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Yamaha XG Sof t war e Support Di sks

Section 1: Overview
1.1 Introduction To The Quick Guide

Wl cone. ..

Thi s gui de bookl et and associated disk is designed to equip new QY700 owners
with all the basic information needed to get up and running fast and

famliarise with the fundanental operations of your machine. Additionally, a
host of tips are included throughout as to howto get the nost from your QY.

d.41
Look out for the mi' | ogo as you read through.

The Quick Cuide concept ains to act as a handy suppl enent to your QY700
owner's manual . It is a conpact know edge resource covering the QY essentials
in brief frombasic playback procedures and feature explanations through to
starting to sketch out your own conpositions and the progranm ng techni ques
required. If you are conpletely a novice user, then it is advisable to go
through the sections in order and familiarise yourself with the basic
procedures before progressing to the nore advanced options. If you are already
a familiar user, feel free to dip into the sections as you need them and take
advant age of the TIPS

The denob di sk includes exanple songs and patterns to illustrate QY700
progranmm ng techniques and is referenced at different points in the text. Look

=0

out for the | ogo when a section has an exanple to be | oaded in.
At the back of the booklet, you will find a series of reference appendi ces
with a glossary summarising and defining QY termnology, a little basic
troubl eshooti ng, and sonme useful supplenental XG information. Have fun

1.2  Specification Overview

- 20 Songs each with 32 Sequencer Tracks + 16 Pattern tracks +
Tenpo Track + Chord Track

- 480 XG Voices with on board XG paraneter editing

- 11 Preset Drum Voices, 2 User Drum Voices with conplete drum
edi ting per Song

- Over 3800 Preset Phrases, 99 User Phrases per Style (up to 256 bars
| ong)

- Miultiple nmeters (in 16/8/4 tine)

- Full Track <-> M DI Channel /Port Mapping for both sequencer and
acconpani nent tracks

- Drum Transposition Tabl e

- Large Graphical Display with M xer Overview

- Play Effects: Goove Tenplates, Quantize, G oove Timing, Goove Gate
time, Goove Velocity, Cock Shift, Gate time, Velocity Rate, Velocity
O fset, Drum Tabl e, Transpose, |nversion Transpose, Open Harnony.

1.3 Front Panel Layout
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The QY700 has sone 52 function buttons in addition to the nmini keyboard with
its 30 associated buttons. What may seeminitially somewhat bew | deri ng,

qui ckly becones familiar when you realise that the function buttons are
arranged in specific groups to nake their actions clearer. On the top left of
the QY700, there are the six nmain "nodal" buttons with an indicator LED which
select the area you want to work in (eg. SONG or PATTERN) and al so offer a
direct route to setup functions (UTILITY), voice editing (VOCE), effect setup
and editing (EFFECT) and di sk operations such as save and | oad (D SK)

The 6 transport buttons are |ocated bel ow the vol une wheel on the left side of
the QY700 and control the playback/recording of your song or pattern. The top
row fromleft to right are "TOP" "REWND', and "FAST FORWARD'. The bottom row
are "RECORD', "STOP" and "PLAY". Additionally the outer wheel of the
jog/shuttle dial can be used in play node to shuttle through the song at high
speed and/or at half speed.

The | ocate buttons (loc 1 and LOC2) sit beneath the EDIT and JOB buttons next



to the sequencer transport controls. These can be used to recall user-defined
| ocate points within a song.

1.4 Data Entry

The QY700 has an initially daunting array of buttons for specialised tasks,
but for data entry, these can be sub-divided into several types and often
represent different ways of achieving the sane thing. This allows you to
devel op your own working techniques as you becone nore proficient with QY and
get faster at noving around the interface. Some users naturally steer towards
the data entry wheel, but renenber you can always enter values directly by
typing themon the keypad. Sonetinmes this can actually be faster

1.4.1 The Soft Keys

The 6 soft keys (or Function keys) F1-F6 have |ocalised functions dependi ng on
which edit screen you are |ooking at. They can also be used to store your nost
commonly used edit jobs by holding SH FT and pressing a soft key when in JOB
node.

1.4.2 The Nuneric Key Pad

The key pad can be used for direct nuneric entry (for exanple for selecting a
particular edit job froma list) or when in step-tine recording can be used
for entering note types and vel ocity infornation.

