk:
Power up the machine and wait for it to finish booting.

1. Press Master.

2. Press Bank (F2).
3. Press Flash (F6).
4

. Press F->RAM (F4). A warning screen appears advising you that you are
about to overwrite RAM.

Press OK (F6) to write to RAM.

Press Master to return to the main screen

Insert the floppy disk into the drive if you wish to copy to floppy disk.
Press Save (F5). The popup Save window appears.

© © N o o

Select the destination Drive, Folder and Bank for the flash presets.

10. When the parameters are properly set, press OK (F6). A warning screen
appears warning you that you are about to overwrite a bank.

11. Press OK (F6) to save the bank to Disk or Cancel (F1) to cancel the
operation.
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Flash Utilities

1z To Copy Flash Sounds to Disk:

It might be a good idea to back-up the factory samples before you overwrite
the Flash Bank with your own sounds.

1.
2.
3.

Power up the machine and wait for it to finish booting.
From the main screen, press the Arrow key, then Load.

Wait for the bank to finish loading, then press the Arrow key, then
Save.

Select the destination Drive, Folder and Bank for the flash presets.
When the parameters are properly set, press OK (F6).
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Setup

Memory Total  Used

Resident 768K 536k 9% E ;
Preset 2469k 16k 0¥ [C—

16mb o
[ Tune i[ InfOutJ! Msc Ei SCS1 | Import i[Memory]

The Setup menu contains six additional submenus.

Tune. Contains three functions: tuning offset, transposition and audition
key.

Input/Output. Contains several functions related to the audio and S/PDIF
output levels.

Miscellaneous. Contains several miscellaneous functions.

SCSI/Disk. Contains several options relating to SCSI and SMDI. Also
contains an option for routing the disk button.

Import Options. Contains preferences and controls for importing samples
and presets from Akai™ or Roland™ samplers.

Memory Configuration. Allows you to control the amount of RAM
allocated between the sequencer and presets.



Turn off transposition
before selecting or modifying
any presets to avoid confusion.
Transpose transposes the key
number rather than the sample
assignment. Selecting the zone
and any other use of the
keyboard will show the
transposed key number.

2 - Master Menu
Tune

Tune

This submenu contains three functions related to master tuning: Tuning
Offset, Transposition, and Audition Key.

Tuning Offset

Tuning Offset adjusts the overall tuning so that you can tune to other
instruments. The range of tuning offset is +100 cents or 1 semitone in
approximately 1.5 cent increments.

1z To Change the Tuning Offset:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Tune function key (F1). The following screen appears.

Tuning 'gj‘t‘p;g

[f1) Tuning Offset [N Audition Key :C3

[F2) Transposition :off

4. Adjust the tuning offset. If it is not already there, move the cursor to
the tuning offset field using the cursor buttons or by pressing the F1
function key. Adjust the offset value using the Data Entry Control, or
INC/DEC buttons.

5. Press the Exit button twice to return to the Memory Statistics screen.

Transpose

Transpose allows you to play in a different key without changing your
fingering. This feature transposes the Emulator in half-step intervals and
the transposition range is 1 octave. Transpose also lets you play beyond
the range of the physical keyboard.

1z To Change the Transposition:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Tune function key (F1). The Tuning screen appears.

4. Adjust the transposition. Move the cursor to the transposition amount
using the cursor buttons or by pressing the F2 function key. Adjust the
transposition value using the Data Entry Control, or INC/DEC buttons.

5. Press the Exit button twice to return to the Memory Statistics screen.
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% The raw sample (at the
original pitch) will be played if
you audition from any sample-
related screen (Sample Manage,
Sample Edit, Disk Sample
Browser).

Suggested
Settings

Polyphonic Music
Boost = 0
Headroom = 3

Single Sample Digital
Transfer

Boost = +12
Headroom = 6 to 8
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Audition Key

This parameter lets you set the key that will be played when the front panel
Audition Key is pressed, or the ASCII keyboard controlled audition
command (Control, A) is applied.

1z To Change the Audition Key:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Setup function key (F3). A second row of function keys
appears.

Press the Tune function key (F1). The Tuning screen appears.

Move the cursor to the Audition Key field using the cursor buttons or
by pressing the F3 button.

Select the Audition Key using the Data Entry Control, INC/DEC
buttons or the keyboard.

Press the Exit button twice to return to the Memory Statistics screen.

Input/Output
The Input/Output submenu contains functions dealing with the audio and
digital outputs.

| e rre Input/Output .

Tuning Miscellaneous

([ Headroom K (© Default clock :48kHz

[F2) Qutput Boost :+12dEB  [fg) Word Clock In : Intemal
[F3) Qutput Format: AES pro WC Phase In :0.00deqg
Output Dither :off WC Phase Out  :0.00deg

Headroom

Headroom is the amount of dynamic range remaining before clipping
occurs. Think of a tall person (the signal) in a small room. Raising the
ceiling increases the headroom or the amount of space between the top of
the person's head and the ceiling.

The headroom adjustment, the master volume control, AES Boost and the
zone level all control the output level of the digital audio output. These
controls can be adjusted when transferring digital audio to optimize the
signal level.

A sampling musical instrument, unlike a CD player, must play multiple
channels at once and each additional channel increases the headroom
requirement by 3 dB.



% The headroom

adjustment also controls the
level of the digital audio output.
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The amount of headroom is adjustable from O dB to 15 dB in 1 dB incre-
ments (with the front panel volume control set to maximum). A headroom
setting of O dB for example, provides the hottest output level, (and the
highest signal to noise ratio) but may produce “clipping” if too many notes
are played at once. The default headroom setting is +3 dB, which maintains
an excellent signal to noise ratio while keeping a reasonable amount of
headroom in reserve. If you hear the signal clipping or breaking up,
increase the amount of headroom. The headroom adjustment also controls
the level of the S/PDIF digital output. Press Exit after setting the headroom
to store the setting in FLASH RAM.

1z To Change the Headroom:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the Setup function key (F3). A second row of function keys
appears.

Press the Output function key (F2). The Output menu appears.

Advance the cursor to the Headroom field. Adjust the amount of
remaining headroom using the Data Entry Control, or INC/DEC
buttons.

Press the Exit button to return to the Setup screen. Press the Exit
button again to return to the Memory Statistics screen.

- +

x1 N % 10\0 531%
VU

- +

x2 % ﬁ 10‘075 1%
VU

- +

x4 % — p0133/15,
VU

- +
VU

The more channels are played, the more headroom is required.
Increasing the headroom lets you play more channels without clipping.
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Output Boost

Output Boost is similar to the headroom control and digitally raises the
output level by up to +12 dB. This option provides the best signal-to-noise
ratio when only one or two channels are being played at a time. However,
playing back too many channels with Output Boost turned on may cause
the output signal to clip. This control affects both the analog and digital

outputs.

1z To Change the Output Boost:
1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Output function key (F2). The output menu appears.

PREY NEXT
T‘;ning OUtPUt Mimll-m:o::
[Fi) Headroom -3 Output clock :44.1kHz
[F2) Output Boost RN (5] AES Boost  :off
[F3) Output Format :analog

4. Set the output boost to +0 dB or +12 dB using the Data Entry Control,
or INC/DEC buttons.

5. Press the Exit button twice to return to the Memory Statistics screen.

Output Format

The digital audio output (optional on the e-6400) is used for interfacing
with other digital or analog audio equipment using either the AES/EBU
(professional) or S/PDIF (consumer) formats. The digital audio interface
carries two channels of audio information which mirror the audio at the
main outputs. The analog and digital outputs are always active. This
function optimizes the output for whatever format is being used. Set the
Output Format to the digital format you are currently using: S/PDIF or AES
pro.

1z To Change the Output Format:
1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.



% Always use high-quality,
low-capacitance cable for the
AES/EBU interface to insure data
integrity.

% When to Dither?
Add Dither - When sending
ADAT data to a 16 bit device
which doesn’t dither at the
input.

Don’t Add Dither - When
sending ADAT data to a 20-24
bit device.

2 - Master Menu
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3. Press the In/Out function key (F2). The output menu appears.

4. Set the output format to S/PDIF, AES pro or Analog using the Data
Entry Control, or INC/DEC buttons.

5. Press the Exit button twice to return to the Memory Statistics screen.

XLR
AES to S/PDIF Plug
Adapter Cable
N.C. — + Center Pin
- To
Shield S/PDIF
Device
ADAT Output Dither

Dither is a technique used in digital systems to improve audio performance
by adding noise to the least significant data bits. In general, dither is used
whenever a digital number is converted to a smaller number (for instance
when converting 20 bits to 16 bits).

As an example, suppose you were transferring ADAT optical data from the
Ultra to an older ADAT recorder. The ADAT output is 20 bits wide while the
older ADAT only receives data 16 bits wide. In this case you would turn
Dither On because the receiving device has fewer bits. If you were sending
data to a new ADAT which receives 20 bit data, you would turn Dither Off.

1z To Turn ADAT Output Dither On or Off:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). Another row of function keys
appears.

3. Press the In/Out function key (F2). The Input/Output screen appears.

4. Move the cursor to the ADAT Output Dither field using the cursor
buttons or by pressing the F4 key.

5. Turn Dither on or Off using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.
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Default Clock

Use the Default Clock to change the Emulator’s output sample rate (clock
rate) to either 44.1 kHz or 48 kHz. This function sets the output rate of the
entire machine (analog as well as digital outputs). Digital audio recorders
automatically record at the clock rate of the source, so set this control at 48
kHz to record into a DAT recorder.

Ultra Series. This function is tied to analog sampling on the Ultra series
Emulators. There are four analog sample rates (22.05 kHz, 24 kHz, 44.1 kHz,
48 kHz), but depending on this setting only two are selectable at a time.

Default clock = 44.1 kHz (22.05 kHz & 44.1 kHz)
Default clock = 48 kHz (24 kHz & 48 kHz)

Change the default clock rate if the analog sample rate you want is not
available in the Sample Manage module

1z To Change the Default Clock Rate:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). Another row of function keys
appears.

3. Press the In/Out function key (F2). The Input/Output screen appears.

4. Move the cursor to the Default clock field using the cursor buttons or
by pressing the F4 key.

5. Set the Default clock rate using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.
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% Note: If an external

word clock is not physically
connected, EOS defaults to its
internal clock (even though the
display is set to an external
source).
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Word Clock In

This Ultra function selects the Word Clock source. The Word Clock is the
master time-base reference for the Emulator audio engine. Normally Word
Clock In will be set to Internal to use the internal crystal-based reference.
When transferring digital data, the different pieces of gear need to be
synchronized to the same master clock. The BNC connector on the rear
panel (optional on some models) allows the Emulator to synchronize with an
external clock source (a house sync generator or word clock out from another
piece of digital gear).

¢ Internal . Uses the Emulator’s ultra-stable crystal reference oscillator.

e BNC........ Uses the word clock received at the rear panel BNC Word
Clock In connector.

e AES........ Uses the word clock provided by the rear panel AES digital
input connector.

e ADAT .....Uses the Word Clock embedded in the ADAT optical data.

2 To Set the Word Clock Source:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). Another row of function keys
appears.

3. Press the In/Out function key (F2). The Input/Output screen appears.

4. Change the Word Clock In status. Move the cursor to Word Clock In
using the cursor buttons or by pressing the F6 function key. Choose the
Word Clock source using the Data Entry Control, or INC/DEC buttons.

5. Press the Exit button to return to the Memory Statistics screen.

WC Phase In/Out

This Ultra function allows you to adjust the phase relationship between
input and output sample clocking in order to compensate for clock phase
delays in other equipment or when word clock is daisy-chained. On EOS
machines, a setting of 0.00 degrees means that the word clock in phase is
exactly equal to the word clock out. If you are having trouble synchro-
nizing to other equipment, try adjusting the appropriate word clock phase
control to remedy the problem.

WC Phase In. Adjusts the phase relationship between the input clock
(BNC, AES, or ADAT) and the digital output embedded data clock.

WC Phase Out. Adjusts the phase relationship between the input clock
(BNC, AES, or ADAT) and the Emulator Word Clock output.
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Miscellaneous

The Misc submenu, as the name suggests, contains master miscellaneous
functions such as setting the LCD contrast, screen saver, and global
preferences.

Contrast

This function changes the contrast of the front panel LCD so that it may be
read easily from different angles. The contrast is adjustable from +7 to -8.
Adjust the contrast for the most comfortable viewing.

1z To Change the Contrast:
1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.
2. Press the Setup function key (F3). A second row of function keys
appears.
3. Press the Misc function key (F3). The Miscellaneous menu appears.

PREY i NEXT
e Miscellaneous il
[FQ) Contrast R @ Disable Sound ROM :no

[F2) Wrap field selection :off [f5) Zero X threshold :-34dB
[F3] Screen Saver:10 minutes  [f5) Undo/Redo enabled :ves

4. Move the cursor to the Contrast field using the cursor buttons or by
pressing the F1 function key.

5. Adjust the Contrast using the Data Entry Control, or INC/DEC buttons.
6. Press the Exit button twice to return to the Memory Statistics screen.

Wrap Field Selection

When wrap field selection is enabled, moving the cursor past the last
selection in a window makes it automatically jump back up to the first
selection. With wrap field selection Off, the cursor will NOT move past the
last selection in a window. You have to use the up or left cursor button to

go back.

1z To Turn Wrap Field Selection On or Off:
1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.
2. Press the Setup function key (F3). A second row of function keys
appears.
3. Press the Misc function key (F3). The Miscellaneous menu appears.

4. Move the cursor to Wrap Field Selection using the cursor buttons or by
pressing the F2 key.



% You only need to disable
the Sound ROM access if you
have Sound ROM and want to
use more than 64 MB of Sample
memory.

2 - Master Menu
Miscellaneous

5. Turn Wrap Field Selection On or Off using the Data Entry Control or
INC/DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

Screen Saver

After a period of inactivity, the LCD backlight dims in order to prolong the
life of the LCD. This parameter sets the period of time from 10 to 60
minutes (in increments of 10 minutes) before the screen dims, or “Never”
so that the backlight always stays on. This option is not available on e64 or
EIV units.

iz To Turn the Screen Saver On or Off:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Misc function key (F3). The miscellaneous menu appears.
4. Move the cursor to Screen Saver using the cursor buttons.

5. Set the screen saver time using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button to return to Memory Statistics.

Disable Sound ROM

Sample memory is user-expandable up to 64 megabytes with standard
SIMM modules (up to 128 MB if ROM access is disabled). To use more than
64 MB of Sample Memory with the Sound ROM upgrade installed, you
must turn off the Sound ROM. This screen is only accessible if you have Sound
ROM SIMMs installed.

i To Disable the Sound ROM:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Misc function key (F3). The Miscellaneous menu appears.

