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RISK OF ELECTRIC SHOCK
DO NOT OPEN

ATTENTION : misauE 0E CHOC ELECTRIGUE NE PAS OUVRIR
IS A

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

A

The lightning flash with arrowhead symbaol, withinan equilateral
triangle, is Intended to aler! the user fo the presence of un-
insulated “dangerous voliage™ within the product's enclosure
that may be of sufiicient magnitude 1o constitute a risk of
electric shock to persons.

The exclamation point within an equilateral friangie is intended
to alert the user o the presence of imporiant operating and
maintenance (servicing) instructions in the literature accom-
panying the product.

INSTRUCTIONS PERTAINING TO A RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TQ PERSONS.

IMPORTANT SAFETY INSTRUCTIONS

WARNING — When using electric products, basic precautions should always be followed, ineluding the following:

1. Read all the instructions before using the product.

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

3. This product should be used only with a cart or stand that is
recommended by the manufacturer,

4. This product, either alone or in combination with an amplifier
and headphones or speakers, may be capable of producing
sound levels that could cause parmanent hearing ioss. Do
not operate for a long period of time at a high volume level
or.at a level that is uncomfortable. If you experience any
hearing loss or nngmg in ‘the ears, you should consult an
audiologist. :

5. The product should be Iocated 50 that its iocation or position
does not interfere with its proper ventiiation.

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

7. Avoid usmg the product whera h may be affscted by
dust. -

8. The product should be connected 0 a power supply on!y of
the type described in the operating instructions or as marked
on the product.

9.

10.
11.
12

13.

14,

15.

The power-supply cord of the product should be unplugged
from the outiet when left unused for a long period of time.

Do not tread on the power-supply cord.
Do not pull the cord but hold the plug when unplugging.

When setting up with any other instruments, the procedure
should be followed in accordance with instruction manuat.
Care should be taken so that objects do not fall and liquids
are not spilled into the enclosure through cpenings.

The product should be serviced by quaiified service per-
sonnel when:

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

B. Chbjects have fallen, or liquid has been spilied into the

product; or

The product has been exposed to rain; or

The product does not appear to operate normally or

exhibits a marked change in performance; or

The product has been dropped, or the enclosure dam-

aged.

Do not attempt to service the product beyond that described

in the user-maintenance instructions. All other servicing

should be referred to qualified service parsonnel.

m oo

SAVE THESE INSTRUCTIONS

WARNING:

the terminals in your plug proceed as follows:

\,

THIS APPARATUS MUST BE EARTHED

IMPORTANT: THE WIRES iN THIS MAINS LEAD ARE COLOURED IN ACCORDANCE WITH THE FOLLOWING CODE.
GREEN-AND-YELLOW: EARTH, BLUE: NEUTRAL, BROWN: LIVE

As the colours of the wires in the mains lead of this apparatus may not correspond with the coloured markings identifying

The wire which is coloured GREEN-AND-YELLOW must be connected to the terminal in the plug which is marked by
the letter E or by the safety earth symbol@or cotoured GREEN or GREEN-AND-YELLOW.

The wire which is coloured BLUE must be connected to the terminal which is marked with the: letter N or coloured BLACK.

The wire which is coloured BROWN must be connecied to the terminal which is marked with the letter L or colgured RED.

For the UK, =

The product which is equipped with a THREE WIRE GROUNDING TYPE AC PLUG must be grounded.
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Thank you for purchasing the U-20
RS-PCM keyboard. The U-20 contains
high-quality digital sounds, and can be
used as a muiti-timbral sound generator.
t also functions as a MID! keyboard
controller, for a wide range of applications
both on stage and in the studio. To take
full advantage of the U-20's potential
and ensure long and trouble-free use,
please read this owner's manual
carefully.

How to use this Manual

This owners manual consists of the following
five sections.

Section 0 “Playing : step1™;

This tells how to hear the ROM play (the demo
performance), and explains the basic organiza-
tionn of the U-20. Next, you will learn how to
select and play the various sounds.

Section I “Playing : step2” :

This explains the performance functions of the
U-20, and how they can be used to enhance
your playing.

Section I “Editing”:

This section explains basic procedures for
creating sounds and making settings. Read this
section when you want to create your own
sounds.

Section I “Systam Setups”:

This secton explains basic concepts of MIDI
that are important when using the U-20, and
how to take advantage of the U-20's MIDI
functions. ¥ you will be connecting the 1-20
with other MIDI devices, be sure to read this
section.

Section IV “Summary™:

This section summarizes the operations of each
mode, explains the overall organization of
editing operations, and how to store and manage
data.

¥You do not need to know about MIDI in
order to use the functions explained up to
section H.
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FEATURES

W
The U-20 has features such as;

@High-quality RS-PCM Sound Generation @®Chord Play Function

The U-20 contains 128 types of high-
quality sound, ranging from piano to
instruments appropriate for a classical
or jazz ensemble, and synth sounds for
rock or fusion. Parameters (elements of
sound) for pitch and level can be used
for detailed control over the nuances of
each tone (sound).

In addition to the built-in tones, tones
from PCM cards (sound library SN-U110
series) sold for the U-110 can also be
used.

@Multi-timbral

The U-20 contains a multi-timbral sound
generator that can handle 6 parts and
an additional rhythm part. The sounds
(timbres) and effects of each part can
be stored in 64 different settings as
sound patches. When using a MIDI
sequencer, a single U-20 can fill the role
of an entire ensemble,

For the rhythm part, tone assignments
and settings can be stored as one of
four rhythm sets.

@Flexible Control Functions

Settings determining how controllers
affect performance can be stored as one
of 64 keyboard patches, allowing you to
modify sounds as you play, or control
different types of external tione
generator.

@Builtin Digital Effect
A digital reverb/chorus effect is built
in, providing a spacious feeling of
stereo depth. Each sound patch has its
own effect settings.

A chord can be assigned to each key,
allowing you to play chords with a
single finger. Since a different chord
can be assigned to each key C, C# — B,
you can perform using diatonic chords
or harmonies in thirds. Eight sets of
chords can be stored in the W-20 (one
set includes C, C# —B). While playing,
you can instantly switch between any
two previously specified sets of chords.

@Arpeggio Play Function

A chord you hold down can be
automatically arpeggiated. An arpeggiation
pattern can be set for each keyboard
patch, allowing you to use the musically
appropriate pattern for each situation.
Arpeggio can be switched on/off using
a button, and can be used in conjunction
with the chord play function.

@®Jump Function

The jump function allows you to
instantly jump to a specified screen. In
addition to the pre-defined screens, you
may also define your own. Using the
jump function can make the editing
process more efficient.

®RAM Card for Convenient Data Storage

A separately sold RAM card (M-256E)
can store the entire settings of the
U-20. Patches stored in a RAM card can
instantly be recalled for use.



IMPORTANT NOTES

M

In addition to the safety instructions on page 2, please note the following points.

[ Concering_the Power Supply |

@®Whenever you make any connections
with other devices, always turn off the
power to all equipment first. This will
help in preventing malfunction, and
damage to speakers.

@®Do not connect the unit to the same
power outlet as one used for distortion
producing devices (such as motors,
variable lighting devices). Be sure to
use a separate power outlet.

[ Concering Placement |

@®Should the unit be operated nearby
television or radio receivers, TV pictures
may show signs of interference, and
static might be heard on radiocs. In such
cases, move the unit out of proximity
with such devices.

[ Maintenance I
@®For everyday cleaning, wipe the unit
with a soft dry cloth, or one that is
dampened slightly. To remove dirt that
is more stubborn, wipe using a mild,
neutral detergent, Afterwards, make sure
to wipe thoroughly with a soft cloth.

@®Never apply benzene, thinners, alcohol
or any like agents, to avoid the risk of
discoloration and deformation.

| Other Precautions I
@Protect the unit from strong impact.

@®Avoid getting any Aforeign objects
(coins, wire, etc.), or liguids (water,
drinks, etc.) into the unit.

@A certain small amount of heat will be
radiated from the unit, and this should
not be considered a malfunction.

@®Before using the unit in a foreign
country, check first with your local
Roland Service Station.

[ Concerning Memory Backup |
® The unit contains a battery which
maintains the contents of memory while
the main power is off. The normal life
of this battery is 5 years or more, but
it is strongly recommended that you
change it every 5 years as a rule. When
it is time to change the battery, contact
a Roland Service Station.
% The first time you need to change the
battery could occur before § years have
passed.

®When the battery gets weak the
following will appear in the display. By
this time, it is possible that the contents
of memory have already been lost.
“Internal Battery Low |”

@®Please be aware that the contents of
memory may at times be lost; when
sent for repairs or when by some
chance a malfunction has occurred.
Important data should be saved on RAM
Card, or written down on paper. During
repairs, due care is taken to avoid the
loss of data, however, in certain cases,
such as when circuitry related to
memory itself is out of order, we regret
that is may be impossible to restore the
data.
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SECTION 0

Playing : step 1
- Listen to the sounds | —

The U-20 contains two demo songs which take advantage of its multi-timbral capability (the
ROM Play function). In secton 0, after telling you how to make connections, we will explain
about ROM play. Next we will explain the basic organization of the U-20, and its play modes,
This section will be very important in helping you to understand the U-20's functions, so please
be sure to read it carefully. Finally, play the keyboard to make sure that sound is being
produced.

BEFORE YOU PLAY
1.Connections
2.Turn the Power On

LISTEN TO THE ROM SONGS
INTRODUCING THE U-20

TRY OUT THE SOUNDS
1.8elect and Play sounds in
Link Play Mode
2.Play the Sounds (Part Play Mode)
3.Play the Rhythm Sounds
(Rhythm Play Mode)
M Checking the Selected Parts
M Master Tuning
B Editing procedure using the
Jump function




BEFORE YOU PLAY

10

Connect the rear panel MIX OUT jacks to the input jacks
of a keyboard amp or mixer. When playing in stereo, use
the L and R jacks. When playing in mono, use only the
L (MONO) jack. Before making connections, make sure
that the power switches of the U-20 and the amp are
off. When using headphones, insert the headphone plug
into the PHONES jack.

6000000

4 4
Roland
Padal Switch '
] Hoadphonas
(DP-2, DP-§, atc.) (R 100, 0te)
Ralard
NT N O O
TN B
Y RS
Y Y l IO
heg N
Qo000
Expreasion Pedal
(EV-5, EV-10, etc.) Stereo Amp

% The U-20 does not contain a builtin power amp or speaker,
and will not make sound by itself,

* When shipped, the U-20 is set so that no sound appsars at the
DIRECT OUT jacks.

% When connecting the U-20 directly to a sterso system, be
careful of the output level. Excessively high levels can damage
the speakers etc. of the stereo system.

% To take full advantags of the U-20, we suggest that you play
it in stereo.



2. Tum the power on

2. Turn the power on

(D Check that connections for power and external equipment (amplifiers, etc.) are correct,

® Turn the power switch of the U-20 on.
In a short time the following message will appear.,

POWER

% RES-FCH Fegshosrd

Raoland H-2A

Then the play mode indicator will light, and the patch name will be displayed.

I—11 #&66B1 2 Standge-d
I-11 #8881 = Acoust Piarno

@ Turn the power of the external equipment (amplifiers, stc.) on.

Now vyou are ready to play.

* After the power is turmed on, the U-20's protection circuit
inserts a short delay before operation begins.



FALISTEN TO THE ROM SONGS

The U-20 contains 2 demo songs that demonstrate its multi-timbral capabilities. ROM
play mode automatically plays these songs.

* When using the ROM play function, we suggest that you
connect a stereo amp system or listen through headphones in
order to get the full benefit of the U}-20's multi-timbral
capabilities.

(D Simuitansously press the |PARTE and [RHYTHM] buttons to enter ROM play mode.

PART RHYTHM

Somd #1 HYPER JRZZ
Freszs [EMTEE] to Start

RO AY

@ To stop playback, press | |@ Press [ENTER] and
[EXTT]. playback will begin.
Mvm........._....._. l l

Bt CARD 7B i 2 k] L3 e & 1] 7 b
o L:ll:iEflI:‘:l i | mmmmmmmm
S | =
| Mot et I s | E:EZ:]E:I]E&J - D:]:IDI:IE:JCZ]E:J
1 | HYPER Jazz | Music by Amin Bhatia @ Use the NUMBER [T].[Z] buttons to specify
©1989 by Amin Bhatia the song. Sonps will be played succes-
Music bv S, Nak sively, starting with the selected song. If
— usic by o. Nakamura you do not specify a song, playback will
2 | U-ROCK ©1989 by Roland Corp. bepin with song 1.
VOLUME Use the VOLUME slider to adjust the volume.

% [t is often convenient to check connecticns and voiume while
using ROM play.

% To use the U-20 to play songs as in ROM play, you will need
a separate MIDI sequencer.

* The keyboard and bender will not function during ROM play.

¥ The notes and other musical data being ROM played will not
be transmitted from MIDI OUT.

12



INTRODUCING THE U-20

M How the U-20 is organized
The U-20 consists of a keyboard controller section and
a multi-timbral sound generator section.

MID} ouT

Setup section

e PLAY

=8

» Settings shared by all keyboard patches

MIDI IN

"

% o B e 1 e e s | e e |

LUMBEF-
e O e e e e e ] s |

= Settings shared by all sound patches

Chord sets

1—8 (8 types)

il

Keyboard controller section

Keyboard patch

» Performance function
settings

R
A——

| 11—88 (B4 types)

Y

Sound patch

Multi-timbral sound generator section

Timbres

Part 1

Part 2

Part 3

o 2

- Tone settings

Part 6

Rhythm part

Effects

-k

A11—AB8, B11-—B88
(128 types)

Rhythm sets H

1—4 (4 types)

11—88 (64 types)

Q
©

r
s

MIX OUT

e

Q0000

13



INTRODUCING THE U-20

B e

@®Multi-timbral Sound Generator Section

The multi-timbral sound generator can store 64 Sound
Patches. Each Sound Patch consists of Parts 1—6 and
a Rhythm part.

Each part corresponds to a musician. For example, part
1 might be a pianist, part 2 might be a bassist, etc. It
goes without saying that the rhythm part is the drummer.
The instrument (timbre) used by each musician can be
freely selected, and changed even while playing. The
thythm part can select from four types of drum/
percussion sets (rhythm sets). In addition, each Sound
Patch can specify the volume of each instrument (level),
the position of each instrument (pan), and the ambience
of the performing environment (effect). Also, the sounds
of two or more Parts can be combined to make even
richer, more complex scunds. In this way, you can create
Sound Patches with various combinations of instruments,
and instantly change to an entirely different instrumental
ensemble simply by selecting a Sound Patch.

®Keyboard Controller Section

The controller section sends playing instructions to the
musicians. When you play the keyboard, the instrument
of the specified part will sound. Use the bender lever
to add vibrato or pitch change. Controller section settings
can be stored as one of 64 keyboard patches.

When using a MIDI sequencer etc., you can use the
keyboard to play along with the seguence.

The U-20 can also be used as a keyboard controller to
control external sound generator modules.

14



B INTRODUCING THE U-20
D e
I The Modes of the U-20
The U-20 operates in
Play mode,
Edit mode, in which you modify or edit various settings,
and
Data mode, in which you can store the results of your
editing, and transfer data.

@®Play Mode The U-20 has 6 play modes.
In Link Play mode, Keyboard Patch mode, and Sound Patch
mode, you can select Patches from the front panel.
In Part Play mode, you can select one of the six Parts,
and play it from the keyboard.
In Rhythm Play mode, you can use the Rhythm Part to
play rhythm sounds from the keyboard.
In ROM Play mode you can listen to the U-20's
demonstration songs.

Play mode Part played by the keyboard | Selected by the BANK and NUMBER buttons
Link Play mode b . Keyboard Patch and Sound Patch
Keyboard Patch mode arts spscified by the Keyboard Patch

Keyboard Patch
Sound Patch mode Sound Patch

Part selected from Parts 1—6

Part Play mode (use the panel buttons) Timbre
Rhythm Play mode Rhythm Part Rhythm Set
ROM Play mode Keyboard is inactive ROM Play song
@®Edit Mode In this mode you can edit (change or modify) various

control settings and tone settings. With a few exceptions,
edited settings are temporary. If you want to keep yvour
edited settings, use data mode operations to store them
into internal memory or a separately sold RAM card.

®Data Mode In this mode you can store edited setiings into internal

memory or a separately sold RAM card, or transmit data
via MIDL

15



INTRODUCING THE U-20

®Link Play mode (simultaneously selecting a Keyboard Patch and Sound Patch)

Example :
PLAY MODE
KEYBOARD  SOUND PART RHYTHM
L""" LINK '“'“J —L_ROM PLAY
Selact a Xeyboard PatchSound Patch
(11 —88, C11—88)
::E"‘."!t::]i:::ti]i::uﬁr:: -

EZZ][::!E::II::]E:I::IEZHEI]

selecting Patch I-33

Keyboard Patch

1-33

133

[11[2][s]

Sound Patch

Keyboard Patch
11

Sound Patch
11

1 213

+|[s]le][R]

@®Kayboard Patch mode (selecting only a Keyboard Patch)

Example :

PLAY MODZ
KEYBOARD  SOUND PART RHYTHM

[I=3= L — |

LINK ROM PLAY

Select 8 Keyboard Patch (1-11—BB, C-11—88)

e T

1 2 3 4 "-E.E?’ B 7 [}
CACaC A aC 3t ac]

-

selecting Keyboard Patch I-33

-

Keyboard Patch
1-33

Keyboard Patch
11

@®Sound Patch mode (selecting only a Sound Patch)

Example :

PLAY MODE
KEYBOARD  SOUND PART RHYTHM

= =10 =]
o — L ]

LINK ROM PLAY

Select & Sound Patch {F11—B88, C-11—88)

d:li::::ii::hc:nf:tﬁ

E:JE:Z!EIJE:]I"_—JC:IE:Z]E:]

16

selecting "Sound Patch 33

Sound Patch

/ 1-33
| [1]l2]]3
Sound Patch irn
11 S|[8]LR
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INTRODUCING THE U-20
m - IO

@Part Play mode (selecting a Timbre)
Example : selecting Timbre A33 for Part 1

PLAY MODE
KEYBOARD  SOUND PART  RHYTHM Y
|'=”'==’||-”m| 1 Timbre
A33
- LINK — L‘nom PLAYJ 2
Select a Timbre (A11—A88, B11—B&&} Timbre "____
3 Al
1 2 3 ‘mwa [ 7 B
W § s | e § i | o | i o | | + 4
1 2 3 INUMBE% & 7 []
| ot | s Y s | s | ot s | wma
5 | A
|
6

“PART ™ Saant a Pert (1—6)

I e |

@®Rhythm Play mode (selecting a Rhythm Set) :
Example : selecting Rhythm Set 3 for the Rhythm Part

PLAY MODE
KEYBOARD  SOUND PART  RHYTHM
L =1L 10™] Rhythm Set 3
LINK ROM F’LNA""'I
Saelect & Rhythm Sat HL_‘
(1—4) (Use anly NUMBER [T]-[&]) Rhythm Set 1

SOOI (e [

NUMBER.
e e e e e Rhythm Part

@®ROM Piay mode (selecting the ROM Play song)
Example : selecting ROM Play song 2 “U-ROCK”

PLAY MODE
KEYBOARD  S0UND PART RHYTHM

[ | l | | I | | ROM Play song 2
| I 4 L -

LINK

u _H n
ROM PLAY / U-ROCK
Salect 8 HOM Play song

(1, 2 (Use onty NUMEER [T1[2])

ROM Play song 1
“HYPER JAZZ"

BANK,
NUMBER
1 2 3 4 5 E 7 ]

17



P TRY OUT THE SOUNDS

Here we will explain how to select play sounds in each of the play modes.

1. Select and Play sounds in Link Play Mode

In Link Play mode, pressing panel buttons will simultaneously select a Keyboard
Patch (determining how the sounds are played) and a Sound Patch (determining
which sounds are played). When shipped from the factory, the memory contains data
intended to be played in Link Play mode. '

By selecting a bank 1—8 and a number 1—8, you can select from 64 Patches.

Enter Link Play mode.
('D PLAY MODE
KEYBOARD  SOUND PART AHYTHM she sk o o o b b o

L__“iUﬁ__] r—f_]r:_,i_‘ I-33 #B19 sk ohe o oo ot o o2

O
k) L1}

3 4k
=
Ll
v

ROM PLAY
TRANSPOSE CHORD 't CHORD 2 ARPEGGIO

=1L JL—1

Use BANK II]— and NUMBER [1]—[8] to select Patches.
For example, here's how to sslect |-11.

@ 7% v
v} s | oo s | e | o | s
— MR . : - HEE o L o o o o
I:IE!I":]IIJ!Z!:]I:ZI 8 FIEE T S T TR O L
A
® ﬁjlﬁﬁﬁ;‘%ﬁjﬁiﬁ Keyboard Patch name
e e T e T Y
Eﬁ DEEENEES : Standard
e HEEE @+ Booust Pianco
A

Sound Patch name
The display will show the number and name of the selected Patch.

Play the keyboard to hear the sound you have selected, and then select and play other Patches.
The inciuded sound patch chart shows the Patches available.

% The Patch will change when you select the number. Simply
selecting the bank will not change the Patch.
* You can use @VALUE to step through the Patches one by

one.

18



2 Play the Sounds (Part Play mode)

Y " O7TE" A% TRy Mode)

2. Play the Sounds (Part Play mode)

In part play mode you can use the Keyboard to select and play various sounds
(Timbres) using a single Part of the selected Sound Patch (select from Part 1—
6). Part play mode is convenient when checking the settings of each Part, or when
editing sounds.

You can select from 128 Timbres, organized as group A/B, bank 1—8, and number
1—8.

Enter Part Play Mode.

PLAY MODE
® KEYBOARD SOUND PART AMYTHM Part number

LN wra= | Partl OtRew Fzid Ut
TRANSPOSE GHORD 1 CHORD 2 ARPEGGIO I-BZ3 #UST: skmkskdbhgdhmg
Ml | il | sl I I

Timbre number Timbre name

Selact and play Parts, noticing the various sounds assigned to each Part

PART
@ EXiT ENTER — AR -— A4
L 11 J | [ | Partl G:Cha F:3< e
I-BE3& H$OSE T doolskkokdobg
CURSOR v,
ey —— v A
{ L 1L 0 |

Play the keyboard to hear the displayed Timbre.

Next, select & different Timbre. Use group (A/B), bank {1—8) and number (1—8) to select a

Timbre.
CARD,8 i
© :] Fartl O:1CHo Foxg L)

ekt b e b obe b o e o

=

INT~A

1

[ e Y e e s e v Fartl 0:Cho T o
' - I 3 T T TR g R

@

T T T Mg e mpes By

1Q



2 Play the Sounds (Part Play mode)

® o EEEmeDS | Parti Dicha Fiz< U@
i ey T @ - P OH.P R
:("%:ﬁ:%ji::lchmm I mi #a@l: A.Fiang

The included “Timbre Chart” lists the available timbres.

% The sound will change when you specify the number. Simply
selecting a group or bank will not make the sound changs.

* Press @VALUE@ to step through the sounds.

% in part play mode, notas you play will not be transmitted from
MIDI OUT.

% Depending on the settings of the selected sound patch {(key
range, velocity range, see page 99), the resulting sound may not
be what you expect.

('«

eyboard Patch mode \
When you want to select only the Keyboard Patch, press {KEYBOARD [ When you press panel
buttons to select a patch, only the Keyboard Patch will change.

Sound Patch mode
When you want to select only the Sound Patch, press [SOUND] When you press panel buttons
\io select a patch, only the Sound Patch will change. /

20



3. Play the Rhythm Sounds (Rhythm Play Mods)

%

3. Play the Rhythm Sounds (Rhythm Play Mode)

To play the rhythm sounds from the keyboard, enter rhythm play mode. Rhythm
play mode is useful when checking a rhythm set, or when editing sounds.

Enter rhythm play meode.
BLAY MODE
KEYBOARD SOUND  PART  RHYTHM

I-RFl1: Standard St Uid
| | | | [ | C2 ¢ I-128 Sail2 Muidfs
L I B A

LINK ROM PLA
TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO

When you play the keyboard, the rhythm sound corresponding to each key will sound. The display

will show the note name etc. of the key you pressed. For the factory settings, refer to the table
at the end of this manual

® | I-Rl: Standard Set Us@
‘ L2 2 I-122 SoilZ2 Muilff
A
Use NUMBEBm—-E to select another rhythm set.
©)] - A4
aracocEarach I~RkZ: Drv Set N
E"!'_"i T &!Eﬁ%fﬂlﬁﬁ] DZ &2 I-128 Sail2 Mutlfy

* Press [EVALUEEAE to step through; the rhythm sets.

¥ In rhythm play mode, notes you play will not be transmitted
from MIDI QUT.

About Rhythm Sets

A rhythm set is an arrangement of rhythm sounds assigned to each key (note). A different

sound can be assigned to each of the U-20's 64 keys Bl-—D7. Internal memory can store
four rhythm sets. A rhythm set can be selected for a rhythm part,

21



B Checking the Selected Parts

(IChecking the Selected Parts \
The U-20's multi-timbral sound generator has 6 Parts and a Rhythm Part. In play modes

which select Patches, such as Link Play mode, the Parts specified by the Keyboard Patch
will determine which Parts are used. Here's how to see which Parts are currently being used.

Enter Sound Patch mode.

tandard

PLAY MODE
I-11 #\@@ai ot
FAoouwst Piano

KEYBOARD  SOUND FART RHYTHM

[;][__‘{"%]]?] I-11 #@881

LINK AOM PLAY

TRANSPOSE CHORD § CHORD 2 ARPEGGIO

il Wil | Wl Wil

Press CURSORIE[. (If you press ECURSOR you will return to the previous display.)

PART Part 1 Part 3 Part 5 Rhythm Part
EXIT ENTER —— —
[ 1 1 1] Part 2 ‘ Parlt4 ‘ Parlts

CURSOR VALUE -
o B B 1 Daieok Doteske | ook Dok Dk ] 180

-y —— v A
{ i F l[ i | I—-11 #@@m1 ¢ Acoust FPiano

% The upper line of the display shows the Rx channel of each Part.

The Rx channel of the Part specified by the Keyboard Patch will be shown as an 4 symbol.
{With the factory settings, Parts spacified “01" are used.)

i

v
Fo b J ikl sheh] ek bk k] 18
I-11 #8@1 @ Fcoouzst Piano
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M Master Tuning

GMaster Tuning \
When vou need to modify the overall pitch of the U-20, use the following procedure to make

fine adjustments in pitch (funing),

Get the master tuning display.
@ EDIT DATA —

E::]E::j Fartl DJRew Fo s (RERE
Seleoct Switochk

JumE s S

MARK Jumm
o e e | | | EditsSetur-M.Tuns
ﬁé&éﬂ&ﬁ]ﬁﬁ FMazter Tume—SE0EH-

Use [V VALUE[A] or the VALUE slider to adjust the pitch.
C2/VALUE VALUE E '___I i + - .:-I i +..- LiE i.‘.E -E- e

) A
[:] |:] Maztaor Turme=EESEsEH-

When you are finished, return to play mode.

@ e PLAYMODE s ~
KEYBOARD SOUND  PART  RMYTHM I-11 #@&1 : Ztandard
| J E [ H | I-11 #2881 i PRooust Fiano
L— i > — L AOM PLAY !
TRANSPOSE GHORD | CHORD 2 ARPEGGIO ‘

L— = = 10— |

*The displayed value shows the approximate frequency of the pitch of the A4 kev.
% The measter tuning setting will be ramembered even when the power is turned off. /

.




ey

M Editing procédure using the Jump function

KI Editing procedure using the Jump function \
The U-20's jump function allows you to quickly move to a desired display, You can use the
jump function for more efficient editing. The owner's manual will ‘explain procedures for efficient
use of the jump function _

Editing procedure using the jump function is as follows.

DUse the jump function to jump te the desired parameter display {menu display),

@1n a menu display, use E]CURSDR to selsct the paramater group, and press
(a. parameter display appears).

@in a_paramster_display, use [JCURSOR[>] to select the parameter.

@ Use [V]VALUE[A] or the VALUE slider to modify the value,

® When finished, press the play mode select button to return to play mode,

* For ‘details of the editing procedure, see "Edit Mode Operations” (crpage 122).

.. % Some. of the jump destinations can be re-defined by vou, to fit your needs hetter. if you
-are_using the U-20 for the first time, and the jump destinations are different than those
explaired in the manual, you can use the following procedurs to resst the jump
destinations to their factory settings.

3]

S JEDT DATA
e Tump s Select Switok. _
- MARK JUMP

. CURSDR
— —

I § T I

- VALUE

¥

Functiom Comelet

i

DATA — T
E:‘E:: Initizlize Jume Fags
SeT CEMTERT . L[E®ITI
MARK . JumP . ..
“ BART — -
EXIT ENTER - — Initiglize Jumr Pade

H

\ i

The jump destinations will be reset to their factory settings, snd

you will return to the previous display.

S
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SECTION I

Playing : step 2

In section I, we will explain how to use the performance functions to enhance your playing.
Try out the operations explained here for yourself, and see how they sound.

HUSING AND SETTING THE -
PERFORMANCE FUNCTIONS .
1.How To Use the Play Functions

a. Keyboard control functions -7+

b. Panel control functions:-»-rev-

¢. Pedal control functions-«---.-

d. Useful performance functions -
2. Write the Edited Performance

Function Settings «¢-¢roervns

&, Name TR R T

b.write.....-......-.-..-..-.

BEICREATING A CHORD SET
a. Editing a chord set «--ev -
b.Chord set name ««s««s-rrmreaianss
¢. Writing a chord set into memory +
B Adjusting the Display Contrast--




USING AND SETTING THE PERFORMANCE FUNCTIONS
e

1. How To Use the Play Functions

Here we will explain how to use and set the performance functions, and simple
settings for them. The resulting effect of these play functions is determined by
each sound. Depending on the selected sound, the play functions may have a different
effect, or no effect at all.

In section O, you listened to the sounds using each of the Play modes. To follow the explanation
in this section, please enter Link Play mods.

PLAY MODE
KEYSGARD SOUND  PART  RHYTHM I-11 #8681 : Stamdard

I-11 #8881 ¢ Booust Piamo

ROM PLAY

l__i — L I
TRANSPOSE CHORD | CHORD 2 ARPEGGIO

Il il ¥ Wl | Ml

The sound can be affected by how you play the keyboard.

@ Velocity The force (speed) with which you play a key is known
as the “velocity”. The velocity can modify the volume.

When vou press a key slowly, When you press a key quickly,
a quist sound is produced. a loud sound is produced.
@ Aftertouch Pressing down on a key after playing it can modify the

pitch/vibrato/volume. This is known as “aftertouch”.

Press down firmly.

* For some sounds of the factory settings, aftertouch will have
no affect.
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1. How To Use the Play Functions

The front panel provides the following functions to use while playing.

VOLUME Slider

Adjust the volume output from the MIX C1 Slider, C2/VOLUME Slider
QOUT jacks and the headphone jack. Control level, tone, effect, etc,

Bender/Modulation Lever
Add pitchbend and modulation (vibrato) é
effects

@®Bender/ Modulation Lever

The position of the bender/modulation lever can affect
the pitch or vibrato as foliows.

Vibrate (pitch modulation) becomes deeper.

Lower the Pitch fl % Higher the Pitch

BENDER

®C1 Slider, C2/VALUE Slider

The Cl1 and C2 sliders can be used to control internal
sounds or to control external sound generators. Each slider
can be assigned to control something different. With the

factory settings, C1 and C2 are not assigned to control
internal sounds.

% The control functions correspond to MIDI control changes.
#*To set the function of the control sliders, see “Using
Controllers™ (orpage 101),
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1. How To Use the Play Functions

Pedals connected to the rear panel jacks can perform the following control functions.

CONTROL INPUT.

O O

PEDAL XY
HOLD CONTROL
F N
Roland Roland
[
AN NN
ﬁ INA NN
NA NAN
Pedal Switch AV NN
(DP-2, DP6, etc) I NN
AN NAN
ANA NN

Expression Pedal
(EV-5, EV-10, etc)

@®Hold A separately sold pedal switch (DP-2, DP-6, etc.) can be
used to control hold, The hold functicn sustains the sound
as long as the pedal is pressed.

Hold as long as the pedal is pressed

% The hold function will not affect non-sustaining sounds such
as rhythm sounds.

@External Control A separately sold expression pedal (EV-5, EV-10, etc.) can
be used in the same way as the Cl and C2 sliders on
the front panel to control internal sounds or external
sound generators. With the factory settings, External
control is not assigned to control internal sounds.

* The control functions correspond to MID! control changes.

% To make control function settings, see “Using Controllers”
(crpage 101).
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1. How To Use the Plgy Functions

The U-20 includes various functions that are especially useful for live performance ;
key transpose, chord play, and arpeggio play. By defining how these functions will
work, you can turn them on/off at the touch of a button.

% Edited settings are temporary, I you want to save your edited
sattings, be sure to write them into memory (=-page 37).

B Key Transpose
Key transpose shifts the keyboard range in half-steps, allowing you to play in
a different key while using the same fingering. You can transpose over a range
of * 3 octaves,

Each time you press |TRANSPOSE|, key transpose will be

switched on/off. When on, the button indicator will light.
With the factory settings, this will lower the pitch one
octave.

PLAY MODE
KEYBOARD SOUND  PART  RHYTHM
— o —1 L |

LINK ROM PLAY

TRANSPOSE CHORD t CHORD 2 ARPEGGIO

E_(TT"H“H“TEWI

Use the following procedure to change the key transpose
setting.

Jump to the key transpose setting display.
@ EDIT DATA

::H:::] i-11 #8661 : =Standard

Jump s Select Swiitch.

MARK JUMP

—f
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1. How To Uss the Piay Functions

PLAY MODE
KEYBOARD SOUND FART RHYTHM

[ I= 1=
L — J

TRANSPOSE CHORD 1 CHORD 2 ARPEGGID
ITl ) Il Ml f il

Use @VALUE[A:] or the VALUE slider to sat the amount of transposition {— 36— + 36 in semitone
steps).
@ €2,/ VALUE

o

When you finish making settings, return to play mode.

EditsHEabd- FPerform-Trans

Few Transroso=BEE

LINK

VALLE Edit- Ewbd- -Perform Trans

Keg Transrose=B

@ ———_ PLAY MODE
KEYBOARD  SOLIND PART  RHYTHM I-11 #8981 : Standard
| lp ] | [ | I-11 #@B81 : Acowst Piano
L"'""‘ L{ }"“‘J L"" ROM PLAY —I
TRANSPOSE CHORD 1 CHORD 2 ARPEGQID
Lt — =1
Bl Chord Play
Chord play allows you to play a chord by pressing a single key. Try it out using
the pre-defined set of chords.
Chord Set

A different chord can be set for each of the 12 notes C, C# —B. Chord settings for each
of the 12 notes can be stored as & Chord Set. Internal memory holds eight different Chord
Sets. For details of these settings, refer to “Creating a Chord Set” (orpage 39).

While playing, you can instantly select from the chord
sets defined for the [CHORD 1] and [CHORD 2| buttons.

Press [CHORD 1]. The button indicator will light, and you
can play the chords of CHORD 1.

PLAY MODE
KEYBOARD  SOUND PART

(=11
— . — C -

ROM PLAY

TRANSPOSE CHORD 1 CHORD 2 ARPEGGID

Ef][%i[:f:}z]
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1. How To Use the Play Functions

Press each key in succession. The chord assigned to each
key will sound. When more than one key is pressed, the
chord of the last-pressed key will sound.

Press [CHORD 1| again to return to normal playing (the
indicator goes out).

Select CHORD 2 in the same way. To switch directly from
CHORD 1 to CHORD 2, simply press [CHORD 2], and vice

versa.

Settings for Key Offset and Retrigger Mode allow you
to specify how the chord set assigned to each button
will be used.

Key Offset: The chord set can be transposed over a range
of 0—11 (semitone steps). Use this when you want to
use the same set of chords to play a song in a different
key.

Retrigger Mode : If more than one key is pressed and
a chord is sounding, this determines which chord will
be sounded when the key producing the currently sounded
chord is released. Retrigger mode can be set to Off, Low,
or Hi. The wvelocity of a retriggered chord will be
determined by the speed at which you release the key.

Example : When several keys are being pressed and the chord assigned to E key is

i

sounding, here’s what happens when you release the E key.

i

Retr

igger

!

Mode : Off Retrigger Mode : Low Retrigoer Mode : Hi

L1

No sound The chord of the The chord of the

lowest koay will sound highest key will sound
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1. How To Use the Play Functions

@Chord Set Assign and other Settings
CHORD 1 and CHORD 2 can each use one of the 8 chord
sets. To select a chord set or make settings for key offset
or rerigger mode, use the following procedure.

Jump to the chord set assign display.

@ EDIT DATA -
E::]E::] I-11 #@@1 @ Standarsd
Jdume s Belact Switoch.
MARK JUMP

@ PLAY MODE " " T .

KEYBOARD SOUND PART  RHYTHM EditskEabd-Ferform-Chaordl

| fl || H I Chord=#8:tDiatonic L3

L"" LINK "—J L— ROM PLAY ""]

TRANSPOSE CHORD ¢ CHORD 2 ARPEGGIO

=1 =]

Press |[CHORD 1| or [CHORD 2! to select the button for which you want to select & chord set.
@ . PLAYNODE __________ v
KEYHOARD SOUND  PART  AHYTHM

™™ H — || — | Edit-kEubd-Perfor-m-Chordl
e e —1 L - Chord=#8:Diatonic 3

LINK AOM PLAY

TRANSPOSE CHORD 1 CHOAD 2 ARPEGGIO
Selact & chord set (1—8).

® CasVALLE VALLE Edit-Eubd-FerformsChordl

v
I — Chord=#8f Susd b

@79 Chord Set number
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1. How To Use the Play Functions

X desired, set the key offset and refrigger mode.