1.4.3 The Cursor Keys and | nc/Dec Keys

The cursor keys are used to navigate around the LCD screen, whilst the
i ncrenment decrenent (Yes/No) keys are used to either (i) change a data val ue
or (ii) respond to a question fromthe QY, such as Are You Sure?

1.4.4 The Jog/ Shuttl e Wee

The new rotary doubl e wheel on the right of the QY has several functions. The
i nner wheel is a data entry wheel to be used whilst editing, and the outer
wheel can be used to jog the sequencer backwards or forward whilst in play.

1.5 The Mini Keyboard

The miniature 2 octave keyboard on the QY700 has several functions dependi ng
on which edit node you are currently using. In general use it duplicates the
function of a M DI keyboard by sending note information to the tone generator
and you can use the octave shift buttons to transpose its effective range.
However, it is also used to enter chord types into the chord track when
editing the chord track, and the first 8 buttons on the bottomrow (Il abelled
A-H beneath the buttons) are used to select the Sections when in Pattern and
Song Mode. To the top-left of each button is also an al phanuneric synbol since
the mni-keyboard can be used to name Songs/Patterns etc.

Section 2: A Closer Look

2.1 Playing The Demo Songs

There are 2 denp songs included on the acconpanying disk. To get an idea of
what QY700 pattern assenbly and XG song files are all about, let's kick off by
pl ayi ng each of the demp's. (Denp 1 called "QY SHOK (M D)" is an XG deno using
the sequence tracks in Song Mbde and Denp 2 called "QY ABC+SOLCS" is a QY
phrase/ pattern deno usi ng onboard Phrases and overdubbed | ead parts).



in detail bel ow
2.1.1 Disk Loading

Insert the floppy di sk which acconpanies this booklet into your QY drive on
the right hand side of the unit (main |abel upwards, shutter towards the QY).
Then press the DI SK button |ocated at the end of the second row of three
buttons on the top left of the Q.

- Press F2 the soft-button for "Load" |ocated beneath the LCD

- Press the soft-button for "All Data", top button on the right of
the LCD.

- Locate the file called "ALL-DATA QrA".

- Then hit the enter button (at the bottomright of the ten-key pad).

- The QY will ask "Are You Sure?" (Y/N). Hit "+1/INC'" to go ahead
and | oad.

2.1.2 Play Procedure

Once the data has | oaded, sel ect Song Mode by pressing the SONG button. Make
sure you are on the correct Song by checking the Song Nunber/ Nane at the top
of the LCD. Then nake sure the volune is turned up and fire away, hit that

pl ay button!

2.2 Play Modes

Before diving into sone exanples of how to use Qy700, it's useful to sumarise
the mai n nodes of the machine to get an overview of how it works. The QY700
has 2 mai n nodes of operation as represented by the top left row of buttons on
the facia. These are SONG and PATTERN node.

2.2.1 Pattern
Pattern node uses 16-pattern tracks (8 visible at a time on the LCD) where we
can assenbl e ready- made Phrases fromthe QY700 phrase database by chai ni ng
them toget her, or record new Phrases into one of the 99 avail abl e user
menories per Style (displayed as US 001 to US 099). W'IIl consider howto
make the nost of this node in Section 3.

2.2.2 Song
Song node can be used in three nmain ways:

(i) as a regular 32 track sequencer with all the conventional editing and
recordi ng or SMF pl ayback options, or

(ii) as a pattern sequencer with chord track, where you type in or play the
chord changes and the QY generates realtime auto-acconpani ment using the
patterns you have assenbled fromthe Phrase database, and

(iii) as a hybrid acconpani ment/sequenci ng system where the backing nmay be
generated, but the |lead solo voices are recorded/ overdubbed on one of the

sequencer tracks. (The third nmethod was used to assenble the deno which
acconpani es the booklet). W'Il take a tour of song node in Section 4.

2.3 Other Modes

2.3.1 Wility

As you might expect, utility node is where all the systemi M DI setup takes

d For any users that need a brain refresh, we'll outline the |oading procedure



Zone settings for auto-acconpani nent. Have a qui ck browse through now to
famliarise yourself with the types of functions avail abl e.

2.3.2 Disk
The di sk node groups all the LOAD/ SAVE and data nanagenent functions for the
different types of file that the QY supports. (NB. Song E-SEQ is Yanaha's own
sequence file fornmat conpatible with ol der generations of Yamaha products such
as SY99 and QX3).