4. Move the cursor to Disable Sound ROM using the cursor buttons or by
pressing the F4 function key.

5. Select Yes to disable the Sound ROM using the Data Entry Control, or
INC/DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

7. Reboot the system.
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Zero Crossing Threshold

Background

The term “zero crossing” refers to the point at which the positive slope of a
waveform passes through zero. In many sample editing applications, such
as splicing and looping, it is useful to locate zero crossings in order to make
glitch-free joins and loops. On some signals, however, a simple zero
crossing may not be effective because the signal contains excessive noise or
low-level, high-frequency harmonics. In these cases, every few samples may
cross through zero. By setting a zero crossing threshold, we can ignore low-
level zero crossings and wait for the signal to reach a certain level before
choosing the next zero-crossing. Zero crossing threshold sets a level that a
signal must exceed before the next zero crossing with a positive slope is
selected. The defined zero crossing threshold is used in the Auto-Truncate
function or whenever you manually select a zero crossing using the cursor
buttons.

The following diagram illustrates zero crossing in action. The small x marks
the initial position.

Zero X Threshold
(Set at -30 dB) S|ope of
Wave

-30dB

-96dB

Wave

-30dB

-96dB

Selected

To move forward through the sound to the next zero crossing, press the
right cursor button, as shown in the previous diagram. EOS finds the first
zero crossing on the positive slope after the signal has crossed the
threshold.

To move backward through the sound to the next zero crossing, press the
left cursor button. EOS finds the first zero crossing on the positive slope
after the signal has crossed the designated threshold.



% Although the Undo/Redo
feature lets you backtrack only
one step, you can repeat the
Undo and Redo commands an
unlimited number of times.

If you are using a
removable media hard disk and
do not have a fixed hard disk
connected, it is recommended
that you turn Undo/Redo OFF.

2 - Master Menu
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Use the Data Entry Control or INC/DEC buttons to select the zero crossing
threshold. A setting of -96 dB will be the most sensitive; a setting of -30 dB
will be the least sensitive. The selected zero crossing threshold is used in the
auto-truncate function or whenever you manually select a zero crossing
using the left/right cursor buttons. If auto truncate does not seem to be
working well, try adjusting the zero crossing threshold.

1z To Set the Zero-Crossing Threshold:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Misc function key (F3). The Miscellaneous menu appears.

4. Move the cursor to Zero-X Threshold using the cursor buttons or by
pressing the F5 function key.

5. Set the desired zero-crossing threshold using the Data Entry Control, or
INC/DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

Undo/Redo Enable

During many Sample Editing operations, the sample being processed is
backed-up automatically and stored on the system drive. If you do not like
the results of the processing, with Undo enabled you can call up the Undo
function and restore the original sample from the system drive. (Ah, if only
life itself were so simple.) Best of all, the processed sample is backed-up also.
Therefore, if you decide you liked the processed version better after all, you
can actually undo the Undo (Redo).

If you are running low on disk drive space, the display will inform you if
there is not enough memory to back up a sample onto the system drive.
You then have two choices: either free up some additional memory by
erasing banks on the system drive, or disable the Undo/Redo using this
function.

iz To Enable and Disable Undo/Redo:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Misc function key (F3). The Miscellaneous menu appears.

4. Move the cursor to Undo/Redo Enable using the cursor buttons or the
F6 function key.

5. Enable or disable Undo/Redo using the Data Entry Control, or INC/
DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.
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% The SCSI ID of a device
does not necessarily indicate the
physical location of the device
on the SCSI bus. For example,
your Emulator can be the last
item of three in the chain and
have a SCSI ID of 2.
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SCSI/Disk

Each Emulator has a SCSI device connector for attaching SCSI devices. You
can have up to seven SCSI devices connected, or chained together. This
chain is called a “bus.” Each device on the SCSI bus must have its own ID
number. The SCSI/DISK submenu operations let you change the SCSI
settings, including the SCSI ID of the Emulator, and program the function
of the Disk button on the front panel of the unit.

PRy SCSI / Disk HEAT =)

Miscellaneous Import Options

SCSIID ‘Gl 7 4 void Host on ID:0
[F2) SCS1temination  :on

[F3) Disk Button goes to :Last

SCSIID

This utility allows you to change the SCSI ID number of the Emulator in the
event that it conflicts with a device on the SCSI bus having the same ID
number. For other units in the SCSI chain, refer to the manual that came
with the hardware for instructions on how to change the SCSI ID.

1z To Change the ID Number:
1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the SCSI/Disk function key (F4). The SCSI/Disk menu appears.

4. Move the cursor to the SCSI ID number using the cursor buttons or by
pressing the F1 function key.

5. Select the ID number using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.



% This function tells EOS to
avoid any host on the selected
SCSI'ID number. All Macs use ID
7. If you're a PC user, make sure
this number matches your SCSI
card.
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SCSI Termination On/Off

Both ends of a SCSI chain (meaning the first and last device on the bus)
must be terminated for proper operation. If not propetly terminated, the
equipment can malfunction. Some equipment will not work at all if the
chain is not properly terminated. Proper termination helps reduce line
echoes or standing waves on the SCSI bus. This utility turns the SCSI termi-
nation on and off internal under software control. SCSI termination should
usually be left on since the Emulator is normally connected at one end of
the SCSI line.

2 To Turn SCSI Termination On or Off:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the SCSI/Disk function key (F4). The SCSI/Disk menu appears.

4. Move the cursor to the SCSI Termination field using the cursor buttons
or by pressing the F2 function key.

5. Turn SCSI Termination On or Off using the Data Entry Control, or
INC/DEC buttons.

6. Press the Exit button to return to the Memory Statistics screen.

Avoid Host on ID

SCSI was originally designed to have only one Master on the bus. EOS
contains special software which lets multiple “Master” devices coexist
peacefully on the SCSI bus. If you have a computer connected to the SCSI
bus set this ID number so it matches your computer’s SCSI card.

1z To Enable a Computer on the SCSI Bus:

1. Find out the SCSI ID of your computer’s SCSI card. The Macintosh is set
to ID #7. PCs use various SCSI ID numbers.

2. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

3. Press the Setup function key (F3). A second row of function keys
appears.

4. Press the SCSI/Disk function key (F4). The SCSI/Disk menu appears.
5. Move the cursor to “Avoid Host on ID” or press F4.

6. Set the ID number to avoid using the Data Entry Control, or INC/DEC
buttons.

7. Press the Exit button to return to the Memory Statistics screen.
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Disk Button Goes To:

This parameter lets you to set the function of the front panel disk button.
The disk button can be set to jump directly into SoundSprint mode or it can
call up the last Disk Browser screen you accessed.

1z To Assign the Disk Button:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the SCSI/Disk function key (F4). The SCSI/Disk menu appears.

4. Move the cursor to the “Disk Button goes to” field using the cursor
buttons or by pressing the F5 function key.

5. Select Sprint or Last using the Data Entry Control, or
INC/DEC buttons.

6. Press the Exit button to return to the Memory Statistics screen.
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% When browsing Roland
disks, only Samples referenced
by the selected Preset are
displayed, unlike the Emulator
where all Samples contained in
the Bank are displayed.

Complete Roland
Volumes cannot be loaded
because they may contain
multiple MIDIMaps. Load “All
Patches” instead.
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Import Options

EOS can read Akai™ S1000, S1100, S3000 and Roland™ S-700 series disks.
Samples, partials, patches, performances and volumes are automatically
mapped into the appropriate Emulator parameters.

There are a few differences between these samplers and the Emulator. For
this reason, some program parameters may be ignored during the
conversion process. In most cases however, the converted programs and
samples should sound and behave very much like the originals.

e e Import Options
[Fi] Combine LIR into stereo :oh

[F2) Adjust Akai fractional loops :on
[F5) Foreign sampler SCSI1ID (T

In the Roland disk structure, objects are allowed to exist outside of a
containing parent object. For example in EOS, Samples are contained by
Presets, which are contained by Banks and so on. In the Roland, samples
can be saved by themselves outside a bank. To deal with this difference, a
special browser item is added at the end of the Folder, Bank, Preset and
Sample lists. These special objects are labeled “All” (as in All Patches) and
contain all items of a particular type on the disk. This allows all objects on
the disk to be browsed, including stray samples, presets or banks.

The following are descriptions of the EOS import options.

Combine L/R into Stereo: When this option is enabled, the Akai or
Roland key groups are scanned for left/right samples that can be combined
into a single stereo sample. If the first ten characters of the 12 character
sample name match, and the last two characters are “-L” and “-R”, as in
Akai stereo samples, they will be combined into a single stereo sample (if
the loop lengths match, otherwise the samples will be kept separate, as they
are in the Akai.)

Roland Stereo Conversion - Program parameters for the new stereo sample
are taken from the left sample. The right side parameters are ignored. When
this function is disabled, each sample is placed in a separate voice.

Akai Conversion: Allows you to select between a basic or full conversion.

¢ Basic - Converts samples and keymaps only. Use this option when you
just want the samples converted and placed on the keyboard. (Without
all the preset programming.)

e Full - Assembles complete presets, simulating the originals as closely as
possible.
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% Limitations for

Roland Imports

e Supports 512 byte/sector
devices only.

e Translates tuning, keymap,
velocity switching and positional
crossfade only. No envelopes,
modulation filter settings cords,
etc.

e Imports only one forward loop.
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Adjust Fractional Loops: The Akai S1000 implements sample looping
differently than the Emulator. Because of this difference, some loops may
“tick” slightly or appear out of tune after being transferred from the Akai.
This function automatically repairs any incorrect sample loops after being
transferred. Be advised that the transfer may take slightly longer (up to 15%
more time) with Adjust Fractional Loops turned enabled.

Foreign Sampler SCSI ID: If you have a brand of sampler other than the
Akai or Roland connected to the SCSI bus, EOS needs to know its SCSI ID in
order to avoid SCSI conflicts. The Foreign SCSI ID should be entered before
physically connecting the sampler onto the SCSI chain. You do NOT have
to set this parameter for Akai or Roland formatted storage devices. EOS
recognizes them automatically.

1z To Set the Import Options:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Import function key (F4). The Import Options menu appears.

4. Move the cursor to the desired option using the cursor buttons and
change the parameter using the Data Entry Control or the INC/DEC
buttons.

5. Press the Exit button twice to return to the Memory Statistics screen.
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Memory Configuration

Presets and Sequences are stored in CPU RAM. CPU RAM is totally
unrelated to the amount of Sample RAM you have in your machine.

The E-1V, E4K, e-64 and e-6400 come with 1 MB of CPU RAM. The E4Xand
E-Synth come with 4 MB of CPU RAM. The Ultra series contain 8 MB of
CPU RAM. CPU RAM is used by sequences, presets and the system. The
amount of usable RAM on a 1 MB machine is approximately half a
megabyte. A unit containing 4 MB of CPU RAM has about 2.6 MB of usable
CPU RAM. Ultras contain about 4 MB of usable CPU RAM.

The Memory Configuration control lets you adjust the balance of CPU RAM
allocated between the sequencer and the presets. If you find that a sequence
is too large to be loaded, you can increase sequence memory size. If you run
out of preset space, simply increase the amount of RAM allocated to presets.

iz To Set the Memory Configuration:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Memory function key (F6). The Memory Configuration screen
appears.

Memory Confiquration
Praset Memory :

Sequence Memory ;512 K

(G

4. Adjust the Preset and Sequence Memory Size using the Data Entry
Control or the INC/DEC buttons.

5. Press the Save button to save the changes or Cancel to return to the
Memory Statistics screen.
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% Press the Controls key on
the E4K or E-Synth Keyboard or
press Assignable Key 2 while
holding the Decimal Point on
the other Emulator models, to
access the FX menus that are
currently in use.

96 E-MU Systems

Master Effects

You can assign the digital effect processors at the Preset level or on a Master
level (which affects all presets). Since there are only two effect processors,
you cannot assign a different effect to each preset when in Multi mode.

The Master Effects settings let you assign the effect processors “globally” for
all presets so you can use the onboard effects like an external effects device.
You might want the effects to be programmed on a global basis in Omni
and Poly modes. You could choose your favorite reverb, for example, and
have it applied to each preset you select. Most importantly, the Master
Effects settings provide a way to use the effects in Multi mode.

1z To Program the Effects Globally for all Presets:

1. Press the Preset Edit button. The LED illuminates and the Preset Edit
screen appears.

Yoices-Main volume pan  ctune Ftune xpose orig
G2 wee3vsddwave +1 ) ) H) -12 ¢4

G2 RmEevsatwave -1 7 H) 2 <12 (4
Y3 G2 emultisamples -1 6 #0  +2  -12
H7B3 V548 Wave C3 H  H)

[ Utilsa j(SZonea] [Global Links

e If you are in a screen where the “Global, Links, Voices” function keys
are not visible, press the Exit button once.

2. Press the Global function key (F3). The Global menu appears.

3. Press the Next button. The Preset Effect A menu appears.

4. Set the Effect field to Master Effect, which causes the Master effect
settings to be used.

5. Press the Next button again to go to the Preset Effect B menu. Set the
Effect to the Master Effect setting if you want to use the Master settings.

6. Change each preset in the bank to the Master Effect setting if you want
the Master Effect setting used on all presets.

7. Save the bank.



% For more detailed

information about Effects see
Chapter 3, Effects.

2 - Master Menu
Master Effects

Use Master Effects Settings in MultiMode

In Multi Mode the two effects processors can be either controlled from the
Master Effects settings or they can follow the effects settings of the preset
on a special MIDI channel. Because up to 16 presets can play at once in
multi mode, the effects cannot be programmed at the preset level. There are
only two effects processors!

1z To Program the Effects Globally for all Presets:

1.

o &~ 0N

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the FX function key (F4). A second row of options appears.
Press the Setup function key (F3). The Effects Setup menu appears.
Move the cursor to the Effects Control field using the cursor buttons.

Set the Multi mode Effect Control Channel to master settings using
the Data Entry Control or INC/DEC buttons.

Press the Exit button three times to save the settings and return to the
main screen.

Master Effects A

This function selects the type of effect used. The following effects are

currently available:

A EFFECT TYPES

Room 1-3 Hall 1 & 2 Plate

Delay Panning Delay Multitap 1
Multitap Pan 3 Tap 3 Tap Pan

Soft Room Warm Room Perfect Room
Tiled Room Hard Plate Warm Hall
Spacious Hall Bright Hall Bright Hall Pan
Bright Plate BBall Court Gymnasium
Cavern Concert 9 Concert 10 Pan
Reverse Gate Gate 2 Gate Pan
Concert 11 Medium Concert Large Concert
Large Concert Pan Canyon DelayVerb 1-3
DelayVerb 4-5 Pan DelayVerb 6-9
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% A warning message Master Effects B

appears if an effect routing other
than “Master” is currently
selected.