Press CURSOR[>]to make the key offset value blink.
®

PART
EXIT ENTER —— -—
I | | LT |
CURSOR VALLUE

- = ¥ 4
LW_JLﬁﬁJL__JL_mJ

Set the key offset.
C2./VALUE

T

VALUE
v A
L1

§

EditrkoabdsPearform-Chordl
Ak ewlffzat =8

Fetprig=Hi

Edit<Kabd-Perform-Chordi
AEewliffsat =8

Retrig=Hi

Press CURSOR[™]to make the retrigger mode value biink.
@

PART
EXIT ENTER —— —
L I [ S
CURSOR VALUE

—- _— 4
L_mJl_?ﬁJL_i_JL_"J

Select the retrigger mode.
€2, VALUE VALUE

i —

¢

Edit-EobdsPerformsChordl
4k ewlf{feet=8

Fetrio=%#

Edit<Kwuboe

4k gl et

Fer
=&

rrmsChorodl
tri 9=

K=l
He

Ll

When you finish making settings, return to play mode.

PLAY MODE
KEYBOARD  SOUND PAFIT RHYTHM

ROM PLAY
THANSPOSE CHORD 1 CHORD 2 ARPEGGID

i Ml Ml ) Wl

I-11 #ag1l
I-11 #@a1




1. How To Use the Play Functions

M Arpeggio Play
Arpeggio play allows you to play an arpeggio of the chord being pressed. The
arpeggiation pattern can also be set.

Pressing | ARPEGGIO| will turn arpeggio play on/off. When
turned on, the button indicator will light. When you play
a chord on the keyboard, it will be arpeggiated.

PLAY MODE
KEYBOARD  SOUND PART RHYTHM

TRANSPOSE CHORD ¢ CHORD 2 ARPEGGIO

I"“if“"ll"“l%

Four types of arpeggio are available. The selected type
will determine how the notes of the chord will be played.

Type Sound
Up Notes being pressed will sound from low to high.
Down Notes. being pressed will sound from high to low.

Up & Down | Notes being pressed will sound from low te high and back to low.

Random Notes being pressed will sound at random.

In addition to the arpeggio type, you can also specify
the speed (rate) at which the notes will be arpeggiated.
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1. How To Use the Play Functions

@Arpeggio Type and Rate Settings
Here's how to change the arpeggio type and rate.

Jump to the arpeggio setting dispiay.
©) EDIT DATA

]

MARK JUumMP

® PLAY MODE

KEYBOARD  SOUND PART RAHYTHM

TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO
l"'“ll""li""“‘llTl |

First select the Type.
@ €2/ VALUE

T

VALUE
v A
T

§

I-11 #6&]
Jump £ Sl

(=Jw

-

@ ot
t

andard
Switech.

Edit~Kubd Perform Hrers
Tource=BERBENE FRate=180

Type

et

Rate

Edit - Kubd-FerformnsArre
T2 F o = R

Fate=1R3

Press CURSOR[®™]to make the rate value blink.

PART
EXIT ENTER — -
I I i ]
CURSOR VALUE

~- - v

Edit KebdsoFery
T o S 5 L] =4 E:: E.' S LT

=] e |

F ot = =200

Set the rate. Higher settings will result in faster arpsggiation.

VALUE
v A
I

v

& C2/VALUE

7

Edit-Eubd Performn-Orepe

Tars=lIF&Doum

R a2t e =8

When you finish making settings, return to play moda.

PLAY MODE
KEYBOARD  SCUND PART RHYTHM

S

ROM PLAY

TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO
LIt =31

I~11 #8831 ¢ S+

I~11 #8861

k=]



2. Write the Edited Performance Function Settings

L —orr# 4L it ——rre A A—— AL ————— i —— e
M

2. Write the Edited Performance Function Settings

The settings we have edited so far (key transpose, chord, arpeggio) can be stored
together as a keyboard patch. Here we will explain how to write these edited settings

into memory along with a patch name.

% For details of keyboard patches, see section I

Here's how to change the name of a keyboard patch.

Select the patch name display.

@ EDIT DATA -
E::][::] I-1i1 #9881 =3 :tandard
JurmF s melaect Switch.
MARK JUnP
PLAY MODE
KEYBOARD  SOUND PART  RHYTHM Edit.sEubdsMHame
|l il § Pl Fatckh Mapesshd sk skikkobkg
LINK —_J L‘ ﬂOM PLAY '_I

TRANSPOSE CHORD | CHORD 2 ARPEGGIC
Move the cursor (underline) to the character you want to change, and select different character.
Q0] CURSOR - -

Edit-Faobd-Hame

I Fatoh  Mame sk bk b sk sn

b

Edit-Egabd-sHame
G2,/ VALUE v VALUE A F’-El'l'.-C-I'"i H-Ell"’!E’mﬂ***********
I _
J“’] Edit.rkEgbdsHame

Fatch MHames=Hew KesgaPatch

% The following cheracters can be used;
(space) A—Z a—z0—9 — / + *.,:;=1"# § % &'

(y<>{} 172
% Prossing NUMBER[T] will insert a space. Pressing NUMBER[2]

will delste the character at the cursor, and move the remaining
characters forward.

After changing the name, continue to the following write
- operation.
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2. Write the Edited Performance Function Settings

Now let’s store all the edited performance function settings we edited. Here we will
explain how to write the edited keyboard patch settings into the same patch number.

* The On/Off setting for sach performance function is also
memorized. The indicator of sach button shows the condition.

% It is not necessary to write data into memory each time you
edit a performance function.

¥ To store edited keyboard patch settings into a different patch
number, see “Data Mode Operations” (crpage 128).

Use the following procedure while editing a performance
function. Jump to the keyboard patch write display.

Jump to the write display.
@ EDIT DATA

:][::I Edit-KubdsMams

Jume Select Switch.

MARK JUMP

—

PART
@  our eNER - - DatasiriteKubd
] L Wit Temr: 111 111
CURSOR VALUE

J | | | { | | |

Press |ENTER | once egain.
PART

EXIT__ENTER o~ - LatasWrite-Kabd
L1 L Sure? [UALUE&] ~ [EMIT]
CURSOR VALUE

l | | [ | | |

A7



2. Write the Edited Performance Function Sattings

If you ere sure you want to store, press VALUE[A]. (To quit without storing, press to return
to the display of step @.)

@ PART
I Gl ”E””E“H = X = | | DataslriteskKabd
Furictiorn Comrlets.
-‘CUHSOR___ v VALUE A J and in a short time.
I i | I | Data~Write-Kabd
i d Lo Teme2I11 +I11

This completes the writing operation. Return to play mode,

® PLAY MODE .
KEYSOARD SOUND  PART  RHYTHM I-11 #8581 @ Hew KeaFatcoh
| Jﬁ ) 1 | I-11 #@@i ! FAcoust Piano

- i } — L ROM PLAY !
TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO

e Wl § Ml § Bl
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FICREATING A CHORD SET
e —

In “Useful the Performance Functions”, we explained how to select pre-defined Chord
Sets and how to use the Chord Play function. Here we will explain how to create
a Chord Set suitable for the song you are playing.

H Creating A Chord Set
Here’s how to create a chord set.

Use to select the Chord Set you want

106 create.

Use the keyboard to set a chord for each note (C, C # —B).

Give a name to the chord set.

Store the newly daﬁned chord set,

e

Select either of the chord sets assigned to the keyboard patch, and edit the chord
for each note.

Enter edit mode.

) EDIT DATA -
:I Edit | BERHEl Kb d
é% Chordl Soundl Timbrel Ratim
MARK JUMP
Select “Chord”.
@ PART
EXIT ENTER - — Eoit I Seturl Kalkd
L T I ] | st coundl Timbrel Bt
CURSOR VALUE

- ¥

— A
I | I ]




CREATING A CHORD SET

PART
€) ENTER EditsChordl2]
L__J L.__Jl_.._._] HEHE HotLa
CURSOR VALUE
| H |

Select the button of the chord set you want to adit (the button indicator will light).

o PLAYMODE ____ v
KEYBOARD SOUND  PART  RHYTHM

| | | H 1= EditChardll]
LINK L—R{)M PLAY'J WI ot e

TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO

Ef][ﬁ:l[‘fjlifj

Select “Note”.

@ FART
EXIT ENTER — — Eodit. El“u:tr'*dE 113
| il | L 1 | Hamel§

CURSOR VALUE

— — v A
L__JLiﬁJLm_J[_mJ

PART
EnTER Edit-Chordlll-Hote
L_“J L__J[;_J % : Mata=d T
CURSOR VALUE
e P— 7
[ 1i i | ]
This is the chord setting display. Selact the note (C, C#—B) for which to define a chord.
PART
D ot R - e Edit-Chardlll-Hobe
| 1 1L 11| & : Mote=JlJIF
CURSOR VALUE A
I 111 |

¢

Play a chord on the keyboard. The chord will be defined when you remove your hand from the
keyboard.

® Playing a D major chord. Ecit Chordlll Hote

T ———

If you want to define a chord for another note, repeat steps O—@.
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CREATING A CHORD SET

When finished, press to return to the display of step @.

PART
EXIT ENTER —— -— Edit-Choradl 13
L_(hU__H il l [ | Mamel &8
URSOR VALUE
- - v A

If you want to change the name of the chord set, follow the procedure explained below.

% The { characters in the display indicate the number of notes
in the chord.

* To redo the settings of step (B, release all the keys, and play
a chord again.

% In step B, you may continue to add notes as long as a key
is still being pressed.

% Each chord may contain up to 8 notes.

*You are free to set any type of chord for each key. For
example, 8 C major chord can be assigned to the D key.

% You may use the keyboard to specify a chord at any time in
the chord setting display. ‘
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CREATING A CHORD SET
L 0

Here's how to change the name of a chord set.

Select “Name”.

@ PART
£XIT ENTER — -— Edit~Chword[1]
| H || | | | peaws Hote
CURSOR VALUE
— -— v A
Liﬁjl | ! |
) PART -
EXIT ENTER - — Edit-Chordlil~-Mames
| | | | Chiord  Hame = b ot ks
CURSOR VALUE
—— — v A

I ! B | |

Move the cursor (underline} to the character you want to change, and select a different character.
CURSOR
®©® LR Edit-Chordlll-Hame
1 1 Chord Mamss:dsds s bt s

b

Edit Chardlil-Hams

Ca/VALUE v VALUE A Chord MNamespksohkhk ki
I — _
e}',) EditsChordllI~Name

Chord Hame=kew ChordSed

% The following characters can be used;
(space) A—Za—z0—8 -/ + % .,:;=1"# 8% % &’
<> {1 [T _.7h

* Pressing NUMBERIII will insert a space. Pressing NUMBEREZ]
will delete the character at the cursor, and move the remaining
characters forward.

After changing the name, continue to the following write
operation.
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CREATING A CHORD SET

Now let’s store the chord set we edited into its original chord set number.

jump to the write display.

Edit-Chordlll-Hams
JumE s Select Switch.

Cata-brites-Chordl1]
ik Teme:Il +I1

From the chord set editing displa
EDIT DATA
MARK JUMP
BART
® EXIT ENTER - —
CURSOR VALUE

Press |[ENTER| once again. {To cancel the opsration, press to return to tha step (2 dieplay.)

PART
—— -—

EXIT ENTER
L1 L1

CURSOR VALLIE

l | [ | 1 |

If you are asure you want to store the chord set intc memory, press VALUEEL‘Q.

PART
@ ExiT ENTER — —
| | | [ | .1
CURSOR VALUE

This complaetes the writing operation. Now return to play mode.

DataslWrites-Chordl1]
CUALUELT ~ [EXIT]

Surey

Lata~irite-ChordL 1]
Funchtion Complete,

4 and in a short time,

Detasbirites-Chordl1]
iEi Temers Il +11

@ PLAY MODE
KEYBOARD  SOUND

PART

FHYTHM

I-11 #B81
I-11 #@o1

: Standard

P Hooust Pisno

[T
I_'— _—‘j L“ ROM PLAY ""l

TRANSPOSE CHORD 1 CHORD 2 ARPEGGIO
L— I — L= L ]
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B Adjusting the Display Contrast

m

(D Press |EDIT}

@ Press |ENTER|.

(& Press {|ENTER |.

Adjusting the Display Contrast
At some angles, it may be difficult to read the characters in the U-20's display. In such cases,
use the following procedure to adjust the contrast (brightness) of the display.

Edit I Setuerl Kubd
EEl Soundl Timbrael Byt he

@ Press E]CURSOR several times to seiect Setup (blinking).

Edit | B 1 abhd
ChordiSoundl Timbrel Bathm

Edit

gl Efrfect i LCDIMILT

@® Use [|CURSOR[>] to select LCD (blinking).

Edit Setur

M. Tunsl Effectd FEMIDT

Edit-Setur~LCDH
LCE Contrast =

This allows you to adjust the display contrast.
® Use the VALUE slider or [V VALUE[A] to adjust the contrast (0—15).

Edit-Setup-LCD
LZD Contrzst =g

@When you are finished, return to play mode.

\* The contrast setting will be remembered even when the power is turned off.

~N
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SECTION II

Editing
—Create your own sounds —

In section II you will learn how to modify the U-20's sounds (Sound Patches, Timbres) to create
your own original sounds,

BEFORE YOU CREATE YOUR
OWN SOUNDS

2.About the Multi-timbral Sound Generator:--
3.Sound Creating Procedure

SOUND PATCH SETTINGS
1.Editing a Sound Patch
a. Settings for each Part (1—86)
b. Rhythm part settings
. Effect settings

2.Storing a Sound Patch
(Writing Procedure)

EDIT THE TIMBRE SETTINGS
1.Timbre Editing
a. Tone select

e. Timbre name
2.Storing Timbres (Write Procedure)

RHYTHM SET SETTINGS
1.Sattings for Each Key
a. Selecting tones
b. Level
¢. Pitch
d. Qutput
2.0ther Settings
3.5toring a Rhythm Set
{Writing Procedure)




kIl BEFORE YOU CREATE YOUR OWN SOUNDS

Before vou begin creating your own sounds, read this section to learn how the sound
generator in the U-20 creates sounds.

Here we will explain the features of the U-20's RS-PCM sound generator.

@®RS-PCM Sound Generators

RS-PCM stands for ReSynthesized Pulse Code Modulation.
PCM is a method of storing a sound waveform as a digital
sound recording, However, simply recording and plaving
back the sound of an instrument does not always give
musically appropriate results.

RS-PCM uses Roland’s unique technology to analyze,
modify, and “resynthesize” the PCM recorded instrumental
sound. This results in a realistic sound that can be
controlled in musically appropriate ways. '
The basic sound of the RS-PCM sound generator is the
“Tone”. Internal memory contains 128 Tones. PCM cards
(sound library cards (SN-U110 series) for the U-110) can
also be used, providing even more sounds.

The U-20 does not simply use the Tones as they are,
but allows you to modify the way in which volume and
pitch change, or how vibrato is applied. This lets you
easily create your own sounds.

@®Types of Tone and Simultaneous Polyphony

@Pitch Range

The U-20 can produce up to 30 sounds (voices) at once,
but this will depend on the type of Tones being used.
Tones which consist of a single voice can play up to
30 notes. Tones which consist of two voices can play up
to 15 notes. (rRefer to page 59, “Tone select”.)

Tones have an upper limit beyond which they cannot
produce sound.

Each acoustic instrument has a different sound-producing
range, and the sound-producing ranges of the U-20's sounds
are based on these ranges.



2 About the Muititimbral Sound Generator

W

. About the Multi-timbral Sound Generator |

Here we will give a simple explanation of the multi-timbral sound generator.

Multi-timbral Sound
Generator Section

Sound Patches ] |
| [L—f+ Timbres ]
-
— @S N|
+ Leve! ™
Part 2 + Pitch
“-,\\ + Vibrato
P 3 ]
: A11—88, B11—88
(128 Timbres)
Part 6

I-1—128

IRhythm Part |““\

s PCM Card
Rhythm Sets

4
1—4

Y (4 Rhythm Sets)

i

11—88
(64 Sound Patches)
@Timbres Timbres are the basic unit of sound which you will play.

128 different Timbres can be created. Each Timbre has
settings which determine the level, pitch and vibrato of
the tone and parameters which determine how the tone
will be affected by velocity, aftertouch, and the bender
lever.

@®Rhythm Set A different tone can be assigned to each key to create
a drum/percussion set. 4 sets can be stored in the U-20’s
internal memory.

®Parts One part corresponds to a single conventional sound
generator module. The U-20 has 6 parts and a rhythm
part.

Timbres are assigned to parts 1—6, and a rhythm set
is assigned to the rhythm part. Volume and pan can be
adjusted and an effect can be selected for each part.

@®Sound Patches A Sound Patch is a collection of part settings and effect
settings; i.e., the Sound Patch determines the instrumental
ensemble. 64 Sound Patiches can be stored in the U-20's
internal memory.
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3. Sound Creating Procedure

3. Sound Creating Procedure

Here we will explain how to create your own Sound Patches, Timbres, and Rhythm

Sets.

M Creating a Sound Patch

Bl Creating 2 Timbre

A Sound Patch consists of 6 Parts and a Rhythm Part,
but playing the keyboard will not necessarily sound all
of the Parts. Settings of the Keyboard Patch and Sound
Patch will determine which Parts are played by the
keyboard.

The factory settings include Sound Patches for which the
keyboard will play only Part 1, and also Sound Patches
which use two or more Parts (Timbres) to create a sound.
A musically appropriate effect such as reverb or chorus
is assigned to each Sound Patch.

In. this way, a Sound Patch consists of settings which
determine the overall sound; the Timbre used by each
Part, and the effect applied to the sound.

By specifying a Keyboard Patch performance function
appropriate for the corresponding Sound Paich, Link Play
mode can be used even more effectively.

* To create sounds using two or mora Parts, refer to section IIL

A Timbre determines how sound is produced. Internal
memory contains 128 Timbres.  you want to change
certain aspects of the sound, such as deepening the vibrato
or making a faster attack, you must “edit” the Timbre.
Editing a U-20 Timbre is much simpler than editing a
synthesizer sound, and creating your own sounds is guick
and easy.

Sounds can be created using Tones from a PCM card
(optional) in addition {o internal Tones, for even greater
possibilities.

B Creating a Rhythm Set

The U-20 lets you create and store 4 Rhythm Sets.
As you learned when you played the keyboard in Rhythm
Play mode, each Rhythm Set consists of a rhythm sound
assigned to each of the keys. Rhythm Set setiings allow
you to change the sound assigned to each key, and adjust
its pan or level to an appropriate balance. As with
Timbres, you can aiso create the sound that will be used.
Make these settings when using the U-20 to play rhythms
under the control of a external rhythm machine or
sequencer.

% A separately sold RAM card (M-256E) can be used to increase
the number of available Patches and Timbres. To use a RAM
card, see “Using a RAM Card” (orpage 128.).



Fl1 SOUND PATCH SETTINGS

Here we will edit the settings of a Sound Patch, and determine how the effect and
various Parts will be used.

1. Editing a Sound Patch

Here we will explain how to set the basic parameters of a Sound Patch.

Patch Name
Part 1 Rhythm Part
Select Timbre Select Rhythm Set
Select Effect Level
Level
Pan
: Effect
Part 6 Chorus/ Flanger
Raverb/ Dslay

M Basic Editing Procedure
While in Sound Patch mode or Link Play mode, select
the Sound Patch you want to edit, and use the following

For each Part 1—8, you can select a different
Timbre and make settings for volume, pan, etc.
For the Rhythm Part, you can specify which
rhythm set is io be used. In addition, you can
store effect settings (chorus, reverb) as part of
a Sound Patch.

procedure.
®Jump to the parameter group you want to edit. Use Part to
Parts 1—6 select the part.
Select Timbre : —_— [<IPART[E]
Output : ——> NUMBER[T)
Rhythm Part : [JOMP] ——
Effect
Chorus/ Flanger : JOMP] —— BANK[7]
Reverb/ Delay : JUME] ——> BANK[E]
Sound Patch Name [JUME] —>

®Use [A]CURSOR[>] to select the parameter to edit.

value,

@Use [V ]VALUE[Z ] or the VALUE sfider to modify the

Continue to the Write operation

% Timbres for Parts 1—6 can also be selected in Part Play mode.

* The rhythm set for the Rhythm Part can also be selected in
Rhythm Play mode.

* The jumps using the BANK and NUMBER buttons explained
here apply to the factory settings.

* Edited
into a

settings are temporary. To store your edits, write them
Sound Patch memory (orpage 57).
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1. Editing a Sound Patch

For each Part, you can specify the Timbres to be used when the Sound Patch is
selected, the effect to be used, and settings for pan and level.

B Timbre (A11-—B88) This specifies the timbre which will be used for each
Part when the Sound Patch is selected.

JUumeP T e PR o PART -
— B I .
T Y v
Edit-Sound<sFartl-s-Timkrs
Timbre=HE: 0. Fiano 2
% Timbres can alsc be selected using [INT/A], [CARD/B] BANK
[1]}—[8], and NUMSBER [1}{8]. '
B Output

MARK  JUMP PART
l Edit-Sound-Fartl-Oubterut
H L l=88Z F=an

1 2 3 ‘MUMBﬂ’B ] 7 []
s e o Y s s | s -
QOutput Assign Part Level Pan

@®0utput Assign (Dry, Rev, Cho, Dir)

Edilotoundrpartisoutout This specifies the effect (chorus, reverb) to be

Asgn=RiffE Lvl=127 Pan=5>< used by each Part. As specified by the effect
chorus out mode (orpage 53), effects can be
connecied in two ways, PreRev and PostRev. (The
factory setting is PreRev.)

Qutput Mode Effect Output Jacks
Dry No effect is used
Rev Only Reverb
MIX QUT
Cho Pre Rev: Chorus and Reverb
Post Rev: Only Chorus
Dir No effect is used DIRECT OUT

¥ If the DIRECT OUT jacks are not being used, the
signal from the DIRECT OUT jacks will be sent from
the MIX OUT jacks.
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1. Editing 2 Sound Patch
m
@Part Level (0—127)

EditrSoundsPartilsouirns This determines the volume of each Part, allowing
Rsgn=Rev Lvl=Hllfi Pan=>< you to adjust the volume balance between Parts.

@®Pan (7 >—><—< 7, Rnd)

EditsSoundsPortlsOutrut This determines the pan position (stereo location)

Asgn=Rev Lul=127 Pan=§L of each Part. When Rnd is selected, the sound
will be moved to a random location each time
it is plaved.

Left Center Right
T sesen el weanas <7

(IChorus and Reverb Effect Switch \
In addition to the output assign specified for each Sound Patch, you may specify a whether
the chorus or reverb effect is to be On or Off for all Sound Patches, {This setting is shared
by all Sound Patches.)

Select Setup Select Effect
EDIT| — [«]CURSOR — [ENTER] — [«ICURSOR[>] — [ENTER

EditsSeturEffect
Chorus=##% Eawerb =0

*The chorus/reverb effact switch setting is preserved sven when a Patch iz changed or tha

power is turned off.
\_ J

Rt



1. Editing &8 Sound Patch

For the Rhythm Part, you can specify the rhythm set and the overall veolume of
the Rhythm Part. To modify the pan, output assign, sound, and volume settings of
each rhythm sound, edit the Rhythm Set (or“Rhythm Set Settings”, page 69).

MARK JUMP

PLAY MODE

PART RHYTHM

[ ==

I:] . KEYBOARD  SOUND

LINK

TRANSPOSE CHORD 1

L

ROM PLA
CHORD 2 ARPEGGIO

el ) Mimall | ol | Ml
Button Parameter Display
CURSOR )
- Rhythm Set Edit~Sound-F.FPari

Frhothm=##: Starndard Setp

.
.

— Rhythm Part Level
Level Boost Switch

Edit SoundsKH.Part
4 Lewvel=HEE FEoost

@Select Rhythm Set (1—4)

Edit Sound R.Part
Rhuthm=##: Standard Set}

@®Rhythm Part Level (0—127)

EditsSound- R.Part
4 Level=#2% Boost=0ff »

@Leve! Boost Switch (Off, On)

Edit-SeundsR.Part
4 Level=127 Boost=# »

B2

Select one of the four rhythm sets.

This determines the overall volume of the Rhythm
Part.

When set to On, the value will be greater than
the specified value.



1. Editing a Sound Patch

Make settings for the chorus

and reverb effects.

B Chorus/ Flanger Chorus adds spaciousness and warmth to the sound. These
settings determine how chorus and reverb are connected,
and how the Chorus/Flanger effect is applied.

MARK JUMP

I%} — t::r:::mmmc’:lﬁm

Button Parameter Display
CURSOR. - . .- -
— Edit-Sound-EffectChaorus

I:j Chorus/Flanger Type

A

Twre=HEaeeg E

Qutput Mode
Chorus/Flanger Level

Edit-SnundsEffect-Chorus
; Lewel=EEk

Delay Time Edit-Sound-Effect-Chaorus
Chorus/ Flanger Rate Alelaw Time=@E Rato=EEk

v
CURSOR Chorus/ Flanger Depth Edit - -Sound-Effect-Chorus

—

I::j Feedback

A4 Dept =5 Feedbhack =55

@®Chorus/Flanger type (Choru

s1, 2, FB-Chorus, Flanger, Short Delay)

Ed1t/5nund/EFFect/Chorus

This selects the effects such as chorus, flanger,
and short delay.

Chorus 1

Rich spacious effect.

Chorus 2

Deep ensemble effect, especially effective for layered strings.

FB-Chorus An effact midway between chorus and flanger.

Flanger

An effect of strongly emphasized shifting overtones, especially effective
on sounds with a strong overtone structure such as HEAVY.EG.

Short Delay

A dolay repeated in a short time.

@®O0utput Mode (Pre Rev, Post Rev)

det/Suund/Ef‘f‘ect/Chnrus
2%, Level=25)

This determines how chorus and reverb are
connected. The output assign setting for each Part

(rpage 50) will determine which effect is used.

[=%=]



1. Editing a Sound Patch
e e ettt
W

Pre Rev Post Rev
> MiX oUT o MIX OUT
e e P o
Cho:“-:: Chorus | 1

Cho 5 Chorus

@Chorus/Flanger Level (0—31)

EditrSoundsEffectsChorus This determines the volume of the effect, allowing

40ut=Pre Reu Leuvel=EE) you to adjust the balance of the processed and
unprocessed sound.

@®Delay Time (0-—31)
EditoSound EffectsChorus This adjusts the delay time used by the chorus/
4belay Time=# Rate=25) flanger.
For Chorus 1, 2 and FB-Chorus, higher settings
will result in a more spacious effect.
For Flanger, lower settings will result in a
stronger flanging effect, and higher settings will
result in a more chorus-like effect,
For Short Delay, this adjusts the time delay
between repeats.

@®Chorus/Flanger Rate (0—31)
Ell oG EffectsChorus This adjusts the cycle time of the chorus/flanger.
4Delay Tine=12 Rate=EE) It has no effect when Short Delay is selected.

I 31 Fastest cycle

0 Modulation becomes slower

@Chorus/Flanger Depth (0—31)

it SoundsEfTecbsChorus This adjusts the depth of the chorus or flanger

¢ Derth=@  Feedback=#@ effect. It has no effect when Short Delay is
selected.

@Feedback (— 31—+ 31)

EdiL/EoundsEffect Chorus This adjusts the amount of feedback for the

4 Depth=8  Feedback=H#g flanger or delay. The phase will be reversed
depending on the “+” or “—" setting, which will
also change the resulting sound. For Flanger and
FB-Chorus, this will modify the tonal quality of
the sound. For Short Delay, this will determine
the number of repeats. For Chorus 1, 2, this
setting has no effect.
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1. Editing a Sound Patch

Hl Reverb/ Delay Reverb or delay adds acoustic reflections that give depth
and spaciousness to the sound.

JUMP

%[ﬁ - ﬁnﬁfuﬁ”&::ﬁ:’::ﬁ

Button Parameter Display
CURSOR
—a Reverb/ Delay Type Edit5Sound-Effect " Reusrb
S Raverb/Delay Time Tupe =$§W§% Time=E M
$
°“Ef°" Reverb/Delay Level Edit-Sound-Effect REausrhk
::] Feedback (Delay oniy) 4lewva]l =8 belaw FE=H

®Reverb/Delay Type (Room 1-3, Hall 1, 2, Gate, Delay, Cross Delay)
Select the type of reverb or delay.

Room 1-—3 | Sharply-defined reverb with a broad spread
Hall 1, 2 Smooth reverb, with greater depth than Room

A sharply muted reverb ; i.e., “gated” to produce an
artificially fast decay

Delay Standard delay effect
Cross Delay Delay repeats pan to left and right

Gate

@Reverb/Delay Time (0—31)
This determines the length of the reverberant sound. When

Delay or Cross Delay is selected, this determines the delay
time.

@Reverb/Delay Level (0—31)
This determines the volume of the reverb (delay).

@®Feedback (0—31) This determines the number of times the delay is repeated.
It is meaningful only when Delay or Cross Delay is
selected.
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1. Editing 2 Sound Patch

You can give a 12-character name to each Sound Paich.

Get the Sound Patch name dispiay.
JUMP

— 1L [‘E__;;]E;] Edit-~-Sound-Hams .
v o T oo # weresao Fatch Hame=Hcoust Fiano
=1 1=
Move the cursor {(underling) to the character you want to change,
and select 8 new character.
* The following characters can be used;
(space) A—Z a~20~9 - / + % . ,:;=1"# 3% % &'
(Y<>{}[1__.7d
* Pressing NUMBER[T] will insert a space. Pressing NUMBER[2]
will delete the character at the cursor, and move the remaining
characters forward.
CURSOR ‘
!:H_———-_—] Edit Sound-Hamz
(}“J' Fatcoch MHamesddhdskdihkhdohs
C2VALUE VALUE
——
(‘"J EditsSoundsHame
Fatch HMHamesHEddddkdmhdok
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2. Storing & Sound Patch (Writing Procedure)

2. Storing a Sound Patch (Writing Procedure)

The various Sound Patch settings you edit are stored together as a Sound Patch.
Here we will explain how to write the edited Sound Patch settings into the Sound
Patch memory they originally occupied.

* To write a Sound Patch into a different Sound Patch memory,
refer to “Writing a Patch” (=rpage 133).

From the Sound Patch editing display, jump to the Sound Patch write display.
016 Jump ENTER

T

DatasWritesSound
fAL Temr:I1l1l =111

¥ The display will show the numbers of the edited Sound Patch
and the writing destination Sound Patch.

Press |ENTER | once again.

PART
BT ENTER — -— Dataslrite Sognd
| | i ! Surea? CURLUE&] ~ [ERITI
CURSOR VALUE
— — Y [

| J 1 | | I |

If you are sure you want to write the data into the Sound Patch memory, press VALUE@. (To
cancel the operation, press {EXIT| to return to the display of step 2.)

@ PART -
EXIT ENTER - - Cata~<k-ite-Saund
[ | | | [ | | Furiction Complets.
CURSOR VALUE l and in a short time,
— — ') A N
| 1 | | DatasbritesSound
ahj Temr2I1ll +I11

This completes the writing operation. Return to play mode.
PLAY MODE

KEYBOARD SOUND  PART  RHYTHM I-11 #8081 Standard

| ;”71 | | | | I-11 #AB1 Rcoust Fiano
L““iﬁ*-J L‘“nom PLAY"'J

TRANSPOSE CHORD 1 CHORD 2 ARPEGQID

ioall Ml Bl N Wl
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ElEDIT THE TIMBRE SETTINGS

Here we will edit Timbre settings to create a new sound.

1. Timbre Editing

Here we will explain how the Timbre parameters function, and the editing procedure.

Tone Select Timbre Name
| avel pePitch p~Vibrato
Timbre Level Pitch Shift (Coarse Rate
Velocity Sensitivity Fine Waveform
Channel Aftertouch Sensitivity -| Bender Range (Band Down Depth
Envelope Attack Rate Bend Up Delay Time
Dacay Rate Channel Aftertouch Sensitivity Rise Time
Sustain Level Polyphonic Aftertouch Sensitivity Modulation Lever Depth
Release Rate Auto Bend Depth Channel Aftertouch Sensitivity
Auto Bend Rate Polyphonic Aftertouch Sensitivity
Detune Depth

* Polyphonic aftertouch refers to aftertouch which can be
controlled independently by each key. Make these ssttings
when controliing the U-20 from a MID! device which is able to
transmit polyphonic aftertouch data. The U-20 is not able to
transmit polyphonic aftertouch data.

W Basic Editing Procedure
Since vou will want to listen to the Timbre while editing
it, first enter Part Play mode and select the Timbre to
be edited. You can select a Timbre for any Part, but in
this example select Part 1.



1. Timbre Editing

(D Selact the item (parametsr group) to edit.

Timbre Name : ——3  NUMBER [1]
Tone Select : —>  NUMBER [Z2]
Level : JUMP] ——> NUMBER[3]
Pitch : [JUOMP] —>  NUMBER [4]
Vibrato : [JOMPF] —— NUMBEER [8]

®Use [JCURSOR[™] 1o select the parameter to edit.

@Use |V JVALUELL | or the VALUE slider to adjust the
value.

Continue 1o the Write operation

# This chart shows the factory-set jump destinations.
% Edited settings are temporary. If you want to keep vour edits,
you must write them into memory (o pege 68).

Select the basic Tone for the Timbre. You can select from the 128 internmal Tones,
or from Tones in a separately sold PCM card.

I% ol Part Number
3 5 Edit-Timbrelll-Taone
] Torme = EBE-88E2 A.Fiano 2
1 ] :"MERE & 7 [] l I
3 CoCCoCa I3 A B

A: When using intermal Tones, select [. When using
Tones from a PCM card (optional), select the card
number.

B: Specify the number of the Tone (1—128) vyou want
to use.
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1. Timbre Editing

Tones can be divided into the following types. Refer to
the Tone Chart to see the type of each Tone.

Number of
Tone Type Voicss

Single 1 A Tone consisting of a single sound

. . A Tone which switches between two sounds according
Velocity Switch 1 to on the key velocity
Dual 2 A Tone consisting of two different sounds
Detune 2 A Tone consisting of two sounds of different pitch
Velocity mix > A To‘ne which mixes two sounds according to the key

velocity
GUsing a Separately Sold PCM Card (SN-U110 Series) \

Each card is numbered by type, 01, 02, -~ Check the number of the card, and insert it firmly
into the rear panel PCM CARD slot. You may insert a card into either the right or left slot.
Up to two types of card can be used at once

Roland

Use Tone Select to select the number of the inserted card, and the number of the Tone you
want to use. Each card will have a different number of Tones.

When a8 PCM card is inserted or removed, operation will briefly stop while the following display
appears. This is not a malfunction, and operation will resume in a short time.

Checkim® FPOCM Carocd. ..

While playing, the PCM card being used should be left inserted.
If vou have selected a card Tone but have not inserted the specified card, the following display
will appear, and there will be no sound.

Edit-Timbrelll~-Tone
Torme = B1-0803 Ho Card!

\. S/
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1. Timbre Editing

These settings determine the volume of the Timbre, and how the volume is controlled.

MARK JUMP NUMBER
Button Parameter Display
CURSOR
— Timbre Level EditsTimbrelllsl.ewsl
I:—___:] Velocity Sensitivity Lewus]l= lalo Set==9E

it T i mbire e S
Channel Aftertouch Sensitivity Edit-Timbrelllslewsl

4 Ck HAfter Sens=#H# 2
Env Attack Rate
CURSOR Env Decay Rate EditsTimbrelll-Leausl
—— Env Sustain Leval 4Enw C=8F -8 —=0g =00

E::} Env Release Rate

@Timbre Level (0—127)

Edit-Timbrelll-sLevel
Level =#EH Uelo Sens=+7 §

This adjusts the wvolume of the Timbre.

@®Velocity Sensitivity (— 7—+ 7)

Edit TimbrelllsLevel This determines how velocity will affect volume.

Level=127 Uelo Senzs=#E »

+7 Stronply played notes will be louder
0 Velocity will not affect volume
-7 Strongly played notes will be softer

Volume change when Level = 100

Qutput Level

100 +

Velocity Value
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1. Timbre Editing

e eeee—

@Channel Aftertouch Sensit_ivity (—7T—+1D

Tait TimEreliioleon: This determines how channel aftertouch will affect
1 Ch After Sens=#¥& 4 volume.

+7 Stronger aftertouch will increase the volume
*0 Aftertouch will not affect volume
-7 Stronger aftertouch will decrease tha volume

@®Enveiope (Env)

FaitrTinbretilslovel Each parameter determines how the volume will
{Env A=HE D=8 S=EF R=HS change over time.
Attack Rate Syataln Level Voluma“
Dacey Rats Aeiense Rote b
S
A I\R
|
|
I e,
4 4 Time
Key on Key off

A : Attack Rate (—7-—+7) the rate at which ths sound begins

D: Decay Rate (-~ 7-~+T) the rate at which the sustain ieve!
is reached

S: Sustain Level (— 7—+ 7) the volume level at which the
sound is sustained

R: Release Rate (— 7—+ T7) the rate at which the volume
disappears

Attack Rate, Decay Rate, Release Rate

+7 Changes more rapidly

-7 Changes more slowly
Sustain Level

+7T Increased volume

-7 Decreased volume

* These envelope settings have a relative effect on the
envelope settings of the Tone itseif ; i.e., thay
“modify” the standard settings of the envslope
generator. Unlike the aenvelopes found on synthesizers,
they are not “absolute” settings. Depending on the
selected Tone, identical settings of these values may
have different results.

62



1. Timbre Editing

These settings determine the basic pitch, and how the pitch is controlled.