2.3.3 Effect

QY700 has 3 digital effects which can be user configured. See Section 5 for
nmore details.

Section 3: Laying Down The Groove

In this Section, we'll go through the whol e process of assenbling a song from
a basic groove upwards, exam ning the different functions of the QY700 that
we'll need as they arise. By dealing with the QY700 functions in this sort of

creative nusical context (in conbination with the nusical exanples on the deno
di sk) you will get both a clearer picture of how the QY700 works and a

compl ete grounding in the basic use of the QY700. Novice users are advised to
advance through the followi ng sections in order, but nore established users
can feel free to skip sections they are already famliar with and nove on to

| ater sections.

3.1 A World Of Riffs- The Phrase Database

After switching on QY700 to begin progranmng, the first visiting place should
be the Phrase Database within Pattern Mde. This database contains over 3800
M DI data "sanples" with bass grooves/drum | oops/funky guitars etc. These

m ni ature nusical fragments are known as Phrases in the QY700. The Phrases are
grouped by category in a database divided into 16-beat, 8-beat and 3/4 tinme
musi cal fragnents. The |ist bel ow explains the nmeaning of the two-letter
prefixes which are used to specify nusical instrunent categories held in the
dat abase. O course, it is inportant to renenber that although the M DI
Phrases have been designed to work with certain instrunent categories.

However, you, the user, are free to assign themto whatever sounds you pl ease,
transpose, and requantize them using groove tenplates, so for exanple, you can
experinment with using guitar riffs with synth sounds or brass if you want!

(W'l look at these possibilities in sone detail in section 3.4 onwards).
Da = Druns (a) GC = @uitar Chord

Db = Druns (b) GA = GQuitar Arpeggio
Fa = Fills (a) GR=CQitar Rff

Fb = Fills (b) KC = Keyboard Chord

Fc = Fills (c) KA = Keyboard Arpeggio
DP = Drum Parts KR = Keyboard Ri ff

(eg. Kick only or Hi-Hats only) PD = Pad

PC = Percussion BR = Brass

PF = Percussion Fill SE = Sound Effect

Ba = Bass (a) US = User Phrase (1-99)
Bb = Bass (b)

3.2 First Steps - Finding A Start Phrase

To start scanning through phrases, first sinply hit the PATTERN button and

sel ect an enpty pattern (say no. 2) by positioning the cursor on the Pattern
Nunber to the right of the friendly icon in the top left of the LCD. Secondly,
nove the cursor down so it sits on one of the 16 pattern tracks. (You will
notice that the word <PHRASE> pops up on the LCD when you reach one of the
tracks). Then press the PLAY button and either start scrolling using the data
wheel or nove the cursor onto a different bar nunmber before scrolling. After



sel ecting a category, you nust then cursor right to select the type of beat
you want (8 or 16 beat or 3/4), and cursor right again to select the Phrase
number you want. A nore detailed explanation of the phrase will pop up next to
<PHRASE> in the LCD.

(See shot bel ow).
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mﬂ’ By default the patterns only have 4 bars but you can use up to 256 bars in a
pattern. If you want to adjust the nunmber of bars, sinply press the button at
the top right hand side of the LCD twice so that the nunber of bars is reverse
hi ghli ghted. You can then type in the nunber of bars you want using the
keypad. NB. You can only do this whilst the sequencer is stopped!

A1
mﬂ’ Phrases will repeat continuously until the end of the current section (set as
a bar length) unless you insert a rest (using F5) to disable the phrase for a
particul ar bar.

Ty
mﬂ’ Use the Phrase Sol o button "PhrSol 0" on F4 to continuously cycle around and
hear just the currently selected phrase. This is the fastest way to check out
Phr ases.

Exanpl e:

Just so you've got the hang of things, try finding the Harp dissandi that is
classed in the Special Effects category. It is stored in the database as
" SE16006" .
SE16006 = SE (Sound Effect) 16 (16 Beat) 06 (No.6, b# Dream 4).

Got it? OK you can start assenbling sone song ideas. Let's go back to the Drum
category and get a basic groove to work on.

3.3 Nice Phrase, Shame About The Voice - Swapping Sounds



The sinplest alteration you can nake to a phrase is to change the voice that
it uses thereby changing its overall sound character whilst retaining the sane
nusi cal phrasing.