This function selects the type of effect used. The following effects are
currently available:

B EFFECT TYPES

Chorus 1-5 Doubling Slapback

Flange 1-7 Big Chorus Symphonic

Ensemble Delay Delay Stereo 1 & 2
Panning Delay Delay Chorus Pan Delay Chorus 1 & 2
Dual Tap 1/3 Dual Tap 1/4 Vibrato

Distortion 1 & 2 Distortion Flange Distorted Chorus
Distorted Double

Effects Setup

R Please refer to Chapter The Effects Setup page contains two effects control functions. The first

3, Effects for detailed allows the entire effects subsystem to be bypassed if you don't want internal
information concerning the effects.
Effects.

The Multimode Effects Control lets the effects be controlled by the Master
module settings or by a specific preset when in Multimode.

i To Enable or Disable the Effects:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the FX function key (F4). A second row of function keys appears.
3. Press the Setup function key (F3). The Effects Setup menu appears.

4. Enable or Bypass the internal effects using the INC/DEC buttons or
Data Entry Control.

5. Press the Exit button twice to return to the Memory Statistics screen.
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Effects Control

The effects processor controls are very flexible. They can be controlled in
three different ways to suit your personal preference and to adapt to
different situations.

1. Programmed as part of the preset when playing single presets (Omni or
Poly Modes).

2. Programmed from the Master Effects Section when playing either single
presets (preset Effect Type set to “Master”) or when in Multi mode.
3. Programmed from the designated control preset when in Multimode.

The Effects Control parameter sets the MIDI channel whose preset will
control the effects processors.

% You can create special
presets without samples to be
used as “Effects Presets.” By

assigning these effects presets to 1 Master

the Multi mode Effects Control 24
Channel, you can use Program

Change commands to switch mewmmwww Preset Effects are part
between effects during a | FX I of the Preset

sequence. (Omni or Poly Mode)

Master Preset

2 a1 X

Master Effects

(Omni, Poly or Multi modes) Preset

Ch 16 ><

3 Master Preset

X 1 X

One Channel's
Preset determines
the Effect Settings

(Multi mode) Preset

Selected FX Control Channel = |Ch 16

Effects selection can be made in three different ways.
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In Multimode the two effects processors can be either controlled from the
Master Effects settings or they can follow the effects settings of the preset
on a specific MIDI channel. This feature allows you to change effects during
a sequence.

iz To Set the Multimode Effects Control Channel:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the FX function key (F4). A second row of function keys appears.
3. Press the Setup function key (F3). The Effects Setup menu appears.

4. Move the cursor to the Multimode Effects Control field using the
down cursor button.

5. Select the desired MIDI channel or “Master Settings” using the Data
Entry Control, or INC/DEC buttons.

FREY NERT
h‘1-osttr Effect B Effects Setup -»

Effects Engine (S]]
Multimode Effects Control:master settings

6. Press the Exit button twice to return to the Memory Statistics screen.
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Sequence Manage

EOS version 4 contains a powerful 48-track onboard sequencer, always
available to capture your musical ideas. The sequencer's easy to use
interface lets you lay down tracks almost as fast as you can play them.
Please refer to Chapter 4, Sequencer for detailed information on the
sequencer.

The Sequence Manage menu displays the memory used and the number of
tracks in the current sequence and contains the following functions:

Utilities. Contains Erase and Copy commands.
Name. Allows you to name your sequences.
Export. Exports the currently selected sequence as a Standard MIDI File.

Loop. Sets the sequence to play continuously or to stop playing once it
reaches the end.

Edit. The Edit function key toggles between the main sequencer functions
and the sequence editor functions.

Menu/Transport. Toggles between the Sequence Manager functions and
the Transport Control keys.
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MIDI

Memory Toa  Used

Resident 768k 236k
Preset 2469k 95k
Sample 16mb 4dmb

[ Utilsa j[ Banka [ Setupa J[ FXa | Seq J[ MIDI |

The MIDI menu changes the MIDI parameters which affect the overall
MIDI operation. The MIDI menu is accessed by pressing the MIDI key from
the Memory Statistics screen.

The MIDI menu contains three submenus:

Mode. Selects MIDI basic channel, mode, device ID and local control
status.

Controls 1 & 2. Sets the controller and MIDI controllers received by the
Emulator (and Sent on the E4K and E-Synth Keyboard).

Preferences 1 & 2. Miscellaneous MIDI preference functions such as
velocity curve, controller sensitivities, etc., which are stored in Flash RAM.



% The Basic Channel can
also be set from the Multi mode
screen on the E4K or E-Synth
Keyboard. Simply select the
desired channel and press the
SetBCh function key (F2).

2 - Master Menu

MIDI Mode
MIDI Mode
P NEXT
- MIDI Mode MIDI tontroll:rs-:
[ Basic Channel [N
MID | mode somhi

[F3] MID | Device ID :0
Local Control  :on

Basic Channel

The Basic MIDI Channel is the channel transmitted through the MIDI Out
port (on the E4K and E-Synth Keyboard) and is the channel that will be
recorded into the sequencer. It is also used in the special case of Poly mode.
In Poly mode, MIDI data is only received on the selected basic channel and
data on all other channels is ignored.

iz To Set the Basic MIDI Channel

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the MIDI function key (F6). The MIDI Globals sub menu appears.

3. Press the Mode function key (F1). The MIDI Mode menu appears.

4. Move the cursor to Basic Channel using the cursor buttons or the F1
key.

5. Set the Basic MIDI channel using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

MIDI Mode
Any of three MIDI modes can be used:

Omni Mode. Receives MIDI data on any and all channels at once and
plays the current preset.

Poly Mode. Receives MIDI data only on the basic channel and plays the
current preset.

Multimode. Receives MIDI data on any and all channels at once and plays

the preset assigned to each MIDI channel as assigned in the main Multi
mode screen.
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1z To Change the MIDI Mode:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the MIDI function key (F6). The MIDI Globals submenu appears.

3. Press the Mode function key (F1). The MIDI Mode menu appears.
¢=FREY NEXT wp
MlDl MOde MIDI Controllers 1
Basic Channel [N
MID | mode :omhi
[F3] MID | Device ID :0
Local Control  :on
4. Move the cursor to MIDI mode using the cursor buttons or the F2
function key.
5. Change the MIDI mode using the Data Entry Control, or INC/DEC
buttons.
6. Press the Exit button twice to return to the Memory Statistics screen.
MIDI Device ID

This function allows an external SysEx programming device to distinguish
between multiple Emulator units. In this case, each Emulator should have a
different ID number. When transferring SysEx data between two EOS units,
the ID numbers must be the same. Got it?

1z To Change the MIDI Device ID:

1
2
3.
4. Move the cursor to MIDI Device ID using the cursor buttons or the F3

. Press the Master button.
. Press the MIDI function key (F6).

Press the Mode function key (F1).

function key.

Change the Device ID using the Data Entry Control, or INC/DEC
buttons.

Press the Exit button twice to return to the Memory Statistics screen.



% Local Control is available
only on E4K and E-Synth
Keyboards.

2 - Master Menu
Local Control

Local Control

Local Control is used to disconnect the keyboard and controllers (wheels,
sliders, pedals, etc.) from the sound generating section. The keyboard and
controls are still transmitted over MIDI however. Local Control is normally
turned Off when recording into a MIDI sequencer (set sequencer to Echo
Thru).

2 To Turn Local Control On or Off:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the MIDI function key (F6). The MIDI Globals sub menu appears.
3. Press the Mode function key (F1). The MIDI Mode menu appears.

4. Move the cursor to Local Control using the cursor buttons or the F4
key.

5. Turn Local Control On or Off using the Data Entry Control, or INC/
DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

KYBD Data ~ | [ —x=

]
> E Echo
Sequencer & KYBD Data % Thru
MIDI Out l MIDI In ST R
|
= fIEEEC DBE:S
®O

Turning Local Control Off allows you to use the Echo Thru feature on your sequencer
while sequencing. If Local Control were turned on in the example above, notes played
on the keyboard would be echoed back by the sequencer and sound twice.
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% Volume = MIDI

continuous controller chan. #7
Pan = MIDI continuous
controller chan. #10

106 E-MU Systems

Multimode - MIDI Mix

When Multimode is selected as the MIDI mode, the main display trans-
forms from a single preset selection screen into a MIDI Mix screen. The
MIDI Mix screen allows you to display and adjust the preset, volume, pan
settings and output assignments for up to 32 MIDI channels. This is a useful
feature to fine tune multi-timbral sequences. This screen also allows you to
override the output channel programmed in the voice. Any volume, pan
and preset changes made over MIDI will be reflected in this display.

Multimode volume pan submix pitch  mod

W POOO Piano 127 #0  woice 0 0
P00 Marcato Strings 127 #0  woice 0 0

Ch3 P00z Choir 127 #0  woice 0 0

Chd4 P003 Synth Pad 127 #0  woice 0 0

[ Seq |(SetBChi( Yiew | Load...|[ Save...|[ Modea |

1z To Change the MIDI Mix

1. Set the MIDI mode to Multi as described on the previous page or simply
select Multi after pressing the Mode button on the main preset screen.

2. Use the up/down cursor to select the MIDI channel. The selected
channel will be recorded on the first track.

¢ Press the Right Arrow button to display (or change) the values of MIDI
controllers A-H. These values can also be edited just as if you were mov-
ing the actual controller.

midiA midiB  midiC  midid midiE  midiF  midiG midiH
11 0 0 0

0 0 0 0 0 0 0 0
Ch3 0 0 0 0 0 0 0 0
Chd 0 0 0 0 0 0 0 0

[ Seq J(SetBChi Yiew | Load...|[ Save... | Modea |

3. Press the View button to toggle the MIDI Mix back to graphic display
mode.

21345
vee [vee [vee [vee [vee

b
vee
s ol (5 alls al s ol s ol s o

PO00 Piano

7 18[9 [1o[11[12[13[14[15[16
ve

v

-
l
-




% Pan ADDS to the pan
setting made in the voice and is

not an absolute pan setting.

% To Change Program
Banks via MIDI, send:

1) Continuous Controller 00 = 0
2) Cont. Controller 32 = Bank #
3) Program Change

This allows you to access presets
higher than 128 via MIDI.

On your sequencer: Use
Continuous Controller #32

2 - Master Menu
Multimode - MIDI Mix

4. Select the desired MIDI channel using the up/down cursor buttons.

n23456?8 ][ 1z[13[14[ 15[ 16
VEE JYee Jvee |vee jvee |vee jvee |vee | vee |vee |vee | vee |vee | vee | vee | vee

s al s ol s ol ks ol ks ol K o B o K ol e ol B ol s ol ks ol s ol s ol s ol s o

I A i
PO00 Piano VI P+ Mowice ()

5. Select preset, volume, pan or the output channel using the left/right

cursor buttons. Change the parameter values using the Data Entry
Control, the INC/DEC buttons, or the numeric keypad.

. Set the keyboard mode to "whole" to change the main screen back to a

single preset display format.

. Press the left arrow function key (F6) and then the View function key to

change the display to list view mode.

The list view screen displays the values of the pitch and modulation
wheels. The amounts of the wheels can also be adjusted, just as if you
were moving the wheels to the left of the keyboard.

1 If you have an Ultra or a MIDI Channel Expander Card Installed:
. Press the Next key to view the additional MIDI channels. The diagram

below shows how the MIDI channels on the expander port correspond
to internal channels.

Incoming Internal Incoming Internal
Chan1 == Chan 17 Chan9 == Chan 25
Chan2 ==» Chan 18 Chan 10 =% Chan 26
Chan3 == Chan 19 Chan 11 == Chan 27
Chan 4 == Chan 20 Chan 12 == Chan 28
Chan5 == Chan 21 Chan 13 == Chan 29
Chan 6 == Chan 22 Chan 14 == Chan 30
Chan7 == Chan 23 Chan 15 == Chan 31
Chan8 == Chan 24 Chan 16 == Chan 32
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% A few of the

standardized MIDI Controller
numbers are listed below.
- MIDI Bank Chng MSB

MIDI Controllers

About MIDI Controllers

You probably already know that each MIDI cable can carry up to 16 MIDI
channels. Each of the 16 MIDI channels uses basically 3 types of messages;
note on/off, program changes, and continuous controller messages.

0
1
2
3
4 -
5
6
7
8

9 .

Modulation Wheel
Breath Controller
Old DX7 Aftertouch
Foot Pedal
Portamento Time
Data Entry

Volume

Balance

Undefined

MIDI MIDI MIDI MIDI
Channel 1 Channel 2 Channel 3 Channel 16
Note Note Note Note
On/Off On/Off On/Off On/Off

[ X X ]
Program Program Program Program
Change Change Change Change
Continuous Continuous Continuous Continuous
Controllers Controllers Controllers Controllers

10 - Pan

11 - Expression

32 - MIDI Bank Chng LSB
64 - Sustain (on/off)

65 - Portamento (on/off)
66 - Sostenuto (on/off)
67 - Soft Pedal (on/off)
69 - Hold Pedal (on/off)

% Only the E4K and

E-Synth Keyboard have “Thumb
Control.” On other Emulator
units, the option is called Switch
3 Control.

108 E-MU Systems

Most MIDI keyboards, in addition to describing which note was played,
also send realtime control information. Realtime control sources on the
E4K and E-Synth Keyboard include such things as the pitch wheel,
modulation wheel, control pedal, aftertouch, the two footswitches and the
four realtime control sliders. All these controls are designed to give you
more expression in your music.

Realtime controller information is sent on separate channels called
continuous controller channels. There is a set of 128 continuous controller
channels for each of the 16 MIDI channels. Some of the controller
channels, such as Mod Wheel, volume, and pan have been standardized.
For example, volume is usually sent on continuous controller channel #7.

Any continuous controller can be internally routed to any realtime
modulation destination. The internal connections for a particular preset are
completed in the Preset Edit menu.

The realtime controllers of the E4K and E-Synth Keyboard are transmitted
out the MIDI port on the controller number you specify. Simply set the
controller number of the slider (A-D) so that it matches the number on the
receiving device. (Make sure the MIDI channels are the same too.) That's it!



% On the E4K and E-Synth
Keyboard the four realtime
controller sliders are
permanently assigned to MIDI
controllers A-D.

66 MIDI continuous
controller 7 is permanently
assigned to volume and
controller 10 is assigned to pan.
Using these numbers for other
functions could have
unpredictable results.

R Assigning the MIDI
Controller is only half of the
connection. The controller's
destination must be assigned in
the Preset Edit, Cords
submodule.

