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Ebouf This Manual

SECTION 1

Packing List

Having unpacked your SDX System, you should check that all the
component parfs are present. A list of each configuration is
contained in this section.

Before You Start
Once you have checked that dll the relevant hardware has
been supplied. you must check the Voltage and Fuse ratings.

SECTION 2

Setting-Up

‘This section covers the activities involved in setting up the Drum
Hardware, connecting Pads to the Console and from the Con-
sole to suitable Amplification. if you can’t wait to hear SDX con-
nect a pair of headphones and skip this section for now.

SECTION 3

Getting Started
After intfroducing Disks this section describes how to Power-up

and load the System Disk. User Controls are then discussed and
used to select your first SDX Digital Drum Kit.

SECTION 4

‘ Using SDX

I This Section gives you an insight into how the various levels exist
within SDX. Each of the Screens and Windows are explained in
detail, showing you the intuative, graphic way in which Kits,
Drums and Samples can be manipulated.

SECTION 5

Reference

Once you have used SDX a couple of times and are familiar with
most of it’s functions you may only require this Manual as a
supplement to the built-in Information System. This section is
designed to allow you to quickly find detailed information about
any Screen or Menu.
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SECTION 6
{ XSEQ - Percussion Sequencer
Future Upgrade
SECTION 7
} XEDIT - Sample Editor
| Future Upgrade
SECTION 8
‘ Interfaces
To Be Released
SECTION @
Sound Disks
SDX is supplied with 6 Sound Disks, which have been compiled by
some of the world’s top drummers and producers. An attempt is
made to describe each of the Kits, Drums and Samples con-
| tained on these disks.
SECTION 10

Appendix
The Appendix contains the MIDI Implementation Chart and
i Technical Specification.

SCREEN MAPS

Where Am 1 ?

On the back of each Contents page in the Using and Reference
Sections is a 'Screen Map'. These should help you understand
how SDX's Screens are connected together. The double arrow
icon shows you where you are on the Map, for each Screen.
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Section 5 a 3

Screen Parameters

Kit Name
Other 8

Pad Type
Orum Assign
Voice Assign

Edit MIDI

Edit MIDI
MIDI Note
MIDI Channel
MIDI Program

Kit Configuration Menu

Info on SDX

info on Kits

Info on Kit Configuration
info on Voice Assignment
Control Panel

Memory Menu

Save Kit
Save Kit As
New Kit
Load Kit
Delete Kit
Info

REFERENCE : KIT CONFIGURATION SCREEN

Disk Menu

Save Kit
Save Kit As
Load Kit
Delete Kit
Other

Info

Special Voice Menu

Pad Type as Default
Pad Type All Pitched
Voice Assign as Default
Voice Assign 110 1
Voice Assign All to All

Special MIDI Menu

Pad Type as Default

Pad Type All Pitched
MIDI Notes as Default
MIDI Channels as Default
MIDI Note Decimail

MIDI Note Chromatic

Next Menu

Kit Mixer
Kit Configuration
Quit

5-12
5-12
5-12
5-12
5-12
5-12
5-12

5-12
5-12
5-13
5-13
5-13
5-13

5-13
5-13
5-14
5-14
5-14
5-14
5-14

5-14
5-14
5-14
5-14
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Screen Parameters

Drum Name

Sample Assign

Pitch Offset

Level Offset

Dynamic Level Meter
Medium Threshoid Handle
HardThreshold Handle
Current Dynamic/Position

Bass, Rim and Pitched Drums

Hi-Hat Sample Assign

Sample Assign

Pitch Offset

Level Offset

Pedal Position Indicator
Open Threshold Handle
Sizzle Threshold Handle
Pedal Trigger Threshold

5-15
5-15
5-15
5-16
5-16
5-16
5-16
5-16
5-16

5-16

5-17
5-17
5-17
5-17
§5-17
5-18
5-18
5-18

REFERENCE : DRUM SAMPLE ASSIGN SCREEN

Drum Sample Assign Menu

Info on SDX

Info on Drums

Info on Sample Assigning
Control Panel

Memory Menu

Save Drum
Save Drum As
New Drum
Load Drum
Delete Drum
Info

5-18
5-18
5-18
5-18
5-18

5-18
5-18
5-18
5-18
5-18
5-18
5-19
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Section 5 o 5
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REFERENCE : SAMPLER SCREEN
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SDX

it cannot be denied that electronic instruments are playing an in-
creasing role in drums. Electronic Percussion, Samplers, Drum
Machines, Reverbs and Delays are all expanding the sonic
palette of the percussive artist.

Yet some aspects of the instrument have been overiooked in this
revolution. The subtle tonal change between the centre and
edge of a drum head, or the depth of expression available by
varying the weight of each stroke.

Simmons have applied the latest advances in electronics, to
produce an instrument that offers the modern drummer an
unprecedented level of player control and expression.

SDX. the definitive electronic percussion system.

Zone Intelligent Pads

16 Full-Bandwidth Voices

16 bit Sampling at 44.1KHz, CD standard Digital Audio.
Up to 8 MegaBytes of Memory

2 MegaByte High Density integral Disk Drive

20 MegaByte Internal Hard Disk option
Integral VDU and user - friendly command interface
Software upgradeable

GRAPHIC OPERATION

A number of simple displays. known as Screens. present all of
SDX's powerful features in a simple, graphic manner. Pull-down
Menus and Windows allow you to move between Screens or
select Functions quickly and easily, using only the Tracker Ball
and Select bufton, You can load a complete Kit, construct a
Drum Head, or even edit a Sample in the same intuitive manner.

ZONE INTELLIGENT PADS

To complement the electronics a new series of Drum and Symbal
pads have been created for SDX. High technology. force-
sensing materials give the pads their unique Zone Intelligent
capabilities. These not only allow the strike position to be deter-
mined, but dllow a degree of sensitivity and dynamic control
never previously associated with electronic drums.

All Drums, apart from the Bass, are Zone Intelligent. The Snare
pad has the addition of a live rim and the Symbal pads even
incorporate a damping and tilting mechanism. Key pads on the
front panel of the Console are also fully dynamic and can be
used instead of the Kit pads.

Introducing SDX 1-1
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DRUM SAMPLES

Each Drum or Symbal sound can comprise of up to ¢ Samples. A
Sample is selected by the position and weight of the hit on a
pad. Hence, as you would expect from an acoustic drum, the
tonal characteristics of the sound can be made to change
across the drum head as well as varying with the strike Dynamic.

DRUM HEADS

Ancther innovative area of SDX is the way in which Samples can
be modified in real-time, responding to the action of the sticks on
the pads. A Drum Head defines how each Sample is played
and can be constructed from a number of Surfaces. Each
Surface determines the way in which one particular aspect of
the sound changes in time, relative to the weight and position of
each stroke.

For instance, there is a Surface for Pitch bend that allows more in
the centre, less at the edge. Another which stretches the sound
for hard strokes, and shortens it for lighter strokes. There is @
Surface which varies the Start Point of the Sample for each
stroke, negating the ‘machine gun effect’ associated with elec-
tronic drums.

THE FUTURE

SDXis a stand-alone computer and therefore does not require 1o
be hooked up to personal computers to run other software
packages. It has a full compliment of interfaces. MIDI, for com-
munication with other musical instruments. SCSI, for access to
additional bulk data storage. SMPTE, for synchronising with Video
and Audio equipment.

Being a computer, SDX's Operating System is supplied on Disk. As
new updates and enhancements become available, they can
be added immediately simply by using an updated System Disk.

CONCLUSION

High quality Digital Audio, controlled by traditional drumming
techniques. The power to create unique new Drums and Sym-
bals using an intuative graphic interface. The flexibility to expand
and evolve a system. The definitive system ... SDX.
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PACKING LIST

After unpacking your SDX, check that you have all the compo-
nents listed, according to your system configuration :

SDX 10 PIECE KIT

SDX Console (2 Meg RAM)
Mains Lead

Double Footswitch

SDX User Manuai

SDX System Disk

SDX Backup Disk

SDX Help Disk

SDX Sound Disks

SDX Blank Disk

Bass Pad

Zl Snare Pad

Zl Tom Pads

SPS Symbal Pads

Hi-Hat Pedal XHH1

Zl Pad Cable (Stereo Jack to Jack)SIC1
Zl Snare Cable (XLR to Twin Jack) XTC]
Velstrap

Optional Rack

1 Simmons Drum Rack SDR1b
2 Drum Rack Extension DRE1
2 Simmons Tom Arm STA1
1 Arm Mount Clamp AMCI1

Introducing SDX 1-3
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SDX 7 PIECEKIT

SDX Console (2 Meg RAM)

Mains Lead
Double Footswitch
User Manual

SDX System Disk
SDX Backup Disk

SDX Help Disk
SDX Sound Disks
SDX Blank Disk

Bass Pad

Zl Snare Pad

Zl Tom Pads
SPS Symbal Pad
Hi-Hat Peddl

Zl Pad Cable (Stereo Jack to Jack) SIC1
ZI Snare Cable (XLR to Twin Jack) XTIC1
Velstrap

Optional Rack

1 Simmons Drum Rack SDR1b
1 Drum Rack Extension DRE1
1 Simmons Tom Arm STA1

Introducing SDX
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SDX & PIECE KIT

SDX Console (2 Meg RAM)
Mains Lead

Double Footswitch

SDX User Manualt

SDX System Disk

SDX Backup Disk

SDX Help Disk

SDX Sound Disks

SDX Blark Disk

Bass Pad
Zi Snare Pad
21 Tom Pads

Zl Pad Cable (Stereo Jack to Jack) SIC1
ZI Snare Cable (XLR to Twin Jack) XTC1
Velstrap

Optional Rack

1

Simmons Drum Rack SDR1b

introducing SDX
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SDX CONSOLE ONLY

SDX Console (2 Meg RAM)
Mains Lead
Double Footswitch

SDX User Manual
SDX System Disk
SDX Backup Disk
SDX Help Disk
SDX Sound Disks
SDX Blank Disk

OPTIONAL
Since the SDX Console has 16 Pad Inputs you can add additional
Zl Toms and Symbals to extend your 10, 7 or 5 Piece Kits.
Z! Tom Pad & Lead ZP1
SPS Symbal Pad & Lead ZIS1
Zl Snare Pad & Lead ZSN1
Hi-Hat Pedal & Lead XHH1
SDX Console Stand XCS1
Drum Rack Extension DRE]
Simmons Tom Arm STA1
Arm Mount Clamp AMCI1
Memory Upgrade (2MByte) XRAM?2
Factory Fit Hard Disk Drive HDR20
SDX Percussion Sequencer Package XSEQ
SDX Sample Editor Package XEDIT

1-6 Infroducing SDX V1.1



Eefore You Start

IMPORTANT
540 Before you do anything check that the Voltage Selector,
o located on the base of the Console, matches your local mains
‘.‘_’ supply. The selection can be adjusted by turning the slot, with a
small screwdriver, until the raised dot lines up with the required
setting.

Select 240 for UK, Europe and Australia (180 - 260V)
Select 120 for USA, Canada and Japan (0 - 130V)

WARNING: This Instrument uses a Switched Mode Power
Supply and therefore must be Earthed.

CONNECTING TO THE MAINS

Live

European Mains voltages
Green/Yellow

Connect an appropriate mains plug to the mains cable accord-
ing to the following colour code.

® Brown - Live

® Blue - Neutrai

o Green/Yeliow - Earth (Ground)

Neutral >‘

Blue

CHANGING THE FUSE

The Fuse is located in a holder under the Mains Switch, next to
the |IEC connector. To remove, disconnect the mains lead and
use a small screwdriver to release the fuseholder.

If you have to replace the fuse for any reason, make sure that
you replace it with the comrect rating. according to the following
Voltage settings.

240V - 2.5A (M Anti-Surge
220V - 2.5A (M) Anti-Surge
115V - SA (M Anti-Surge
100V - 5A (M Anti-Surge

Introducing SDX 1-7
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LOCKING AFTER 30K

X i o computae-based ngument and a3 auch hould be
freated with care. A few dmple ndes it Dlowed, will owoid
pretder: i the uture,

® Ty and uze a clean power aource, daway from equipment
that maoy produce trendent goikes thmough the maing, (e,
gectnc motars, heory awilch gear etc. Thes= are
unaampothetic fo dectionic music praducts.

® SO iz agmzhed with o three coe power lead. Woake are
that the insturment iz alworss Eanhed, oy connecting to o
arounded A power sounme.

L ] Do not ploce the DX Conadie on oo of sgoedher codinets
of drrplifiers which rright wliect it o estesgue wilorofion o
hect .

L ] Do not 2oll any licuick info the Did Dnwe, Toacksr Ball o
Coniol Buffons.

® Do not subject the 0¥ Conadle o wdden hwocks auch as
clrogping it !

® DX 2 Drurn Pods and 3PS Sarbal Pacs have been
edoustively feded o provicke wou with the most odvanoed
gectronic percusdcn aurfoces wet invented.

However, like Dnurm sdins and guittr stings, they are not
indestructichle and will not iost forewer,

Redacement or 2ddiioncd Dum ond Symbal pods oon be
purchaszed from on cuthoised Sirmmons Dedler

D s fited with an intemal Shock Senaor o indcate if the
Congde hos besn wbjected o abnomal shocks.

i the e=rnsoe indootes that the Console has been draoped the
unit’s Yamonty will be inwalid.

Mote: There cre no Uz - Servicechle ports indde.
Wenanty will be inwdiidated if the Conaole is goensd.
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ﬂssembling The Kit

SDX Pads can be mounted for live playing using the Simmons
Drum Rack (SDR1b) and Drum Rack Extensions (DRE1). These
combine to form a modular system, allowing many assembly
alternatives. After the initial assembly, Memory-Locks make
future construction and dismantling quick and easy. requirng
only the use of a standard drum key.

The following descriptions are a guide to setting-up your SDX Kit
in a conventional position. This configuration should allow you
aftain a playing position you feel comfortable with. However,
you may wish to experiment with novel and unusual ways of
setting up which would normally be impaossible with acoustic
drums.

Additional. or replacement, rack components can be purchased
separately from your Simmons dedler, see the Packing List for the
relevant part number.

ASSEMBLING A 10 PIECE KIT

Step 1

Identify all the Rack items supplied with your Kit :

Crossbars

Upright Poles

Base Poles fitted with T-Joints
Bass Drum Poles (7/8" Diameter)
T-Joints

Tom Brackets

Tom Arms

Canvas Bags

Drum Key

—“NO=O0NDD DWW

Step 2

Study the diagram showing the assembled Kit.

Step 3

Insert the unplugged end of an Upright Pole fully into the T-joint
already mounted on a Base Pole. Ensure the rubber stabilisers
are facing towards the floor when the Upright is vertical. Lock
this section using the Drum Key. Construct 3 similar units using
the remaining Upright and Base Poles.

Step 4

Fit the necessary Tom Brackets and T-Joints onto the Crossbars
and Upright Poles, slackening all tension bolts beforehand. Do
not lock these brackets into position or insert Tom Arms yet.

L 1 Tom Bracket, then 1 T-Joint onto each of the front Up
rights.

L 1 T-Joint onto each of the rear Uprights.

o 4 Tom Brackets onto the front Crossbar.

® 2 Tom Brackets onto the Crossbar on your left-hand.

® 3 Tom Brackets onto the Crossbar on your right-hand.

Setting Up 2-




Creative Use of SDX

Step §

Assemble the Uprights, Crossbars and Base Poles to form a free-
standing structure, gently tightening the T-Joint bolts as you do
so. The front Crossbar should be approx 6" below the tops of the
front Uprights, allowing the right and left hand Crossbars to be
fited. Ensure that the Uprights are vertical and the Crossbars
horizontal, befcre fully tightening the T-Joints.

® Note : Crossbars have a slot, or keyway, at each end. It is
important that these are correctly located into the T-joints
and pushed fully home, before locking. This  eliminates
any possibility of the Crossbar rotating when the Pads are
mounted.

Step 6

Push the 2 Bass Drum Poles through the Tom Brackets on the
front Uprights. These should be approx 15" from the floor. Hold
the Bass Drum Pad in position and push the Bass Drum Poles
through the holes in the side of the Pad. Gently half-tighten the
Locks on the Tom Brackets and Bass Drum Pad.

Step 7

Fit your Bass Drum Pedal and adjust the height of the Pad until
the pedal base is flush with the floor when the Pad is vertical.
Once you have checked that the Bass Drum Poles are horizon-
tal, tighten the Locks on the Tom Brackets and Bass Drum Pad.

Step 8

Choose positions for ZI Drum, Hi-Hat and Symbal Pads and half-
tighten the 9 Tom Brackets on the Crossbars. Insert the 6 Tom
Arms and lock these in position by tightening the Tom Brackets.

Step 9

Slide the ZI Snare Pad onto it’s Tom Arm and lock into position
using the Memory Lock. The Snare is different from the other
Pads, having a Live Rim. You can identify the Snare by the 4 pin
XLR socket used to connect it to the Console. All the other ZI Tom
Pads are identical and can be used in any Pad position,

Step 10

Slide the ZI Tom Pads and Z1 Hi-Hat Pad onto the other Tom Arms
and adjust into a suitable playing position. Once adjusted, lock
them using the Memory Locks. The Hi-Hat Pedal shouid be
positioned under the Hi-Hat Pad in a position which feels natural
when seated.

Step 11

ZI Symbal Pads have their own support arms which should be
inserted into the remaining Tom Brackets. These Pads should be
adjusted to lie at approx 45 degrees, allowing them to swing
between vertical and horizontal when struck. To vary the amount
of swing, adjust the Lock on the Pad. To vary the rest position,
slacken the bolt on the end of the support arm, rotate the Pad.

then re-tighten.
Setting Up V1.1
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Assembled 10 Piece Kit

If you don’t want the Pad to swing, there is an internal Swing
Lock which will fix it in one position. Release the Lock on the Pad
so it is free 1o swing. From its rest position, push the Pad into the
support arm and slowly tum it clockwise. After about a quarter of
a tum it will click towards the support arm. Continue tuming for a
further quarter turn and pull the Pad away from the support. This
will lock it in place. To release the Pad reverse the above opera-
tion.

@ Note : Each SPS Symbal has a Choke Areaq, under the
‘SIMMONS’ and "'SYMBAL' legends, which will damp the
sound when gripped. Make sure that this is with easy reach,
mounting the support arm on the left or right of the pad.

Step 12

Once the Pads have been connected to the Console, use the
Velstraps to hold the leads neatly against the Rack Poles.
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‘ Warning : Slacken Tension Bolls before altempting to alter
any Pad or Clamp positions.
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ASSEMBLING A 7 PIECE KIT

Step 1

Identify all the Rack items supplied with your Kit :

Crossbars

Upright Poles

Base Poles fitted with T-Joints
Bass Drum Poles (7/8" Diameten)
T-Joints

Tom Brackets

Tom Arms

Canvas Bag

Drum Key
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Step 2

Study the diagram showing the assembled Kit,

Step 3

Insert the unplugged end of an Upright Pole fully into the T-joint
already mounted on a Base Pole. Ensure the rubber stabilisers
are facing towards the floor when the Upright is vertical. Lock
this section using the Drum Key. Construct 2 similar units using
the remaining Upright and Base Poles.

Step 4

Fit the necessary Tom Brackets and T-Joints onto the Crossbars
and Upright Poles, siackening all tension bolts beforehand. Do
not lock these brackets into position or insart Tom Arms yet.

o 1 Tom Bracket, then 1 T-Joint onto each of the front
Uprights.

L 1 T-Joint onto the rear Upright.
o 4 Tom Brackets onto the front Crossbar.

L 2 Tom Brackets onto the Crossbar on your left-hand.
Step 5

Assemble the Uprights, Crossbars and Base Poles to form a free-

standing structure, gently tightening the T-Joint bolts as you do
so. The front Crossbar should be approx é* below the tops of the

front Uprights, allowing the left hand Crossbar to be fitted. Ensure
that the Uprights are vertical and the Crossbars horizontal, before

fully tightening the T-Joints.

o Note : Crossbars have a slot, or keyway, at each end. It is
important that these are comectly located into the T-joints
and pushed fully home, before locking. This eliminates any
possibility of the Crossbar rotating when the Pads are
mounted.

Setting Up V1.
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Pssembling The Kit

Step 6

Push the 2 Bass Drum Poles through the Tom Brackets on the
front Uprights. These should be approx 15" from the floor. Hold
the Bass Drum Pad in position and push the Bass Drum Poles
through the holes in the side of the Pad. Gently haif-tighten the
Locks on the Tom Brackets and Bass Drum Pad.

Step 7

Fit your Bass Drum Pedal and adjust the height of the Pad until
the pedal base is flush with the floor when the Pad is vertical.

Once you have checked that the Bass Drum Poles are horizon-
tal, tighten the Locks on the Tom Brackets and Bass Drum Pad.

Step 8

Choose positions for ZI Drum, Hi-Hat and Symbal Pads and haif-
tighten the 6 Tom Brackets on the Crossbars. Insert the 5 Tom
Arms and lock these in position by tightening the Tom Brackets.

Step 9

Slide the ZI Snare Pad onto it's Tom Arm and lock into position
using the Memory Lock. The Snare is different from the other
Pads. having a Live Rim. You can identify the Snare by the 4 pin
XLR socket used to connect it to the Console. All the other ZI Tom
Pads are identical and can be used in any Pad position.

Step 10

Slide the ZI Tom Pads and ZI Hi-Hat Pad onto the other Tom Arms
and adjust into a suitable playing position. Once adjusted, lock
them using the Memory Locks. The Hi-Hat Pedal shouid be
positioned under the Hi-Hat Pad in a position which feels natural
when seated.

Step 11

Z1 Symbal Pad has it’s own support arm which should be inserted
into the remaining Tom Bracket. This Pad should be adjusted to
lie at approx 45 degrees, ailowing it to swing between vertical
and horizontal when struck. To vary the amount of swing. adjust
the Lock on the Pad. To vary the rest position, slacken the bolt on
the end of the support arm, rotate the Pad, then re-tighten.

If you don’t want the Pad to swing, there is an internal Swing
Lock which will fix it in one position. Release the Lock on the Pad
so it is free to swing. From its rest position, push the Pad into the
support am and slowly tum it clockwise. After about a quarter of
a tum it will click towards the support arm. Continue tuming for a
further quarter turn and pull the Pad away from the support. This
willlock it in place. To reiease the Pad reverse the above opera-
tion.

® Note : The ZI Symbal has a Choke Area, under the ‘SIM
MONS’ and 'SYMBAL’ legends, which will damp the sound
when gripped. Make sure that this is within eqasy reach,
mounting the support arm on the left or right of the pad.
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’ Step 12

i

Assembled 7 Piece Kit

Once the Pads have been connected to the Console, use the
Velstraps to hold the leads neatly against the Rack Poles.
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Warning : Slacken Tension Bolts before attempting to alter
any Pad or Clamp positions.
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Pssembling The Kit

ASSEMBLING A § PIECE KIT

! Step 1

Identify all the Rack items supplied with your Kit :

Crossbar

Upright Poles

Base Poles fitted with T-Joints
Bass Drum Poles (7/8" Diameter)
T-Joints

Tom Brackets

Tom Arms

Canvas Bags

Drum Key
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Step 2

Study the diagram showing the assembled Kit.

Step 3

Insert the unplugged end of an Upright Pole fully into the T-joint
already mounted on ¢ Base Pole. Ensure the rubber stabilisers
are facing towards the floor when the Upright is vertical. Lock
this section using the Drum Key. Construct a similar unit using the
remaining Upright and Base Pole.

Step 4

Fit the necessary Tom Brackets and T-Joints onto the Crossbar
and Upright Poles, slackening all tension bolts beforehand. Do
not lock these brackets into position or insert Tom Arms yet.

L 1 Tom Bracket, then 1 T-Joint onto each of the front Up
rights.

@ 4 Tom Brackets onto the front Crossbar.

Step 5

Assemble the Uprights, Crossbar and Base Poles to form a free-
standing structure, gently tightening the T-Joint tolts as you do
s0. The front Crossbar should be approx 6" below the tops of the
front Uprights, allowing future extensions to be fitted. Ensure tho
the Uprights are vertical and the Crossbars horizontal, before fully
tightening the T-Joints.

[ Note : The Crossbar has a slot, or keyway, at each end. It is
important that it is comectly located into the T-joints and
pushed fully home, before locking. This eliminates any
possibility of the Crossbar rotating when the Pads are
mounted.
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Assembled 5 Piece Kit

Step 6

Push the 2 Bass Drum Poles through the Tom Brackets on the
front Uprights. These should be approx 15" from the floor. Hold
the Bass Drum Pad in position and push the Bass Drum Poles
through the holes in the side of the Pad. Gently half-tighten the
Locks on the Tom Brackets and Bass Drum Pad.

Step 7

Fit your Bass Drum Pedal and adjust the height of the Pad until
the pedal base is flush with the floor when the Pad is vertical.
Once you have checked that the Bass Drum Poles are horizon-
tal, tighten the Locks on the Tom Brackets and Bass Drum Pad.

Step 8

Choose positions for the ZI Drum Pads and half-tighten the 4 Tom
Brackets on the Crossbar. Insert the 4 Tom Arms and lock these
in position by tightening the Tom Brackets.

Step 9

Slide the ZI Snare Pad onto it’'s Tom Arm and lock into position
using the Memory Lock. The Snare is different from the other
Pads. having a Live Rim. You can identify the Snare by the 4 pin
XLR socket used to connect it to the Console. All the other Z1 Tom
Pads are identical and can be used in any Pad position.

Setting Up V1.1
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Step 10

Slide the ZI Tom Pads onto the other Tom Arms and adjust into a
suitable playing position. Once adjusted. lock them using the
Memory Locks.

Step 11

Once the Pads have been connected to the Console, use the
Velstraps to hold the leads neatly against the Rack Poles.

Warning : Slacken Tension Bolts before attempting to aiter
any Pad or Clamp positions.

CONSOLE STAND ASSEMBLY

A Stand is available as an option for the SDX Console. This allows
the Console to be situated next to the Kit at the correct height
for seated operation. The Stand is on wheels, allowing it to be
moved around easily, but can be locked in place for live use.

Step 1

ldentify all the items supplied with the Stand :

1 Base Plate

1 Kick Piate

1 Left Hand Support

1 Right Hand Support
2 Locking Wheels

2 Adjustable Feet

4 Locknuts

12 Hex Headed Bolts - Long
12 Plastic Washers

12 Black Plastic Caps
4.  Tension Bolts - Short
4 Metal Washers

1 Hex Key

1 Flat Spanner

Step 2

Fit each of the 12 Hex-headed Boits with a plastic washer, mak-
ing sure that the text on the washer is next to the Bolt head.

Step 3

Fix the Left Hand Support to the Base Plate using 4 of these Bolts.
The SDX logo should be facing you when you insert the Bolts.
Hglf-tighten the Bolts using the Hex Key.

Step 4

Fix the Right Hand Support to the Base Plate using another 4 Bolts.
The SDX logo should be facing you when you insert the Bolts.
Half-tighten using the Hex Key.
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2-10

Step 5

Fix the Kick Plate to the Supports using the remaining 4 Bolts. The
SDX logo should be to the front when you insert the Bolts. Half-
tighten using the Hex Key.

Step 6

Make sure that the Stand is square, not twisted, then fully tighten
the 12 Bolts using the Hex Key.

Step 7

Fit each of the 2 Adjustable Feet and the 2 Locking Wheels with a
Locknut, Tighten the Locknut until it is next to the Foot or Wheel.

Step 8

Turn the Stand on it’s side and screw the 2 Adjustable Feet into
the holes at the front of the Side Supports. then screw the 2
Locking Wheels into the holes at the back of the Side Supports.

Step ¢

Turn the Stand upright again and adjust the Feet and Wheels,
using the flat spanner, so that all 4 are touching the ground,
ensuring that the Stand dosn’t rock. Once you have done this
tighten the Locknuts against the Supports to lock the Feet and
Wheels in place.

Step 10

To complete the Stand, clip the 12 Black Plastic Caps over the
Hex-headed Bolts onto the plastic washers.

Step 11

Place the SDX Console on top of the stand and fix in place using
the 4 Tension Bolts, fitted with washers, which screw up into the
Console surround. Tighten fully using a Drum Key.

The Console can now be moved around by tilting the Stand
slightly onto its back wheels and moving it with the aid of the
Console Roll Bar as a handle.

To lock the Stand in place push the plastic tab on the back
Wheeis downwards. Pull upwards to release.

Keep the Hex Key and Flat Spanner in a safe place, in case you
need to dismantle the Stand for shipping.
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SDX 10 PIECE KIT

Once you have assembled your 10 Piece hardware, connect
the Zl Drum, Symba! and Hi-Hat Pads to the Console’s Pad Inputs

and Stereo Out to your Amplifier, or Mixer, as shown below:
Tom Pad
{ i&’i \ , @ @ @ @
g 5
2 =

PAD INPUTS

©000©0©0©0©®

BASS SNARE RIM

@@@@@@@@

o

Tom Pad

Symbcl Pad Symbcl Pad Symbcl Pad

SDX Console

] PEDALS SMPTE
HiI-HAT ™MOD L/R OUT |SAMPLER SNARE STEREO
) IN ouT ouT
——P Left
t"_:)

‘ —& Right

g e ———

Footswitches To PA or Mixer

Hi-Hat Pedal
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SDX 7 PIECE KIT

Once you have assembled your 7 Piece hardware, connect the
Zl Drum, Symbal and Hi-Hat Pads to the Console’s Pad Inputs and

Stereo Out to your Amplifier, or Mixer, as shown below:

Bass Pad Snare Pad Tom Pad Tom Pad Tom Pad
h B @ 0 o2
0 S
3 >
PAD INPUTS

0000000 E

BASS ONARE RIM

@@@@@@.@

H‘—a

Symbal Pad Tom Pad

SDX Console

PEDALS SP’IPTE
HI-HAT M™MOD L/R QUT ISAMPLER SNARE STEREO
9 IN ouT ouT
' l — > Left
(o N co— |
Hi-Hat Pedal Footswitches To PA or Mixer
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SDX 5 PIECE KIT

Once you have assembled your § Piece hardware, connect the
Bass Drum , Z! Tom and ZI Snare Pads to the Console's Pad Inputs
and Stereo Out to your Amplifier, or Mixer, as shown below:

Bass Pad Snare Pad Tom Pad Tom Pad

S 6 @ O O

0 Oé O*

o 5

2 p
PAD INPUTS

©000000®O®

BASS SNARE RIM 4

eeeceeeee

|
v revacn ,-;\,
ansvararfl o _
SDX Console
‘ PEDALS SMPTE
HI-HAT MOD L/R ouT SAMPLER SNARE STEREO
out ouT
—P [ oft
o
=
= L— Right
——
Footswitches To PA or Mixer
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Creative Use of SDX

‘ All the connectors, which SDX uses to interface with the rest of
the world, are situated on the rear of the Console. They cre listed
| here with a brief description of their function.

PAD INPUTS

PAD INPUTS

0000000 e

BASS OSNARE  RIM

LI LL LXK

The first three input sockets are defined. These should be con-
nected to the Bass and Snare pads as follows :

Bass Pad (Mono) to Bass Input (Mono)
Z1 Snare Pad @ pin XLR) to Snare Input (Stereo)
and Rim Input (Mono)

The other 13 Inputs are identical and can be connected to Zi
Pads and SPS Symbails in any order.

Zl Tom Pad (Stereo) to Zl Pad Input (Stereo)

SPS Symbal Pad (Stereo) to Zl Pad Input (Stereo)

VOICE OUTPUTS

sesssses
secssssee

VOICE QUTPUTS

2-14

Each of the sixteen Voices has its own individual output socket
dllowing you to post-process individual Drums, and connect
them to a Mixing Desk.

You can use the Stereo Out on stage for your own monitoring
and adjust your the mix level from the Kit Mixer Screen. This will
not effect the Individual Voice Outputs.
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®

SAMPLER IN / SNARE & STEREO OUT

® ©®

SAMPLE SNARE STEREO
2,3,4 OUT

IN

Chassis : Ground

Tip « Left Output

Ring : Right Output

Sample In
This input accepts signals at Line level which can be Digitally
Sampled and stored in Memory or on Disk.

Snare 2,3,4

This output is a sub-mix of Voices 2, 3 and 4 which are used by
the Snare Pad, when the default Voice Assignment is selected on
the Kit Configuration Screen.

Stereo Out

If you have only a limited number of channels available on your
desk or amplifier then use this output, situated above the individ-
ual Voice Quts. The Kit Mixer Screen allows you to Mix and Pan ail
of the 16 individual voices 1o this output.

ouTt

Chassis - Ground
Ring - Right
Tip - Left
PEDALS
M PEDALS Hi-Hat Pedal
The Hi-Hat Pedal (7 & 10 kits only) should be connected to this
input. This allows the assigned Hi-Hat pad to be played open,
HI-HAT MOD L/R closed orin a 'sizle’ position. The Pedal can also trigger its own
Sample.
L/R Pedal
The dual footswitch (Left/Right) should be connected to this
input to allow Kits 1o be selected remotely from the floor.
MIDI
MIDI

MIDI IN

An external MIDI source such as a MIDI Keyboard or
Sequencer can be used to play Drum Sampiles in
chromatic intervals and change Kits using Program
changes.

MIDI OUT

External MIDI Keyboards or Voice Expanders can be
played from the Zl pads allowing other sounds to be
layered on top of SDX.

MIDI THRU

Thru is a copy of the signal received at MiDt In and
allows other instruments to receive the same informa-
tion when chained together.
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SMPTE

.

N ouT

SMPTE IN/OUT

SMPTE is a timecode signal, mainly used in the video world, which
defines hours, minutes, seconds and frames within a 24 hour
period. This interface can be used to synchronize the SDX Percus-
sion Sequencer to other SMPTE equipment, by starting or stop-
ping it at a specific frame of code. Sound events can be
sampled into SDX and *dropped in’ to a video or film production
within one frame.

SCS

SCo

SCsi

SCSI stands for Smail Computer Systems Interface. This allows SDX
to have external Hard disks to be connected. These are large
storage mediums which allow a vast number of Kits, Drums and
Samples to be stored and rapidly recalled. SDX can have one
20Mb Hard Disk fitted internally. External hard disks must have
their own Power Supply.