To do this, press F2 whilst in pattern node. You will find that the tracks can
be in one of two nodes (Phrase or Pattern). In "Phrase", you let the QY recal
its preferred setting for a particular Phrase. In "Pattern", you the user can
choose what ever voice you like to assign to the phrase. To change voices you
will need to cursor down to the voice category and select the appropriate
category (the mniature icon will change). Then cursor down again to try
different voices within this category. As you dial through voices you will see
the full nanes appear at the top of the LCD.

3.4 Custom Drum Sounds - Making a personal Drum Kit

The Drum Kits, although useful, are generalised, and often you may find that
you want to retune an individual drum change its panning position, its
relative anplitude in the kit or change the effects anount on an i ndividua
drum Al this can be achieved by using the user-programuable kit setup called
cryptically "DrS3Edit".

However finding this function is not imediately obvious, since you nust first
make it appear! To create this button, you nust first allocate your drumtrack
to "Pattern" in the VOCE SEL. in the PATTERN VO CE SETUP page (renenber you
get to this by hitting F2 "Voice" fromthe normal PATTERN page). Wen you
change the voice node to Pattern, you override QY700's default selection and
can select the drum 3 category on the VO CE CAT. |line. Wen you have done this
correctly the "DrS3Edit" paraneter will appear above F3 in the LCD

When "Dr S3Edit" is available as an option, you can then hit F3 to get a
conpl ete overview of parameters for every drum which you can then change
I ndi vi dual drums can be sel ected using the rubber keyboard and the octave
shift keys. Drum pitches/levels and filter/envel ope responses can be fine
tuned to get exactly the tone you want.
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3.5 Getting Hip with Drum Tables - Changing & Deleting Kit Sounds



Oten you may assenble a groove that you basically |ike but for one or two of
the kit sounds which you might want to change or just |ose conpletely. The old
fashi oned way to do this is by event editing the MDI data to transpose or

del ete individual events. QY700 fortunately has a nmuch faster and nore el egant
solution to this problemin the formof the "Drum Tabl e" (incidentally there
are 8 of themin QY700!) Essentially, the Drum Table is sinply an automatic
event mapper, so you can swap say all Snares whatever note they occur on for

a single new snare, or sinply delete an event entirely by mapping it to a nul
|l ocation shown as " " in the LCD. Exanple: Fal6036 (DA Rap 4)

To try remapping, let's select a Rap G oove in pattern node. Select PATTERN
node and an enpty pattern, cursor down to track 1 and select a drumpattern
usi ng the data wheel. Wiy not try Fal6036 (DA Rap 4) which has a nasty scratch
init! Let's then change the kick drum and renove the scratch. Fromthe Phrase
Sel ect page , we have to hit "PlayFx" and choose "Transport" (F3) and nove the
cursor to DR TABLE on the track you are using (Sel ect Drum Table 1). Then hit
"Dr TabEdit" (F4). Move the cursor to an enpty location. OK we can first take
out the scratch. Since there is no other percussion, this is easy, sinply map
"All Perc" to a null location " " As soon as you do this, the scratch

di sappears fromthe nmx. You can reinstate it sinply by reselecting "All Perc"
and hitting "Cear!" (F1). Secondly, let's change the kick drum for sonething
different. Sinply map "All Kick" to a new drum of you choi ce.

d11
mﬂ’ To quickly A/B your editing, you can "EXIT" back to the PLAY EFFECT page

and nove the cursor to the "P.FX THRU' line for the track you are working on.
Then press inc/dec to hear the original groove conpared to the Drum Tabl e
processed version (A small "T" will appear to indicate that the Play FX are

bei ng bypassed).
3.6 Whacky Drum ldeas! - Experimenting with Transpose

Some of the best grooves can be accidental! Selecting a drum part and then
transposing it using the TRANSPOSE function on the PLAY EFFECT page can yield
a whole array of weird and wonderful rhythms, varying fromthe outrageous to
the hip and beyond to the utterly usel ess. Spend sone tinme experinenting with
this to see just howsinple it is to conme up with unusual percussion tracks
wi t hout hours of programmi ng!

3.7 Slave To The Rhythm? - Getting into Groove Templates &
Quantize

We have al ready | ooked at changing the actual individual drum paraneters and
the possibilities of drum mappi ng and transpose. However, QY700 al so has
anot her set of functions which can change the overall feel or tining of a
groove and change its enphasis. Slave to the rhythm you aren't. Wth G oove
Quantize, Groove Tenplates and Groove Velocity/Gate tinme control, you are
completely free to transform any of the existing phrases into sonething
radically different!