2 - Master Menu
MIDI Controllers

This menu allows you to assign up to 15 MIDI continuous controllers
which will be received by EOS. The controllers on page one, as well as MIDI
A-H on page two, are transmitted on the controller channel shown. These
MIDI controller assignments set here are global and used by all presets.
(Note: the names attached to the controllers such as “Pitch Control” and
“Mod Control” are arbitrary. They can be assigned to any destination in the
Preset Edit menu.)

PREY NEXT
f‘"‘TDI Mode MlDI contrO"erS 1 MiDI tontroll:fs-a’
[F1] Pitch Control :ptwheel [F5) Switch 1 Control :64
[F2) Mod Control 1 Switch 2 Control 65
[F3] Pressure Control [yl Thumb Control  :66

Pedal Control ;3

FREV HERT
;170' Controllers IMIDI contro“ers 2 MIDI Pf!f!l’!h[!n

[ MID1 A Control EEJI]l () MIDIE Control :25

MID| B Control ;22 MID|F Control :26
[F2) MIDI € Control :23 MIDI G Control :27
MID| D Control ;24 MIDIH Control :28

1z To Setup the MIDI Controllers

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the MIDI function key (F6). The MIDI Globals sub menu appears.

Press the Controls 1 or 2 function key (F2 or F3). The MIDI Controllers
menus shown above appears.

Select the desired controller name using the cursor buttons or the
indicated function keys.

Select the MIDI controller numbers using the Data Entry Control, or
INC/DEC buttons.

Press the Exit button twice to return to the Memory Statistics screen.
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MIDI Preferences

This submenu contains several additional global MIDI functions.

Velocity Curve

Incoming velocity values can be scaled by one of fourteen curves to better
adapt to your playing style or MIDI controller. Selecting “linear” leaves the
velocity data unaltered. The shape of the selected curve is displayed in the
window. Select the curve that works best for you.

1z To Set the Velocity Curve:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the MIDI function key (F6). The MIDI Globals sub menu appears.
3. Press the Prefs 1 function key (F4). The MIDI Preferences submenu

appears.
PREY NEXT
:17[“ Controllers 2 MlDI preferences MIDI Pl‘!f!l’!l‘lt!i-a’
[ Yelocity Curve B moring
[F2) CtiH? Sensitivity 131
[F5] Cti#7 Curve :logarithmic
Global pedal ovemde :off

4. Move the cursor to Velocity Curve using the cursor buttons or the F1
key.

5. Set the Velocity Curve using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

Controller #7 Sensitivity

This function allows you to modify the response curve for MIDI continuous
controller #7 (Volume). This allows you to match the Emulator's response
to other manufacturer's equipment. Low numbers compress the volume
control range, raising the volume level at lower controller #7 values. The
action of this control is displayed in the curve display on the right side of
the screen.

2z To Adjust MIDI Controller #7 Sensitivity:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the MIDI function key (F6). The MIDI Globals submenu appears.
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MIDI Preferences

Press the Prefs 1 function key (F4). The MIDI Preferences 1 submenu
appears.

Move the cursor to Ctrl #7 Sensitivity or use the F2 key.

While sending controller #7 messages adjust the sensitivity using the
Data Entry Control, or INC/DEC buttons.

Press the Exit button twice to return to the Memory Statistics screen.

Controller #7 Curve

This is another adjustment to help match the Emulator to other manufac-
turer's equipment. Three curves are provided: Linear, Squared or
Logarithmic. The action of this control is displayed in the curve display on
the right side of the screen.

1z To Adjust MIDI Controller #7 Curve:

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the MIDI function key (F6). The MIDI Globals sub menu appears.

Press the Prefs 1 function key (F4). The MIDI Preferences 1 submenu
appears.

Move the cursor to Ctrl #7 Curve or use the F3 function key.

While sending controller #7 messages adjust the curve using the Data
Entry Control, or INC/DEC buttons.

Press the Exit button twice to return to the Memory Statistics screen.

Global Pedal Override

This feature, when enabled, overrides any footpedal assignments made in
the preset and forces the footpedal to become a master volume pedal which
emulates the front panel volume control.

2 To Turn Global Pedal Override On/Off

1.

Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Press the MIDI function key (F6). The MIDI Globals sub menu appears.

Press the Prefs 1 function key (F4). The MIDI Preferences 1 submenu
appears.

Move the cursor to Global Pedal Override using the cursor buttons or
the F4 function key.

Turn Global Pedal Override On or Off using the Data Entry Control,
or INC/DEC buttons.

Press the Exit button twice to return to the Memory Statistics screen.
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% To Change Program
Banks via MIDI, send:

1) Continuous Controller 00 = 0
2) Cont. Controller 32 = Bank #
3) Program Change

This allows you to access presets
higher than 128 via MIDI.

On your sequencer: Use
Continuous Controller #32

% Program Change

commands will not be
transmitted while EOS is in Multi
mode.

112 E-MU Systems

Receive Program Change On/Off

With Receive Program Change turned on, EOS applies any incoming MIDI
program change commands. If disabled (turned off), MIDI program
changes are ignored by the system.

1z To Turn Receive Program Change On/Off

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.
2. Press the MIDI function key (F6). The MIDI Globals sub menu appears.

3. Press the Prefs 2 function key (FS). The MIDI Preferences 2 submenu
appears.

4. Move the cursor to Receive Program Change On/Off using the Cursor
buttons or the F1 key.

5. Turn Receive Program Change On or Off using the Data Entry
Control, or INC/DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.

Send Program Change On/Off

With the Send Program Change enabled, MIDI program change commands
are sent to the MIDI Out port. If disabled, preset change commands are not
delivered to the MIDI out port. Enable this feature if you want to send MIDI
Program Change commands to another instrument or unit through the
MIDI out connection on the Emulator.

1z To Send Program Change:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

2. Press the MIDI function key (F6). The MIDI Globals submenu appears.

3. Press the Prefs 2 function key (F5). The MIDI Preferences 2 submenu
appears.

4. Move the cursor to Send Program Change On/Off using the cursor
buttons or the F2 key.

5. Turn Send Program Change On or Off using the Data Entry Control,
or INC/DEC buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.
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Magic Load Preset
% Make sure to send the This feature lets a MIDI command load banks from the hard disk. The
two program changes as “Magic Preset” is a preset number that causes the next preset change
separate events. Some command to load that bank number from the hard disk. Therefore, to load
sequencers send only one a hard disk bank over MIDI, send two program change commands, the
program change if the two are Magic Preset and the bank number. As an example, if the Magic Preset is set
located on the same beat. at “P85,” and the Emulator receives a preset change command of 85

followed by a preset change command of 11, the Emulator loads bank 11
from the current drive and folder on the current hard disk. The Magic
Preset can be turned off or set to any preset number from O to 127.

1z To Set the Magic Preset

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.
2. Press the MIDI function key (F6). The MIDI Globals sub menu appears.

3. Press the Prefs 2 function key (F5). The MIDI Preferences 2 submenu
appears.

' FREV NEST
R e MIDI Preferences 2 -+

[fQ) Rev Program Change [0}
[F2) Send Program Change :on
[F3) Magic load preset  :off

4. Move the cursor to Magic Load Preset using the cursor buttons or the
F3 function key.

5. Set the Magic Preset using the Data Entry Control, or INC/DEC
buttons.

6. Press the Exit button twice to return to the Memory Statistics screen.
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% Effects come standard on
E4X, E-Synth and all Ultra units.
They are an option on the
E-6400, E4K and EIV.

Effects

Dual Effects Processor

Emulators contain two stereo effects processors. When playing presets one
at a time, the two processors can be programmed as part of the preset.
When in Multimode, EOS uses a global effects assignment. The diagram
below shows how the effects are integrated into the signal path using a
parallel effects send/return model similar to a mixing console.

Effects processor “A” contains Reverb and Delay effects and Effects
processor “B” contains Chorus, Flange and Distortion effects. There are 44
“A” effects and 32 “B” effects. In addition to the effect type, there are three
user adjustable parameters for each effect. The “A” effects have user
programmable Decay Time and High Frequency Damping. The “B” effects
have user programmable Feedback, LFO Rate and Delay Time.

FX Send Amount

Effect

Effect j
’—‘ So—> A
>— i (Sum—3p
Sound M £ p— Main
Generators D o T )Outputs
4|

FX Send Amount
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% Unlike a mixing console,
the dry signal begins to be
attenuated as the Send Amount
is increased beyond 50%. This
allows a mix of 100% effect.
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The Effects Sends

On a mixing console you can control the amount of signal each channel
sends to the effect bus. This lets each channel be placed in a slightly
different “sonic space” creating an airy, open sound.

EOS uses this basic concept, but works in a slightly different manner. There
are 4 effects busses: Main, Sub 1, Sub 2, and Sub 3. Each voice or each MIDI
channel (you determine which), can be directed to one of the four busses.
Each effects processor contains four Send Amounts sets the wet/dry mix on
each of the four busses going into the effect. A setting of 0% is completely
dry (no effect). A setting of 50% contains an equal mix of affected and
normal signal.

Preset Effect B

Effect :Chorus 1 Main FX B Send :?
Feedback :8 Sub1 FXB Send :
LFORate :5 Sub2 FX B Send 0%
Delay Time :— Sub3 FX B Send 0%

EET] Links  Voices]

The submix bus selection is programmed for each voice in the Preset Edit,
Amplifier screen (see “Amplifier/Filter” on page 341). These settings can be
overwritten in the Multimode screen by changing the submix setting from
“Voice” to “Sub 1, 2 or 3” which routes the preset on that MIDI channel to
the selected submix bus.

In the screen below, MIDI channel 4 is programmed to the submix 1 bus.
MIDI channels 2, 3 and 5 obey the submix routing as programmed in each
voice.

Multimode volume pan submix pitth  mod
POOO Piano 127 #0  woice 0 0
P00 Marcate Strings 127 #0  wvoice 0 0

Ch3 P00z Choir 127 #0  woice 0 0

Chd FP002 Synth Pad 127 {0 woice 0 0

[ Seq |J(SetBCh)( Yiew |J[ Load...J[ Save...|( Modea |

The submix bus routines are also available at the Sub Output jacks on the
rear panel. Note that these outputs contain only dry signal. The Effects
Processors are connected to the Main Outputs ONLY.



3 - Effects
The Effects Sends

OUTPUT SECTION
& EFFECTS PROCESSORS

MIDI Channel 1 {—» Preset

FX Sends
1Send 1 15%

| =T Effect

MIDI Channel 2 —'-> Preset I

Send 4 0% A

o

Z—=>=Z

FX Sends

MIDI Channel 16/ 7 (ser 1 051]
T Effect

Send 3 20%

|Gy B

Chorus

. MIDI Channel 3

_________________

| -
_________________ E M Jack Detect 6 5
! : N e —
. MIDI Channel 17 7: D |13 —>
I I 1 nu
E MIDI Channel 18 ~ I [ﬂ] E
| : S Jack Detect S
I ' E —>
| MIDI Channel 19 — N == g
1 1 »
: : : 0 2
: . | 2 —
\ MIDI Channel 32 < s M Jack Detect IW
e \ E ub>
MIDI CHANNEL N == Bl >
3

Individual Voices or MIDI channels can be routed to the four busses.
Note that the signal lines represent stereo signals

% The dry signal is If you insert a plug into a Sub Output jack, the dry signal from that bus is
removed from the main output | removed from the effects processor. This feature lets you have three dry
even if only one plug is inserted | mixes from the Sub Outputs and an “Effects Only” mix from the Main
into a submix jack. Outputs.
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% Because the amounts

are Sends, we want to open the
Main Send to Effect B, turn B->A
up full and turn the Main Send
to Effect A down to zero. This
sends ALL of Effect B through
Effect A.
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Effect B Into Effect A

The output of effects processor B can be routed into effect processor A. This
connects the effects in series instead of their normal parallel configuration.
Two effects connected in sequence sound very different than the same two
effects in parallel. For example, a chorus patched through reverb can turn a
bland string section into a lush wall of sound. The B->A amount can also be
controlled for even more flexibility.

Preset Effect A

Effect :Room 1 Nain FX A Send :?
Decay Time :40 Sub1FX A Send :

HF Damping :96 Sub2 FX A Send 0%
FxB==>Fxh 127 Sub3 FX A Send 0%

Qe Links  Yoices ] | EditAll |

> To Send the Output of Effect B through Effect A:
In this example, we send 100% of Effect B into Effect A.

1.
2.
3.

6.

Select the Effect A screen (in either the Master or Preset Edit menus).
Set the B->A Amount to 100%.

Turn the Send Amounts down to zero since we only want to hear the
two effects in sequence.

Press the Next page button to select Effect B.
Select an effect and adjust the Main FX A Send percentage as desired.

FE>frfeset ngechtB Main FX B Send W
ect :Symphonic n end :

Feedback :48 Sub1 FX B Send :
LFORate :24 Sub2 FX B Send :0%
Delay Time :— Sub3 FX B Send 0%

Qe Links  Yoices ] | EditAll |

Play the keyboard and you should hear the B Effect running through
Effect A. This patch is shown below.

. Main Send
Main Send 0%

50% —3| Effect B BOA Effect A >
100% >
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Three-way Effects Control

The effects processor controls are very flexible. The effects can be controlled
in three different ways to suit your personal preference and to adapt to
different situations.

1. Programmed as part of the preset when playing single presets (Omni or
Poly Modes).

2. Programmed from the Master Effects Section when playing either single
presets (preset Effect Type set to “Master”) or when in Multimode.

3. Programmed from the designated control preset when in Multimode.

Master

1 X

Preset | Effects are part
of the Preset

(Omni or Poly Mode)

2 Master Preset
1 X
[
. Master Effects
(Omni, Poly or Multi modes) Preset
ch 16 ><

3 Master Preset
>< ch1 ><
One Channel's

[
S Preset determines
the Effect Settings

(Multi mode) Preset

Selected FX Control Channel = |Ch 16
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If you try to access these
screens from Multimode, a
warning message will appear.
Simply change back into Whole
mode from the Mode screen on
the main page.
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Effects Programmed in the Preset
When playing single presets (Whole = Omni or Poly modes), the effects are
normally programmed as part of the preset.

1z To Program the Effects as part of the Preset:

1. Press the Preset Edit button. The LED illuminates and the Preset Edit
screen appears.

Yoices-Main

volume pan  ctune Ftune xpose orig
G1  emultizamplee -3 0 0
$035 At Gtr E +#1 +) E2
$035 At Gtr E +#£1 +0 +) E2
$036 At Gtr A +#1 +

A2
Yoices |

If you are in a screen where the “Global, Links, Voices” function keys
are not visible, press the Exit button once.

2. Press the Global function key (F3). The Global menu appears.
3. Press the Next page button. The Preset Effect A menu appears.