MARK JUMP

NUMBER
] 1:{%3 — mﬁcﬁﬁzﬁmﬁnﬁ:
Button Paramster Display
CURSOR . . .
- Pitch Shift Coarse Edit-Timbrelll-sFitch
[1 | Pitch Shift Fine Coarzs=@#E  Fine=BH 4
A
Bender Range (Bend Down) Edit~Timbrell1l-s-Pitch
Bender Renge (Bend Up) 4 Bendsr FRands=Tv% & B
Jit-Tip . <Pitch
Channel Aftertouch Sensitivity fd ok l::i: : ;Ej;zi 1 ;E:;x%; .
Polyphonic Aftertouch Edit-TimbrelllsFitch
Sensitivity 4 Folw After Sens=fH 2
Edit«<Timbr=L1]l-Fitch
Auto Bend Dapth .
Hie =and Tep 4 Auto Bend Derth=BE F
Edit~Timbhrelll-PFitch
Al Bend Rat
ute Bend Hate 4  Auto Bend Rate=EE
v
CLRSOR q - ] - = : =
g Detune Depth EditsTimbrelllsFitch
|:| 4 Leturne Depti=H
@Pitch Shift
EditrTinbreliooPiton This shifts the basic pitch of the Tone.
Coarse=#if Fine=#g » Pitch shift coarse (—~ 24—+ 24):
Pitch S Conres semitone steps (* 2 octaves)
itah St Fine Pitch shift fine (~ 50— + 50):

units of 1 cent (£ 50 cents)

@®Bender Range

Edit Timbrelil-Pitch This determines the range of the change in pitch
4 Bender Rande=viR i% » when the bender lever is moved left (bend dowr)
or right (bend up).
Bend Down
Band Up Bend down (_ 36| e 24. - 12—0)'

— 3, — 2 octaves, semitone steps {— 1—0 octaves)
Bend up {(0—12): semitone steps {0-~1 octave)
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1. Timbre Editing

@Channel Aftertouch Sensitivity (— 36, — 24, —~ 12— +12)

EditsTimbrelilsPitch
1 Ch After Sens=#8

This determines how channel aftertouch will affect
the pitch.

in units of — 3, — 2 octave, semitone steps (— 1+ 1
octave).

0 Aftertouch will not affect pitch

I+12 Stronger aftertouch will raise the pitch
- 36 Stronger aftertouch will lower the pitch

@Polyphonic Aftertouch Sensitivity (— 36, —24, — 12— +12)

EditsTimbrelilsPitch
4 Poly After Sens=H#y

»

®Auto Bend
Auto Bend Depth

Edit/Timbrelll Pitch
4 Auto Bend Depth=Eg

Auto Bend Rate

EditsTimbrelllsPitch
L] Auto Bend Rate=#E

@®Detune Depth (0—15)

Edit/Timbrelil1-Pitch
4 Detune Derth=R

64

This determined how polyphonic aftertouch will
affect the pitch.

In units of ~ 3, — 2 octave, semitone steps (—1—+1
octave).

¥ Polyphonic aftertouch can be received, but cannot be
transmitted by the U-20.

Auto bend is an effect which causes an automatic
pitch-bend each time a note is played.

Depth {— 36, — 24, — 12—+ 12): Amount of pitch change
— 3, — 2 octave, semitone steps (— 1—+ 1 octaves)
Rata (0—15): Rate of pitch change

115 Rapid change in pitch

0 Slow change in pitch

Higher
Pitch Rate
Depth i -
-
Time
Lower

This determines how detune-type Tones are
detuned. This parameter is meaningful only when
a detune-type Tone is selected.



1, Timbre Editing

These settings determine how vibrato (repetitive change in pitch) is applied and
controlled.

MAHK JUMP
[ﬁ e tu:f:acf:n::m:ﬁ:n::mf::
Button Parameter Display
CURSOR -
— Rate Edit-s-Timbrelll-Uikbrato
[ Waveform Fate=8E Waveform=8E% »
A
Depth EditsTimbrelll -Uikrato
Delay Time dberth=8 [Delag Time=E #
. EditsTimbrelllsUikrato
Rise Time . .
4 Fize Tims=% 3
EditsTimbrelll -Uibratmo
Modulati L Depth
ocuiation -ever ee 4 Modulation Deprth=B »
A1t Timb sUibrato
Channe! Aftertouch Sensitivity f"i . c:: 1;‘;’; :: 1;9:;;;; at.o .
v
CURSOR Polyphonic Aftertouch Edit Timbrelil-Wibrato
] Sensitivity 41 Folw After Sens~F
@®Rate (0—63)
Edit/Timbrel13 Uibrato
Rate=Bf Uaveform=Tri » This determines the speed of the vibrato.

63 Fast vibrato
0 Modulation becomes slower

@®Waveform (Tri, Sine, Square, Sawlp, SawDwn, Trill 1, 2, Randm 1—4)

Edit TinmbreiilrUibrate This selects the waveform of the vibrato LFO.
Rate=50 Waveform=5# L4

Sine Square Saw Up Saw Dwn Trilt 1 Trilt 2 Randm1—4

/\/\J\f\,ﬂ_n/l/LJ\l\mw

Random Waveform
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1. Timbre Editing

M

@®Depth (0—15)

Edit/Timbrelll UVibrate

dDepth=8 Delav Time=B6 »

@®Delay Time (0—15)

EditsTimbrelll-Vibrate
4Derth=0

Delay Time=§ »

@®Rise Time (0—15)

EditsTimnbrelll-Vibrate

This determines the depth of the wvibrato.

This determines the time delay from when the
sound is played to when the vibrato begins.

This determines the time from when the vibrato

4 Rise Time=3 b begins to when the vibrato depth reaches the
specified value.
Delay Time Rise Time
Higher 4
Depth
Pitch
A
Key pressad

Lower  J

@®Modulation Lever Depth (0—15)

Edit<TimbrefilsVibrato

€ Modulation Depth=8 ¥

This

@®Channel Aftertouch Sensitivity (0—15)

Edit -TimbrelllrsUibrate

L | Ch Rfter Sens=¥ »

Edit/Timbrelll sUVibrate
4 Polw Rfter Sens=@

66

determines

@Polyphonic Aftertouch Sensitivity (0—15)
This determines how polyphonic aftertouch will
control the amount of wvibrato.

how greatly the bender/

modulation lever will affect the vibrato depth.

This determines how channel aftertouch will
control the amount of vibrato.

% Polyphonic aftertouch can be received, but cannot bs
trensmitted by the U-20.




1. Timbre Editing

You can give each Timbre a 12-character name.

MARK JUMP | n :"ME% . -

Move the cursor (underline) to the character you want to change,
and select a character. '

* The following characters can be used ;
(space} A—Z a~z0—8 - / + % .,:;:=1"# $ % &'
(D<>{}L1_72d

* Pressing NUMBER[T] will insert a space. Pressing NUMBER[2]

will delete the character at the cursor, and move the remaining
characters forward,

CURSOR

:% Edit-Timbrelll-Mams

Timbre MHamesssomsaokm s

C2VALUE VALUE
¥ A
l ——

§

Edit«TimbrelllsMamsa
TimbkErs Har.',E.=B:+::+::-]-::-|-::{-::+::+::-3-::-{-::+:

I
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2. Storing Timbres (Write Procedure)

m
2. Storing Timbres (Write Procedure)

The various Timbre settings you edit are stored together as a Timbre. Here we
will explain how to write the edited Timbre settings into the Timbre memory they

originally occupied.

* To write a Timbre into a different Timbre memory, refer to
“Writing & Timbre” (= page 136).

From tha Timbre editing display, jump to the Timbre write display.
JUMP ENTER

atasllritesTimbrel[l]
é% é% 524 TemriIAL1+IA11

% The display will show the numbers of the edited Timbre and
the writing destination Timbre.

Press |ENTER| once again.

PART
@ EXIT ENTER DatasbWrite-Timbrelll
! | | | | ] Sure? TURLUE&L] ~ L[EXITI
CURSOR VALUE
I | 11 3 |

If you are sure you want to write the data into the Timbre memory, press VALUE@. (To cancel
the operation, press {EXIT| to return to the step (@ display.)
@

PART :
EXIT ENTER — - Datasbrite-Timbr=[1]

! | | | 1 | | Functiom Comrlete.
.l. and in 2 short time,

CURSOR VALUE
- — v A

[ ” ][ ! E‘-Elt:.t-"i,:lr-l-l-.;. “Timbrelil
L—eh)_l - Temr: IA11+I811

This completes the writing operation. Return to play mode.
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EARHYTHM SET SETTINGS

The U-20’s Rhythm Part can use one of the four Rhythm Sets you create. Here we
will explain how to create a Rhythm Set.
In a Rhythm Set, you can assign any desired Tone to each key. Usually you will use
the drum Tone (I-128) of the internal memory, but you are free to use any other
internal Tones, or Tones from a PCM card (optional). You can also edit the sound
for each key, in the same way as for Timbres.

Rhythm Set Name

Instrument (B1—D7)

Bender Range (

Bend Up
Bend Down

T org——me—e———

Tone Selact %
Source key
Mute

Level ~Pitch
Level % Pitch Shift /Pitch Coarse %
Velocity sensitivity & (Pitch Fine %
Envelope mode Channel Aftertouch
Envelope (A.D.R) % Sensitivity %
Polyphonic Aftertouch
Sensitivity %

Pitch Randomize
Auto Band Depth %
Auto Bend Rate %
Detune Depth %

utput:

Output Assign ¥
Pan ¥

{

L

% : Functions .in the same way as with Timbre paramsters.

¥ : Functions in the same way as for Part 1—6 parameters.
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1. Ssttings for Each Key

%
1. Settings for Each Key

Here's how to edit the sound for each key Bl1—DT7.

B Basic Editing Procedure
Before you begin editing, select Rhythm Play mode and
use the following procedure so that you will be able to

hear the sound of each key while you edit.

(1) Select the parameter group.
[EDIT]— CURSOR[>=] (Select Rhythm)

Edit [Seturl Kalbd

Chordl Sourncdd T mbe e | BEBSET
ENTER

Edit<Rhathm

Hamasl Bernder 4

CURSOR[™] (Select instrument) —[ENTER]

Edit-FhathmsInst
TEEEl Lews lPitchiOutrut

# To edit the name of the Rhythm Set, select “Name”. To edit the bender
range, select “Bender”.

@ Select the parameter group to edit

[<]CURSOR[>]-
Edit-EhzthmsInst
ol Leve liPitohl Outerut Exit
Tone Level Pitch Cutput

Select the key
{note name).

@) Select the parameter to edit.
[<CURSOR[>]

Edit-RhgthmsInst oo
o2 s CIE SR S

@ Modify the value.
[=]VALUE[™] or the VALUE slider

Continue to the Write operation
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1. Settings for Each Key

@Use the keyboard to select the key to edit

Edit Rhatbhmeo Inst s
I B T e Tt TR TR PR P S

7 \

% To select the B1, C#7 or D7 keys, you must first use key
transpose to move the keyboard range.

* Edited settings are temporary. If you want to store your edits,
you must use the Rhythm Set writing procedure (=rpage 79).

Here's how to select a Tone to assign to the Rhythm Set.

Select a parameter from the tone parameter group.

Button Parameter Display
CURSOR
e ]
I::] Tona Select k
cuEsoR Source Key EditoRhwthmneInst Tone
] Mute L2 fdZource=BE Mute=]
®Tone Select Select the Tone that each key will sound. You may also

select a Tone other than the drum Tone (I-128),
A : When using internal Tones, select I.

When using PCM card Tones, select the card number (1, 2, --).
B : Select the Tone number {1—128).
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1. Settings for Each Key
W

@®5Source Key (B1—D7) Determine which key of the selected Tone will be used.
Example : Assign the sound of the A # 3 key of the
selected Tone to the E2 key of the Rhythm

Set.

Selected Tone

T iy

% The chart on page 167 shows the rhythm sound played by
each key of the drums Tone (I-128).

®Mute (Off, B1—D7) This allows you to mute the sound of a selected key
. pspecially useful for hi-hat or cymbal.
Example : Sound the closed hi-hat (F # 2 key) and mute
the open hi-hat (A # 2 key).

Edit-FhuthmsInst-Tans
FHZrdSource=F#2 =
A

The open hihat will sound  The ciosed hi-hat will sound,
and the opan hi-hat wif he
mutaed,

Set the volume of each key, and determine how the wvolume will change.

Select a parameter from the lavel parameter group.

Button Parameter Display
CURSOR

- Level EditsElutbhmsInst-Leval
[__] | Vslocity Sensitivity C2 :lLewvel=Bl U.Senz=Eak

EditsEhzathm-Inzt-Lewel

Envelope Mode -
£2 tdEnw FMode

il R EditsRhuthmsInstsLevel
L1 Env Release Rate L2 :4Enw R=28 D=3 R-=E8
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1. Settings for Each Key

®Level (0—31) This adjusts the volume of each key, allowing you to
balance the volumes of the rhythm sounds.

@®Veiocity Sensitivity (— 7—+7)
This determines how velocity will affect the wvolume.

+7 Strangly played notes will be louder
+0 Velocity will not affect volume
-7 Strongly played notes will be softer

Volume change when Level = 100

Cutput Level
100 1+ 0
+1 -1
+5 -5&
+8 -5
o AT Y7
0 I Velocity Value
1 127
@Envelope Mode (Sustain, NoSustain)
Sustain : receive note off messages NoSustain @ ignore note off messages
Volume“ VolumeA
D S D
A : R A R
|
I . L.
4 4 Tima, A Time
Key on Key off Key on
When using a sequencer or rhythm machine to play the
U-20's rhythm sounds, be sure to select NoSustain.
®Envelope These settings make adjustments to the change in volume

over time (the envelope).
A: Attack Rate (- 7—+T7)
D: Decay Rate (~7—+T)
R: Release Rate {(—7—+7)

I +7 Faster change

-7 Slower change

¥ These settings are relative to the envelope settings of the
Tone. The same settings will have different results when used
on different Tones.
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1. Settings for Each Key

These settings determine the pitch of each key, and how the pitch will change.

Select a parameter from the pitch parameter group.

Button Parameter Display
CURSOR - -
e Pitch Shift Coarse Edit-s-RhaetbhmsInzt-FPitohk
1 Pitch Shift Fine T2 fCourse=@BE Fins=5BE »
A

Edit~ RhzthmsInst-Pitc
Channe! Aftertouch Sensitivity dit-RhesthnoIn Fitch
B =

C2 td4Ch Ffier Sshes=5E E
Polyphonic Aftertouch EditEhzthm-Inst<FPitch
Sensitivity C2 tH4Folw FAft Sens=@E

{ + - * = L, ' ',.-' = "‘,.- t O
Pitch Randomize Eflf Rhgtbime Inst<Fitoh

itk Rarndomize=E ¥

Edit~EhoethmsInzt-Fitch

Auto Bend Depth
g 02 tdfute Bend DELA=BE *

Edit -RhathmsInst-Fitch

Auto Bend Rat
tio Fend Rate CZF :4Puboc Bend Rate=@ P

v

CURSOR Edit-Fhotbtm~ Izt -Fitah
N Detune Depth N
L._—...__l MR | LDeturne Depth=8

@Pitch Shift This adjusts the pitch.
Pitch Shift Coarse (— 36, — 24, — 12—+ 12):
-3 -2 —-1—+1 octave (in semitone steps)
Pitch Shift Fine {— 50—+ 80): in steps of 1 cent

@Channel Aftertouch Sensitivity (— 36, — 24, — 12—+ 12)
This determines how channel aftertouch will affect the
pitch.

+0 Aftertouch will not affect the pitch

I+ 12 Stronger aftertouch will raise the pitch
- 36 Stronger aftertouch will lower the pitch
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1. Settings for Each Key

e T e e —————————————

@Polyphonic Aftertouch Sensitivity (— 36, — 24, — 12— +12)

This determines how polyphonic aftertouch will affect
the pitch.

* The U-20 can receive, but not transmit polyphonic aftertouch
control data.

@Pitch Randomize (0—15)

@®Auto Bend

@®Detune Depth (0—15)

This randomly varies the pitch each time the note is
played.

115 Much random pitch change

0 No random pitch change

This effect adds an automatic pitch bend each time the
note is plaved.

Higher
Pitch Rate
Depth -
-
Time
Lower

Depth (~ 36, — 24, — 12—+ 12):
amount of pitch change {(—3, ~2, —1—+ 1 octave)
Rate (0—15): speed of pitch change

I15 Rapid pitch change

0 Slow pitch change

This determines how detune-type Tones will be detuned.
This setting is effective only when detune-type Tones
are selected. (oRefer to page 166, “Preset Tone List”.)
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1. Settings for Each Key

For each key, you can make pan settings and determine whether to use an effect,

Select a parameter from the output parameter group.

Button Parameter Display
CURSOR

——

$ Output Assign Edit Rl
Pan C2 fHssi

tLhms Inst o Outeut
o vy = R F arn=%5%

CURSOR
—_——

L]

@Output Assign (Dry, Rev, Cho, bir)
Select the effect to use for each key. For the chorus effect,
the result will depend on the chorus out mode {(sound
patch) setting (orpage 53).

QOutput Mode Effect QOutput Jacks
Dry No effect is used
Rev Only Reverb
MIX OUT
Cho Pre Rev: Chorus and Reverb
Post Rev: Only Chorus
Dir No effect is used DIRECT OUT

* |f nothing is plugged in to the DIRECT QUT jacks, the signal
from the DIRECT QUT jacks will be output from the MIX OQUT
jacks.

@®Pan ( 7T>—><—<7, Rnd)
This determines the pan setting (stereo placement). When
Rnd is selected, the sterec position will randomly change
each time the sound is played.

Laft Right
o O

O Center O

T venss X4 cevse T
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2. Other Settings

2. Other Settings

In addition tc the various setfings for each key, you can set the bender range, and
give a name to the Rhythm Set.

(D Select the parameter group of the Rhythm Set.
{EDIT]-» CURSOR[®-] (Select “Rhythm")

Edit [ Seturl Egbd
Chiordl Sourdl Timbe e | BEEES
[ENTER]

EditsFEhoathm
PR BEoriderl Inst

Rhythm Set Name
Bender Range

@ Select the parameter group to edit
[=]CURSOR[®](Select “Bende:” or “Name") —[ENTER]

EXIT

@ Select the parameter to adit.

[<]CURSOR =]

@ Modify the value.
[M]VALUE[=]or the VALUE slider

!

Continue to the Write operation
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2. Other Settings

B Bender Range

B Rhythm Set Name

78

Edit. Rrwthmn Berder
Eerder Fane=YE8EE 417

This determines the amount of pitch change that occurs
when you bend down (move the lever to the left) or bend
up (move the lever to the right). )

Bend down (~36, - 24, ~12~%0): -3, —2, — 1—0 octaves
Bend up (0—12): in semitons steps (0—1 octave)

Edit - REhathm-HMams=

FEhothrm Hame=Ztandard Zsl

You can give each Rhythm Set a 12-character name. Move
the cursor (underline) to the character you want to
modify, and select a new character.

% Selectable characters:
(space) A—Z a—z 09 ~ / + % ,,:;=1" # $ % &'
(Y<>{1 01 _1h

* Pressing NUMBERII] will insert a space. Pressing NUMBERIZ]
will delete the character at the cursor, and move the remaining
characters forward.



3. Storing a Rhythm Set (Writing Procedure)

TR e —— e —

3. Storing a Rhythm Set (Writing Procedure)

Here we will explain how to store an edited Rhythm Set back into the memory
number it originally occupied.

% f vou want to store it into a different memory, refer to
“Writing Chord Sets/Rhythm Sets” (crpage 139).

From the Rhythm Set editing display, jump to the Rhythm Sat writing dispiay.
05 JUMP ENTER

— DatashitesBhathn
%l [::ﬁ] i e Temr:t Il 2I1

* The display will show the number of the edited Rhythm Set,
and the number of the Rhythm Set into which the data will

be written.
® PART -
EXIT ENTER —— -— Datacsirite~Rhatlhm
| i i | Suyrs? LUALUEA]T ~ [EXRITI
CURSOR VALUE
— — v A

! I | | | | |

If you ere sure you want to store the data into memory, press VALUE@. (To quit without writing,

press |EXIT|.)
@ PART

EXIT ENTER — -— Fatasbrites-Rhathm
L I | | ] Function Comelete.

This completes the writing operation. Return to play mode.
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SECTION 11

SYSTEM SETUPS

— Using the U-20 with MIDi -

Connections between the U-20's internal sound generator and keyboard follow the same concepts
as MIDL The explanations in this section will help you make effective use of the U-20 when
using it as part of a MIDI system, and also when using the U-20 by itself

g ] ABOUT ‘MIDI
1.How MID| Data is Transmitted
and Received
a. Connactions
b.MIDI channals
2.MiDI Data Used by the U-20

¥l HOW THE U-20 USES MID]
1.Editing the MID! Parameters
a. Editing procedure
b.MIDI parameters
2. Musical Performance Data
a. Keyboard Patch
b.Setup (keyboard)
c.Sound Patch (part 1—6, rhythm part)-:-
3.Program Change
a. Selecting Paiches and Timbres
from an external MiID! devics
b. Transmitting program changes
from a Keyboard Patch
4.Using Controliers
5.Exclusive Messages
M Local Control Switch (Off, On)
M Tx Active Sensing Switch (Off, On)
| Writing Procedure for MIDI Settings
I MiDi Settings of Factory Settings

TAKING FULL ADVANTAGE
OF THE U-20
1.Using the U-20 by itself
2.Using a Sequencer
M Velocity Offset and Sensitivity
3.Using External Sound Generators
M Voice Reserve




i ABOUT MIDI

Here we will explain the MIDI concepts that you will need to understand when using
the U-20. Please be sure to read this explanation before using MIDL

MIDI (Musical Instrument Digital Interface) is a world-wide
standard for sending and receiving musical data such as
notes and controller movements. If a device has MIDI,
it can be connected to any other MIDI device (even of
a different type or manufacturer) to exchange musical
data.

MIDI transmits various types of musical data; for
example, data indicating that a key has been pressed/
released, or that a controller has been moved, etc. When
you play a MIDlequipped instrument, it transmits MIDI
data to indicate the notes that are being played. Another
MIDI device thai receives this data will produce sound
just as though it were the instrument being played.

1. How MIDI Data is Transm;tted and Recewed

Here is how MIDI data is transmitted and recewed.

MiDI-equipped devices usually have three connectors; IN, OUT and THRU Use a
MIDI cable to connect these conmectors to other devices as needed.

MDI

THRU

IN
o © e o
0q0, u 0go

This connector transmits data
from the unit itself

Accepts MIDI data
Connect to the MIDI QUT or MID{ THRU of another device

}Connact to the MID! IN of another device
L, Pagses MID! data received from MIDI IN '
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1. How MID! Data is Transmitted and Recsived

e e TEVER

M
@®Using the U-20 to control external sound generators

When using the U-20 to control other sound generator
modules or synthesizers, make connections as follows.

MIDI MiDI
ouT — IN
e —— e ====]a ]
HEH Sound Generator Module
L=l
U-20

@®Controlling the U-20 from external devices
When using an external sequencer or MIDI keyboard to

control the U-20, make connections as follows.

MiDI
ouT

H LTt rr———ry
o ==

mn ponoooan
A Hriist B0 noaousoD

MIDI Keyboard
®Using MIDI THRU By using MIDI THRU, you can connect two or more
devices.
MDY MIDI | MiDI
ouT iN THRU
I__.I m::::::r:::::;'::_';:a:
= O B i
Sequencer : U-20
MiIDI M|
iN THRU
B L 1EE=Ems
MiDt
N

* It is theorstically possible to use MIDI THRU to connect as
many devices as you like, but in practice, four or five units is
the limit. Running a MID! signal through six or more THRUs
can resuit in garbled data transmit.
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1. How MIDI Data is Transmitted and Received

Using “channels”, MIDI can transmit data independently to multiple devices over
a single cable.

You may think of MIDI channels as being similar to
television channels. By switching channels on a television
receiver, you can receive many different broadcasts. When
the channel of the transmitter matches the channel of
the receiver, the data of that channel is received.

Broadcasting //M’L 4% %
1
= Set the receiver (TV set)
= to the channel you want
Broadcasting = to watch.
2 8
(r/\ 2
Broadcasting . 5
3 i Many different T.V. messages (e.g. ch 1, 2, 3) are
braenres simultaneously being sent through the cable from an
antenna.
MIDI has sixteen channels, numbered 1-—16. When the
MIDI channel of the receiving device matches the MIDI
channel of the transmitting device, the data arriving on
that channel is received.
Sounds M
IN

Receive Channel 1

MIDI
B

o o s - I a
Dr—r—r—:—rﬁl |r"r'1-1-l—|mg

Receive Channel 1

Does not sound

Transmit Channel 2

Only Sound Generastor Module B Sounds

Sound Generator Module A Sound Generator Module B
MiIDE MIDI MIDI MO
ouT N THRU IN
s I iton o e s s | s 20x even o wem E] [=} o R o o s s [ [ e i s e i:} fut ]
e et - -
Receive Channai 1 Receive Channel 2

Transmit Channel 2
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2. MIDI Data Used by the U-20

w%
M

| 2. MIDI Data Used by the U-20 |

MIDI uses various types of “message” to transmit data. The U-20 uses the following
types of MIDI message.

Note Data
Program Change
Channel Voice Messages Control Change
Pitch Bender
Aftertouch

System Messages Exclusive Messages stc.

Il Channel Voice Messages
Channel voice messages are transmitted and received on a specific MIDI channel.
These messages include basic types of musical data.

@Note : messages from the keyboard
Note messages tell how the keyboard is being played.
They indicate which key (the note number) was played,
and how strongly (the velocity). Similar messages are
transmitted when a key is released. For the U-20's Rhythm
Part and most other rhythm machines, each note number
will play a different rhythm sound.

@Program Change : data that selects sounds
Program change messages are used mainly to select
sounds. The U-20 uses program change messages to switch
Keyboard Patches, Sound Patches, Timbres, and Rhythm
Setups. Devices made by different manufacturers will
respend in different ways to program change messages.
Check the manuals for your equipment.

@Control Change : data for musical expression

Control change messages control musical expressions such
as vibrato, hold, volume, and pan. In addition to its bender
lever (modulation) and hold pedal, the U-20 can transmit
control change messages using three other controllers
(EXT, Cl, C2). These control change messages can control
not only Timbre and Effect parameters for the U-20's
own internal sound generator, but can also control external
MIDI devices. Devices made by different manufacturers
may transmit and receive different types of control change
message, and respond in different ways to these messages.
Consult the MIDI implementation charts of your equipment
to see which control change messages are transmitted
and received.



2. MID! Data Used by the U-20
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@®Pitch Bender

@Aftertouch

M System Messages

Pitch bender messages transmit the position of the pitch
bender lever. Only the position of the lever is transmitted,
meaning that the actual pitch change (bend range) will
depend on the settings of the sound generator. In the
U-20, the pitch bend range is determined by a Timbre
or Rhythm Set parameter.

Aftertouch data transmits the force with which you press
down on the keyboard after playing a note. The effect
this will have depends on the settings of the sound
generator. Aftertouch is divided into “channel aftertouch”

and “polyphonic aftertouch”.

Channel aftertouch transmits a single aftertouch value
telling the pressure of the key being pressed most
strongly, and affects the entire MIDI channel.
Polyphonic aftertouch transmits an aftertouch value for
each key, telling how strongly each key is being pressed.
This allows you to individually control the sound of each
note being pressed, even within a single MIDI channel.
The U-20's sound generator responds to both types of
aftertouch, but only channel aftertouch can be controlled
from the U-20's keyboard.

System messages are used to control all devices in the .entire MIDI-cormected system,
regardless of their channel number. In addition to exclusive messages (explained
below), system messages include various types of message used by seguencers,
and messages that help the system keep running properly.

@Exclusive Messages

86

Exclusive messages carry data unique to each device, such
as data for a device's internal memory. Normally, they
are transmitted and received only between devices of the
same type made by the same manufacturer. For example,
you can use exclusive messages to transmit U-20 Timbre
or Patch data to another U-20, or to store U-20 Timbre
or Patch data in a sequencer.



2. MIDI Data Used by the U-20

M

(IAbout the MIDI Implementation Chart \
MIDI is able to transmit and receive data between various types of device, but not all devices
are able to transmit and receive the same types of data. The owners manual of each MID]
device has a “MIDI Implementation Chart” which shows the types of data that the device
is able to transmit and receive. (= page 191)

All implementation charts are a standard size, so that you can place two charts side by side
to see how two devices will be able to communicate with each other.

Turn\-/l

MIDI Implem%ntation Chart

Funetion “Tranamittac Fiacoonized Remaecks

|

Instrument A Instrument B
\ Implementation Chart Implementation Chart /




FAHOW THE U-20 USES MIDI

The U-20's MIDI functions allow it to act as a multi-timbral sound generator and
also as a keyboard controlier. Here, after explaining how the U-20's MIDI system is
organized, we will explain the U-20’s MIDI functions and settings that apply to each
type of MIDI data. (For details, refer to “MIDI Implementation” (o page 178).)

1. Editing the MIDI Parameters

Here we will explain how the U-20's MIDI parameters are organized, and how to
edit them.

Editing procedure for MIDI parameters is essentially the same as when editing Patches
or Timbres. The various MIDI parameters are related in many ways. Before you make
settings, make sure that you understand how the U-20 is organized, and what you
want to accomplish with your settings.

(M Jump to the parameter group.

———> BANK[T]—[E].[REYTHM]

Select a Part,
(the Part settings of a (@ Select a parameter/check settings.
Sound Patch) ................... -]
[<]CURSOR[>]
[<PART[>]

@ Modify the setting value.
[¥IVALUE[ZA], VALUE slider

Continue to the Write operation

% Edits for paramaters settable for each Keyboard Patch or Sound
Patch are temporary. If you want to keep your edited settings,
write them into memory (= page 133).

There is no need to write setup parameters into memory.
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1. Editing the MID!I Parameters

The U-20 has the following MIDI parameters. These parameters are effective in Link
Play mode, Keyboard Patch mode, and Sound Paich mode. In other play modes, only
some of these parameters will be effective.

—Parformance Geastures—

A

==

Keyboard
Patch

Setup (shared by all Patches)

MIDI IN wmpp MIDI Data
‘ e=1> Audio Signal
-] o
L)
******* -} MIX -OUT
' © ©
I Sound
Setup :'—* Patch == brect ouT
i
| © ©

MIDI OUT

Keyboard Patch (spacified for each Patch)

Common
Local Control Switch
Device ID

Patch Dump Switch
Rx System Exclusive Switch

Keyboard
Rx Control Channel
Tx Setup Channel
Tx Control Change Switch
Tx Program Change Switch
Tx Channel Aftertouch Switch
Tx Active Sensing Switch

Sound
Rx Control Channel

Rx Timbre Change Switch

Tx Channet

Tx Arpeggio Channel
Tx Control Channel
Tx Program Number
EXT/C1/C2 Controller

Channel
Control Number

Sound Patch (specified for each Patch)

Parts 1—6
Rx Channel
Key Range
Velocity Rangse
Rx Velume Switch
RX -Pan Switch
Rx Hold Switch

Ahythm Part
Rx Channst

Rx Volume Switch
Rx Hold Switch

Control
Parameter 1—3

(Control Number )
Parameter Sslect
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1. Editing the MIDI Parameters

DT ——e s ————

B Setup

@Common

®Kybd

®Sound

Il Kybd

W Sound

90

@®Part 1—6

Here's how to jump to each parameter group. The
parameter group will be indicated in the upper line of
the display.

These settings include parameters related to exclusive
messages, and settings shared by all Keyboard Patches
and Sound Patches. Since edited values are directly stored,
there is no need to write them info memory.

JUMP]->BANK[1] Edit.Setur-MIDI Commor
These settings turn local control on/off, and determine
how exclusive messages are handiled.

[JUMP]— BANK[2] Edit~Setus MIDT- Kb

These settings are shared by all keyboard patches; the
Rx control channel that selects keyboard patches, and the
transmit switch for control change and aftertouch
messages.

[JUMP]—> BANK([3] Edit Setur MIDI-Soumd
These parameters are shared by all Sound Patches: the
Rx control channel that selects Sound Patches, and the
Timbre change receive switch,

[JUMP]—> BANK[4] Edit.Fubd-MILI

These parameters are set for each Keyboard Patch. Edited
settings will be stored into memory by the Keyboard
Patch writing operation.

These parameters are set for each Sound Patch. Edited
settings will be stored into memory by the Sound Patch
writing operation.

JUMP]— BANK[6] Edit.Sound-Fartl-MIDI
These settings determine the Rx channel, key range, and
velocity range of each Part. Use [«JPART[>] to select
Parts.

@®R.Part (Rhythm Part)

@Ctrl (Control)

{JUMP}—>]RHYTHM |-> CURSOR[»] (press twice)
Eddi bt Sonnd R Pard
This determines the Rx channel of the Rhythm Part.

JUMP]-> BANK[6] Edlit.Serd-Thi1
These determine the Sound Patch parameters which will
be affected by control change messages from external

MiIDI devices or from the Keyboard Patch.




2. Musical Performance Data

2. Musical Performance Data

Here we will explain the settings that determine how musical performance data
is handled - data from the keyboard, pitch bender, or modulation.

The following diagram shows how musical performance
data is handled.

rParformance Gestures— ;:; MIDI Data
!! !!’ !! !!H ‘ o
Keyboard
ﬁ MIX OUT
Keyboard Sound @ @ '
Bend e r
ender Patch —p | Setup -'l—) Patch
PEDAL ! ! @ @
HOLD : (Keyboard) : DIRECT OUT
N o ol MD out
Hold (DP-2, DP-8) o0

When you play the U-20, the Keyboard Patch converts your playing into MIDI data.
Each Keyboard Patch includes the following settings.

——Porformance Gestures

I

Keyboard

il

i

Note Data (Note on.off, Velocity) |

Aftertouch Keyboard Patch —

éﬁ MIDI Data
—>| Txcn —
Piteh Bend .
Medulation Tx Arpeggio Ch
L
|
Hold
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2. Musical Performance Data

Select a Parameter

— BANK[Z] — [€]CURSOR[>]

Tx Channel, Tx Arpaggio Channel

EditsKEobd~MICI
Tx Ch=i 2 T»= Hrre Ch

@®Tx Ch: Tx Channel (1—18, Set)

Notes you play on the keyboard and control change data
that results when you use the bender lever, hold pedal,
etc. will be transmitted on this channel, If this is set
to Set, data will be transmitted on the Tx setup ch (o
page 93).

For example if the Tx setup ch is “1” and the keyboard
patch Tx ch is “Set”, note data will be transmitted on
channel 1. By setting the Tx ch of several Keyboard
Patches to “Set”, you will be able to change the Tx ch
of all these Keyboard Patches by simply changing the
Tx setup ch.

@®Tx Arp Ch: Tx Arpeggio Channel (1— 18, Set, Tx)

92

When using the arpeggio play function, it is possible to
send the arpeggiated notes on a different MIDI channel.
If this is set to Tx, the Tx ch will be used. If this is
set to Set, the Tx setup ch will be used. These settings
will have the following results.

During Arpeggio Play b .
Tx Arp Ch Note Data during

Notes you Play Notes Of_the Normal Playing
Arpeggio

When specified
channel is different | Tx Ch Tx Arp Ch Tx Ch
than Tx ch

When specified
channet is “Tx" or Not Dutput Tx Ch Tx Ch
the same as Tx ch




2. Musical Performance Data

Setup (keyboard) determines the Tx setup ch and whether or not to transmit
aftertouch data. These settings are shared by each Keyboard Paich.

=P MID| Data
e=2» Audio Signal

e M e e M e BT ET v e e e e b ke e

Sound

-

I
I
I
i
I

| > Patch ’
l I
I
I
I
I
I
I
I
t
t
B

Keyboard
Patch

Tx Channel Aftertouch
Switch

MIDE OUT

Select a Parameter
JUMP] ~> BANK[Z] — [«ICURSOR[»]

Tx Setup Ch

Edit-Setur-MIDI Kabd
« T= Setue Ch=E

Tx Channel Aftertouch Switch

EditsSetup-MILI Kabd
4 Tz Ok Aftertouch=E#E P

@®Tx Setup Channel (1—186)
Use this when you want to transmit the performance data
of each Keyboard Patch on the same channel. If you
specify “Set” for the Tx ch (=rpage 92) of each Keyboard
Patch, each Keyboard Patch will transmit on the Tx setup
ch specified here.

@®Tx Channel Aftertouch Switch (Off, On)

This determines whether or not to transmit channel
aftertouch data from MIDI OUT.
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2. Musical Performance Data

In a Sound Patch, data from the Keyboard Patch and from external MIDI devices
is received by each Part on its own Rx channel. These settings determine the Rx

channel for each Part.

. w—p MIDI Data
Sound Patch e e3> Audio Signal
Part 1 Rx Ch
Key Range
Velocity Range
',-' MIX OUT
Part 2 Rx Ch © ©
— .) sely 55“2; ZEDD{HECT ouT
Y elocity Range @ @
R.Part
Rx Ch
]
L
1—6
Part ‘ Select a Parameter (Selact a Part)
JUMP]— BANK[5]— [«(]CURSOR[>] [<PART>]
Rx Ch
EditsSounmdsFartl - MIDI
Fs Clhh= I
Key Range
Edit-Sounrnd-<-Fartl -MIDHI
4 Kew Rande gy — BB b
Velocity Range
Edit-SoundsFartl -MIDI
4 Uelo Rangs ¥ - mEm
Rhythm Part \
JUMP]—> [RHYTHM] — CURSOR[®] (press twice)
Rx Ch
Edit-mound~<R.FPart
4 R Ch=EE |2
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2. Musical Performance Data
T ———————

®Part Rx Ch (1—16, Off)

This determines the receive channel for each Part. When
playing the U-20's keyboard, make sure that the Rx ch
of the part you want to play matches the Tx ch of the
keyboard. By setting two or more Parts to the same Rx
¢h, you can play them in unison from the keyboard. Set
unused Parts to “Off".

When using a sequencer to play the U-20's sound
generator, set the Rx ch of each Part to match the channel
of the incoming data from the sequencer. Set the Rx
channel for the Rhythm Part in the same way.

®Key Range (C-1—G9) This determines the range over which note data will be
received by each Part. Key range is specified using note
names, By setting two or more Parts to the same Rx ch
and setting different key ranges for each Part, you can
play different sounds from different areas of the keyboard.
Middle C is C4. (orRefer to page 7, “Front and Rear
Panel”.)

Example : Split bass and brass sounds around the C4 key

Part 1 Part 2
Rx Ch 1 1
Key Range C1-B3 C4 - G9
Timbre Bass Sound Brass Sound

* Keyhoard Tx Ch: 1

@®Velocity Range (1—127)
This determines the velocity range which will be received
by each Part. By setting two or more Parts to the same
Rx ch and setting different velocity ranges for each Part,
you can play different sounds by changing the force
(velocity) of your playing.