3.7.1 Preset

G oove Tenplates shift the timng of the preset phrase rhythnms in a totally
non- destructive way, allow ng you to take a basic rhythmand transformit into
somet hi ng much hi pper. There are 100 groove tenpl ates ready made for you to
experinment with (1-100) and one User tenplate (US) |ocated after Tenplate 100.
These are recalled sinply by choosing a track and going to the TEMPLATE |ine
and turning it on.

You can get a graphical idea of what the tenplate is doing by hitting F4
(GovView). The Groove Tenplate interacts with all the other G oove
paraneters. ONT VALUE (Quantize) STRENGIH, TIM NG GATETI ME and VELOCI TY



- &l A prepared exanple pattern called "Qy Examl" (Pattern No.1) is included
inthe all data | oad. Select section A (drums only) and try altering the
quantize tenplate via the (select "Play FX and then F1 "G oove" to see the
vital paraneters).

3.7.2 User

When you select the US |l ocation, you are free to design your own tenpl ate and
shift all the elenents of the rhythm backwards or forwards by a specific
nunber of clocks. To do this, select the GovView node and you can sinply
scroll the cursor directly onto the grid and use the data-entry dial to select
t he nunber of clocks you want to push/pull a particular event.

3.8 Sweetening the Tone - All about Voice Edit

Once the groove is down, then you are going to want to | ook at Bass lines and
ot her acconpani ment such as keyboards and guitars. QY700 has such as diverse
range of Phrases that you are pretty likely to be able to find sonething close
to what you are | ooking for unless you have extrenely of fbeat tastes!
Therefore, nornmally the next step is to hone the outline you have into what
you actually want, and often this neans revoicing and "tweaki ng" the voice
tone to sit with the nusical picture you are trying to paint.

Fortunately, XG provides a standardi sed set of voice editing paraneters which
al | ow each voice to be individually tailored without delving into any conpl ex
synt hesi zer progranmi ng. (See also Section 5.8 for nore details)

To check out the idea of adding patterns and voicing at this stage, try adding
the extra sections in (B thru H of our exanple Pattern to get an idea of how
you can build up an arrangenent. |If you | ook at the Voice Edit paraneters (for
exanple on track 7), you will find that the filter cutoff frequency has been
nodi fied for this sound.

3.9 Borrowing ldeas & Miscellaneous Useful Tips!

Until you get the hang of witing in your own phrases into the user phrase
menories, (or if you don't have the tine or the inspiration) there is another
option; borrowi ng phrases fromthe database and editing them This is also
very handy for taking a Phrase that is pretty close to what you want bar a
couple of notes that may not suit the nasterpiece you had in mnd! Use the
Phrase COPY function to find the source Phrase you want and then sinply sel ect
a user phrase nenory |location. After copying, you can now edit the phrase to
your hearts content in either "Graphic" or "Event List" display node.

Al so renenber, since the QY supports both the Yanaha XG and GM st andards, M di
Files can be | oaded and played directly using only the QY700. The QY supports
both Type 0 (single track) and Type 1 (multi-track) formats. This nmeans you
can take great advantage of the many new M DI "Phrase" or "Lick" or "Riff"
libraries that are being nade avail able by third-party software conpanies in
SMF (Standard M DI File) fornat.

]
m:’ Use the Phrase Solo button to isolate and scroll through alternative
phrases whilst you are looking for a particular part. This will nute all the
other parts tenporarily and continually |oop around the sel ected phrase.

]
m:’ Use the Scal e tinme playback parameter to change 8-Beat into 16-Beat
rhythns and vice versa. This vastly increases the flexibility of the phrase
dat abase



A0
mﬂ’ The Beat Shift function is really useful to get unusual syncopated choppy
rhythmguitar parts by offsetting +05 for exanple. (NB. Scale Tine and Beat
Shift are set globally for each track and apply to all sections.

Be sure that you want this to effect the selected track in all sections if you
turn it on!)

A1
mﬂ’ The pattern | ength can be up to 256 bars long, so you can live in the
pattern node permanently instead of the song node if you prefer to work in this
way for conposition.

Ty
mﬂ’ Use the Drum Table to remap or renove parts of a drum phrase to change the
overall feel. You can then turn a Da or Db groove into a DP and isolate just
the drum el ement you want.