VIDEO OUT

VIDEC OUT

2-16

Video Out

Video Out is provided to allow an external Video Monitor to be
used in addition to the SDX screen. This can be used to duplicate
the curent SDX activities in the Studio Control room.
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AMPLIFICATION

Obviously the size of the venue and type of music being played
will effect your choice of Amplification. However, drum sounds
are highly percussive, especially those produced by SDX. There-
fore, your chosen system should be capable of reproducing very
dynamic sounds. spanning the ear’s frequency range from 20 to
20,000 Hz.

SDC200

For smaller venues Simmons have designed their own combing-
tion amplifier, the SDC200, which will match the signals coming
from SDX. It is @ 200W Amplifier and Speaker enclosure with sepa-
rate inputs for Bass, Snare Tom Toms and Symbals, with appropri-
ate 2 and 3 band equalisation to suit the different drums.

The SDC200 has a speciaily designed 300W RMS 12" speaker to
project the high level of bass and handle the fast tfransients
produced by electronic percussion. The Amplifier/Speaker
Cabinet combination has been optimised to give you maximum
sound level from this compact unit. Ask your dealer for further in-
formation.

MIXERS

When SDX is used live and you wish to utilise the facilities of an
external mixing desk, each of the Voice Outputs from 1-16 should
be connected to a separate channel of the desk. Each channel
will then control only the sound from the relevant Voice, pro-
vided that each Pad has been assigned to only gne Voice (Using
the Kit Configuration Screen). This allows each Drum sound to
be equalised or treated independently. If vacant channels are
in short supply, the Stereo Cut should be used. Using the Stereo
Out allows Multi-Voice Drums to be used.These provide much
more accurate simulations of real Drums.
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HEADPHONES

The Headphone socket found on the front of the console will
accept any standard 1/4" stereo jack and enables you to moni-
tor SDX’s Stereo Out without any extemal amplification. High-
impedance headphones, such as those found on *Walkmans’
are recommended. Ideally use headphones designed for Digital
or CD reproduction. Note that the control next to the Head-
phone socket allows the Volume to be adjusted from maximum
when fully clockwise, to minimum when fully anticlockwise, but
will not turn the output completely off.
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ntroducing Disks

DISK DRIVE

First remove the yellow plastic disk from the Disk Drive, by push-

ing the rectangular button. This Transport Disk is used to protect
the Drive during transportation and should be inserted whenever
you move the SDX console.

The Disk Drive is used to load the System Disk, which contains the
operating system for SDX. Of the 10 disks supplied. 2 of these are
System Disks. They are identicatl, one should be your Master disk,
the other a Backup. Since SDX will not operate without one of
these disks they must be treated with great care. In the event of
the Master being lost or damaged, contact your Simmons Dealer
for a replacement, using the Backup copy in the meantime.

The other 6 disks are Sound Disks. These hold a library of Digital
Samples, Drums and Kits, produced by some of the world’s
greatest drummers and producers. Once you are familiar with
the operation of SDX you will be able to save your own Samples.
Drums and Kits, creating a unique digital percussion library.

DISK ETIQUETTE

should still be handled with care. To preserve the life of your

Although the microfloppy Disks used in SDX are quite tough, they
precious System and Sound Disks please follow the following

rules:

@ Do not subject them to temperature extremes, such as
being in direct sunlight, or leaving them on the seat of
your car.

e Do not place them near magnetic fields such as those
produced by Speaker Cabinets, Power Amplifiers or
telephones.

e When a Disk is placed into the Drive the metal covering

on the Disk case slides open so that SDX can get data to
and from the Disk. Never touch the exposed Disk surface
under the metal covering.

® Do not use adhesive tape to attach paper iabels to the
Disk casing. Atlways use the adhesive labels provided with
Blank Disks.
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DISK PROTECTION

Protected 5 T

Information can be Read from or Written to a Disk just as music is
Played from or Recorded to a Cassette Tape. Therefore you
would expect some method of protecting a Disk from accidental
erasure or adding unwanted information as you would a Tape.

Turn a Disk over so that the label side is facing downwards, metal
shutter towards you. in the top left hand corner you will see a
small plastic tab. To Protect the Disk slide the plastic tab up-
wards, towards the edge.

Protecting the Disk allows you to Read information, so you can
Load Kits, Drums or Samples, but you will not be able Save,
Delete or Rename anything.

To remove the Protection simply slide the plastic tab towards the
metal shutter.

Your System Disks should always be protected.

Never try and remove a Disk while the Drive is active. This may
damage both Drive and Disk.

Getting Started V1.



POWER-UP

| Turn down the Volume on your Amplifier or Mixer, then power-up

the SDX console by flicking the mains switch on the rear panel to
ON. After allowing a few seconds for the VDU Screen to warm up
you should be presented with the following Welcome message :

Welcome ta SDX
Please Insert Your System Disk

=
®

Remove the System Disk from the Disk sleeve in the back of this
Manual and insert it into the Drive. Push the Disk, label side up,
metal shutter first into the horizontal slot in the Drive until the
rectangular release button pops out.

The yellow indicator next to the release button will now light,
indicating that the Drive is active and that SDX is reading the
operating system into its memory.

Do not try and remove the Disk while the Drive is active.

Optional Hard Disk

If you have an internal Hard Disk fitted, you do not have to insert
the System Disk. SDX will automatically load the System Software
from the internal Crive. A red indicator, in the bottom left-hand
comer of the Screen, will light indicating that the Hard Disk is
active.

After a few seconds of Disk activity the following Screen will be

displayed:
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disk
| —
- drive

Screen -

Keypad CB | tracker
ol ball

pointer: L3

I~
')
(@]
')

buttons

HOW TO "SELECT' :
User tracker ball to move pointer.

Point to [COMTIMUE | and press button A.

Using the Tracker Ball, move the Pointer untit it is over the
CONTINUE box then press the left hand Select Button.

ddvanced users select; COMTIMUE

First time users - insetta SIMMONS Sound disk.

[DISK | [HELP] ‘select’ disk box
and menu will appear,
keep button held down,
use tracker ball to
move pointer to choose option.
Release button.

SDX Software ¥ 1.1

Another Welcome Screen is displayed. These two Screens are
provided to help First Time Users who do not have access 1o this
User Manuail.

Press the left hand Select Button again to display your first active
SDX screen, the Kit Select Screen.
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KIT SELECT SCREEN

A Screen is simply a Graphic Control Panel which guides you
through the many functions of SDX. The Kit Select Screen allows
you to load and select up to 16 different Kits from your Sound Disk
library. You can transfer between this and the other Screens
quickly and eacsily, getting deeper into SDX, but more of that
later.

[ kiTSELECT | [mErMoRY | [DISK] | SPECIAL

2e | e R
o N PR FF D 2L

1 System Ki

SYSTEM KIT

senting a Drum Kit. Another icon, known as Digit, is sitting behind
the Kit { Under him is the name System Kit. This Kit is loaded when
you first switch on.

(@@ I On the Screen you will see a picture, known as an lcon, repre-
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TRACKER BALL

O O

Your main interface to ail SDX Screens is the Tracker Ball. Try
moving the Tracker Bail in any direction. On the Screen a small
arrow, called the Pointer, will follow every move you make. The
Pointer lets you can move between Screens, select different Kits
or Drums and even Edit Samples. Moving it with the Tracker Ball
may feel a little awkward at first, but it will soon become second
nature.

SELECT BUTTONS

O

® @

t Under the Tracker Ball are two large buttons. These are known
as the Select Buttons. The left-hand button is always used to

1 select the item you have pointed to with the Pointer arrow. The
i right hand button has several different functions, unigue to

| each Screen, These will be explained in the relevant section.

PULL DOWN MENUS

Using the Tracker Ball, place the Pointer over the box named Kit
Select then press and hold the left hand Select Button. Another
box appears below with a list of choices in it. Each of these boxes
along the top of the screen is called a Pull Down Menu.

IKITSELECTL[ MEMORY | [DISK] [SPECIAL ]

Infa an 50X
Info on Kit Select
Contral Panel

1.5ystem Kit ]
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mser Controls
|

| Still holding the Select Button, roll the Tracker Ball downwards.

The Pointer now changes to a horizontal arrow, pointing to each
of the Menu Choices. Move the Tracker Ball untit the arrow is
pointing 1o Info on SDX.

[kiTsetecT | [mEMory | [DIsK] [SPEciaL]

— [nfo on SDX
Info on Kit Select
Control Panel

1. Sustem Kit ]

To select this choice from the Menu, release the Select Button.
You have just selected Info on SDX from the Kit Select Menu.
This provides you with a Help System Window.

SDX HELP 3YSTEM

Info on : SDX Page : 1 PREYIOUS | | NEXT { |QUIT
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WINDOWS

A Window is a display box which is appears on top of the current
Screen. Windows normally have Click Boxes which produce an
action when the Pointer is placed on top of them and the Select
Button clicked. The Help System Window has three boxes in the
bottom right hand corner named Previous, Next and Quit. Insert
your Help Disk, place the Pointer on Next and Click once. A
page of Help text is displayed. Click Next again to display the
next page of text. Now place the pointer over Previous and click
once to display the previous page of text again. When you wish
to leave the Help System Window place the Pointer over Quit
and click.

HELP SYSTEM WINDOW

A Help System Window is available for every Screen on SDX.
Once you have mastered the basics you can use these Windows
as a guide, saving you from having to constantly refer to this User
Manual, however, don’t stop reading just yet !

All Help System Windows are available as choices from the
current Screen’s title box, situated in the top left hand corner.
Place the Pointer over the box, hold the Select Button and roll
the Ball downwards until the required Info on ... is indicated, then
release the Select Button. Insert your Help Disk and Click Next.
Click the Quit box to put the Window away.

KEY PADS

OO0
OOOOTT)

Under the VDU Screen are sixteen grey Key Pads, arranged in
two rows of eight. These are fully dynamic and can be used in
addition to, or instead of, the Kit Pads. The top row duplicates
Pads 1-8, while the bottom row duplicates Pads 9-16. Using the
Control Panel the function of these Pads can be changed, ai-
lowing them to be used to quickly select any one of the sixteen
displayed Kits.

L/R PEDALS

l

On the Kit Select Screen Kits can be remotely selected from the
floor using the L/R Pedal.

Pressing the Right-hand Pedal increments the current Kit number,
while the Left-hand Pedal decrements it.
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LOADING KITS FROM SOUND DISKS

Once you have loaded the System you can remove the System
Disk - you will not need it again unless the Console is powered
down. However, this does not mean that you have gained a
convenient beer mat ! Store the System Disk in the Disk Sleeve
supplied with this Manual or in a suitable disk storage box.

Select one of the Sound Disks, making sure that it has been
Protected.

Insert it into the drive, label side up, metal shutter first into the
horizontal slot in the drive until the rectangular release button
pops out.

Use the Tracker Ball to place the Pointer over the DISK box, then
press and hold the Select button. The Disk Menu appears :

[ KITSELECT | [MEMORY | | DIsK ] [SPECIAL]

7

1. Suatum lut

3-9 Thie Dizk henu now hoes o new oplion - Ceor Memory Cl'ﬂLDﬂj ARKIls. This cillows
w0 remove ol the Kite, Dnima and Scergales cunendly in bemany and Load alt
o he Kits friorm the cumentDisk, Two A amin i YWincicss will uﬁpeur:_ﬂh_ﬂ it xg vouto
concel e opfion befors he Memony (s erased.

Save Kit

—» Load Kit
Load All Kits
Other
[nfa

v L2

Getting Starfed

Roll the Tracker Ball downwards until the Horizontal arrow points
to Load Kit and release the Select Button.

A Load Catalog Window appears on the Screen. This shows the
Kits which can be selected from the Sound Disk you have just
inserfed.



Creative Use of SDX

1 Entries CATALOG

& 1 AMBIENT 1

LOAD
DISK
KIT

HEW DISK

ACCEPT ]
QuIT

To select a Kit from the Catalog place the Pointer on the name
A of the Kit you want, then click the Select button. When the Select
£ ;; Button is released the Kit will be indicated by a cross. To Load this
. :&14 £ 5 ‘ Kit move the Pointer to the Accept box and click.
T - 2 R
"f’; ' L%: E 2 A Loading Kit ... Please Wait message will appear and the Disk
; o D & Drive will become active, clicking as the Kit information is
53 3 o 5 loaded. This will take around 10 seconds depending on the
? m L.' i:,_: 0 complexity of the Kit.
. [ + =
% g E ':_j. = Two Kits are now displayed on the Kit Select Screen. The one you
By @ T 'Egl have just loaded and the System Kit we started with. However,
28 B o f < Digit has left his System Kit and appeared behind the new one.
ELE‘ ﬁ;: 5‘ = (:E This indicates that the new Kit is Active.
r-,. e r— r-:_-' L =
g = EZ_: i o c}i Try playing the Kit you have just loaded, using the Kit or Key Pads.
=0 5B =
'ﬁwf z E = T To select the System Kit again, place the Pointer on it and click.
8= o '_l_' -g Digit appears behind the System Kit again, indicating that it is
B o5 = = now active.
£ 5= &
O =2 B &
s 20 £ 8
Em on f iy Load All Kits
cS L5 o2 3
a2 .,';' 5 3 % oo Instead of Loading Kits one at a a time, you can Laad all the Kits
= O £ on one Sound Disk by selecting Load All Kits fom the Disk Menu.
mE =g pd £h
W e T om Loading from a Hard Disk
oo o 2 5k
—= DA 3~ ity
E & T8 9L £% | Theload Catalogshows all the Kits on the Current Device. If
oqA 22 Es G2 you started from the internal Hard Disk. it will be the Current
Device. The Load Catalog will therefore display the Kits on one of
the Drive's Disk Slots.
P To Load Kits from the Floppy Drive you will have to make it the
Current Device. See Selecting the Current Device in the Disk
Operations Section.
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Eisk Versus Memory

DISK VERSUS MEMORY

You may be wondering why SDX has Memory and Disk Menus.

Floppy Disks are a convenient, portable medium on which to
construct libraries of Kits, Drums and Samples, however, they
have one major drawback - Speed. Loading a Kit can take some
time and as the saying goes Time is Money.

Memory on the other hand is fast, allowing things to happen
instantly, but volatile - when you switch off it forgets !

In order 1o give you the best of both worlds, SDX has an elephan-
tine amount of Memory available, up to 8 MegaBytes, to contain
all the Kits, Drums and Samples you are likely to need on a session
as well as a High Density 2 MegaByte Disk Drive to foad them.

This means that you can load from your Disk library once, after
power-up, and continue working in Memory. New Kits can then
be created either by re-arranging Drums and Samples supplied
on Sound Disks or by Sampling your own sounds. When you are
happy with your credation you can save your work back to the
Fioppy Disk Drive.

INTERNAL MEMORY OPTIONS

The basic SDX Console comes fitted with 2 MegaBytes of Mem-
ory. This equates to some two million, forty-eight thousand com-
partments of information in which 1o store details about Kits,
Orums or Sampies. Enough to store all the information from one
Disk.

If you find yourself short of space you can increase SDX’'s Memory
to 8 MegaBytes in 2 MegaByte stages (Order No. XRAM2). Ask
your Simmons dealer about Memory options.

INTERNAL HARD DISK DRIVE

A Hard Disk drive can be fitted. as an option, inside the SDX
Console (Order No. HDR20). This is a fixed disk and cannot be
removed, but allows 20 MegaBytes of information to be stored
and recalled. This drive is not only 10 times bigger than a floppy
disk but is around 10 times faster, Therefore a Hard Disk is much
more convenient for live performance use. Ask your Simmons
dealer about Hard Disk options.
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MEMORY INFORMATION

You can view the status of Memory at any time by selecting Info
from the Memory menu. Point to the MEMORY box, press and
hold the Select Button and roll the horizontal arrow to Info. Re-
leasing the Select Button opens the Memory Information Win-
dow.

MEMORY [MFORMATION Free KBytes

Total 06810
Size : 8 Meqgabuyte

KITS: 2 DRUMS : 12 SAMPLES: 8 Jize KBuytes
AMBIENT 1 | 4ME Bass ambbass 134 r
System Kit &ME Snare ambtom2 131 Scroll

4MB Rim brasssnl 116
AMB Tom 1 brasssn3a 130 &
&MB Tom 2 hi- hat cs 35
&MB Tom 3 hi-hato 117
4MB Tom 4 nik 18"35b 217
Hi - Hat 3ys Sample B8
QUIT!

o Size
Shows the amount of Memory fitted in your SDX Console.

® KITS
Number and names of the Kits in Memory.

® DRUMS
Number and names of the Drums in Memory.

® SAMPLES
Number, names and sizes of the Samples in
Memory.

Memory sizes are expressed in KBytes, or KiloBytes. One kilobyte
equates to one thousand and twenty four compartments of
information. There are one thousand KBytes in a MegaByte.

if there are more than 8 entries in any list, the others can be
viewed by clicking the Ugp or Down Scroll arows.

Click on the Quit box to close the Window.
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DISK INFORMATION

You can also view the status of a Disk at any time by selecting
Info from the Disk menu. Point to the DISK box, press and hold
the Select Button and roll the horizontal arrow to Info. Releas-

ing the Select Button opens the Disk Information Window.

DISK [MFORMATION Free KBytes
DCevice Mame : floppy  Disk Mame : Simmons DSK Total . 00400
Serial Mo 1114F251 Size . 2 Megabyte
Disk Type : User Library Prot:
KITS . 1 DRUMS : 12 SAMPLES : 8 Size KBuytes
AMBIENT 1 | &MBEass | ambbass 134 oS
&ME Snare ambtom?2 131 Scroll
AMB Rim brasssni 116 i
AMB Tom 1 brasssn3a 130
aMB Tom 2 hi-hat cs 35
AMEB Tom 3 hi-hat o 117 NEW
&MB Tom 4 nik 18"35b 217 jK
Hi-Hat Sys Sample 3
QuiT
@ Size

1 or 2 MegaByte Disk.

@ KITS
Number and names of the Kits on the Disk.

@ DRUMS
Number and names of the Drums on the Disk.

® SAMPLES
Number, names and sizes of the Samples on the Disk.

If you want to see the contents of another Disk, remove the
current Disk, replace it with the new one and Click New. The
contents of the new disk will now be displayed.

If there are more than 8 entries in any list, the others can be
viewed by clicking the Up or Down Scroll arrows.

Click on the Quit box to close the Window.

Getting Started 3-13



Creative Use of SDX

3-14 Getting Started

AP



Section

Using SDX:
Kit Mixer Screen

CONTENTS
Selecting the Kit Mixer Screen 4-1
Other 8 4-2
Adjusting Length 4-2
Adjusting Tune 4-2
Adjusting Pan 4-2
Adjusting Volume 4-3
Mute and Solo Switches 4-3
Muting a Channel 4-3
Soloing a Channel 4-3
Saving Changes 4-4
Save Kit 4-4
Save Kit As 4-4
Alphanumeric Keyboard 4-4
Loading other Kits 4-6
Loading Kits from Memory 4-6
Loading Kits from Disk 4-7
Special Mixer Functions 4-8
Initiclise Mixer 4-8
Set Ail Mute/Solo Off 4-8
Set Pot & Slider Ranges 4-8
Leaving the Kit Mixer Screen 4-9
Save 4-9
Lose 4-9
Cont 4-9



Creative Use of SDX

©, > ool S eVelel S
T en eh
1221 2. KK B.3MaLLKIT 4 SMAL
On oo oo [ YoVt i
i eh ;@'
5. RCK 2 6. RXCK 3 7. ROCK 4 B AMBIENT 1
ool Caad
e
9.BGXIT T 10.8IGXIT 2

l

[T _Freen | (e [Tisx] [reciai [»6xT)
€1t Mame  AMBIENT 1 OTHER 81

Pud: 7 v 9

0.0,

m AMB Tom S
AMB Rim AMB Tom 2 AME Tom 4

Using SDX



I3 it ™M i x e

So far you should have used the Kit Select Screen to load Kits
from your Sound Disks intfo Memory and then tried playing them
using the Kit Pads.

SELECTING THE KIT MIXER SCREEN

You are now ready to get a little deeper into SDX. Point to the KIT
EDIT box, then press and hold the Select Button. The Kit Edit
Menu gppears. Roll the Tracker Ball downwards to the first
choice, Kit Mixer, then release the Select Button.

The Kit Mixer Screen is displayed. This is one level down from the
Kit Select Screen, since we are now inside the Active Kit. You can
see the Kit Name displayed at the top of the Screen.

KIT MIXER | MEMORY | [ DISK | | SPECIAL | NEXT
Kit Mame : AMEBIENT 1 OTHER 8
Pad: 1 Pad: 2 Pad: 3 Pad: 4 Pad: 5 Pad: & Pad ;. 7 Pad: 8
A9 LQLALLOL QLA LQLILQ.
Length Length Length Length Length Length Length Length
O1.O1.0.0.0.1.0..0..0..0.
Tune Tune Tune Tune Tune Tune Tune Tune
[ONRONIONEINIVIHCAICANO]
Fan Pan Fan Pan Pan Pan Pan Pan
MT’S MTS MTS T T T MTS MTS
oYol of]|]o Yol of{o Yol o o‘l."ol o o‘l."ol o o‘l."ol of{lo V¥ol o||o VYol O
&MB Snare &MB Tom 1 aMMB Tom 3 &MB Tom 5
AME Bass AMB Rim AMB Tom 2 AMB Tam 4

Four controls make up a channel ;

Adjusts the Level in the Mix OQutput.
Using SDX

The Screen is laid out as a graphic representation of a conven-
tional Mixer. There are eight channels which correspond to Pads
1to 8, as indicated at the top of each channel, with the Active
Drum Name shown at the bottom of the channel.

] length
Adjusts the Duration of the Drum Sound.
® Tune
Adjusts the Pitch of the Drum Sound.
® Pan
Adjusts the Drums Position in the Stereo image of the Mix
Output.
® Volume
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OTHER 8

OTHER & Click on the OTHER 8 box. The channel settings for Pads 9 to 16
are now displayed along with the Drum Names corresponding to

these Pads. Click on the OTHER 8 box again to altemnate be-
tween the two sets of Pads. You can also alternate between the
two sets of pads by clicking the right - hand Select Button.

ADJUSTING LENGTH

the Select Button. The pointer will disappear, indicating that you
now have control of the knob. Still holding the Select button, roll
the Tracker Ball left to rotate the pointer of the knob left, de-
creasing the length of the Snare. Try playing the Snare with the
new setting. Note that the controls operate in real-time so you
can play while you adjust the panel. Select the pot again and
roll the Tracker Ball right to rotate the pointer of the knob right, in-
creasing the length of the Snare. Try playing the new setting.

O Point to the Length pot on the Snare (Pad 2) channel and hold
& =3

Length

You can initialise the pot, resetfting it to maximum by Double-
Clicking the Select Button. To do this place the Pointer on the
knob and click the Select Button twice, quickly in succession.

ADJUSTING TUNE

holding the Select Button, roll the Tracker Ball left to rotate the
pointer of the knob left, decreasing the pitch the Snare. Rolling
the Tracker Ball right rotates the pointer of the knob right, increas-
ing the pitch of the Snare. Try playing different settings.

O Point to the Tune pot on the Snare (Pad 2) channel and while
b #

Tune

Double-Clicking the pot will initiglise the Tune of the Pad to zero.

ADJUSTING PAN -

holding the Select Button, roll the Tracker Ball left to rotate the
pointer of the knob left, moving the Snare left in the Stereo Mix.
Roliing the Tracker Ball right rotates the pointer of the knob right,
moving the Snare right in the Stereo Mix.

C) Point to the Pan pot on the Snare (Pad 2) channel and while
L R

Pan

Double-Clicking the pot will initiglise the Pan of the Pad to centre.
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ADJUSTING VOLUME

Point to the Volume slider on the Snare (Pad 2) channel and
while holding the Select Button, roll the Tracker Ball downwards
to pull the slider down, decreasing the level of Snare in the
Stereo Mix. Rolling the Tracker Ball upwards pushes the slider up,

Vol increasing the level of Snare in the Stereo Mix.
Double-Clicking the slider will initialise the Volume of the Pad to
maximum,
As you can see the Kit Mixer operates just ke a conventional
- mixer. Try adjusting the other channels, customising the Kit to your
I own taste,
MUTE AND SOLO SWITCHES

Muting A Channel

Under each Volume Slider you will see a small circle with the
letter M above it. This is a Mute Switch. You can Mute any, or aff,
of the Channels by clicking on the relevant circle. When a circle
is filled, the switch is on and the corresponding Drum Sound wifl
drop out of the Stereo Mix. Note that Muted drums are still avail-
able from the Individual Voice Qutputs, since Muting only effects
the Stereo Mix. To switch off the Muting click on the filled circle.
The circle will now be empty and the Drum Sound will appear
again.

Scoloing A Channel

On the other side of the Volume Slider is another smali circle with
the lefter S above it. This is a Solo Switch.

You can Solo any Channel by clicking on the relevant circle.
When a circle is filled the switch is on and only the corresponding
Drum Sound will be present in the Stereo Mix, all the other Drums
will be muted. Note that the Muted drums are still available from
the individual Voice Cutputs, since Solo only effects the Stereo
Mix. To turn off a Soloed Channel, click on the filled circle, re-
turning the other drums into the Mix. When Solo is on you can
Solo another Drum by clicking on its Solo Switch. This will cause
the old Solo to be switched off and the new one switched on.

Using SDX 4-3



Creative Use of SDX

SAVING CHANGES AS A NEW KIT

After experimenting with the Mixer Screen you may find a combi-
nation of settings you wish to keep. You can either save your
changes to Memory - remember that these will be lost when you
power down - or save them to Disk.

Save Kit

Selecting Save Kit from the Memory menu will save any changes
made to the Kit Mixer Screen as part of the active Kit in Memory,
replacing the previous seftings with current values. This will not
effect the same Kit on your Disk. You should select Save Kit from
the Disk menu if you wish to save any changes as part of the Kit
on Disk.

Save Kit As

Selecting Save Kit As from the Memory menu will save any
changes made to the Kit Mixer Screen as a new Kit in Memory,
leaving the previous one as it was. Selecting Save Kit As from the

Disk menu will save any changes as a new Kit on Disk. The Disk
must be Unprotected.

When Save Kit As is chosen, an Alphanumeric Keyboard Win-
dow appears on screen allowing the new Kit to be named.

Name : AMBIENT 2 m:r:EPTJK QuiT

(1B ] ] ] ] (] (] (o] [ =] [ e
o] b e I I ] ] [ ] ] [ BT EET B

=uajajalajalnlajola{alE)ez
21 B ] b B [ ] (] L] [ B

CLEAR

bass snare rim | [tom hihat | |symbal LAST NAME

Alphanumeric Keyboard Window

To enter your new Kit name, using up to 11 characters, simply
click on the letter or numbers in sequence. Click Del if you want
to backspace or Clear to clear the entry. Common Drum names
and the Last Name used are also available and are typed when
clicked.
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Upper case letters can be selected by clicking Caps. If you want
to change your entry you can point to a character in the name
and re-enter another letter or number.

Mame : AMBIENT 2 ACCEPT | 1QUIT

[T B8] (el I B B (] I T [ foe
o] ] E] R (] (] [ ] P P [ ] B

&2

)

BB FI BT ] RI P [ [ [ [eses

alafafalalnhEE

CLEAR

SMARE | [RIM | |TOM | [HIHAT| |SYMBAL| | LAST NAME

To cancel the Save Kit As operation click Quit.

Click Accept when you are happy with the name. The new Kit
will have the same Drums and Samples as before but will have
the new Kit Mixer Settings. This is now the Active Kit.

If the name you have chosen already exists, a Name Exists
Window will appear:

MAME ALREADY EXISTS

REMAME Change its Mame

REPLACE Overwrite it

quit ;l

L=

This gives you the option to Rename the current Kit, using the
Alphanumeric Keyboard again, Replace the Kit, overwriting it
with the same name, or Quit the Save As cperation.
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LOADING OTHER KITS

Other Kits can be loaded from this Screen allowing you to make
another Kit Active and view it’s Mixer settings.

Loading Kits from Memory

Select Load Kit from the Memory menu to load a Kit from those
currently in Memory. If you have not saved recent changes to
the Mixer settings in the Active Kit, a Save Changes Window will
! appear:

SAYE CHANGES TO KIT 7

SAYE

Keep it

LOSE ! | Lose it forever

CONT

Continue with it

This gives you the option to Save any changes before loading
the new Kit, Lose them leaving the Kit as it was before changes
were made, or cancel the Load operation and Continue with
the current Kit, A Load Memory Catalog will now be displayed
unless you cancelled the operation from the Save Changes
Window.

Entries CATALOG

a b Ny —

Ambient 1

Dry Kit 1
DryKit 2 LOAD

Dry Kit 3 MEMORY

System Kit KIT

ACCEPT

QuIT
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To select a Kit place the Pointer on the name of the one you
want, and click. The Selected Kit will be indicated by a cross.
Click Accept to load the Kit. If there are more than 11 entries,
the other kits can be viewed by clicking the scroll arrows. The
double arrows will scroll @ page at a time while single arrows
scroll aline at a time.

The selected Kit name will appear at the top of the Screen and
the new Mixer settings will be displayed. This Kit is now Active.

Loading Kits from Disk

Kits can also be loaded from Disk by selecting Load Kit from the
Disk menu. The selected Kit will be loaded into Memory and
become Active. To save Memory space only Drums and Samples
which are not already in Memory will be loaded. If you have not
saved recent changes to the Mixer settings, the Save Changes
Window will appear as described above.

A Load Disk Catalog will now be displayed unless you cancelled
the operation from the Save Changes Window.

3 Entries CATALQOG

1 Rock 1

2 Rock 2

3 Rock 3 LOAD
DISK
KIT

NEW DISK

;

ACCEPT

quIT

If you wish to view or select kits on another Disk, replace the Disk
in the Drive and click New Disk. The Catalog will now list the kits
on the new Disk.

Select the Kit to be loaded from the Catalog and click Accept
to load it.

The selected Kit name will appear at the top of the Screen and
the new Mixer settings will be displayed. This Kit is now Active.
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SPECIAL MIXER FUNCTIONS

Initialise Mixer

If you have been experimenting with the Mixer settings and you
decide that you want to reset All the controls, you can select
Initialise Mixer from the Special menu to do this for you. This
useful function will reset Length to maximum, Tune to zero, Pan to
the centre and Volume to maximum on all of the sixteen Pads

Set All Mute/Solo Off

If you have a number of Channels Muted | either individually or
by a Soloed Channel, you can clear all of the Mute and Solo
Switches by Selecting Set All Mute/Solo Off from the Special
menu.

Set Pot and Slider Ranges

( 3 YeryCourse ()|

¢ ) Extremely Course (o)

Selecting Set Pot & Slider Ranges from the Special menu open
a Range Window:

SET MIKER SENSITIVITY

Length/Tune & Yolume
Pan Pots Slider
£ ) Fine ()
(o) Medium ()
¢ ) Course () F

=

This allows the 'gearing’ of the Tracker Ball to be adjusted so that
you can make coarse or fine adjustments to the pots and sliders.
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LEAVING THE KIT MIXER SCREEN

Once you have finished working with the Kit Mixer you can return
to the Kit Select Screen by pointing to the NEXT box, holding the
Select button to show the Next Menu, rolling the Tracker Ball
down until the arrow is pointing to Quit and releasing the Select
button.

If you have altered the Mixer settings, but have not saved them
yet, the Save Changes Window will be displayed. before you
can leave the Kit Mixer.

SAYE CHANGES TO KIT 2

SAVE

‘LDSE 5! Lose it forever

CONT

Keep it

Continue with it

Save

If you wish to keep the recent changes, click on the Save box.
The Name Exists Window will appear again.

You can Replace the active Kit with the changes, Rename it to
create another with the new Mixer settings, leaving the original
intact, or Quit to cancel the Save operation and remain on the
Kit Mixer Screen.

Lose

If you don’t want to save any changes, click on the Lose box.
This leaves the settings of the Mixer as they were when you
loaded the Kit, losing the changes you made. The Kit Select
Screen will now be displayed.

Cont

If you selected Quit from the Next Menu by mistake, or changed
your mind about leaving the Kit Mixer, you can cancel the Quit
operation and continue with the Screen, by clicking the Cont
box.

Using SDX 4-9
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Eit Configuration

} So far you should have used the Kit Select Screen to load Kits

I from your Sound Disks and used the Kit Mixer Screen to adjust

1 the Length, Tuning, Pan position and Level of the Drums in the
Active Kit,

WHAT IS A KIT?

| Before going any further, let’s look at what makes a Kit.

ZI Drum Pad

Each Kit is a configuration of 16 Pads. The diagram shows the
Pads which make up a Kit and the components which make up
Pad 2, the Snare. All the other Pads have the same basic con-
struction, but may have a different number of Voices.

When a Kit is selected. SDX loads the following components for
each of the 16 Pads. Using the Kit Configuration Screen, you
can view these components or change them to make up your
own Kits.

Using SDX 4-11
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® Pad Type
Pad type can be Bass, Snare, Rim, Tom, Symbal, Hi-Hat
or Pitched. Selecting c Pad Type effects the character
istics that Pad will have on other Screens.

o Drum
Drum defines the sound that is created when the Pad is
hit. It has two main components - A Head and Samples.

® Voice Assignment
A Voice creates the Drum sound by combining the digi-
tally recorded Drum Sample and the Drum Head informa
fion. Each Pad can be assigned any number of SDX’s 16
Voices. The Snare Pad has a default of 3 Voices.

® MIDI Note
As well as playing the Drum Sound, hitting a Pad will
cause a MiDI Note to be transmitted from MIDI Out. This
allows external MiDI Keyboards or Voice Expanders to be
triggered from SDX.

@ MIDI Channel
Selecting different MIDI Channels allows the Notes trans
mifted from Pad hits to be sent to different MID! instru-
ments.

® MIDI Program
Each Kit can have a MID! Program Change assigned. This
will be transmifted when the Kit is made Active. If any
Pads are assigned to different MIDI channels, the program
Change will be sent on ecch of the different Channels.

4-12 WD) Progroem Chonges are ransmitted on e Bass Pad's channefonly.
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SELECTING THE KIT CONFIGURATION SCREEN

if you are still on the Kit Select Screen, point to the KIT EDIT box,
then press and hold the Select Button to display the Kit Edit
Menu. Roll the Tracker Ball downwards to the second choice, Kit
Configuration, then release the Select Button. If you are on the
Kit Mixer Screen, select the Next Menu and choose Kit Configu-
ration.