[ Utils~ j(SZonea] [ Global Links

Preset Effect A

[ Global

Effect Nain FX A Send 10%
Decay Time : Sub1FX A Send 0%
HF Damping :96 Sub2 FX A Send 0%
FxB==>FxA :0 Sub3 FX & Send 0%

Links

Yoices ]

4. Select an Effect. Do not select the “Master Effects” setting as this will
cause the Master effect settings to be used instead of the Preset Effect
settings. Set the other effect parameters to your preference.

5. Press the Next page button again to go to the Preset Effect B menu.

6. Save the bank. The programmed effects setting will be saved along
with the preset.

Master Effects

You might want the effects to be programmed on a global basis in Omni
and Poly modes. You could choose your favorite reverb, for example, and
have it applied to any preset you select.

iz To Program the Effects Globally for all Presets:

1. Press the Preset Edit button. The LED illuminates and the Preset Edit
screen appears.
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Yoices-Main volume pan  ctune Ftune xpose orig
G1 so3zorganbz 0 +# +H £ 0 B3
G1 emultisamplee 40 +H) 0 0 +H

$033 Organ A3 H H
$033 Organ A3 H H

[ Utilsa J(SZones| [Global Links

A4

If you are in a screen where the “Global, Links, Voices” function keys
are not visible, press the Exit button once.

2. Press the Global function key (F3). The Global menu appears.
3. Press the Next page button. The Preset Effect A menu appears.

4. Set the Effect to the “Default” setting which will cause the Master
Effect settings to be used.

5. Press the Next page button again to go to the Preset Effect B menu. Set
the Effect to the Default setting if you wish the Master settings to be
used.

6. Change each preset in the bank to the Default setting if you want the
Master Effect setting used on all presets.

7. Save the bank.

Using Master Effects Settings in Multimode

In Multimode, the two effects processors can be controlled from the Master
Effects settings or they can follow the effects settings of the preset on a
special MIDI channel. Because up to 32 presets can play at once in multi
mode, the effects cannot be programmed at the preset level. There are only
two effects processors!

1z To Program the Effects Globally for all Presets:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Memory T Used

Resident 768K S36k  69% B
Preset 2469k 95k ¥ [C—/—3
Sample 16mb  dmb 25% EBEX—

[Utils~ j( Bank~ j(Setup~ j( FxXa (" Seq j( MIDI~ |

2. Press the FX function key. A second row of MIDI options appears.
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% A warning message

appears if an effect routing other
than “Master” is currently
selected.

% The FX menu can be

also be accessed by holding the
Set/Shift button (decimal point)
and pressing Assignable Key 2.
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Memory total  Used
Resident 768k 236k 69% E :
Preset 2469k 95k K> S I

4mb

16
[ FxA i[ Fx8 ]fngetu

Il

25%
I

—

LN

-l

T

3. Press the Setup function key. The Effects Setup menu appears.

¢=FREV
Master Effect B

Effects Engine:Enabled

Effects Setup

Mhaltimode Effects Control [

NEXT wp

4. Move the cursor to the Multimode Effects Control field using the

cursor buttons.

5. Set the Effect Control channel to Master Settings using the Data
Entry Control or INC/DEC buttons.

6. Press the Exit button three times to save the settings and return to the

main screen.

Using the Effects Channel Settings in Multimode

In Multimode, the effect settings can follow the effects settings of the preset
on a special MIDI channel. You designate one MIDI channel as the
“Multimode Effects Control Channel.” When this is done, the effects
processors follow the effects setting made in the preset assigned to this
MIDI channel. This powerful feature lets you to change effects during a

sequence.

i To Set the Effects Control Channel:

1. Press the Master button. The LED illuminates and the Memory

Statistics screen appears.

Memory  total  Used
Resident 768k 236k 09% EEEEE
Preset 2469k 95k K S
Sample 16mb 4mb 25% E3

[ Utils~ | Bank= |( Setupa |[ FX« | Seq |J[ MIDIs |
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2. Press the FX function key. A second row of MIDI options appears.
3. Press the Setup function key. The Effects Setup menu appears.

FREV NERT
h‘;uttr Effect B EfoCtS Setup -+

Effects Engine:Enabled
Multimode Effects Control [ il b | e E ETTE

4. Move the cursor to the Multimode Effect Control field using the
cursor buttons.

5. Set the Effect Control channel using the Data Entry Control or INC/
DEC buttons.

6. Press the Exit button three times to save the settings and return to the
main screen.

Effects Bypass

This control provides a true bypass of the effects engine. Bypass is a useful
feature if you are using external effects at the mixing console and want to
turn the effects off for all presets.

1z To Bypass the Effects:

1. Press the Master button. The LED illuminates and the Memory
Statistics screen appears.

Memory Toal  Used

Resident 768k 530K
Preset 2469k 95k
Sample 16mb 4dmb

[ Utilsa J[ Banka | Setupa | FX« |[ Seq |J[ MIDI~ |

2. Press the FX function key (F4). A second row of Effects options appears.

Memory Toal  Used

Resident 768k 236k 69% E :
Preset 2469k 95k 3% C———

X
Fxa | FxB | Setup | ][

AN
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3. Press the Setup function key (F3). The Effects Setup screen appears.

¢=FREV
Master Effect B

Effects Engine:

Effects Setup

Bypassed

Multimode Effects Control: preset on MID I channel 1

NEXT wp

4. Enable or disable the Effects Engine using the Data Entry Control or

INC/DEC buttons.

5. Press the Exit button three times to save the settings and return to the

main screen.

Effect Descriptions

A EFFECT TYPES

Room 1-3

Delay

Multitap Pan

Soft Room

Tiled Room
Spacious Hall
Bright Plate
Cavern

Reverse Gate
Concert 11

Large Concert Pan
DelayVerb 4-5 Pan

Hall 1 & 2
Panning Delay
3 Tap

Warm Room
Hard Plate
Bright Hall
BBall Court
Concert 9
Gate 2
Medium Concert
Canyon
DelayVerb 6-9

Plate

Multitap 1

3 Tap Pan
Perfect Room
Warm Hall
Bright Hall Pan
Gymnasium
Concert 10 Pan
Gate Pan

Large Concert
DelayVerb 1-3

B EFFECT TYPES
Chorus 1-5 Doubling Slapback
Flange 1-7 Big Chorus Symphonic
Ensemble Delay Delay Stereo 1 & 2
Panning Delay Delay Chorus Pan Delay Chorus 1 & 2

Dual Tap 1/3
Distortion 1 & 2
Distorted Double

Dual Tap 1/4
Distorted Flange

Vibrato
Distorted Chorus
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Reverb

Reverberation is a simulation of a natural space such as a room or hall. The
reverb effects simulate various halls, rooms and reverberation plates. In
addition, there are several other reverb effects such as Gated Reverbs, Multi
Tap (early reflections), Delay and Panning effects. Reverb effects have two
adjustable parameters- Decay Time and High Frequency Damping.

Decay time defines the time it takes for the reflected sound from the room
to decay or die away. The diagram below shows a generalized reverberation
envelope.

Floor, Wall & Ceiling Reflections

/

Thousands of Complex Reflections

e

Pre Reflex Reverb
Delay | Cluster

AMPLITUDE

TIME } Decay Time

After an initial pre-delay period, the echoes from the closest walls or ceiling
are heard. These first echoes or the early reflection cluster, vary greatly
depending on the type of room. Roughly 20 milliseconds after the early
reflection cluster, the actual reverberation begins and decays according to
the time set by the Decay Time parameter.

High frequency energy tends to fade away first as a sound is dissipated in a
room. The High Frequency Damping parameter allows you adjust the
amount of high frequency damping and thus change the characteristics of
the room. Rooms with smooth, hard surfaces are more reflective and have
less high frequency damping. Rooms filled with sound absorbing materials
such as curtains or people have more high frequency damping.

General Descriptions of Reverb

Room programs simulate small rooms with high frequency absorption
caused by drapes and furniture.

Plates simulate plate type reverbs with their tight, dense early reflections
and sharp reverb buildup.

Hall programs recreate the open, spacious ambience of large concert halls.

Gated Reverbs add ambience only while the original signal is still
sounding. As soon as the signal falls below a threshold, the reverb is
automatically cut off.

Delay programs can be used to create echo and doubling effects.

Multi Taps consist of the reflection cluster only without the reverb decay.
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Chorus

The function of a chorus device is to thicken the sound or to make one
voice sound like many. The way to achieve the effect is to mix one or more
delayed versions of the signal with the original. The delay times used are
too short to be perceived as an echo, but long enough so that comb filtering
does not occur. In addition, the delay time is varied via a low frequency
oscillator to simulate the random differences which occur when multiple
instruments are playing together. A slight amount of feedback improves the
effect by creating multiple images of the sound as it recirculates again and
again.

All the choruses are true stereo using two separate delay lines controlled by
a single set of controls. The delay times are slightly different for each
channel and the LFO phase is inverted on one channel to help contribute
to the overall chorus effect. The LFO Rate and Depth settings are critical to
achieving a realistic effect, with faster LFO, rates generally requiring less
LFO amount and vice-versa.

Doubling

When a copy of a sound delayed by about 26 milliseconds is added back
with the original, two audio images can be perceived by the brain. When
the delayed image is slightly varied or modulated, the illusion of two voices
is created.

Slapback

Slapback is a single short echo in the range of 50-60 milliseconds. A sound
delayed by this length of time is perceived as a discrete and separate image
which is useful for a thickening effect or as a pre-delay for reverb simulating
a hard, reflective surface such a gymnasium wall.

Stereo Flanger

A flanger consists of a short audio delay line whose output is mixed
together with the original signal. Mixing the delayed and original signals
results in multiple frequency cancellations called a comb filter. Since the
flanger is a type of filter, it works best with harmonically rich sounds.

i Comb Filter

AMPLITUDE (dB)

FREQUENCY (log)
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Flanging was originally created using two tape recorders playing identical
recordings. By exactly synchronizing the two decks and then slowing the
speed of one by grasping the tape reel flanges, the flanging effect was born.

The flanger is a stereo device consisting of two separate delay lines
controlled by a single set of controls. A Low Frequency Oscillator (LFO)
varies this initial delay setting, changing the frequency of the notches and
adding animation to the sound. LFO Rate controls the rate of change and
LFO Depth controls how much the LFO changes the delay.

The Feedback control sends some of the delayed signal through the delay
line again. When feedback is used the comb filter notches are deepened.

Delay

Delay is an effect which can be used for doubling, reverb pre-delay, or
echoes. Delay Time is variable from 0-635 mS and controls the time
between echoes and Feedback and determines how long the echoes
continue sounding. “Infinite” delay effects are also possible without the
risk of runaway.

Stereo Delay

Similar to delay except that the delay line outputs a stereo signal from the
mono input. The two output signals are a few milliseconds apart to create a
stereo image. The delay times are variable from 0-635 mS.

Panning Delay
A panning delay is similar to the normal delay lines except that the echoes
bounce back and forth between the two stereo speakers.

Dual Tap

These are delay lines where the signal is “tapped off” at two unevenly
spaced locations. When feedback is used, multiple complex echoes are
produced. The fraction in the name (i.e. 1/3, 1/4) refers to the distance
between the taps.

Vibrato

Basically, this a delay line modulated by an LFO, but with none of the
original signal added in. The LFO modulation creates a Doppler shift and a
resultant cyclical pitch shift. The vibrato created in this manner sounds
very different than vibrato created by frequency modulating the sample.

Distortion

Distortion uses a technique called “soft-clipping” to create additional
harmonics in the signal. As the level increases, the top of the waveform
becomes somewhat squared. As the level increases further, it transforms
into a true square wave.
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k See Chapter 1: The
Basics, for step by step
instructions on how to create a
sequence.

4 - Sequencer

Sequence Manage

Sequence Manage NEAT =
0001070000 5001 Empty Sequence

$000 E-Mulution

Size: 8840 bytes Tracks:5
[(Utils+ j(Name _jExport_If 2 )(_Edit_| & Thitker

EOS 3 contains a powerful 48-track onboard sequencer which is always
ready and available to capture your musical ideas. The sequencer's easy to
use interface lets you lay down tracks almost as fast as you can play them.
After recording, you can use its powerful editing capabilities to rearrange
and polish your creation in almost any imaginable way. Editing is easy,
thanks to intuitive Copy and Paste style editing and an impressive array of
tools which allow you to: Quantize, Transpose, Scale Velocity or Rechan-
nelize Tracks. You can also Channelize or Quantize MIDI data while
recording.

Program Changes, Pan Position, Initial Volume, Submix, Tempo, Controller
Changes and SysEx data can all be stored with the sequence. You can record
and save up to 50 sequences along with each EOS bank. If Flash RAM is
installed (ROM or Flash RAM upgrade), you can save 50 additional
sequences to Flash Memory.

Sequencer note capacity is dependent upon the amount of CPU memory
installed and how much you have allocated to sequences. As an example,
over 400,000 notes can be stored if you have 4 MB of preset RAM. About
97,000 notes can be stored if you have 1 MB of preset RAM.

Sequences can be copied, renamed, and are easily imported or exported as
Standard MIDI Files or E-mu’s EIV format. As a bonus feature, the virtual
“Tukebox” lets you link up to 7 sequences and play them back in any order.

Note
When sequencing on a Rack Emulator with dual MIDI ports, you MUST use
Port A for your MIDI input. Port B does not get routed to the sequencer.
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1z To Enter the Sequence Manage Menu:
* Hold the Decimal Point key and press Assignable Key 1.
e On the E4K or E-Synth keyboard, press the Sequencer key.

Sequence Manage NEAT =
00071:07:0000 s0071 Empty Sequence

$000 E-Mulution

Size: 8840 bytes Tracks:S
((Utils+ j(Name _jExport 1 2 )(_Edit_| & Thiter

The Sequence Manage menu accesses the following functions. The memory
usage and number of tracks contained in the current sequence are
displayed.

Sequence Select. Use the Data Entry Control, INC/DEC keys, Page keys or
Left/Right Cursor keys to select sequences.

Utilities. Contains Erase, Copy and Jukebox functions.
Name. Allows you to name a sequence.

Export. This function exports the currently selected sequence as a Standard
MIDI File or in EIV Format.

Loop. The sequence can be set to repeat continuously or to stop when it
reaches the end.

Edit. The Edit function key toggles back and forth between the main
Sequencer functions and the Sequence edit screen and functions.

Menu/Transport. Toggles between the Manager function keys and the
Transport Control Keys.

1z To Change the Current Sequence:

1. From the Sequence Manage screen, use the Data Entry Control or INC/
DEC keys to select a sequence location.

¢ An Untitled Sequence is one that has been recorded but not yet
named.

e An Empty Sequence is an empty sequence location ready to be
recorded.