A1
mﬂ’ You can store your nost frequently used pattern edit jobs on soft-keys F1-F6
by selecting the edit job you want fromthe list and pressing SH FT and the
function key of your choice.

A1
mﬂ’ Press and hold SH FT and then either Loc 1 or Loc2 while a song/ pattern is
playing to store a particular location on the fly.

Section 4: Assembling A Complete Song

Song node can be used for straightforward M DI sequenci ng w thout auto-
acconpani nent (on Tracks 1-32) and in fact has many of the functions of the
nost sophi sticated conmput er sequencers. However, where QY conmes into its own
is in the conbination of auto-acconpani nent and user-added overdubbed parts.
Patterns and chords can be assenbl ed using the PATTERN and CHORD tracks, and
overdubbed parts can be added on tracks 1-32 in conventional form Select the
SONG node on your QY, and scroll to an enpty song. Wrk through points 4.1-4.4
below to try out your own song assenbly.

4.1 Adding Patterns

Sel ect the pattern block in the Song Mde display (remenber you have to scroll
through all the 32 sequencer tracks first, although you can use Shift+Track
Up/ Down key to skip the tracks.) Wien the pattern track is highlighted, hit
EDIT for an overvi ew of how patterns are mapped out within a song. W can al so
hit the REC key to sel ect REPLACE, Punch or Step Rec and then hit PLAY to
record not only in 32 tracks but also Chord and Tenpo tracks. Dial-in some of
the patterns you created in Section 3, and arrange them over say a 32-bar
sequence.

di1
mﬂ’ There is no need to enter the Style nane each tine if you are using sections
within a single style. QY700 will performbetter if you enter the Style nane
just once at the top and | eave out the Style name fromthe Style colum for
the remai ning section changes. O course, if you want to call a section froma
different Style, you will then have to enter the new Styl e nane.

41
mﬂ’ If you want patterns to recall the FX and voicing setup and override the song
FX setup, you can turn the PATT SETUP function ON. (It defaults to off).
However, since there is a great deal of data that is recalled, use this
function carefully. It can result in timng delays if you try and repeatedly
recall patterns fromdifferent Styles.

4.2 Adding The Chord/Tempo Tracks



K, so once we have our basic pattern arrangenent entered, we can shoot in
some chords. The chords are entered on the CHORD track. Once sel ected, hit
EDIT for chord entry node, select a bar position for the chord change and use
the m ni keyboard to program a chord/chord type.

It's even possible to use nore advanced chord types with a pedal bass or slash
chords which can be entered by first entering your nain chord type in the
usual way and then hol di ng one of the dianond shaped buttons (to the left of
the m ni keyboard) and entering another note. You will see the LCD display to
show a mi ni secondary note beneath the nmain chord type (eg. BbM/ on G. Go on
try out this feature and find those stretched jazz chords.

The tenpo track works in much the same way as the chord track, allow ng you to
specify tenmpo changes at any point throughout the song. Sinply use F6 (lnsert)
to add a tenpo control event, dial-in the tenpo you want and hit the enter
button. To get rid of it, sinply select the event and hit F5 (Delete). Try out
sonme subtle tenpo changes to lift your song.

4.3 Adding Melody Lines

Once you have a structure, sonme chords and a tenpo, then it's tine to add a
mel ody on one of the sequencer tracks.Select a free track and hit the RECORD
transport button. A nunber of record options will pop-up in the LCD (REPLACE /
OVERDUB / PUNCH or STEP). Normally you'll want to be in realtine REPLACE node
which is the default. This node sinply replaces any existing data on the
track. OVERDUB nerges new data with any existing track data. PUNCH al |l ows you
to punch-in/out over a specified section, and STEP all ows step-tine note
editing for score entry or parts that nmay be too tricky to play. Check out
these different recording nodes to fanmiliarise yourself with the options.

T
mﬂ’ If you have a foot switch, you can configure it to START/ STOP recordi ng by
setting the FOOT SW TCH response under UTILITY, F1 (System.

4.4 Adding Realtime Control Data

The QY's wheels can be defined to send out a variety of different controller
messages by selecting F1 (Systen) under UTILITY node. These can be recorded in
t he sequencer and used to add sone icing on the cake for your voices.

111
mﬂ’ If you use controller nunbers 71 thru 74, you can control your voices in
realtime and record dynanic sonic effects such as filter/resonance sweeps! Try
experinmenting with the Brightness (Filter Cutoff) and Harnoni c Content
(Resonance) controllers mapped to each of the wheels and see how t hey
i nteract.