Example : Softly played notes sound a fingersd bass,

strongly played notes sound 8 slap bass.

Part 1 Part 2
Rx Ch 1 1
Velocity Range 1-99 100 -127
Timbre Fingered Bass Sound Slap Bass Sound

* Keyboard Tx Ch: 1
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3. Program Change

3. Program Change
Program change data can select the U-20’s Patches and Timbres.

Keyboard Patches, Sound Patches, and Timbres correspond
to- program changes as follows.

Keyboard Patch/Sound Patch

Program
Patch Number Change Number
Internal Patch 11—1-88 1—64
Card Patch C11--C-88 65—128
Timbre
Timbre Number Program
m Change Number
A Group Al1—AB8 1—64
B Group B11-—p88 65—128

The play mode displays allow you to check the program
change number corresponding to the selected Patch or
Timbre.

Program Change Number of Keyboard Patch

I-11 #@EE1 1standard
I-11 #8681 (Hcoust Piliano

Program Change Number of Sound Patch

(8]
D



3. Program Change

e e ———————————————————_—1

To switch U-20 Keyboard Patches, Sound Patches, and Timbres from an external
MIDI device, set the following parameters.

% Program change data received from external devices will have
the same result in all play modes {except ROM play mods).

wed MIDI Data
MID! IN
e e
| Setup Setup i
| (Keyboard) {Sound) !
I |
I |
Rx Ceontrol Ch 1
Keyboard ! . Sound
e Rx Timbre Change |wbep
Patch : Switch : Patch
E f
e e e e 4

Setup (Keyboard)
— BANK[Z]

Rx Control Ch

Edit-Setur-MIDI“Kuabd
Fx Control Ch=

Setup (Sound)

Select a Parameter
— BANK[3] -» [«]CURSOR[>]

Rx Control Ch

Edit-Setupr-MILI-Sound
Fwx Control Ch=58 3

Rx Timbre Change Switch

Edit~Setur-~-MIDI~Sound
4 Fx Timbre Changde=HEE
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3. Program Change

e e

®Keyboard Patch Rx Control Ch (1—16, Off)
Program changes received on this channel will select
Keyboard Patches. When set to Off, patches will not be
selected.

@®Sound Patch Rx Control Ch (1—16, Off)
Program changes received on this channel will select
Sound Patches. When set te Off, patches will not be
selected.

@®Rx Timbre Change Switch (Off, On)
When “On” is selected, program changes from an external
device or from the keyboard patch will switch the Timbre
of the specified Part.

Example of chennsl settings for switching Patches and/or Timbres

To simultaneously To selact the
To select oniy the | To select only the | select the N
Example Timbre of Part 1
Keyboard Patch Sound Patch Keyboard Patchand
{(Part 1 Rx Ch=1)
the Sound Patch
Channel on which program
change data is transmitted 16 16 16 !
Off, or Off, or
Kybd | Rx Cantrol Ch 16 other than 16 16 other than 1
Qff, or Off, or
Setup Rx Control Ch other than 16 16 16 other than 1
Sound
Rx Timbre |\ |\ o ____ On
Change
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3. Program Change
m

It is possible to transmit a program change whenever you press a front panel button
to select a Keyboard Patch. You can use this to select a desired Sound Patch, or
to select sounds on an external MIDI scund generator or effects device.

Program change transmit will differ depending on the
play mode.

The same program change data is transmitted to the Sound Patch and to external

Keyboard Patch Mode MIDI devices.

Program change data is transmitted only to external MIDI devices.

Link Play Mode The Sound Patch of the same number as the keyboard patch will always be selected.

wp MID| Dat
U-20 Pane! Operations ata

B
o ff e T | e T T
e -1 £

M O S nasas
[ ——— T e 9
Setup ! Setup ]
(keyboard) : (Sound) |
R V| some
oun
1 f’ Patch
l
[
[
!
]
g
i
I
I
I

Keyboard Patch |Hh

Tx Program

Change Number Rx Control Channel

Rx Timbre Change
Switch

Tx Control Ch

Tx Program
Change Switch

| .
L

Keybcard Patch

Select a Parameter

JUMP] — BANK[4] — [<]CURSOR[F]
Tx Control Ch, Tx Program Number

Edit<Eabd-MIDI
ATx Chrl Ch=8B# PorEBEEE
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3. Program Change

R —— e ]

Setup (Keyboard)

Seiect a Parameter

—> BANK[Z -> [S]CURSOR[E]

Tx Program Change Switch

Edits-Setur-MIDI - kKokd
4Tx Program Chan9e=EH#E P

@®7Tx Control Ch {1—186, Set, Tx)

This determines the channel on which program change
data will be transmitted from a Keyboard Patch. It can
be set independently for each Keyboard Patch. If this
is set to Set, data will be be transmitted on the Tx setup
ch. If this is set to Tx, data will be transmitted on the
same channel as the Tx Ch.

®7Tx Program Change Number (1—128, P.N,, Off)

A program change number to be transmitted can be set
independently for each Keyboard Patch. If this is set to
P.N., the transmitted program change message will have
the same number as the Keyboard Patch. If this is set
to Off, program change data will not be transmitted.

@®Tx Program Change Switch (Off, On)
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When you do not want a Keyboard Patch to transmit
program change data from MIDI OUT, set this to Off.

% When you want program change data from a Keyboard Patch
to select the Sound Patch or Timbre, make settings for Rx
control ¢h and Rx Timbre change switch of Setup (sound).
(cr Refer to “Selecting Patches or Timbres from an external
MIDI device”, page 97.)



4. Using Controllers

4. Using Controllers

While playing, you can use the EXT, C1 and C2 controllers to adjust the value of
timbre and effect parameters.

-Performance Gestures-
o1 c2

EXT
CONTROL

Expragsion Padal

The Keyboard Patch will convert controller movements
into MIDI control change data. For each Sound Patch, you
can specify three control change numbers, and specify
the paramefer to be controlled by each.

It is also possible to use these controllers to control
external MIDI devices, or to control Timbre and Effect
parameters from an external MIDI device.

Keyboard Patch

EXT Controller
Channei
Contral Number

C1 Controller
Channel
Control Number

C2 Controller
Channet
Control Number

(EV.5, EV-10)

Tx Control
Change Switch

o o] MID: OUT
o

s MID! Data

Sound Patch

Parameter 1
Control Number
Parameater Select

Parameter 2
Control Number
Parameter Select

Parameter 3
Control Number
Parameter Select

Partl
Rx Volume
Ax Pan Switch
Rx Hold Switch

|

Rx Volume Switch
Rx Hold Switch

Rhythm Part ]

1Nt



4. Using Controllers

w

Keyboard Patch Select a Parameter

JUMP] — BANKEE] — [«]cursor[>]

EXT Controller (Channel, Contro! Number)

EditsKubd-MIDLI
4ERT: Ch=E

C1 Slider (Channel, Control Number)

Edit- habdxHIDI
4C1 8 Ch=g

C2 Sliider (Channel, Control Number}

Fdit kK ‘-i|::lr'.‘i‘|"1I|: 1 1
4028 Ch=l

Setup (Keyboard) Select a Paramster

JUMP] — BANK[Z] — [<]CURSOR[>]
Tx Control Change Switch

Edit-Setur-MIDI kobd
£Tx Cornbtrol ChanSe=@E

Sound Patch Parameter 1—3

Select & Parameter
— BANK[E] — [<JCURSOR[>]

Parameter 1 (Control Number, Parameter selact)

Edit-Sound-Chtrl
Firmi=i 7

Parameter 2 {Control Number, Parameter select)

Edi+*-nunﬁ Ltrl
A e :

Parameter 3 (Contro! Number, Parameter select}

Edit-Sournd-Cirl
tFrmI3I=HEEE B
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4. Using Controllers
M

Part 1—6

Select a Parmeter (Select a Part)

—> BANK[E] — [«]CURSOR[>] [dlPART>]

Rx Volume Switch (Part Level)

Edit~Soungd-Farti-MIDI
4 e Weolume =8 [ 2

Rx Pan Switch

Edit - SoundsFPartl-MILT
4 Fx Pan=EEE F

Rx Hold Switch

Edit-Sound-Farti -MIG]
4 R Hol o =B

Rhythm Part

Select a Parameter

JUMP| — [RHYTHM] —> [<JCURSOR[®]
Rx Volume Switch (Part LeveD

Edit-Sound-F.FPart
4 Fi Vel ume =8 B

Rx Hold Switch

cdit-Sound-R.Fart
4 Fx Hold=gg

L aTe ]



4, Using Controliers

W

M Keyboard Patch Settings

@Channel (Tx Ch, Tx Ctri

Setting Example

These determine the control functions of the Cl and C2
control sliders and a expression pedal connected to the
rear panel EXT CONTROL jack. Specify functions and
settings for each controller in the same way.

% During editing, the C2 control slider modifies the value being
set, and cannot be used as a controlier.

Ch)

Select the transmit channel on which each controller will

transmit control change data.

Tx Ch: transmit on the note data transmit channel (=" page
92)

Tx Ctrl Ch: transmit on the program change data transmit
channel (c-page 100)

When controlling Timbre parameters, be sure to select
“Tx Ch".

When controlling Effect parameters, make sure that the
Tx control ch of the Keyboard Patch matches the Rx
control ch of the setup {(sound), and select “Tx Ctrl Ch".

Parameter When Controlling When Controiling
Timbre Parameters Effect Parameters
Setup (Sound) Rx Control Ch | =wm———m——— 16
Keyboard Patch TxCiCh )} —-==z----- 16
EXT, C1,C2 | Ch Tx Ch Tx Ctrl Ch

@®Controi Number (0—5, 7—31, 64—95, Off)
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This determines the control change number transmitted
by each controller. When “Off” is selected, no data is
transmitted. The U-20 has the following pre-defined control
functions. When using these, select the appropriate control
number.

#1 Modulation
#7 Part Level
#10 Pan
# 64 Hold




4. Using Controllers
]

When controlling Timbre or Effect parameters, make
settings in the Sound Patch to specify control numbers
for the parameters. Be sure to use control numbers other
than the three shown above. When controlling external
MIDI devices, remember than the control numbers that
can be received (and the result they will have) will differ
for each device. Consult the MIDI implementation chart
for each device,

B Setup (Keyboard) Settings

@Tx Control Change Switch (Off, On)
This determines whether or not control change data from
the Keyboard Patch is transmitted from MIDI QUT. This
affects not only control change data from the controliers,
but also turns transmit On/Off for control change data
from the bender lever (modulation) and hold pedal.

M Sound Patch SettingsFor each Sound Patch, you can specify up to three
parameters to be controlled by control change data.
In addition, you can specify for each Parf whether or
not control change messages for Volume (Part Level),
Pan, and Hold will be received. (For the Rhythm Part,
yvou can specify reception for Volume and Hold.)

@®Control Number (0—5, 7—31, 6485, Off)
Set this to match the control number you specified for
the Keyhboard Patch. When controlling the U-20 from an
external MIDI device, set this to match the control number
transmitted by that device. When this not used, select
“Off".

@®Parameter Select Select the parameter you want to control.
When selecting Timbre parameters, make sure that the
control change data transmit channel of the Keyboard
Patch is the same as the Rx channel of the Part. When
selecting Effect parameters, make sure that the control
change data transmit channel of the Keyboard Patch is
the same as the Rx control ch of the Setup (sound).
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4. Using Controliers

Selectable Parameters

Timbre Paramsters

Display Parameter
Timbkre Lewel | Timbre Level
Erns ALitack Env Attack Rate
Enwe Decaw Env Decay Rate
Erv Sustain Env Sustain Level
Ernv Releaszes Env Release Rate

A.Berncd Derth | Auto Bend Depth
H.Beredl Rate Auto Bend Rate
Detume Deril | Detune Depth

ik Rats Vibrato Rate
Uik blawvaform | Vibrato Waveform
ik Derth Vibrato Depth
Wik Delas Vibrato Delay

Wik FiseTims | Vibato Rise Time
ik ModDeetd | Vibrato Medulation Depth

Effect Parameters

Chirzs lewel Chorus Level
Chwrse Rate Chorus Rate
LhHraeFeedhark Chorus Feedback
Few Lege] Reverb lLevel

laaFesdback | Delay Feedback

®Rx Volume Switch (Part Level) (Off, On)

Rx Pan Switch (Off, On)
Rx Hold Switch (Off, On)

M Setting Example
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For each Part, you can specify whether or not control
change messages for Volume (Part Level), Pan, and Hold
will be received. For the Rhythm Part, you can make
settings for Volume (Part Level) and Hold. Normally
you will leave all these QOn.

When using the keyboard to play Part 1, this example
shows how you could use the EXT controller to adjust
the part level and the Cl slider to adjust the reverb
level.

Parameter Setting
Tx Setup Ch
Kybd x Setup 1
Setup Tx Control Change On
Sound Rx Control Ch 16
Tx Ch Set (1)
Tx Ctrl Ch 16
Ch Tx Ch
Keyboard Patch EXT: x C
Ctrl # 7
o1 Ch Tx Ctrl Ch
Ctrl # 3
Rx Ch
Part Part1 !
Sound Rx Volume On
Patch -
Ctrl Prm1 * 31
Parameter Rev Level




5. Exclusive Messages

5. Exclusive Messages

The U-20 can transmit and receive Timbre and Patch settings as exclusive messages.
This allows vou to use a sequencer to store data, or to transfer data between two
U-20s. Here we will explain the settings related to exclusive message transmit and

receive. The actual transmit/receive procedure is explained in “Data Transfer Using

MIDI" (orpage 143).

@®Device ID (1—32)

Select a FParameter

— BANK[1] -> [<JCURSOR[>]
Device 1D

Edit-Setur-"MIDI. Comman
4 SusEx Dewvice ID=E@ZE K

Patch Dump Switch

EditsSetuprMIDI~Commorn
4 S9sEx Patoh Dume=EEEe

Rx System Exclusive Switch

Edit-Setur-MIDI - Common
4 Fx SosBExw = B2

When transferring data, the device IDs of the transmitting

and receiving devices must match.

@®Patch Dump Switch (Off, On)
The patch dump function transmits Patch data as a system
exclusive message. When this is set “On”, an exclusive
message will be transmitted every time you press a front
panel button to select a Keyboard Patch or Sound Patch.

* When this is set “On”, patch selsction will be & bit slower due
to the exclusive message being transmitted each time a Patch

is selected. Normally you will leave this “Off".

®Rx System Exclusive Switch (Off, On)
This determines whether or not exclusive messages will

be received.
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KI Local Control Switch (Off, On) \
This turns on/off the MIDI connection between the Keyboard Patch and the Sound Paich.
When local is “Off", playing the keyboard will not sound the internal sound generator, but
note data will be transmitted from MIDI QUT. Incoming data from external MIDI devices will
play the U-20 sound generator regardless of this "Local on/off” setting.

Normally you will leave this “On".

Setup (Common) JUMP ] BANK[1]
Editr-Setur-MIDICommon
local Control =8 b

B Tx Active Sensing Switch (Off, On)
Active sensing is MIDI data which is transmitied from MIDI OUT for the purpose of making
sure that the MIDI connection has not been broken. Normally you will leave this “On".

Setup (Keyboard) JUMP ] BANK[2]— CURSOR[®>](Select a Parameter)

Edit Setur-MIDI kKabd
4 Tw Actiwve Sensino=@E

BB Writing Procedure for MIDI Settings

MIDI parameters settable for each Keyboard Patch are written into memory by the Keyboard
Patch writing operation. MIDI parameters settable for each Sound Patch are written into memory
by the Sound Patch writing operation. Le, these MIDI paramefers are handled in the same
way as other individual Paich parameters.

Here we will briefly explain the procedure for writing a Xeyboard Patch into memory, The
procedure is the same for Sound Patches.

From the Keyboard Patch {Sound Patch) edit display, jump to the write display.

Ol JUMP |-[ENTER DatasbriteKabd
57 TemrasIll 111

@[ENTER Dot o lirite Kabd
CEureT CUARLHE&E]T ~ [EXITI
@M you are sure you want to "y = . e
write the data into memory, L .:rl'_..a.-’hir:_?.ezi-.,a_-;l-_n:l
press VALUE[A]. Furmction Comrlsite.

To cancel the operation, press

[EXIT],

*MID! parameters in Setup do not need to be written into memory. The edited wvalue is
remembered.
\* Details of the writing procedure are expiained in “Data Mode Operations™ {crpage 128). /
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EMIDI Settings of Factory Settings
—— L 3

B MID! Settings of Factory Settings

| Parameter Group ] Parameter Setting I
Local Control On
o SysEx Davice ID 17
m
ommon SysEx Paich Dump Off
Rx SysEx Off
Rx Control Ch Off
Tx Setup Ch 1
Setup
Tx Control Change On
Kybd
Tx Program Change On
Tx Ch Aftertouch On
Tx Active Sensing On
Sound Rx Contrel Ch . 16
oLy
Rx Timbre Change Off
Tx Ch Set
Tx Arpeggio Ch Tx
Tx Control Ch Tx
Tx Program. Change # . P.N
o T — ~ T oh
Keyboard Patch EXT z
Ctrl # Off
Ch Tx Ch
ci -
Ctrl # Off
Ch T,
c2 % Ch
Cul # Off
Rx Ch 1
1 Key Range C-1-G9
Part -
Velocity Range 1-127
2—6 Rx Ch Off
Sound R.Part Rx Ch 10
oun
Patch Prm1 Curl # off
Parameter Timbre Level
Ctrl Off
Ctrl prm2 o # .
Parameter Timbre Level
Prm3 Ctrl # Off
Parameter Timbre Level

* The values of parameters which can be set for each Part in
a Sound Patch (Rx channel, etc.) will differ for each Sound
Patch. This table shows the setting values for Sound Patch
I-11 : Acoust Piano.
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El TAKING FULL ADVANTAGE OF THE U-20

Here we will explain some ways in which MIDI can help you take full advantage
of the three play modes that use Patches (Link Play mode, Keyboard Patch mode,
Sound Patch mode).

Functions in each play mode are as follows. Use the mode
most appropriate for your musical situation.

Play mode

Part played from
the keyboard

Selacted by
INT/A, CARD/B,
BANK, NUMBER

How program change
data transmitted
from the Keyboard
Patch is handled

Musical data received
at MID! IN

Link Play mode

Keyboard Patch
mode

Sound Patch mode

Parts with a Rx
channel that matches
the Tx c¢h of the
Keyboard Patch

Keyboard Patch and

Transmitted from
MID! OUT

Sound Patch

Keyboard Patch

Transmitted to the
Sound Patch which
transmits from MiD!
ouT '

Sound Patch

Not transmitted

Received as a mult-
timbral sound
generator

1. Using the U-20 by itself

The U-20 can be connected with various MIDI devices and used in many different
ways, but MIDI provides many possibilities even when using the U-20 by itself. Here
we will explain some examples of creative ways to use a single U-20.

When using the U-20 by itself, Link Play mode is
especially convenient.

In Link Play mode, panel buttons will select Keyboard
Patches and Sound Patches together. If you set up a Sound
Patch for each Keyboard Patch, the keyboard settings will
always be appropriate for the sound you are playing. Or,
vou can use program change data transmitted from the
Keyboard Patch to select memories on an external MIDI
Sound generator or effects device.

M Link Play Mode
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1. Using the U-20 by itself

m

B Combining Parts

@®Basic Setting : use only Part 1

out various combinations of Parts.

Set the channel and key range for each Part, and try

stboa;d Patch Parameter Group Parameater Setting
Tx Chw Sat
- I : Setup |  Kybd Tx Setup Ch 1
———— Y Tx Ch Set
[ atup (Keyboord) Keyboard Patch
L Tx Setup Ch=1 J‘ Tx Arp Ch Tx
***** [T Sound Patch|  Part 1| RxCh 1
Part 1
fix Che1
Sound Patch
®Play two Timbres at once
Keyboard Patch Parameter Group Parameter Setting
Tx Ch=Sat
I Setup |  Kybd Tx Setup Ch 1
. Tx Ch Set
Setup (Keyboard) -1, Keyboard Patch
{__Tx Setup Co= B : Tx Arp Ch Tx
AT Ch 1
N\ Sound Patch|  Part ! Rx <
£ ALY 2 Rx Ch 1 L |
Part 3§ Part 2
Rx Gh=1] [Ax Che1| "
Sound Patch
@®Key Split : play two different Parts split around the C4 key
Keyhoard Patch Parameter Group Parameter Setting
Tx Ch=Set
I Setup |  Kybd Tx Setup Ch 1
—— =l Tx Ch Set
| Sstup (Kayboard) Keyboard Patch
Tx Setup Ch=1 Tx Arp Ch Tx
e
/\ Rx Ch 1
Key Ra -1 —B3
L4 A Sound Patch Part oy Tangs c B “
Part 1 Part 2 Rx Ch 1
Rx Ch=1 Rx Ch=1 2
Key Range =(-1—B3 Key Range = C4—3G8 Key Hange C4—039 «

Sound Patch




1. Using the U-20 by itseif
T ——

@Velocity Switch : switch Parts by playing dynamics
(softly played notes play part 1, strongly played notes play part 2)

Keyboard Patsh Parametar Group Parameter Setting
Tx Ch=Sat
. Setp | Kybd Tx Setup Ch 1
"_—_l—_-— Keyboard Patch Tx Ch Set
I
L ii’“s"ef?f:"éﬁ’l‘? ! Y Tx Am Ch Tx
A ’ Rx Ch 1
Velo Range 1-99 «
rart 1 4 R Part 2 Sound Patch Part o Chg ]
Bx Ghe 1 Rx Ch=1 )
Velo Ranpe=1—88 { | Vaio Renge=100—127 Velo Range | 100127 |4
Saund Patch
@Arpeggio Play : changing the arpeggio Part
(Arpeggiated notes use part 2)
Keybonrd Patch Parameter Group Parameter Setting
T Ch=Sst Ta Arp Che2
L Setup | Kybd Tx Setup Ch 1
P RO - Tx Ch Set
: 1 Keyboard Patch
ot A ! | ooard Pat Tx A Ch 2 |«
I - 1 Rx Ch 1
Sound Patch Part
2 Rx. Ch 2 -

Part | Part 2
Rx Ch=1{ |Rx Ch=2] ***

Sound Patch
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2. Using a Sequencer
M

2. Using a Sequencer |

Here's how to use the U-20’s keyboard to record data into a sequencer, and playback
the recorded sequence data to play the U-20's sound generator.

@®Connections and Settings Connect the U-20 and the sequencer as showmn.

@®Recording

Set the soft THRU of the sequencer “On”, and the U-20
to “Local off”. If the sequencer has no soft THRU function,
set the U-20 to “Local on”.

Sequ_encer
Soft THRU on

| I
-

e
= 2 B

MIDI IN MID) OUT
MIDI OUT ' MIDI 1N
Local off

fot o o—

il

Sty

u-20

% The “soft thru" function of a sequencer aliows data received
at MID! IN to be re-transmitted from MIDI OUT.

Keeping in mind the Rx channel and sound you will use
for each part, create several Keyboard Patches for use
when recording. Record each part separately into the
sequencer. You can also use the Arpeggio play and Chord
play functions.

Example : 8 Keyboard Patch for recording part 1 (Rx Ch = 1))

Ksyboard Patch Keyboard Patoh

I=11 Tx Chet | [1-12 Tx Chw2 | ™
MID} oUT
{_ Sagquencer 1|
! Musical Data | | Musicsl Data !
I of Part 1 of Part 2 |veed
: 1Ch 2Ch :
S 4

Part 1 Part 2

Fx Che1 Ax Che2 | ™"

Part 6

Ax ChmB

Parameter Group Parameter Setting
Tx Ch 1
Tx Ctr) Ch Tx
T
Keyboard Patch EXT: Ch x Ch
Ctrl # o7
oy Ch Tx Ch
Ctrl # 10
Rhythm Part
Rx Ch=10

Sound Patch

By recording program change data (patch changes) and
control change data (produced by the lever, slider and
pedal controllers) in addition to musical data from the
keyboard, you can add musical expressiveness to vour
recording.
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2. Using a Sequencer

W

®Sequencer Playback

Now let’s playback the data you recorded -into the
sequencer, to make the U-20 produce sound. If you will
be playing back sequence data that you originally recorded
using another synthesizer or sound generator, make sure
that the U-20's Timbre and Rhythm settings are
appropriate for the seguence data.

If you want to play the keyboard during sequence
playback, make Keyboard Patch settings to select a Part
that will not be used by the sequencer.

% The U-20 always responds to data received at its MIDI IN in
the same way, regardless of the play mode gexcept for ROM
Play mode).

Setting example : Sound Patch MIDI settings when using 6 Parts and the Rhythm Part

Keyhoard Fatch rr;u:ic:l_l);te_ ;;;n;t;i_fr;m_;a“} Parameter Group Parameter Setting
Tx Che=1 | seauencer 2Ch, 3Ch--BCh, 10Ch i - » e Ch ”
M2l IN > —_—— >
Part 3 Rx Ch 3
Part 2 P Rhythn P | a
P Gh1| |Rx ez R On 6| |Rs Onw10 Sound Patch 4 Rx Ch 4
5 Rx Ch 5
Seund Patch P Ax Ch 5
R.Part Rx Ch 10

@®Using Exciusive Messages
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You can use the U-20's Patch dump function to transmit
the data for the selected Patch as an exclusive message
from MIDI QUT. This data can be recorded into a
sequencer along with the musical data (notes, etc.). When
the recorded sequence data is played back, the data for
the Patch will be transmitted along with the musical data
(notes, etc.), meaning that the music will be played with
the exact sound (U-20 Patch) that was used to record
it. In other words, the sequencer can be used to set up
sounds as well as control them. '
It is also possible to use the bulk dump function to
transmit the entire contents of the U-20’s memory to a
sequencer for storage. This is explained in “Data Transfer
Using MIDI” (erpage 143).



W Velocity Offset Sensitivity

(. About Sequencer

Qlata.

A sequencer is a device uses MIDI to record and play back music. Sequencers can record
(store) many types of MID! data. Unlike tape recorders which record the “sound” of an
instrument, sequencer records a musical performance as change the instrumentation or speed
of a musical performance recorded as MIDI data. Furthermore, sequence recording gives you
many editing possibilities, such as allowing you to correct individual notes of the recorded

~

/

/I Velocity Offset and Sensitivity
Each Keyboard Patch includes a setting that allows you to limit the velocity produced by
the keyboard. For example when using the U-20 kevboard to record a bass part, this function
can be used to keep the velocity consistent, resulting in a smoother performance.

@[EDIT |+ [«JCURSOR > ] (Select Kybd)

Edit P Setour | BT

ChordlSoundl Timbrel Rutbm

@[ENTER]-> CURSOR[® ]| (Select Perform)

Edit<Ewhkd
HamselMIDIIE

@[ENTER]|—[<(JCURSOR (Select Veio)

EditsKubdr-Ferform
1 Tr-amnz=l Chordl Qree

@[ENTER |~ [«JCURSOR -] (Select the offset or sensitivity vaiue)

™~

EditsKabdsPerform-Uslo
Dffzat= i Sers=125

the velocity value

|

Offset Sensitivity

®Use [V]VALUE[Z] or the VALUE slider to modify the value.

transmitted

Sensitivity

the force (spead) with whitch you play 2 key

¥Normally vou will leave this set at offset: 1, sensitivity : 1286
\*Velocitv offset and sensitivity can be set independently for each keyboard patch. )




3. Using External Sound Generators

M
3. Using External Sound Generators

Connecting external synthesizers or sound generators such as the D-110 will provide
evenn greafer possibilities.

MiIDI MIDI MIDI MID
ouT IN THRU IN
R R s e e =l 1==lls
M T D-110 P-330
U-20

Set the each receive channel of the external sound
generators by confirming the Rx channels of all U-20
parts.

In Link Play mode, program change data transmitted from
the Keyboard Patch can be used to select memories on
external Sound generators whenever a Sound Patch is
selected,

Setting example : Layering the U-20's Parts 1 and 2 with the D-110's Part 1
U-20 D-110 U-20

Link Play Mode Setup Ch=1 Parameter Group Parameter Setting
Kayboard Patch Tx Setup Ch 1
- Part 1 | Setu Kybd
______ i Fx Ch=1 P Y Tx Control Change On
/ 1 Tx Ch Set
Keyboard Patch Tx Ctrl Ch Tx
P 1 i 2
For Chom 1 Rx"é}m,‘ Pom # % % &
1 Rx Ch 1
Sound Patch Sound Patch Part > ey :
D110
Parameter Group Parameter Setting
Part? Rx Ch 1

* Different devices may interpret incoming MID! data in different
ways. Refer to the MIDI implementation chart for sach device.
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3. Using External Sound Gensrators

(. Voice Reserve )
The voice reserve parameter is effective when using the U-20 as a multi-timbral sound generator,
The U-20 can simultaneously play up to 30 voices. Until the total number of sounding parts
reaches 30 voices, each Part can sound as many notes as necessary. When the number exceeds
30 voices, the oldest notes will be turned off, meaning that the sound may break off unnaturally.
Voice reserve allows you to specify a minimum number of voices that will be reserved for
each Part, so that even when the limit of maximum simultaneous voices is exceeded, musically
important Parts will not be unmaturally cut off.

Voice reserve can be set independently for each Part. It is not possible to make voice reserve
settings that would result in a total of more than 30 voices for all Parts. While you make
this setfing, be aware of the remaining number of unreserved voices. For unused Parts, set
the voice reserve number to 0.

As shown below, get the voice reserve display and use EVALUEE@J or the VALUE slider
to edit the settings.

@ Parts 1—86 [JUMP]— NUMBER[6]
[<PART ]
v

EditsSoundsFartl U.Rzw
xice Reserwe=E [3Q8]

Rernaining number of unreserved voices

Number of voices to reserve

® Rhythm Part JUMP |—[RHYTHM]|—+[«JCURSOR[>](Select the parameter)

Edit-Sound-F.,Fart
4 WUpice Reserwe=@E [IE] B

Remaining number of unreserved voices

Number of voices to reserve

*Edited settings are temporary. If you want to keep your edited settipgs, use the Sound
\ Patch writing procedure to store them into memory. /
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SECTION 1V

SUMMARY

This section will summarize the procedures and functions in each mode of the U-20.

PLAY MODE OPERATIONS
AND FUNCTIONS
a, Playing functions
b.The three Play modes theat
use Patches
c.Part Play mode/Rhythm Play mode ----

EDIT MODE OPERATIONS
T' Edit ProcedUre ............ vas s
2.The Jump Function-:---+

DATA MODE OPERATIONS
1_Usinga RAM Card-' ............ bdmr i
2.Write Operations
a. Writing a patch ............ Neamescnanaas
b.Writing a timbre *+++reverraaannn nrraases
c. Writing chord sets/rhythm sets------- .
3.8aving/ L.oading Data---++
4,Data Transfer Using MIDI (Dump)
a. Data transmission by group
(blﬂk dump)............ ........... .145
b.Patch Dump
¢. Transmitting data of the specified
parameter (parameter dump)
5‘ Utilitiﬂs ................. PRI
a. Initialize {Data/ Litl/ Initialize)
b.MIDI Monitor (Data/Utl/MIDI Monitor) - 148




I PLAY MODE OPERATIONS AND FUNCTIONS

Here we will explain the functions and operations of the Play modes.

Playing functions are as follows.

B Keyboard Touch

@®Velocity

@Channel Aftertouch

M Control Panel

@®VOLUME Slider

@C1/C2 Sliders

@Bender/Modulation Lever

l Pedal Controls
@HOLD Jack

@EXT CONTROL Jack

120

- The force (velocity) with which you play a key can

control volume. Timbre settings will determine the effect
of Velocity.

By pressing down on a key after playing it, you can
control pitch, vibrato and volume. Timbre settings will
determine the effect of Aftertouch.

This slider adjusts the volume output from the MIX OUT
jacks and the PHONES jack.

These sliders can control Timbre and Effect parameters
of a Sound Patch. Since Control Change data is transmitted
from MIDI OUT, you can also control external MIDI
devices. ' RS '
In the Keyboard Patch, set the Control Change number ;
and in the Sound Patch, set the Timbre and Effect
parameters fo be controlled.

This lever is used to Pitch Bend {up/down) and to add
Vibrato. Timbre settings will determine the effect of this
Bender/Modulation lever. '

A pedal switch (DP-2, DP-6, optional) can be connected
to control Hold.

An expression pedal (EV-5, EV-10, optional) can be
connected to function in the same way as the C1/C2
sliders.



EIPLAY MODE OPERATIONS AND FUNCTIONS

M Performance Functions (turned on/off from the panel while playing)

@®Key Transpose
@®Chord Play
@Arpeggio Play

W MIDI

OMIDI IN
@MIDI OUT

®MIDI THRU

This function shifts the range of the keyboard. The Key
Transpose setting is part of the Keyboard Patch.

This function allows you to play chords by pressing a
single note. A different chord can be assigned to each
note C, C#,—B. From 8 previously created Chord Sets,
you can select 2 for use in a Keyboard Patch.

This function arpeggiates the keys you hold. Arpeggio
Type and Rate settings are part of the Keyboard Patch.

This connector receives MIDI data from MIDI devices such
as seguencers. The U-20 will function as a multi-timbral
sound generator in any Play mode (except for ROM Play).
This connector transmits MIDI data. In Part Play mode,
Rhythm Play mode, and ROM Play mode, MIDI data is
not transmitted.

This connector re-transmits the MIDI data received at
MIDI IN, without changing it in any way. This allows
you to transmit the same data to several devices.

M Program Changes Transmitted from a Keyboard Patch

M Patch Dump

For each keyboard patch, you can specify a program
change number to be iransmitted. When you select a
keyboard patch from the front panel, this program change
number will be transmitted from MIDI OUT.

In keyboard patch mode, this program change data can
also select sound patches or timbres.

The patch dump function allows you to transmit patch
data as an exclusive message from MIDI OUT. If you select
a patch while the patch dump switch (setup) is on, the
data for the selected patch will be transmitted. (or For
details, refer to page 146, “Patch Dump”.)
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BPLAY MODE OPERATIONS AND FUNCTIONS

Here we will explain the operations and displays for Link Play mode, Keyboard
Patch mode, and Sound Patch mode.

M Panel Operations

L]
a
a
s
51
=
(]

w

Select Play modes RAM Card Patches

To Edit mods Select Bank
l {—-To Data mods
BN MOOE .Y PURT H [ 31
JEYBCARD SOUKD  PAAT  AtrThed et DATA 2218 ENIER - L 1 oo '
W | - I:]EZ:IE:JCI] H - C::II::]EZ:JC:JE:‘JI:]EIJE"__I i
e ! | = o |
Sart | Foneti Seiact Patches Select Number
erformance runctions (step through patches in sequence) !
Key Transpose P through p a | Internal Patches i
Chord Play Normai Display — Sub-display beasosemearnna
Arpeggio Play Sub Display — Normal Display
M Displays

@®Normal Displays (common to link play mode, keyboard patch mode, and sound
patch mode)

Keyboard Patch—= J~11
Sound Patch I-11

E‘ +-' ".'.'l:l["lj
K =

ozt FPiano

Lo

#3531
#oml

®Keyboard Patch mode Sub-display

Keyboard Patch name

I-11 #8811 : Standard
. Tx Chiggl A:@l C:ol #4601

Tx Ch-——r J L 1—Tx Program Change Number

Tx Control Ch

Tx Arpeggio Ch

®Sound Patch mode Sub-display

Rx Channel of sach Part
1 2 3 4 5 6 Rhythm

N S Y S N

‘o . "I AT & bt e - " #i=  indicates that the Fx
Feod I I £1asl B Dokt |t Hie ’ chdannel nfhthe part is Off
— %Tr P o P, V3 o g = indicates that th t
I-11 #B@1 : Acoust Piana indicates that the part is

Sound Patch Name
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BPLAY MODE OPERATIONS AND FUNCTIONS

In part play mode and rhythm play mode you can play the part selected from the
front panel, regardless of the Tx channel of the keyboard patch. In these play modes,
your playing will not be transmitted from MIDI OUT as data.

B Panel Operations in Part Play mode

To Edit mode
Select Play modas

To Data mode
l‘ r_/cSel&ct Parts
[T ¢ —— — - PART -

et po e e e % g™, ]
] S| et et [ | i ) | e |

Select Timbres

Performance Functions (stap through timbres in sequence)

Qutput Assign Voice Reserve

Part Pan

Fartl OfRew Pz Mo

Timbre—e=t T-H11 #BBOL1:R.Figno 2

M Panel Operations in Rhythm Play mode

Salect Play modes

To Edit mode
' {-—-To Data mode
PAY MEE e PaRT

=5 o cafSacy

B

AOM PLAY

s e T [ et f s [ i EEZJE:'I:"J$

_Select Rhythm Set
Performance Functions

(step through rhythm set in sequence)

Rhythm Set Voice Reserve
I-REl: Standard St LA
C2 8 1-128 S22 Muilifs

Key Pressed Tone Source Key Mute

B Group Timbres
Select Bank

[ 3 b

M AR

.

Select Number i
A Group Timbres

Select Rhythm Set
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F EDIT MODE OPERATIONS

The U-20's many parameters allow you to control the sound in various ways. To modify
these parameters, you must enter edit mode. Here we will explain the various operations
of edit mode, and also explain how the jump function can help you to edit more
efficiently.

1. Edit Procedure |

The many parameters in edit mode are organized into groups. Each group is organized
as a many-branched tree.

There are two types of display in edit mode; menu displays that allow you fo
select the parameter group, and parameter displays that allow you to modify parameter
values. Select the parameter group for the parameter you want {o edit, and get the
parameter display. Next, select the parameter to edit, and modify the wvalue.

D Menu Display [EXT] EﬂchRSORlE!

@ Perameter Dissley Edrt e \

[ Setup ) [Keyboard Patech] [ Chord Set ] [ Sound Patch ) [ Timbre } [ Rhythm Setu }

@ Press to enter edit mode (the menu display appears).

@ Use ECURSORE] to move the cursor (blinking) to the parameter group you want to edit.

@ Press [ENTER], and you will move to the first level (one level below) of the selected parameter
group. '

@ Repeat steps @ and @ until you reach the parameter display.