% You can also Copy
Sequences to Preset Flash
memory, designated by the
prefix “z”.

4 - Sequencer
Sequence Manage

1z To Load a Sequence into the Bank

1.
2.

10.
11.
12.

13.

© © N o o p» W

Enter the Disk submodule.
Press the Browse function key (F2).

B
.. = 0
B Floppy D9 ROM Dis

__ Folders |( Banks |( Presets|(Samples)( Seqs |

Select Drives (F1).

Select the desired disk drive using the cursor keys.
Press the Browse function key (F2).

Select Banks (F3).

Select the desired Bank using the cursor keys.

Press the Browse function key again (F2).

Press the Seqs function key (F6). Any sequences resident in the selected
bank are shown.

Mreaduanediese e i

“Urilz~ j(Browse)( View J(Load_]

Select a sequence to be loaded using the cursor keys.
Press the Load function key (F4).

Select the destination location and press OK (F6). The sequence is
loaded into the bank.

Repeat steps 5-12 to load additional sequences.

iz To Save a Sequence:

Sequences are saved along with the bank.

1z To Save the Bank and its Sequences

1.
2.

Press Save (F5) from the main screen of EOS.

Choose a location and press OK (F6). The default location is the
current bank. Press OK to overwrite.
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% To edit a Flash

sequence, first Copy it into a
RAM location (00-49).

% If a Standard MIDI File is
too large to fit into memory, try
re-recording it from an external
sequencer into the Emulator’s
MIDI In port. Files generally use
MUCH less memory when
imported this way.
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1z To Save a Sequence into Flash Memory:

Select destination sequence...

z051 Empty Sequence

Cancel |

1. From the Sequence Manage screen, press Utils.
2. Press the Copy function key. The screen shown above appears.

3. Select a sequence location. If you have Flash ROM or Flash RAM
installed, 50 flash locations (z050-z099) are provided to store your
sequences.

4. Press OK (F6). The sequence is stored in Flash Memory.

Recording MIDI SysEx

The Sequencer can also function as a MIDI data filer to record System
Exclusive messages such as control data or programs for another MIDI
instrument.

1z To Record a SysEx Message:
1. Connect MIDI Out of the external device to MIDI In of the Emulator.
2. Start the Sequencer recording and send the SysEx data.
3. Stop the Sequencer when the transmission is finished.

1z To Play Back a SysEx Message:

e Simply play back the sequence with MIDI Out of the Emulator
connected to MIDI In on the receiving device.

Standard MIDI files

The Sequencer can load and play Standard MIDI File sequences (type O or
1). Sequence files should conform to PC DOS format using a DOS high-
density, formatted disk and using the following format for the file name:
12345678.MID (up to eight characters followed by “.MID”). It is important
to note that Standard MIDI Files appear as Banks, NOT as sequences in the
Sequence Browser.

1z To Load a Standard MIDI File from Floppy Disk:

1. Insert a DOS formatted HD (1.44MB) floppy disk containing the
Standard MIDI Files into the floppy disk drive.

2. From the Disk Browser, select the floppy drive.



% Plan your tracks BEFORE
exporting from the computer. If
you‘ve done the kick, snare and
hi-hat on separate tracks,

combine them before exporting.

A MIDI file cannot have
more than 48 tracks or it won't
load.

?

IBACHBAC.H

% If the file name doesn’t
conform to the proper format,
the question mark icon shown
above appears. Rename the file
according to the file name
requirement using the “Name
Bank” function. The icon should
now look normal and the
sequence should merge properly.

4 - Sequencer
Name Sequence

Press Browse again and select Banks. The MIDI sequences appears as
banks.

Press the Load function key (F4). A pop up dialog box appears warning
you that loading will destroy the resident bank.

Press the Merge key. The selected sequence will be merged into the
current bank, and will be placed in the first empty sequence location.

Press OK to load the selected sequence or Cancel to stop the operation.

Important Information for Loading Standard MIDI Files

Use PC DOS formatted diskettes to load from floppy. Disks can be for-
matted on either the Mac or PC.

To be readable, the file MUST have 0-8 characters, then a period, then
IIMIDII'

Regardless of channels, only 48 tracks can be in the MIDI file or it won't
load.

To Play Standard MIDI Files:

Follow the instructions above to load an SME.

Select the Sequence from the Sequence Manage menu.
Press Play (Menu/Transport) to play the sequence.

Name Sequence
You can give your sequences names of up to 16 characters.

1z To Name a Sequence:

1.

From the Sequence Manage menu, select the sequence you wish to
name or rename using the Data Entry Control or the INC/DEC keys.

Press the Name function key (F3). A pop up dialog box appears asking
you to enter the new preset name.

Enter Sequence name:

mntitledSequence

|

Name the sequence. Select letters using the numeric keys, Data Entry
Control, INC/DEC keys or using an ASCII keyboard.

Press the Right Cursor key to advance the cursor to the next letter field.
The up cursor key adds a space and the down cursor key deletes a space.

Cancel

Press OK (F6) to confirm the operation or Cancel (F1) to stop.
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Export

This function allows you to export a sequence as an EIV bank or as a
Standard MIDI File. Standard MIDI Files or SMFs are compatible with most
computer-based sequencers. EOS uses the MS-DOS format on its floppy
disks to facilitate easy file transfers between either IBM or Apple computers.

Exporting a sequence as an EIV bank allows you to transfer sequences
between two EOS machines and also allows you to combine sequences from
different banks.

#| Drive: D1 Conner CFA270S
Folder: FOO3 Demos
N REELHE 005 Empty Bank

(Cancel || RELR =<EIV] oK |

iz To Export a Sequence:

1.

From the Sequence Manage menu, select the sequence you wish to
export using the Data Entry Control or the INC/DEC keys.

Press the Export function key (FS). The pop up dialog box shown above
appears.

Select the destination for the exported sequence by using the cursor
keys to select the field and the Data Entry Control or INC/DEC keys to
change the selection. If you are exporting to a floppy disk, insert a DOS
formatted disk into the drive.

Select either MIDI (Standard MIDI File) or EIV as the file type.
Press OK to export the sequence or Cancel to cancel the operation.
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Transport Controls

Transport Controls on E4K or E-Synth Keyboard Panel. These controls
should look familiar to you. They operate exactly like the controls on a
cassette deck or any other recorder. The E4K and E-Synth Keyboard have
sequencer transport controls located right on the front panel.

Function key Sequencer Transport Controls.

(oo |EE = o j(_Abon |

All EOS machines have a detailed sequencer transport screen located in the
Sequence Manage module.

1z To Access the Transport Buttons:
e From the Sequence Manage screen, press MGR/TRNSPT (F6).

The Transport controls perform the following functions. Note that not all
functions are available from either set of transport controls.

RETURN TO ZERO. Resets the sequence to the beginning.

STOP. Immediately stops recording or playback.

REWIND. Moves quickly back through the sequence.

F. FORWARD. Moves quickly forward through the sequence.

PLAY. Starts the sequence playing from its current position.

RECORD. Initiates recording (when pressed in combination with Play).

ABORT. Stops and erases the current recording.
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Sequencer Ultilities

The Erase, Copy, Memory and Jukebox functions are located in the
Sequencer Utilities submenu.

Erase: This function allows you to erase a sequence.

Copy: Allows you to copy the current sequence to another sequence
location.

Jukebox: The jukebox allows you to link up to seven sequences and play
them back one at a time.

Erase
This utility erases an entire sequence.

? Erase sequence "s000 Eddulution ™2

1z To Erase the Sequence:

1. From the Sequence Manage menu, select the sequence you wish to
erase using the Data Entry Control or the INC/DEC keys.

2. Press the Utils function key (F1).

3. Press the Erase key (F1). A pop up dialog box appears asking you if you
really want to erase the sequence.

4. Press OK (F6) to erase the sequence or Cancel (F1) to cancel the
operation.



% Sequences can be copied
to Preset Flash memory locations
x050 - 2099.

Caution: Copying a
sequence will overwrite the
sequence (if any) in the
destination location.
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Copy Sequence

Copy Sequence

The current sequence can be copied to any of the other sequence locations.

iz To Copy a Sequence:

1.

From the Sequence Manage menu, select the sequence you wish to
copy using the Data Entry Control or the INC/DEC keys.

Press the Utils function key (F1).

Press the Copy function key (F2). A pop up dialog box appears asking
you to select the destination sequence location.

Select destination sequence...

5002 Empty Sequence

Select the destination sequence location using the numeric keys, Data
Entry Control, INC/DEC keys or using an ASCII keyboard.

Press OK (F6) to confirm the operation or Cancel (F1) to cancel the
operation.

Sequencer Memory
This screen displays the sequencer memory status. You can enable this
screen while recording to monitor the sequence memory usage.

FREY NEXT
- Sequencer Memory Sequentce Juk:bo-:

Type Total Used
RiMSequence 512k 58k 1% H________1]

Sequences Used: 5,2 Sequences Free: 45,48

1z To Check the Sequencer Memory:

1.

From the Sequence Manage menu, select a sequence using the Data
Entry Control or the INC/DEC keys.

Press the Utils function key (F1).

Press the Memory function key (F5). A pop up dialog box appears
displaying the amount of memory used by the current sequence.
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Jukebox

The jukebox lets you play up to seven sequences in series. After the last
selection is played, the jukebox will loop back to the first sequence. The
jukebox starts on the current selection. If you move the cursor to a different
selection, it will jump to that selection after finishing the current selection.
You MUST be in the Jukebox screen for it to operate.

Sequencer JukeboX

[N =000 E-hAulution 2:5003 Elpee Seq.

2:5001 SequenceXpresion 6:5002 Bach-Fugue#i
3:5004 Bright Sky 7:5007 Africa

4:5005 ORCH I Stop J[ Play |

1z To Play Sequences from the Jukebox:

1.
2.
3.

From the Sequence Manage menu, press the Utils function key (F1).
Press the Jukebox function key (F6). The screen shown above appears.

Select the desired sequence order using the cursor keys and Data Entry
Control or INC/DEC keys.

Press Play (F6) to begin playing the jukebox selections. You MUST be in
the Jukebox screen for it to operate.

Press Stop (F5) to stop playing the jukebox selections.
Press Exit to return to the Sequence Manage screen.



Track ___yt P 8  POOB Bigh Guitars 127 0 sub1

Numbers —p P 9  Poo7 Yoral Fi 127 0 main

_ L TP 11 P06 Ferc. Organ 127 0 sub1

TrackMode—""7s" § 12 raos sunth ras 127 0 subl
MIDI Channel —"™[Jtjza"j Toolz | Setup= j(Locate..i(Manage] & HEMY

k See Chapter 1: The
Basics, for step by step
instructions on creating a
sequence.

% Multitimbral Recording:

1 Be in Multimode.
2. Set Track Mode to “R”.
3. Set the MIDI channel to

@1 (or other channel).

4. Select a Preset.

5. Select Transport.

6. Press Record, then Play.
7. Start Playing!

8. Repeat for Track 2.

Cut/Copy/Paste

4 - Sequencer
Sequence Edit

Sequence Edit

Bars - Beats-Ticks
Counter

Preset Assigned Input Quantize,
Seq# Tempo to Track Loop Mode On

y—¥ »

O 'I*NSPRT

Locate Sequence Transport

Track Delete Manage Controls

Sequence
Filters

Metronome, Tempo, Input Quantize, Record Functions
Looping, MIDI Machine Control

The Sequence Edit screen is so versatile that you will probably do ALL your
sequencing from this page! It contains all the features that allow you to edit
and modify your sequence once it has been recorded.

Use the up/down cursor keys to select between the 48 tracks. Use the left/
right cursor keys to select parameters such as the preset assigned to the
track, MIDI channel of the track (for controlling external MIDI devices),
volume of the track, pan position of the track and length of the track in
bars/beats and ticks. Tracks can be set up to record, play back, solo and
mute, and presets can be changed and rearranged.

Pressing the Menu/Transport key (F6) allows you to bring up the transport
controls at any time.

Tracks can be rearranged using the cut, copy and paste utilities and filter
tools. The Setup submenu contains setup functions such as metronome,
tempo, input quantize and count-in functions.

1z To Access the Sequence Edit Menu:

1. Hold the Decimal Point key and press Assignable Key 1. On the E4K
or E-Synth keyboard, press the Sequencer key.

2. Press the Edit key (F5). The Sequencer Edit screen shown on the
previous page appears.
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% A track can contain

multiple channels, whether
recorded or imported via MIDI
file.

Regardless of channels, a MIDI
file cannot have more then 48
tracks or it won't load.

% The counter display may
slow when large amounts of
data are being recorded because
it is being given a low priority by
the computer.

This does not affect the accuracy
of the recording.
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The Sequence Edit Screen

Track Mode

This field allows you to change the track status of the 48 sequencer tracks.
Several track status options are available.

P: Play: Plays the track.
M: Mute: Temporarily silences the track without erasing it.
S: Solo: Solo silences all other tracks and plays only those

tracks which are in solo mode.
R: Record: Puts the track in record mode.

- Empty: Indicates that the track is empty.

o: Overdub: Allows you to record additional data onto the
track.

I: Re-record: New data entered will replace existing data
between the point where the sequence is started and
stopped.

Track Numbers

The track numbers are listed on the left side of the Edit display. Only four
tracks are shown at once. Press the up/down cursor keys to access other
tracks.

Counter Display

The sequence counter shows the current position of the sequence in bars-
beats-ticks (there are 480 ticks in a beat). This display helps you locate your
current position in the song. See the Clock function (Setup, Clock) for more
information about the counter.

Tempo Display
The tempo displays the current tempo of the song. See the Clock function
(Setup, Clock) for additional information about the Tempo display.

Track [J Preset

This field allows you to change the preset assigned to each track. Preset
changes made during recording will be displayed in this field.



4 - Sequencer
MIDI Channel Modes

MIDI Channel Modes
This field allows you to set the MIDI channel which will be recorded on
each track.

rcvd:  Received: Data on any received MIDI channels will be
recorded on the selected track. EOS tracks can contain data
on multiple MIDI channels.

@1: At Channel: All MIDI data will be rechannelized to the
selected channel. This mode ensures that you will record on
only one MIDI channel per track.

1: Single Channel, 1-16: Indicates that data on a single MIDI
channel (the one displayed) has been recorded onto the
track.

M: Multiple Channel: Indicates that multiple MIDI channels
have been recorded on the track.

Volume - Pan - Submix

% Overdub mode is useful | These fields display and allow you to change the volume, pan and submix
for making real-time edits to the | routing for each track.

Volume, Pan and Submix of the
track.

The Initial Track State Screen

This screen allows you to set the initial Preset, Volume, Pan Position and
Submix for each of the 48 tracks. Setting the initial parameters ensures that
the correct presets are selected when your sequence starts.