A0
mﬂ’ If you set for example the Pitch Weel to controller 7 (Volune) and set
record node to OVERDUB, you can do an automated mi x of each track in your
sequence. QY700 will faithfully show all the automated fader novenents in the
VA CE
di splay like a professional automated consol e.

Ti1
m:’ VWhen adding realtinme controllers, you can set a LOOP (by pressing the second-
key down on the right of the LCD when in Song node) and rehearse the effect
you're trying to add or continually replace it until you get what you want.

Section 5. Song Mixing & Effects Settings

Once the song has been mnusically sketched out and structured, the inmage of the
song can be transfornmed and polished in the final mx by adding effects,



panni ng and bal anci ng, and revoicing using the XG voice-editing paraneters. In
this Section, we'll work through all the features you'll need to famliarise
with in order to get the nost out of your songs.

5.1 General Effects Management

The QY700 has three high quality effects simultaneously avail abl e. These can
be recalled and edited by the user, and are saved with all their nodified
paraneters as part of an XG header. There is conplete flexibility for routing
to the FX section fromthe nmixer since each m xer channel has its own send
anount to each of the 3 effects. This neans the user can set precisely the
anount of for exanple reverb for each voice used in a pattern or song

5.1.1 How Are The Effects Organi zed?

The effects are organized into 3 categories. Effect 1 is the Reverb Effect
whi ch has the foll owing prograns avail abl e NO EFFECT, HALL 1, HALL 2, ROOM 1,
ROOM 2, ROOM 3, STAGE 1, STAGE 2, PLATE, WH TEROOM TUNNEL, BASEMENT.

Effect 2 is the Modul ation/ Delay Effect which has the follow ng prograns
avai | abl e NO EFFECT, CHORUS 1, CHORUS 2, CHORUS 3, CHORUS 4, CELESTE 1,
CELESTE 2, CELESTE 3, CELESTE 4, FLANGER 1, FLANGER 2, FLANGER 3.

Effect 3 is known as the Variation Effect and has all the different FX types
including all the follow ng programs: NO EFFECT, HALL 1 ,HALL 2, ROOM 1, ROOM
2, ROOM 3, STAGE 1, STAGE 2, PLATE, DELAY LCR, DELAY L, R ECHO, CROSSDELAY
ER1, ER2, GATE REV, REVERSE GATE, KARAOKE 1, KARAOKE 2, KARACKE 3, THRU
CHORUS 1, CHORUS 2, CHORUS 3, CHORUS 4, CELESTE 1, CELESTE 2, CELESTE 3,
CELESTE 4, FLANGER 1, FLANGER 2, FLANGER 3, SYMPHONI C, ROTARY SP, TREMELO,
AUTO PAN, PHASER 1, PHASER 2, DI STORTI ON, OVERDRI VE, AMP SIM 3-BAND EQ 2-
BAND EQ AUTO WAH.

5.1.2 Howcan | allocate FX to Voi ces?

To allocate an effect to a particular voice sinply select the effect you want
under the Effect Section (hit the EFFECT button to the left of the LCD), and
then route the voice to the effect by going back to VO CE and using the cursor
to set a send level to the effect for a particular channel

5.1.3 What is "Connect" For?

The "Connect" option in the FX section sinply arranges the variation effect to
have its own send | evel for each mixer channel (System Mbde) or on/off per
channel (Insertion Mdde). Additionally, system node allows the variation
effect to be sent to the chorus and reverb sections.

5.2 "Remixing" A Song

The final mix of your Song is the chance to get all the elements in place, get
it all balanced and placed in the stereo field and positioned in ternms of
depth using the effects section. QY enulates a mxing console with its one
page "virtual console" display conplete with channel strips, netering, FX
sends and even noving faders. Al this is accessed in VO CE node. Press the
"VO CE" button to enter this node.