® Use [<4JCURSOR[>] to move the cursor (blinking) to the parameter value you want to edit.

®Use [VIVALUE[A] or the VALUE siider to modify the value,

@ Press to return to the previous upper level

The upper line of the display will tell you which parameter group
you are now in.

M Edit-orSetursMIDI s Commorn
Locsl Control=0s ]

* To move from edit mode to play mode, simply press a play
mode select button.
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2. The Jurnp Function

2. The Jump Function

The Jump function lets you to edit more efficiently, by allowing you to jump directly
to a desired display instead of working your way through the tree structure. Some
jump destinations are factory-defined presets, and you can define others to meet
your own needs. (The jump function cannot be used in ROM Play mode.)

B Jump Procedure The Jump function assigns a jump destination to each
of the U-20's buttons. Press |JUMP/|, and then press the
button to which the desired destination has been assigned.

% [f after pressing {JUMP| you decide not to jump, press | JUMP
once again.

H Defining Jump Destinations (Mark Page)
You can assign any jump destination to each of the BANK
[1]—[8] and NUMBER [1]—[8] buttons, using the following
procedure.

(DFirst select the display for the desired jump destination. The position of the cursor (blinking) will
also be remembered.

Example : define the master tune display as a jump destination

EditsSstur-M. Tune
Mazter Turne=EEEE

@Press [MARK .

Edit<SetursM. Tune
Hahk- Select SZwitch.

®Press the button (BANK [1]—[8], NUMBER [1]—[€]) that will be used to jump to that display.

Edit-SetursM. Turs
Mark: Fage Memorized.

* To return to the factory settings, press | JUMPi—~{ MARK].
(o Refer to page 24, “Editing Procedure using the Jump
function”.)




2. The Jump Function
o —————ONRNI———___——-——— s = = e

®Preset Jumps = The following jump .destinations have been pre-defined
: ' for the following keys. '

Name & Keyboard Patch

[JUMP]-»[KEYEOARD] Edit-sKabd - Hame
Fat.clh Hame= f$$$$$$$$$$$

Name a Sound Patch

[JUMP]-» [SOUND] Edit-ZoundsHame
' Patoch Hamo= sdsiohdkbsokekk

Select a Timbre for Parts 1—6

[JUMP]-»[PART] Edit-oSaund<FPartssTimkes
Timbra= P okhskhe sk sk ek sk ok
Select a Rhythm Set for the Rhythm Part
[JUNP] - [RHYTHM] Edit Sournd-RE.FPart

Flhrgtbhim=8%8" s bbb

Set the Key Transpose

[JUMF]-» [TRANSPOSE] Edit~sKubdsFPerformsTrans
Kea Trarnseose=H26EE

Select a Chord Set (Chord 1)

[JUME]-» [CHORDT] EditXkubdsPerfoarmsChordl
Clior o =35 shkeop ok dopskdeok
Select a Chord Set (Chord 2)

[JUMF] -+ [CHORDZ} EditsEubhdsFerfaormsCThord?
Ul ol =38R seobbesksde s sk s s ook B

Make Arpeggio Settings

[JUMP]--[ARPEGGIO] Edit-Kubd-Ferforn-HAres
Twro =TT Fate=ws:k
[JUMP] - [EDIT] The edit mode display where you last were
[JUMP |+ [DATA] The data mode display where you last were
'RAM Card Save/Load
[JUMP] - [EXIT] Cata-Save-~Load

Int#sxlard

2%

Write the parameter group you are currently editing
[JUMP] -~ [ENTER] Lot S bl §hog o seokshok
: 1B Foa b Tempt shg Sk

* You cen jump hare onky from edit mode, but not when editing e satup
parametar which does not need to be written inte memaory,

[JUMP]—[<]PART Back up through the previously selected displays
(up to 32 displays)

[JUMP |- PART ] After backing up, advance one display.
- [JUMP]~[<]CURSOR Move to the next parameter group

(same offect as[EXIT]—[=|CURSOR —[ENTER])

Mova to the next parameter group

[JOMP]-» CURSOR[>] (same effect as[EXIT]—~ CURSOR[E]—[ENTER])
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2. The Jump Function

@User-definable

Jumps With the factory settings, jump destinations are assigned

to these buttons as follows.

—— I
[JOMP]-> BANK[Z] Edléjgigﬁir%ré;%d K
s | [ EREESE DL S
[JUME]-» BANK[4] %dléhi:%%frﬂbg{rp Chyssoksksk b
[JUMF]— BANK[E] Edit- _u:n_,.];:;.f *’i?r"d-wl"'llf I .
[JUMF]- BANK[E] Eg;ﬁ;bgﬁd =-I-=+=+==+=+-=+:H-:=+:=+==-l’-=+==+=)'

(ORI~ BANK[T] Editx_..' =R oT= I E+_n=-’+. I’hn:-r‘u;
(U]~ BANK[E] L o T ey
[JUMP]-> NUMBER([T] $?;;;llﬁggz£—;3:$f$f&+w+~1~
mﬂ—fNUMBEHIZ_I Eg&,;fliNgi%%%]ili:i****&:
[JUME]-~ NUMBER[3] Eftllm"““’éiﬁigiw b
vt | | B2t T I
s | [T
e R e
e - wmentn | [ ES1E/Seun Parta futeut
DOE-wmeeREl || S L =

127



EIDATA MODE OPERATIONS

Data mode is where you store edited settings and manage data. It includes Write
functions that store your edited patch and timbre settings, Save/lLoad functions for
RAM cards, and MIDI Dump functions.

* The “data” handled in Data mode consists of the setting values
of the various parameters,

1. Using a RAM Card |

Here we will explain how to use a RAM card, and the preparations necessary before
using a newly purchased RAM card. Be sure to read this section before using a
RAM card. (The jump function cannot be used in ROM Play mode.)

®What is a RAM Card ?

@®inserting a RAM Card

RAM CARD

| f }

agsz-w
QHVD AHOWEW
pusioy \

A RAM card is a memory card which can be read and
written, Data on a RAM card can be medified as many
times as you want. A RAM card can be used to store
edited patch and timbre data. The U-20 uses M-256E
memory cards (sold separately).

* RAM cards contain a battery to preserve the data. Before using
a RAM card, be sure to install the battery as explained in the
instructions for the RAM card.

Insert a RAM card into the RAM card slot in the rear
panel. Be sure that the RAM card is oriented correctly,
and press it firmly into the slot.

* Never insert a RAM card into the PCM card slot. Leaving it
inserted will cause malfunction.

% The sound may momentarily stop if you remove or insert a
RAM card while playing, but this is not a malfunction,

@RAM Card Protect Switch

on
oﬂ/
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RAM cards have a Protect switch to ensure that the data
in the RAM card is not accidentally erased. Normally you
will leave this On. When storing data, switch protect On/
Off with the card inserted the RAM card slot.



1. Using a RAM Card

M Initializing a RAM Card
Before you use a newly purchased RAM card, you must
Initialize (format) it to accept U-20 data. When vyou
initialize a RAM card, all of the U-20's internal data will
be copied into the RAM card.

* This operation must also be performed for a RAM card which
you have previously used for a device other than the U-20.

(Dinsert the new RAM card into the RAM cerd slot, and the following message will appear.
Set the RAM card Protect switch to OFF, and press |ENTER]

It?= = Mew EAM Card.
Initigalize it? [ENTER]

@Pross {ENTER| once again, and the card will be initialized.

It & Maw RAM Card.
Functiorn Comrlete,

When RAM card initialization is complete, you will return to the previous display.

B Using a RAM Card while Playing

®Selecting RAM Card Patches {Keyboard Patches, Sound Patches)
To select RAM card Patches, press , and then select
a patch using BANK [1]—[8] and NUMBER [1]—[8]. As
when selecting internal patches, the patch or timbre will
change to the RAM card selection when you specify
NUMBER.

®Selecting RAM Card Timbres -

To select RAM card Timbres, yvou must first select a RAM
card sound patch. RAM card timbres cannot be selected
for an internal sound patch. Internal timbres cannot be
selected for a RAM card sound patch.

In the same way, when using RAM card chord sets and
rhythm sets, you must select RAM card keyboard patches
or sound patches.

% RAM card keyboard patches and sound patches cannot use
internal chord sets, timbres, or rhythm sets.

% Even if a RAM card petch is selected, internal setup settings
will be used. To use RAM card setup settings, you must first
foad them into internal memory (o-Refer to page 142, “Saving/
Loading Data”.).
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1. Using a RAM Card

B Error Messages
If an error or other unexpected condition occurs while using a RAM card, one of the following
messages will appear. Take the indicated action to correct the problem.

\

I11
lea

e D

o0
fi

B

=21 PO
1'..5 o

=
Ty

fr o=

Fr

Problem : A RAM card is mistakenly inserted into the PCM card slot.
Action : Immediately remove the RAM card from the PCM card slot.

R e

D=t &
FaM Card Protecisd.

Problem : Since the RAM card protect switch is ON, data cannot be written.
Action: Turn the RAM card protect switch OFF, and try again.

rat otk sk
Card Hol FEeada.

Problem : The RAM card is not correctly inserted into the RAM card slot.
Action : Check that the RAM card is correctly inserted all the way.

T T e S L e T CE T vk o o o ks o e ks o ks
FEAM Card Uerifa Brreor!

Problem : When vou tried to write or save RAM card data, the data was
incorrectly stored.

Action: The RAM card is not correctly inserted into the RAM card slot. Re-
insert the RAM card, and try the operation again.

Its & MNew EAM Card.
Initializa it? [EHTERI]

Problem : This message will be displayed if a new RAM card is inserted, or
if the card has been used by another device, or if the card is an
incorrect iype.

Action: Remove the card.

PO 7 R 1 T L o o rR S R SR PR LR o RSO O h B o B
FAM Card Batiterw Low!

Problem : The battery in the RAM card is low.
Action: Change the RAM card battery. j
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2. Write Operations

m
2. Write Operations

The various Write operations are used to store edited settings by parameter group
into internal or RAM card memory. To make data management easier, Exchange and
Copy operations are also provided.

@Parameter groups for writing
The following groups of parameters can be written
independently into memory.

Display Parameter Group Number of Number of RAM
Internal Memories Card Memories
E vt Keyboard Patches 64(111-—188) 64(C11—C88) -
Chceeod Chord Sets 8(11—18) 8(C1—C8)
S Sound Patches 64(111—188) 64(C11—C88)
Timbre Timbres 12B8(JA11—)A88 128(CA11—CABS,
[B11—IBBB) CB11—CB88)
FEhathm Rhythm Sets 41 —14) 4(C1-C4)

* There is no need fo write setup settings intc memory.

@Types of Write Operation

Writs= Write the edited parameter group or the data of the currently selected
{Write) parameter group into the specified memcry number,

hh-itae+Rean Write and Renumber chord sets, timbres, or rhythm sets.
{ Write + Renumber)

Exechargs Exchange the edited parameter group or the currently selected
(Exchange) parameter group with the data of the specified memory number,
LorFa Data which has already been stored can be Copied into the specified
(Copy) memory number. You can perform multiple copies at once.

Copat+Ren Copy and Renumber chord sets, timbres, or rhythm sets,
{Copy + Renumber)

The Renumber function

Each sound patch specifies a timbre number for each
part 1—6. This means that when an edited timbre is
written into another timbre number, you may need to
re-specify new timbre numbers for any sound patches
which use those timbres.

When an edited timbre is written into another timbre
number, the Renumber function will automatically modify
(renumber) the corresponding timbre numbers specified
in each sound patch. If you use the renumber function,
you will not have to re-specify timbres for each sound
patch that happens to use the timbre you wrote intc a
new location.
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2. Write Operations

Example : When you edit internal memory timbre All and
Write + Renumber it into B63, the edited timbre
will first be written into B63. Next, all internal
sound patches will be searched to see if any
of them specify timbre All for a part, and if
so0, they will be renumbered to BB3.

The renumber function can also be used when timbre
numbres change as a result of copying.

* When writing {copving) internal timbres, internal sound patches
will be renumbered. For RAM card timbres, RAM card sound
patches will be renumbered.

It is not possible to write (copy) + renumber betwsen internal
and RAM card memories.

In the same way, if you write (copy} + renumber & chord set
or rhythm set, the chord set number and rhythm set number
specified by each keyboard pafch or sound patch will be
modifiad after the data is written (copied).

B Basic Writing Procedure

Fforg. tl’lle edit [DATA]-»[<]CURSOR(specify Write) ~[ENTER]
isplay,

JUMP [—[ENTER

Select the parameter group

[<]cURSOR{® ]~ {ENTER]

Select the write function

[<JCURSOR —{V JVALUE[A] or the VALUE slider

Select the writing destination
CURSOR[™]1—[VIVALUE[A] or the VALUE skder or
[INT7A]. [CARD/B], BANK[1]—[€], NUMBER[1]—[8]

Execute writing
{This is the same for the writing procedures of all parametsr groups)

[ENTER]-> VALUE[A]
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2" Write Qparations

Here we will explain how to Write a keyboard patch or sound patch into memory,
and also explain the Exchange and Copy functions. The writing procedure for kevboard
patches and sound patches differs only in the parameter group selection. A Part
Copy function is alsc provided for sound patches.

I Patch Writing Procedure

To write an edited patch into memory, use the following
procedure.

% While editing a patch, you can press [JUMP|—[ENTER! to jump

directly to step @.

(D Press [DATA| to enter data mode, and press ECURSOR to make Write blink.

Cat.a
‘ Bl Save-LoadiBuliidtl

@ Press [ENTER].

Data-Write
8 Chirdl Sounddl Tmbe Bl

Keyboard Patch Parameter Group

Sound Patch Parameter Group

@ Use []JCURSOR[™] to make Kybd or Sound blink.
@ Press |[ENTER|.

tataslblriteskKabg
R Temerslll *I3E3

| |

Write Function Destination Patch Number

Current Patch Number

® Use [«]CURSOR to make the Write function blink, and use VALGE or the VALUE slider to
specify Write.

®Use CURSOR[>] to make the Destination patch number blink, and use [\Z]VALUE@ or the
VALUE slider to spacify a patch number.

% As in play mode, the panel buttons caen also be used to specify
& patch number.
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2. Write Operations

(DPress [ENTER|.

Datafwﬂitafﬁubd
Supe? CURLLIE&A] ~ [EXITI

®Press VALUEI:IS_] and writing will be executed. (Te quit without writing, press [EXIT].)

Dxta~slriteskKapbd
Furnction ComrFrlete.

(©Press a play mode button to return to play mode.

B Patch Exchange

M Patch Copy

134

This function exchanges the settings of the currently
edited patch number with the settings of the specified

‘destination patch number.

The Exchange function can be used to check the settings
of the destination patch number. Also, by specifying the
same patch number as the destination, you can compare
the edited and unedited sounds,

To exchange memories, selact Exchange in step ® (previous page)
of the patch writing procedure. Next, select the destination patch
number and press |ENTER| to execute the writing operation.

Data-Weite Kol
' Vs TemprtI1lie+I11

l

Write Function "Destination Patch Number

Current Patch Number

This function copies the settings of a specified range
of patches into other patch numbers.

To copy memories, select Copy in step ® (previous page) of the
patch writing procedure. Next, select the first and last of the
patch numbers you want to copy, specify the number of the first
destination patch, and press to execute tha writing
operation.

batasbleite s Ealkid
T11-T14+1I21

] ] I l__Number of the first

Write Function First Last destination patch

Range of patch numbers to be copied



_ 2. Write Operations
Y _ -

(' Part Copy for a Sound Patch \
The sound patch write functions also include a part copy function. This function copies the
settings from a Part to another Part in the currently selected sound patch. This is useful
when creating several Parts that have the same settings.

To use the part copy function, select Part Copy in step (5) of the sound patch writing

procedure (see page 133). Next use CURSORE] to make the “copy destination part” blink,

and use @VALUE@ to select the part. Execute the copy operation with [ENTER|— VALUE
To quit without copying, press

Data~lrites-Sound
S Ly = Fart.i2+Partl

I

Write Function Copy Destination Part

Current Part

*Use [<]PART[>] to select the currently selected part.
% Copied part settings are temporary. If yvou want to keep the copied settings, write the sound

patch into memory.
. S
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2, Write Operations

Here we will explain how to Write a timbre into memory, and the procedure for
Exchange and Copy. The steps are essentially the same as when writing a patch.

Bl Timbre Writing Procedure
To write an edited timbre into memory, use the following

procedure.

* While editing a timbre, you can press |JUMP -~| ENTER] to jump
diractly to step @.

(DPress |DATA| to enter date mode, and press ECURSOR to make Write blink.

Drata
EHEEl Save—LoadiBulk EUL]

® Press |[ENTER|.

Data-sbrite
Eabdl Chrdl Socundl 28

Timbre Parameter Group

@ Use [«4|CURSOR[>] to make Tmbr blink, and press {ENTER|

Part Number

Dataslrite-Timbrelll
Teme: IH11I833

Write Function Edited Timbre Number

Destination Timbre Number
@ Use [M]CURSOR to make the Write function blink, and use [V]VALUE or the VALUE slider to
spacify Write.
® Use EPARTEE] to specify the part whose timbres you want to write.

®Uss CURSOR[] to make the Destination timbre number blink, and use [V]VALUE[A] or the
VALUE slider to specify a timbre number.

# As when in play mode, a timbre number can also be specified
using the panel buttons.
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2. Write Operations

(@ Prass |ENTER].

Data~sbWrite<sTimbkrelil]
SuFre? CUALUESRE] ~» [E®IT]

®Press VALUE[A]and writing will be executed. (To quit without writing, press [EXIT].)

Detasrite-Timbrae{13
Function Comrlete.

@ Press a play mode button to return to piay mode.

M Timbre Exchange

B Timbre Copy

This function exchanges the currently edited timbre
settings with the settings of a specified destination timbre.
The Exchange function can be used to check the settings
of the destination timbre number. Also, by specifying the
same timbre number as the destination, you can compare
the edited and unedited timbres.

When exchanging, select Exchange in step @ {previous pags) of
the timbre writing procedure. Next, select the destination timbre
number and press {ENTER| to execute the writing operation.

Part Number

LatasWrites-Timbrel1]
' e TemerIRBl12IRZS

i

Write Function

Destination Timbre Number
Edited Timbre Number

This function copies the settings of a specified range
of timbres into other timbre numbers.

When copying, select Copy in step @ (previous page) of the
timbre writing procedure. Next, select the first and last of the
timbre numbers you want to copy, specify the number of the
first destination timbre. Press to execute the writing
oparation.

FatasblritesTimbrs
¥ IAl1~-TAl4=+TRZ]

. 1 . . ]_First Destination
Write Function (First) (Last) Timbre Number
Range of timbre numbers to be copied
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2. Write Operations

m - BT
W Write + Renumber/ Copy + Renumber

138

The Renumber functions allow you automatically renumber
the timbres used by each sound patch at the same time
that you store an edited timbre into another timbre
number.

This is very convenient when you want to renumber the
timbre numbers specified in each sound patch so that
the newly written timbres will be used.

It is also possible to automatically renumber when
Copying.

To write and renumber, select Write + Ren in step @ of the
timbre write procedure. The remaining steps are the same as
when writing.

Pataslirite-Timbre[ll
HEEREREY Teme: IR11-IA3S

Write Function Destination Timbre Number

Edited Timbre Number

To copy and renumber, select Copy + Ren. The remaining steps
are the same as when copying.

atasbritesTimbre
BoEEERE IR11-IR14=1M21

Range of Timbre Numbers to Copy

* When writing (copying) internal timbres, internal sound patches
will be renumbered. When writing {copying) RAM card timbres,
RAM card sound patches will be renumbered.

It is not possible to write {copy) + renumber data between
internal and RAM card memory.



2. Write QOperations

Here we will explain the writing procedure for chord sets and rhythm sets, and

the exchange and copy functions. The procedure is essentially the same as for timbre
writing.

B Chord Set/Rhythm Set Write Procedure

To store edited chord sets/rhythm sets, use the following
procedure,

* While editing 2 chord set/rhythm set, you can press [JUMP |-+
ENTER] to jump directly to the display of step @.

(DPress |[DATA| to entsr data mode, and use ECURSOR to select Write.

Dat=z

g S ave—LoadiBulkiUutl

@ Press |ENTER|

Cata~<bWrite
Eaobdl 8888 Soundl Trberd Bl

Chord Set Rhythm Set

®Use [M]CURSOR[™] to select sither Chrd or Rhy, and press [ENTER).

Number of Button Selecting the Chord Set
When Writing a Chord Set

Datasbrite-Chordl13]
Vi 7 Temrs Il +1I3

Write Function Destination Chord Set Number

Edited Chord Set Number

Use [CHORD 1] or [CHORD 2] to specify the button whose chord
set you want to store.

When Writing & Rhythm Sat

DatasbiritesElRut b
i85 U Temes:Il I3

I__Destination Rhythm
Write Function Set Number

Edited Rhythm Set Number
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2. Write Operations

@ Use [€]CURSOR to make the Write function biink, and use [VIVALUE or the VALUE slider to
specify Write,

®Use CURSOR[>] to make the Destination number blink, end use [V]VALUE[A] or the VALUE
slider to selsct a number.
(Chord set: I1—I8, C1—C8  Rhythm set:I1—I4, C1—C4)

% You can also use [INT/A] [CARD/B| NUMBER [T]-[g]
(NUMBER [1]—[4] for rhythm sets) to select.

Press |ENTER |,

Datas Wi te ke
Surke’ CURLUEA]T »~ [E®ITI

@Press VALUE[A] and writing will be executed. (To quit without writing, press [EXIT ].)

Datasldeite s
Fumction Complete.

® Press a play mode button to return to play mode.

M Exchange Chord Set/Rhythm Set

This function exchanges the settings of the currently
edited chord (rhythm) set number with the settings of
the specified destination chord set number.

This Exchange function can be used to check the settings
of the destination chord (rhythm) set number. Also, by
specifying the same chord set number as the destination,
you can compare the edited and unedited chord (rhythm)
sets.

When exchanging, select Exchange in step @ writing procedure
explained above, Next, select the destination chord (rhythm) set
number and press |[ENTER]| execute the writing operation.

Number of Bution Selecting the Chord Set
When Exchanging a Chord Set l

LatasWritesChordll ]
A AT e Tempt Il +13

I

Write Function Destination Chord Set Number

Edited Chord Set Number
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2. Write Operations

I Copy Chord Set/Rhythm Set .
This function will Copy a chord (rhythm) set from
memory into another chord (rhythm) set number. The
same is possible for a rhythm set.

To copy, select Copy in step @ of the writing procedure {previous
page). Next, selact the chord (rhythm) set to be copied, and the
copy destination chord (rhythm) set number. Press to
write the data into memory.

When Copying a Chord Set

Datasdrite-Chord

I1 =11

Write Function Chord Set Number to Copy I__Copy Destination
Chord Set Number

The procedure is the same for Rhythm Set.
Il Write + Renumber/ Copy + Renumber

When the Renumber + Write function is used, the currently
edited chord set will be written into another chord set
number, and at the same time, each Keyboard Patch which
uses that Chord Set will be renumbered to use the newly
written Chord Set.

This function is convenient when you want to rewrite
the chord set numbers of each patch along with chord
set settings. This Renumber function can also be used
with the Copy operation.

Using the Renumber + Write function to write a rhythm
set will cause the Sound Patch numbers to be renumbered.

When renumbering with the Write operation, select Write+ Ren in
step @ of the chord (rhythm) set writing procedure. The
remaining steps are the same as when using the Write operation.

When Renumbering a Chord Set
tatasbritesChordll]
IRy Temes Il +I1

1

Write Function

When renumbering with the Copy operation, select Copy + Ren. The
remaining steps are the same as when using the Copy operation.

Eata~britesChord
P e g I1 »I1
1

Write Function

* When vyou Write (Copy) + Renumber an internal chord set,
internal keyboard patches will be renumbered, For RAM card
chord sets, RAM card keyboard patches will be renumbered. It
is not possible to Write (Copy) + Renumber data bstween
internal and RAM card memory.
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3. Saving,”Loading Data

3. Saving/Loading Data

Save and Load functions are used to transfer groups of data between internal memory

and a RAM card.

@Data Groups for Saving/Loading

Display Sava/ Load

M1 All data in memory (setup, 64 keyboard patches, 8 chord sets,
64 sound patches, 128 timbres, 4 rhythm sets)

Setus All ‘setup data

Fubd+Chord 64 keyboard patches, 8 chord sets

Choaro B chord sets

Sodricd T ek R 64 sound patches, 128 timbres, 4 rhythm sets

Timbre 128 timbres

REhwthm Set 4 rhythm sets

@®Save/Load Data Transfer

Display Save/Load
Int+ Card Copy RAM card data to internal memory (Load)
It =Card | Copy internal memory data to RAM card (Save)
Inmts=+Caro Exchange internal memory data and RAM card data {Exchange)

M Save/l.oad Procedure
o[Jump]-~

DatasSave-bLoad

Ints Card

Group of Data to Save/l.oad Direction of Data Transfer

@ Use [«€]CURSOR[®] to sslect the item, and use @VALUE@ or the VALUE slider to specify
the parameter group, snd how the data will be saved or loaded

O|ENTER] atz-Sawve-Laad
Supe? I;LJFILLIEiZI < [EXITI

@I you are sure you went to save or load the data, press VALUE[A] (To quit without saving

or loading, press [EXIT )

atgsSave—Losd

Furnction Comprleta.

& Press a play mode select button to return to play mode.
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4, Data Transfer Using MID! (Dump)
m

4. Data Transfer Using MIDI (Dump)

The Dump function allows you to transmit U-20 memory data as a MIDI System
Exclusive message that can be received and stored by another MIDI device.

Using the Dump function, you can store U-20 data into
a sequencer, or transfer identical memory settings into
another U-20. By recording U-20 data into a sequencer
as part of a sequence recording, the memory data will
be transmitted as part of the sequence playback, so that
the U-20 being controlled by the sequencer will use the
same memory settings as when the sequencer recording

was made,
®Transmission
Transmission Method Transmitted Data Transmitted in which Mode
Bulk Dump Tra.n.smrt Internal or RAM Card Data by Data Mode
Individual Group
Patch Dumgp Transmit All Data of the Selected Patch Play Mode
Parameter Dump Transmit the Data Indicated by the Blinking | Edit Mode
* The Patch Dump function cannot be used in Part Play mods,
Rhythm Elay mode, or ROM Play mode.
M Connections Data is transmitted in one direction {one-way transmission)
Make MIDI connections as follows.
MIDI MIDt
ouT IN

-
EEUO
0 M

HE

U-20 Sequencer or other U-20

143



4, Data Transfer Using MIDI  {(Dump)

(l Device ID |

N

When receiving and transmitting Exclusive messages, the Device IDs of the twd devices must
match (=rpage 178, “MIDI Implementation”). If the device ID of the incoming message does
not match the device ID of the receiving device, the incoming message will be ignored.

(®[JUMP ]-> BANK [1 ]~ [9]CURSOR[P-] (select the next display)

Edit-Setur-MIDI- Commorn
4 SazEx Dewice ID=i

@ Use [V ]VALUE[A] or the VALUE slider to set the Device ID.
(3 Preass one of the play mode select buttons to return to play mode.
B When Receiving Exclusive Messages

For exclusive messages to be received, the Exclusive Reception switch must be On. If the
Exclusive Reception switch is On, exclusive messages can be received at any time.

®[JUMP]->BANK[T]~> CURSOR [ ](aelect the next display)

Edit Setur-MIGI Common
4 Rwx SosEx = B

@ Use [V VALUE[A] or the VALUE slider to turn the Exclusive Reception switch On.

While an exclusive message is being received, the following display will appear. (If the received
exclusive message is very short, the display will not appear.)

Fecsiwving BExclu=siue

*While an exclusive message is being received, other operations will be slowed down. For this
\ reason, you will normally leave this setting Off. /
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4. Data Transfer Using MIDI (Dump)

The Bulk Dump function can be used to transmit selected groups of data from internal
memory or RAM card to an external device such as a sequencer or another U-20.

@®Data Groups for Transmission

Type of Data Data Group Transmitted Data
H11 All currently selected data
(keyboard patch, chord 1/2, sound patch, timbres
assigned to parts 1—B8, rhythm sst)
Kewboard FPatcock | The currently selected keyboard patch
TamF Chardl 1] The chord set of chord 1
(all currentiy ShordC2] The chord set of chord 2
selected data) Sognd Patoly The currently selscted sound patch

Timbre[1i]

Timbrels]
Timbrel1-51
Fhatim S=t

The timbre assigned to part 1

The timbre assigned to part 6
The timbres assigned to paris 1—6
The rhwthm set assigned to the rhythm part

11 All data in internal memory
(setup, 64 keyboard patches, B chord sets, 64 sound
patches, 128 timbres, 4 rhythm sets)
Internal | Setur Satup
{(data in internal | Kegboarod Patch | 64 keyboard patches
memory) o 8 chord sets
Sowured Fatoch B4 sound patches
Timbrs 128 timbres
Rhztihm Set, 4 rhythm sets
FEAM Card | Caed AL All data in the RAM card

M Bulk Dump Procedure
D[DATA]-+[<|CURSOR[>] (select Bulk) —

Data-Bullk
HEEEl Internal FRAM Card

@[«]CURSOR[>] (select the type of data to transmit) —[ENTER

Cata~Bulk-Temr

Eulk Dumr 2%

@ Use [V]VALUE[A] or the VALUE siider to select the data group to transmit.

@ Press [ENTER| and the data will be transmitted. (If the transmitted exclusive message is very
short, no display will appear.)

(® Press a play mode select button to return to play mode.



4, Data Transfer Using MIDt {Dump)

2

When the Patch Dump switch is On, selecting a patch from the front panel ([INT/A],
CARD/B], BANK [1]—[8], NUMBER E}“) will transmit the data of the selected

patch.

@®Transmitted Data

Play Mode Transmitted Data
Keyboard Patch Mode Keyboard patch, chord sets assigned to chords 1 and 2
Sound Patch Mode Sound patch, timbres assigned to parts 1-6, rhythm set assigned to
the rhythm part :
Link Play Mode Both keyboard patch and sound patch data (including the assigned
chord set, timbres, and rhythm set)

W Patch Dump Procedure
®[JUMP]— BANK [1]-+[«JCURSOR[>] (select the next display)

EditSetupr--MIDI<Tommon
+4 EZwslEy Patch Dumer=EHE

@ Press VALUE[A]to turn the Patch Dump switch On.

@ Return to play mode.

@ When you select a patch from the front panel, the data of the ssiected patch will be transmitted.

* Patch data will not be transmitted when a patch is selected
in response to a program change message from an external
device, or when you use [V |VALUE[A] to select patches.

* When Patch Dump is used, patch selection will be slightly
slower. For this reason, you should normally leave thes Patch
Dump switch Off.

% Data will not be transmitted in part play mode, rhythm play

mode, or ROM play mode.

li 'ﬂ‘gx&'}? i Z : £t ’ ki
While editing, you can press |ENTER] to transmit the value of the currently selected
(blinking) parameter.

{Example)

R pazE

ARG

EditsSound-Fartl-Outrut
Azgan=Fsw [Lw] =i Fars= <

For example, if you press |ENTER| from this display, the
volume level of part 1 (127) will be transmitted:
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5. Utilities

M
In addition to the Write and Data Transfer functions already explained, data mode
includes Initialization and MIDI Monitor functions.

This function initializes (restores to a basic setting) the currently selected data.

* Only the currently selected keyboard patch or sound patch wil}
be initialized. Data aiready written into internal memory or RAM
card will not be affected.

* The initialized values of each parameter group are shown in the
supplementary material at the end of this manual.

@®Data Groups for Initialization

Display initiglized Data
H11 All currently salected data _
(page memory, setup, keyboard patch, chord 1/2, sound patch,
timbre assigned to parts 1—86, rhythm set)
Jumpe Fade The jump destination displays assigned to the BANK and
NUMBER buttons
Setur All setup data
Eubed Fateoh All data of the currently selected keyboard patch
ChoordL 13 The chord set assigned to chord 1
Chord[ 2] The chord set assigned to chord 2
Diound Patoly | Al data of the currently selected sound
Fartl All data of part 1
Fart.s All data of part 6
Eleatiim Fart | Al data of rhythm part
Timbr=C[13] The timbre assigned to part 1
TimbreL[&al The timbre assigned 1o part 6
Tirmlk~=[ 1—&71 | The timbres assigned to parts 1—86
Fbrstbam Set. | The rhythm set assigned to the rhythm part




5. Utilities

M Initialization Procedure
® ~» CURSOR[P ] (select Ut}

@{ENTER]|—[<]CURSOR (select Initialize)
®|{ENTER

Cata~lUt]l~Iritializs
Initiaslize BH

@ Use EVALUE@ to select the data group to initialize (refer to the following chart).

©®[ENTER]

CatasUtlsInitialize
Sures? CUALUE®] ~ [E®ITI

@®]1f you are sure you want to initislize the data, press VALUE[A | (To quit without initiafizing,

press [EXIT|)

Data-Utl-sImitialize
Function Complate.

4 and in a short time,

DataUtlsInmitialize
Initialize Sl

® Press any play mode select button to return to play mode.
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B. Utilities

The MIDI Monitor function allows you to view data transmission/reception between
the U-20 and external MIDI devices.

The MIDI Monitor puts the data received from MIDI IN or the data transmitted
from MIDI OUT into a monitoring buffer, and displays it in hexadecimal form. The
buffer can hold 256 bytes, and new data will overwrite the old data.

([DATA]— CURSOR[>] (select Utl)
®@[ENTER]-> CURSOR[>](select MIDI Monitor)

(&{ENTER j (the MID! Monitor display appears)
RUN./STOP Mode

!

Data~ULl1-MIDI:: S99 2Rl
et R R T~ § =, B Y Wl =

i l ! Data I l

Display Pointer A 8

In the MIDI Monitor display, the following parameters
will determine how MIDI data is monitored.

®RUN/STOP While this is set to RUN, data will be received into the
monitor buffer, and will continue to be received even if
you move to another display. When this is set to STOP,
data reception will stop.

@ Use [«]CURSOR to make the RUN/STOP indication blink.

® Press VALUE[A] for RUN, press [V JVALUE for STOP.

®Mode (Rx1, Rx2, Tx) This determines how data will be received into the
monitor buffer.
Ax1: All incoming MIDi data will be monitored
Rx2: Al incoming MIDI data except for realtime messages will
be monitored
Tx : All transmitted MIDI data will be monitored

@ Use CURSOR[®]to meke the mode indication biink.

® Uss [V]VALUE[A] to select the monitoring mode.

* When you change the monitoring mode, sll data in the buffer
will be cleared.

* Realtime messages are used mainly to synchronize seguencers
and rhythm machines. Active sensing is included in realtime
messages.



5. Utilities

l About the Display
@Display Pointer

@Data

@A B

150

The display pointer indicates the position in the data
buffer occupied by the currently displayed data. A display
pointer of 256 indicates the most recently received data.

% |If new data is received during RUN, the display pointer will
automatically be set to 2586.

You can use E{]PARTE to move the display pointer and
scroll through the entire data buffer to see the data that
was previously received,

6 bytes displayed

1 2
ot e st

]
Painter : 254 255 25
+

finally disappears  As new data is received,

old data moves back ..

The most recent MID! data
is Jocated at pointer 256

MIDI data is displayed in hexadecimal notation. “~ ="
indicates that MIDI data has not yet been received. One
of the following symbols will be displayed in front of
each MIDI data byte to indicate the type of data.

— :00—TF, F7 (data bytes, EOX)
< : 80—F86 (status bytes)
. : F8—FE (realtime messages)

“4" or “B” indicate that data exists in the buffer before
or after the displayed data. Immediately after MIDI data
is received, B will show “#",

* When the power is tumed on, the monitor buffer will be empty,
and the monitor will be set to STOP.
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1. Error and other Messages

M
1. Error and other Messages
If there has been some mistake in operation, or if it was not possible to correctly
execute the specified operation, an error message will appear in the display. A message
will also appear on other occasions when some unusual condition occurs. Determine

what the problem is, and take the appropriate action.

@®When the power is turned on

Internal Battery Low!

Problem :

The internal backup battery has run down.
Action :

Contact a Roland service station.

@®When using a RAM card or PCM card

Checking PCH Card...

It’s a MNew RAM Card.
Initialize it? L[ENTERI

Datas kmmun
RAM Card Protected.

Datas khwkx
Card Hot Readw.

Dataskmume
RAM Card Verify Error!

RAM Card Batterw Low!

162

When you insert or remove a PCM card, this
message will appear and operation will briefly
halt, (This is normal.) :

Problem :
The RAM card inserted into the RAM card slot
has not been initialized for use by the U-20.
Action 1 : - o
If the RAM card is new or if you want to use
a RAM card from another device for the U-20,
press [ENTER]. The RAM card will be initialized,
and internal memory data will be written into
it. Please use M-256E RAM cards. :
Action 2 :
If you have mistakenly inserted the wrong card,
remove it immediately.

Problem :
The protect switch of the RAM card is On, and
writing is not possible.

Action :
Turn the protect switch of the RAM card Off,
and try the operation again.

Problem :
When writing, saving or loading, the data was
not correctly written into the RAM card.
Action :
Make sure that the RAM card is correctly
inserted, and try the operation again.

Problem :
The battery of the RAM card has run down.
Action :
Replace the battery according to the instructions
in the RAM card manual.



1. Error and other Messages

Illegal PCM Card!
Please. take it out.

Problem : ' '

- The card inserted into the PCM card slot is
not a PCM card.

Action :
Immediately remove the card from the PCM card
slot.

@®When using external MIDI devices

Receiving Exclusiwve.

Transmitting Exclusive.

SysEx Check Sum Error!

S5usEx Data Leneth Error?

Cause :
Exclusive data is being received. (If the
exclusive data being received is very short, this
message will not appear.)

Action :
Wait until reception ends.

Cause :
Exclusive data is being transmitted. (If the
exclusive data being transmitted is very short,
this message will not appear.)

Action :
When transmission ends, the display will show
“Function Complete”, and then return to the
previous display.