[kt CDNF!GUR&%TIUHLLMEMDR‘Y | [Disk] [sPECIAL| |[MEXT]
Kit Mame : AMEBIENT 1
OTHER & Bass Snare Rim Pad 4
EDIT MID] /@‘\ @
Drurn Mame &MB Bass AMB Snare AMB Rim AMB Tom 1
Yoices 1-8 0000000 08880000 0000e0a0n fofelatetel X 1 )
Q-15 00000000 00000000 00000000 YYILI1Y
Pad S Pad 5 Pad 7 Pad §
Drum Mame &MEB Tom 2 AMB Tom 3 &MB Tom 4 AMB Tom 5
Yoices 1-8 [YoYeYe¥-T T J | [YeYeloIsL X 1 | 00000ORee [oYalelel=T T I}
9-15% YTIII1IY) YTI11111) sscseene TIIIily

The Kit Configuration Screen is now displayed. This is one level
down from the Kit Select Screen, since we are inside the active
Kit. Think of it as being on the same level as the Kit Mixer, but
viewing the Pad parameters within the Kit. The Active Kit name is
displayed at the top of the screen.

When you loaded your Kit from the Kit Select Screen, SDX auto-
matically loaded all the Pad Types, Drums, Voices, MiDI Notes,
and Channels for the 16 Pads in this Kit.

OTHER 8

Using SDX

When you first enter this Screen, Pads 1 to 8 will be displayed. You
can altemate between the two sets of Pads by clicking on the
OTHER 8 box. Click once to view Pads ¢ to 16, click again to
retum to Pads 1 to 8. You can also alternate between the two
sets of pads by clicking the right - hand Select Button.
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SELECTING THE PAD TYPE

The type of Pad currently assigned is indicated by an icon under
the Pad name. If you wish to change the Pad Type, point at the
icon to be changed and click. Apart from the first 3 Pads which
are fixed as Bass, Snare and Rim, you can have any combina-
tion of Toms, Symbails, or Pitched Drums and one Hi-Hat.

Pad 1 - Bass

Clicking on the Bass icon produces a Select Pad Type Window.

Bass

SELECT PAD TYPE

!

Pitched

ACCEPT uunJK

4-14

Two icons are displayed, Bass and Pitched. These are the only
ones which can be assigned to the Bass Pad. If you wish to make
the Bass Pad pitched point at the Pitched icon and click, then
click on Accept. The window disappears and the Pitched icon
appears as the Bass Pad. To change back to the Bass Pad click
on the Pitched icon to open the Pad Select Window again,
select the Bass icon and click Accept.

Pad 2 - Snare

Click on the Snare icon to open the Select Pad Type Window
again. This time Snare and Pitched icons appear. These are the
only ones which can be assigned to the Snare Pad. if you wish to
make the Snare Pad pitched point at the Pitched icon and click,
then click on Accept.

Pad 3 - Rim

Click on the Rim icon to open the Select Pad Type Window
again. Bass, Rim and Pitched appear this time. These are the only
ones which can be assigned to the Rim of the Snare Pad.

Bass is provided so that you can have two Bass Drums in your Kit,

To do this point at the Bass icon and click, then click on Accept.

Using SDX V1.1
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Pads 4 -16 Tom, Symbal, Pitched or Hi-Hat.

Clicking on any of the other icons produces the following Select
Pad Type Window :

u(‘(’+r( 4«"-,0;

—— S — m—— ——

SELECT PAD TYPE

Hi - Hat

Tom Pitched

v /.2
The Pod Type asDeint v:x;:mu“n now cor
Pud 9 - Syrnledl

pL:Li ] Elﬂuu
Pad 2 - Share
Pad 3 -Rirn
Padd-Tom
Pocd5-To rn
Pt b - Tom
Pad7-Tarmn
Fuogcd 3 - Taum

Pad 10 - Syrnbal
Pad 11 - Symibal
Poicd 12 - Symibal
Poct 13 - Syrmiboal
Pad 14- A,'mbtﬂ
Pad 15 - Symibal
Pogcd 16 - Hi-Hat

Bass Sncre

SCCEPT QUHJ.K

Tom, Symbal, Pitched and Hi-Hat icons are displayed. These can
be assigned to any of the remaining Pads. The only restriction is
that you can only have one Hi-Hat. To select your Hi-Hat Pad
point at the Hi-Hat icon and click, then ciick on Accept. The Hi-
Hat Pedal will always operate the Pad you have chosen.

Special Pad Functions

The Special Menu contains two Functions which help with select-
ing Pad Types. Point to the SPECIAL box and select to display the

. Special Menu.

\O Choose Pad Type as Defauit to set all 16 Pad Types to
their defautt setting :

Rim Pad 4 Pad 5 Pad 6 Pad 7 Pad 8

J G0 G G0 &2

Pad 13 Pad 14 Pad 15 Pad 16

' ) Choose Pad Type All Pitched to set all 16 Pads to be

Pitched. P
L)
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ASSIGNING DRUMS

When you loaded your Kit, SDX automatically loaded all the
Drums required by that Kit. You can see the Drums which are
assigned to each Pad by the Drum Name under the Pad’s icon.

Selecting other Drums from Memory

You can change the Drums currently in the Kit by replacing them
' with others from Memory or Disk. Place the Pointer on the Drum
Name of the Snare Pad, and Click. A Kit/Prum Assigning Win-
1 dow appears.

KIT / DRUM ASSIGHI NG
EDIT ASSIGN ey
‘l-:' = }t‘ Th [ }C"!‘M Aﬂ.;m ‘l_z".}'iﬂ;j[:;l..'._l
Sample Assign Memory,Drum rcwt Ficta cncher oo, Rew Deum, see 4- 31,
Drum Head Disk Drum {Load It)
Quit

This window allows other Drums to be selected from Memory. by
clicking Memory Drum, or loaded from Disk by clicking Disk
Drum . Click Memory Drum. The Kit/Drum Assigning Window is
replaced by a Load Memory Drum Catalog.

16 Entries CATALOG
X 1 AMB Bass

2 AMBRim

3 AMB Snare LOAD

4 AMB Tom 1 MEMORY

S5 AMBTom 2 DRUM

& AMBTom 3

7 AMB Tom 4

8 AMB Tom S

9 Symbal 1 ACCEPT

10 Symbal 2

11 Symbal 3 QuUIT
L
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All the Drums which are currently in Memory are displayed in the
Catalog. Point to Entry 4, AMB Tom 1 and click. The Entry will now
be marked with a Cross. Click Accept to select this Drum. The
Catalog Window closes and the Snare Pad now has AMB Tom 1
displayed as its Drum Name.

Try playing the new Snare. The sound has changed to an Ambi-
ent Tom, the same as that produced by playing Pad 5. Note that
the Rim sound hasn’t changed and is still produced when the
Rim of the Snare pad is hit.

Click on the Snare’s Brum Name to open the Kit/Drum Assigning
Window again and click Memory Drum. Select Entry 3, AMB
Snare and click Accept. The Snare Pad displays AMB Snare
again. Try playing the Snare Pad to check that the original sound
has returned.

Selecting other Drum from Disk

Click on the Snare’s Drum Name again to open the Kit/Drum
Assigning Window, but this time click on Disk Drum.

Using SDX

.
16 Entries CATALOG
% 1t AMB Bass
2 AMB Rim
3 AMB Spnare LOAD
4 AME Tom 1 DISK
5 AMB Tom 2 DRUM
& AMB Tom 3
7 AMB Tom 4
8 AMBTomS @ﬂ
9 Symbal 1 ACCEPT
10 Symbal 2
11 Symbal 3 QuUIT

Try playing the new Snare.

All the Drums which are currently on the Disk in the Drive are
displayed in the Catalog. If you havn’t changed Disks since you
loaded the Kit, the Drums will be the same as the ones you have
in your Active Kit, Remove the Disk from the drive and replace it
with another one of your Sound Disks. Now point to New Disk
and click. The Catalog will now show all the Drums on the Disk
you have just inserted. Choose a Drum from the new entries and
click Accept.

The Disk drive will become active and a Loading Drum ... Please
Wait message will appear until the Drum is loaded. The Drum
Name you have chosen now appears under the Snare icon.
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‘ You can see how easy it it to customise the Kits supplied from

4-18

your Sound Disks, constructing new unique Kits, simply by mixing

' the Drum sounds. Once you have created a Kit you particularly

like, you can save it to a new Disk.

VOICE ASSIGNMENT

if you have only one Voice per Pad, the Voice will restart the
sound creation process every time it is hit. Fast rolls or flams, can
sound rather unnatural - the *‘machine gun’ effect !

To avoid sounding artificial, SDX allows several of it's 16 Voices to
be assigned to one Pad. The default setting for the Snare Pad is 3
Voices.

Voice Rotation

When several Voices are assigned to one Pad. they are used in
Rotation. Take the Snare Pad for example. On the first hit, the first
Voice will start to create the Snare sound. If hit again, the second
Voice will start to create the same Snare sound while the first is
decaying. If hit again, the third Voice will sound while the other
two are decaying. This provides a much more natural simulation
of what happens in an acoustic Snare.

Voice Robbing

if a Pad it hit while all of it’s Voices are sounding. a Voice Rob-
bing Algorithm is used. This is a rule which causes the one with
the lowest Dynamic level to be ‘stolen’, that is stopped and
restarted with the Dynamic of the new hit. Stealing the quietest
hit makes the re-start process aimost unnoticable.

Assigning Voices to a Pad

There are 16 Voices available in SDX. The Voice Assignment for
each Pad is shown as two rows of circles, called switches, under
each Drum Name. The top row represents Voices 1 to 8 and the
bottom row., Voices 9 to 16.

When a switch is on it’s circle is filled, indicating that the Voice
has been assigned to that Pad. Conversely, when a switch is off
and the circle is empty, the Voice is not assigned to that Pad.

To assign a Voice which is off, simply point to the Voice’s switch
and click it on. Click again to tum it off.

When the same Voice is assigned to more than one Pad, it is
known as a Shared Voice.

Individual Voice Qutputs

Individual Voice Outputs are provided to allow Voices to be
connected to an extemal Mixer or treated using outboard
Effects. These Outputs, available via sockets situated on the rear
panel of the SDX Console, are monophonic and will not be

effected by the Pan or Volume settings on the Kit Mixer Screen.
Using SDX V1.1
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Bass

| 910/

Pad

Z 9DI0A

Snare

Rim

Voice Outputs 1-16 do not automatically
correspond to Pad Inputs 1-16.

Note:

Each Voice Output corresponds directly to it's switch on the Kit
Configuration Screen. Therefore, to make the Bass Drum sound
come from Voice Output 1, you must switch on Voice 1 in the
Bass Drum.

if you assign more than one Voice to a Pad, creating a Multi-
Voice Drum, the scund will Rotate around each of the corre-
sponding Voice Qutputs, Therefore you will need an external
mixer to create a Multi-Voice Drum from the Individual Qutputs.

Since the most common Multi-Voice Drum will be the Snare. A
separate Snare Qutput is available which provides a mixed
version of Voices 2, 3 and 4. These are assigned to the Snare Pad

by default.

Special Voice Functions

The Special Menu contains three Functions which help with
Voice Assignments. Point to the SPECIAL box and select to
display the Special Menu. '

o Choose Voice Assign as Default to set all Pads to their
default Voice assignment :

Pad 4 Pad 5 Pad 6 Pad 7 Pad 8

The Yoice Assign as Defaatoption now corfigunes the Yoices oz ollows -

4-19

€ 9JI10A

Pod ! -Yoice ]

Pod 3-Yioice s

Padd - Yoices 10- 14 Sk Pad 16

Pad?2-%oices23,4 Pod 0 -VYoices 10 - 16 g

o 11 -Yoices 10- 16 HHL
Pudd-Yoices6,7,8%  Pod)2-Yoices 10- 16 )
PadS-Yaoice26 7489 Podl13-VYoices10- 16
Pad6-Yoices6,759  Pod14-Yaice: 10-16
Pad7-%oices 6,759  Padl5-Voices 10- 16
Padi-Yoices 6783 Podle-Voicess T
s 1sl 1] (5] 18] |5] |2 sl gl |g] |g] |&
SIS 181 (81 181 (8] |8 ol (of |8] |8 {8
Sy e Y1l el e Sl e (R (of (o

Using SDX

Bass is assigned to Voice 1
Snare is assigned to Voices 2, 3 and 4
Rim is assigned to Voice 5

Pads-4~1é-are-assigned-to-sharetheremainingH-Voices

Unless all 16 Individual Outs are connected to a Mixer, this
should only be selected when using the Stereo Output.
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’ L Choose Voice Assign 1to 1 to assign one Pad to one

Voice.
| Bass will use Voice 1, Snare uses Voice 2 and so on up 1o

’ Pad 16 using Voice 16.

Pad b Pad?7 Pad 9 Pad 11 Pad 13 Pad 16

Pad 6 Pad 8

J| &2

< < < < < <
SARCIRE S| (1] 1l |1g] |g] |g of |s| |g| |g] |2
ol 18] |3 ol |0 |8] |8] [8] |© of o] (o] [of |©
— N w ) o ~ ™ 0 3 S S = o >
This should be selected when using Individual Outputs.
L Choose Voice Assign All to All to assign all 16 Pads to all
16 Voices. This means that any Pad can use any Voice,
using the Rotational and Robbing Algorithms discussed
previously.
Snare Rim Pad 4 Pad 5 Pad 6 Pad 7 Pad 8

| ®2I0A
Z 90I0A
€ 9010A
7 9DI0A
G 8010A
9 9210/
[ 9DI10A
g 92I0A
& 9DI0A
0l ©210A
Z1 90I0A
€1 92I10A
1 8JI0A
Gl 92I0A
Q1 8JI0A

Unless all 16 Individual Quts are connected to a Mixer, this
should only be selected when using the Stereo Output.
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EDIT MIDI

Clicking on the EDIT MIDI box will change the Voice Assignment
Switches into a MIDI Note and Channel for each Pad. The box
name also changes to EDIT VOICE. The Kit Configuration Screen
now |0oks as follows :

KIT CONFIGURATION | | MEMORY | | DISK | [SPECIAL] [MERT]
Kit Mame : AMBIENT 1
OTHER 8 Bass Snare Rim e Pad 4
EDIT VOICE @
Drum MName AMB Bass AMB Snare AMB Rim AMB Tom 1
MiDl Mote 60 61 62 63
Channel 1 1 1 1
MI Dl Pad 5 Pad 6 Pad 7 Pad 8
Prog: 6 @ @
Drum Name AMB Tom 2 AMB Tom 3 AMB Tom 4 AMB Tom 5
MIDI Mote 64 65 BH 67
Channel 1 1 1 1
Clicking on EDIT VOICE will cause the Voice Assignment Switches
to be displayed again. Alternating between these two displays
does not effect MIDI or Voice Assignments.
MIDI PROGRAM

Us

A MIDI Program Number is displayed on the Screen, next to MIDI
Prog.This Program Change will be transmitted from MIDI Out
when the Kit is made Active. To Change the assigned MIDI
Program place the Pointer on the number, then press and hold
the Select Bufton. A numeric box will appear allowing you to
increase the Program number, by rolling the Tracker Ball up-
wards, or decrease it by rolling downwards. Any value from 1 1o
128 can be selected.

ing SDX 4-21
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MIDI NOTE

a-22

I

-y

As well as playing the Drum Sound, hiting a Pad will cause it's
MIDI Note to be transmitted with the Pad Dynamic from MIDI
Out. If the Pad Type is Pitched then ¢ Range of MIDI Notes can
be played. by altering the strike Position on the Pad.

When a MIDI Note is received at MIDI In it will be compared to
the Channels then Notes, assigned to the 16 Pads. If a match is
found. the corresponding Crum will be played at its current Pitch,
but with the received MIDI Dynamic Level. If the Pad Type is
Pitched then the Drum will be played at the Pitch of the incom-
ing MIDI Note, provided that it is within the assigned Range.

Assigning a MIDI Note to a Pad

Place the pointer on the MIDI Note of the Pad you wish to
change, then press and hold the Select Button. A numeric box
will appear allowing you to increase the Note Number, by rolling
the Tracker Ball upwards, or decrease it by rolling downwards.

Any value from 0 to 127 can be selected.

When a Pad is hit it's assigned MIDI Note will be transmitted. with
the strike dynamic value, from MIDI Out, If the same MIDI Note is
received at MIDI In, the corresponding Pad will be triggered with
the received MIDI Dynamic value,

Selecting a MIDI Note Range

If the Pad Type is Pitched two MIDI Notes will be displayed. These
allow a MIDI Note Range to be selected. Place the pointer on
the left hand MIDI Note of the Pitched Pad you wish to change,
then press and hold the Select Bufton. A numeric box will appear
allowing you to adjust the Lower Note of the Range. Select the
right hand MIDI Note and a numeric box will appear aliowing
you to increase the Upper Note of the Range.

When a Pad is hit the MiDI Notes transmitted from MIDI Out will
be chosen from the assigned MIDI Note Range according to the
Position of the strike. If hit in the centre the lowest Note will be
played. If hit at the edge the highest Note will be played.

_If a MIDI note, within the assigned range. is received at MIDI In,
the corresponding Pad will play at the MID! Pitch with the MIDI
Dynamic value.

When the Pad hype iz Piched and o MIEANo#e Ronge is disployed WIDI Hotes
received at MiDHn will pitch the Drum, provided they are within minge . MID Motes
fonsmitted fom BIDEOubwill not change with Posifion, oz stoted . Only e Lawer
Mote ofthe Range will be transmitted.
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MIDI CHANNEL

Selecting different MIDI Channels aliows the MIDI Notes transmit-
ted from Pad hits to be sent to different MIDI instruments. If you
wish to drive SDX from a MID! Sequencer you can assign each of
the Pads to a separate Channel. Each Pad can then be con-
trolled individually and multi-tracked.

Assigning a MIDI Channel to a Pad

Place the pointer on the MIDI Channel of the Pad you wish to
change., then press and hold the Select button. A numeric box
will appear dllowing you to increase the Channel Number, by
rolling the Tracker Ball upwards, or decrease it by rolling down-
wards.

Any Channel from 1 to 16 can be selected.

SPECIAL MIDI FUNCTIONS

The Special Menu contains four Functions which help with MIDI
Assignments. Point to the SPECIAL box and select to display the
Special Menu.

® Choose MIDI Notes as Default to set ali Pads 1o their
default MID] Note settings :

Bass Snare Rim Pad 4
- R ] - .
R '-,_: ‘_,.-f""- E T
60/ C5 61/ C#5 62 /D5 63 / D#5
Pad 5 Pad 6 Pad 7 Pad 8
64 / ES 65/ F5 66 | F#5 67 / G5
Pad @ Pad 10 Pad 11 Pad 12
68 | G#5 69/ A5 70 / A#5 71/BS
Pad 14 Pad 16

==

73/ C#6

Using SDX
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Using SDX

i o Choose MIDI Channel as Default to set all Pads to their
, default MIDI Channel settings :
|
| Bass Snare RIM Pad 4
D@ O ©@
Channel 1 Channel 1 Channel 1 Channel 1
Pad 5 Pad 6 Pad 7 Pad 8
0 3 G 03
| _I_,-’
| Channel 1 Channell  Channell  Channel 1
Pad 9@ Pad 10 Pad 11 Pad 12
0 Y L @
Channel 1 Channel 1 Channel 1 Channel 1
Pad 13 Pad 14 Pad 15 Pad 16
Channel 1 Channel 1 Channel 1 Channel 1
® Choose MIDI Note Decimal to display Notes in Numeric
format.
Note numbers range from 0 to 127, middle C =60. vt
® Choose MIDI Note Chromatic o display Notes in
Chromatic format,
Vclues range from CO to G: where'' = Octave 10.

V1.
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SAVING YOUR CHANGES

Once you have constructed your own custom Kit you'll probably
want to keep it. You can either save the changes to Memory -
remember that these will be 1ost when you power down - or save
them to Disk.

Save Kit

Selecting Save Kit from the Memory menu will save any changes
made to the Kit Configuration as part of the Active Kit in Mem-
ory, replacing the previous settings with current values. This will
not effect the same Kit on your Disk. You should select Save Kit
from the Disk menu if you wish to save the Configuration as part

Cn l\"[!v:«\'g 4 c'( T o Cub I i~ T& CiREaT

Save Kit As

Selecting Save Kit As from the Memory menu wil save the Con-
figuration as a new Kit in Memory, leaving the previous one as it
was. Selecting Save Kit As from the Disk menu will save any
changes as a new Kit on Disk. The Disk must be Unprotected.

When Save Kit As is chosen, an Alphanumeric Keyboard Win-
dow appears on screen allowing the new Kit to be named.

(RG] (e B ] (o] ] T 0 fee

Mame : AMBIENT 2 ACCEPT‘L quIT

o] b P EI B e BT R ] [ B I B

caps ][] [o J[] (] fod (] (] [i] ][] [ [oces
] I ] b ] ] [m) L [T (A

CLEAR

bass snare | {rim | {tom hihat | |symbal | [LAST NAME

Alphanumeric Keyboard Window

To enter your new Kit name, using up to 11 characters, simply
click on the lefter or numbers in sequence. Upper case letters
can be selected by clicking Caps. Click Del if you want to back-
space or Clear to clear the entry. Common Drum names and
the Last Name used are also available and are typed when
clicked.

Using SDX 4-25
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To cancel the Save Kit As operation click Quit.

Click Accept when you are happy with the name. The new Kit
will have the same Drums and Sampiles as before but will have
the new Kit Configuration. This is now the Active Kit,

If the name you have chosen already exists, a Name Exists
Window will appear.

1

——

MAME ALREADY EXISTS

REN&ME

REPLACE

Change its Mame

Overwrite it

This gives you the option to Rename the current Kit, using the
Alphanumeric Keyboard again, Replace the Kit, overwriting it
with the same name, or Quit the Save As operation.

LOADING OTHER KITS

Other Kits can be loaded from this Screen allowing you to make
another Kit active and view it's Configuration.

Loading Kits from Memory

Select Load Kit from the Memory menu to load a Kit from those
currently in Memory. If you have not saved recent changes to
the Configuration of the Active Kit, a Save Changes Window will
appear:

SAYE CHANGES TO KIT 7

SAYE

LOSE : | Lose it forever

CONT

Keep it

Continue with it
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This gives you the option to Save any changes before loading
the new Kit, Lose them leaving the Kit as it was before changes
were made, or cancel the Load operation and Continue with
the current Kit.

A Load Memory Catalog will now be displayed unless you
cancelled the operation from the Save Changes Window.

S Entries CATALOG
1 Ambient 1 iﬁllﬁl
2 DryKiti
3 DryKit2 LOAD
X 4 Drykit3 TR
S Systern Kit
ACCEPT
i (] [auiT
-_—_———————___——_—_—_—_J

To select a Kit place the Pointer on the name of the one you
want and click. The selected Kit will be indicated by a cross.
Click Accept to load the Kit.

The selected Kit name will appear at the top of the Screen and
the new Configuration will be displayed. This Kit is now Active,

Loading Kits from Disk

Kits can also be loaded from Disk by selecting Load from the Disk
menu. The selected Kit will be loaded intc Memory and become
active. Only Drums and Samples which are not already in Mem-
ory will be loaded. If you have not saved recent changes to the
Configuration, the Save Changes Window will appear as de-
scribed above.
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| A load Disk Catalog will now be displayed unless you cancelled
| the operation from the Save Changes Window.

3 Entries CATALOG
X 1 Rock1
2 Rock 2
3 Rock 3 LOAD
DISK
KIT

MEW DISK

;

ACCEPT

QuIT

Select the Kit to be loaded from the Catalog and click Accept
toload it.

The selected Kit name will appear at the top of the Screen and
the new Configuration will be displayed. This Kit is now Active.

MOVING TO THE KIT MIXER SCREEN

While you are working with the Kit Configuration Screen you can
move directly to the Kit Mixer Screen. Since both Screens are
inside the Active Kit and therefore are on the same level, you
can swap between them without saving any changes.

Point to the NEXT box. and while holding the Select Button to
show the Next Menu, roll the Tracker Ball down until the arrow is
pointing to Kit Mixer, then release the Select button. The Kit Mixer
Screen is displayed. You can now carry out any changes to the
Mixer seftings as described in Using the Kit Mixer. To return to the
Kit Configuration Screen again select Kit Configuration from the
Next Menu.

When you Quit from either of these Screens, 1o return to the Kit
Select Screen, the Save CHanges Window will open, allowing all
changes made 1o the Kit Mixer and Kit Configuration to be
Saved.
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EDITING DRUMS

So far you have loaded different Kits from your Sound Disks and
made new Kits by selecting combinations of Drums. Let's take a
ook at how one of SDX's Drums is constructed.

What is a Drum ?

A Drum defines the sound that is created when @ Pad is hit, using

twoO main components - A Sample and a Head.

@ A Sample is a digital recording of a red! instrument, stored
in memory. - It defines whaf sound is played.

® A Head is a collection of parameters which control the
way in which the Drum changes in real-time. - It defines
how the sound is played.

Both of these components can be effected by the Dynamic, or
weight, of each stroke as well as the Position, to make the sound
more responsive to your playing.

From the ilfustration, you can see that Drum Samples are proc-
essed by the Voice (or Voices - depending on the Voice assign-
ment), while the Drum Head defines the way in which the Sampie
is processed, controlling components within each of the Voice(s).

Drum Samples

Most Drums are made up of 9 Samples, (Bass, Rim, Pitched and
Hi-Hat are exeptions, but will be discussed later). A Sample is as-
signed to Soft, Medium and Hard hits for each of the Centre,
Inner and Quter Positions on the Drum.

When the Pad is struck one of the Samples is selected, corre-
sponding to weight and position of the strike, and played back
through the voice.

Drum Head

The Head defines how the Sample will be played by the Voice. A
Head is made up of a number of Surfaces. Each Surface deter-
rmines how a specific parameter within the Voice varies in time.
Each Surface can also be effected by the Dynamic and Position
of the strike.
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MAKING YOUR OWN DRUMS

By creating Mutli-Sampied, Multi-Voiced Drums with Dynamic
and Positional Drum Heads, SDX can produce the closest simuia-
tion of the acoustic instrument yet produced by electronic
means.

In the Sound Disk Library you will find Drums which exploit all of
these features. You can simply experiment with different combi-
nations until you have constructed your ideal Kit, or you may wish
to go further and make your own Drums by assigning your own
Samples and constructing Drum Heads.

You may have noticed, when loading Drums into a Kit, that the
Kit/Drum Assigning Window (click on the Pad’s Drum Name to
access) had two other choices that we didn’t mention. These
were Sample Assign and Drum Head which take you to the next
level down allowing Drums to be Edited.

EDIT

KIT / DRUM ASSIGNING

ASSIGN

Sample As3iqn Memory Drum

:

Drurm Head

Disk Drum {Load It)

QuiT

Sampie Assign

Clicking on Sample Assign takes you to the Sample Assign
Screen, allowing you to assign each of the Sampies to Dynamic
Level and Position. See Using Sample Assign.

Drum Head

Clicking on Drum Head takes you to the Drum Head Screen,
allowing you to construct a Drum Head from the various Surfaces.

See Usina Drum Head.
The Kif/Drum Amg:g‘f%fmduw riow has another Editoption, New Drum.

This provides you wnh an easty way to create o New Dum. When you click, this
opfona SelectDrum Type Window will appect, dllowing you fo select the type of
Drum you want fo crecte.

When you select a Drum Type, DramHeod parameters suitakle o thot fype of
Drum, will be locded and the Sample Assign Screen will be displayed with a Blonk
Drum. This saives you from having o setup Drum Head parameters, each fime
youcreate a New Drum. You con of course edit the Drum Head later, once you
have created the Sample Assignment you want.
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LEAVING THE KIT CONFIGURATION SCREEN

Once you have finished working with the Kit Configuration you
can retum to the Kit Select Screen by pointing to the NEXT box,
holding the Select button to show the Next Menu, rolling the
Tracker Ball down until the arrow is pointing to Quit and releasing
the Select button.

If you have altered the Configuration of the active Kit, but have
not saved it, a Save Changes Window is displayed, as de-
scribed above, before you can ieave the Screen.

SAYE

lLosE |

CONT

SHYE CHANGES TO KIT 7

Keep it
Lose it forever f

Continue with it P

Save

If you wish to keep the recent changes, click on the Save box.
The Name Exists Window will appear.

This window allows you to Replace the active Kit with the
changes, Rename it to create another with the new Configu-
ration, leaving the original intact, or Quit to cancel the Save
operation and remain on the Kit Configuration Screen.

Lose

If you don’t want to save any changes, click on the Lose box.
This leaves the Configuration as it was when you ioaded the
Kit, losing any changes you made. The Kit Select Screen will
now ke displayed.

Cont

If you selected Quit from the Next Menu by mistake, or
changed your mind about leaving the Kit Configuration
Screen, you can cancel the Quit operation and continue, by
clicking the Cont box.
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Using the Kit Configuration Screen you should now have an idea
of how a Kit is constructed and have tried building your own Kits
from the Drums supplied in the Sound Disk Library. The Kit Con-
figuration section described how SDX allows you to define a
Drum. If you have not read this section read ‘What is a Drum ?°.

The Sample Assign Screen allows you to edit individual Drums,
by changing the Samples assigned to Dynamic Levels and
Positions on the Pad. These Samples can be copied from other
Drums in the Sound Disk Library or can be original Samples you
have made yourself.

SELECTING THE SAMPLE ASSIGN SCREEN

The Sample Assign Screen is invoked from the Kit Configuration
Screen by clicking on the Drum Name of the Drum you wish to
edit and selecting Sample Assign from the Kit/Drum Assigning
Window.,

Let's look at how samples are assigned to the Snare.
From the Kit Configuration Screen, click on Drum Name for the

Snare. The Kit/Drum Assigning Window appears. Now click the
Sample Assign box. The Sample Assign Screen is displayed.

DRUM S&MPLE ASSIGN | [MEMORY| [DISK| [SPECIAL| | MEXT |

Pad: 2 Drum Name : 4MB Snare Dffset
13 Hard Dynamics Pitch Level
% 1~ brasssnl +Q0 + 00
brasssnl +00 +00
+—— brasssni +00 +00
Medium Dynamics Pitch Level
brasssni +00 +00
brasssni +00 +00
brasssnl +00 +00
Soft Dynamics Pitch Level
brasssnl +00 +00
brasssnl +00 +00
brasssni +00 +00

1

This Screen shows the Sample Assignment of the Snare inthe
Active Kit,
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Dynamic Levels

On the Screen there are 3 illustrations of a Drum Pad. These rep-
resent 3 Dynamic Levels to which Samples can be assigned.

® Hard Dynamics
[ Medium Dynamics
® Soft Dynamics

Dynamic Level Meter

Try hitting the Snare Pad. You will see @ line appear in the box on
the far left, comresponding to the weight of the strike. This is called
the Dynamic Level Meter.

. There are two lines, which cross the Meter, that define the thresh-

old points between the three Dynamic Levels.

® When the dynamic vaiue of a hit is below the Soft/Me
dium Threshold, a Soft Dynamic Sample will be chosen.

o When the dynamic value of a hit is above the Soft/
Medium Threshold but below the Medium/Hard Threshold,
a Medium Dynamic Sample wili be chosen,

® When the dynamic value of a hit is above the Medium/
Hard Threshold, a Hard Dynamic Sample will be chosen.

Medium Threshold Handle

The Soft/Medium Threshold can be adjusted to suit your playing
style by dragging the box at the end of the line, known as the
Medium Threshold Handle, up or down. To do this, point 1o the
box and while pressing the Select button, roll the Tracker Ball
upwards to move the line up or downwards to move it down.

Hard Threshold Handle

The Medium/Hard Threshold can also be adjusted to suit your
playing style by dragging it’s box, known as the Hard Threshold
Handle, up or down. To do this, point to the box and while press-
ing the Select button, roll the Tracker Ball upwards to move the
line up or downwards to move it down.

Strike Position

Each of the 3 Dynamic Levels is sub-divided into a further 3
sections, these represent the 3 Strike Positions to which Samples
can be assigned.

° Centre
When the Pad is hit on the Centre, a centre Sample will
be chosen.

L Inner
When the Pad is hit on the Inner ring, an inner Sample will
be chosen.

L Outer
When the Pad is hit on the Outer ring, an outer Sample
will be chosen.

Using SDX V1.1
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Current Dynamic/Position Marker

Each time the Pad is hit a Cross appears next to one of the
Sample names. This is called the Dynamic/Position Marker cnd
indicates which of the Samples has been chosen, according to
the Dynamic and Position of the Strike.

Try playing the Snare while watching the marker. Vary the Dy-
namic and Position of the hit, moving the marker between
Samples.

Pitch Offset

Each Sample can have a Pitch Offset of plus or minus 12 Semi-
tones. This allows the Pitch to be varied slightly up or down ac-
cording to Dynamic and Position. For example you may wish to
increase the Pitch slightly on the Outer ring to simulate the way in
which a Drum Skin becomes tighter at the edge.

Place the Pointer on the Pitch Offset of the Sample you wish to
change. then press and hold the Select button. A numeric box
will appear allowing you to increase the Offset, by rolling the
Tracker Ball upwards, or decrease it by rolling downwards.

Any value from -99 o +99 can be selected.

Double-Click on the value to reset it to zero.

Level Offset Mot e V13
Each Sample can also have a Level Offset of plus or minus & dB.
This allows the Level to be varied slightly up or down according
to Dynamic and Position. For example you may wish to increase
the Level more dramatically in the Centre on a Hard Dynamic to
crecte avery Loud Dynamic.

Place the Pointer on the Level Offset of the Sample you wish to
change, then press and hold the Select button. A numeric box
will appear allowing you to increase the Offset, by rolling the
Tracker Ball upwards, or decrease it by rolling downwards.

Any value from -99 to +99 can be selected.

Double-Click on the value to reset it to zero.

LOADING OTHER DRUMS

Other Drums can be loaded into the Sample Assign Screen, ai-
lowing you to view or copy their Sample Assignments. Note
that when a Drum is loaded the Drum Head for that Drum will
also be loaded overwriting the current Drum Head.
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i Loading Drums from Memory
Select Load Drum from the Memory menu to load a Drum from
those currently in Memory. If you have not saved recent changes

to the Sample Assignment of the current Drum, a Save Changes
Window will appear:

SAYE CHANGES TO DRUM 7 ll

SAVE Keep it

LOSE Lose it forever

CONT Cantinue with it

This gives you the option to Save any changes before loading
the new Drum, Lose them leaving the Drum as it was before
changes were made, or cancel the Load operation and
Continue with the current Drum.