% By creating special

sequences containing only Initial (
Track State information, you can |n|t|a| Track State vol pan  submix
store Multimode preset/channel N78 Saw Lead 116 15 main
maps. Simply start and stop the T2 1101 pass 4, E.Guitar 104 -14 sub1
special sequence to load a new T3 1234 Rick & Snares 100 -
multimap. 154 SynthVoicesSweep

i ® MENU
1. Puta trqck into Record and | Tempo I| " Il I[ I S TRNSPRT
move the pitch or mod. wheel.

2. Setup the Initial Track State

info for the track. 1 To Access the Initial Track State Screen:

1. To modity the Initial Track State, you must have with a recorded

segquence.
36 d

Caution: Ifyou copy the | 2. From the Sequence Edit screen, press the Page Right key. The Initial

first measure of a sequence that Track State screen shown above appears.
has Initial Track States 3. Adjust the initial Preset, Volume, Pan Position and Submix as desired
programmed, the initial for each recorded track.

parameters will also be copied. o . .
4. To remove Initial Track State information from a track, Cut the first

Tick from the track. This is where the Initial Track State info is stored.

EOS 4.0 Software Manual 145



4 - Sequencer
Initial Tempo

k To remove initial track
state information, Delete the
first Tick of the sequence.
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Initial Tempo

This screen lets you program the Initial Tempo and Meter of a song. The
tempo track and meter settings are stored with the song, but they can be
overridden by setting the tempo control (located in the Sequencer Clock
menu) to Screen Value.

iz To Set the Initial Tempo:

1. From the Sequence Edit screen, press the Page Right key. The Initial
Track State screen appears.

2. Press the Tempo function key (F1). The following window pops up on

the screen.
Initial — ol
T1 nwes Initial Tempo Track an
T2 Tempo ub1
T3 Meter 4 14
T4

3. Set the Initial Tempo and Meter.

4. Press Update to lock in the new tempo and meter or Cancel to cancel
the operation.



% For more information

about Copy and Paste, see
Chapter 6: Sample Edit.
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Editing: Cut, Copy & Paste

Sequence Cut/Copy
Start Time 01 :0000 Type :Copy
End Time 0003 :01 :0000  Jomtredis o0
Start Track : 1 End Track: 1 Trunc:No

[ Cancel J( CurTime]( AllTime | AllTrks | Paste || OK |

Cut/Copy/Erase

A section of a track (or an entire track) can be cut out, or copied and held
on the digital clipboard, and then Pasted to another section in any track.

There are several types of Cut and Copy functions available.

Cut. Cuts the selected section to the clipboard and moves the following
data backward to fill the space in the cut section.

Copy. Copies the selected section to the clipboard and leaves the original
section unaffected.

Erase All. Erases the selected section and leaves a blank space in the
selected section.

Erase Notes. Erases only the note data in the selected section.
Erase All Controls. Erases only the controller data in the selected section.

Erase One Control. Erases only the controller data on the selected
controller channel in the selected section.

Delete. Erases the selected section and moves the following data backward
to fill the space in the deleted section.

Truncate. Yes - Any Note-Offsoccuring after the selected End Time will be
truncated to the selected End Time. The note length may not be preserved.
No - The Note-Off will occur as it was recorded, even if this time falls
outside the selected End Time. The note length will be preserved.
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1z To Cut/Copy/Erase:

1.
2.

© ® N o2

From the Sequence Manage screen, press the Edit function key (F3).

Press the Utils function key (F1). A second row of function keys
appears.

Press the Cut/Copy function key (F1). The Cut/Copy menu shown
above appears.

Select the Start and End time in bars/beats/ticks using the cursor keys
to select the field and the Data Entry Control or INC/DEC keys to
change the selection.

e Press the All Time function key to select everything in the selected
track(s).

e Press the function key to select the current location as the Start and
End Times.
Select the range of tracks to be cut or copied.

e Press the All Trks function key to select all tracks.

Turn Truncate (note-off) On or Off.

If you have selected Erase One Control, select the controller number.
Press OK to proceed or Cancel to cancel the operation.

To go directly to the Paste operation, press Paste.

Note Erase

EOS contains a quick and handy way to erase notes from a recorded track.
Only one note can be erased at a time. If more than one note is held, the
last note pressed will be used for the erase.

Conditions: For Note Erase to work...

¢ You must be in Record-Overdub mode.

* Loop Region must be On.
e The sequence must be on the second or subsequent loop.

The E will appear in the display ONLY if the above conditions are met.

i To Use Note Erase Mode:

1.

While playing back the sequence in Record-Overdub and Loop mode,
press and hold the Set/Shift key. An “E” appears in the Edit screen.

Play the note you wish to erase on the keyboard.
Release the note to stop erasing.
Release the Set key to go out of Erase mode.



Cut

4 - Sequencer
Cut/Copy/Erase

Start Time End Time

v v

Result of Cut

e
]

Cut
Section

N
- 7

Cut Section is
Placed on Clipboard

Erase

Delete

Section is
DUMPED!

Trash

Section is
DUMPED!

Trash

EOS 4.0 Software Manual 149



4 - Sequencer
Paste

The clipboard may
contain data on a different MIDI
channel.

Using the Repeat feature
in Merge mode may clog your
sequence.
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Paste

Once a section of a track (or entire track) has been cut or copied to the
clipboard, it can be Pasted to a destination. The copied section can be
placed on any track and can be placed anywhere on the track using the
Start Time parameter.

If multiple tracks have been cut or copied to the clipboard, they will be
pasted to consecutive tracks between the start and end track numbers
specified in the Paste window.

Sequence Paste
Start Time ;0002 :01 :0000 .
SR [T L [ £ -

Type Replace 0 tracks
Start Track : 1 Repeat :1 0000:00:0000

[ Cancel | CurTime| (_OK_|

There are three replacement modes which determine how the clipboard
data will be pasted onto the track.

Insert. This mode will open up a region in the destination segment at the
selected Start Point and will move the data after the Start Point ahead to
make room for the clipboard data to be inserted.

Replace. In this mode, the clipboard data will be pasted to the destination
track at the selected Start Point and will overwrite any data in that section
of the track.

Merge. In this mode, the clipboard data will be combined with data in the
destination track.

Repeat. Designed to be used in conjunction with Insert mode, this feature
will Paste the clipboard contents from 1 to 127 times, lengthening the
sequence.

1z To Paste a Section:
1. From the main Sequencer screen, press the Edit function key (FS).

2. Press the Utils function key (F1). A second row of function keys
appears.

3. Press the Paste function key (F2). The Paste menu appears.
4. Select the Start Time in bars/beats/ticks.

e Press the CurTime function key to select the current location as the
Start Time.

5. Select the Type of Paste. Your choices are: Insert, Replace, or Merge.
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Paste

6. Select the Start Track and End Track number.
7. Set the number of Repeats (should be set to 1 except in Insert mode).

8. Press OK to paste the section or Cancel to cancel the operation.

e Press the Repeat function key to paste the selection and return to the
Paste screen ready to do it again.

Insert
Destination Track
1
T
Start
Time
r*\ !
1 2  ———

] g

Cut or Copied l |

Section
N -
S J 3

Result of Paste (Insert)

Replace
Destination Track
1
Start ___Paste Overwrites
- 8 N T|me - this Data
2

] 4

Cut or Copied
Section
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Caution: The tracks
between these limits will be
permanently erased.
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Track Delete

Any track (or multiple tracks) can be permanently erased.

Sequence Track Delete
Start Track :

End Track :2

Cancel | AllTrs |

iz To Delete Tracks:

From the main Sequencer screen, press the Edit function key (F3).

Press the Utils function key (F1). A second row of function keys
appears.

Press the TrkDel function key (F3). The Track Delete menu shown
above appears.

Select the tracks to be deleted using the Start and End Track parameters.
e Press the All Trks function key to select all tracks.

Press OK to delete the track(s) or Cancel to cancel the operation.

Track Copy

Any track can be copied to another track.

Sequence Track Co
Source Track 9 1 by

Destination Track : KGN

1z To Copy a Track:

1.
2.

From the main Sequencer screen, press the Edit function key (F3).

Press the Utils function key (F1). A second row of function keys
appears.

Press the TrkCopy function key (F4). The TrackCopy menu shown
above appears.

Select the Source Track to be copied.
Select the Destination Track.
Press OK to copy the track or Cancel to cancel the operation.
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UNDO! (REDO!)

Have you ever wanted a time machine so that you could go back and undo
a mistake? This function may be the next best thing. Whenever you
perform any sequencer function, the original version of the sequence will
be backed up. The sequence can be instantly restored to its previous state
by pressing Undo.

REDO! reverses the Undo function and lets you compare the last and
previous operations.

1z To Restore a Sequence to its Previous State (UNDO!)

1. Press the Utils key from the sequencer edit level. A second row of
function keys appears.

2. Press the UNDO! function key (F6). The sequence will be restored to the
state before the last operation was performed.

1z To Compare the Sequence with its Previous State (REDO!)

1. Press the Utils key from the sequencer edit level. A second row of
function keys appears.

2. Press the UNDO! function key (F6). The sequence will be restored to the
state before the last operation was performed.

3. Press the REDO! function key (F6) again. The processed sequence will
be restored and the original sequence will be stored in the clipboard.
You can continue switching back and forth until you decide which
sample you want to keep.

Note: REDO! does not work with record functions.
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Swing mode is disabled
when the quantize amount is
set to triplets.
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Tools

The EOS Sequencer contains a host of special editing and filtering tools for
modifying the sequence after it has been recorded.

Quantize. Adjusts the timing of notes so they fall exactly on the beat.
Transpose. Changes the key of a track section.

Velocity. Allows you to offset or scale velocity values within the selected
section.

Channelize. Forces everything on a track to a single MIDI channel.

Extract. Separates individual channels from a multi-channel track.

1z To Access the Sequencer Tools Menu:

1. From the Sequencer Manage screen, press the Edit key (F5). The
Sequencer Edit screen appears.

2. Press the Tools function key (F2). Another row of function keys
appears.

Quantize

This function changes the timing of the notes in a sequence so that they
fall exactly on the beat. This is useful when your playing was sloppy or to
create drum tracks. Quantization can be applied in note values ranging
from 1/4 notes to 1/64th note triplets.

Swing can be applied after recording to give a “bouncy” feel to your tracks.
Swing quantizes the downbeats normally, but shifts the UPBEATS forward

in time. A setting of 50% has no swing. Percentages from 60%, to 67% are

normally used to get a nice “swing” feel.

Duration (when checked) will also quantize the note-off to the nearest
note value. This changes the note duration which would make a quantized
quarter note exactly one quarter note long.



% A Swing setting of 50%
has no effect.

4 - Sequencer
Quantize

Refer to the following diagrams to understand how quantize and swing
mode work.

Quantize -1/4 Note

NERY!

|

() <€— What you play

<— Beats fall on

Notes are moved forward or backward in time so they fall exactly on the beat

Quantize - 8th Notes, Swing 60%

1

I

T+

*
o

2

[

2+
®

3

3+

4

1]

<— No Swing

4+
°
® @ <«— 60% Swing

Upbeats are moved slightly forward in time.

Quantize - 8th Notes, Swing 67%

1T 1+ 2 2+ 3 3+ 4 4+
® ® ® °® <— No Swing
I @ I ® I @ I @ @ <€— 67% Swing
Quantize - 8th Notes, Swing 75%
T 1+ 2 2+ 3 3+ 4 4+
1 , 1 1 ’ 1 1 , 1 ! ’ ! <_ NO SWing
Ii :$15 :$Ii :&I: | & ¢ «— 75% Swing

Upbeats are moved forward to the dotted eighth note.
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iz To Quantize Tracks:

1.
2.

From the Sequencer Manage screen, press the Edit function key (F3).

Press the Tools function key (F2). A second row of function keys
appears.

Press the Quantize function key (F1). The following screen appears.

Sequence Quantize

Start Time 01 :0000  Amt 1116
End Time :0004 :01 :0000 Swing 190%
Start Track : 1 End Track: 1

(Cancel jQ Duratn [ AllTime j_AlTrks |

o]

Select the Start and End time in bars/beats/ticks using the cursor keys
to select the field and the Data Entry Control or INC/DEC keys to
change the selection.

e Press the All Time function key to select everything in the selected
track(s).

Select the range of tracks to be quantized.
e DPress the All Trks function key to select all tracks.

Select the Quantize Amount. The selected section can be quantized to:
1/4 notes, 1/4 note triplets, 1/8 notes, 1/8 note triplets, 1/16 notes, 1/16
note triplets, 1/32 notes, 1/32 note triplets, 1/64 notes or 1/64 note
triplets.

Select the Swing Percentage if desired. (50% = Off).
Turn Duration On or Off as desired.

Press OK to Quantize or Cancel to cancel the operation.

Transpose

This function allows you to transpose a section of a track up or down in
semitone increments. The range of transposition is +128 semitones.

Sequence Transpose

Start Time 01 0000  Amt:0
End Time :0004 :01 :0000
Start Track :1 End Track:1

[ AllTime J[ AllTrks |
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1z To Transpose a Section:

1.
2.

From the Sequencer Manage screen, press the Edit function key (F3).
Press the Tools function key (F2). A second row of function keys
appears.

Press the Transpose function key (F2). The screen shown above
appears.

Select the Start and End time in bars/beats/ticks using the cursor keys
to select the field and the Data Entry Control or INC/DEC keys to
change the selection.

e Press the All Time function key to select everything in the selected
track.

. Select the range of Tracks to be transposed by setting the Start and End

tracks.

. Select the Transpose Amount. The selected section can be transposed

from -128 to +127 semitones.
Press OK to Transpose or Cancel to cancel the operation.

Sequence Velocity

This utility alters the velocity of recorded tracks and is a very powerful tool,
allowing you to adjust the expression of many notes in one operation.

Velocity values can be scaled by a percentage amount or a fixed offset can
be added to them. To illustrate the difference, suppose a note has a velocity
of 50 and the Sequence Velocity Amount is set to 10. Using Offset would
add 10 to 50 for a new velocity of 60. Using Percentage would increase the
velocity by 10% of its original value. 10% of 50 = 5, resulting in a new
velocity of 5.

Sequence Velocity
Start Time :0002 :01 :0000  Amt g63% |

End Time :0004 :01 0000 Type 5
Start Track : 1 End Track: 1

Cancel [ AllTime J[ AllTrks |

1z To Change the Velocity:

1.
2.

From the main sequencer screen, press the Edit function key (F3).

Press the Tools function key (F2). A second row of function keys
appears.

Press the Velocity function key (F3). The screen shown above appears.