Problem :
System exclusive data was incorrectly received.
Action :
Check MIDI cables and the message that was
transmitted, and try the operation again.

®When in Data Mode (other than the above)

Dat a skmion
Sure? [VARLUE4A] ~ [EXIT3

Datarkrkik
Function Comrlete.

Cause :
This message will always be displayed when
you write data into internal memory or a RAM
card.

Action 1 :
If you are sure you want to write the data into
memory, press VALUE[A].

Action 2:
To quit without writing data into memory, press

[EXT].

Cause :
The write, save, or load operation has been
completed.

Action :
Wait for a short time until the previous display
appears.
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2. Troubleshooting

m
2. Troubleshooting

B No sound or not enough volume
@®No sound or not enough volume in ROM play mode
OlIs VOLUME too low?
Adjust the volume settings of the U-20 and the mixer/
amp system.

(OAre the outputs connected correctly ?
If you hear sound in the headphones, the problem is
probably in the amp or cable. Check the connections.

®No sound or not enough volume in modes other than ROM play
(OAre the key range and velocity range settings correct
for each Part?
(o page 95)

OAre the Part or Timbre levels too low ?
(cr page 51, 61)

(OHas control change data been received from external
MIDI devices or controllers, causing Part level or Timbre
level settings to be lowered?

Select (or re-select) a Sound Patch.

Ols the PCM card containing the specified tone inserted
correctly ?
(= page 80)

@®No sound or not enough volume in Link Play, Keyboard Patch, or Sound Patch modes
ODoes the Tx channel of the keyboard match the Tx
channel of each Part?
Check these settings in the sub-display of Sound Patch
mode.
(=r page 122)

(Ols local control turned Off ?
(orpage 108)
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2. Troubleshooting

M Pitch is incorrect o .
(OIs the keyboard transposed ?
(o page 29)

(OIs the master tuning incorrect?
(or page 23)

(ls the pitch shift setting for each Timbre incorrect?
(crpage 63)

(Has pitch bender data been received, leaving the pitch
“hanging” at some non-zero value?
Move the bender lever slight, and the pitch will return
to normal.

B Sounds are not selected as you expect
(OIs the correct play mode selected ?
To select Sound Patches, you must be in Link Play mode
or Sound Patch mode. To select Timbres, you must be
in Part Play meode,

QOAre you in Edit mode or Data mode?
Press a play mode select button to enter play mode,

(Ols the Patch Dump switch On?
If the Patch Dump switch is On, Patch changes will
be slightly slower. Normally vou will leave this switch
Off.
{(orpage 107)

M MIDI data from a sequencer is not received correctly
(Ols the Rx channel of each Part set correctly ?
Check these settings in the sub-display of Sound Patch
mode,
(orpage 122)

(OAre the key range and velocity range of each Part set
correctly ?

(o page 95}

(OlIs the voice reserve function set appropriately ?
(o page 117)
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3. Operation Map

3. Operation Map

T [<IcURSOR
| cusoR(=]
—
«— [EXiT]

o [CHORDT
v [|]PART[>]

“a (PART 1—8)

(B1—DT}

B Edit Mode
Master Tune
Effect
LCD
Setup
Common
MIDI » Keyboard
Sound
Name
MID!
Keyboard Patch Velocity
Key Transpose
Performance
Chord 1/2 ¢
Arpeggio
[EDTT | Name
Chord = ¢
one
Name
EﬁBCt N chOﬂJS
Reverb
Control
Sound Patch Timbre
! Veice Reserve
Part
MIDI
Qutput
Rhythm Part
Name %
Tone
Timbre Level
Pitch
Vibrato
Name
Bender
hm S Tone
Rivim Set Inst Level
Pitch |
Qutput
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3. Operation Map

M Data Mode
T [=]CURSOR
l CURSOR[]
-~ {ENTER
o
Kybd o Ly g .=
Chord & M birite+Ren (donly)
- Sound R =
Write - Exchanas

Timbre & o Copa
Rhythm & ¥ Copd+Rern (konly) |

Saue a0

Save — Load Exchare &4
Levad <2
DATA
Temp
Bulk Internal e [ EIL R D ]
RAM Card
U Initialized p— [ Thitiglize]
t MIDI Monitor f— [ Maritor ]

Execute : [ENTER]— VALUE[A]
Quit :

L ~ar g



4. Parameter List

4. Parameter List

M Setup
Parameter Group Parameter Setting Range
M.Tune Master Tuning 427.4—452.9 Hz
Chorus Switch Off, On
Effect Reverb Switch Off, On
LCD LCD Contrast 0—18
Local Controt Off, On
Device ID 1—32
Common o Dump Switch Off, On
Rx Exclusive Switch Off, On
Rx Control Channel 118, Off
Tx Setup Channel 1—186
MIDI Tx Control Change Switch Off, On
Kybd Tx Program Change Switch Off, On
Tx Channel Aftertouch Switch Off, On
Tx Active Sensing Switch Off, On
Rx Control Channel 1—186, Off
Sound Rx Timbre Change Switch Off, On
H Keyboard Patch
Parameter Group Parameter Setting Range
Name Keyboard Patch Name (12 Characters) :e;ea;e; ;-&Z la{-;z (0;9{‘} /[ +} *_.';':ib
Tx Channel 1—18, Set
Tx Arpeggic Channel 1—186, Set, Tx
Tx Control Channel 1186, Set, Tx
Tx Program Change Number 1128, P.N, Off
Channel Tx Ch, Tx Gt Ch
MIDI EXT Control I eomtrol Number 0—5. 7—31, 64—95, Off
C1 Gantral Channel Tx Ch, Tx Ctrt Ch
Contro! Number 0—B5, 7--31, 64-—85, Off
2 Control Channel Tx Ch, Tx Ctrl Ch
Control Number 0—5, 7—31, 6495, Off
Offset 1—127
Velo sttty 0—127
Trans & | Key Transpose —-36—+ 36
Chord Set Select 1—8
Perform Chorda | Chord (1/2) Key Offsat 011
Retrigger Mode Off, Low, Hi
Arpeggio Type Up, Down, Up & Down, Random
Arpe b o Fete 0—127

& : Can be turned on/off by panel buttons, and memorized.



4, Parameter List

Il Sound Patch

T T ee———————— s ————

Parameter Group

Parameter

Setting Range

(space) A~Z a~z O~8 - / + ¢ 1;

Name Sound Patch Name (12 Characters) ST ESEE ) (D () [T.7H
Chorus/ Flanger Type g:; :rgl.lesr:l.sﬁgc:u;z;a:%horus.
Cutput Mode Pre Rav, Post Rev
Chorus/ Flanger Level ¥ 0—31
Chorus 1y Time | 0—3f
Chorus/ Flanger Rate ¢ 0—31
Effect Chorus/ Flanger Depth 0—31
Feedback ¥ = 31—+ 31
Reverb/Delay Type ggﬁer?‘;)elai 2:225 2Delay
Reverb | Reverb/Delay Time 0—3
Reverb/ Delay Level ¥ 0—31
Feadback ¥ 0—31
Prm Control Number 0—8, 7—31, 64—85, Off
Parameter Selact See * 1
Contro! Number 0—5, 7—31, 6405, Off
Cerl Prm2 Parameter Select Ses %1
Prn3 Control Number 0-5, 7—31, 64—95, Off
Parameter Select Ses * 1
Timbre | Timbre Select A11—AB8, B11—H888
V.Rsv Voice Reserve 0—30 See %2
Rx Channel 1—18, Off
Key Range C1—GS
Velocity Range 1—127
Parti1 —B6 MID Rx Volume Switch Off, On
Rx Pan Switch Off, On
Rx Hold Switch Off, On
QOutput Assign Dry, Rev, Cho, Dir
Output | Part Leval 0—127
Pan T>—><—<7 Rnd
Rhythm Set Select 1—4
Voice Resarve 0—30
Rx Channel 1—18, Off
R.Part Part Level 0—127
Level Boost Switch Off, On
Rx Volume Switch Off, On
Rx Hold Switch Off, On

*1 Parameters (Sound Patch, Timbre) indicated by % can be controlled.
%2 Voice reserve settings for Parts 1—6 and the Rhythm Part must total 30 or less.
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4, Parameter List

L e T e ———————————]
B Timbre

Parameter Group

Parameter

Setting Range

(space) A-Z a-z 0-9-/+%., :;=

Name Timbre Name (12 Characters) L E$K8" OO {1012 b
Tone Tone Select L 1—31 - 1—128
Timbre Level W 0—127
Velocity Sensitivity -7—+7
Channel Aftertouch Sensitivity - T—+7
Level Env Attack Rate W -7—+7
Env Decay Rate ¥ -T—+7
Env Sustain Level ¥ o+ T
Env Release Rate ¥ -7T—+7
Pitch Shift Coarse - 24—+ 24
Pitch Shift Fine - 50—+ 50
Bender Range (Bend Down) - 36, — 24, ~12—0
Bender Range (Bend Up) 0—12
Pitch Channel Aftertouch Sensitivity -~ 36, —24, ~12—+12
Polyphonic Aftertouch Sensitivity —-36 —-24 —-12—+12
Auto Bend Dapth ¥ - 36, —24, —12—+12
Auto Bend Rate ¢ 0—15
Detune Depth ¥ 0—15
Rate ¥ 0—63
: Tri \Sine, Square, Sawlp, SawDwn,
Wavatorm ¥ Trill1, Tr;azq Randm —4
Depth @ 0—15
Vib Delay Time ¥ 0—156
Rise Time W 0—15
Modulation Lever Depth ¥ 0—15
Channel Aftertouch Sensitivity 0—15
Polyphonic Aftertouch Sensitivity 0—15

¥ : Thase parameters can be controlied using Control Change data. In the Sound Patch, specify the parameters
you want to control.
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4. Parameter List

e et et et 18— —ALAALLr e —t o LA
M

B Rhythm Set

Paramater Group Parameter Setting Range
Name Rhythm Set Name (12 Characters) ey e A
Bender Range (Bend Down) — 36, -24 -~12—+0
Bender Bender Range (Bend Up) 0—12
Tone Select Ll 1-—-31 - 1—128
Tone | Source Key C1—G9
Mute Off, B1—D7
Level 0—31
Velocity Sensitivity -7+ 7
Ernv Mode Sustain, No Sustain
Level Env Attack Rate -T7—+7
Env Decay Rate - T+7T
Env Release Rate el el Y 4
Inst Pitch Shift Coarse ~36, — 24, — 12—+ 12
B1—D7) Pitch Shift Fine Z50— + 50
Channel Aftertouch Sensitivity - 36, —24, —-12—+12
. Polyphonic Aftertouch Sensitivity — 36, — 24, —12—+12
Piteh ok Fandomize 0—15
Auto Bend Depth ~36, —24, - 12~—+12
Auto Bend Rate 0—15
Detune Dapth 0—15
Qutput Assign Dry, Rev, Cho, Dir
Output Pan T>-><= <7, Rnd
H Chord Set

Parameter Group

Parameter

Setting Range

(space} A-Za-z0-8-/+%_, :;

Name Chord Set Name (12 Characters) SUESKE ()OO (Y[ _7h
© 'é‘;fe_ B) Cherd (Up to 8 notes) A chord played on the keyboard
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B. Factory Setting

5. Factory Setting

# Sound Patch

{ ) :Timbre number

BANK 1 BANK 2 BANK 3 BANK 4 BANK 5 BANK 6 BANK 7 BANK 8
Piano, Mallet Guitar, Organ Strings, Choir Bass Wind D - Sound Pad&Solo Sound Effect
Acoust Piana A.Guitar Strings Slap Bass Soft Trumpet Fantasia Endymion Native Dance
l (A1) 4 (A23) 31 (A36) 4 {A46) 31 (A58) 61 (B11) 7 {B31,B32) 81 (B52, B53, B54,
BS5, BS6)
Chorus Piano E.Guitar Syn.Strings FlangingSlap Trombone Calliope Prelusion Percs Hit
12 (A13) z (A24) 32 (A37) 42 (A7) 52 {A61) 62 (B12, B13) 72 (B33, B34) 82 (B57, B58, B61)
E.Piano Heavy Guitar JPB.Strings FingeredBass _BrassSection Soundtrack Jupiters Velo Combi
13 (A14) B (A25) 33 (A38) 4 {A48) 33 (A62) 63 (B14, B15, B16) 7 (B33, B36) 83 {ALL, Ad2, A34)
Bright EP E.Organ 1 Choir FretlessBass Saxophone ‘Atmosphere Selene Split Cambi
14 (A16) 2 (A26) 4 {A41) 441 (A52) 4 (A63) 64 (B17, B18) ™ (B37, B38) 84 (B88, A18, A33,
A61, A78, ABT}
Vibraphone E.Organ 3 Syn.Vox 1 Acoust Bass JP8.Brass Future Pad Sacred Tree Rotor Craft
15 (A1) = (AZT) 3 (A42) 45 {AS33, Adf) 33 {A64, ABS) 65 {(B21, B22) E (B41,B42) 85 {B62, B63, B64)
Marimba E.Organ7 Syn.Vox 2 Synth Bass 5 Power Brass Pomona Macho Lead Emergency
16 {A18) % {A31) 36 (A43) 46 (A55) 36 (AG6, A67) 66 (B23, B24) 76 (B43, B44) 86 (B65, B66, B67,
B68, B71)
Beli E.Organ 9 Syn.Choir 1 Synth Bass 6 Flute Melodigan Lunar Lead Deepsea
i
17 (A21) z (A32) 37 {A44) 47 (AS56) 57 (A71) 67 (B25, B26) 7 (B45, B46) 87 (B72, B73, B74)
Fanta Bell Mad Organ Syn.Choir 2 Synth Bass 7 Shakuhachi Photogene HarmoniclLead| Catastrophe
18 28 38 48 58 68 78 88
(AZ2) {A33) {A45) (AST) (A72) (B27, B28) (B47, B48, B51) (B75, B76, B77,
B78, BS1)
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5. Factory Setting

M Timbre ( ) :Tone number
-BANK 1 BANK 2 BANK 3 BANK 4 BANK 5 BANK 6 BANK 7 BANK 8
1 A.Plano 2 21 Bell 31 E.Organ7 4 Choir 3 51 Picked 1 61 TP /TRB 1 71 Fiute 1 81 Pulsewave1
(1-002) {1-022) (1-076) {1-064) {1-049) {1-083) {1-692) {I-116)
12 A.Piano 4 2 _nm:.ﬁ Bell 22 E.Organ 9 42 Syn.Vox 1 52 Fretless 2 62 Brass 1 72 Shaku 1 83 Pulsewave?2
(1-004) (1-112) {1-078) (1-099) (1-052) {1-091) (1-093) {1-117)
13 A.Piano 10 23 A.Guitar 1 33 A.0rgan 2 43 Syn.Vox 2 53 Ac.Bass 63 Sax 1 7 Bel] Pad 83 Pulsewaved
(1-010) {1-024) {1-080) {1-100) (1-053) (1-087) {1-096) (-118)
w. 14 E.Plano 1 2% E.Guitar 1 34 Strings 1 a4 Syn.Choir s4 Syn.Bass 4 64 Synth Brs 1 74 Breath Vox 84 Saw Wave 1
2 {1-011) {1-029) (1-066) (1-097) {1-057) {1-105) {1-098) (I-119)
M 15 E.Piano 5 25 Heavy Guitar 35 Strings 3 45 Syn.Choir 2 s5 Syn.Bass 5 65 Synth Brs 2 75 Pizzagogo 85 Saw Wave 2
{1-015) (1-033) {1-068) {1-012) (1-058) {1-104) (1-111) {1-120)
16 Bright EP % E.Organ 1 6 String Pad 2 4% Slap 1 56 Syn.Bass 6 66 PowerBrass 1 76 Spect Bell 86 Metal
(1-M7) (1-070) {I-109) {1-035) {1-059) (i-104) {I-113) (1-122)
17 Vib 1 27 E.Organ 3 37 JP.Strings & Slap 7 57 Syn.Bass 7 67 PowerBrass 2 7 Bell Drum 87 SingingPiano
{1-018) {1-072) (1-110) (1-041) (1-060) (-164) (I-114) {1-005)
18 Marimba 28 E.Organs 38 Choir 1 48 Fingered 1 58 Soft TP 1 68 JP.Brass 2 78 Synth Harp 88 Syn.Marimba
{1-023) {1-074) (1-062) (1-047) (1-081) {1-106) (1-115) (1-023)
1 Fantasia 21 Future 1 31 Endymion 1 41 Sacrad 1 51 Harmonic 3 61 Percs Hit 3 71 Emergency 5 81 Catastrophes
{1-095) (i-100) (I-116) {1-110) (1-115) {I-124) {1-125) {1-068)
12 Calliope 1 22 Future 2 32 Endymion 2 &2 Sacred 2 52 Native 1 62 Rotor 1 7 Deep 1 82 Pizz
(1-102) (1-012) {1-110) (1-099) (1-125) (1-122) (1-127) (1-121)
13 Calliops 2 73 Pomona 1 33 Prelusion 1 43 Macho 1 53 Native 2 63 Rotor 2 73 Deep 2 83 Breath
{1-125) {1-115) (1-099} {1-119) (1-027) (1-024) {I-113) {I-123)
m. 14 Soundtrack 1 2 Pomona 2 34 Prelusion 2 " Macho 2 54 Native 3 64 Hotor 3 74 Deep 3 84 Nails
] (I-118) {1-118) {1-096) {I-119) (1-127) (1-112) {I-114) (i-124)
M is Soundtrack 2 25 Melodigan 1 35 JP8.Brass 45 Lunar 1 55 Native 4 65 Emergency 1 75 Catastrophet 85 Spectrum 1
{1-118) (1-126) {1-105) {I-116) (1-126) {£-120) {1-115) (1-125)
16 Soundtrack 3 26 Melodigan 2 36 JP8.Strings 46 Lunar 2 56 Native 5 66 Emergency 2 76 Catastrophe2 86 Spectrum 2
{1-118) {1-018) (1-110) (1-116) {I-126) {1-120) (I-115) (1-126)
17 Atmosphere 1 27 Photogene 1 37 Selene 1 47 Harmonlc 1 57 Percs Hit 1 67 Emergency 3 77 Catastrophe3 87 N.Dance
{I-026) (1-015) {1-100) {I-116) (-122) {1-125) {1-125) {I-127)
18 Atmosphere 2 28 Photogene 2 18 Selene 2 48 Harmonic 2 58 Percs Hit 2 68 Emergency 4 73 Catastrophe4 88 Drums
{1-107) {1-012) {1-126) {1-118) ({1-023) (1-125) {1-099) (i-128)
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5. Factory Setting

N Rhythm Set
# 1 : Standard Set

Qutput #1: Standard Set
instrument Pan g::?:: A standard drum set.
2 e el
[ 36 S5 Lirum Ty
n Rim_Shot >< Rev .
38 nare_Drum_1 >< Rev #2: Dry Set
40 ;";Z :'23 The output assign of drums for all keys
om Tt_larn 1 5 62 qev is “Dry” (no effect).
< ™
[om_Jom 2 §>2 av
5 < v
Mid Tom Tom 1 > < Rev .
aggnTH.H 1} 5 * : 3 :ev # 3 : Electric Set
id Tom Tom av
9 [ 48 | Hi Tr?rré Toblgl‘i <g av A drum set with mainly electric toms
LIras Vi) < av
M Tom Tom 2 4<4 ;ev and gated snare drums.
> av
6> Rev
4> Rev
x| 4> | Rev #4: FX Set
> < Rav
i; e: A drum set with mainly sound effects.
> < av
4> Rev
Q | <4 Rav
g <g Rav
2> ay
| 2> Rav
| 4> Rav
< 2 ay
<4 ey
4> Rev
wl 4> Rev
2> Rev
fl <2 ™
| 2> av
0Q Lona_ Whistle %’ 2> Rev
o Vibra — Sla X j S qev
5 oy etremmseessresssmssmeseemsssesmsssmssesseesreErEETRAEEETERERTRTES
*ﬁ 6> 5 v
> < av )
-kg >< Rev % : Mute Setting
asta w| <4 eV
¥:| ai:rtf;‘ Tom 2 x ;3 :g‘\: Key Instrument Mute
Hi_pitch Tom 1 <5 Ray F#2 42 Closed HH 1 Af#2
e B A G#2 (44 | Open HH 2 | A#2
< Bass Drum 3 > < Dry
& | 84 Bass Drum 4 52 Drv A#2 (46) Open HH 1 G#2
86 nare grum 4 > < Rev ES (76) Guiro 2 F8
B nare Drum 5 > v .
88 nare Drum 3 > & Rav FS (77) Glﬂro 1 ES
89 Low Tom Tom 3 4> Rav
Closed HH 2 <2 Rev
g1 Mid T%r\r; 'I'o;'n 3 2121 Ray
China_Cymbai ay
> ;d;- O&J&l{l 2 i; qa¥ ¥ : PCM card tones are assigned to these
85 Native_Drum — 1 g <4 ay keys. A PCM card (SN-U110-02)
Q Native_Drum = 2 <2 oV must beinserted. (Common to all
| % Native Drum — ] >< Rav Rh Sets 1—4)
1272 Ny coemw————— > ay Ythm ts .
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5. Factory Setting

M Chord Set
c c# D D# E F Fi G G# A A% B

- Diat ]D : kkzé %i}! F|;%

Cmal? D maj7 Dm7? Emaj7 Em7 Fran]7 G'mal7 <1 Armaj7 Am? B naj7 Bm7-%
{C*majT) (D* maj7) (F*majT) (A* ma]7)

#2, Su?)ended 4th

|
I P
w—p -

& 1 -

- & & oy

w
Catigd Cfausd Dsusd D*sus4d Esus4 Feusd F*eusd Gsusd G* susd Asusd B*ausd Baus4
(A*susd)

#3. Minor 7 b
/) :

r -
fo Wi
YV T

Cm7 C*m7 Dm7 B*m7 Em7 Fm7 F*m7 Gm7 G*m? Am7 B'mT Bm7

i
mile

f ; —— =

e ﬂv_‘_cw_._mti
- S— 1 — o i ————

9:1"!:#:! e e =~ - ; .

) < s v fw & F %

#5. Diatonic 3rd

Cdim C*dim Didim $* dim Edim Fim F*ciim Gdim G dim Adim AYdim Bdim
#7. Ethnic
s -
I3
i ] -9 - —
LG5 ) T — — S X — A —

J & T e

#8. Reverse
I/

bt
S e e

4]




6. Preset Tone List

6. Preset Tone List
No. | Tone Name | Tone Type Remarks
Piano
1 APIANO 1 V= MIX Soft
2 | APIANO 2 VvV~ MIX
3 APIANC 3 V- MIX Bright
4 A.PIANC 4 V- MIX Hanky-tonk
5 APIANO B SINGLE Soft
6 APIANC 6 DETUNE Soft
7 APIANO 7 SINGLE Hard
8 APIAND 8 DETUNE Hard
8 | APIAND 9 SINGLE Hard and bright
10 | APIAND 10 DETUNE Hard and bright
11 EPIANC 1 V— MIX Soft + hard
12 EPIANO 2 SINGLE Soft
13 E.PIANDO 3 DETUNE Soft
14 | EPIANC 4 SINGLE Hard
15 | EPIANO 5 DETUNE Hard
16 BRIGHT EP1 SINGLE
17 BRIGHT EP2 DETUNE
Vibraphone
18 | VIB 1 SINGLE Soft
19 | VIB 2 DETUNE Soft
20 | VIB 3 V —~ MIX Soft + hard
Ball
21 BELL 1 SINGLE Long daecay
22 { BELL 2 DETUNE Long dacay
Marimba
23 | MARIMBA | SINGLE
Guitar
24 | AGUITAR 1 SINGLE
25 1 AGUITAR 2 DETUNE
26 | AGUITAR 3 DUAL
27 | AGUITAR 4 DUAL Added lower octave
28 | AGUITAR 5 V- SW Slow attack/fast attack (v=100)
29 | EEGUITAR 1 V- SW Muted/unmuted (v = 100)
30 | EGUITAR 2 SINGLE Muted
K§] E.GUITAR 3 SINGLE
32 | EGUITAR 4 DETUNE
33 HEAVY.EG 1 SINGLE Combination fifths
34 | HEAVY.EG 2 DETUNE Combination fifths
Bass .
35 | SLAP 1 SINGLE Thumped, pulled, harmonics (E2, F # 4)
36 | SLAP 2 DETUNE Thumped, pulled, harmonics (E2, F # 4)
37 | SLAP 3 SINGLE Thumped, pulled, harmonics (B2, F # 4)
a8 | SLAP 4 DETUNE Thumped, pulled, harmonics (B2, F # 4)
39 | SLAP B vV~ SW Thumped/ pulled (v = 100}, harmonics (F # 4)
40 | SLAP 8 V- SW Slow attack/fast attack (v=100), harmonics (F # 4)
41 SLAP 7 SINGLE Thumped, pulled, harmonics (B2, C#4)
42 | SLAP 8 DETUNE Thumped, pulled, harmonics (B2, C#4)
43 | SLAP 9 SINGLE Thumped, pulled, harmonics (B2, C # 4)
44 | SLAP 10 DETUNE Thumped, pulled, harmonics (B2, C # 4)
45 | SLAP 11 V- 5W Thumped/ puiled {v = 100), harmonics (C# 4
46 | SLAP 12 V — SW Slow attack/fast attack (v= 100), harmonics (C# 4)
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B. Preset Tone List

m

No. | Tone Name | Tone Type | Remarks
Bass

47 | FINGERED 1 SINGLE Fingered, harmonics (C # 5)
48 ! FINGERED 2 DETUNE Fingered, harmonics (C # 5)
49 | PICKED 1 SINGLE

50 | PICKED 2 DETUNE

51 | FRETLESS 1 SINGLE Fretless, harmonics (D # 6)
52 | FRETLESS 2 DETUNE Fretless, harmonics (D # 6)
53 | AC.BASS V- MIX Addad fret noise

54 ] SYN.BASS 1 V= MIX Soft + hard

BS | SYN.BASS 2 SINGLE Soft

56 | SYN.BASS 3 SINGLE Hard

57 | SYN.BASS 4 SINGLE

58 | SYN.BASS 5 SINGLE

59 | SYN.BASS 6 SINGLE

B0 | SYN.BASS 7 SINGLE

61 | SYN.BASS 8 Vv~ MIX

Chaoir

62 | CHOIR 1 SINGLE Long decay

63 | CHOIR 2 SINGLE Short decay

64 | CHOIR 3 DUAL. Long decay, added lower octave
65 | CHOIR 4 DUAL Short decay, added lower octave
Strings

66 | STRINGS 1 SINGLE Long decay

67 | STRINGS 2 SINGLE Short decay

68 | STRINGS 3 DUAL Long decay, added lower octave
69 | STRINGS 4 DUAL Short decay, added lower octave
Organ

70 E.ORGAN 1 SINGLE

71 E.ORGAN 2 DETUNE

T2 E.ORGAN 3 SINGLE

73 E.ORGAN 4 DETUNE

74 E.ORGAN 5 SINGLE

78 E.ORGAN 6 DETUNE

78 E.ORGAN 7 SINGLE

77 E.ORGAN 8 DETUNE

78 E.ORGAN & DUAL

79 R.ORGAN 1 DUAL

80 R.ORGAN 2 DUAL

Wind

a1 SOFT TP 1t SINGLE

82 SOFT TP 2 DETUNE

83 TP/TRB 1 SINGLE

84 TP/TRB 2 SINGLE Soft

85 TP/TRB 3 SINGLE Bright

86 SAX 1 SINGLE

a7 SAX 2 SINGLE Soft

88 SAX 3 SINGLE Bright

89 SAX 4 DETUNE

a0 SAX B DUAL Added lower octave

a1 BRASS 1 SINGLE

92 FLUTE 1 SINGLE

a3 SHAKU 1 SINGLE

84 SHAKU 2 DETUNE




6. Preset Tone list
%

No. | Tone Name ] Tone Type [ Remarks
Synthesizer
95 | FANTASIA DUAL
a6 BELL PAD DUAL
a7 | SYN CHOIR SINGLE
o8 BREATH VOX DUAL
89 | SYNVOX 1 SINGLE
100 | SYNVOX 2 SINGLE
101 | L.CALLIOPE DUAL
102 | CALLIOPE SINGLE
103 | METAL HIT DUAL
104 | RICH BRASS SINGLE
106 | JP.BRASS 1 SINGLE
106 | JP.BRASS 2 SINGLE
107 | BRASTRINGS DUAL
108 | STRINGPAD1 SINGLE
109 | STRINGPADZ2 DUAL
110 | JP.STRINGS SINGLE
111 | PIZZAGOGO DUAL
112 | FANTA BELL SINGL.E
113 | SPECT BELL DUAL
114 | BELL DRUM DUAL
115 | SYNTH HARP SINGLE
116 | PULSEWAVE1 SINGLE
117 | PULSEWAVEZ SINGLE
118 | PULSEWAVE3 SINGLE
119 | SAW WAVE 1 SINGLE
120 | SAW WAVE 2 SINGLE
121 | PIZZ SINGLE
122 | METAL SINGLE
123 | BREATH SINGLE
124 | NAILS SINGLE
125 | SPECTRUM 1 SINGLE
126 | SPECTRUM 2 SINGLE
127 | N.DANCE SINGLE
Drums
128 | DRUMS | SINGLE | Refer 1o the drums list

#* (note name) = split point (v= )= velocity threshold
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B. Preset Tone List

@®Drums List

el

€3

SO

93

LD

Tone Name

35

Bass Drum 1
Bass Drum

Bass Drum 2|
36 Rim Shot
38 i nare_Drum 1

and Clap
40 Lnre Drum 2

Hi

n-_Hi
Middle om Tom 2

h Tom Tom 1
h C

o g o o B ] o

asa

o oy o ) 3

i

gh Pitch Tom Tom 2

h Pitch Tom Tom_ 1

tigh Hat 2

Middie Tom Tom 3

China_Cymbal

High_Tom Tom 3

ide Cymbal
Off_

1RQ



7. initialized Settings

7. Initialized Settings

For the initialization procedure, see page 147.

M Setup H Sound Patch
Paramater Parameter Value Parameter Parameter Value
Group Group
M.Tune Master Tune 440.0 Hz - Name Sound Patch Name | Acoust Piano
Chorus Sw On Cutput Mods Pre Rev
Effect
Reverb Sw On Chorus Level 25
LCD LCD Contrast -10 Chorus Type Chorus1
Local Control On Chorus | Delay Time 12
SysEx Device ID 17 Chorus Rate 25
Common g
SysEx Patch Dump Sw Off £ Chorus Depth 5
RAx SysEx Off “ | Feedback o]
Rx Control Ch Off Reverb Type Halft
o Tx Setup Ch 1 Reverb Time 0
= Reverb
= Kvbd Tx Control Change Sw On Reverb Leval 6
Y Tx Program Change Sw On Delay FB 0
Tx Ch Aftertouch Sw On Prm Ctrl # Off
e
Tx Active Sensing Sw On ™ Parametar Timbre Level
Rx Control Ch 18 Ctrl # Off
Sound - d Ctrt Prm2 -
Rx Timbre Change Sw Off Parameter Timbre Level
Prm3 Ctrl # Off
r
I Keyboard Patch Parameter | Timbre Level
PaGramater Parameter Value Timbre | Timbre # A1l
roup V.Rsv | Voice Reserve 0
Name Keyboard Patch Name Standard 1(Parts 2—6
Tx Ch Set Rx Ch are OFf)
Tx Arpeggio Ch Tx Key Range c1 - GO
Mol L Centrol Ch Tx ‘f MIDI | Velocity Range 1 - 127
Tx Program Change # P.N =l Rx Volume On
Ch Tx Ch &
EXT, C1, C2 . e Rx Pan On
Curl # Off Rx Hold On
Vato Offset 1 Qutput Assign Rav
Sensitivity 127 o Part Level 12
Trans % | Key Transpose -12 utout > <(Partg 2—
Chord Set# | 1 Pan 6 omitted)
e Chord 1 | Key Offset 0 Rhythm Set # 1
% Chard % Retrigger Mode | Hi Voice Reserve 0
a. Chord Set # 2 Rx Ch 10
Chord 2 | Key Offsat 0 RPart | Part Level 127
Retrigger Mode { Hi Level Boost Off
Arpek Arpeggio Type Up & Down Rx Volume On
Arpeggio Rate 100 Rx Hold on
% : These functions are turned Off.




7. Initialized Settings

Bl Timbre B Rhythm Set
Paéamater Paramater Value Parameter Value
roup Rhythm Set Name Standard Set
Name Timbre Name A.Piano 2 Bender Range (Down) -12
Tone Tone # I-2 Bendar Range (Up) 12
Timbre Level 127
Velocity Sensitivity +7 Inst B1—D7
Ch Aftertouch Sens 4] Tone # : Name
Level Env Attack Rate 0 Source Key Refer .to
following table
Env Decay Rate 0 Mute
Env Sustain Level 0 Inst Level 31
Env Release Rats 0 Valogity Sensitivity +7
Pitch Shift Coarse 0 Env Mode No Sustain -
Pitch Shift Fine 0 Env Attack Rate o
Bender Range (Down) -2 Env Decay Rate QG3is +2)
Bender Range (Up) 2 Env Release Rate 10
Pitch Ch Aftertouch Sens o] Pitch Shift Coarse 1 0(G3 is 12
Poly Aftertouch Sens 0 Pitch Shift Fine 0 -
Auto Bend Depth 0 Ch Aftertouch Sens ]
Auto Bend Rate 15 Poly Aftertouch Sens c
Datune Depth 5 Pitch Randomize ]
Rate 50 Auto Bend Depth 0
Waveform Tri Autc Bend Rate 0
Depth 0 Datune Depth 0
Vib Delay Time c Qutput Assign Refer to
Rise Time 0 Pan following table
Modulation Dapth 8
Ch Aftertouch Sens 0
Poly Aftertouch Sens 0
M Chord Set

C €4 D D¢ E F Ft G

;E—iﬁiﬁiéﬁ

G# A At B
Chord[1} Diatonic

====0

CmajiT D*mej7 D7
{C*majT)

Bm7-*

£ maj? Em
{D*majT)

FmajT G maj?

(F* maj?)