A Lload Memory Drum Catalog will now be displayed unless you
cancelied the operation from the Save Changes Window.

h

Entries CATALOG

4B Bass

&MB Rim
AME Snare LOAD
AMB Tom 1y E"Rfmm’
&MB Tom 2

AMB Tom 3
AaMB Tom 4
4B Tom 5
Symbal 1

>

ACCEPT

Sumbal 2
Symbal 3 QuiT

— O OV W O N Hh W —

To select a Drum, click on it’s Drum name. The Drum will indicated
with a cross. Click Accept to load the Drum.

The selected Drum name will appear at the top of the Screen

and it's Sample Assignment will be displayed. This is now the
Active Drum.
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Loading Drums from Disk

Drums can also be loaded from Disk by selecting Load Drum
from the Disk menu. The selected Drum will be loaded into Mem-
ory and become Active. Only Samples which are not already in
Memory will be loaded. If you have not saved recent changes to
the Assignment, the Save Changes Window will open as de-
scribed above.

A Load Disk Drum Catalog will now be displayed unless you
cancelled the operation from the Save Changes Window.

16 Entries CAT&LOG
X 1 AMB Bass

2 4MB Rim L

3 AMB Snare LOAD

4 AMB Tom ! DISK

5 &4MB Tom 2 DRUM

6 AMB Tom 3

7 aMBTom 4 ‘

8 AMBTom S m

9 Symbal 1 ACCEPT

10 Symbal 2

11 Symbal 3 QuiT

|

Setect the Drum to be loaded from the Catalog and click
Accept to load it.

The selected Drum name will appear at the top of the Screen
and it's Sample Assignment will be displayed. This Drum is now
Active,

ASSIGNING SAMPLES

When you loaded the Snare Drum, SDX automatically loaded the
Samples for each Dynamic/Position along with the Threshold
Points and Offsets required by that Drum,

Selecting Cther Samples from Memory

You can change the Samples assigned to the Drum by replacing
them with others from Memory or Disk. Place the Pointer on the
Sampie Name at the bottom of the Screen, the Soft/Cuter
Sample and Click. A Drum/Sampie Assigning Window appears.
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SAMPLER

DRUM / SAMPLE ASSIGHNING

ASSIGH

Hew Sarmple

Memoriy Sample
B p »

~

Edit Sample

Disk Sample (Load It)

QUIT

8 Entries CATALDG

This window allows other Samples to be selected from Memory,
by clicking Memory Sample, or loaded from Disk by clicking Disk
Sample. ‘

Click Memory Sample. The Drum/Sample Assigning Window is
replaced by a Load Memory Sample Catalog.

1 ambbass
X 2 ambtom 1
3 brasssni LOAD
4 brasssn3a MEMORY
S hi-hatcs SAMPLE
6 hi-hato
7 nik 18"35b
8 Sys Sample
ACCEPT l
QuIT

To select Sample, place the Pointer-on the name of the Sampie
you require and click the Select Button. The entry will now be
marked with a cross.

Click Accept to load this Sample. The Catalog Window will close
and the new Sample name will now be displayed for all @
Dynamic/Positions.

If you play the Snare now, the sound will have changed to that
produced by the new Sample.

Note that it is only the Samples that have changed. the Snare still
has the same Drum Head and the same Voice and MIDI assign-
ments that it had on the Kit Configuration Screen.
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Click on the Snare’s Soft/Outer Name 1o open the Drum/Sample
Assigning Window again and click Memory Sample. Select the
original Snare Sample and click Accept. The original Sample
Names are displayed again. Try playing the Snare Pad to check

that the Snare sound has refurned.

Assigning Groups of Samples

® Select Soft/Outer
To load the same Sampile for all @ Sampies.

® Select Medium/Quter
To load the same Sample for ail émedium and hard Samppkss.

® Select Hard/Outer
To load the same Sample for alt 3hard Sampiles.

Special Assign Function

So far when we loaded a Sample it appeared in all of the 9
Dynamic/Position Sample Names. This is because ail of the
Samples were the same when we entered the Sample Assign
Screen and the Soft/Quter Sample was used to open the Drum/
Sample Assigning Window.

i If each group of Samples Soft, Medium or Hard has the same
1 Samples loaded you can quickly replace them as follows :

If any of the Samples are different, you may not be able to use
these group loads. However, you can make all the Samples the
same using a Special function calied Set All.

Point to the SPECIAL box and select Set All as Soft/Quter from
the Special Menu. All the Dynamic/Position Sample names will
change to the Soft/Cuter Sampile Name.

You can now use the group loads described above.

Selecting other Samples from Disk

7 Entries CATALDG
X 1 ambbass
Z2 ambtom |
3 brasssni LO&D
4 brasssn3a gflh?"lKPLE
5 hi-hatcs
6 hi-hatao
7?7 nik 18"35b ‘
MEW DISK |
ACCEPT
QuIT

Using SDX

Click on the Hard/Outer Sample Name 1o open the Drum/
Sample Assigning Window, but this time click on Disk Sample.
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All the Samples which are currently on the Disk in the Drive are
displayed in the Catalog. If you havnt changed Disks since you
loaded the Kit, the Samples will be the same as the ones you
have in your active Kit. Remove the Disk from the drive and
replace it with another one of your Sound Disks. Now point to
New Disk and click. The Catalog will now show all the Samples
on the Disk you have just inserted. Choose the a Sample from the
new entries and click Accept.

The Disk drive will become active and a Loading Sample,...
Please Wait message will appear until the Sample is loaded. The
new Sample Name now appears for the 3 Hard Samples.

Try playing the new Snare. For Soft and Medium hits it plays

- normally but when hit Hard the new Sample will be played.

Click on the Hard/Outer Sample Name to open the Drum/
Sample Assigning Window again, and click on Memory Sample.
You will see from the Load Memory Sample Catalog that the
Sample you have just loaded has been added to those in Mem-
ory. Select the original Sample again and click Accept.

The previous Sample Names are displayed again. Try playing the
Snare Pad to check that the Snare sound has returned for all
Dynamic Levels.

Assigning a different Sample to the Centre

Let’s try assigning a different Scmple to the Centre of the Snare
Pad.

® Click on the Soft/Centre Sample Name to open the Drum/
Sample Assigning Window, and click on Memory Sample.
Select ¢ Sample from the Load Memory Sample
Catalog and click Accept.

L Click on the Medium/Centre Sample Name to open the
Drum/Sample Assigning Window again, and click Memory
Sample. Select the same Sample from the Load Memory
Sample Catalog again and click Accept.

® Click on the Hard/Centre Sample Name to open the
Drum/Sample Assigning Window again, and click Memory
Sample. Select the same Sample from the Load Memory
Sample Catalog again and click Accept.

The Sample Names in the 3 Centre positions display the new
Sample

Try playing the Snare Pad. Hits in the centre will play the new
Sample at all Dynamic levels. Hits on the Inner and Outer rings
sound like the original Snare.

Now select Set All as Soft/Outer from the Special Menu to
assign all the Samples with the Soft/Outer Sample.

All the Sample Names have changed tothe criginai Scmple
again. Try playing the Snare Pad to check that the Snare sound
has returned for all Positions.
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You can see how easy it it to customise the Drums supplied from
your Sound Disks, constructing new unique Drums, simply by
mixing the Sample assignments.

SAVING YOUR CHANGES

Once you have created a Drum you particularly like, you can
save it to Memory - remember that all data will be lost when you
power down - or save it to Disk, as a special Drum, or as part of a
new Kit.

Save Drum

Selecting Save Drum from the Memory menu will save any
changes made to the Sample Assignment as part of the Drum in
Memory, replacing the previous Assignments, This will not effect
the same Drum on your Disk, You should select Save Drum from
the Disk menu if you wish 1o save the Assignment as part of the
Drum on Disk.

Save Drum As

Selecting Save Drum As from the Memory menu will save the
Assignment as a new Drum in Memory, leaving the previous one
as it was. Selecting Save Drum As from the Disk menu will save
any changes as a new Drum on Disk. The Disk must be Unpro-
tected.

When Save Drum As is chosen, the Alphanumeric Keyboard
Window opens, allowing the new Drum to be named.

To enter your new Drum name, using up to 11 characters, simply
click on the letter or numbers in sequence. Upper case letters
can be selected by clicking Caps. Click Del if you want to back-
space or Clear to clear the entry. Common Drum names and
the Last Name used are also available and are typed when
clicked.

If you wish to cancel the Save Drum As operation, click Quit.

Click Accept when you are happy with the name. The new
Drum will have the same Drum Head as before but will have the
new Sample Assignment.

If the name you have chosen already exists, the Name Exists
Window will open. This gives you the option to Rename the
current Drum. using the Alphanumeric Keyboard again, Replace
the Drum, overwriting it with the same name, or Quit the Save
Drum As cperation.
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LEAVING THE SAMPLE ASSIGN SCREEN

Once you have finished working with the current Drum you can
return to the Kit Configuration Screen by selecting Quit from the
Next Menu.

if you have aitered the Sample Assignment of the Drum, but
have not saved it, a Save Changes Window is displayed, before
you can leave the Screen.

S&VE CHANGES TO DRUM 7

SAVE
A

——

Keep it !

Lose it forever *

Continue with it

Save

If you wish to keep the recent changes, click on the Save box.
The Name Exists Window will open.

This window allows you to Replace the current Drum with the
changes, Rename it to create another with the new Assignment,
leaving the original intact, or Quit to cancel the Save operation
and remain on the Sample Assign Screen.

Lose

If you don’t want to save any changes, click on the Lose box.
This leaves the Assignment as it was when you loaded the Drum,
losing any changes you made. The Kit Configuration Screen will
now be displayed.

Cont

If you selected Quit from the Next Menu by mistake, or changed
your mind about leaving the Sample Assign Screen, you can
cancel the Quit operation and continue, by clicking the Cont
box.
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A s sign

BASS, RIM AND PITCHED SAMPLE ASSIGNING

Samples for the Tom and Symbal Pads are assigned in the same
way as described for the Snare. However, Bass, Rim, Pitched
and Hi-Hat, are different from the others as they don’tproduce
positional information and therefore cannot have position
Samples

Bass Drum Sample Assign

i Click on the Bass Drum Name and select Sample Assign from

the Kit/Drum Assigning Window.

The Sample Assign Screen for the Bass Drum is displayed.

[DRUM SAMPLE 4351GH | {MEMORY] [DISK] |SPECIAL| | MEXT |

Pad : 1 Drum MName : AME Bass Offset

it

i\

Bazs

Hard Dynamics Pitch Level

ambbass "K +00 +00

Medium Dynamics

Pitch

Level

FP

Bass
ambbass +00 +00
Soft Dynamics Pitch Level

Bass
ambbass +00 +00

Obviously there are no Position Samples, since the Beater of the
Bass Pedal can only strike the Centre of the Drum. However, the
3 Dynamic Samples, Thresholds and Offsets can all be assigned in
the same way ¢s the Snare Drum.

Other Drums can be Loaded or Saved using the Memory and
Disk Menus as described for the Snare.

To leave the Bass Sample Assign Window, save any changes

then select Quit from the Next Menu.
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Rim Sample Assign

Click on the Rim Drum Name and select Sample Assign from the
Kit/Drum Assigning Window.

The Sample Assign Screen for the Rim is dispiayed.

|[DRUM S&MPLE 4S3IGN | E*”IEMDRYJKEJISK] ISPECIAL| | NEXT |

Fad: 3 Drum Mame : AMB Rim Offset
i 3. Hat'd Dynamics Pitch Leve]
é -, Rim |
ll\ 7
l'.l brasssn3a +00 +00
L
Medium Dynamics Pitch Level
Rim
E \ brasssn3a +00 +00
Soft Dynamics Pitch Level
Rim

@ brasssn3a +00 +00

There are no Position Samples, since the Rim has only one Position
- the edge of the Snare Drum. However, the 3 Dynamic Samples,
Thresholds and Offsets can all be assigned in the sgme way as
the Snare Drum.

Fe

Other Drums can be Loaded or Saved using the Memory and
Disk Menus as described for the Snare.

To leave the Rim Sample Assign Window, save any changes
then select Quit from the Next Menu.
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Pitched Drum Sample Assign

Click any Drum Name with a Pitched icon and select Sample
Assign from the Kit/Drum Assigning Window.

i The Sample Assign Screen for a Pitched Drum is displayed.

[DRUM SAMPLE ASSIGM | {MEMORY| [DISK] [spEcm‘Lé | NEXT |
Pad : 12 Drum Mame : Choir Offset
31 Hard Dynamics Pitch Level
Pitched
4 Yocal 3 +00 +00
" Medium Dynamics Piteh Level
itche
bﬂ
Yocal 3 +00 +00
/ roned Soft Dynamics Pitch Lewvel
itche
* m
. - Vocal 3 +00 +00
1

Pitched Drums are those which would normally be played by an
external MIDI Instrument, connected to MIDI in. MIDI Keyboards
normally fransmit Note events with Dynamics. SDX uses the Dy-
namic information to select one of the 3 Dynamic Samples and
the Note information to Pitch the Sample. Therefore there are no
Position Samples.

Dynamic Samples, Thresholds and Offsets can all be assigned in
the same way as the Snare Drum.

Other Drums can be Loaded or Saved using the Memory and
Disk Menus as described for the Snare.

To leave the Pitched Sample Assign Window, save any changes
then select Quit from the Next Menu.
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HI-HAT SAMPLE ASSIGNING

Click on the Hi-Hat Drum Name and select Sample Assign from
the Kit/Drum Assigning Window.

The Sample Assign Screen for the Hi-Hat is displayed.

DRUM SAMPLE ASSIGH | [MEMORY| [DISK| [SPECIAL] | NEXT | T

Fad - 16 Drum Mame : Hi Hat Open Pitch Level
Pedal Range .
p— Upen {:l _.__\2 hihat open +00 +00
—4 hihat open +00 +00
/r Sizzle Pitch | Level
] ?> = hihat sizz +00 +00
T —+ hihat sizz +00 +00
/ Closed Pitch Level
¢ = }x hihat clos +00 +00
ﬁl » S| | hihat clos +00 +00
~

(_L l Pedal Trigger Pitch Lewvel
| Closed 4£g hihat ped +00 +00

The Hi-Hat Sample Assign Screen is different from all the other
Sample Assign Screens because it does not use Dynamic infor-
mation from the Hi-Hat Pad. Instead. it uses the Pedal position to
select between 3 groups of Samples or frigger a separate
Sampile. The Hi-Hat will still be Dynamic when you play it, you just
can't assign Samples to each level.

Pedal Positions

Onthe Screen there are iljustrations of 3 Hi-Hats and a Pedal.
These represent 4 Hi-Hat states 1o which Samples can be as-
signed.

[ Hi-Hat Open
[ Hi-Hat Sizzle
® Hi-Hat Closed
® Pedal Trigger

Pedal Position Indicator

Try pressing the Hi-Hat Pedal. You will see an indicator move in
the box on the far left, comesponding to the position of the
Pedal. This is called the Pedal Position Indicator.
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There are two lines, which cross the box, that define the Threshold
points between the Hi-Hat states.

® When the Pedal position is above the Open/Sizzie
Threshold, an Open Sample will be chosen.

® When the Pedal position is below the Open/Sizzie
Threshoid but above the Sizzle/Closed Threshold, a Sizzle
Sample will be chosen.

® When the Pedal position is below the Sizzle/Closed
Threshold, a Closed Sample will be chosen.

Sizzle Threshold Handle

The Sizzle/Closed Threshold can be adjusted to suit your playing
style by dragging the box at the end of it's line, known as the
Sizzle Threshold Handle, up or down. To do this, point to the box
and while pressing the Select button, roll the Tracker Ball upwards
to move the line up or downwards to move it down.

Open Threshold Handle ﬂ

The Open/Sizzie Threshold can also be adjusted to suit your
playing style by dragging it's box. known as the Open Threshold
Handle, up or down. To do this, point to the box and while press-
ing the Select button, roll the Tracker Baill upwards to move the
line up or downwards to move it down.

Strike Position

Each of the 3 Hi-Hat states is sub-divided into a further 2 sections,
these represent 2 Strike Positions to which Samples can be as-

signed.

® Centre
When the Pad is hit on the Centre, a centre Sample will
be chosen.

® OQuter

When the Pad is hit on the Quter ring, an outer Sample
will be chosen.

Pedal Trigger

A fourth state on the Screen allows a different Sample to be
chosen when the Pedal passes a Trigger Threshold. This is se-
lected by dragging it’s arrow up or down. To do this, point to the
arrow and while pressing the Select button, roil the Tracker Ball
upwards to move the line up or downwards to move it down.

d-4d5 2, !ui'lrun Dynarrac bos been added o the Hi-Hat's Sarmple Agsicn STreen,
This effacts the level produced by the Pedal Trigger, mnging frorm 1o 127,
The defaulvalue is 95, i '
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|
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Assigning Samples

The 7 Hi-Hat Samples, Thresholds and Offsets can all be assigned
in the same way as the Snare Drum.

Other Drums can be Loaded or Saved using the Memory and
Disk Menus as described previouly.

To leave the Hi-Hat Sample Assign Window, save any changes
then select Quit from the Next Menu.

MAKING YOUR OWN SAMPLES

In the Sound Disk Library you will find Drums which are made up
from a number of different Sampiles. You can simply experiment
with different Sample Assignments until you have constructed
your ideal Drum, or you may wish to go further and make your
own Samples, by copying and editing those in the Sound Library,
or Sampling new ones from the Audio input.

You probably noticed, when loading Samples into a Drum, that
the Drum/Sample Assigning Window (click on the Drum'’s
Sample Name 1o open) had two other choices. These werethe
New Sample and Edit Sample which take you 1o the next level
down, allowing new Samples to be created or old ones Edited.

SAMPLER

DRUM / SAMPLE ASSIGNING

ASSIGN

Mesw Sample

Memoty Sample

~

Edit Sample

Disk Sample {Load 1t}

QuiT

New Sample

Clicking on New Sample takes you to the Sampler Screen,
affowing you to create a new Sample by Sampling the Audio
Input. See Using the Sampler.

Edit Sample

Clicking on Edit Sample also takes you to the Sampler Screen,
but allows Samples from Memory or Disk to be viewed and Ed-
ted. See Using the Sampler.
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DRUM HEAD SCREEN

Using the Sample Assign Screen you should have tried creating
new Drums by re-arranging the Samples supplied in the Sound
Disk Library. However, this only defines what is played when @
Pad is struck. How the Sample is played, is defined by the Drum
Head. If you have not already done so, read the Kit Configura-
tion section 'What is a Drum ?°.

The Drum Head Screen allows you to construct a Drum Head,
for each individual Drum, from a number of Surfaces. Each

i Surface controls a parameter within the Voice, according to the
Dynamic and Position of the Pad strike.,

The ‘Feel’ orresponse of each Drum Pad can also be adjusted to
your own playing style by shaping it’s Dynamic and Position
Curves. Drum Heads can be copied and edited from other
Drums in the Sound Disk Library or can be constructed from
scratch.

WHAT IS A DRUM HEAD?

Pitch Brightness  Resonance

Zl Drum Pad

Drum Head

o Individual
Cutput(s)

Left

(F  Output
Ao Right
¥  Output

Chosen Sample

-
—~
-

..........................................................................................................
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From the illustration you can see that a Drum Head is constructed
from two Curves, which define the Dynamic and Positional
effects of a Pad hit, and a number of Surfaces. Each Surface
controls a parameter within the Drum’s Voice and can respond
to the values produced by the Dynamic and Position Curves.

Dynamic Curve

The Dynamic Curve defines the relationship between the Weight
of the strike on the Drum Pad and the amount of Dynamic effect
produced. The default is a straight line, or one-to-one relation-
ship. This means that for Soft hits you get the minimum Dynamic
effect, Medium hits produce a medium Dynamic effect and
Hard hits give the maximum Dynamic effect. You can, however,
alter this relationship by shaping the curve to suit your own play-
ing style, adjusting the Feel of the Drum.

Position Curve

The Position Curve defines the relationship between the Position
of the strike on the Drum Pad and the amount of Positional
effect produced. The default is a straight line, or one-to-one rela-
tionship. This means that for a hit in the Outer ring you get the
minimum Positional effect, a hit on the inner ring produces me-
dium Positional effect and a hit on the Centre gives the maxi-
mum Positional effect. You can, however, atter this relationship
by shaping the curve to suit your playing style.

Pitch Surface

A Pitch Surface allows the Pitch or Playback rate of the chosen
Sample to be controiled. The Initial Pitch Surface can be ad-
justed to be above or below the rate the Sample was recorded
at. In addition, the Pitch Envelope Surface allows the Pitch of the
Sample to be altered in real-time, according to the Shape of it's
5 point Envelope.

Brightness Surface

A Brightness Surface allows the Filter's Cut-Off Frequency to be
controlled. The Initial Brightness Surface can be adjusted to be
above or below a pre-set Cut-Off point. In addition, the Bright-
ness Envelope Surface allows the Brightness of the Filter to be
altered in real-time, according to the Shape of it’'s & point Enve-
lope.

Resonance Surface

A Resonance Surface allows the Filter’s Resonance to be con-
trolled. The Initial Resonance Surface can be adjusted to be
above or below a pre-set Resonance value. In addition, the
Resonance Envelope Surface allows the Resonance of the Filter
to be attered in real-time, according to the Shape of it’'s S point
Envelope.
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Noise Surface

A Noise Surface allows the balance between the chosen Sample
and a Noise Source to be controlled. The Noise Envelope Surface
allows the Noise to Sample mix to be altered in real-time, ac-
cording to the Shape of it's 5 point Envelope.

Level Surface

A Level Surface allows the Volume the filtered Sample to be
controlled. The Level Envelope Surface is always part of the Head
and allows the Volume of the Sample to be altered in real-time,
according to the Shape of it’s 5 point Envelope.

Pan Surface

A Pan Surface allows the Stereo Position of the Drum to be con-
trolled. The Initial Pan Surface can be adjusted to be left or right
of Centre. In addition, the Pan Envelope Surface allows the
Panning of the Drum to be altered in real-time, according to the
Shape of it's 5 point Envelope.

Length Surface

The Length Surface allows the Duration of all the Surface Enve-
lopes to be controlled. It can be adjusted to be shorter or longer
than a pre-set Duration.

SampleStart

The SampleStart Surface allows the Start point of the Sample to
be altered. It can be adjusted to be any point between the
beginning and the end of the Sample. The Surface can only be
effected by values produced from the Dynamic Curve.
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SELECTING THE DRUM HEAD SCREEN

The Drum Head Screen is invoked from the Kit Configuration
Screen by clicking on the Drum Name of the Drum you wish to
edit and selecting Drum Head from the Kit/Drum Assigning
Window.

Let’s look at how a Drum Head is constructed for the Snare.
From the Kit Configuration Screen, click on Drum Name for the

Snare. The Kit/Drum Assigning Window appears. Now click the
Drum Head box. The Drum Head Screen is displayed.

DRUM HEAD | | MEMORY | | DISK| [SURFACES| [ MEXT |

Fad : 2 Drum Name : AMB Snare

Surface Stack 9 Surface Type Ranqge Dunamic Curve
1 Level Env +939
2 Pitch Env +050
3 Brightness Env +250
4 Sample S'taar’tlk +100 Soft Hard
Position Curve
— & Centre Edqe

This Screen shows the Drum Head of the Snare in the active Kit.

Surface Stack

On the Screen there is an illustration of several Surfaces within an
exploded Drum Pad. This Surface Stack graphicaily represents
the Surfaces which are ‘bonded’ together to make a Drum
Head.

Surface Number

The numbers of the Surfaces which make up the Head are dis-
played in the first column. If the Drum Head is made from more
than 8 Surfaces you can view the others by clicking on the up or
down Scroll arrows.

Using SDX V1.1



Erum H e a d

Surface Type

The Surface Type column shows the Surfaces which make up the
Snare’s Drum Head. Only Surfaces which are Active are dis-
played.

This Snare has the following Surfaces:

® Level Env
Opens the Level VCA 1o let the Sample through.

o Pitch Env
Bends the Pitch.

[ ] Brightness Env
Sweeps the Filter.

[ ] SampleStart
Adjusts the Start point of the Sample.

Surface Range

All of the Active Surfaces have a Range displayed. You can
increase or decrease the Range of any Surface to give it more or
less effect.

Place the Pointer on the Range of a Surface you wish to change,
then press and hold the Select Button. A numeric box will appear
allowing you to increase the Range, by rolling the Tracker Ball
upwards, or decrease it by rolling downwards.

Double-Click on the value to reset it to zero.

Dynamic Curve

This Curve defines the relationship between the Weight of the
strike on the Snare Pad and the amount of Dynamic effect
produced. To change it's shape, point to any of the 9 boxes,
press the Select Button and drag the box up or down using the
Tracker Ball.

Double-Click anywhere in the Curve window to reset the Curve
to a straight line.

Position Curve

This Curve defines the relationship between the Position of the
strike on the Snare Pad and the amount of Positional effect
produced. To change it's shape, point to any of the 9 boxes,
press the Select Button and drag the box up or down using the
Tracker Ball.

Double-Click anywhere in the Curve window to reset the Curve
to a straight line.
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LOADING OTHER DRUMS

SAYE CHANGES TO DRUM 7

Other Drums can be loaded into the Drum Head Screen, allow-
ing you view or edit their Drum Heads. Note that when a Drum is
loaded the Sample Assignment for that Drum will also be loaded
overwriting the cumrent Sample Assignment.

Loading Drums from Memory

Select Load Drum from the Memory menu to load a Drum from
those currently in Memory. If you have not saved recent changes
to the Drum Head of the current Drum, a Save Changes Win-
dow will appear:

Keep it

Lose it forever

Continue with it

—_ﬁ

This gives you the option to Save any changes before loading
the new Drum, Lose them leaving the Drum as it was before
changes were made, or cancel the Load operation and Con-
tinue with the current Drum.

A Load Memory Drum Catalog will now be displayed unless you

cancelled the operation from the Save Changes Window.

(s}

Entries CATALOG

-—

— OV O~ O A" H W —

AMB Rim
AMB Snate
AMB Tom 1 gy MEMORY
AMB Tom 2
AMB Tom 3
AMB Tom 4
AMB Tom S
Symbal 1
Symbal 2

Symbal 3 QuIT

AMB Bass
LOAD

DRUM

ACCEPT
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To select a Drum, click on it’s Drum name. The Drum will indi-
cated with a cross. Click Accept to load the Drum,

The selected Drum name will appear at the top of the Screen
and it’s Drum Head Surfaces will be displayed. This is now the
current Drum.

Loading Drums from Disk

Drums can also be loaded from Disk by selecting Load Drum
from the Disk menu. The selected Drum will be loaded into Mem-
ory and become current. If you have not saved recent changes
to the Drum Head. the Save Changes Window will open as
described above.

A Load Disk Drum Catalog will now be displayed unless you
cancelled the operation from the Save Changes Window.

16 Entries CATALOG
% 1 AMB Bass

2 AMB Rim

3 AMB Snare LOAD

4 4MB Tom 1 DISK

5 AMB Tom 2 DRUM

6 AMB Tom 3

7 AMB Tom 4 M

8 AMB Tom S !

9 Symbal 1 ACCEPT

10 3Symbal 2

11 Symbal 3 QuIT

Select the Drum to be loaded from the Catalog and click Ac-
cepttoloadit.

The selected Drum name will appear at the top of the Screen
and it's Active Surfaces will be displayed. This Drum is now cur-
rent.

Using SDX 4-55



Creative Use of SDX

WHAT IS A SURFACE ?

Imagine a Surface in 3D with a Dynamic axis, a Position axis and
an Effect axis.

+ve Effect
4
Dynamic
Hard/Outer
(000} N (+000]
Hard/Centre
NN \\\ NN
Position
+000
Soft/Centre Soft/Outer
A\
-ve Effect

When the Weight of a hit increases from Soft to Hard the Dy-
namic value produced moves along the Dynamic axis. When
the Position of a hit moves from Centre to Outer the Position
value produced moves along the Position axis. Since both of
these values are generated simultaneously by the action of a
stick hitting the Pad. all combinations of the Dynamic and Posi-
tion values can be defined by the shaded Surface.,

The vertical axis determines how much Effect is produced as the
Dynamic and Position values change. Since, in this case, all four
co-ordinates are zero, there is no Effect produced by any Dy-
namic or Position values. This Surface is therefore Inactive.

The Soft/Centre co-ordinate has a double box around it. This is
because it alters the Range of the Surface. The other three co-
ordinates are always referenced to the this value.

Using SDX Vi



Dynamic

Dynamic

Hard/Centre

Erum H e a d

If we increase the Soft/Centre value the Surface will move up-
wards causing a positive Effect.

+ve Effect

Hard/Centre

Hard/OQuter

TSSO N,

|
Soft/Centre ) Soft/Outer
- Position
\4
-ve Effect

The Surface remains fiat, since the other co-ordinates are still
zero, but it now produces an Effect and is therefore Active.

If we decrease the Soft/Centre value the Surface will move
downwards causing a negctive Effect.

+ve Effect
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The Surface remains flat, since the other co-ordinates are still

zero, but again it produces an Effect and is therefore Active.

However, there is no change in the Effect for a change in Dy-
namic or Position values.

So far so good. Now let’s tilt the Surface by setting the Soft/
Centre back to zero, but increasing the Hard/Centre and Hard/

Outer co-ordinates.
+ve Effect

Hard/Centre Hard/Outer

-ve Effect

We have now produced an Active Surface which increases in
Effect with a change in Dynamic, but produces no Effect for a
change in Position.

We can tilt the Surface the other way by sefting the Hard/
Centre back to zero and increasing the Soft/Outer co-ordinate.

+ve Effect

Hard/Outer

Dynamic ‘
>
Hard/Centre Soft/Outer
- Posttion

Soft/Centre

-ve Effect

4-58 Using SDX V1.1



Erum H e a d

We have now produced an Active Surface which increases in
Effect with a change in Position, but produces no Effect for a
change in Dynamic.

To combine the Effect of Dynamic and Position twist the Surface
by setting the Soft/Quter and Hard/Outer back to zero and
increasing only the Hard/Centre co-ordinate.

+ve Effect

Hard/Centre

Dynamic

Soft/Centre Soft/Outer

\
-ve Effect
This Active Surface has maximum Effect with Hard hits in the
Centre of the Pad, decreasing to zero with Softer hits and with
movement towards the Outer edge of the Pad.

To reverse the Positional Effect, twist the Surface another way by
sefting the Hard/Centre back to zero and increase only the
Hard/Outer co-ordinate.

+ve Effect

Hard/Quter

Hard/Centre

Position
Soft/Centre Soft/Quter
v
-ve Effect
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This Active Surface has maximum Effect with Hard hits on the
Outer edge of the Pad, decreasing to zero with softer hits and
with movement towards the Centre of the Pad.

The Surface can also be twisted to produce both positive and
negative Effects. Increase the Hard/Centre co-ordinate and
decrease the Hard/OQuter co-ordinate.

+ve Effect
Hard/Centre
Oynamlc
N

lHorc/Outer

I_]507

- Posltion
Soft/Centre Soft/Quter
v

-ve Effect

This Active Surface has a positive Effect with Hard hits in the
Centre of the Pad, decreasing with movement across the Pad
until producing a negative Effect at the Outer edge.

As you can see the Surface can be twisted in a number of ways
to produce Audibly complex results from normal Dynamic and
Positional playing technigues.
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OPENING A SURFACE WINDOW

' The Drum Head Screen displays all the Active Surfaces which
make up the Head and allows the Range of each to be aad-

justed. To see how a Surface is constructed, click on the Snare’s
Pitch Env.

| A Surface Construction Window will open.

SURFACE CONSTRUCTIOM

Initial Surface

Hard

Sott

Centre  QOuter
+000H+000
= T
+ 000~ +000

Enwvelope Surface

Hard

Sott

Centre Quter
+000H +000
L .-
+000jQ + 000

ACCEF‘T;
N

High Pitch Envelope Shape
/II LJ
["\
"\-h_\_\_hh
////A\\\\ .
FLIP Low Duration : Level :
Pitch Eright Res Moize Level Pan

d-61
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showe in fhe Ronual.

Initial Surface

In the Window you will see two groups of numbers called the
Initial Surface and the Envelope Surface.

An Initial Surface controls the Amount of Effect produced.

As you increase the Surface the Effect increases and as

you decrease the Surface the Effect decreases.

Envelope

An Envelope Surface controls the Amount of Envelope

Surface

produced. Asthe Surface increases positively, the Amount
of positive Envelope increases and as the Surface in

creqases negatively, the Amount of negative Envelope

increases.

Each group of numbers define the co-ordinates of a Surface.

pesin the Surface Window are different from those

Since we opened a Surface Construction Window for Pitch, any
increase or decrease in the Effect will cause an increase or
decrease in Pitch,
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ENVELOPES

The Envelope Surface determines the Amount of Envelope
produced.

Note that the Amount of Envelope produced by the Envelope
Surface will be added to the current value produced by the
Initial Surface. Therefore, the Initial Surface determines where
the Effect Starts and the Envelope Surface determines how the
Effect changes during the Duration of the Sound.

Envelope Shape

The largest section of the Surface Window shows the current
shape of Envelope., in this case Pitch. You can reshape this
Envelope by pointing to any one of 5 boxes, press the Select
Button, then Drag it around using the Tracker Ball. As the point
moves, it's Duration and Length will be displayed under the
Envelope, from 0 to 499. Each Duration is relative to the last box,
but the Level is absolute. The start point of the Envelope is fixed.

Note that the Envelope Shape is always positive, but you can
produce negative Envelopes by selecting negative Envelope
Surface co-ordinates,

Preset Envelope Shapes

Along the left-hand side of the Shape Window are four Preset
Shape icons. These lcons represent typical Shapes which you
can use to save time when generating new ones. Clicking on the
Icon which is most like the Shape you want to produce, will
cause a full-size version to be displayed. You can then modify it
to your requirements.

Flip Envelope

Clicking the Flip box will cause the Envelope Shape to be re-
versed. You can use this to create new Envelope Shapes, or to
reverse the Shape to match a Sample which has been reversed.

Other Envelopes

All of the 6 available Envelope Surfaces are displayed as Shape
lcons along the bottom of the Window. Since we opened the
Pitch Surface Window the Pitch icon is highlighted.