EOS 4.0 Software Manual 157



4 - Sequencer
Channelize

158 E-MU Systems

4. Select the Start and End time in bars/beats/ticks using the cursor keys
to select the field and the Data Entry Control or INC/DEC keys to
change the selection.

e DPress the All Time function key to select everything in the selected
track.

5. Select the range of Tracks to be velocity scaled. Press the All Trks
function key to select all tracks.

6. Select the Type of scaling (Percentage or Offset).

7. Select the Velocity Amount. Percentages range from 0% to 200%. You
can offset the velocity from -127 to +127.

8. Press OK to change the Velocity or Cancel to cancel the operation.

Channelize

This tool lets you change the MIDI channel of a previously recorded track
or section of a track. If the track contains multiple channels, they will all be
converted to the new channel.

Sequence Channelize
Start Time ;0001 :01 :0000 Channel :1

End Time :0009 :04 ENEEN
Track 1

Cancel | [ AllTime | [ OK |

1z To Channelize a Track:
1. From the main sequencer screen, press the Edit function key (F3).

2. Press the Tools function key (F2). A second row of function keys
appears.

3. Press the Chnlize function key (F4). The screen shown above appears.

4. Select the Start and End time in bars/beats/ticks. Use the cursor keys to
select the field and the Data Entry Control or INC/DEC keys to change
the selection. Press the All Time function key to select everything in
the selected track.

5. Select the Track to be channelized.
6. Select the new Channel number.

7. Press OK to Channelize or Cancel to cancel the operation.
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Channel Extract

Use this tool when you want to separate individual MIDI channels from a
multichannel track. After Channel Extraction, each MIDI channel in the
multichannel track is assigned to its own new track.

0001 010000 =000 120kmml
F Sequence Channel Extract
- 81

Track

ancel |

1z To Extract a Channel from a Track:
1. From the main sequencer screen, press the Edit function key (F3).

2. Press the Tools function key (F2). A second row of function keys
appears.

3. Press the Extract function key (F5). The screen shown above appears.
4. Select the Track you want extracted.

5. Press OK to Extract the Channels or Cancel to cancel the operation.
Each MIDI channel in the multichannel track is assigned to a new track
number.
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% Use the Previous and
Next Page keys to move back
and forth through the Setup
menus.
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Setup

The Setup menu contains mostly pre-sequence setup options such as the
metronome, tempo, input quantize, sequence looping, etc. It also contains
the MMC transport controls which can be used to control digital recorders
and tape machines.

The Setup submodule contains the following functions:

Metronome . Sets the metronome to play internal sounds or external
MIDI instruments or both. It also allows you to select a MIDI channel,
preset, note number, beat value and two velocities for the metronome tick.

Tempo. Sets the tempo, meter, and clock type. You can also turn MIDI
Clock Out on or off.

Input Quantize. Lets you quantize and add swing to tracks as they are
recorded. This is very useful when creating percussion tracks.

Record Options. Recording can be set to start when the sequence starts,
after a specified number of lead-in beats or on the first note played.

Looping. The sequence can be made to continuously loop or to stop at the
end of the song.

Transport. The MMC transport allows you to control an external 48 track
recorder from the EOS panel. The internal sequencer can also be controlled
from this screen.

1z To Access the Sequencer Setup Menu:

1. From the Sequence Manage screen, press the Edit key. The Sequence
Edit screen appears.

2. Press the Setup function key (F3). Another row of function keys appears
with the Sequencer Setup options.
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Metronome

The metronome provides an accurate beat for recording and is especially
important when Quantizing since notes are quantized according to the
metronome's clock.

This screen lets you choose the MIDI channel, preset, note number and
accent velocity for the metronome sound.

Sequence Metronome M=

Metronome [ 10 Note!Ch (A2 74
State :Record Vel 1st{Other 127 {100
P028 Latin Percussion Division 114 note

Metronome . When in Internal mode, an onboard preset is used to
produce the metronome sound. In External mode, the metronome
generates a MIDI note to play the metronome note on an external synthe-
sizer.

State . The metronome state determines whether the metronome will play
when recording, in playback, or in record and play modes (both).

Preset. Selects the internal preset that the metronome uses when set to
internal mode. A percussion instrument, such as a woodblock or rimshot,
would be a good choice for the metronome sound, although any sound
with a sharp attack can be used.

MIDI Note/Channel. Selects the note that will be used for the metronome
sound. Select a MIDI channel if you are using an external MIDI instrument
for the metronome sound.

Vel 1st/Other. This parameter allows you to set the velocity value for the
first beat and subsequent beats in the measure. The first note is normally set
to a higher velocity in order to identify the start of each measure. Note: The
preset must have velocity programmed for this feature to work correctly.

Division. Division sets the meter for the metronome beats. Choose from
Quarter notes, Eighth notes, or Sixteenth notes.
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% Use the Previous and
Next Page keys to move back
and forth through the Setup
menus.

% Note: The Preset screen
is not accessible when External
Metronome is selected.

% If the metronome preset
has effects on it (and you don't
want effects):

1. Copy the preset.

2. Assign it to a Submix out with
0% effects.

3. Save the Bank.

4. Assign the Metronome to the
new Preset.

162 E-MU Systems

Sequence Metronome "E’go::
Metronome [N 0 Note/Ch A2 #iE
State :Record Vel 1st{Other 127 {100
P028 Latin Percussion Division 114 note

1z To Set Up the Metronome:

1. From the main sequencer screen, press the Edit function key.

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Metro... function key (F1). The screen shown above appears.

4. Set the Metronome to Internal, External or Both.

5. Set the State. This sets the metronome to sound during record,
playback or both.

6. Select the Preset if you are using the metronome in Internal mode.

7. Select the MIDI Note and MIDI Channel. As you change the note it

will be transmitted so that you can hear which metronome sound you
are selecting.

8. Select the Note Velocity for the first note in the measure and for subse-
quent notes. Usually the first note will be set to a higher velocity to
accent the first note of the measure.

9. Set the Note Value in quarter notes, eighth notes or sixteenth note for
the metronome.

10. Press Exit to lock in the Metronome settings and return to the
Sequence Edit screen.

Sequence Clock

This screen sets the tempo and meter of a sequence. The sequencer tempo
can be controlled by an internal or external clock. This screen also turns
MIDI Clock Out on or off.

g=pnee Sequence Clock HEEE =>

Metronome Input

Clock Source :Intemal Tempo Chtd SRIEETRTE T
Tempo 120
MID 1 Clock Out : OFf Meter 4 14




% The Tempo and Meter
screen are not accessible when

Tempo Track is selected.

% The Arpeggiator and
Sequencer use the SAME CLOCK.

Change the Arpeggiator clock to
adjust the tempo of Flash
sequences ...

...or Copy the Flash sequence to
RAM, then adjust the tempo.

4 - Sequencer
Sequence Clock

Clock Source. Determines if the sequencer clock is controlled by the
internal or and external (MIDI) clock.

Tempo Control. Allows the tempo of a sequence to be controlled in one of
three ways:

a. By the Tempo Track stored in the sequence. An initial tempo value is
stored when you create a new sequence. Sequences imported from
an external sequencer may have tempo changes within the song.

b. By the adjustable Screen Value tempo value shown in this display.
¢. By an External Clock (MIDI).

Tempo. Sets the tempo (speed) of the sequence and is adjustable from 20
beats per minute (bpm) to 240 bpm.

Meter. Sets the time signature of the song. The Meter setting is used by the
metronome function to determine measures and beats.

MIDI Clock Out. Turns MIDI Clock Out on or off. Turn this feature on if
you want to control an external MIDI device with the sequencer clock.

1z To Set the Clock:

From the main sequencer screen, press the Edit function key (F3).

Press the Setup function key (F3). A row of function keys appears.

Press the Clock function key (F2).

Select the Clock Source as internal or external clock.

Set the Tempo Control to Tempo Track, Screen Value or External Clock.
Set the desired Tempo (if Screen Value is selected)

N oo o b~ 0 NPk

Set the desired Meter (if Screen Value is selected). Any time signature
can be programmed.

8. Turn MIDI Clock Out On or Off.

9. Press Exit to lock in the Clock settings and return to the Sequence Edit
screen.
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% A small “Q” symbol
appears in the Edit screen to
remind you that Input Quantize
is turned On.

% See Quantize in the
Tools section for diagrams
illustrating how Quantize and
Swing work.

164 E-MU Systems

Sequence Input

This screen allows you to quantize and add swing to a sequence as it is
recorded. This is particularly useful when recording drum parts. When you
know you want a track to be quantized this is the fastest and easiest way to
do it.

PREY NEXT
ket Sequence Input Ferory

GQuantize Input [EENEG

Amt 116

Swing 0%

It is important to set up the Metronome and Meter when using quanti-
zation. The sequencer quantizes to the Metronome beat and the
Metronome beat is controlled by the Meter setting.

Quantize Input. Turns Input Quantization On (yes) or Off (no).

Amount. Sets the note value for quantization if Quantize is turned on.
Data input to the sequencer can be quantized to: 1/4, 1/4 triplet, 1/8, 1/8
triplet, 1/16, 1/16 triplet, 1/32, 1/32 triplet, 1/64 or 1/64 triplet.

Swing. Sets the swing value if Quantize is turned on. A value of 50% equals
no swing. Normal swing values range from 50% - 80%.

1z To Set the Input Functions:
1. From the main sequencer screen, press the Edit function key (F3).

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Input function key (F3). The screen shown above appears.

4. Turn input Quantize On or Off (Yes or No).

5. Set the Quantization Amount.

6. Select the Swing percentage if desired (50% = No Swing).

7. Press Exit to lock in the Sequence Input settings and return to the

Sequence Edit screen.



% The Count In field is not
available unless Button Press is
selected.
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Sequence Record

These two functions determine when sequence recording begins.

ol Sequence Record

Start Record s
Count In Beats : Off

Start Record -

Button Press: Recording begins as soon as you press the Record and
Play buttons and after the selected Count In beats (see below) have
elapsed.

First Note: Recording begins as soon as you press any note on the
keyboard. The Count In beat setting is ignored.

Count In

Sets the number to metronome beats which will occur before actual
recording will commence. The number of count In beats can be set from 1
to 127 or turned Off.

iz To Set the Sequence Record Functions:

1.

N

o g > w

From the main sequencer screen, press the Edit function key (F3).

Press the Setup function key (F3). A second row of function keys
appears.

Press the Record function key (F4). The screen shown above appears.
Set Start Record for Button Press or First Note.
Set the number of Count In beats.

Press Exit to lock in the Sequence Record options and return to the
Sequence Edit screen.
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Loop settings are NOT
saved with the sequence.
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Sequence Loop

Any region of a sequence can be programmed to loop. The sequence plays

through the Start Time until the selected End Time is reached. It will then

immediately jump back to the Start Time and the sequence will continue to
play between the selected Start and End times.

Loop Region
LoopRgn :On
Start Time :0001 i} :0000
End Time :0009 :04 :0179

Cancel | [ AllTime | Set

Loop Region. Turns looping on or off.

Start/End Time. Selects the Start and End times for the looping region in
bars:beats:ticks.

Start Time End Time

Loop

Play >

1z To Set the Sequence Loop:
1. From the Sequencer Manage screen, press the Edit function key (F3).

2. Press the Setup function key (F3). A second set of function keys
appears.

3. Press the Loop function key (F5). The screen shown above appears.
4. Turn Loop Region On or Off.

5. Select the Start and End time in bars/beats/ticks using the cursor keys
to select the field and the Data Entry Control or INC/DEC keys to
change the selection. The start time will default to the current sequence
position.

e DPress the All Time function key to select everything in the selected
track(s).

6. Press Set to set the Loop Region or Cancel to cancel the operation.
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Transport

This screen contains several functions and allows you to change the
function of the sequencer transport buttons.

MAC ID:0

Transport PR Intemal Sequencer

Track State
01:F 02:FP 03:P 04:P 0S:P 06:- 07:- 08:-
09:- 10:- 11:- 12:- 13:- 14:- 15:- 16:-

[ =29 e (EE - 0§ ¢ |

The transport buttons can be set to control the internal sequencer, an
external sequencer, or a MIDI Machine control device such as a digital tape
machine or hard disk recorder. The transport (record, play, etc.) and track
state (record, play, solo, mute) of up to 16 different machines (with up to 48
tracks each) can be controlled from this screen.

Destination. Selects what is being controlled from the MMC Transport.
Can be set to Internal Sequencer or MIDI Machine Control (MMC).

MMC ID. Selects which external device is currently being controlled (0-
15). Match this number to the ID of the external device you wish to
control.

Track Status Options:

P:  Plays the track.
M: Mutes (silences) the track.

S: Solos the track. Solo plays only those tracks which are in
Solo mode.

R:  Places the track into Record mode.
O:  Overdub - Allows you to record additional data on a track.
- Indicates the track is empty.

1z To Use the MMC Transport:
1. From the Sequence Manage screen, press the Edit function key (F3).

2. Press the Setup function key (F3). A second row of function keys
appears.

3. Press the Trnsprt function key (F6). Another row of function keys
appears allowing you to select a group of 16 tracks (1-16, 17-32, 33-48).

4. Select a Group of Tracks.
5. Select Internal or MMC as the Transport Destination.
6. Set the MMC ID if MMC is selected as the Transport Destination.
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7. Select the Track State using the cursor keys to select the field and the
Data Entry Control or INC/DEC keys to change the selection.

8. Press Exit to lock in the settings and exit the submodule.

Received MMC Commands

The following MMC commands are always received by EOS. This allows the
EOS sequencer to be controlled via a remote MIDI device that transmits
MMC commands.

Record Exit Same as Stop
Stop

Fast Forward

Rewind

Locate Same as RTZ

Record Strobe Begins recording at the beginning of the
sequence.

Play
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Locate

Locate points allow you to instantly jump to any time location in a song.
This feature can be very handy to mark sections of a song, such as the
chorus and bridge, or when rehearsing. Up to 8 locate points can be entered
in addition to the start and end points. The 8 locate points are used for all
sequences and are not saved with the bank. They are meant to be used as
temporary markers while working on your sequence.

Sequence Locate
Locate Number :

Locate Time 0006 03 0226

[ Ext_j(CurTime] (Locate

1z To Access the Sequence Locate Window:

1.

From the Sequencer Manage screen, press the Edit key (FS). The
Sequencer Edit screen appeats.

Press the Locate function key (F4). The popup Locate window shown
above appears.

To Store and Jump to a Locate Point:

From the Sequence Locate window, select one of the eight Locate
Points.

Move the cursor down to the second line and enter the Locate Time
using the numeric keys, INC/DEC keys or the Data Entry Control.

e Press the CurTime function key to select the Current Time.

Press Locate to jump to the entered Locate Point or Exit to go back to
the Sequencer Edit screen.
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