Amajl Am7 B*maiT

(A" majT)

Chord{%] Suspended 4th

- L a
v "§w ® fo
Cous4 C*susd Dsus4 D*susd Esusd Fausd Fsued Gausd G'susd Asusd B'susd Bsus4
(A" susd)
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7. initialized Settings

. T A
Inst
Tone
Tone # : Name Source Ksy Murte
[ 35 =128 : DRUMS B 1 _: Bass Drum 1 off
R ::5 ~J25- PEOMs ' 8%22: RS < o
- : DR :_Rim Shot of
38 —:Eﬁ: g;im§ g 2: anarde Dirum 1 oft
— 128 g : _Han 8 of
40 — 128 : DRUMS . Snare Drum 2 off
41 i 1— 128 : DRUMS F 2 : Low Tom Tom 1 off
—128 . DRUMS #2: Closed HH 1 A#2
43 =128 ;. DRUMS G 2 ; Low Tom Jom 2 off
— 128 : DRUMS G#2: Open HH 2 A#2
45 —:EB: gﬁ_ &g 2#22: gid Tﬂn;l ‘I;om 7 Gofz
— 128 : DRU : Open H.
a7 —128: D g:,-wg Bg : '{ia:l_TomTTom12 off
[ — 128 : DRU [o H om_Tom off
w ;g -:2§§: g: V'_SS CHI: :.{['agrh C\fTr'g:!'.val2 off
— 328 : DRU : H Tom Tom ot
— 128 : DRUMS D # 3" Ride Cymbal of 4>
52 —‘gg. g;gzg %,% : ghina( Cym)bal off 8>
-1 : : Cup (muts off 4>
o AN e
— ' C : Splash_Cymba off ><
=128 DRUMS | G#3: Cowbell of 2>
57 — 128 : DRUMS A : Crash _Cymbal off <2
50 =128 . DRUMS A#3: Snare Drum 3 off > <
] —‘232: 52_0&&52 %E : ?33 Cymbal of'f 4::1
= 002: L ;_Bongo — H o <
8 —002: LATIN 2 CHF4: on‘go—_ of <2
2— : LATIN 2 D 4 . Conga (muta) off >
g—~ : _ﬁ" % [E)#4: (Qonga—-"-l off ?l>
- 002: L : Conga—L off >
g-—.ag: :R N % IE#4' maa:a—-l off <D
-~ 02: [ :_Timbale — L off <4
2-002: LATIN 2 G 4 : Agogo — off 4>
2-002: LATIN 2 G#4: Agogo~ L off 47>
—128: DRUMS A 4" Cabasa off 2>
2 - 002; LATIN 2 A #4: Maracas off <2
~002: LATIN 2 B 4 . Short Whistle of 2>
Q| 72 2—002: LATIN 2 C5 : Lono Whistle off 2>
o 2-002; LATIN 2 C#5 : Vibra — Siap off 4>
T4 2 : LATIN 2 5 : Bell Tree off 4>
7 2—-002; LATIN 2 D#5: Claves of 6>
6 = g: Ggﬁg A#4. g%m.;e =2 ><
- : F B : Guro F ><
L B —002: LATIN 2 F#5 : Castansts ofi <4
T9 1—128 : DRUMS G5 : Hi Pich Tom 2 off <2
80 2002 LATIN 2 G #5; Trangle off ><
81 =128 : DRUMS A5 : Hi pitch Tom 1 off <B
5 R T UR L R T S R
2 —002: L : Jingle off <
=38 PV - 128 : DRLIMS C B8 : Bass Drum 3 of]
9 — 128 : DRUMS C#6: Bass Drum of
86 =128 ; DRUMS D 6 : Snare Drum 4 of
88 —:23: g~ &_g ?%6: gnare Dﬂrumg of
~128 . DR 3 : Snare Drum off
g9 T 1=128: DRUMS F 6 : Low Tom Tom 3 ofi
- <128+ DR l’\lg -#66: ‘%se_F H.Hr2 5 off
=128 : DR G :Mid Tom Tom off
~ 128 : DRUMS G#6: China Cymbal of]
93 =123 BoUNe ¥ LT E———
— 128 : T R v o
95 2—002: LATIN 2 B 6 : Native Drum —1 of
o 2 —002; LATIN 2 C 7 : Native Drum — 2 of]
~ % 2-002: LATIN 2 3#77: Native Drum — 3 off
= : DRUMS D 7 : wwe=w-—cToI2°0 o
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8. Blank Charts

8. Blank Charts

Date
H Setup B Rhythm Set #: Name:
M.Tune Master Tune Hz Bender (Down)
Effct Chorus Off On Bender (Up)
Reverb Off On Inst# :
LCD LCD Contrast Tone # : Name -
L.ocal Control Source Key
Common SysEx Device D Muts
SysEx Patch Dump Of On Level
Rx SysEx Off On Velocity
Rx Control Ch Env Mode
a Tx Setup Ch Env Attack
= Kybd Tx Control Change O# On Env Decay
Tx Program Change Off On Env Release
Tx Ch Aftertouch Off On Pitch Coarse
Tx Active Sansing Off On Pitch Fine
Rx Control Ch Ch Aftertouch
Sound I Timbre Change off  On Poly Aftertouch
Pitch Random
A, Bend Depth
A. Boend Rate
Detune Depth
Qutput Assign
Pan
B Keybord Patch #: Name :
Tx Ch Offsst
- Velo
Tx Arpeggio Ch Sensitivity
Tx Control Ch Trans | Key Transpose
Tx Program Change # Chord Set #
MIDI EXT Gl o E Chord 1 KBV.Offset
Ctrl # £ Retrigger
Ch &| Chord Chord Set #
C1 Ctr
Ctrl # Chord 2 | Key Offset
C2 Ol Ch . Retrigger
Ctrl # Arpe Type
Rate
Key Transpose Of On
Chord 1 2
Arpaggio CH On
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8. Blank Charts

-Date

M Sound Patch # : Name :

Type
Output Mode
Level

Chorus Delay Time
Rate

Dapth
Feadback
Type

Time

Effect

Reverb
Level

Delay FB

Ctrl #
Parameter
Ctrl #
Parameter
Ctri ¢
Parameater

Prm1

Ctrl Prm2

Prm3

Part 1 2 3 4 B 5]
Timbre Timbre #
V.Rsv Voice Reserve
Rx Ch
Key Range - - - - - -
Velocity Range - - - - - -
Rx Volume Off, On Off, Cn Off, On Off, On Off, On Off, On
Rx Pan Off, On Off, On Off, On Off, On Off, On Off, On
Rx Hold Off, On Off, On Off, On Off, On Off, On Off, On
Qutput Assign

MIDI

Output Lovel

Pan

Rhythm Set #
Voice Reserve
Rx Ch
Rhythm Part | Level

Level Boost Off, On
Rx Volume Off, On
Rx Hoid Off, On
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8. Biank Charts

T ——————_——————_—

Detune Depth

Date
B Timbre # Name :
Tone # Pitch Cocarse Rate
Timbre Level Pitch Fine Waveform
Velocity Benider Range (Down} Depth
= Ch Aftertouch - Bender Range (Up) 2 Delay Time
§ Env Attack é Ch Aftertouch =1 Rise Time
Env Decay Poly Aftertouch Mod. Depth
Env Sustain A. Bend Depth Ch Aftertouch
Env Release A. Bend Rate Poly Aftertouch
Detuns Depth
M Timbre # : Name :
Tone # Pitch Coarse Rate
Timbre Lavel Pitch Fine Waveform
Velocity Bender Range (Down) Depth
= Ch Aftertouch - Bender Range (Up) o| Delay Time
& | Env_Attack g Ch Aftertouch “ [Rise Time
Env Decay Poly Aftertouch Mod. Depth
Env Sustain A. Bend Depth Ch Aftertouch
Env Release A, Bend Rate Poly Aftertouch
Detune Depth i
M Timbre # : Name :
Tone # Pitch Coarse Rate
Timbre Level Pitch Fine Waveform
Velocity Bender Range {Down) Depth
- Ch Aftertouch - Bender Range (Up) o/ Delay Time
E Env Attack é Ch Aftertouch ~ [ Rise Time
Env Decay Poly Aftertouch Mod, Dapth
Erv Sustain A. Bend Depth Ch Aftertouch
Env Release A. Bend Rate Poly Aftertouch




8. Blank Charts
e e S ——

Date

Name : Bender V¥ : A

Il Rhythm Set #:

Tone

Level

Pitch

Qutput

20

£D

8l

92

L3
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Tone # : Name

Source

Mute

Level

Velo

Coarse

Fine

Assign |

Pan

€
[++)

F -
o

-‘léi’
=1

~
N

il

-l
o

:

~J
w

o+
jurry

fui]
W

[2+]
[3,]

1l

o
¢+

:

o
-k

w
w

0
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w
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8. Blank Charts

%

Date

M Jump

BANK[1]: NUMBER[T]:
BANK[Z] NUMBER[Z]:
BANK[3] NUMBER[3]
BANK 4] NUMBER[Z]
BANK[E] NUMBER[5]
BANK[6] NUMBER[E]
BANK[7]: NUMBER[T]
BANK{8]: NUMBER[B]:




Roland Exclusive Messages
u[Data Format for Exclusive Messages|

Roland's MID! implementation uses the folipwing data format
for alt exclusive messages (type IV):

Byte Dascription
FOH Exclusive status
41H Manutfacturer 1D (Aoland)
DEV Device [©
MDL Maodel B
CMD Cammand ID
[8ODY] - Main data
FTH End of exclusive

# MIDI status: FOH, F7H
An exclusive message must be flanked by a pair of status
codes, steriing with a Manufacturer — ID immediately after FOH
(MIDI versiont.0).

# Manufacturer — ID : 41H
‘I'he Manutacturer — ID identifies the manufacturer of a MIDE
instrument that triggers an exciusive message. Value 41H
represents Roland’s Manufacturer — D,

# Device — ID: DEV
‘The Device — ID contains & unique value that identifies the
individual device in the multiple implementation of MIDI
instruments. it is usually set to 00H — OFH, a value smaller by
one than thal of & basic channel, but value 00H — 1FH may
be used for a device with multiple basic channels.

# Model —ID: MDL
The Modeti~ 1D contains a value that uniquely ldentifies one
model from ancther. Different models, however, may share an
identizal Model - D if they handle similar data

‘The Model ~ D format may condsin 00H in one or more places
to provide an extended date field. The following are examples
of valid Model — IDs, each representing a unique model:

014

ozH

08H

0CH, 01H

O0H, 02H
00H, 00H, 0I1H

# Command -~ 1D : CMD
The Command — ID indicates the funclion of an exclusive
message. The Command - ID format may contain 00H in one
ur rore places to provide an extended data fieid. The following
are examples of valld Command - IDs, each representing a
upigue function : )

OIH

02H

03H

0CH, 01H

DOH, 02B

QO0H, 0CH, 01H

# Main data: BODY
This field contains 8 message to be exchanged across an
interface. The exact data size and contents will vary with the
Model - 1D and Command ~ ID.

i Address — mapped Dats Transferi

Address mepping Is @ technique for transferring messages
conforming ic the date format given in Section 1. It Bssigns
a meres of memory — resident records — — waveform and tone
daty, switch status, and parameters, for example ~ ~ {0 specific
locations in & machine ~ dependent address space, thereby
aliowing access to data residing at the address a8 message
specifies,

Address — mapped data transfer is therefore independent of
models and data categories. This technigue allows use of two
different t{ransfer procedures : one - way transfer and
handshake transfer.

178

# One — way transfer procedure (See Section 3 for details.)
This procedure is suited for the transfer of a smail amount of
data. it sends out BN exciusive message completely independent
of a receiving device status.

Connection Dingram

Device {A) bevice (B}
MID N ] WD IN
M| OUT [=-~o===<] WDl OUT

Connection at point 2 is essentinl for “Request data”
procedures. {See Section 3.)

# Handshake — transfer procedure (See Section 4 for details.)
This procedure Initiates a predetermined transfer sequence
(handshaking) across the interfsce before data iransfer takes
place. Handshaking ensures that reliability and transfer speed
are high engugh o handle a large amount of data.

Connaction Diagram

Davice {A) Pevice (8)
i 1 M 1N
MIDF QT [ MIDI OUT

Connection at points 1 and 2 is essential.

Notes on the above two procedures
#®There are separate Command ~ [Ds for different Lransfer
procedures.
*Devices A and B cannot exchange dats unless ithey use the
same transfer procedure, share identical Device - 11} and Model
ID, and are ready for communication.

One — way Transfer Procadura|

This procedure sends oul data all the way until it stops and
is wsed when the messages are so short (hat answerbacks need
not be checked.

For long messages, however, the recefving device must acquire
ench message in time with the transfer sequence, which inserts
intervals of at least 20 milliseconds in between,

Types of Messages Massage Commang 1D
Request data 1 RO {11H)
Dats sat 1 o7 (12H)

# Request data #1: RQ1 (11H)
This message is sent out when there is 8 need to acquire data
from & device gt the other end of Lhe interface. H condains data
for the address and size that speclfy designelion and length,
respectively, of data required.
On receiving an RQ1 message, the remote device checks its
memory for the dats address and size thet salisfy the request.

1 it finds them and is rendy Jor communication, the device wilt
wansmit & *Data sel 1 (DT1)" message, which contains the
requested data, Otherwise, the device will send out nothing.

Byte Description
FoH Exclusive status
41H Marafacturar 1D (Roland)
DEvV Davice ID
MDL Model 1D
11H Commend 1D
azH Address MSB
i H
LS8
1 Size MSB
1 1
| i
5B
sum Chack sum
FTH End of exclusive




#*The size of the requested data does not indicate the number
of bytes that will make up a DT} message, but represents
the address fields where the requested data resides.

*Some models are subject to Hmitations in data format used
for o single transaction. Requested data, for example, may
have a limit in length or must be divided into predetermined
address fields before it is exchanged across the interface.

whe same number of byles comprises address and size data,
which, however, vary with the Model — ID.

*The error checking process uses a checksum that provides
a bit pattern where the least significant 7 bits are zero when
values for an address, size, and that checksum are summed.

# Data set 1: DT{ (12H)
This message cormesponds to the aciual data transfer process.
Because every byte in the date is assigned a unique address,
a PT1 message can convey the starting address of one or more
dats as well as a series of data formatted in an address —
dependent order,

The MIDI standards inhibil non - real time messages from
interrupting an exclusive one. This fact is inconvenient for the
devices that support 8 "soft — through™ mechanism. To maintain
compatibllity with such devices, Roland haes fimited the DT1 to
256 bLytes so that an excessively long message is sent out in
separate segments,

Byte Description
FOH Exclusive
41H Manufacturer 1D (Roland)
DEV Device ID
MDL Modal 1D
12H Commang 1D
asH Address MSB
i
LSB
ddH Date
H i
! |
BUtn Check sum
F7H End of exclusive

*A DT1 message is capable of providing only the valid data
among those specified by an RQI message,

#Some models are subdect (o limitations in data format used
for & single transaction. Requested data, for example, may
have a limit in jength or must be divided into predetermined
address fields before it is exchanged across the interface.

*The number of byies comprising address data varles from
one Mode! ~ 1D to another.

*The error checking process uses a checksum that provides
a bit pattern where the least significant 7 bits are zero when
values for an address, size, and thet checksum are summed.

# Example of Message Transactions
®Device A sending data to Deviece B
Transfer of & DT1 message {s all that takes place,

[Data set 11
* More than 20m sec time intarnal.
[Data set 1]

[Date set 1] : -

@Device B requesting data from Device A
Device B sends an RQ1 message to Device A. Checking the
message, Device A sends a DT1 message back o Device B

[Deta set 1] apmmmsmmee R8st data]

[Date 88t 1] c—
* More than 20m sec time internal,

Data sot 1)

[Data set 1]

nIHandshake- ~ Transfer Procedure]

Typas of Messages

# Want to send

Handshuking is an interactive process where two devices
exchange error checking signals before a message transaction
takes place, thereby increasing data reliability. Unlike one - way
transfer that inserts a pause belween message Lransaclions,
handshake transfer alows much speedier Lransactions because
data transfer starts once the receiving device returns a ready
signal,

When it comes to handling large amounts of data — — sampler
waveforms Bnd synthesizer tones over the entire range, for
example -~ ~ across 8 MID interface, handshaking transfer is
more efficient than one — way transfer.

Message Command [©
Want to send data WSD (40H)
Request date ROD {41H)
Data set DAT (42H)
Acknowledge ACK (43H)
End of data EOD (45H)
Communication error ERR (4EH)
Rejaction RJC (4FH)

data: WSD (40H)

This message s sent out when date must be sent to a device
at the other end of the interface. It contmins date for the
address and size that specify designation and length,
respectively, of the data to be sent

On receiving 8 WSD message, the remote device checks its
memory for the specified data address and size which wiit
satisfy the request. I it finds them and is ready for
communication, the device will retwrn an  “ Acknowledge
(ACK)" message.

Otherwise, it will return 2 “Rejection (RIC)" message.

Byte Description
FoH Exclusive status
A41H Manufacturer D (Roland)
DEV Davice 1D
MBL Modsl 1D
40H Commeand D
asH Address MSB8
1 H
’ |
LsB
seH Size MSB
|
LsB
BUIMm Check sum
FTH End of exclusive

#The site of the data to be sent does not indicate the number
of byles that make up & “Data set (DAT)” message, bul
represents the address fields where the data should reside,

*Some models are subject to Jimitations in data format used
for a single transaction. Requested data, for example, may
have a limit in length or musl be divided into predetermined
address fields before it is exchanged across the interface.

*The same number of bytes comprises address and size data,
which, however, vary with the Model ~ 1D,

*The error checking process uses a checksum thal provides
a bit pattern where the least significant 7 bits are zero when
values for an address, size, and that checksum are summed,
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# Request data

# Data set:

180

DAT

: RQD (41H)

‘This message is sent out when there is 8 need to acquire data
from a device at the other end of the interface. It contains data
for the address and size that specify designation and length,
respectively, of data required.

On recelving an RQD message, the remole device checks its
memory for the data address and size which satisfy the request.
I it finds them and s ready for communication, the device will
trapsmit 8 “Data set (DAT)" message, which contains the
requested data, Otherwise, it will relurn & “Rejection (RIC)”
message,

Byte Dascription
=] Exclusive statua
41H Manufacturer 2 (Roiand)
DEV Devica ID
MDL Modsl 1D
41H Command D
aaH Address M5B

i |

' LsB
sk Size Ms8

|
i
LSE

sum Check sutn
FTH End of exclusive

% The size of the requested data does not indicate the number
of bytes that make up 2 “Dats set (DAT)” message, but
represents the address fields where the requested data resides

*Some models are subject to lmftations in data format used
for a single transaction. Requested data, for example, may
have a limit in length or must be divided into predetermined
address fields before §t is exchanged across the interiace.

*The same number of hyles comprises address and size data,
which, however, vary with the Model — ID, .

*The error checking process uses a checksum that provides
a blt pattern where the least significant 7 bits are ¢ero when
values for an address, size, and that checksum are summed,

(42H)

This message corresponds to the actual data transfer process.
Because every byle in the data s assigned a unigue address,
the message can convey the sterting address of one or more
data 85 well as a series of data formatted in sn address —
dependent order.

Although the MITH standards inhibit non - resl time messages
from interrupting an exclusive one, some devices support a
“soft — through” mechanism for such interrupts. To maintain
compatibility with such devices, Roland has limited the DAT to

256 byles so that an Ively long m is =ent out in
separate segments.
Byte Description
FOH Exclusive status
41H Manufecturer I3 (Aoland)
DEV Device ID
MDL Mode! D
42H Command 2
aaH Address  MSB
1 H
L858
ddH Date
| i
=
l i
1 H
i i
sum Check sum
FTH End of exclusive

# Acknowiedge :

#End of data:

*A DAT message Is capable of providing onfy the valid data
among those specified by an RQD or W5D message.

*Some models are subject to limitations in data format used
for & singie transaction. Requested data, for example, may
have a limil in length or must be divided into predetermined
address fields before it is exchanged across the interface.

*The number of bytes comprising address data varies from
one model ID to another.

*The error checking process uses & checksum that provide:s
a bit patiern where the least significent 7 bits are zero when
vajues for en address, size, and that checksum are summed.

ACK {43H)

This message is sent out when no error was detected on
receplion of 8 WSD, DAT, “End of data (EOD)", or some other
message and a requested setup or aclion is complete. Unless
it receives an ACK message, the device at the other end wili
not proceed to the next operailon

Byte Description
FOH Exclusive status
41H | Menutacturar ID (Foland)
DEV Device 1D
MDL Modal 1D
A3H Commarnd iD
FTH End ef exclusive
EQOD (45H)

This message is sent out to inform & remote device of the enc
of 8 message. Communication, however, will not come 1o 8n enc
unless the remote device relurns an ACK message aven though
an EOD message was transmitted.

Byts Dascription
FOH Exclusive stetus
41H Manufacturer iD {Roland)
DEV Davice ID
MDL Modaf ID
454 Cammand 1D
FTH End of sxclusive

# Communications error: ERR (4EH)

This message warns the remote device of a communicatiom:
faull encountered during message (ransmission due, foi
example, to @ checksutn error., An ERR message may Ik
replaced with a “Rejection (RJC)" one, which terminates the
current message transaction in midstream.

When it receives an ERR message, the sending device may
either attempt to send out the last message a second time o
terminate communication by sending out an RIC message.

Byte Descriptian
FOH Exclusive status
41H Manufecturer ID (Roland)
DEV Bevice 1D
MDL Modsi ID
AEH Command 1D
FTH End of exclusive




# Rejection: RJC (4FH)
‘This message is sent out when there is 5 need to terminate
communication by overriding the current message. An RIC
message will be (riggered whep :

+ & WED or RQD message has specified an illegel data address
or size.

+ the device is not ready for commurication.

+ on llegal number of addresses or data has been detecled.

-daia transfer has been terminated by an operator,

+ & tommunications error has occurred

An ERR message may be sent out by 8 device on either side
of the interface. Communication must be terminated immediately
when either side triggers an ERR message,

Byte Dasoription
FOH Exclusive status
41H Manutacturer iD (Roland)
DV Device ID
MDL Modal ID
4AFH Commeand D
FTH End of exciusive

# Examnple of Message Transactions
@Data transfer from davice (A) to davice (B).

[Want to send date] e———

- [Acknowtedge]
[Data sat]

g [Acknowiedpe]
[Data sst]

i - [Acknowladge]
[End of datal : -

~ {Acknowledge]

@Device (A) requests and recelves dats from device (B).

Davice (A)

[Requast data) ——

- [Data sat]
[Acknowledge] o

- [Data set]
{Acknowiedge] -

et : [End of data)
[Acknowlegge] -

@Error occurs whila device (A) is recelving date from device
(B}.

1) Data transfer from davice (A) to davice (B).

~ {Data sat}
[Acknowledgs] -
{Error) x st [Data sat)
[Communication error] ———em——ie-
- [Data sst]
(the same data
{Acknowledge] # a5 abova)

2} Devica (H) rejects the data re - transmitied, and
quits deta trensfer,

- [Data cet}
[Acknowiadga) -
(Error) x - [Date =set]

[Communication error] s —
(Quiz) - [Rejection]

3} Device (A) immediatsly quite dats transfer,

- [Data set]

[Acknowledga) -
(Error) x - [Data set}
[Rejection] - {Quit)
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RS — PCM KEYBOARD
Model U—=20

[1. TRANSMITTED DATA|

Active sensing s always lransmitted on condition that Setup,/MIDL/Kybd. Tx Active
Sensing is "On", and other messages are transmitted in enly Keyboard mode, Sound
mode or Link mode.

M Note event

@ Note off
Status Second Third
&nH kkH wH

0H - 7FH (0 - 127}
1H - 7FH (1 - 127}
OH-FH (1~ 18)

kk = Note number
vv = Vejocity
n=MIDI channel No.

The message is transmitied through ‘kybd”MIDL/Tx Ch'"
“The message is transmitted through 'Setup,/MIDL/kybd./Tx Setup Ch’ when 'Kybd/
MIDL/Tx Ch'ls set as 'Set’.

In arpeggio play mode, note messages of erpeggio play are transmitted through "Kybd
AMIDL-Arp CH.

The message is transmitted through *Setup.”MIDL/Kybd~Tx Setup Ch' when Kybd
AMIDL/Arp Ch' is set as "TX'.

The message is not transmitted when "Kybd/MIDL/Arp Ch' is set as 'Off.

*Kybd,”MIDL~Arp Ch priors to "Kybd/MIDL/Tx Ch’ when they are set as same
channel. :

@ Note on
Status Second Third
8nH KkH wH

OH - 7FH (0 -12T)
1H-7FH (1 - 127)
OH - FH (i - 16}

kk = Note number
vv = Valocity
n=MID! channel No,

The message is transmitted through 'Kybd”MIDL-Tx Ch'.
The message is transmitted through "Selup,”MiDL/Kybd,”Tx Setup Ch' when "Kybd
ZMIDLATx Ch' is set as "Set'.

In arpeggic play mode, note messages of arpeggio play are transmitied through 'Kybd
/MIDL-Arp Ch'

The message is transmitted through 'Setup,”MIDL-Kybtd~Tx Setup Ch' when 'Kybd
AMIDLZArp Ch' s set as "Tx.

The 1 is not transmitted when 'Kybd,”MIDL-Arp Ch' is set as "Off.

"Kybd ~MIDL-Arp Ch' priors to 'Kybd”/MIDL/Tx Ch' when they are set as same
channef, ’

The detected velocity is converied into the transmitted velecity {vvH) which is within
the tange specified in KybdPerform.” Velo/Velocity Range.
M Control change

& Modulation depth

Status Second Third
BnH 014 wvwH

vv = Maodulation depth 00H - 7Fh (G - 127)

n = MIDI channel No, CH~FH (1-18)
® Hold

Statys Secord Third

BnH 40H wH

vv =004 (0} : Off
vv=TFH (127): On

n = MID] channel No. OH - FH (1 - 16}

1R2

MID!I Implementation

Date : Sep. 20. 189849
Version : 1.02

@ Ext control, C1, C2

Status Second Third
BnH ecH vvH

: OH ~BH (0~B), TH~ IFH (7~ 1), 40H - 6FH {64 - 85)
: OH-7FH {0-12T
: OH-FH (1~ 16)

ccH = control number
vwH = control vahe
n =MID channet No,

Control number can be assigned to Ext control, C1 and C2.

The message is not transmitted when Setup,”MIDL/Kybd.”Tx Control Change is set
as 'Off.

The message is transmitted through 'Kybd/MIDL-Tx Ch.

The message is transmitted through 'SetupMIDL-Kybd./Tx Setup Ch' when 'Kybd
AMIDL-Tx CK is set as "Set’.

8 Program change

Status Second
CnH ppH

00H - TFH {0— 127}
OH ~FH {1 - 16}

pp = Program number
n = MiDi channel No.

Transmits ihrough ‘Kybd,”/MIDL~Tx Cirl Ch' when change keyboard patch on the
panel.

Program change message is transmitted when [Part®] bution is pressed in edit page
of program change number.

The message k& transmitted through 'Setup,MIDL Kybd,”Tx Setup Ch' when "Kyid
ZMDL/Tx Ctrl Cn' is set as 'Set’

The message is transmitted through "Kybd.,”MIDL/Tx Ch' when 'Kybd/MIDL-Tx Ctrl
Ch' is set s "TX.

Transmitted program number s specified in Kybd/MIDL/Tx Pgm #.
Transmits keyboard patch number when 'Kybd ”MIDL/Tx Pgm#’ is sel as 'P.N.

But, the message is not transmilied when 'Setup,”MIDL-kybd Tx Program Change'
is set as 'Off' or 'Kybd,/MIDL-Pgm #’ is set as "Off.

M Channel aftertouch

Status Second
DuH vvH

v 0 - TFH (0 - 127)
n = M channel No. OH «~ FH (1 — 18)

The message s transmitted through "Kybd,/MIDL/Tx Ch.

The message is transmitied through "Setup,/”MIDL-Kybd~Tx Setup Ch' when 'Kybd
AMIDL/Tx Ch' is set as 'Set’.

The message is not transmitted when "Kybd,“MIDL~Tx Ch Aftertouch’ is set as 'Off.

I Pitch bender change

Status Second Third
EnH IH mmH

00H - 7TFH {0 ~ 127)
O0H - 7FH (0 - 127)
¢H-FH (1-16)

ii = Lower pitch bender value
mm = Upper piich bender vaiue
n=MID channef No.

‘The message fs transmitted through "KybdMIDL/Tx Ch'"

The message Is trensmitted through Setup,”MIDL-Kybd,~Tx Setup Ch' when "Kybc
AMIDL/Tx Ch' is set as ‘Sel’,

M Exclusive

Status

FOH : System exclusive

F7H : EOX (End of Exciusive)

A set of various parameter is transmitted, and received using MIDI Exclusive messages

Refer to section 3 and 'Roland Exclusive Messages' for details.



M Active sensing

Status
FEH

Transmitted for checking MIDI connection between U - 20 and external equipment.

This message Is always transmitterd on condition that 'Setup,”MIDL/Kybd.”Tx Active
Sensing' is set as 'On.

|2. RECOGNIZED RECEIVE DATA]

This message is atways recognized except for ROM play.

B Note avent

® Note off

Status Second Third
BnH kkH vwH
8nH kkH 00H

kk = Note number OH-7FH (0-127)
vV = Velocity ignored
n=MIDI channel No. OH~FH (1-18)

The message is recognized through 'Sound.”Part/MIDI-Rx Ch', "Scund.”RPart”Rx
ch',
The message is recognized through "Sound.”Part/MIDL-Key Range.

@ Note on
Status Second Third
énH kkH vvH

OH - 7FH (0~ 127)
1H-TFH (1 - 127)
OH - FH (1~ 18)

kk = Note: number
wv = Veloclty °
n= M channel No.

The message is recognized through 'Sound.Part/MIDL-Rx CK', “Sound /R.Part/Rx
Ch'.

Note purmber is recognized through 'Sound.”Part,”MIDL-Key Range’,

Note velocity is recognized through 'Sound,/Part~MIDL-Velo Range'.

Il Polyphonic aftertouch

Status Second Third
AnH keke B wvH

kk = Note number
vy =0H — 7FH (&~ 127}
n=MIDI channel No.

OH - 7FH (0 - 12T}

OH -~ FH (1-16)

The message is recognized through 'Sound.”Part/MID]L/Rx Ch', Sound.”R.Part”1x
Ch'.

M Controt change

® Modulation depth

Status Second Third
BnH 01H wvH

vv = 0H — TFH (0~ 127)
n=MIDI channel No. OH-FH (1~ 18)

The messsge is recognized through “Sound.”Part”MIDL-Rx Ch', ‘Sound ~RPart,”Rx
Cn'.

@ Volume

Status Second Third

BnH o1H vwH

vv=0H~ TFH (0-127)

n=MIDl channel No. OH - FH (I - 18)

The message is recognized through "Sound Part~MIDL-Rx Ch', 'Sound,”R.Part.”Rx
Cn'

The value (vvH) corresponds to "Sound, Part”Output./Level,

® Pan
Status Second Third
BnH 0AH vvH

vv=0H-7FH (0~ 127}
n= MM channel No. OH-FH (1 ~186)

The message is recognized through 'Sound”Part/MIDL Rx Ch'.

The message is through "Sound.”Part.,”Output“Par’, but range are changed from 7
to <7,

@ Hold
Status Second Third
BnH 40H vwH

vv = 0H ~ FH {0 - 63) : Off
vv=40H—TFH {64~ 127} : On
n = MID] channe! No. OH-FH (1-18)

The message is recognized through 'Sound,”Part”MIDL/Rx Ch', 'Sound.”R.Part,”H
Ch™.

@ Sound control parameter 1

Status Second Third
BnH tcH vwH

ccH = 0H — GH (0~ 5), TH— IFH {7 - 31), 40H ~ 6FH (64 — 85)
vwH=0H-TFH (0- 127)
n=MID] channet No OH - FH (1~ 18}

The message is recognized through ‘Setup~MIDIL~Sound,”Rx Contro Ch',
'Sound./Part“MIDL-Rx €' and *Sound./RPartRx Ch’

Change the number through “Sound”Cui Prml1,23 #'.

®HPN iSB
Status Second Third
BrnH B4H wH

vv=L5H of the parsmeter number controlled by RPN

i = MIDE channel No. OH~-FH (1-16}
®RPN MSB

Status Second Thind

BnH BGH vvH

vv=MSB of the parameter number controlied by RPN
n=MIDI channel No. OH~-FH (1-18)

Using MID RPN, parameters can be changed by Control change messages.
RPN MSB and LSB specify lhe parameter io be controlled, while Data entry show
the parameter value,

Master fine tune and Bender range are controllable by RPN en U - 20.
RPN Pata entry Comments

Msh__LSB
00E  COK vvE

Bender rasige

w=

M5B LsE

08 ignhore 0 cent

¢ {gnore 1200 cent
|31 lgnore

The message is recognize through ‘Sound.”Part/Rx Ch', 'Sound./R.Part/Rx Ch'

MSB__LSB

GeE IR wvil Mester fine tune
yy=
MsB LSB
20 0o -50 cent
40 00 ¢ cent
50 o +50 cent

The message I5 recognized through "Setup,”MIDL~Sound.”Rx Control Ch'.
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@ Raset all controllers

Statuy Second Third
BnH TOH 00H
n = MID! channel No. OH—FH (1~ 16)

When Reset all controllers is recognized, each of the controliers is set as follows.

Modulation ¢ (min)
Hoid1 0 (off}
Pitch bender +,/— 0 {center)
Channel Aftertouch 0 (min}
Polyphonic Aftertouch 0 (min}

The message is recognize through "Sound.”Part,/MIDL/Rx Ch', 'Sound,”R.Part.“Rx Ch'.

M Program change

® Pstch/Timbre change

Status Second
CnH ppH

OH - 7FH {0 - 127)
OH - FH (1~ 18)

pp = Program change number
n = MID] channel No,

Case of Patch cthange

pp= 04 -~ 3FH (0 -63) ~Patch # 111 — 188

pp = 40H -~ 7FH (64 — 127)...Patch # C11 - CBB

(‘The message will be ignored if no RAM CARD is inserted.)

Case Timbre change

pp={0H-7FH {0~ 127) ..Timhre # All — BEB

(The Timbre is selected from the same media {Internal or RAM CARD} as Sound
patch.}

The Timber change ¢ fecognized through "Sound,”Part/MIDL-Rx Ch'.
The Timbre change is not recognized through ‘Setup.MIDI~ Sound”Rx Timbre
Change’ is set as 'Off.

The Patch change is recognized through 'Setup,”MIDL/Scund,~Rx Control Ch'.

‘The Paich change is not recognized through 'Seiup,”MIDL/Sound,Rx Control Ch' is
set. as "Off,

The Program change is not recognized Edit mede or ROM piay mode.

B Channel aftertouch

Status Second
DnH vvH

vy =0H - 7FH {0~ 127)
n=MIDI channel No. oH~FH {1 -18)

The message Is recognized through 'Sound.”Part/MIDL”Rx Ch', ‘Sound.”RPart/Rx
(o,

W Pitch bender

Status Second Thid
EnH iH mmH

00H - 7FH (0 —127)
00K - 7FH (0 - 12T7)
OH~FH (1~ 18)

Il = Lower Pitch bender value
mm = Upper Pitch bender value
n= MIDI channel No.

The message is recognized through "Sound.”Part/MIDL/Rx Ch', 'Sound./RPart~Rx
CH',

H Modes

@ Local control

Status Second Third
BnH TAH vvH
vv = 00H — 8FH (0 - 63) : Off

vv = 40H — 7FH (84— 127) : On

The message Is recognized through 'Setup MIDL”Kybd,”Rx Control Ch'.
The message is Ignored through ‘Setup/MIDL/Kyixi~Rx Control Ch' is set as 'Off.
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® Al notas off

Hatus Second Third
BoH 7BH 00H
= MIDI channel No. OH-FH (1 - 18)

When All notes off is recognized, all the notes which have been turned on by MIDE
Note on message are turned off.

The message is recognized through “SoundPart.”MIDL”Rx Ch', 'Sound/R.Part/Rx
Ch'.

®0mni off
Siatus Second Third
BnH 7CH 00H

fi = MIDE channel No. OH - FH (I - 16)

Recognized as All notes off only.
The U- 20 stays in Made 3 { Omni off, Foly ).

®0mni on
Status Second Third
fnH 7DH 00H

n=MID!I channel No.OH - FH (1 - 16}

Recognized as All notes off only.
The U~ 20 stays in Mode 3 { Omni off, Poly }.

@ Maone

Status Second Third
BrH TEH mmH
mm = Mono channed range ignore

n=MID] channel No OH-FH (1-186)

Recognized as All notes off only,
The U - 20 stays in Mode 3 ( Omni off, Poly ).

® Poly
Status Second Third
BnH TFH 00

n=MIDI channel No. OH ~ FH {1 - 16)
Recognized as All notes off only,
The U~ 20 stays in Mode 8 ( Omni off, Poly ).

B Exclusive

Status

FOH ; systemn exelusive
F7H : EOX {End of Exclusive}

A set of various parameter is transmitted, and received using MIDI Exclusive messages.
Refer to section 3 and 'Roland Exciusive Messages’ for defalis

The message is noi recognized through 'Setup/MIDL-Common/Rx SysEx" is set as
'Off'.
Recognized through 'SetupMIDL"Common,”Device ID"

M Active sensing

Status
FEH

Once receiving this message, the 10— 20 expects to accept status or data In seguence,
at ast within 300 msec intervals,

M the unit falls to receive a message 300 msec after previous one, it judges there
is a problemn somewhere in MID! path, muting the current sound and setling each of
controtlers as below, then stopping 300 msec - interval monitoring of incoming signal.



[3. EXCLUSIVE COMMUNICATIONS]

U~ 20's extlusive map is roughly divided into two area, Bulk ~ dump area and Endividual
parameter ares.

Bulk — dump area is suited for dumping & set of parameters owing to its hi — speedness,
while individual parameter ares is suited for controlling each parameter.

M Device 1D
The message is transmitted or received through “Setup”MIDL/Common.Device ID.

W Mode! D
Muxel — ID# in the exclusive message : 2BH

M Bulk dump
When 1J —20 is transmitter, Panel operation or MIDI Exclusive data requestl.

U=~ 20's bulk — dump foliows the rules shown below.

1.One byte data read from U - 20's internal memory is transfared after it is divided
into two ( upper 4 bits and lower 4 bits ).
For exampie, 0ABh will be divided into OBh and 0Ah ( lower first ).

2.In the case of sending 1 packet of exclusive message, 64 bytes of internal data
will be transfared in 128 byles.
However, the last 1 packet to be sent may get fractional according lo the amount
of data o be read from internal memory.

Therefore, conients of bulk —dump can easily be known from the structure of internal
memory's data

[Tahlel} — [Tablel2] are maeps of internal memory, not maps of MIDL
Transformation must be considered for address and datn.

The first address to be read for Bulk — dump is noted 0.

H certain bits of 1 byte data have meanings individually, their bit numbers are also
noted.

Bits that are:not specified are to be recognized ss " —" (reserved).

Basical value'for data noted as "reserved” js 0,

As for values and display, refer io the explenation of individual parameter area.
Explanation is common between the two.

However, some of the Set up parameters cannot be controlled individually. Those kinds
are explained here.

M Transmit

Exctusive messages are transmitted under following conditions.

1} Patch dump
When switching keyboard paich in play mode, all of temporaly keyboard patch and
temporary chord 1, 2 is transmitled 85 bulk — dump.

When swiiching keyboard patch in play mede, all of temporary sound patch patch,
temnporary timbre and temporary rhyihm setup js iransmiited as bulk — dump.

When switching keyboard patch In rink mode, all of noted above is transmitied as bulk
— dump.

2% Edil paramster dump

Vaive of parameter currently being edited can be transmitted by pressing [ENTERI.
However, parameters that are not supporled by exclusive message will nol be
transmitied

3) Buik dump mode
Transmit as follows.

Data”Bulk/Temp : All, Keyboard Patch, Chordl, Chord2, Sound Patch, Timbre [1]..
[6], Timbre All, Rhythm Setup

Data~Bulk/Int : All, Setup, Keyboard Patch, Chord, Seund Pateh, Timbre, Rhythm
Setup

Data~Butk.~Card RAM Card All

4) Recognize RQL

When receiving RQl (refer to Roland exclusive format), parameter correspending to
the address is transmitted.

RQ for certaln parameters is ignored.

U-20 can not send discontinupus blocks by one RQI.

M Recoanized receive data

This message is always recognized except for ROM play.