You can jump to any of the other Surface Windows by clicking
on the name of the lcon you require. The full-sze Shape of the
new Surface will now be displayed, as are it’s Initial and Enve-
lope Surface co-ordinates.

If you change the Shape of the Envelope, but you wish to revert
the Shape it had when you opened the Window, clicking on the
Surface’s Ilcon will recover the previous Shape, losing any recent
edits.
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Copying Envelope Shapes

To copy an Envelope Shape from another Surface, simply click
on the Shape Icon of the Surface you wish to copy. As long as
you do not move to another Surface, by clicking the Surface
Name or closing the Window, you can recover the previous
Shape by clicking on the current Surface’s Icon,

CLOSING THE SURFACE WINDOW

} OCnce you have defined the Initial and Envelope Surfaces and

. Shaped the Envelope you can close the Surface Window by

| clicking Accept. All the parameters will be retained when you
close the Window and will can be saved as part of the Drum
when you leave the Drum Head Screen.

ADDING A NEW SURFACE

Only Active Surfaces are listed on the Drum Head Screen. If a
Surface has no Effect then you don’t need to know about it. Cr,
to put it another way, What you see is what you get |

When you start with a new Drum only the Level Env Surface is
displayed, since the Level VCA must be opened to hear any
sound. All other Surfaces are Inactive since their co-ordinates
are set to zero.

This does not mean that all the Voice parameters are zero. When
there are no Active Surfaces the Drum produced will be the
current Sample, replayed at it's Sample Rate, with no Noise, Filter
or Pan treatment.

Adding an Initial Surface

To add an Initial Surface, point to the Surfaces box and choose
a Surface from the displayed Menu. When the Select Button is
released, the relevant Surface Construction Window is opened.

Adjusting any of the Surface co-ordinates on the Initial Surface
will make the chosen Surface Active since it now produces an
Effect. Clicking the Accept box will close the Window and the
name of the Surface will appear in the Surface Type list on the
Drum Head Screen.

Adding an Envelope Surface

To add an Envelope Surface, point to the Surfaces box and
choose a Surface from the displayed Menu. When the Select
Button is released, the relevant Surface Construction Window is
opened.
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Adjusting any of the Surface co-ordinates on the Envelope
Surface will make the chosen Surface Active since it now pro-
duces an Effect. Clicking the Accept box will close the Window
and the name of the Surface Envelope will appear in the Surface
Type list on the Drum Head Screen.

Adjusting the Surface Range

Once a Surface has been added to the Surface Type list, you
can increase or decrease it’s Range. When you increase or
decrease the Range value you are actually adjusting the Soft/
Centre co-ordinate of the Surface, moving the whole Surface up
or down and creating more or less Effect.

If the only Active co-ordinate on a Surface is the Soft/Centre
value and you reduce it to zero on the Drum Head Screen by
setting Range to zero, this Surface will no longer be Active. How-
ever, it will still be displayed allowing you to increase or decrease
the value, as long as you remain on the Drum Head Screen. If
you Quit this Screen or move to the Sample Assign Screen, it will
be removed from the list.

Pitch Surfaces

When you select Pitch from the Surface Menu, or click on either
Pitch or Pitch Env from the Surface Type list, a Surface Construc-
tion Window for Pitch is opened; as shown on page 4-16.

® Initial Pitch Surface
When all the co-ordinates of the Initial Pitch Surface are
zero the Surface is Inactive and the current Sample will be
played back at the same Rate it was Sampled at.

You can Increase or Decrease the Pitch Surface causing a
rise or fall in Pitch.

The Range of each co-ordinate is +249 to -249.

® Pitch Envelope Surface

When all the co-ordinates of the Pitch Envelope Surface
are zero the Surface is Inactive and the current Sample be
plaed back at the Pitch defined by the Initial Pitch Surface.

You can use the Pitch Envelope Surface to control the
amount of Pitch Bend added to the Initial Surface. The
Pitch Bend Envelope will follow the Shape shown in the
Window.

When the Effect is positive the Envelope Shape will be
upright, when the Effect is negative the Envelope Shape
will be inverted.

Using SDX V1.1
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| Brightness Surfaces

|

1 When you select Brightness from the Surface Menu, or click on
| either Brightness or Brightness Env from the Surface Type list, a
Surface Construction Window for Brightness is opened :

SURFACE CONSTRUCTION Bright Brightness Envelope Shape
fnitial Surface
Centre  Outer /
Hard {+000H + 000 l’—‘l
L I
Saft ||+ 0004 +000
Erveelope Surface ‘\“——-
Centre  Quter /\
Hard | +000 1 + 000
- . FLIP DUl | Duration: Level :
Soft | +000iH +000
ACCEPTI r\‘“h—hk f&“"“wx ‘ l F‘*-_v% /&“"“\\ ////\\\\
Pitch Bright Res Noise Level Pan
o Initial Brightness Surface
When all the co-ordinates of the Initial Brightness Surface
are zero the Surface is Inactive and the current Sample will
be played back with the Filter fully open.
You can Decrease the Initial Brightness Surface to close
down the Filter, reducing it's Cut-Off frequency.
The Range of each co-ordinate is +0 to -499.
® Brightness Envelope Surface

Using SDX

When all the co-ordinates of the Brightness Envelope
Surface are zero the Surface is Inactive and the current
Sample will be played back with the Filter Cut-Off set by
the Initial Brightness Surface.

You can use the Brightness Envelope Surface to control the

amount of Filter Sweep added to the Initial Surface. The
Fiter Sweep Envelope will follow the Shape shown in the
Window.

When the Effect is positive the Envelope Shape will be
upright, when the Effect is negative the Envelope Shape
will be inverted.

The Range of each co-ordinate is +499 to -499.
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Resonance Surfaces

)
{
i
[
|
|

| When you select Resonance from the Surface Menu, or click on
either Resonance or Resonance Env from the Surface Type list,
a Surface Construction Window for Resonance is opened :

SURFACE CONSTRUCTION High Resonance Envelope Shape

. - | — |
[nitial Surface
Centre Quter

Hard | + 000 + 000

I

i
Soft [ +000H +000

Envelope Surface

Centre Quter /\
Hard | +000H +000 "

. FLIP Low |Duration: Lewvel :
Soft | +000§H + 000
| ACCEPT’ [& /\\ I | K‘ f/\—\ /\
Pitch Bright Res Hoise Level Fan
o Initial Resonance Surface

When all the co-ordinates of the Initial Resonance Sur
face are zero the Surface is Inactive and the current
Sample will be played back with the Filter Resonance set
to minimum.

You can Increase the Initial Resonance Surface to increase
the amount of Filtter Resonance, accentuating the Cut-Off
frequency.

The Range of each co-ordinate is +0 to +499.

o Resonance Envelope Surface
When all the co-ordinates of the Resonance Envelope
Surface are zero the Surface is Inactive and the current
Sample will be played back with the Filter Resonance set
by the Initial Resonance Surface.

You can use the Resonance Envelope Surface to control
the amount of Rescnance Sweep added to the Initial
Surface. The Resonance Sweep Envelope will follow the
Shape shown in the Window.

When the Effect is positive the Envelope Shape will be
upright, when the Effect is negative the Envelope Shape
will be inverted.

The Range of each co-ordinate is +499 to -499.
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Noise Surfaces

When you select Noise from the Surface Menu, or click on either
Noise or Noise Env from the Surface Type list, a Surface Con-
struction Window for Noise is opened :

SURFACE CONSTRUCTION Max Noise Envelope Shape
Initial Surface
Centre QOuter [|/
Hard { +000H +000 (——‘
< I
Soft | +000jR + 200
..
. . '\
Envelope Surface T -
Centre Outer /\ \.\\.
Hard {+000H + 000
= : F Min |Duration: Level
zoft || +000]] +000 LIP i
ACCEPT' KHI IK# \/\
~ Fitch Bright Fes Maize Lewel Pan
® Initial Noise Surface
When ail the co-ordinates of the Initial Noise Surface are
zero the Surface is Inactive and the current Sample will be
played back with no Noise added.
You can Increase the Noise Surface causing the balance
between Sample and Noise to change. At zero the mix will
be no Noise / all Sample and at maximum, all Noise / no
Sample.
The Range of each co-ordinate is +0 to +499.
® Noise Envelope Surface

Using SDX

When all the co-ordinates of the Noise Envelope Surface
are zero the Surface is Inactive and the current balance
between Sample and Noise will be defined by the Initial
Noise Surface.

You can use the Noise Envelope Surface to control the
amount of Noise Mix added to the Initial Surface. The
Noise Mix Envelope will follow the Shape shown in the Win
dow.

When the Effect is positive the Envelope Shape will be
upright, when the Effect is negative the Envelope Shape
will be inverted.

The Range of each co-ordinate is +499 to -499.
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Level Surfaces

When you select Level from the Surface Menu, or click on Level
Env from the Surface Type list, a Surface Construction Window
| for Level is opened :

Using SDX

SURFACE CONSTRUCTION Max Level Envelope Shape
Initial Surface
Centre Outer ||,
Hard | +000 1 +000 [_—'l
T ]
Soft || +000|q +000 ]
Envelope Surface [ i \
Centre  Outer /\ \.
Hard |+ 000+ 000
o : : FLIP Min |Duration:  Level:
Soft j+000|H+000
it
' /\
f-wr:c:EpTI K /\\ | | k [T
%, Fitch Bright Fes Moise Lewvel Fan
[ Level Envelope Surface

If all the co-ordinates of the Level Envelope Surface were
zero the Surface would be Inactive and Level VCA closed.
Therefore the Envelope is normally at maximum Effect.

You can only use the Level Envelope Surface to reduce the
amount of Dynamic Range. The Level Envelope will follow
the Shape shownin the Window.

The Range of each co-ordinate Is +499 to +0.
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‘ Pan Surfaces
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When you select Pan from the Surface Menu, or click on either
Pan or Pan Env from the Surface Type list, a Surface Construc-
tion Window for Pan is opened :

SURFACE CONSTRUCTION Right Pan Envelope Shape
Initial Surface
Centre Outer \
Hard | +000H +000 [—’ \
L 1
Soft || +000 +000 ]
Envelupe Surface ’\
Centre Outer /\
Hard | + 000 + 000
> : FLIP Left | Duration: Level :
saft |[+000]H +000 i
], (ol NN
[ ACCEPT /
Pitch Bright Res Noize Level Pan
® Initial Pan Surface
When all the co-ordinates of the Initial Pan Surface are
zero the Surface is Inactive and the current Sample will be
placedin the Centre of the Stereo image.
You can Increase or Decrease the Pan Surface causing @
the Sampleto be moved from Right to Left in the Stereo
image.
The Range of each co-ordinate is +249 to -249.
[ Pan Envelope Surface

d-n9

You connchrmove Pan Soft/Centre co-ardinats,

ISR

by e sefing on the Mixer Soresn,
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When all the co-ordinates of the Pan Envelope Surface
are zero the Surface is Inactive and the current Sample will
be placed in the Stereo Image as defined by the Initial
Pan Surface.

You can use the Pan Envelope Surface to control the
amount of Pan Sweep added to the Initial Surface. The
Pan Sweep Envelope  will follow the Shape shown in the
Window.

When the Effect is positive the Pan will be from Left to Right,
when the Effect is negative the Pan will be from Right to
Left.

The Range of each co-ordinate is +499 to -499.

The Inificd Pan Posificnis defned
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‘ Length Surface

! When you select Length from the Surface Menu, or click on
Length from the Surface Type list, a Surface Construction Win-
dow for Length is opened :

LEMGTH SURFACE

Initial Surface

Centre Outer
Hard | +000H +000

I

i
Soft | +000]H +00D

‘ACCEPT}

@ Initial Length Surface
When all the co-ordinates of the Initial Length Surface are
zero the Surface is Inactive and alf the Envelopes will be
the same Duration as the current Sample.

You can Decrease the Length Surface causing the Enve
lopes to be shorter than the duration of the current Sample.

The Range of each co-ordinate is +0 1o -499.

Using SDX V1.
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Sample Start Surface

|

| When you select SampleStart from the Surface Menu, or click

‘ on either SampleStart from the Surface Type list, a Surface
Construction Window for SampleStart is opened :

SAMPLESTART SURFACE

Fange

ACCEPT

+000

@ SampleStart Surface
When the value of the SampleStart Surface is zero the
Surface is Inactive and the Sample will always be played
from the beginning.

You can increase the SampleStart Surface co-ordinate
moving the Start point further into the Sample. Asthe
Dynamic value of a hit increases the Start point of the
Sample willmove back towards the beginning of the
Sample. Maximum Dynamic values will cause the Sample
to by piayed from the beginning.

Only Dynamic values effect the SampleStart Surface.

The Range of SampleStart is 40 1o +499.
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MOVING TO THE SAMPLE ASSIGN SCREEN

While you are working with the Drum Head Screen you can move
directly to the Sample Assign Screen. Since both Screens are
inside the same Drum and therefore on the same level, you can
swap between them without saving any changes.

Point to the NEXT box, and while holding the Select button to
show the Next Menu, roll the Tracker Ball down until the arrow is
pointing to Drum Sample Assign. then release the Select button.
The Sample Assign Screen is displayed. You can now carry out
any changes to the Sample Assignments as described in Using
Sample Assign. To return to the Drum Head again select Drum
Head from the Next Menu.

When you Quit from either of these Screens, to return to the Kit
Configuration Screen, the Save Changes Window will allow all
changes made to the current Drum 1o be Saved.

SAVING YOUR CHANGES

Once you have created a Drum Head you particularly like, you
can save it to Memory - remember that all data will be lost when
you power down - or save it to Disk, as a new Drum, or as part of
a new Kit,

Save Drum

Selecting Save Drum from the Memory menu will save any
changes made to the Drum Head as part of the Drum in Mem-
ory, replacing the previous Head. This will not effect the same
Drum on your Disk. You should select Save Drum from the Disk
menu if you wish to save the Head as part of the Drum on Disk.

Save Drum As

Selecting Save Drum As from the Memory menu will save the
Head as a new Drum in Memory, leaving the previous one as it
was. Selecting Save Drum As from the Disk menu will save any
changes as a new Drum on Disk. The Disk must be Unprotected.

When Save Drum As is chosen, the Alphanumeric Keyboard
Window opens, allowing the new Drum to be named.

To enter your new Drum name, using up to 11 characters, simply
click on the letter or numbers in sequence. Upper case letters
can be selected by clicking Caps. Click Del if you want to back-
space or Clear to ciear the entry. Common Drum names and the
Last Name used are also available and are typed when clicked.

If you wish to cancel the Save Drum As operation, click Quit.

Using SDX V1.1
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Click Accept when you are happy with the name. The new
Drum will have the same Sample Assignment as before but will
have the new Drum Head.

If the name you have chosen already exists, the Name Exists
Window will open. This gives you the option to Rename the
current Drum, using the Alphanumeric Keyboard again, Replace
the Drum, overwriting it with the same name, or Quit the Save
Drum As operation.

LEAVING THE DRUM HEAD SCREEN

Once you have finished working with the current Drum you can
return to the Kit Configuration Screen by selecting Quit from the
Next Menu.

If you have altered the Head of the Drum, but have not saved it,
a Save Changes Window is displayed, before you can leave
the Screen.

- p—

SAYE CHANGES TO DRUM 7

Keep it

Lose it forever

Continue with it

Save

If you wish 1o keep the recent changes. click on the Save box.
The Name Exists Window will open.

This window allows you to Replace the current Drum with the
changes, Rename it to create another with the new Head,
leaving the original intact, or Quit to cancel the Save operation
and remain on the Drum Head Screen.

Lose

If you don’t want to save any changes, click on the Lose box.
This leaves the Head as it was when you loaded the Drum, losing
any changes you made. The Kit Configuration Screen will now be
displayed.

Cont

If you selected Quit from the Next Menu by mistake, or changed
your mind about leaving the Drum Head Screen, you can cancel
the Quit operation and continue, by clicking the Cont box.
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Using SDX:
Sampler Screen
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Using the Sample Assign and Drum Head Screens you should
have fried building your own Drums, from the Sample Assign-
ments and Heads supplied in the Sound Disk Library. You may
now wish to Edit the Library Samples or create your own custom
Samples.

The Sampler Screen allows you to edit individual Samples, by
loading them from Disk, then Truncating, Looping or Reversing
the Samples in Memory. You can aiso Sample original Sounds
from the Sampler’s Audio Input at various Sample Rates.

WHAT IS A SAMPLE ?

Before we look at the Sampler Screen let’s review some Sampling
basics.

Sound Transmission

Sound from an acoustic instrument is transmitted by vibrating the
air around us. When our eardrums are moved by the vibrating air,
the ear converts this movement into a series of electrical impulses
which are sent to the brain causing us to "hear’ the sound. Since
microphones convert air vibrations into electrical impulses, we
can use a microphone as an ‘eardrum’, connected to SDX
allowing it to *hear’ the sound.

In order for us to create sound, such as talking, our brains stimu-
late vocal chords causing them to vibrate the air around us.

SDX can create sound using it's electrical voice outputs to stimu-
late a loudspeaker (via an amplifier), vibrating the surrounding
qir.

This is obviously an over-simplification, but it does iliustrate how
we can convert sound into electrical signais and back again.

Sound Waveforms

Sound Waves are periodic, that is, they repeat at a number of
vibrations per second. The Pitch of a sound is determined by the
number of repeated vibrations per second, known as the Fre-
quency. This is normally expressed in Hertz, or cycles per second.
Our ears have a range of around 20 Hz to 20,000 Hz, depending
on age and exposure 1o Heavy Metal |

If we were to take a'simple Waveform, the Sine Wave and plot
it’s loudness, or Amplitude, against Time, it would look as follows :

+ve Amplitude 1Cycle

ANAE
VARV
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The Amplitude can have both positive and negative values.
Consider the movement of a speaker, where the zero line repre-
sents the cone at rest. The cone would move outwards for posi-
tive values and inwards for negative values. It repeats the same
movement over a period of time, the faster it goes, the more
cycles per second, the higher the Pitch.

Sound Sampling

At the heart of SDX is a powerful computer, but computers don‘t
know anything about Waveforms or Sound, they only know
about numbers.

Sampling is basically a process for digitising Sound, that is turning
it into @ series of numbers which the computer can input, store
and output.

+ve Amplitude
4 1 Sample

Time

\{
-ve Amplitude

The Amplitude of the Waveform is measured thousands of times
a second to produce & collection of “snap-shot’ Samples. Each
Ampiitude Sampie is converted into number which the computer
can store.

By converting these numbers back into Amplitude Samples at
the same rate the Computer can reconstruct the Waveform from
its numeric data.

+ve Amplitude
r'y

4
v3
®

4
-ve Ampiitude

There are two important factors which effect the computer’s
ability to accurately reproduce an audio signal.

o Sample Rate

According to Sampling Theory. which we won‘t go into
here, the Sampling Rate must be at least twice as high as
the highest Frequency you intend to Sample.

Therefore, if we are to reproduce any sound within the
limits of human hearing, we must Sample at a mini mum of
40,000 times per second !

SDX normally Samples at the CD standard for Digital Audio

of 44,100 Samples per second.
Using SDX V1.1



B a m p 1 e

Conversion Resolution

The accuracy of Amplitude conversion is ancther impor
tant factor. From the diagram above you can see that
the reconstructed waveform consists of a number of dis
crete steps, each produced by a finite number. The larger
the range of numbers used to describe the Amplitude is,
the smaller the steps are and correspondingly the more ac
curate the reconstructed Waveform will be.

SDX incorporates, CD standard, 16 Bit Convertors which
produce 65,536 finite levels |

The Sampler Screen lets you view and edit Waveforms which
have been Sampled from SDX’'s Audio Input.

SELECTING THE SAMPLER SCREEN

The Sampler Screen is invoked from the Sample Assign Screen
by clicking on the Sample Name of the Sample you wish to
replace and selecting New Sample or Edit Sample from the
Drum/Sample Assigning Window. Note that you do not lose the
current Sample, it will still in Memory, but no longer assigned.

MAKING A NEW SAMPLE

Let’s replace the current Snare with a New Sample.

From the Kit Configuration Screen, click on Drum Name
for the Snare. The Kit/Drum Assigning Window appears.

Now click the Sample Assign box to display the Sample
Assign Screen.

If all the displayed Samples do not have the same name,
select Set All as Soft/Quter from the Special Menu.

This will assign the Soft/Outer Sample to all Dynamics and
Positions on the Snare Pad. Our new Sample will be
assigned to the Soft/Outer position so that we can
preview the new Sample.,

Click on the Soft/Quter Sample Name. The Drum/ Sample
Assigning Window appears.

Click on the New Sample box.
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The choice of Sample Rate is always a compromise between
Sample Fidelity and Memory Usage. When you enter the Sampler
Screen, SDX will always default to 44,100Hz. the standard used for
Compact Disc Digital Audio.

Idedlly, you should always use the highest Rate available to
retain the Signal qudlity, however, to conserve Memory Space
you may wish to reduce the Sample Rate, provided that the
input signal has a Bandwidth of less than half the selected
Sample Rate.

® Sample Rate Signal Bandwidth

44,100 Hz up to 22.050 Hz
22,050 Hz up to 11,025 Hz
11.025 Hz upto 5013 Hz

To alter the Sampie Rate place the Pointer on the Rate box, then
press and hold the Select Button. The box will be highlighted
allowing you to decrease the Rate, by rolling the Tracker Ball
downwards, or increase it by rolting upwards. As you change the
Sample Rate the Sample Length changes accordingly.

Once you have selected the Length and Rate you require, click
Accept. The New Sample Window will close and the complete
Sampler Screen will be displayed.

S4MPLER| [ MEMORY | | DISK | [SPECIAL | [UTILITY |
Thresh Sample Mame : untitled Rate : 44100Hz Peak

»

3

ool | F'F:E'v'le‘U S4MPLE
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H

ﬂ H
-

.’
HHHW

L]

e

mSecs

The chosen Sample Rate is now displayed on the Sampler
Screen.
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Sample Name

When you request a New Sample, SDX allocates the required
amount of Memory and names the Sample untitled.

You can give the Sample a name at any time by selecting
Rename Sample from the Memory Menu. This opens the Alpha-
numeric Keyboard Window, allowing you 1o give the Sample an
11 character name.

Sample Start Point

At the bottom of the Screen, on the left-hand side, there isa
numeric box which shows the Start Point of the Sample in milli-
seconds. For a New Sample this will be zero.

Sample End Point

On the right-hand side, there is a numeric box which shows the
End Point of the Sample in milliseconds. For a New Sampile this
will be the Length chosen in the New Sample Window.

Connecting Audio to the Sampler

Connect the Audio Signal you intend to Sample, to the input on
the rear panel of the SDX Console labelled, Sample In.

This input is Balanced and at Line level.

Chassis : Ground

[ Ring : -ve Input
Tip : +ve Input

Connect a Stereo 1/4" jack as shown.

You can use a Mono 1/4" jack to connect a single-ended signal
since the chassis of the plug will short the -ve Line input to
ground.

The internal Analog to Digital convertor requires a signal of
+4dBM for full scale conversion, therefore the input signal must
be at Line Level, fed directly from another instrument or from a
Mixing Desk.

You will have to boost Microphone signals through a low-noise
pre-amplifier or Desk to produce enough level for Sampling.

Preview

Once the Audio Signal has been connected, click on the Pre-
view button. This facility allows you to check the level of the Input
Signal by displaying its Waveform in the Zoom Window.

The input is Sampled for the selected Sample Length, then dis-
played, then Sampled again. This operation is repeated continu-
ously until you hold the left-hand Select Button to stop.

Using SDX V11



B o m p 1 e

Obviously, the longer the Sample Length, the longer it takes for
the Screen to be updated. You can speed up the Preview func-
fion by reducing the End Point value. This will cause shorter
Samples 1o be taken and thereby causing the Screen to be
updated more often.

Preview will not be retain the Sample in Memory.

Zoom Window

The Zoom Window displays a section of the input Waveform. The
length of Waveform displayed is defined by the Start Point and
End Point values. Once a Sample has been stored, you can use
this Window 10 zoom intfo sections of a Waveform and see them
in more detail.

Adjusting the level of the Input Signal will alter the height, or
Amplitude, of the Waveform in the Zoom Window. The height of
the Zoom Window itself represents Full-Scale conversion.

To retain the best Signal to Noise Ratio through SDX, you should
always adjust the Input level so that it's maximum value reaches
the top and bottom lines of the Zoom Window without flattening
out, or Clipping.

Input Level too low

VAV

Input Level ideal

A

Input Level too high - Clipping
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Peak Meter

When the Waveform is displayed in the Zoom Window, it’s Peak
value is shown in a Peak Meter, situated on the right-hand side
of the Zoom Window. This allows you to see the maximum value
of complex Waveforms more easily.

Once you have adjusted the Input level so that it fills the Zoom
Window, without clipping. you are ready to Sample.

Threshold Adjust

The Threshold control can be used to set a minimum ampilitude,
which the Input signal must reach, before the Sampler will be
triggered. This ensures that you always catch the beginning of
the sound you wish to Sample.

To aiter the Threshold point place the Pointer on the numeric
box, next to Preview, then press and hold the Select Button. The
box will be highlighted allowing you to increase the Treshold
value, by rolling the Tracker Ball upwards, or decrease it by rolling
downwards. As you change the numeric value, a graphic repre-
sentation of the Threshold is displayed next to the Zoom Window.

The Threshold can be adjusted from 0 to 99.

Sample

Having set the Threshold you require, click on the Sample box.

® A Sample ... Awaiting Trigger message will be displayed.
This shows that the Sampier is ‘armed’ and is waiting for
the amplitude of the Input Signal to cross the Threshold.

® Trigger the Sampler by hitting the acoustic Drum, Cymbal
or other Instrument that you wish to Sample.

[ A Sample ... Sampling message will be displayed while
SDX digitises the Input Signal and stores it into Memory.

Once the Sample has been stored in Memory it is displayed in
the Sample Window and Zoom Window.

You can listen to the Sample by hiting the assigned Pad. in this
case the Snare, or by clicking the right-hand Select Button.

If the Sampled version has some of the attack missing. reduce
the Threshold value, click Sample again and repeat the sound.

If the amplitude of the displayed Waveform does not fill the
Sample Window, increase the Input level, click Sample again
and repeat the sound.

Every time you re-sample the previous version will be erased.

If the Sample ... Awaiting Trigger message is displayed and the
sound you wish to Sample is not loud enough to trigger the
Sampler. you can override the Threshold sefting by clicking the
left-hand Select Button,
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Sample Window

The Sample Window shows the complete Sampled Waveform.

Inside this Window are two View Bars. These allows you to zoom
in on any section of the Waveform shown in the Sample Window
and display it in detail in the Zoom Window. '

To move the left-hand View Bar place the Pointer on the Start
Point box, then press and hold the Select Button. The box will be
highlighted alfowing you to increase the value, moving the Bar
right, by rolling the Tracker Ball upwards or right. Conversely,
rolling downwards or left will decrease the value moving the Bar
left.

To move the right-hand View Bar place the Pointer on the End
Point box, then press and hold the Select Button. The box will be
highlighted allowing you to increase the value, moving the Bar
right, by rolling the Tracker Ball upwards or right. Conversely,
roling downwards or left will decrease the value moving the Bar
left.

When you release the Select Button, the Waveform in the Zoom
Window will be updated.

The View Bars can ailso be single-stepped through the Waveform
by clicking on the forward or backward arrows above the Nu-
meric boxes.

CREATING ANOTHER NEW SAMPLE

If you wish to increase the Sample Length or change the Sample
Rate you will have to create another New Sample. You can do
this by selecting New Sample from the Memory Menu.

A Save Changes Window will open.

SAYE CHANGES TO SAMPLE 7

SAYE l Keep it
~

LOSE

CONT

Lose it forever

Continue with it ‘
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Save

To Save the Sample, click on the Save box.

if you have not already named the Sample an Alphanumeric
Keyboard Window will appear, allowing you to give the new
Sample an 11 character name.

If the name you have chosen already exists, the Name Exists
Window will open. This gives you the option to Rename the new
Sample, using the Alphanumeric Keyboard again, Replace the
Sample with the same name, cor Quit the Save operation.

Lose

If you don’t want to keep the Sample, click on the Lose box. This
frees the Memory space you allocated when you entered the
Sampler, losing any Samples made.

Cont

If you selected New Sample from the Memory Menu by mistake,
or changed your mind about making a New Sample, you can
cancel this operation and continue, by clicking the Cont box.

New Sample Window

The Sampler Screen will be displayed with the New Sample
Window on top, unless you canceled the selection by clicking
Cont. You can now select a new Sample Length and Sample
Rate as before.,

SAVING YOUR NEW SAMPLE

Once you have created a Sample you particularly like, you
should save it to Disk since all Memory contents will be lost when
you power down,

Save Sample

Select Save Sample from the Disk Menu to save the Sample on
Disk. If you have not dalready named the Sample an Alphanu-
meric Keyboard Window will appear.

To enter your new Sample name, using up to 11 characters,
simply click on the letter or numbers in sequence. Upper case
letters can be selected by clicking Caps. Click Del if you want to
backspace or Clear to clear the entry. Common Drum names
and the Last Name used are also available and are typed when
clicked.

if you wish 1o cancel the Save Sample operation, click Quit.
Once you have entered the name click Accept.

The Disk must be unprotected.

Using SDX V1.1
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Save Sample As

Selecting Save Sample As from the Disk Menu allows you to
save a copy of the Sample on Disk with another name.

When Save Sample As is chosen, the Alphanumeric Keyboard
Window opens, allowing the duplicate Sample to be named.

If you wish to cancel the Save Sample As operation, click Quit.
Once you have entered the name click Accept.

If the name you have chosen already exists, the Name Exists
Window will open. This gives you the option to Rename the new
Sample, using the Alphanumeric Keyboard again, Replace the
current Sample, overwriting it with the same name, or Quit the
Save Sample As operation.

DELETING SAMPLES

You may get to the point where you have been saving Samples
to Memory and eventually run out of Memory space. You can
free up some space by deleting Samples from Memory, how-
ever, make sure that you have Saved them to Disk first.

Deleting Samples from Memory

Selecting Delete from the Memory Menu will open a Delete
Memory Sample Catalog.

8 Entries CATALODG
1 ambbass
¥ 2 ambtom 1
3 brasssni DELETE
4 brasssn3a ?AEPTF?FJ
5 hi-hatcs
6 hi-hato
7 nik 18"35b
& Sys Sample
ACCEPT l
QuIT

To select a Sample, click on the Sample Name. The Sample will
be indicated with a cross. Click Accept to delete it.

The selected Sample will be deleted from Memory.
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Deleting Samples from Disk

Samples can aiso be deleted from Disk by selecting Delete from
the Disk Menu. A Delete Disk Sample Catalog will be displayed.

7 Entries CATALOG
1 ambbass
2 ambtom 1
3 brasssni DELETE
4 hrasssn3a Ei?‘:(PLE
S hi-hat c3 =
6 hi-hato
7 nik 18"35h
NEW DISK '
ACCEPT
JL
T

Select the Sample to be deleted from the Catalog and click
Accept to delete it

The Disk in the Drive must be Unprotected.

EDITING A NEW SAMPLE

]

HUHHH
]
[
Hihn

L

:

Before you do any editing you should create a copy of the
Sample on Disk. This is just a safety precaution since you cannot
lose the changes you make to a Sample in the same way as you
can a Drum or Kit. Any Edits made to the Sample will be perma-
nent.

Marker Select

Below the Peak Meter is an icon representing a Window. This is
the Marker Select Icon. If you click on the Window, it turns into a
pair of Scissors. Click on the Scissors and they turn into a Loop.
Click on the Loop and it tums into the Window again. These icons
allows access to the View, Truncate and Loop Markers.

Using SDX V1
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Truncate Pointers

When the Scissors Icon is displayed, the Start and End Point
values control the Truncate Pointers. These are represented by
arrows on the bottom line of the Sample and Zoom Windows.

The Truncate Pointers are used to Truncate the beginning or end
of the Sample. Only the part of the Waveform between the
arrows will be played. You may wish to Truncate the tail of a
Sample to remove unwanted noise, or you could truncate the
beginning of a Sample to produce a faster attack.

[ser1PLER] [mErory | [Disk] [sPECIAL] [uTiLiTY ]

Thresh

Sample Mame : AMB Tom 1 Rate : 44100Hz Peak

»

[09]

| PREVIEW || SAMPLE

moecs

When you make a new Sample, SDX automatically sets the
Truncate Pointers to the beginning and end of the chosen
Sample Length.

® Truncate Start Point

To move the left-hand Truncate arrow place the Pointer on
the Start Point box, then press and hold the Select Button.
The box will be highlighted allowing you to increase the
value, moving the arrow right, by rolling the Tracker Ball
upwards or right. Conversely, rolling downwards, or left,

will decrease the value moving the arrow left.

® Truncate End Point

To move the right-hand Truncate arrow place the Pointer
on the End Point box, then press and hold the Select
Button. The box will be highlighted allowing you to increase
the value, moving the arrow right, by rolling the Tracker Ball
upwards, or right. Conversely, rolling downwards, or feft, will
decrease the value moving the arrow left,
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When you release the Select Button, only the section of Wave-
form between the Truncate Arrows will be played.

The Truncate Pointers can also be single-stepped through the
Waveform by clicking on the forward or backward arows above
the Numeric boxes.

Save Sample Truncated

Once you have created a Truncated Sample you wish to keep,
you can save it to Memory or to Disk. An Unprotected Disk must
be used when saving to Disk.

Select Save Sample Truncated from the Memory Menu to save
the Truncated Sample in Memory, replacing the previous version.

A Save Changes Window opens.

® Save
Click Save to save the Truncated version in Memory and
return to the Sample Assign Screen.

® Lose
Click Lose to lose the Truncated version and return to the
Sample Assign Screen.

® Cont

Click Cont to cancel the save operation and continue on
the Sampler Screen.

Select Save Sample Truncated from the Disk Menu to save the
Truncated Sample to Disk, replacing the previous version.

Save Sample Truncated to 2nd Loop Point

You can also save a Sample Truncated by the Loop End Point to
Memory or to Disk. An Unprotected Disk must be used when
saving to Disk.

Select Save Sample Truncated to 2nd Loop Point from the
Memory Menu to save the Truncated Sample in Memory, re-
placing the previous version.

A Save Changes Window opens.

® Save
Click Save to save the Truncated version in Memory and
return to the Sample Assign Screen.

® Lose
Click Lose to lose the Truncated version and return to the
Sample Assign Screen.