B Parameter address map
address DT1 RQ1 { *..available)
[ Bulk Dump Area ]

000D 0D ¢ ¢ Setup Mesory

B
000100 ¢ # Keyboard Patch femp

F
Q0 9z 00 ¢ ¢ Chordl Teep

03 &F
000400 ¢ s Chord? Tesp

05 5
0006 00 % % Sound Patch Temp

0% 1F
001000 ¢ % Tishre[t} Temp

10 3F
001100 ¢ # Tiabre[2] Tesp

113
D0 1200 * ¢ Tiegbre[3] Temp

12 3F
00 1300 # * Tisore[d] Temp

13 ¥
00 1200 & ¢ Thebre[d] Tewp

14 3F
001500 ¢ ¢ Tteare(s) Temp

15 ¥F
00 20 00 *+ » Rhythe Setup Tewp

2C IF
010000 ¢ « Eeyboard Patch
: [-1i...C-B8
IF
0zoo oo ¢ 4 TiEbre
H [-Ail...C-BBS
F TF
03 00 00 % * Sound Patch
: 1=<13...C~E8
04 1F TF
05 00 60 ¢ « Rhytha Setup
: [~Ri...C-B4
61 TF
060000 # ¢ Chord Set 1-B
: [-1...C-8
18 7F
0300 00 ¢ + RAMCard All

0B 7F TF

[ Individual Parameter Control Area ]

00 09 OCH Bytes [Table 13

{5ize of Exciusive Address Map}

00 00 40H Bytes [Table 2]

00 01 6OH Bytes [Table 3}

00 ¢) BOH Bytes

00 01 20H Bytes [Table 43

00 00 40H Bytes [Table 53

00 &0 408 Bytes

00 00 404 Bytes

a0 00 40H Bytes

00 00 40H Bytes

B0 B9 40H Bytes

00 OC 208 Bytes [Table G}

00 40 00H Bytes [Table 7]

01 00 00H Bytes [Table 8]

01 20 00H Bytes [Table €]

00 62 00H Bytes [Table 141

20 1L G0H Bytes [Tshle 113

04 00 GoH Bytes [Table 12]

Teaporary area : Eeyboard Patch, Chord, Sound Patch, Timbre, Xhyths Setup

10660 ¢ » Setup
02
100100 * # Xeyboard Patch
2D
100200 # #* Chordl
71
100300 ¢ ¢ Chord2
17
100400 # # Sound Patch Compon

00 00 O3H Bytes [Table 13}

05 00 2EH Bytes (Table 14]

00 90 TBH Bytes [Table 15]

00 90 TEH Bytes

00 D0 2AH Byies [Table 16]
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28

1604 60 # *  Sound Patch Bhytha Part c0 B0 280 Bytes [Tabie 17)
B6

168500 ¢ ¢ Sound Patch Partl 60 60 OAH Bytes [Tahle 18)
[

10 05 10 + %  Sound Patch Part? 00 00 GAR
1

1005 50 ¢« ¢ Sound Pateh Parth 0D 00 GAR Bytes
5C

01000 ¢ % Tisbre[l] 00 00 32H Bytes [Table 18]
31

101100 ¢ % Tishre[2] 00 0D 3728 Bytes
31

101500 # & Tiwbrefs] 0b 0D 32K Bytes
31

1380 00 * * Rhythe Setup Comsen 00 0D 20¥ Bytes {fable 20]
18

112300 ¢ *  Rhyths Setup InstsBl 66 00 20H Bytes [Tahe 21]
13

1124400 ¢ +  Rhyiha Setup inst=C2 00 DD 20H Bytes
13

116300 ¢« & Rhythe Setup Insi=D7 0D 00 20H Bytes
i3

[ Mode Changes ]

60 00 00 # * Play Mode Change ot 00 0GH Bytes [Table 22}
05

[Table 1] Setup Memory

Mesory Offset
Address Deseriptlon

00 0k bit E-F -
bit D Chorus Sw (1]
bit £ Reverd 5w (0
bit 8-B Leh Contrast (]
bit 0-7 Master Tune (0...285 :

0o &zH bit P Lecal Ctrl Sw (0
hit E Pateh Pump Sw (0...
bit b Kybd Active Sensing Sw 6]
bit 8-C Kybd Rx Ctrl Chamnel ...
bit 7 Kybd Channel After Sw ..
bit & Kybd Pee Change Sw @...
bit & Kybd Tx Ctrl Change Sv  {0.,,
bit 04 Kybd Tx Setup Channel {...

00 04H bit E-F -
bit B Compors Bx Exclusive S {0.,
bit 3-C Device 1D Q...
bit ? Sound Rx Timbre Change 5w 0...
bit 5-6 -
bit 0-4 Sound Rx Cfrl Channel Q...

Total size = O6H (5ize on Merory)
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Leu1 0t Off,..0n)
Loed 1 0ff...00)
S |- IS N 1]
427. 4, .. 452.9)

o b OffLL L 0m)
1 & ooff...om
Lo L1 011, 0n)
16 @ L., 15,041}
1 : 0ff,..0n}
1 0ff.,.0m
1 : Off...0m}
15 ¢ 1...16)

.10 0ff...on)
3 : 5,..82)
1@ O0ff...tm)

16 @ L...I6,011)

[Table 2] Keyboard Patch Temporary

Hewory 0ffset
address Description
[ bit ¢-T name (ASC11)
00 08H
00 OCH bit F Transpose
blt A-E Tx Ctri Channe}
bt 5-3 Tx Arpe Channe!
bit 0-4 Tx Channel
00 OEH bt F €2 Tx Ch
bt B-E C2 Ctrl &
bit 7 Cl Tx Ch
bit 0-8 Cl Ctri &
00 168 bit B-F Tx Pem &
bit 7 Ext Tx Ch
bit 0-§ Ext Ctrl #
0% 128 bit E-F ey ¥ode
bit I ATp Rate
bit 0-8 Transpose
ot MR bit E-F Arp Type
bit 7-§ Velocity 0ffset
bit 6-6 Yelocity Sens
O¢ 16H bit A-F -
bit 8-9 Retrig dode 1
bit 7 Arpeggio
bit 4-6 Chord Set & 1
bit 0-3 Chord Offset 1
00 18H bt A-F -
bit 8-9 Retrig Mode 2
bit 7 -
bit 4-6 Chord Set # 2
bit 0-3 Chord Offset 2

Total size = 20K

{Tabie 3] Chordl, 2 Temporary

Menory Offset
address Description
00 0o bit -7 name (ASCHD)
oo uhk
o6 beH bit 0-7 interval-1 of “C” {B0h = Off)
00 0bH bit 0-7 Intervaj~2 of "C”
00 18H Bt 0-7 Intervai-1 of "C§”(B0h = OFf)
00 §BH hit 0-7 Intervai-8 of "B" (8%h = Of1)

Total stze = 70K

[Table 4] Scund Patch Temporary

Memory 0ffset
eddress Description

Gt 00d bit 0~7 Neane

00 0BH

0 ocH 8t B-F Chorus Depth
bit -4 Lhorus Level
bit 5 -
bit 0-4 Lhorus Bate

00 OEH bit I Chorus Type
bit € Chorus Feedback
bit 6 -
bit 0-8 Rev/Delay Time

oo 100 bit B-F Delay Feedhack
bit 5-A -



bit 0-4 Chorus Delay Time
00 12H nitF Chorus Out Mode
pit C-E Rev/Delay Type
it B e
bit B-A Rev Pre Delay Time
bt s -
oit 0-4 Rev/Delay Level
00 14H pit D-F -
bit 8-C Parameterl
pit 7 -
nit 0~B Ctrl ¢}
00 15 bit D-F -
bit 8-C Paraseter
bit 7 -
bit 0-B ftyl 22
oo 18H bit p-F -
bit &-C Paraseterd
it 7T -
bit -6 Ctrl & 3
00 1AH bit F -
hit £ Rx Volume
bit d Rx Held
bit 8-L Bhythe Part Channe!
bt ? -
nit §-6 Bhythn Setup #
olt 0-4 Rhytha Part Volce Reserve
00 1CH bit 8-F -
blt 7 Rhythm Pari Level Boost
blt 0-6 Rhythe Pari Level
Part i-5
Memory Offsat
address beseription
00 1EB bit F -
bit D-E Output Assipn
bit 8-C Volce Reserve
bit 7 RX Volume
bit 0-6 Tinbre ¥
00 ICR bit C-F Panning
bit 5-B Part Level
bit 0-4 Recelve Channel
00 22k bit F Rx Pan
bit 8- Key Range Hi
bit 7 Bx Eold
blt ¢-6 Eey Range Low
o0 24% bit F -
bit 8- Velo Range Hi
bit 7 -
bit (-6 Yelo Range Low

Tota] size = 508

[Table 5] Timbrel, 2, 3, 4, 5, 6 Temporary

Offset
address Deseription

oo 008 bit 0-7 Nage

06 OBY

oe 0CH bit C«F Detune Depth
bit 7-B Tone Medlz
bit 6-6 Tone &

0¢ OEH bit £ -
bit 8- Tigbre Level
bit 4«7 Level Ch Aftertouch Sens
blt -3 Level Velo Sens

00 10H bt C-F Env Release
bIt 8-8 Env Sustaln
bit 4-7 Env Decay

00 128

00 I4E

0o 16E

ac i3k

00 18

00 1CH

bit 0-3

bit E-F
bit 8-
bit ?

hit 0-6

bit E-F
bit 9-D
hit 5-B
bit (-4

bit E-F
bit A-D
bit 5-9
bit (-4

bit C-F
bit 8-B
bit 4-7
bit -3

bit C-F
wt 8B
Bt 6-7
bit &%

bit C-F
bit 8-B
bit 4-7
bit ¢-3

Total size = 20H

Env Attack

Plteh Shift Coarse

Pitch Shift Fine

Auto Bend Depth
Bend Range Upper
Bent Range Lower

Auto Bend Rate
Pitch Ch Aftertouch Sens
Piteh Poly Aftertouch Sens

Vit Depth
Viv Dejay
Vib Modulation Bepth

Vib Wavefora

Vib Rate

Yib Poly Aftertouch Sens
¥ib Ch Aftertouch Sens

Vib Rize Time

[Table 6] Rhythm Setup Temparary

Offset
address Descriptlon

02 OCH bit 0-7 Naxma

0D OBH

00 OCH bit g-F -
bit 5-8 Bender Range Upper
bit -4 Bender Range Lower

mmem— 05t "Bl” = BT~

0ffset

addreas Description

00 OEH bt C-F Detune Depth
bit T-8 Tone Medis
bit &6 Tone #

a0 194 bst C-F Auto Bend Rste
bit 7-B Pitch 0ffset Coarse
bit ¢-6 Pitch Offset Flne

00 124 bit F Env Mode
bit A-E Pitch Ch Aftertouch Sens
bit §-¢ Piteh Poly Aftertouch Sens
bit 0-4 Auto Bend Depth

00 14H bit C-F Etv Release
bit 5-B Env Decay
bit 4-7 Env Attack
bit 8-3 Level Velo Sens

0o 15H bit F -
bit 8- Mute Inst
hit 7 -
bit -6 Source Key

00 18H it F -
bit B-E Pitch Rendomize
bit 8- (ut Asgn
bit 4-8 Out Level
bit 0-3 Panning

Totaj =ize = 3108
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{Tabie 7] Keyboard Paich 111 ~CB8 IF ¢ ¢ TxCtCtrl TxCh {0...1 @ Tx Ch, Tx Cirl Ch)
20 ¢ ¢ TxClCtrl # {0...63 : 00.,.5,7...31,64... 95, 01D
0ffset 21 ¢ ¢ TxC2Ctrl TxCh (0...1 ¢ Tx Ch, T tr} Ch)
address Description 2z ¢ ¢ TxC2Ctrl # (0...83 : 00...5,7...31, 64... 08, Off)
Sege as temporary Keyboard area. 23 ¢ v Yey Velocity Offset (1...127; 1...120)
24 4 * Yey Veloclty Sens {0...127 : 0...127)
Total skze = 2000H 25 % * Key Transpose (28..,100 : -36,..+35)
26 ¢+ + ChordSetl# (0...7:1L..8)
27 % ¢ Key Offset 1 (0...1I :0...11)
[Table 8] Timbre 1A11 —CBBB Z8 ¢ + Retrig Mode 1 (0...2 : Off, Low, Hi}
2 ¢+ ¢ Type (G...3 : Up, Down, Up-cown, Randos)
0ffset 24 ¢ ¢ Rate {0...127 : 0...120)
address Description ZB o+ % Key Transpose (D...1 : Off...0n)
L ¢ %+ Key Mode (0...2 : Off,Chordl,?)
Same as temporary Timbre aren D o ¢ Arpegzio (0...1 : Off,om)
2 ¢ ¢ Chord Set 2 4 (0...7 : L..3)
Total size = 20004 F o+ ¢ Xey Offset 2 {0...11 : O0...FD)
3 ¢ ¢ Retrigdode 2 0...2 : Off,Low, HI)

[Table 8] Sound Patch 111-C88 Total size = 00 00 31H

oftset
address Description fTable 15] Chord 1, 2 Parameter {Individuat)
Same 8BS temperary Socimd Patck ares. sddress DT1 ARGl
100200 ¢ ¢ Chord Kamed lower 4bit

Total size = 50008 01 ¢ & Chord Namel dUpper {bit

7 % & Chord Hamel2 Upper 4bit
[Teble 10] Rhythm Setup 11— C4
1B & + Chord Tonel Enterval "C” ({l...127 : Off,-63...+63(seml) )
offset 19 + ¢ Chord Tone2 Interval “C”
address Pescription . .

24 v & Chord Tonel Interval “Ce#”
Seme as teeporury Rhythw Setup dres, :
77 % ¢ Chord Toned Interval “B"
Total size = 1680H

1003400 ¢ * Chord? Individual 120%ytas

[Table 111 Chord Set 11 —CB 7
Offset Total size = 00 00 TBH
address Description

Same as teeporary Chard Set area. [Tabla 18] Sound Patch Parameter (Individual)

Tetal size = TOGH address DT: RBQL

100400 ¢« % Patch Namel Lower 4bit
01 ¢ » Patch Namel Upper 4bit

[Table 121 RAM Card All :

1T # & Patch ¥ase)? lUpper 4bit

{ff{set
Bddress Description 18 ¢ ¢ Chorus Type (D...4 : Cherust, Chorus?, FB-Chorus, Flanger, Sherd Delay}
18 ¢ ¢ Chorus Out Mode (0...1 : Pre Bev, Post Rev)
Seme 85 temporary RAM Card a1l area. A ¢ ¢ Chorus Level {0...31 :0...31)
I8 ¢ & Chorus Delay (0...31 : 0.,.31)
Tote]l size = BOGOY I # + Chorus Rate (0...31 : 0,,,31)
1 ¢ & (horus Depth (0...31 : 0...31)
1E ¢ ¢ Chorus Feedback (1...63 : -31,..431}
[Table 137 Setup Paramster (Individual) IF & + Reverb Type
(0...7 : Hoonl, Roon2, Roou3, Halll, %el12, Gate, Delay, Crossbelay)
address DT! RQL 20 ¢+ + PReverb Tlee {0...31 : 0...31)
10 00 00 # # Chorus 5w (0..1:0ff...0n) 2] ¢ + Reverb Level (...31 : 0...3))
01 & % Reverb Sw (0...1:0ff..0n} 22 ¢ & Reverb Pelay Feedback (0...3} : 0...31)
02 ¢ ¢ LCD Conirast (0,..15 :0...15 } 23 ¢ & Parawl # (00...5,7..,3),64...95,0¢)
%4 ¢ ¢ Pareal Param

(0...18 : Timbre Level, Env Attmck, Env Decsy, Env Sustaln, Env
itelease, A.Ben¢ Depth, A, Bend Rate, Detune Depth, VIb Rate, VIb
Faveform, Vib Depth, Vib Detay, Vih Rise Time, V1ib Mod Depth, Chrs
Level, Chrs Rate, Chrs Feedback, Rev Level,Dlay Feedback)

Total size = 0 00 03H

[Table 14] Keyboard Patch Parameter (Individusl)

26 ¢« Persam? ¥ (9.,,63 : 00...57...31,64... 05,0
address DT] RQl 26 # % Paras? Paraw (Seme Bs Pareml)
100190 ¢ # Patch Namel Lower 4bit 27 ¢ « Parasd # {0...83 : 00,..57...364...95,0ff)
+ & Paramd Parem (Same as Parami)

01 2 4 Patch Hame! Upper 4bit 28
17 « & Patch NamelZ Upper 4bit Total size = 06 06 28

18 ¢ & Tx Pge £ Lower 4Bt (0...7129 : 0D)...128, B.N, OfP)
19 ¢ ¢ Tx Pge # Upper 4hit

1A ¢ + Tx Channel (0...16 : OL..16,Set)

1B ¢ % Tx Arpegglo Channel {G...17 : 01...1§,5et, To)

1€ ¢ ¢ Tx Ctri Channel (0.,.I7 : OL..18,5&t, Tx)

1D+ & Ty Ext Ctr] Tx Ch {0...1: Tx Ch,Tx Ctrl £h)

1IE & ¢ TxExtCtrl # {0...68 : 00...5,7...31,64...95,0ff)
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¢ 04 60
B1
62
63
54
65
B&

i 05 00
01

[Table

address

10 10 00
0l

17

[Table 17] Sound Patch Rhythm Part Parameter (individual)

# ¢ Rhythn Setup # {G...3 : L..4} sddress DT1 RO

¥ ¢ Volce Reserve (0...30 : 0...30) oon ¢ «

* 3 Receive Chapnel {0...36 : OL...15,8fD 01 ¢ #

* ¢ level {0...127 : 0...327) H

¢ ¢ level Boost (0...1 : Off, Gn) 17 ¢ %

# + fx Voluee {0...1 : Off, On) 15 ¢ %

% Rx Hold {0...1 : 0ff, On) I8 4

Total size = 00 00 OTH
[Table 18] Sound Patch Part1 Parameter (individual)

+ ¢ Timbre Mumber {0...127 : All...B8B) 112300 ¢

¢ + Yolce Reserve (G...30 : @...350) 0 o« %

¢+ ¢ Recelve Channe] {0...18 : 1...16,0ff) 02 * &

# % Key Range Low (0...1%7 : C-1...08) 03 + 4

¢ & Key Range Hi {0...127 : C-L...GH) M4 & *

t % Velo Renge Min (L...3127 : L..12D) 05 ¢

¢ ¢ VYelo Range Max (1...127 : 1...12D) 08 ¥

¢ ¢ Qutput Assign (0...3 : Dry,Rev, Cho,Dir) 67 ¢ %

# ¢ Level {0...127 : 1h 08 ¢ &

¢ Pan (0...15 : 7r.24...<T, Bnd) 0g & ¢

¢+ Bx Voluee {0...1: Off, On) At &

+ ¢ RxPan {0...1: Off, On) 0B ¢+

¥ 4 RxHold (0...1: 0ff, On) oo+
op * ¢

Total size = &0 b0 ODH GE *+

oF ¢
16« #

18] Timbre Parameter [1]  (Individual) e
12 ¢ ¥

DT1 RQL 13 ¢ ¢

*+ ¢ Tipobre Naeel Lower 4bit

4 ¢ Tinhre ¥amel Upper 4bit

$ ¢ Tiabre Kosel? Upper 4bit

4+ Tone Medim (0...31 : [,01,,.31)

¥ ¢ Tone Number (...127 : 1...128) G0 0D 00 #

¢+ Tlebre Level (6...127 :0...127) 60 00 01 *

* *  Velocity Sens {i...15 : ~T._.+1) 60 00 02 #

¢~ # Channel Press Sems {L..15 : ~7...47) 60 00 03 4

¢ -+ Env Attack Rate {i...15 : -T...47 60O 0D D4 ¢

¢ ¢ Env Decay Rate {L...15 : 747 600D O5 *

# * Env Sustaln Level (1...15 s )]

3. % Env Release Rate (1...15 ; -7...+D)

# & Plich Shift Coarzse {B,..56 : -24...+24)

# ¢ Pltch Shitt Fine (14...114 : -30...+50)

% & Bend Range Lower {0...15 : -38,-24,-12...00

* +  Bend Runge Upper (0...12 : 00...12)

* 4 Channe] After Sens (0,,.27 : -36,-24,-12....412)

+ ¢ Poly After Sens (0.,,27 : -36,-24,-12....+1)

¥ % Auto Bend Depth {G...27 : -85, -24,~12....412)

¢ Auto Bend Rate (B...15 : 0...15)

¢ + Detune Depth {0...15 : 0...18}

+ ¢+ Hate {0...83 : 0...59)

+ & VYaveform {0...8 : Trl, Sine, Square, Sawilp, Sawlwn, Randzl...d)

+ & [Depth (0...15 : 0...15)

* ¢ Delay (0...15 : 0.,.15)

¢ ¢ Rise Time (0...15: 0...18)

¢ ¢ Modulation Depth (0...15 : 0,,.15)

¢ ¢ ChAfter Sens (G...15 : 0...1H)

# & Poly After Sens (b...15 : 0...15)

(Table 20] Rhythm Setup Parameter

{Individual)

Setup Kamel Lower 4bit
Setup Kamel Epper 4bit

Setup Nasel? Upper 4bit
Bender Bange Lower (G...15 ;
Bender Range Upper {0...12 :

-36, -24,-1%...0)
0...12}

Total size = 0 D0 1AR

Tone Medts (0...31 : L 0L..31}

Tone Kusber {6...127 : i...128)

Source gey (0...127 ; C-L...G9)

Mate Inst (34...98 : Off,B1,..DT}

Inst Level {0...31 : @...31)

Veloclty Sens (1,..35 : -7...47)

Env Mode {0...1 : Susteln, No Sustain)

Env Attack Rate ()...16 : -T...+T)

Eny Decay Rate (L..15 : =T.._+7}

Env Relense Bate {1...15 : ~L...#7)

Pitch Shift Coarse (0...27 : -36,-24,~12....+12)
Piteh Shift Fine {14,..114 : -50...+50)

Channel After Sens {0.,,27 ; -36,-24,-12....+12)
Poly After Sens {0...27 : -36,-24,-12....4]2)
Renden (0...35 ; 00...15)

Suto Bend Bepth {0...27 : ~35,-24,-12..,.+12)
Auto Bemdt Rate (0...15 : 0...1%5)

betune Pepth (0...15 : 0...18)

Quiput Assign {0...3 : Dry, Rev,Che, Dir)

Pan (0.,.15 ; 7>.34...¢%, k)

Total size = 00 02 140

[Table 22] Mode Changes

Total size = 00 00 324

Xayboard Patch (DATA will be ignered)
Sound Patch {DATA w11l be ignored)
Link (DATA will be ignored)

Part {0...5 : Parti..,?arf)

R.Part (DATA will be ignored)

HOM Play (DATA will be ignored)

{Table 21] Rhythm Setup Parameter Inst=B1 (Individual)
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MO “ FUVi NETDUARL ale . Qep. i, T0og
Model U~ 20 MID! Implementation Chart Version : 1.02
] Transmitted Recognized Remarks
Function »»+
Basic Defautt 1-16 1-18 Memorized
Channel Changed 1-16 1~16
Default Mode 3 Mode 3
Mode Messages ® x
Alterd ¥k Rk ok kK kk
Note ) 0-127 0-127
Number True Voice Kok Kk kK KKk 0-127
Velocity Note ON Ov=1-127 Ov=1-127
Note OFF Ov=1-127 QOv=0~127,9n v=0
After Key's X O
Touch Ch's * O
Pitch Bender * *-36 - +12 9 bit resolution
0D—5 7—31,64~-951 % (assignable) * (assignable)
] o* O Modulation
T % * Volume
10 % % Panpot
Control 64 | % ¥ Hold 1
Change
100, 101 | %% (0, 1) % (0 1) RPN LSB, MSB
6, 38| k%% % %k % Data Entry MSB, LSB
121 | X O Reset All Controllers
Prog * 0-127 * 0-127
Change True # % ok ko ok %k K kK 0-127
Systemn Exclusive * *
Song Pos X X
s | x
Tune X X
System Clock x X
Real Time Commands x x
Local ONOFF | X O
Aux All Notes OFF X O
Messages  Active Sense * ]
Reset X x
Notes * Can be set to O or X manually. and memorized.

k% Can be set to O or X manually.

* % % RPN = Registerad Paramater Number.
BPN # 0 : Pitch Bend Sensitivity
RPN # 1 : Master Tune

Mode 1: OMNI ON, POLY
Mode 3: OMNI OFF, POLY

Mode 2: OMNI ON, MONO
Mode 4: OMNI OFF, MONO

O : Yes
X : No



HMHow to read a MID! Implementation Chart

O :MIDI dsta that can be transmitted or
received

X :MIDI data that cannot be {ransmitted or
received

* :Transmission or reception can be turned
on or off. The setting is remembered even
when the power is turned off

@ Basic Channel
The MIDI channel for transmitting
(receiving) MIDI data can be specified over
this range. The MIDI channel setting is
remembered even when the power is turned
off.

® Mode
Most recent synthesizers use mode 3 {omni
off, poly).
Reception : Data is received only on the

specified channels , and
plaved polyphonically.

Transmission : Al musical data is
transmitted on the specified
MIDI channel.

* "Mode” refers to MIDI Mode messages.

® Note Number
This is the range of note numbers that can
be transmitted (received. Note number 60 is
middle C (C4)).

® Velocity
This is the range over which wvelocity can
be transmitted (received) by Note On and
Note Off messages.

@ Aftertouch
Key's: polyphonic aftertouch
Ch's: channel aftertouch

@ Pitch Bender
The bender range setfing of each Timbre
determines the range of pitch change
caused by pitch bender data. When set to
0, pitch bender data will be ignored.

@ Control Change
This indicates the control numbers that can
be transmitted (received), and what they
will control. For details, refer to the MIDI
implementation.

@ Program Change
The program change numbers in the chart
indicate the actual data. (This is one less
than the Piich and Timbre program
numbers,)

® Exclusive
Exclusive message reception can be turned
on/off by the exclusive switch (setup).

@ Common, Realtime
These MIDI messages are used to
synchronize  sequencers and  rhythm
machines. The U-20 does not use these
IMessages.

@ Other
These messages are mainly used to keep a
MIDI system running correctly. Active
sensing transmission can be turned on/off.

/
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Main Specifications

Main Specifications |

U-20 : RS-PCM keyvboard

®Keyboard
61 keys (with wvelocity and channel
aftertouch)

@®5Sound Generator
RS-FPCM Sound Generation
Maximum Voices : 30 voices

@internal Memory

Setup :

Keyboard Patches :

Chord Sets:

Sound Patches :

Timbres : 1
Rhythm Sets (64 keys:Bl1—D7):
Internal Tones : 1

@®RAM Card (M-256E)
Setup :
Keyboard Fatches :
Chord Sets:
Sound Patches :
Timbres : 1
Rhythm Sets (64 keys: Bl1—DT7):

@Display
2 line 24 character (with backlight)

@®Dimensions
985 (W) x 310 (D) x 85 (H) mm
383/4" x 12-1/6”7 X 31/4”"

®Woeight

10 kg/22 lbs

@®Power Consumption

20 W

@Accessories

Ovwmers Manual

Sound Patch Chart
Guarantee

Connection Cable (PJ-1M)

@Options

RAM Card (Memory Card) M-258E
PCM Card (Sound Library)
SN-U110 series

Stereo Headphones RHE-100
Foot Switch DP-2, DP6
Expression Pedal EV-5, EV-10

MIDI/SYNC Cable
MSC07, 15, 25, 50, 100

Semi-hard Case SHC-2
Carrying Bag CB-10
Keyboard Stand KS-8

% For product improvement, specifications
and appearance are subject to change
without notice.
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Index

A D

ATtertouCh roeereserererinramsoasroaes 26
Arpeggio Rate«-«-crrrrrrmenreaenan. a5
ATpeggio Type -cvesrrrrrececasanrens 35
Arpeggio Play ....................... 34
Auto Bend Depth (Rhythm Set) ---75
(Timbre) «------- 64

Auto Bend Rate (Rhythm Set) ----- 75
(Timbre) --co-vreee 64

Bender Range (Rhythm Set) ++-:--- 78
(Timbre) . -«-ssesrrsvs 63
Bulk Dmp ........... chabeseaaannay 145

Channel Aftertouch Sensitivity

(Level, Timbre) ................. £2
(Pitch, Timbre) --+eeseeeearsssaes 64
(Rhythm Set) reereevennrnnnnsaes 74
(Vibrato, Timbre) c-cceceeesren. 66
Chord Play ««-crerrreeesesseeaeasnnns 30
Chord Sef rrrrrerrrrrssrsrrrsrnans 30, 39
Chord Set Name ««-ctttesseessassans 42
Chord 1/2 Chord Set Select -------- 30
Key Offset «rececverrrons a1
Retrigger Mode +«++»«++- 31
Chorus/Flanger Depth +erereeesraes 54
Level reececosancass 54
Rate r+reveeranarans B4
Type .............. 53
Chorus Switch (Setup)} ++ssrrrerere-- 51
Common GI'OHD ...................... ap
Control Number
(Keyboard Patch) r--e--re--vr-- 104
(Sound Patch) r---cereceeseessas 105
Ctrl Group =----e-rerereessesnasarens an
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Data Mode ++rvrrevrearrsorssnns 15, 128
Delay Time (Sound Patch):r+«:«--: 54
(Vibrato, Timbre) >+« 66

Depth (Vibrato, Timbre) +«c-ec-vv-e- 66
Detune Depth (Rhythm Set) «-----:- 75
(Timbre) «»rerereee-- 64

Device ID - tretrsrtssacssnrinns 107, 144

Edit Mode s s srrerernmrenneann 15, 124

Fdit Procedure + - s rreserrrecncaa 124
Effect Group (Sound Patch) «---:--- 53
Env Attack Rate (Rhythm Set) ---73
(Timbre) «-»----- 62

Env Decay Rate  (Rhythm Set) ---73
(Timbre) «+«c-«x- 62

Envelope Mode (Rhythm Set) -+--:-- 73
Env Release Rate (Rhythm Set) ---73
(Timbre) +«--r++- 62

Env Sustain Level (Timbre) -------- 62
EXT/C1/C2 Control Number ------ 104
Channel «recerreennns 104

Feedback (Chorus, Sound Patch) ---54
{Reverb, Sound Patch) --+55

Hold revvvvororrrrsssnissieranasrsaans 28
Initialize (Internal Data) s+:+-++---- 147
(RAM Card) ----r-ereneer 129



Index

K
Kybd G’I'Qup ......................... a0
Keyboard Patch Mode:----- 15, 20, 122
Keyboard Patch Name r-«r-=rvetrers 36
Key Range «+«rrvreveereararininiinns o5
KBY TI'EIISDOSE ...................... 29
L
LCD COntragts--- s errrresrasssassas 44
Level (Rhythm Set) creoreeverereeeas 73
Level Boost Switch
(Rhythm Part) -cecceorevvresroees 52
Level Group (Rhythm Set)-r+reerve-. 72
Level Group (Timbre)----cxccevesv-- 61
Link Play Modeg:«««++cvvv-- 15, 18, 122
Load ................................ }_42
Local Control Switch-++reeerrrrvnes 108
M
Master Tunj_ng ...................... 23
MIDI Group (Keyboard Patch) :---- 89
(Setup) ................ 89
(Sound Patch):-evvee-- 89
MIDI Monitor: - - - csreeerersnnnaes 149
Modulation Lever Depth
(Vibrato, Timbre) «-cccrvreeresenes 66
Mute (Rhythm Set) rerreceriariienes 72
N
Name (Chord Set) ++rrrreeereenenns 42
(Keyboard Patch) «++rvevvees 38
(Rhythm Set) +reverereeenen. 78
(Sound Patch):++s-reeseensss 57
(Tlmbre) .................... 67
0
QOutput Assign (Rhythm Set) -««+--- 76
(Sound Patch):::---- 50
Output Group (Rhythm Set) «+----- 76
(Sound Patch):+++:-- 50
Output Mode ---+sreernserancncnanans 53

Pan (Sound Patch):ccstsrervsmcnacsns 51
(Rhythm Set) »rrererrireesnnen. 78
Parameter Dump ++«+rrrrerrrerecnes 148

Parameter Select (Sound Patch)----105
Part Level

(Part1 —86, Sound Patch) -+----+- 51
(RPart, Sound Patch) -«-+-«----- 52
Part Play Mode »-+-+---r--- 15, 19, 123
Partl-—6 Group «-cerrerveeeeenns 90, 94
Patch Dump s+sevvvrrerrrereaseresns 146
Patch Dump Switch +-rorrreererersn 107
PCM Card---cccvrrrsraanrsssnsiiiss 60
Pitch Group (Rhythm Set) s++ecrvv- 74
(Timbre) =««xrerverrees 63
Pitch Randomize (Rhythm Set) ----: 75
Pitch Shift Coarse (Timbre) +------- 63
(Rhythm Set) ---74
Pitch Shift Fine (Timbre) »-«------- 63
(Rhythm Set) »---- 74
Play Mode++ +rvrrrmrnrenereae. 15, 120
Polyphonic Aftertouch Sensitivity
(Pitch, Timbre)-«---rx-vvvrees 64
(Rhythm Set) trevevreviiaanesn, 5
(Vibrato, Timbre) «r+vererce---- 66
RAM Card-creerrrrerssnesrsnenanans 128
Rate (Vibrato, Timbre) «----v--vrvven 65
Reverb/DelayLevel - «-crveveeevreins 55
TIME cccv et 55
Type +ovvereererennes 55
Reverb Switch (Setup) ««oxvvvvvve-- 51
Rhythm Play Mode-------- 15, 21, 123
Rhythm Set Namg--«---ccccerrrerrns 78
Rhythm Set Select ----ccrrervennannn 52
Rise Time (Vibrato, Timbre) ««-+---- 66
ROM Play Mode: - +=s=reerrreess 12, 15
RPart Group -:r-trrersreesrronss 90, 94
Rx Ch (Part 1—8, Sound Patch)---94
(R.Part, Sound Patch) «««---- 94
Rx Control Ch (Kybd, Setup) ------- 97
(Sound, Setup) ------ a7
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Rx Hold Switch serresssveersacanian 106
Rx Pan Switch rersevevecersorenonss 108
Rx System Exclusive
Switch - -r-vrrrarrerrennanas 107, 144
Rx Timbre Change Switch-r-----+-* 97
Rx Volume Switch «-s-ccreeemesrsns 108
Save ................................ 142
Sound Group =«: -crrrrrreacraraaans an
Sound Patch Mode -«++----- 1b, 20, 122
Sound Patch Name -« ««+casssesaseoss 56
Source Key (Rhythm Set) +----«+--- 79
Timbre Level - rverrrrreririianans 81
Timbre NAme -+ -ccrrrrrrrsnnsaennns 67
Timbre Select «+rrrerrrresranasranrae 50
TOME= +# v eveerrrerresrnesiteaiiarnn 46
Tone Select (Rhythm Set) «-rev---- 71
(Timbre) «----cereren-- 59
Tx Active Sensing Switch +--v-v+ 108
Tx Arpeggio Ch srreerrernrricnaenes 92
Tx Chsrerrrrresrressrrsanssnerransns 92
Tx Channel Aftertouch Switch:----- 93
Tx Control Ch --ssecereeeccrenseans 100
Tx Control Change Switcheveeeeer- 105
Tx Program Change Switch-------- 100
Tx Program Change Number ------ 100
Tx Setup Ch-rrrrererererrneeenaan. 93
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ULty < - vcrerrerrearnrentncenancns 147
VEIOCitY ............................. 26
Velocity Offget «rrreerrrrreeeann, 115
Velocity Range (Sound Patch) ::«--- a5
Velocity Sensitivity
(Keyboard Patch) «------rvreees 115
(Rhythm Set) ................... 73
(Timbre) »+evsveecesrrsrsacinnans 81
Vib Group:--+---sssreessrernssnniass 65
Voice Reserve
(Partl —86, Sound Patch) «-++«-- 117
(R.Part, Sound Patch) -+:»=----- 117
Waveform (Vibrato, Timbre) r+«++--- 65
Write Procedure
(Chord Set) +-rrrererecernss 43, 139
(Keyboard Patch) -----+---- 37, 133
(VD) » v vrerrnsmenserosananans 108
(Rhythm Set) .............. 79, 139
(Sound Patch) r--rreevrree-- 57, 133
(SUMMATrY) +-=crrrrrrrreerrnnsas 131
(Timbre) ++ececescasresrnrns 68, 136



For Nordic Courfries————-

Apparatus containing Lithium batteries

ADVARSEL ! VARNING!
Lithiurnbatteri — Eksplosionsfare ved fejiagtig Explasionstara vid felaktigt batieribyte,
héndtering. Anvind samma batierityp elier en ekvivalent typ
Lidskiftning mé kun ske mec batter] af samme som rekommenderas av appamtiilivarkaren.
fabrikat og type. Kassera anvint batieri entigt fabrikantens
Lever det brugte batteri tilbage til leverandaren. instruktion.

ADVARSEL! VAROITUS!

Lithiumbatieri — Eksplosjonstare. Paristo voi #djahtda, jos se on virheellisesti

Ved utskitting benyties kun hatled som anbefait asennetiu,

av apparatiabrikanten. Vaihda paristo ainoastaan Jaitevaimistajan

Brukt batteri returmeras apparatieveranderan. suosittelemaan tyynpiin. Havitd kaytetly paristo
vaimistajan ohjelden mikaisesti.

J

For Gemnany

Bescheinigung des Herstellers/Importeurs

Hierrnit wird bescheinigh, daB der/die/das in Ubereinstimmung mit den Bestimmungen der
ROLAND RSPCM KEYBOARD U-20 Amtsbl. Vig 1046/1984
{Gerdt. Typ. Bazeichnung) {Amtsblativerfiigung)

funk-entstort ist.
Der Deutschen Bundespost wurde das Inverkehrbringen dieses Gerétes angezeigt und dia Berechtigung zur Uberpriifung
der Serie auf Einhaltung der Bestimmungen eingeraumt.

Roland Corporation Osaka/Japal

---------------------------------------------------- IR LR R

Narna tas Herstallars/impoteurs

For the USA ——,

FEDERAL COMMUNICATIONS COMMISSION
RADIO FREQUENCY INTERFERENCE STATEMENT

This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant to Part 15 of the FCC
Rules, These limits are designed 10 provide reasonable protection against harmiul interference in a residential instaliation. This
squipment generatas, uses, and can radiate radio fraquancy energy and, if not instalied and used in accordance with the
instructions, may cause harmfui interference to radio communications. However, there is no guarantee that interference will not
occur in a particular installation. |f this equipment does cause harmful interference to radio or television recaption, which can be
determined by turning the equipment off and on, the user is encouraged to try to correct the interference by one or more of the
following measures:

—~ BReorient or relocate the receiving antenna.

— Increase the separation between the equiprent and receiver.

—~ Connect the equipment into an outiet on & circuit different from that to which the receiver is connected.

~ Consult the dealer or an experienced radio/TV tachnician for help.

Unauthotized changas or modification 1o this system can void the users authority to operate this equiprment.
This equipment requires shielded interface cables in order to meet FCC class B Limit.

J

For Canada ———,

CLASS B NOTICE
This digital apparatus does not exceed the Class B limits for radio noise emissions set out in the Radio Interference

Regutations of the Canadian Depariment of Communications.

CLASSEB AVIS , "
Cet apparell numérigue ne dépasse pas les limites de la classe B au niveau des émissions de brufts radioélectriques fixés
dans le Réglement des signaux parasites par le ministére canadien des Communications.
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