® Cont
Click Cont to cancel the save operation and continue on
the Sampler Screen.

Select Save Sample Truncated to 2nd Loop Point from the Disk
Menu to save the Truncated Sample to Disk, replacing the
previous version,
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Loop Pointers

When the Loop Icon is displayed, the Start and End Point values
control the Loop Pointers. These are represented by arrows on
the top line of the Sample and Zoom Windows.

The Loop Pointers are used to Loop a section of the Sample. The
Sample will be played normally up to the second Loop arrow, it
then Loops to the first Loop arrow, repeating the required num-
ber of times, before finishing the Sampile. This allows you to
stretch a Sample, making it last longer, but taking up the same
amount of Memory space. You can define both the number of
Loops and Loop Direction.

[34MPLER| | MEMORY | | DISK | [SPECIAL | [UTILITY |
Thresh Sample Name : nik18"35b Rate : 441 00Hz Peak

A S A ot

>

| PREVIEW | | S&MPLE

mSecs

& rmSecs

T —¥ T
[E][=]

L

When you make a new Sample, SDX automatically sets the Loop
Pointers to the beginning and end of the chosen Sampie Length
and the number of Loops to zero.

L Loop Start Point

To move the left-hand Loop arrow place the Pointer on the
Start Point box, then press and hold the Select Button. The
box will be highlighted allowing you to increase the value,
moving the arrow right, by rolling the Tracker Ball upwards,
or right. Conversely. rolling downwards, or left, will
decrease the value moving the arrow left,
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® Loop End Point

To move the right-hand Loop arrow place the Pointer on
the End Point box, then press and hold the Select Button.
The box will be highlighted allowing you to increase the
value, moving the arrow right, by rolling the Tracker Ball
upwards, or right. Conversely, rolling downwards, or left, will
decrease the value moving the arrow left.

When you release the Select Button, the section of Waveform
between the Loop Arrows will be looped.

The Loop Pointers can also be single-stepped through the Wave-
form by clicking on the forward or backward arrows above the
Numeric boxes.

LOOPING SAMPLES

Looping Samples sounds simple in theory, but is not always that
easy in practice. The object is to produce an invisible extension
of the Sample. However, the ear is very sensitive to discontinui-
ties, or glitches, and quickly detects repeating sections of sound.

Finding Good Loop Points

Most percussive sounds change rapidly in Amplitude and Har-
monic Content during their attack period. As the sound dies
away it becomes less complex and more cyclic in nature. Think
of a Cymbal and the way its sound changes as it dies away.

Only certain types of Sample can be successfully looped. You
should look for a section of the Waveform where the Amplitude is
constant such as the Sustain period of a sound. The Pitch should
also be stable, preferably without vibrato.

® Using the View Bars in the Sample Window, choose a
section of the Waveform towards the end of the Sample.

® Look at the Waveform in the Zoom Window, moving the
View Bars back and forth, until you find a section in which
you can see a repeating pattern.

@ Click on the Marker Select until it becomes the Loop icon.

® Now move the Loop Pointers until they are inside the Zoom
Window and enclose the repeating section.

Try playing the Sample using the assigned Pad, in this case the
Snare, or ight-hand Select Button. When you move the Loop
Pointers, SDX sets the number of Loops to 10, so you should hear
the section of Waveform you have selected, repeated 10 times.
Move the Loop Pointers around until you find a Loop which
sounds fairly natural.

Using SDX V1.1l
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Looping Options

Cnce

you have defined the Points where you want the Loop to

be, you can use the Looping Options Window to help you refine
the Loop.

Choose Loop Options from the Special Menu. When you re-
lease the Select Button the Looping Options Window will open.

Loop Gain Adjust

#-Fade Laap

LOOPING OPTIONS

a2

10| Wumber of Loops ¢

(0) Forward
Backwards/

@ @ Forwards

.'\] {

1’[J W) ’
L

/ ™ J \N‘
W W‘N \/

Find Loop FPoints

01550 ACCEPT c1u1ﬂK

You can increase or decrease the number of Loops, from O
to 99, by selecting the numeric box and rolling the Tracker

If the Sample is assigned to a Pitched Drum and the
Sample is triggered by a MIDI Note, the Loop Number will
be ignored and the Loop will repeat until @ MIDI Note Off is

0z300
Loop 2 Loop 1
® Number of Loops
Ball up or down.
received.
L Loop Type

There are two Loop types which can be selected by click
ing on the type name.

Forward causes the Sample to play forwards through the
Loop then jump directly from the Loop End Point to the
Loop Start Point.

Backwards/Forwards causes the Sample to play forwards
through the Loop until the Loop End Point then play back
wards from the End Point to the Loop Start Point then
forwards again.

You should experiment with the two types
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Loop Waveform

The Window displays two sections of the Looped Wave
form. These are the Start and End Points of the Loop. They
have however, been swapped round so that the Loop
Start Point is on the right while the Loop End Point is on the
left. The line separating the two Waveforms is the Splice
Point, showing how the Start and End points join.

Loop 1

The Loop Start Point can be moved by selecting the Loop
1 numeric box and increasing or decreasing it’s value by
rolling the Tracker Ball up or down. The value can also be
single-stepped by clicking on the forward or backward
arrows above the Waveform.

Loop 2

The Loop End Point can be moved by selecting the Loop 2
numeric box and increasing or decreasing it’s value by
rolling the Tracker Ball up or down. The value can also be
single-stepped by clicking on the forward or backwards
arrows above the Waveform.

Find Loop Points

To prevent Glitches in the Sample both Waveforms should
have zero Ampiitude and the same direction at the
Splice Point.

Having manually defined the area of your Loop you can
ask SDX to find the best Loop Start and End Points near by.
Points will be chosen which have zero Amplitude and the
same direction at the Splice Point.

Click on the Find Loop Points box.

Loop Gain Adjust

If the Amplitude of the Waveform within your chosen Loop
varies over the Loop length you will hear a sort of Tremelo
effect. To prevent this you can flatten the Amplitude across
the Loop by adjusting the Loop gain.

Click on the Loop Gain Adjust box.

Note that this operation will permanently effect the
Sample, so you may wish to perform it on a copy, created
using the Save Sample As option.

Cross Fade Loop

If your Loop still sounds a little unnatural you can try
Cross-Fading at the Loop Points.

Using SDX V1.1
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A Cross-Fade Loop works as follows :

The current Loop is divided into two halves C and D. A
length of Sample, equivalent to one half, is then taken from
before the loop, B, and after the loop, E. The second half of
the Loop D is mixed with the with the Sample before the
Loop B and the first half of the Loop C is mixed with the
Sample after the Loop E. By Cross-Fading between the
Samples a Waveform is created with equal mixes of both
Samples at the Loop points, so that the transition into and
out of the Loop is the same as around the Loop.

Loop Start Loop End
: 1/2 Loop 1/2 Loop
Am;ﬂnude Length Loop Length Length
A B c D E F Time
— Ky
w| Sample Length |
Start End
Amplitude
4
Sample after Cross-Fade
A B+D C+E D+B E+C F Time
\ 4
Loop Start Loop End

1/2B+1/2D = 1/2C+1/2E 1/2D+1/2B = 1/2E+1/2C

Cross-Fading provides a smoother Loop transition than
simply Splicing the Loop.

Note that this operation will permanently effect the
Sample, so you may wish to perform it on a copy, created
using the Save Sample As option.

Click on the X-Fade Loop box to activate the function.
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When you have created a satisfactory Loop you can close the

Window by clicking Accept. Any changes made will be saved

with the Sample.

Click Quit if you wish to close the Window but do not wish to
save any changes made.

SPECIAL FUNCTIONS

A number of Special Sampler Functions are available from the
Special Menu. Note that these operations will permanently effect
the Sample, so you may wish to perform them on a

copy.created using the Save Sample As option.

Clear Samples Not In Window

Choosing Clear Samples Not In Window from the Special Menu
will set all of the Sampiles outside the Zoom Window to zero.

——

| |ACCEPT l

QUIT

I Leave Alone

DYERWRITE SAMPLE WITH CLEAR

Overwrite Sample

Since this operation overwrites the Sample, a Warning Window
opens allowing you to cancel the operation by clicking Quit.

Reverse Samples In Window

Choosing Reverse Samples In Window from the Special Menu
will reverse the Sample inside the Zoom Window.

You can use this function to create backward Drums or Cymbals.
Before reversing the Sample, Truncate the end so that the re-
versed Sample plays immediately.

m:cmsﬂ
N

Quit

OYERWRITE SAMPLE WITH REVERSE

Overwrite Sample

Leave Alone

Since this operation overwrites the Sample, a Waming Window
opens allowing you to cancel the operation by clicking Quit.
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Maximise Sample Amplitude

Choosing Maximise Sample Amplitude from the Special Menu
will digitally increase the gain of the whole Sample to the maxi-
mum level before clipping.

You can use this function to increase the Signal to Noise ratio of
Samples which have been Sampled at too low a level. Since the
operation is accomplished digitally there will be no noise added.

Méx MIS

ACCEPT I
~

QuiT

l

SAMPLE AMPLITUDE

Overwrite Sample

Leave Alane

Before processing, a Warning Window opens allowing you to
cancel the operation by clicking Quit.

UTILITY FUNCTIONS

A number of Functions are available from the Utility Menu. These
are used to generate Test Waveforms and are of limited musical
use.

Selecting Sine from the Utility Menu generates a Low-Frequency
Sine Waveform for the selected Sample Length.

Selecting Hi Ramp from the Utility Menu generates a Ramp
Waveform with maximum Amplitude for the selected Sample
Length.

Selecting Lo Ramp from the Utility Menu generates a Ramp
Waveform with mimimum Amplitude for the selected Sample
Length.

EDITING OTHER SAMPLES

Other Samples can be loaded into the Sampler Screen, allowing
you view or Edit their Waveforms. When the Sample is loaded it
will atlways be Protected. preventing any changes from being
made until the Protection is turned off.
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Edit Sample from Memory

Select Edit Sample from the Memory Menu to load a Sample
| from those currently in Memory. If you have not saved the cur-
| rent Sample, a Save Changes Window will appear :

SAYE CHAMNGES TO SAMPLE ?

SAVE | Keep it
~N

LOSE

Lose it forever

CONT

Continue with it

This gives you the option to Save the current Sample, Lose it
forever, or cancel the Edit operation and Continue with the
current Sample.

An Edit Memory Sample Catalog will now be displayed unless

you cancelled the operation from the Save Changes Window.

[as]

Entries

0O~ 3 NN —

ambbass
afnbtorn 1
brasssni
brasssn3a
hi-hatcs
hi-hato
nik 18"35hb
Sys Sample

CATALOG

EDIT

MEMORY
SAMPLE

ACCEPT |

QUIT

To select a Sample, click on it's Sample name. The Sample will be
indicated with a cross. Click Accept to load it

The selected Sample name will appear at the top of the Screen
and it's Sample Waveform will be displayed in the Sample Win-
dow. The ioaded Sample can be played back by striking the
assigned Pad or clicking the right-hand Select Button.
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Edit Sample from Disk

Samples can also be loaded from Disk by selecting Edit Sample
from the Disk Menu. The selected Sample will be loaded into
Memory and be assigned to the same Dynamic and Position as
the Sample it replaces. The Sample chosen will not be locaded
again if it already exists in Memory. If you have not saved the
current Sample, the Save Changes Window will open as de-
scrived above.

An Edit Disk Sample Catalog will now be displayed unless you
cancelled the operation from the Save Changes Window.

7 Entries CATALOG
“ 1 ambbass
2 ambtam 1
3 brasssnl EDIT
4 brasssn3a ‘g.;iKPLE
5 hi-hatcs
6 hi-hato
7 nik 18"35hb :
NEW DISK |
ACCEPT
E

Select the Sample to be loaded from the Catalog and click
Accept toloadit.

The selected Sample name will appear at the top of the Screen
and it's Waveform will be displayed in the Sample Window. The
loaded Sample can be played back by striking the assigned Pad
or clicking the right-hand Select Button.

Edit Sample from Sample Assign Screen

If you choose Edit Sample from the Drum/Sample Assigning
Window, instead of New Sample, the Sampler Screen will be
displayed with the Waveform of the currently assigned Sample.
You can carry out any Edits to the Sample as described above,
or load other Samples by selecting Edit Sample from the Mem-
ory or Disk Menus. When you leave the Sampier Screen the
current Sample Name will be assigned on the Sample Assign
Screen.
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SAMPLE PROTECTION

When a Sample is loaded the Protected Indicator appears
under the Zoom Window. This prevents any unwanted changes
from being made to the Sample. You cannot access the
Scissors icon while the Sample is Protected. Clicking on the
Protected Indicator, opens the Sample Protection Window.

1

SHMPLE PROTECTION

This Sample is protected.
You must turn protection
off to make any changes.

(o) ProtectionOn
{ ) Protection Off

ACCEPTI |

To turn off the Protection, click Protection Off foliowed by Ac-
cept. The Sample Protection Window can also be opened by
selecting Protection from the Special Menu.
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LEAVING THE SAMPLER SCREEN

Once you have finished working with the Sampler you can return
to the Sample Assign Screen by selecting Quit from the Next
Menu.

if you have edited the current Sample, but have not saved it, @
Save Changes Window is displayed, as described above,
before you can leave the Screen.

SHYE CHAMGES TO SAMPLE 7

SAYE I Keep it

LOSE

Lose it forever

CONT

Continue with it

Save

To Save the Sample and any edits, click on the Save box.

If you have not already named the Sample an Alphanumeric
Keyboard Window will appear, allowing you to give the new
Sample an 11 character name.

If the name you have chosen already exists, the Name Exists
Window will open. This gives you the option to Rename the new
Sample, using the Alphanumeric Keyboard again, Replace the
Sample with the same name, or Quit the Save operation.

Lose

If you don’t want to keep the Sample, click on the Lose box. This
frees the Memory space you allocated when you entered the
Sampler, losing any Samples made. The Sample Assign Screen
will now be displayed.

Cont

If you selected Quit from the Next Menu by mistake, or changed
your mind about leaving the Sampiler, you can cancel the Quit

operation and continue, by clicking the Cont box.
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OTHER DISK OPERATIONS WINDOW

By now you should have used the Disk Menu to Load and Save
Kits, Drums and Samples to and from the other Screens. When
using this menu you may have noticed the title Other among the
choices.

This selection opens the Other Disk Operations Window. Point to
the Disk box on any Screen, then press and hold the Select
Button. The Disk Menu appears. Roll the Tracker Ball downwards

. to Other and release the Select Bufton.

The Other Disk Operations Window will open :

OTHER DISK OPERATIONS

Current Device : Int Floppy »
Disk Mame : AMBIENT 1

ODPERATIONM QUANTITY ITEM TYPE
{ ) Load { ) One { ) Sample
{ } Save () AN ( )} Drum
{ ) Delete { ) Kit
{ } Rename ( ) Chain
{ ) Sequence
{ ) Other ACCEPT
{ ) Format
( ) Copy QuiT

! This Window allows you to Load, Save, Delete or Copy one or
all, of the specified items from any of SDX’s Screens. You can also
Rename an item and Format Disks.
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SELECTING THE CURRENT DEVICE

load, Save, Delete, Rename and Format Operations are all
performed on the Current Device. The Device can be the Inter-
nal Floppy, an Internal Hard Disk or External Devices connected
to the SCS! port.

To select the Current Device, click on the Device Name. A De-
vice Select Catalog will appear :

2 Entries CATALOG

A

1 Int Floppy

2 Hard Disk

SELECT

DEYICE

If you do not have internal or external Hard Disks, only one De-
vice will be displayed, the Internal Floppy.

If an internal Hard Disk has been fitted, two Devices will be dis-
played, the Internal Floppy and the internal Hard Disk, SCSI 0.

Any other Devices connected to the SCSI port will be displayed
with their address number. Consult the Interface Section on SCSI
for further details.

To select a different Device click on it’s name. The entry will be
marked with a cross. Click Accept to select this Device.

The Device Name will now be displayed on the Disk Operations
Window and all operations will be performed on its Disk.
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SELECTING THE DISK NAME

The Name of the Disk in the Current Device is displayed under
the Device Name.

When the Current Device is the Internal Floppy there can only
be one Disk Name, that of the Disk in the Drive. However, if you
have a Hard Disk fitted it can be divided into a maximum of 30
Disk Slots. Each Disk Slot can be given a unique Disk Name.,

To select the Disk Slot, click on the Disk Name. A Disk Slot Cata-
log will appear::

8 Entries CATALQG
X1 Rock Kits IEIIEI
2 Jazz Kits
3 DryKits SELECT
4 Amb Kits DISK SLOT
5 MIDI Kits
6 Bass Drums
7 Snare Drums
8 Misc Drums
‘ﬁCCEPT;l
IEIIEI QuIT

if you do not have internal or external Hard Disks, only one Disk
Name will be displayed, the one in the Internal Floppy.

If an internal Hard Disk has been fitted and it has been selected
as the Current Device, the Names of it’s Disk Slots will be dis-
played.

To select a different Disk Slot click on it's name. The entry will be
marked with a cross. Click Accept to select this Disk.

The Disk Name will now be displayed on the Disk Operations
Window and all operations will be performed on this Disk.
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LOAD OPERATIONS

This operation allows you to Load one of each of the selected
Sample, Drum, Kit, Chain, Sequence and Other items from the
Current Disk.

Alternatively, you can Load all of each of the selected Sample.
Drum, Kit, Chain, Sequence and Other items from the Disk.

Load One

To Load one of each type., click Load, then One, then each
Type you require. Each click will cause an indicator to appear

i nextto the name. To de-select a Type, click it's name again.

OTHER DISK OPERATIONS

Current Device : Int Floppy
Disk Marne : AMEBIENT 1

APERATION

o) Load
( ) Save

{ ) Delete

( ) Rename
¢ ) Format
( ) Copy

QUAMTITY I[TEMTYPE

(o) One
() an

Other ﬁCCEPTl

QuIT
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| To change your selection, simply click another item type. Or, if

you wish to abandon the operation click Quit to cancel and
close the Window.

When you have made your selection click Accept.

® A Load Disk Catalog will appear allowing you to select the
item to be Loaded.

® From the Catalog. click on the item name you require, then
click Accept to loadit.

® A Lloading ... Please Wait message will appear while the
Drive is active.

If you have chosen more than one type, this process will be
repeated for each type.
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When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The new items will now be in Mem-
ory.

Note When Kits are loaded, all the Drums and Samples assigned
to each Kit are also loaded. When Drums are loaded all
the Sampiles assigned to each Drum will also be loaded. If
a Kit, Drum, or Sampile is already in Memory it will not be
loaded again.

Load All

To Load all of each Type., click Load, then All. then each Type
you reqguire. Each click will cause an indicator to appear next to
| the name. To de-select a Type., click it's name again.

When you have made your selection click Accept.

OTHER DISK OPERATIONS

Current Device : Int Floppy
Disk Mame : AMEBIENT 1

OPERATION QUANTITY ITEMTYPE
(o) Load { ) One { ) Sample
{ ) Save (o) Al (o) Drum
{ ) Delete () Kit
( ) Rename { ) Chain
{ ) Sequence
( ) Other »ﬁCCEF‘T'
{ ) Format
() Copy QuIT

[ A Loading All ... Please Wait message will appear while the

| Drive is active. If you have selected more than one type, a

| Loading Message will be displayed for each type as it is Loaded.
When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The new items will now be in Mem-
ory.
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SAVE OPERATIONS

This operation allows you to Save one of each of the selected
Sample, Drum, Kit, Chain, Sequence and Other items from
Memory to the Current Disk.

Alternatively, you can Save all of each of the selected Sample,
Drum, Kit, Chain, Sequence and Other items, provided you
have enough space on the Disk.

You must have an Unprotected Disk in the Drive.

Save One

To Save one of each type, click Save, then One, then each
Type you require. Each click will cause an indicator to appear
next to the name. To de-select a Type, click it's name again.

OTHER DISK OPERATIONS

Current Device : [nt Floppy
Disk Marne : AMBIENT 1

DPERATION QUANTITY ITEM TYPE
{ ) Load (o) One ( ) Sample
{o0) Save { ) an { ) Drum
{ ) Delete (o) Kit
( ) Rename ( ) Chain
( ) Sequence
{ ) Qther @
{ ) Format

() Copy QuIT

To change your selection, simply click ancother item type. Or, if
you wish to abandon the operation click Quit to cancel and
close the Window.

When you have made your selection click Accept.

® A Save Memory Catalog will open allowing you to select
the item to be Saved.

® From the Catalog, click on the item name you require,
then click Accept to Save it.

o A Saving ... Please Wait message will appear while the
Drive is active.

If you have chosen more than one type, this process will be
repeated for each type.
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When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The items will now be on the Current
Disk.

Note When Kits are Saved, all the Drums and Samples assigned
to each Kit are also Saved. When Drums are Saved all the
Samples assigned to each Drum will also be Saved. If a Kit,
Drum, or Sample is already on the Current Disk it will not be
Saved again.

Save All

To Save all of each type, click Save, then All, then each Type
you require. Each click will cause an indicator to appear next to
the name. To de-select a Type. click it’s name again.,

OTHER DISK OPERATIONS
Current Device : Int Floppy
Disk Mame : AMBIENT 1
OPERATIONM QUANTITY ITEMTYPE
( ) Load () One (o) Sample
(o) Save (o) all { ) Drum
{ ) Delete () Kit
{ 3 Rename { ) Chain
( ) Sequence
( ) Qther r’%CCEPT‘
{ ) Format ‘
() Copy ouIT

When you have made your selection click Accept.

A Saving All ... Please Wait message will appear while the Drive
is active. If you have selected more than one type, a Saving
Message will be displayed for each type as it is Saved. When the
operation is finished the Other Disk Operations Window will be
displayed again. The new items will now be on the Current Disk.
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DELETE OPERATIONS

This operation allows you to Delete one of each of the selected
Sample, Drum, Kit, Chain, Sequence and Other items from the
Current Disk.

Alternatively, you can Delete all of each of the selected
Sample, Drum, Kit, Chain, Sequence and Other items from the
Disk.

You must have an Unprotected Disk in the Drive.

Delete One

To Delete cne cf each type, click Delete, then One, then each
Type you require. Each click will cause an indicator to appear
next to the name.

To de-select a Type, click it's name again.

OTHER DISK OPERATIONS

Current Dewice : Int Floppy
Disk Narme : AMBIENT 1

OPERATION

{ ) Load

{ ) Save
(o) Delete
{ ) Rename

{ ) Format
{ ) Copy

QUANTITY ITEMTYPE

(o) One
() an

Other ACCEPT’

QuIT
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To change your selection, simply click another item type. Or, if
you wish to abandon the operation click Quit to cancel and
close the Window.

When you have made your selection click Accept.

o A Delete Disk Catalog will open allowing you to select the
tem to be Deleted.

[ From the Catalog, click on the item name you require, then
click Accept to Delete it.
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| @ A Delete Warning Window will appear. This gives you the
4 option to cancel the Delete operation before the item is
! removed forever |

DELETE DRUM 7

ACCEPT | Go Ahead, Delete

QuIT Don't Delete

| @ Click Accept if you wish to go ahead with the Delete

' operation.

® A Deleting .... Please Wait message will appear while the
Drive is active.

If you have chosen more than one type, this process will be
repeated for each type.

When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The selected items have been
removed from the Current Disk.

Delete All

To Delete all of each type. click Delete, then All, then each Type
you require. Each click will cause an indicator to appear next to
the name.

To de-select a Type, click it's name again.

OTHER DISK OPERATIONS

Current Device : Int Floppy
Dizk Marme : AMBIENT 1

CPERATION QUANTITY ITEMTYPE
{ ) Load { ) One { ) Sample
{ ) Save {a) Al { ) Drum
(o) Delete (o) Kit

( ) Rename ( ) Chain

( ) Sequence

( ) Other ACCEPT’
armat ‘ N

()F
( ) Copy QuUIT

| When you have made your selection click Accept.
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A Delete Warning Window will appear. This gives you the option
to cancel the Delete opercation before the items are removed
| forever!

DELETEALL KITS ?

ACCEPT | Go Ahead, Delete

QuIT Don't Delete

I Click Accept if you wish to go achead with the Delete operation.

A Deleting All ... Please Wait message will appear while the
Drive is active. If you have selected more than one type, a
Delete Warning will be displayed for each type, giving you the
chance to Quit each selection.

When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The items have been removed from
the Current Disk.
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RENAME OPERATION

This operation allows you to Rename one of each of the
selected Sample, Drum, Kit, Chain, Sequence and Other items
on the Curment Disk.

You must have an Unprotected Disk in the Drive.

Rename One

To Rename an item, click Rename, then the Type you require.

Each click will cause an indicator to appear next to the name.

You cannot Rename All, so the option is not displayed and you
cannot select more than one type, so the indicator shows only

the last choice.

OTHER DISK OPERATIONS

Current Dewvice : Int Floppy
Disk Mame : AMBIENT 1

CPERATIGN QUANTITY ITEM TYPE
{ ) Load (o) One ( ) Sample
{ ) Save ( ) Drum
{ ) Delete (0) Kit
(o) Rename ( ) Chain
( ) Sequence
{ ) Other ACCEPT'
{ ) Format "
( ) Copy QuUIT

To change your selection, simply click another item type. Or, if
you wish to abandon the operation click Quit to cancel and
close the Window.

When you have made your selection click Accept.

® A Rename Disk Catalog will open allowing you to select
the item to be Renamed.

® From the Catalog, click on the item name you require,
then click Accept to Rename it.
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‘ ® An Alphanumeric Keyboard Window will appear. This
v} allows you to enter an alternative 11 character name for
} the selected item.

Mew Mame : Snare ACCERPT | |QUIT

[T EL s ] B ] B I [ T [ foei
T Bl B T TP T B
cape [ [ ] ] (][] o (] (L] Dl PO [ (] feore

b e IR ] L B

CLEAR

bass snare rim tam hihat | {symbal LAST N&ME

Click on the letter or numbers in sequence. Click Del to
backspace or Clear to clear the entry. Common Drum
names and the Last Name entered are also available

and a typed when clicked.

Upper case letters can be selected by ciicking Caps. If
you want to change your entry you can point to any
character in the name and re-enter another letter or
number,

To cancel the Rename operation click Quit.

® Click Accept if you wish to go ahead with the Rename
operation.

@ The Drive will become active while the item is Renamed.

When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The selected item has been re-
named on the Current Disk.

If the name you have entered already exists on the Current Disk,
a Name Exists Window will open.

This gives you the option to Rename the item again, using the
Alphanumeric Keyboard Window, Replace the item, overwriting
the same name, or Quit the Rename operation.
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FORMAT OPERATION

When you buy new, blank Disks they must be Formatted
before you can store information on them. This process forms
Magnetic Tracks on the Disk, similar to grooves in a Record,
only they are not cut into the surface. By splifting the Disk into
Sectors, like slices of cake, each Track within a Sector, called a
Block, can be given a unique address. Using these addresses
SDX can keep a Directory of where it saves information on the
Disk. The contents of this Directory are displayed when you

. select Info from the Disk Menu.

Disk Casing

% Magnetic Disk

Sector

\ Track

Once a Disk has been Formatted, space is taken up by the
Directory and it's addresses, the remainder is free to store your
information. For example a formatted 1 MegaByte Disk will have
633 KiloBytes of free storage areq.

Formatting is only required once, on a new biank Disk. You can
re-format old SDX Disks or Disks which have been used in other
instruments or computers, but this will bulk erase all of the previ-
ous information on the Disk. The Format operation should there-
fore be used with care.

SDX can Format two types of 3.5" Micro-Floppy Disk

o 1 MByte DS/DD (Double-Sided / Double-Density),
135 TPI.
1 MegaByte Disks are normally used to hold the SDX Oper
ating Software. You can use them as Sound Disks but, once
formatted, will be limited to 633 KiloBytes of storage area.

® 2 MByte DS/HD (Double-Sided / High-Density), 135 TPI.
2 MegaByte Disks are normally used as Sound Disks to
contain Kits, Drums and Samples. Once formatted they will
have 1,273 KiloBytes of storage area free.

SDX will automatically select between the two types by detect-
ing the extra hole in the casing of the 2 MegaByte Disk. Use the
Disk Information Window to check the size and free space on
any Disk.
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Formatting a Disk

To Format a Disk, click Format, an indicator will appear next to
the name. You cannot have a Quantity or Type, so the options
I are not displayed

OTHER DISK OPERATIONS

Current Device : Int Floppy

Disk Mame : AMBIENT 1

OPERATION QUANTITY ITEMTYPE
¢ ) Load (o) AN (o) Disk
¢ ) Save
{ ) Delete
¢ ) Rename
ACCEPTI
{a) Format ‘
{ ) Copy qQuIT

If you wish to abandon the operation click Quit to cance! and
close the Window. To continue, click Accept.

A Format Warning will appear allowing you cancel the
operation. Click Accept to continue.

A second Format Warning will appear giving you another
chance to cancel the operation. Click Accept to con
tinue.

An Alphanumeric Keyboard Window will appear. This
allows you to enter an 11 character name for the Disk.

Disk Mame ; Rock Kits

(1214 ] ] EI B (o] o] [T (=] ] foe
I M ] R R R I DI B

ACCEPT | (QuUIT

caps | [o] o J [ ][] [a ][] (3] [k] (] (][] fooee
RIS EIE el ] W LT[R
CLEAR
bass ||snare | [rim |[tom | [hihat | [symbal | [LAST NAME
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Click on the letter or numbers in sequence. Click Del to
backspace or Clear to clear the entry. Upper case letters
can be selected by clicking Caps. If you want to change
your entry you can point to any character in the name and
re-enter another leftter or number.

You also have one last chance to cancel the Format
operation by clicking Quit.

Click Accept if you wish to go ahead with the Format
operation.

[ ] A Formatting Disk ... Please Wail message will appear
and the Drive will become active while the Disk is
Formatted.

The current Side, 0 or 1, and the current Track, 0 to 79, will
be displayed in the message Window.

® When the operation is finished, the number of good and
bad Blocks counted will be displayed. Each Block holds 1
KiloByte of information. If any Bad Blocks have been
encountered. try re-formatting the Disk. if @ new Disk is
consistantly bad, return it to the suppilier. If an old Disk
shows bad, bin it !

[ ] Click to return to the Other Disk Opeiations Window.
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COPY OPERATIONS

This operation allows you to Copy one of each of the selected
Sample, Drum, Kit, Chain, Sequence and Other items from the
Cumrent Device to a Destination Device.

Alternatively, you can Copy all of each of the selected Sample,
Drum, Kit, Chain, Sequence and Other items, provided you
have enough space on the Destination Disk.

If you are copying to and from Fioppy, you should Protect the
Source Disk and Unprotect the Destination Disk.

Copy Options

When you select Copy, several new options appear in the Win-
dow :

] Source Device
Current Device has changed to Source Device. This is the
Device which you will be copying from.

® Destination Device
This is the Device which you will be copying to. The Device
and Disk Name are selected in the same way as the
Current Device and Disk Name.

® Format First
This option allows you to Format the Destination Disk before
any information is copied to it. This will save you work if
you are making Backups of your Sound Disks since you can
Format and Copy in one Operation. However, if the Desti
nation Disk is not a newblank Disk all previous information
on the Disk will be erased.

[ ] Warning if Exists
You can ask SDX to produce a Warning Message if an item
name you are copying already exists on the Destination
Disk. You will thenhave the option to overwrite the item or
leave it alone.

® Erase After
SDX uses its Memory to hold all the items to be copied
while it is transferring information between the Devices. If
you do not want these items to remain in Memory after the
operation, click this option.,
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| Copy One

To Copy one of each type. click Copy. then One. then each
Type you require. Each click will cause an indicator to appear
next to the name. To de-select a Type, click it's name again.

OTHER DISK OPERATIONS

Source Device : Int Floppy Destination Device : Int Floppy
Disk Mame : AMEIENT 1

OPERATION QUANTITY ITEMTYPE ( ) Warning
if Exists

{ ) Load (0) One (o) Sample

{ ) Save () an (o) Drum (o) Eraze

{ 3 Delete (o) Kit After

{ » Rename { ) Chain

{ ) Sequence

( ) Other ACCEPT’
{ Y Format First

~
(o) Copy QuIT

Select the required Source and Destination Devices and click
the Copy Options which you require.

if you wish to abandon the operation click Quit to cancel and
close the Window.
When you have made your selection click Accept.

® A Load Disk Catalog will open allowing you to select the
item to be Copied from the Source Device.

® From the Catalog. click on the item name you require, then
click Accept to Copy it.

® A Loading ... message will appear at the top of the Win
dow while the Drive is active.

If you have chosen more than one type, this process will be
repeated for each type.

If the Source and Destination Devices are both the internal
Fioppy Drive an Insert New Disk Window appears :

INSERT NEW DISK

ACCEPT | Go Ahead, Copy

QuiT Don't Copy
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You should now remove the Disk that you have copied from and
insert the Disk which you wish to copy to, making sure that it is
Unprotected.

® if you wish to cancel the operation click Quit.
® Click Accept to Copy the information to the new Disk.

If you had selected the Format First opticn a Format Warning
Window will appear. This gives you one last chance to cancel
the operation before the Destination Disk is formatted and all it’s
previous information erased.

® Click Accept to Format the Disk.
® The Drive will become active while the Disk is formatted.

If the Format Option has not been selected the items will be
added to the contents of the Destination Disk, provided there is
enough room on the Disk.

® A Saving ... message will appear at the top of the Window
while the items are copied to the Disk.

When the opercation is finished the Other Disk Operations Win-
dow will be displayed again. The selected items will now be on
the Destination Disk.

Note When Kits are Copied, all the Drums and Samples assigned
to each Kit are alsc Copied. When Drums are Copied all
the Samples assigned to each Drum will also be Copied. If
a Kit, Drum, or Sample is already on the Destination Disk it
will not be Copied again.
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Copy All

To Copy all of each type, click Copy. then All. then each Type
you reguire. Each click will cause an indicator to appear next to
the name. To de-select a Type, click it's name again.

Select the required Source and Destination Devices and click
the Copy Options which you require.

OTHER DISK OPERATIONS

Cisk Mame : AMEIENT 1

OPERATION

{ ) Format First
(o) Copy

Source Device : Int Floppy Destination Device : Int Floppy
QUANTITY [TEM TYPE { ) Warning
if Exists
{ ) One (n) Sample
(o) AN ( ) Drum (o) Erase
{ ) Kit After
{ ) Chain
{ ) Sequence
{ ) Other ﬁCCEPTI
QuiT

If you wish to abandon the operation click Quit to cancel and
close the Window.

When you have made your selection click Accept.

o A Lloading ... message will appear at the top of the Win
dow while the items are copied from the Source Disk into
Memory.

@ If the Source and Destination Devices are both the Internal
Fioppy Drive the Insert New Disk Window appears.

You shouid now remove the Source Disk that you have
copied from and insert the Destination Disk which you wish
to copy to, making sure that it is Unprotected.
® If you wish to cancel the operation click Quit.
® Click Accept to Copy the information to the new Disk.
If you had selected the Format First option a Format Warning
Window will appear. This gives you one last chance to cancel
the operation before the Destination Disk is formatted and ali it’s
previous information erased.

® Click Accept to Format the Destination Disk.
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o The Drive will become active while the Disk is formatted.

If the Format Option has not been selected the items will be
added to the contents of the Destination Disk, provided there is
enough room on the Disk.

J A Saving ... message will appear at the top of the Window
while the items are copied from Memory to the Destination
Disk.

When the operation is finished the Other Disk Operations Win-
dow will be displayed again. The selected items will now be on
the Destination Disk.

| Note When Kits are Copied, all the Drums and Samples assigned

to each Kit are also Copied. When Drums are Copied all
the Samples assigned to each Drum will also be Copied. If
a Kit, Drum, or Sample is already on the Destination Disk it
will not be Copied again.
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ontrol P ane

Every Screen has a Title box which displays a Menu when se-
fected. This Menu would normally be used to select info on ...
allowing access the Help System Windows for each Screen.
However, the last choice on the Menu of each Title box invokes
the Control Panel.

Point to the Title box on any Screen, then press and hold the
Select Button. A Menu appears under the Title box. Roll the
Tracker Ball downwards to Control Panel and release the Select
Button.

The Control Panel Window will open :

CONTROL PANEL
Dampdt {120
| ot [125
ol o ol of of of of o
HAT O MOD O
| |
a0l as|| soll 25| so0ll 95| 11| 32 4UTO TRIGJK QuIT
ol ol ol of of o 0

This Window allows access to the 16 Dynamic Meters,
AutoTrigger, KeyPad Modes and MIDIWatch Facility.

CONTROL PANEL

The Control Panel allows you to view the status of the 16 Pad
Inputs. Each rectangle is a Dynamic Meter which indicates
where and how hard any Pad was struck.

When you stike any of the 16 Drum Pads a line within the meter
shows the Dynamic level graphically. The Dynamic value is also
displayed, as a number, under each line. Positional values are
displayed under the Dynamic values.

Dynamic and Positional values can range from 0to 127.

You can also trigger an individual Pad by placing the Pointer
anywhere on it's Dynamic Meter and clicking the left-hand
Select Button. The Pad will be triggered with full Dynamic level
with the Positional value set to zero.
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Damp dt

This parameter adjusts the Damp Dynamic Threshold for the
Symbdls. It allows you 1o set a Dynamic value, below which the
Symbal Voice will be Damped.

Point to the numeric box, press and hold the left-hand Select
Button then roll the Tracker Ball upwards to increase the value or
downwards to decrease it.

The value can range from 110 127, the default value being 120.

Damp pt

This parameter adjusts the Damp Position Threshold for the
Symbals. It dllows you to set a Position on the Symbal Pad which,
when touched, will cause the Symbal Voice will be Damped.

Point 1o the numeric box, press and hold the leff-hand Select
Button then roli the Tracker Ball upwards to increase the value or
downwards tc decrease it.

The value can range from 1 to 127, the default value being 125.

Damper

The Damper value controls how quickly the Symbat Voice will be
Damped, or Choked.

Point to the numeric box, press and hold the left-hand Select
Button then roll the Tracker Ball upwards to increase the vaiue or
downwards to decrease it.

The value can range from -32767 to +32767, the default value
being 00046.

Hat

The Hat parameter shows the current value of the Hi-Hat Pedal.
This value can range from 0 to 127.

Mod

The Mod parameter shows the current value of the Modulation
Pedal. This value can range from 0 to 127.

Quit

Clicking on the Quit box closes the Control Panel Window and
returns to whatever Screen the Window was invoked from.

Auto Trig

Clicking on the Auto Trig box displays the AutoTrigger Window.
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AUTOTRIGGER

1leccolecoclecoo|leocoo
ceooCloeocoloe o000 e0 O AUTO TRIGGER
3]0 GO 0|0 00000000000

200 20 Q00000000000 Dynarnic 120
El00 0000000000000 0 N
cooolooooloooolooo o Pazitian a
7Jlcoo00loocoojooooloc oo Tempo 0
OO0 0O00000000l000 0

glo 0000000000000 Last Dun .
ocoooloooolooooloooo Last Pos h
11floooolcoooloooolooo oo
coooloococolooooloo oo
13loocoolooooloocooloooo CLEAR| [START
cooolooocolooooloooo
iclooooloocooloooo|loo0 o Midiwatch | |QUIT
coocolooooloocooloooo

This part of the Controt Panel is normally used to test SDX's voices
being used to trigger any of the 16 pads without having to hit the
Drum Pads.

However, the Autotrigger can be used as a creative Scratchpad
for rhythmic ideas. since it allows Dynamic and Positional ‘Hits’ to
be programmed while the Autotrigger is running.

The Autotrigger is presented as a 16 by 16 grid. At each point in
the grid, there is a Hit indicator. If there is a Hit programmed the
circle will be filled and the Pad will be triggered.

There are 16 beats in each row of the grid and 16 rows, one for
each Pad.

To enter a Hit simply click on the indicator. To remove the Hit click
on the indicator again.

When the Autotrigger is running, arrows at the top and bottom of
the grid indicate the current beat position.

Each Hit will have the curent Dynamic and Position values, so
you can change these while the Autotrigger is running. introduc-
ing more ‘feel” into the rhythm.
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Dynamic

The current Dynamic value can be adjusted to simulate different
Hit weights.

Point to the numeric box, press and hold the leftf-hand Select
Button then roll the Tracker Ball upwards to increase the value or
downwards to decrease it.

The value can range from 8 to 120, the default value being 120.

Position

The current Position value can be adjusted to simulate a Hit from

different areas of a Pad.

Point to the numeric box, press and hold the left-hand Select
Button then roll the Tracker Ball upwards to increase the value or
downwards to decrease it.

The value can range from 0 to 120, the default value being 0.

Tempo

The Tempo of the Autotrigger can be adjusted in beats per
minute. Each beat being one position on the grid.

Point to the numeric box, press and hold the left-hand Select
Button then roll the Tracker Ball upwards to increase the value or
downwards to decrease it.

The value can range from 40 to 360, the default vaiue being 120.

Last Dyn

When you remove @ Hit the Last Dynamic value will be dis-
played. This allows you to enter the Hit again with the same
value, or repeat it elsewhere. .

Last Pos

When you remove a Hit the Last Position value will be displayed.
This allows you to enter the Hit again with the same value, or
repeat it elsewhere.

Clear

Clicking Clear will remove all Hits from the grid.

Start/Stop

Click on Start to run the Autotrigger. The box will now display
Stop. Click Stop to stop the Autotrigger.

Quit

Clicking on the Quit box closes the Control Panel Window and
retums to whatever Screen the Window was invoked from. If the
Autotrigger is running it will continue even when the Window is
Closed. To stop it you will have to open the Window again and
click Stop.

Using SDX V.



|
|

MidiWatch

Clicking on the Midiwatch box displays the MidiWatch Window.

MIDIWATCH

MID! WATCH

Key Pad Mc..je‘L auiT

This facility allows you to view some of the MiDI data received at
SDX’s MIDI Input. A 10 Octave Music Keyboard is displayed in the
Window. When MIDI Notes are received they will be indicated on
the Keyboard. Their numeric and chromatic values are aiso
displayed.

Program Changes and Control Changes will be dispiayed in
numeric format below the Keyboard.

Quit

Clicking on the Quit box closes the Control Panel Window and
returns to whatever Screen the Window was invoked from.

Key Pad Mode

Clicking on the Key Pad Mode box displays the Key Pad Mode
Window.
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KEY PAD MODES

KEYPAD MODES

MODE - [ 1

Dynarnic fram
Keypad ¥elocity

L | Keys -> Al Drums

Dynamic = Key
Position = Inner

C. Pane]l QuIT
s

4-126

The Key Pad refers 1o the 16 Grey buttons on the SDX Console.
You can change the function of these Pads by selecting a Key
Pad Mode. The Dynamic Meters are also displayed.

To change the Key Pad Mode, point to the numeric box, press
and hold the left-hand Select Button then roll the Tracker Ball
upwards to increase the value, or downwards to decrease it.
When you release the Select Button the new Mode selection will
be displayed.

You can also single-step the Modes by clicking on the up or
down Scroll arrows.

Mode 1 is the default mode and is selected on Power-up.

Mode 1

In Mode 1 the Pads can be used instead of, or as well as, the Kit
Drum Pads. The harder they are hit, the higher the Dynamic
value. The top 8 Pads trigger Drums 1 to 8, the bottom 8 trigger
Drums 9 to 16.

® Dynamic from KeyPad Velocity
Keys - All Drums
Dynamic = Key
Position = Inner

Using SDX V1.1



Mode 2

In Mode 2 the Pads can still be used to play Drums, but they will
always trigger the Drums with maximum Dynamic level, no mat-
ter how hard they are hit. The top 8 Pads trigger Drums 1 to 8. the
bottom 8 trigger Drums @ to 16.

® Fixed Dynamic
Keys - All Drums
Dynamic = Max (125)
Position = Inner

Mode 3

In Mode 3 the Pads no longer play the Drums, but allow any Kits
which are loaded in Memory to be selected. The top 8 Pads
select Kits 1to 8, the bottom 8 select Kits @ to 16. Hitting a Pad
harder has no effect.

® KeyPad as a Selector Pad
Keys - Selector

Dynamic = Off
Position = Off
Mode 4

In Mode 4 the Pads only play the current Drum, but allow @
range of Positions to be selected. All Pads are Dynamic, the
harder they are hit, the higher the Dynamic value. The Pads
select a Postional value ranging from O when the top left is hit, to
127 when the pbottom right is hit.

® Current Drum, 16 Position (1)
Keys - 1 Drum
Dynamic = Key
Position = Range

Mode §

In Mode 5 the Pads again play the current Drum, but allow @
more limited range of Positions to be selected. All Pads are
Dynamic, the harder they are hit, the higher the Dynamic value.
The Pads select a Postional value ranging from 56 when the top
left is hit, to 70 when the bottom right is hit.

L Current Drum, 16 Position (2)
Keys - 1 Drum
Dynamic = Key
Position = Range

C. Panel

Clicking on the C. Panel box displays the Control Panel Window
again.

Quit

Clicking on the Quit box closes the Control Panel Window and
retums to whatever Screen the Window was invoked from.
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Bit s el e ct

{ The Kit Select Screen allows any of the displayed Kits, which
have been loaded from the Disk Drive, into Memory to be se-

| lected instantanecously. Kits can be selected using the Tracker
Ball, Key Pads or the remote Footswitch.

Active Kit Kit lcon
yd Z

/

[ KITSELECT | [MEMpRY | [DIsK] |5}'€§aﬂ
d '

- .ﬁ. \E;/
2. ROCK 1 3. DRY KIT 1 4 DRY KIT 2
" B
6. ROCK 3 7. ROCK 4 8. AMBIENT 1
=il
10. LATIN KIT

SCREEN PARAMETERS

Kit lcon

Kits loaded in Memory are displayed as Kit Icons. Up to sixteen
can be displayed on the screen at any one time. The name and
number of each Kit is shown beneath it’s icon.

Active Kit

Clicking on any Kit will make that Kit Active. It can now be
played on the Key or Kit Pads. To indicate it is active Digit ap-
pears behind the Kit, surrounded by a box.

Reference 5-1
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KIT SELECT MENU

|KIT SELECT ;]
N

Info on SD®
Info on Kit Select
Cantraol Panel

Info on SDX
Provides information about the SDX Console.

Info on Kit Select
Provides information about the Kit Select Screen.

Control Panel

| Selects the Control Panel Window allowing access to the 16

Pad Dynamic Meters, AutoTrigger, Key Pad modes and
MIDIWatch facility.

MEMORY MENU

I MEMORY q .

Delete Kit
Clear Memory
Infa

Delete Kit

Deletes a Kit from Memory. The Delete Catalog Window will
appear allowing the required Kit to be chosen from all Kits cur-
rently in Memory.

Clear Memory
Clears all Kits, Drums and Samples from Memory.

Info

Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much
Memory space is left.

DISK MENU

IDISK;\

Save Kit
Load Kit
Load AlY Kits
Other

[nfo

Save Kit
Saves the active Kit to Disk.
Note : The Disk must be Unprotected.

Load Kit

Loads a Kit from Disk into Memory. The Load Catalog Window
will appear allowing the required Kit to be chosen from all the Kits
currently on the Disk. Once loaded this Kit will be active.

Load All Kits
Loads all of the Kits in The Disk into Memory. A Loading Kit...

Please Wait message will be displayed as each Kit is loaded.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Drums,
Samples or other data from Disk. Copy and Format options are
also availabie.

Reference V1.1



| Info

| Selects the Disk Information Window showing the Kits, Drums

i and Samples currently on the Disk. The Disk Name, Serial No. and
. Type are aiso displayed along with the amount of free space

| remaining.

SPECIAL MENU

SPECIAL Easy Sampling
— Transfers directly to the Sampler Screen, allowing New Samples

~

Eazy Sampling - fo be made. Samples will not be assigned to a Dynamic or

- Position on any Pad but can be triggered using the right-hand
| Select Button. New Samples can be saved to Disk or assigned
| using the Sample Assign Screen.

KIT EDIT MENU
KIT EDIT Kit Mixer
- Transfers from Kit Select to the Kit Mixer Screen. This allows the
Kit Mixer overall Length and Tuning of individual Drums to be adjusted
Kit Configuration along with their Volume and Pan positions in the Stereo Mix
Welcome Output.

Kit Configuration

Transfers from Kit Select to the Kit Configuration Screen. This
allows the Kit configuration to be Defined. Each of the 16 Pads
can be assigned a Pad Type, a Drum and Voice Outputs. MiDI
Notes, Channels and Program Changes can also be selected.

Welcome
Returns to the SDX Welcome Screen.

Reference 5-3
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—

>

Length Pot

/

Kit Name

The Kit Mixer Screen ailows graphic control of the 16 Drum
outputs, displayed as Pads 1-8 and 9-16. Selecting and adjusting
Pots or Sliders on the Screen with the Tracker Ball allows the Pitch
and Length of each Drum to be adjusted, along with it’s Pan
position and Volume in the Stereo Mix,

Other 8

/ N
/ [ MEMORY | | DisK | | SPECIAL] [MEXT]\

Kit Mame ; ROCK 1 OTHER &
Tune Pot \ Fad: 1 Pad: 2 Pad: 3 Pad: 4 Pad: 5 Pad: 6 Pad: 7 Pad . 3
\ q
J“@ = f@a .FO{«» JO& .FOQ £ r-N fOe J‘@e
Pan Pot \\‘Length Length Length Length Length Length Length Length
NLOLOO.OLO.L0..0..0.
Vol slider \|~ Tuyne Tune Tune Tune Tune Tune Tune Tune
Nholfoielifo) O
\ L RIL RITL RIL RIIL RITL RIIL RIIL R
Mute Switch " Pan Pan Pan Fan Fan Pan Fan Fan
MTS MTS M S|{M pa MTS MTS M 5 MTS
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Metal Snare Hi Torm 6 Med Tom 6 China 13
b Bass Metal Rim Hi Tam 6 Lo Tam 6

/

Solo Switch

SCREEN PARAMETERS

Reference

Kit Name
Displays the name of the Active Kit.

Other 8

Click to select Pads 1-8 or 9-16.

Clicking the right-hand Select Button will perform the same
function.

Length Pot

Adjusts the Length of the Drum Envelopes and Drum Samples. To
increase their Length, select the Pot on the required Drum and
roll the Tracker Ball right. To decrease, roll the Tracker Ball left.
Double-Click to reset to maximum.

Tune Pot

Adjusts the Tuning of the Drum Sample plus or minus 12 semi-
tones. To increase the Tuning, select the Pot on the required
Drum and roll the Tracker Ball right. To decrease, roll the Tracker
Ball left.

Double Click to reset 10 0.
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Pan Pot

Adjusts the Pan Position of the Drum sound in the Stereo Out Mix
from Left to Right. To move to the right, select the Pot on the
required Drum and roll the Tracker Ball right. To move to the left,
roll the Tracker Ball left. Double Click to reset to the centre.

Vol Slider

Adjusts the Volume of Drum Sound in the Stereo Out Mix. To
increase the level, select the Slider on the required Drum and roll
the Tracker Ball upwards. To decrease, roll the Tracker Ball down-
wards. Double Click to reset to maximum.

Mute Switch

Silences the Drum Sound. This would normally be used with @
seguencer to drop Drums out of the Stereo Mix. Click on a switch
to mute that Drum, indicated by a filled circle. Click again to
switch off the Muting, indicated by an empty circle.,

Solo Switch

Mutes all of the other Drums, leaving only the soloed drum in the
Mix. Click on the switch to solo a Drum, indicated by a filled
circle. Click again to swifch off the Solo. Selecting another Solo
will clear the old and Solo the new.

KIT DRUM MIXER MENU

IKIT MIKERJ
N

Info on SDX
Infoon Kits

Info on Kit Mixer
Caonttol Panel

Info on SDX
Provides information about the SDX Console.

info on Kits
Provides information about Kits,

Info on Kit Mixer
Provides information about the Kit Mixer.

Control Panel

Selects the Control Panel Window ailowing access to the 16 Pad
Dynamic Meters, AutoTrigger, Key Pad modes and MIiDIWatch
facility.

MEMORY MENU

I MEMO R‘r";l\

Save Kit
Save Kit As
Load Kit
Delete Kit
Info

Save Kit
Saves to Memory any changes made to the current Kit.

Save Kit As

Save the current Kit to Memory with another name. The Name
Keyboard Window appears allowing the new Kit to be namead. If
the name already exists the Name Exists Window appears
allowing the Kit to be named again or the previous one to be

overwritten. Once saved this Kit will be Active.

Reference Vi
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Load Kit

Loads a new Kit from Memory. The Load Catalog Window will
appear allowing the required Kit to be chosen from those cur-
rently in Memory.

Delete Kit

Deletes a Kit frcmm Memory. The Delete Catalog Window will
appear aliowing the required Kit to be chosen from all those
currently in Memory.

Info

Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much Mem-
ory space is left.

DISK MENU

|D|SK1

Save Kit
Save Kit &3
Load Kit
Delete Kit
Other

Info

Save Kit
Saves to Disk any changes made to the current Kit.
Note : The Disk must be Unprotected.

Save Kit As

Save the current Kit to Disk with another name. The Name Key-
board Window appears allowing the new Kit 1o be named. If the
name already exists the Name Exists Window appears allowing
the Kit to be named again or the previous one to be overwritten.
Once saved this Kit will be Active.

Note : The Disk must be Unprotected.

Load Kit

Loads a Kit from Disk into Memory. The Load Catalog Window
will appear allowing the required Kit to be chosen from all the Kits
currently on the Disk. Once loaded this Kit will be Active.

Delete Kit

Deletes a Kit from Disk, The Delete Catalog Window will appear
allowing the required Kit to be chosen from all Kits currently on
the Disk.

Note : The Disk in the Drive must be Unprotected.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Drums,
Samples or other data from Disk. Copy and Format options are
also available.

Info

Selects the Disk Information Window showing the Kits, Drums
and Samples currently on the Disk. The Disk Name, Serial No. and
Type are also displayed along with the amount of free space
remaining.

Reference 5-7
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SPECIAL MENU
SPECIAL Initialise Mixer
: = oy Initiclises all controls on the 16 Drums of the Kit Mixer. Lengths are
Initialise Mixer set to maximum. Tuning offsets are set to zero. Pans are set to the
Set 411 Mutes/Solos Off centre and Volumes set to maximum.
Pots & Slider Ranges
Set All Mutes/Solos Off

Clears any Mutes or Solos on any of the 16 Drums.

Pots and Slider Ranges
Allows the sensitivity of the Pots and Sliders to be adjusted for the
Kit Mixer Screen.

NEXT MENU

. Kit Mixer
[EsT 1 Remains on Kit Mixer Screen.

Kit Mixer Kit Confiqurati
it Configuratio it Lonfiguration
&Ltﬂ onfig "1 | Transters from Kit Mixer to the Kit Configuration Screen. This

allows the Kit configuration to be Defined. Each of the 16 Pads
can be assigned a Pad Type, a Drum and Voice Qutputs. MIDI
Notes, Channels and Program Changes can also be selected.

Quit

Returns to the Kit Select Screen. If any changes have been
made to the Kit a Save Changes Window will appear. This allows
any changes to be saved, lost or the Quit cancelled.

5-8 Reference V1.1
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Section

Kit Configuration Screen

CONTENTS

Screen Parameters
Kit Name
Other 8
Pad Type
Drum Assign
Voice Assign

Edit MIDI
Edit MIDI
MIDI Note
MIDI Channel
MIDI Program

Kit Configuration Menu
Info on SDX
Info on Kits
Info on Kit Configuration
Info on Voice Assignment
Control Panel

Memory Menu
Save Kit
Save Kit As
New Kit
Load Kit
Delete Kit
Info

Disk Menu
Save Kit
Save Kit As
Load Kit
Delete Kit
Other
Info

Special Voice Menu
Pad Type as Default
Pad Type All Pitched
Voice Assign as Default
Voice Assign 1to 1
Voice Assign All to All

Special MIDI Menu
Pad Type as Default
Pad Type All Pitched
MIDI Notes as Default
MIDI Channels as Default
MIDI Note Decimal
MIDI Note Chromatic

Next Menu
Kit Mixer
Kit Configuration
Quit
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[dit Configuration

\ Using the Kit Configuration Screen it is possible to see exactly

Drums may be replaced by others from Disk, or from other Kits in

I what combination of Drums, Symbals and Hi-Hat make up a Kit.

Memory. Each Drum can be allocated a Voice or Voices and
| have MIDI Notes and Channel assigned.

Kit Name

Pad Type

Drum Assign

Other 8

]

Edit MIDI

/ / /
\ [KIT CONFIGURATYAMN | | MEMORY [/] DISK | [SPECIAL| [NE3
\‘Kit Mame : ROCK 1 /
OTHER & Bass Snare _ y/ . Pad 4
e, o
EDIT MIDI /@\ ‘// @
Orum Hame 24 [ MCH METAL GUNSHOT HITOM
Woices 1-58 ®0000000 OeS8 0000 [a]eYeYa] Jula¥s! o¥alelslal T X
g9-16 00000000 00000000 00000000 [T YTY Y]
Pad & Pad 7 Pad 3
Drum Name 14 INCH SPLASH 1 MED TOM LOTOM
Yoices 1-8 alelalal-r T Y faYeYelel=1 X 1 [sYaY=Yala T ¥ 00QOo0OBee
9-16 (YT YYY Y] 20000080 YTYTIIY] [T YTTTIT Y
W

Voice Assign

SCREEN PARAMETERS

Kit Name
Displays the name of the Active Kit.

Other 8

Click to select Pads 1-8 or 9-16.

Clicking the right-hand Select Button will perform the same func-
tion.

Pad Type

Clicking on any Pad icon produces the Pad Select Window. This
allows a new Pad type to be selected, replacing the current
one.

Drum Assign

Clicking on any Drum Name produces the Drum Assigning Win-
dow. This allows other Drums to be loaded from Memory or Disk.
The Drum Head Screen and Sample Assign Screens are also

accessed from this Window.

Reference 5-9
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Voice Assign
Voices 1-8 and 9-16 are represented as rows of smalt circles.
These are switches which when tumed on, show the Voice is
assigned. Clicking on any switch will tumn it on. Click again to tumn

off.

EDIT MIDI

Clicking on this box selects the MIDI display, showing MIDI notes,
| Channels and Program Change. The Special Menu will now
} display a choice of MIDI Options. Clicking on the Edit Voice box

‘ Edit MIDI

. retums to the Voice display.

Kit Name

/

Pad Type

Drum Assign

Other 8

AN

Edit Voice

MIDI
Program

/

/

[KIT CONFIGURATYAN | | MEMORY |/] DISK | [SPECIAL| [MEYF]

\‘I-qt Mame : ROCK 1

OTHER B Bass Snare y({ Pad 4
EDIT YOICE ) @
Drum MName 24 |MCH METAL GUNSHOT HITOM
MIDI Mote 40 41 42 43

Channel 1 2 3 4
M1 DI Pad & Pad 7 Pad &
Prog: & @ @
Drum MNarne 14 NCH SPLASH 1 MED TCOM LOTAOM
MiDl Mote 44 45 465 47

Channel 5 W 6 7 )

\\ h 4
MIDI Note MIDI Channel
MIDI Note

5-10
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MIDI Channel
Pointing to any Pad’s MIDI Channel will produce a Numeric Box,
which allows the MIDI Channel to be adjusted from 110 16 using
up and down movement of the Tracker Ball.

Pointing to any Pad’s MIDI Note will produce a Numeric Box,
which allows the MIDI Note to be adjusted from 0 to 127 using up
and down movement of the Tracker Ball.
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Eit Configuration

MIDI! Program

Pointing to the MIDI Program number will produce a Numetic
Box. which allows the Program number to be adjusted. from 1 to
128, using up and down movement of the Tracker Ball.

KIT CONFIGURATION MENU

~ Info on SDX
\ N . A 3 . .
[KIT CONFIERA TN i\ Provides information about the SDX Console.
Infoan SD¥ '
Infoon Kits Info on Kits

Info on Kit Configuration Provides information about Kits.

fnfoon Yoiee Azsiqnment

Cantral Panel Info on Kit Configuration

Provides information about Configuring Kits.

Information on Voice Assignment
Provides information about assigning Voices.

Control Panel

Selects the Control Panel Window allowing access to the 16
Pad Dynamic Meters, AutoTrigger, Key Pad modes and
MIDIWatch facility.

MEMORY MENU
Save Kit
[MEMGQ"{ 1\ Saves to Memory any changes made to the current Kit.
Save Kit
ca\”e }/lt S Save Kit As
Fle . K\'t " Save the current Kit to Memory with another name. The Name
W ’]'t Keyboard Window appears allowing the new Kit to be named.
Load Kit If the name already exists the Name Exists Window appears
D"T"te Kit allowing the Kit to be named again or the previous one to be
Info overwritten. Once saved this Kit will be Active.

New Kit
Not Implemented Yet.

Load Kit

Loads a new Kit from Memory. The Load Catalog Window will
appear dllowing the required Kit to be chosen from those cur-
rently in Memory.

Delete Kit

Deletes a Kit from Memory. The Delete Catalog Window will
appear allowing the reqguired Kit to be chosen from all those
currently in Memory.

Info

Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much Mem-
ory space is left.

Reference 5-11
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DISK MENU

IDIS 1

Save Kit
Save Kit As
Load Kit
Delete Kit
Other

Infa

Save Kit
Saves to Disk any changes made o the current Kit.
Note : The Disk must be Unprotected.

Save Kit As

Save the cumrent Kit to Disk with another name. The Name Key-
board Window appears allowing the new Kit to be named. If the
name aiready exists the Name Exists Window appears allowing
the Kit to be named again or the previous one to be overwritten.
Once saved this Kit will be Active.

Note : The Disk must be Unprotected.

Load Kit

Loads a Kit from Disk into Memory. The Load Catalog Window
will appear allowing the required Kit to be chosen from all the Kits
currently on the Disk. Once loaded this Kit will be Active.

Delete Kit

Deletes a Kit from Disk. The Delete Catalog Window will appear
allowing the required Kit to be chosen from all Kits currently on
the Disk.

Note : The Disk in the Drive must be Unprotected.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Drums,
Samples or other data from Disk. Copy and Format options are
also available.

Info

Selects the Disk Information Window showing the Kits, Drums
and Samples currently on the Disk. The Disk Name, Serial No. and
Type are also displayed along with the amount of free space
remaining.

SPECIAL VOICE MENU

ISF‘ECIALl\

Pad Type as Default
Pad Type All Pitched
Yoice Assign as Default
Yoice Assign 1 1o 1
Yoice Assign ATl to All

5-12

Pad Type as Default
Assigns the 16 Pads to their default setting :

Pad Bass Pad @ Tom
Pad 2 Snare Pad 10 Tom
Pad 3 RimM Pad 11 Tom
Pad 4 Tom Pad 12 Tom
Pad 5 Tom Pad 13 Symbal
Pad 6 Tom Pad 14 Symbal
Pad7 Tom Pad 15 Symbal
Pad 8 Tom Pad 16 Hi-Hat

Reference V1.1



Pad 1
Pad 2
Pad 3
Pad 4
Pad 5
Pad é
Pad?7
Pad 8

Pad 1
Pad 2
Pad 3
Pad 4
Pad 5
Pad 6
Pad 7
Pad 8

Pad Type All Pitched
Assigns the 16 Pads to be Pitched.

Voice Assign as Defauit
Assigns the 16 Voices to their default sefting :

Voice 1 Pad 9

Voices 2,34 Pad 10
Voice 5 Pad 11
Voices 6-16 shared Pad 12
Voices 6-16 Pad 13
Voices 6-16 Pad 14
Voices 6-16 Pad 15
Voices 6-16 Pad 16

Voice Assign 1to 1
Assigns each Voices directly to it’s corresponding Pad.

Voice 1
Voice 2
Voice 3
Voice 4
Voice 5
Voice 6
Voice 7
Voice 8

Voice Assign All to All
Assigns all 16 Voices to each Pad. Pads therefore share Voices
and grab a new Voice on each hit.

Voices 6-16
Voices 6-16
Voices 6-16
Voices 6-16
Voices 6-16
Voices 6-16
Voices 6-16
Voices 6-16

Pad 9 Voice 9
Pad 10 Voice 10
Pad 11 Voice 11
Pad 12 Voice 12
Pad 13 Voice 13
Pad 14 Voice 14
Pad 15 Voice 15
Pad 16 Voice 16

[Jit Configuration

SPECIAL

~
Pad Type as Default
Pad Type A1l Pitched
MIDI Motes as Default
MIDI Channels as Default
MIDI Mote Decimal
MIDI Mote Chromatic

Pad 1 Voices 1-16 shared Pad 9 Voices 1-16

Pad 2 Voices 1-16 Pad 10 Voices 1-16

Pad 3 Voices 1-16 Pad 11 Voices 1-16

Pad 4 Voices 1-16 Pad 12 Voices 1-16

Pad 5 Voices 1-16 Pad 13 Voices 1-16

Pad 6 Voices 1-16 Pad 14 Voices 1-16

Pad 7 Voices 1-16 Pad 15 Voices 1-16

Pad 8 Voices 1-16 Pad 16 Voices 1-16
SPECIAL MIDI MENU

Pad Type as Default

Assigns the 16 Pads to their default setting :

Pad 1 Bass Pad? Tom

Pad 2 Snare Pad 10 Tom

Pad 3 RimM Pad 11 Tom

Pad 4 Tom Pad 12 Tom

Pad 5 Tom Pad 13 Symbal

Pad 6 Tom Pad 14 Symbal

Pad 7 Tom Pad 15 Symbal

Pad 8 Tom Pad 16 Hi-Hat

Reference
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Pad Type All Pitched
Assigns the 16 Pads to be Pitched.

MIDI Notes as Default
Assigns the MIDI Note of each Pad to the default setting :

Pad 1 60/C5 Pad 9 68 / G#5
Pad 2 61/ C#5 Pad 10 69 / AS
Pad 3 62 /DS Pad 11 70 / A#5
Pad 4 63 /| D#5 Pad 12 71/B5
Pad 5 64/ ES Pad 13 72/ C6
Pad é 65/ F5 Pad 14 73 | C#6
Pad 7 66 / F#5 Pad 15 74 1 D6
Pad 8 67 | G5 Pad 16 75/ D#6

MIDI Channels as Default
Assigns the MIDI Note of each Pad to the default setting :

Pad 1 Channel 1 Pad @ Channel 1
Pad 2 Channel 1 Pad 10 Channel 1
Pad 3 Channel 1 Pad 11 Channel 1
Pad 4 Channel 1 Pad 12 Channel 1
Pad 5 Channel 1 Pad 13 Channel 1
Pad 6 Channel 1 Pad 14 Channel 1
Pad 7 Channel 1 Pad 15 Channel 1
Pad 8 Channel 1 Pad 16 Channel 1

MIDI! Note Decimal
Display the MIDI Note as a Decimal Value from 0 to 127.
Where Middle C = 60

MIDI Note Chromatic
Display the MIDI Note as a Chromatic Value from CO to G:
Where ' = Octave 10.

NEXT MENU
|NE.‘*’.T I Kit Mixer
~ Transfers from Kit Configuration to the Kit Mixer Screen. This
Kit Mixer dllows the overall tength and Tuning of individual Drums to be
Kit Configuration adjusted along with their Volume and Pan positions in the Stereo
Quit Mix Output.

Kit Configuration
Remains on the Kit Configuration Screen.

Quit

Returns to the Kit Select Screen. If any changes have been
made to the Kit a Save Changes Window will appear. This
allows any changes to be saved, lost or the Quit cancelled.
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Drum Sample Assign Screen

CONTENTS

Screen Parameters
Drum Name
Sample Assign
Pitch Offset
Level Offset
Dynamic Level Meter
Medium Threshold Handle
HardThreshold Handle
Current Dynamic/Position

Bass, Rim and Pitched Drums

Hi-Hat Sample Assign
Sample Assign
Pitch Offset
Level Offset
Pedal Position Indicator
Open Threshold Handle
Sizzle Threshold Handle
Pedal Trigger Threshold

Drum Sample Assign Menu
Info on SDX
Info on Drums
Info on Sample Assigning
Control Panel

Memory Menu
Save Drum
Save Drum As
New Drum
Load Drum
Delete Drum
Info

Disk Menu
Save Drum
Save Drum As
Load Drum
Delete Drum
Other
Info

] Special Menu
| Set All as Soft/Outer

Next Menu
Drum Sample Assign
Drum Head
Quit

5-15
5-15
5-15
5-16
5-16
5-16
5-16
5-16
5-16
5-16
5-17
5-17
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Blrum Sample Assign

| Each Snare, Tom, or Symbal pad can be assigned up to 9 differ-
ent Samples. These Samples are selected by the position and
weight of each stroke on the pad. The Sample Assign Screen
allows Samples can be assigned by name to the individual
dynamic and position points on the pad. Each Sample can aiso
be given a Pitch and Level offset.

Drum Name Sample Assign Pitch Offset Level Offset
AN AN AN AN
H d \ \;
ar DRUMNGAMPLE ASSIGN | [PEMAORY | |DISK | |SPECI# MEXT
g | [DRUMN | [MEMoRy| [DISK | [SPECIAN | NEXT |
Handle Pad: 2 Drum Name : AMB Snar& \O\ffset
\ i3 Hard Dynamics N, Pitch Lewvel
A L—— | brasasni J +Dﬂ +00 ]
brasssni + 01 +00
—— brasssnl +00 +00 J
Medium Dynarmics Pitch Level
Medium o L brasssnt +00 +00
Threshold \(—G’h;%’_ brasssn 1 X +00 +00
Handle o — brasssn A +00 +00
\‘ w [ Saft Dynamics Fitch Level
\ ey L —— brasssnl +00 +00
T brasssni +00 +00
FF —— brasssnl +00 +00

Dynamic Level Meter Current Dynamic / Position

SCREEN PARAMETERS

Drum Name
Displays the name of the current Drum.

Sample Assign

Clicking on any Sample Name produces the Sample Assigning
Window. This allows other Samples to be Loaded from Memory
or Disk. The Sampler Screen is also accessed from this Window.

® Clicking on the Name of the Soft Dynamics, Outside
Sample, whenthe Samples above are the same, allowsthe
same Sample 1o be loaded into all 3 Positions in alf 3
Dynamic Levels.

® Clicking on the Name of the Medium Dynamics, Outside
Sample, whenthe Samples cbove cre the same, allowsthe
same Sample tobe loadedinto all 3 Positions in Medium and
Hard Dynamic Levels.

® Clicking on the Name of the Hard Dynamics, Outside
Sampie, when the Samples above are the same, allows
the same Sample to be loaded into all 3 Positions in Hard
Dynamic Levels.
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5-16

Pitch Offset

Pointing to any Pitch Offset will produce a Numeric Box which
allows the Pitch of the corresponding Sample to be Fine-tuned
by plus or minus 12 Semitones.

Level Offset
Pointing to any Level Offset will produce a Numeric Box which
allows the Level of the comresponding Sample to be adjusted.

Dynamic Level Meter
When the Pad for this Drum is struck, a line within the Dynamic
Meter indicates how hard it was hit.

Hard Threshold Handle

Grabbing this Handle with the Pointer allows the crossover point
between the Medium and Hard Dynamic Samples to be ad-
justed.

Medium Threshold Handle
Grabbing this Handle with the Pointer allows the crossover point
between the Soft and Medium Dynamic Samples to be adjusted.

Current Dynamic/Position

When the pad for this Drum is struck, a cross appears next to the
Sample Name that was selected, indicating the strike Dynamic
and Position.

BASS, RIM AND PITCHED DRUMS

The Sample Assign Screen for Bass, Rim and Pitched Drums is
slightly different from the Screen shown. None of these Drums
has Positional information and therefore only 3 different Samples
can be assigned, one to each Dynamic level. The Screen Para-
meters, however, are the same as those shown.

Reference \AR
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HI-HAT SAMPLE ASSIGN

| The chosen Hi-Hat Pad can also have Samples Assigned to it.

However these are selected by the Pedal Position and strike
Position. In addition, a seventh Sample can be assigned to the
Pedal Trigger.

Sample Assign Pitch Offset Level Offset

AN AN
AN

Pedal \
Position DRUM SAMPLE &331GM | [MEMORY NDISK | [SPECIAL] NEXT
Indicator L - - J J [ 2 la J \\ \ Offzet
\ Pad : 15 Drum Mame : Hi Hat Open \ Pite Level
Open Pedal Range o ﬁ\\ N N
1'.::"
Threshold o) ‘-:l _:ﬂt“‘ 2 hihatopen || +00] | [*00
\ g ———{ | hifat open +00 +00
\ / Sizzle Pitah Level
Sizzle § o —x
Threshold =~ ——\2_ hihat sizz +00 +00
HQ"d'e\ ] L L hinat sizz +00 £00
\ / Cloged Fitch Lewel
] = } hihat clos +00 +00
———1— hihat clos +00 +00
/ | Pedal Trigger Pitch Lewvel
/ L Closed ‘c‘a_-‘fé hihat ped +00 +00

/
Pedal Trigger Threshold

Sample Assign

Clicking on any Sample Name produces the Sampie Assigning
Window. This allows other Samples to be loaded from Memory or
Disk. The Sampler Screen is alsc accessed from this window.

Pitch Offset

Pointing to any Pitch offset will produce a Numeric Box which
allows the Pitch of the corresponding Sample to be Fine-tuned
by plus or minus 12 Semitones.

Level Offset
Pointing to any Level offset will produce a Numeric Box which
allows the Level of the corresponding Sample to be adjusted.

Pedal Position Indicator
When the Hi-Hat Pedal is operated an indicator will move up or
down showing the position between Open and Closed.
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Open Threshold Handle
Grabbing this handle with the Pointer allows the cross over point
between Open and Sizzle Samples to be adjusted.

Sizzle Threshold Handle
Grabbing this handle with the Pointer allows the cross over point
between Sizzte and Closed Samples to be adjusted.

Pedal Trigger Threshold
Grabbing this Arrow with the Pointer allows the Pedal Trigger
point to be adjusted.

DRUM SAMPLE ASSIGN MENU

Info on SDX
Provides information about the SDX Console.

|DRUM SAMPLE 4SSIGN .L

Info on SDA

Infoon Drums
| [nfo on Sample A433igning
‘ Cantral Panel

Info on Drums
Provides information about Drums.

Info on Sample Assigning
Provides information about Assigning Drum Samples.

Control Panel

Selects the Control Panel Window aillowing access o
the 16 Pad Dynamic Meters, AutoTrigger, Key Pad
modes and MIDIWatch facility.

MEMORY MENU

IMEMOQYI Save Drum
Saves to Memory any changes made to the current Drum.
Save Drum
Save Drum a3 Save Drum As
Mew Drum Save the current Drum to Memory with another name. The Name
Lead Drum Keyboard Window appears allowing the new Drum to be
Delete Drum named. If the name already exists the Name Exists Window
Infa appears allowing the Drum to be named again cr the previous
one to be overwritten. Once saved this Drum will be Active.

New Drum
Not Implemented Yet.

Load Drum

Loads a new Drum from Memory. The Load Catalog Window
will appear allowing the required Drum to be chosen from those
currently in Memory.

Delete Drum

Deletes a Drum from Memory. The Delete Catalog Window will
appear allowing the required Drum 1o be chosen from all those
currently in Memory.

5-18 Reference V1.1
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Info

. Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much Mem-
ory space is left.

DISK MENU

m'l Save Drum

3 Saves to Disk any changes made to the current Drum.
Save Drum Note : The Disk must be Unprotected.
Save Drum As
Load Dirum
Celete Drum
Other
Info

Save Drum As

Save the current Drum to Disk with another name. The Name
Keyboard Window appears allowing the new Drum to be
named. If the name already exists the Name Exists Window
appears allowing the Drum to be named again or the previous
one to be overwritten. Once saved this Drum will be active.
Note : The Disk must be Unprotected.

Lload Drum

Loads a Drum from Disk into Memory. The Load Catalog
Window will appear allowing the required Drum to be chosen
from all the Kits currently on the Disk. Once loaded this Drum will
be Active.

Delete Drum

Deletes a Drum from Disk. The Delete Catalog Window will
appear dllowing the required Drum to be chosen from all Drums
currently on the Disk.

Note : The Disk in the Drive must be Unprotected.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Drums,
Sampiles or other data from Disk. Copy and Format options are
also available.

Info

Selects the Disk Information Window showing the Kits, Drums
and Samples currently on the Disk. The Disk Name, Serial No. and
Type are aiso displayed along with the amount of free space re-
maining.

SPECIAL MENU

SPECIAL Set All as Soft/ Outer

:

Set &A11 as Soft/Quter All Samples will be replaced by the Sample loaded in the Soft/
Quter position.
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NEXT MENU

I MEST ;\

Drum Sample Assign
Drum Head
Quit

Drum Sample Assign
Remains on the Sample Assign Screen.

Drum Head
Transfers from Sample Assign to the Drum Head Screen.

Quit

Returns to the Kit Configuration Screen. If any changes have
been made to the Drum a Save Changes Window will appear.
This allows any changes to be saved, lost or the Quit cancelled.

Reference V1.
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CONTENTS
Screen Parameters 5-21
Drum Name 5-21
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Erum H e a d

!

Drum Heads are constructed from a number of Surfaces. Each
Surface controls a specific parameter within the Drum's Voice
and determines how that parameter changes in real- time,
reiative to the weight and position of each stroke. Surfaces can
be 'bonded together to make a unique Head for each Drum.

Drum Name Surface Assign Surface Range Dynamic Curve

AN NN AN
NN

Surface Stack

[ MEMORY | [ DISK NJ SURFACES | IN\EX\[

Pad : 10 Drum Mame : BEND TOPNI

qr SurfacaJ upe Nage Dynamic Curve
1] LevelEnv ]| [+499] )
2 Pitch +150

3 Pitch Env +010

4 Brightness +020 Soft Hard
5 Brightness Env +099 Pasition Curve

6 Pan Env +007

7 Noise Env +005

8 SampleStart +034

4

& Centre o Edqe

/

Surface Number

/

Position Curve

SCREEN PARAMETERS

Drum Name
Displays the name of the current Drum.

Surface Assign

Clicking on any Surface name opens the Surface Construction
Window for that Surface. This allows the Position and Dynamic
parameters to be adjusted and the Envelope shape to be
defined.

Surface Range

Selecting a Surface Range will produce a Numeric Box which
allows the Soft/Centre value of the Surface to be adjusted by
plus or minus 99. Double-Clicking resets the value to zero.

Surface Number

A Surface Number indicates how many Surfaces are bonded
together to make the Drum Head. If there are more that 8
Surfaces displayed they can be viewed by clicking on the up or

down arrows.
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Dynamic Curve

Allows the relationship between, the strike Weight and the
amcunt of Dynamic effect produced, to be defined by 9 points
on a Curve. The Curve can be adjusted by selecting a Point and
dragging it with the Tracker Ball.

Position Curve

Allows the relationship between, the strike Position and the
amcunt of Positional effect produced., to be defined by 9 points
on a Curve. The Curve can be adjusted by selecting a Point and
dragging it with the Tracker Ball.

DRUM HEAD MENU

IDR‘I_IM HEAD]
\

Infoon SDX

Infa on Drums

Infaon Drum Heads
Info on Drum Surfaces
Infoon Drum Curves
Control Panel

Info on SDX
Provides information about the SDX Console.

Info on Drums
Provides information about Drums

Info on Drum Heads
Provides information about Drum Heads.

Info on Drum Surfaces
Provides information about Drum Surfaces.

Info on Drum Curves
Provides information about Drum Curves.

Control Panel

Selects the Control Panel Window allowing access to the 16
Pad Dynamic Meters, AutoTrigger, Key Pad medes and
MIDIWatch facility.

MEMORY MENU

| MEMO FZ":’q

Save Drum
Save Drum As
New Drum
Load Drum
Delete Drum
Info

Save Drum
Saves to Memory any changes made to the current Drum.

Save Drum As

Save the current Drum to Memory with another name. The Name
Keyboard Window appears allowing the new Drum to be
named. If the name already exists the Name Exists Window
appears allowing the Drum to be named again cr the previous
one to be overwritten. Once saved this Drum will be Active.

New Drum
Not Implemented Yet.

Load Drum

Loads a new Drum from Memory. The Load Catalog Window
will appear allowing the required Drum to be chosen from those
currently in Memory.
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Delete Drum

Deletes a Drum from Memory. The Delete Catalog Window will
appecar allowing the required Drum to be chosen from ail those
currently in Memory.

Info

Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much
Memory space is left.

DISK MENU

Save Drum
Save Drum &3
Load Drum
Delete Drum
Other

I nfo

Save Drum
Saves to Disk any changes made to the current Drum.
Note : The Disk must be Unprotected.

Save Drum As

Save the current Drum to Disk with another name. The Name
Keyboard Window appears allowing the new Drum 1o be
named. If the name already exists the Name Exists Window
appears allowing the Drum to be named again or the previous
one to be overwritten. Once saved this Drum will be active.
Note : The Disk must be Unprotected.

Load Drum

Loads a Drum from Disk into Memory. The Load Catalog
Window will appear dallowing the required Drum to be chosen
from all the Kits cumrently on the Disk. Once loaded this Drum will
be Active.

Delete Drum

Deletes a Drum from Disk. The Delete Catalog Window will
appear allowing the required Drum to be chosen from all Drums
currently on the Disk.

Note : The Disk in the Drive must be Unprotected.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Orums,
Samples or other data from Disk. Copy and Format options are
also available.

Info

Selects the Disk Information Window showing the Kits, Drums
and Samples currently on the Disk. The Disk Name, Serial No. and
Type are also displayed along with the amount of free space
remaining.
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SURFACE MENU

|SLIF!FAC 3 I The Surface Menu allows new Surfaces to be added to the
Surface list. If the parameters in the Surface Constuction
Pitch Window are set to anything other than zero, the new Surface will
Brightness be added to the list and become part of the Drum Head.
Resonance
Noise Pitch
Level Opens a Surface Constuction Window for the Pitch Surface.
Ean leStart Brightness
sampiestar Opens a Surface Constuction Window for the Brightness
Surface.
Resonance
Opens a Surface Constuction Window for the Resonance
Surface.
Noise

Opens a Surface Constuction Window for the Noise Surface.

Level
Opens a Surtace Constuction Window for the Level Surface.

Pan
Opens a Surface Constuction Window for the Pan Surface.

Length
Opens a Surface Constuction Window for the Length Surface.

SampleStart
Opens a Surface Constuction Window for the SampleStart

Surface.
NEXT MENU
INEE':T | Drum Sample Assign
~ Transfers from Drum Head to the Sample Assign Screen.

Drum Sample Assign

Drum Head Drum Head

Quit : Remains on the Drum Head Screen.
Quit
Returns to the Kit Configuration Screen. If any changes have
been made to the Drum a Save Changes Window will appear.
This allows any changes to be saved, lost or the Quit cancelled.
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! The Sampler Screen allows the Sample waveform to be

| displayed. New 16 bit, CD quality Samples can be made or previ-
ous Samples may be Edited. Looping points may also be posi-

, tioned to allow Samples to be extended.

Zoom Window Sample Name Loop Pointer Sample Rate Peak Meter

AN N

N
[QHM&&ER] MEMDR‘.N‘[ DISK | [sbﬁgml [UTINW]
Thr% Sample Mame : SPLASH 9 \ Rate : 44100Hz Peak
w w

AN
. A A

Start | 02546 | | PREVIEW || SAMPLE | /

L A7
)z /A4

Sample Window Edit Pointer View Bars Marker Select End Point

Threshold

wdjust
N

maecs

SCREEN PARAMETERS

Sampie Name
Displays the name of the current Sample

Rate
Displays the selected Sample Rate.

Peak Meter
Displays the Peak value of the incoming signal. after Preview or

Sample.

Threshold Adjust

Sets the amplitude at which the Sampler will be Triggered. The
Threshold is adjusted by selecting the numeric box below the
Threshold window and rolling the Tracker Ball upwards to in-
crease, and downwards to decrease,
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|

Sample Window
Displays the complete Sample.

View Bars
Allow a section of the Sample Window to be displayed in the
Zoom Window.

Loop Pointers
Allow Start and End Points of a Loop to be defined.

Edit Pointers
Allow Start and End Points of an Edit to be defined.

Zoom Window
Displays a section of the Sample, defined by the View Bars in the

;. Sample Window.

Preview

Clicking on Preview activates the Sampler continuously so that
the incoming signal can be viewed on screen. Hold the select
button 1o turn Preview off. The Sample will not be retained.

Sample

Clicking on Sample arms the Sampler. Once the incoming signal
crosses the Threshold setting it will be activated. When the
Sample Time has elapsed the new Sample will be displayed in
the Sample Window.

Start Point
Selecting this numeric box allows the 3 Start Points, to be defined
in milliseconds.

® When the the Window icon is selected the View Start Point,
indicated by the left hand View Bar, can be defined.

® When the the Loop icon is selected the Loop Start Point,
indicated by the upper left hand arrow, can be defined.

® When the Edit icon is displayed the Edit Start Point,
indicated by the lower left hand arrow, can be defined.

End Point
Selecting this numeric box allows the 3 End Paints, to be defined
In milliseconds.

® When the the Window icon is selected the View End Point,
indicated by the right hand View Bar, can be defined.

® When the the Loop icon is selected the Loop End Point.
indicated by the upper right hand arrow, can be defined.

o When the Edit icon is displayed the Edit End Point,
indicated by the lower right hand arrow, can be defined.

Sample Protection

When displayed, the current Sample is Protected and cannot be
Edited. The protection can be tumed off by clicking on
Protected which opens the Sample Protection Window and Se-
lecting Protection Off,

Reference V1.1
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Marker Select

Clicking on the Marker Select icon allows access to the View,
Edit and Loop Markers. A Window icon for View Markers, Scissor
icon for £dit Markers and Loop icon for Loop Markers.

SAMPLER MENU

IS."«'MPLEQJ

Infoan SDX

Info on the Sampler
Infoon Looping

fnfo on Truncating
Control Panel

Info on SDX
Provides information about the SDX Console.

Info on the Sampler
Provides information about the Sampler Screen.

Info on Looping
Provides information about Looping Samples.

Info on Truncating
Provides information about Truncating Samples.

Control Panel
Selects the Control Panel Window allowing access to the 16
Pad Dynamic Meters, AutoTrigger, Key Pad modes and

MIDIWatch facility.

MEMORY MENU

MEMAORY

~
Rename Sarmnple
Save Sample Truncated
Mew Sarmple
Edit Sample
Delete Sarnple
Infa

Rename Sample
Give the current Sample a new name. The Keyboard Window
appears allowing the alternative name to be entered.

Same Sample Truncated
Save the Truncated Sample to Memory.

New Sample

Opens the New Sample Window allowing a new Sample Length
or Sample Rate to be selected. The previous Sample will be
cleared.

Edit Sample

Loads a Sample from Memory. The Edit Catalog Window will
appear allowing the required Sample to be chosen from ail the
Samples currently in Memory. Once loaded this Sample will be
Active, but will be protected.

Delete Sample

Deletes a Sample from Memory. The Delete Catalog Window
will appear allowing the required Sample fo be chosen from all
the Samples currently in Memory.

Info

Selects the Memory Information Window showing which Kits,
Drums and Samples are currently loaded and how much Mem-
ory space is left,
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DISK MENU

IDISK J\

Save Sample

Save Sample As

Sawve Sample Truncated
Edit Sample

Delete Sarmple

Other

[nfio

Save Sample
Saves to Disk any changes made to the current Sample.
Note : The Disk must be Unprotected.

Save Sample As

Save the current Sample to Disk with another name. The Name
Keyboard Window appears aliowing the new Sample to be
named. If the name already exists the Name Exists Window
appears allowing the Sample 1o be named again or the previous
one 1o be overwritten. Once saved this Sample will be Active.
Note : The Disk must be Unprotected.

Save Sample Truncated

Save the Truncated Sample to Disk with another name. The
Name Keyboard Window appears allowing the Truncated
version 1o be named. If the name already exists the Name Exists
Window appears allowing the Sample to be named again or the
previous one 1o be overwritten. Once saved this Sample will be
Active.

Note : The Disk must be Unprotected.

Edit Sample

Loads a Sample from Disk into Memory. The Edit Catalog Win-
dow will appear allowing the required Sample to be chosen from
all the Kits currently on the Disk. Once loaded this Sample will be
Active, but will be protected.

Delete Sample

Deletes a Sample from Disk. The Delete Catalog Window will
appear aliowing the required Sample to be chosen from all
Samples currently on the Disk.

Note : The Disk in the Drive must be Unprotected.

Other

Provides a Disk Operations Window. This allows other Disk opera-
tions to be performed such as Loading any or all Kits, Drums,
Samples or other data from Disk. Copy and Format options are
also available.

Info

Selects the Disk Information Window showing the Kits, Drums
and Sampiles currently on the Disk. The Disk Name, Serial No. and
Type are also displayed along with the amount of free space
remaining.
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:

SPECIAL
~

Loop Options

Clear Samples Not In window
Reverse Samples |n Window
Maximize Sarmple amplitude
Frotection

Loop Options

Opens a Looping Options Window which allows the best Loop
Points to be found as well as the direction and number of loops
chosen. Loop Gain Adjust and Cross Fade Looping can also be
selected from this Window.

Clear Samples not in Window
Set the Sample outside the Zoom Window to zero. This selection
will permanently effect the Sample in Memory.

Reverse Samples in Window
Reverse the Sampie inside the Zoom Window. This will perma-
nently effect the Sample in Memory.

Maximise Sample Amplitude

By Maximising the Sample, the gain is increased digitaily giving
the best Signal to Noise ratio through the system, without clip-
ping. This will permanently effect the Sample in Memory.

Protection
Opens the Sample Protection Window cllowing the Edit protec-
tion to be turned on or off.

UTILITY MENU

||_IT| LIT"l"J

Sine
Hi Rarnp
Lo Ramp

Sine
Generates a Low-Freguency Sine Waveform Sample.

Hi-Ramp
Generates a High-Freguency Sawtooth Waveform Sample.

Lo-Ramp
Generates a Low-Frequency Sawtooth Waveform Sample.

NEXT MENU

Quit

Returns to the Sample Assign Screen. If any changes have been
made to the Sample a Save Changes Window will appear. This
allows any changes to be saved, lost or the Quit cancelled.
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[Jipl Implementation

Date:
MODEL: Simmons SDX MIDI Implementation Chart Version: 1.0
Function... Transmitted Recognized Remarks
Basic Default Yes Yes Channels 1-16
Channel Channel Programmable
Mode rI\D/‘efauh‘ Omni on/off
essages mni on/o
Altere NFA N/A
Note Yes Yes Notes 0-127
Number True Voice Programmable | Programmable | for each drum pad
. Note off on
Velocity ~ Note ON Ves Ves internal Gate time
Note OFF or by damp with
damp velocity
After Key's N
Touch Ch's ° No
Pitch bender Yes Yes
Control
Yes Yes See separate sheet
Change
Prog True # Ves Ves Programmable per
Change kit
t Exclusive Sample dump
System Exclusiv Yes Yes standard
:Song Pos
System :Song Sel - - For future update
Tune
System :Clock
Réol Time :Commands N/A N/A For future update
:Local ON/OFF
Aux :All Notes Off
Messages _ N/A N/A
:Active Sense
‘Reset
Notes
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dp e cification

ELECTRICAL
Mains Voltage: 90 - 130v or 180 - 260v Externally selected.
Mains fuse: 2.5 Amps @ 240v, 5 Amps @ 120v Anti-Surge
Mains frequency: 50 - 60 Hz
INPUTS
Pad
Bass Pad: Mono 1/4" Jack
Snare Pad: Stereo 1/4" Jack
Rim: Mono 1/4" Jack
Pads 4 - 16: Stereo 1/4" Jack.
Lead for Snare Pad is 4 pin XLR to Stereo and Mono Jacks.
Pedal
Hi-Hat Pedal: Mono 1/4" Jack
Mod Pedal : Stereo 1/4" Jack
L/R Pedal: Stereo 1/4" Jack
Sampler
Balanced Input on Stereo 1/4" Jack
Chassis : GND
Ring : -ve
Tip: +ve
Level +4dBM for full scale conversion
11 pole 20KHz anti-gliasing filter on input.
MIDI
MIDI'IN
5 pin DIN socket with Opto-Coupler
Pin 4: MIDI +
Pin 5: MIDI -
SMPTE
Mono 1/4" Jack
Impedance 10kQ
OUTPUTS

Individual Voice Outputs
Mono 1/4" Jacks
Peak Level +4dBM
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Snare Output

Mono 1/4" Jack

Peak Level +4dBM

Mix of Individual Voices 2.3 and 4

Stereo Output
Stereo 1/4" Jack
Peak level +4dBM
Mix of all 16 Voices

Headphones

Stereo 1/4" Jack

Impedance 600Q

Adjustable level from -20dB to OdB

MIDI
MIDI THRU, MID! QUT
5 pin DIN socket

Pin 4 MIDI +
Pin 5 MID! -

SMPTE
Mono 1/4" Jack
Impedance 2kQ

Video
ElA - RS - 170 standard Composite Video

PROCESSOR BOARDS

System Board
68000 Processor

64 kB Program Memory

192 kB Program / Data Memory

2MB (min) to 8MB (max) Sample Memory
Custom 18 channel DMA controller

Video / MIDI / SMPTE Board

9995 Video Processor

8031 Processor

256kB Video Memory and Sequencer buffer
64kB Program Memory

Video configuration: 512 pixels by 256 lines
Q" Green Phospor Monitor

Appendix
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Epecificction

Voice Board (2 off)

9995 Voice Processor

32kB Data Memory

64kB Program Memory

8 channels, each of which contains:

16 bit Digital-Analogue sample conversion
Signal-Sampile mixing

3 pole Reconstruction Filter

4 pole Music Filter with Resonance
Envelope , Channel Volume and Pan VCA's
5 point Envelope Generators for:

Pitch. Brightness, Resonance, Noise, Level and Pan

Pad Board

8031 Processor

8kB Data Memory

16kB Program Memory

14 71 Pad input analogue channels

Bass, Rim, Hi-Hat & Pedal input channels.

FLOPPY DISK DRIVE

Sony 2MB 3.5" Drive
2MB/1MB disks automatically selected
512 Bytes/Sector

HARD DISK / SCSI PORT

Optional Rodime 20MB 3.5" Winchester. (SCSI)
Additional SCSI port on 50 way connector.

Current Software implementation allows up to 7 external Hard
Disks to be connected.

TRACKER BALL

| Optical Mechanism with 13 Slot Rotors
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Credgfive Use of 3D - 31 2Update Motes.

Since this User bcnucd was printed, a number of changes have been made to the System
Sothware, releqzed az V1 2. The updated feaures are listed helow.

Section 3 - Gefting Stared

a1
o=l

1671257

The curent Sofhware Version 1.2 is shown at the bottom of the ‘Welcome Screen.

KitSelecthdeny Chooseinto
Contol Prined

The Help System hos bheen chonged into o Glokad Systern, thatis you can occess -
irformoion on sy subject hom all he Soreens, notjust those eloted o the
SCrEsn YaU are an. :

Yher you select Choose nfo fiom the Kit Selectivieny, vou will opena ]
Chioose Info On L Aindow, preserdngg youwith ol the topics ovailoble Insertwotr
Hedz Disk, and Click on the fopic vou reguire informoficn on.

A Help Systera \Window will hen be disploved . YWhen you Guit fom this Vindow,
wou will retum tothe Chicosze info On L Window, allowing you to select another

“opic.

Clickauiton this YWindow fo relum to the Kit SelectScreen.

Thie Disk Menu how hoss o new apotfion : Cieor Memony and Loed Al Kits. This ulh::m
concel the opfion before he !'-,'1’3n1|:ar\,' iseneed.

A SpecidMenu option - RmSamhgdHc:ws voul o ranster directiy io me |

Sarmpler Screen without going through the nomc routs.

=2 Poge - 75 for g deschigtion of how to moke new Samples. Also, sea the
x4 - 73 bejow, forg deschiption of the new Sampler fediures.

The Sarople you crentte can be ploved using Pad 1, he Aght-hand sefectutton
o the Note icon.

Quitting fom o Sampler Screen invoked by Raw Sampling will refum you directly o
the Kit Zelect Screen. ’
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4-12

4-135

——t
or.

4-14

- 90
Lo

16,/12/47

D! Progecem Changes are fransmitted on the Bass Pad's channel anly.

The Pad Type a3 Defoult opfion now confiqures the Pads oz fallows

Pactl-Bass - Pad9 - Syrnbcd

Pod 2 - Snare Pact 10 - Symbal
Pad3-Rim Pad 11 - Symbal
Padd-Tom Pad 12 - Symiboal B
Pad5-Tam o Pocd 13- Syrmbocd
P 6 - Tarn Padi 14 - Symibc o
Pod 7 - Tarn Pad 15 - Symibal

Pocd - T Pogd 16 - Hi-Hot
Thie Kil/Daum Assigreng \Window nows hos ancther opdion, Mew D, 222 4- 31

The Yoice Assignas Defautopfion now condicures the Voices as folliows -

Pogcd - ‘v'l el o Podd -Yoices 10- 16
Pod 2 -Yoices23 4 Pad 10-voices 10- 16
F‘u_:du-'w:m:eﬁ N P 1 b- Yioices 10- 16
Padd-Voiges €769 7 Pod12- Yoices M- 16
Pad5-Yoicess 789  Padl3-Yoices10- 16 SR
Pod6-Voices6,729  Padld-Yoices 10- 16 IR

Pod7-Yoices6, 789  Pod15-Voices 10-16 ,
Pudo Voicesh I" -’- 1 Pod 16-Voicea? R

When the Pad type is Piiched ond o MEEANole Ronge is disployed, MIDENotes
received ot MIDI in will piich the Dmm_, provicled they are within ronge . MIDENOte:
fonsmitted from MIDIGutwill not change with Pasifion, oz stated . Only the'tower
Note ofthe Range will be ransmitted.

Vihen MIDI Motes are disploved, Middle C=60 a5,

When you select Savekit 1o save your Changes, o Name Bxdsts Yyindow wil
r:xpe.n. Click.on Reploce to ovensite the curentKit.

The: Kit/Drum Assigning Yindow now has another Eclitoption, NewDrun o

This provides you with an easy way to create a New Drum. YWhen you c:hck this
opfiona Select Dum Type Winclow will appecy, allowing you o selecﬂhe type of
Drnim youwant to crecte.

When you select a Drum Type, DmBeod parameters suitable o that Wpe af
Drum, will be loaded and the Sample Assign Screen will be displayed with aBlank
Drum. This scives you from having fo setup Drum Head parameters, eachriinie

youcreate aNew Drum. You can of course ediit the Drurm Head later, once you

have created the Sarmple Assignmentyou want,
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The New Drum ocpfion can also be invaked from the Memory Menus of ine
Sample Assign and Drurm Head Screens. A

Level Ofsets are notirmpiemented in 1.2 and have no effect.

& Minimum Dynamic o been ocddled 1o the Hi-Hot's Sarmple dssign Screen.
This effects the level produced by the Pedal Tigoer, ranging from 110 127,
The defaultvalueis 5.

The PresetEnvelope Shapes in the Surace Window are different from those
shown in the Ronucl.

Yo camnotmove PonSoft/ Centre co-omdingte. The Inificl Pan Positionis defired
by the sefing on the Mixer Zcresn. :

Four niewicons howe been adoled to he Samngler Screen.

n Chcking on e Node ioon, o the ighi of the Peak eter, the curent Sarmgple con
ke tiggered. The fght-nond Select Bufton will perfon he same uncorn.

The Apow icon, uncer e Zoom Window, shiows the cursnt Loop Direcfion..
Clicking on the icon will allemiate it behween an arowpointing iothenght -~ -5
representing Forwond looping, and o two headed ancwssonesenting . - - o
Baoyckwiare] Fomaard looping. ' R

The FLP ko cltows the Find Loog Points funclion fo be acfvated. This peﬁ’x:arms.‘. T ’
the sare funchion os clicking the Find Loop Points box in the Looping Opfions
\Wincliow.

The nurmenc ko next o FLP sefs he numiboer of Lodps . Seting anuraissr ofLoops
hers zedorye the same funchicon o2 seffing itin he Looning Tpfions Y idow.
ket = .

The BAcimize Somple ampliiude opfion from the Specicd Monu, now allows you
dm -

1o cciust the armount of Gain, whers 0B iz 1 Range:

Yo oo =2t he grmount of Sain o - 99 fo +99 ob

Thie Disk Operaiions Window how hos an INFO o, Click on this box to fransfer to
the Dxskinto YWindow . The Dizk Opemtions Window wii e dizsnloyved againwhen
vou click cwiton the Dizk Info Window. This fecriure cillows vou to check the Disk-
contents before camying outany of the Other Dizk Operaions.

Ifthe cument Device is fne Intemal Drive itwill be displayed as fopd, ot IntFappy. -
An Intemal Hord Disk itwill be displayed as scail, notHard Disk.

The Rename opfion now includes Diskas an ltem Type, allowing you 1o rename
floppy Dizk or Disk Slot. ‘ o '
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4-114 YWhen the curent Diskis a ooy, the Famat option will nothove o Quantity or
itern Type . For a Hard Disk there will he o Quantty . One to Fomnat o Disk Slot and A1
o Farmat the Disk.

q-125 Only Prograrm Changes are disployed in MDIWatch.

A
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Section-Reference
5-2 Thie! ‘2ot Zoreen hos the iollowing Menuz changed
KitZelectMenu Choozeinfo
Cantl Pone
rdermon hMenu Cleorkdermony
Delete Kit
gy u}
Dizk Penu Clecr Mermony anct Load Al Kifs
Specicl Meny Loy Sompfing
S-6 The Kithiiosr Soreen hos e lowing Menus chonged
kit hlier benu Choose nfc
Contrad Panel
5-11 The kit Copngurttion Zoreen hos the llowing Menus chonged -
FitConfgurotion Meny Choossino
Control Panel
hernony Mew Kit has been Rermoved
5-78 The Sorresie Azzign Soreen hos the following Menus chanoed
D Zample Azsign Choose lnfo
Control Pariel
S-18 remon Menu - New Dremis implemented.
5-22 The Drum Head Soneen hos the following bAsnus chionged
Drurn Heod Menu Choozenfa
Control Poned
CRR fdernony Menu - New Damis implemented
5-27 The Sampler screen hos the fallowing Menus chonged

5-27

16,/12/57

SarmiplerMenu Choozelinfo
Contol panel

Save Saompie Truncaled 1o 2nd Loop Pointhics been added fo the
Memory Menu. See Poge 4- 58,
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Sove Sampie Tnncaled o 2nd Loop Ponthas been added o the
Diskflenu. See Page 4-88.
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