5.3 Muting & Soloing

When mi xi ng your conpleted song, its essential to be able to focus in on

i ndi vi dual el enments of the whole sound picture so they can be accurately

bal anced, positioned and generally fine tuned as you work towards a conpl eted
mx. In order to do this, the QY700 provides dedi cated buttons for MJTE (to
turn off an individual track) and SOLO (to isolate only one track and silence
the rest). To use these functions, sinply select the track that you wish to
apply the operation using the cursor keys and press either the MJTE or SOLO



button. You will see that a miniature "M or "S" track status display appears.
5.4 Basic Volume & Pan Setup

The VO CE button (situated beneath the SONG button) to the left of the LCD,
gi ves you access to the basic m x paraneters. If you select soft-button F1
(M xer) the QY700 shows a full graphic overview of a nix console show ng
tracks 1-16 and 17-32 (using F6 to shift pages). Each console strip has the
followi ng functions fromtop to bottom

- Part No. (Part No. Label)

- Vel o Meter (Velocity Meter to show active data on the track)

- Voi ce Cat (Voice Category, eg. SFX, Keyboards)

- Program (Actual Programtype and numnber)

- Bank (Bank No.)

- Reverb (Send Level to Reverb)

- Chorus (Send Level to Chorus)

- Variation (Send Level to variation effect)

- Pan (For spatial positioning in the stereo field)

- Vol ume (For master track vol une)

- Expressi on (For crescendo/ decrescendo/swell effects
up to the master volune |evel)

5.5 Adding Effects to individual Drums

In order to apply effects to individual drunms rather than globally to the
whol e drumkit, you have to use the user drumvoices (DrS1 and DrS2). When in
VO CE "M xer" node and you sel ect a channel which has a drum voice, an extra
paraneter will pop up under function key F4. Press this to see the drum

edi ting paraneters.

You will find that the first 3 paraneters on the left-hand side offer
i ndi vidual effects send anobunts for each drum To edit, sinply choose the drum
you want to work on (using the rubber keyboard and the octave shift buttons to
find the drumyou want), and then adjust the FX send anount to taste.

5.6 Effects Changes Per Pattern

It is possible to have FX paraneters dynami cally changi ng t hroughout a Song or
Pattern. Normally, this will involve changing the send | evels throughout a
m X. This can be achi eved using XG controller nunbers as foll ows.

(See Appendi x on XG

91 = Reverb Send Level
93 = Modul ati on Send Level
94 = Variation Send Level (Only if Connection = -SYSTEM

5.7 Tips & Tricks

5.7.1 Inproving Guitar Sounds
Sampl ed guitar sounds generally suffer fromthinness or artificial
transposition because of the static formants. However, the anp-sinulator (in
the Variation Effect) can be used to "snear" the guitar sound and render it
somewhat nore |ike the real thing!

5.7.2 Dirty Sounds!

If you want to add sone "grit" or "grain" to a Song or particular sound, the
Amp Sinulator is also a useful way of applying a specialised EQ

The "Tube" setting for the Anp Sinulator gives a nmild distortion, and with



frequency roll off, can be used to achieve a sort of "Sixties" sound. Try it
out on your drum grooves to get a nore "trashy" conpressed/ downsanpl ed sound.

5.7.3 Boosting the output

Cccasionally you nmay find sone sounds that have the sort of tone you want but
simply not enough power in relation to other sounds you are using. Rather than
increasing all the note velocities to try and get nore power, you can use
either the overdrive or distortion effects with the drive level turned all the
way down. This basically turns the effects section into a boost control with
frequency bands. Go to the "Effect” section and try this out.

5.8 Voice Editing

The XG format provides for all the essential controls over a sounds key sonic
ingredients. These will be famliar to anyone who has a basic know edge of
synt hesi zers I n voice edit node, the follow ng sound mani pul ati on paraneters
are avail abl e:

Cutoff Filter Cutof f frequency.

Resonance Filter Resonant frequency.

Attack Anplitude Envel ope attack rate (Transient).

Decay Anplitude Envel ope decay rate.

Rel ease Anplitude Envel ope rel ease rate

Vi brato Rate FLO (Low Frequency GCscillator) speed.

Vi brato Depth LFO depth

Vi brat o Del ay LFO del ay before starting.

Mono/ Pol y Singl e Note or pol yphonic (many note).

voi ce node

El enent Reserve No. of parts to hold for dynanic
voi ce all ocati on.

Vel ocity Depth Response to keyboard vel ocity.

Velocity O fset Fi xed of fset to increase/reduce | oudness.

Portanento On/ O f Pitch glide on/off.

Portanento Ti ne Pitch glide rate.

Pitch Modul ati on Dept h Amount of LFO routed to pitch
(vibrato FX)

Filter Mdul ation Dept h Amount of LFO routed to the filter
(wah FX)

Ampl i tude Modul ati on Dept h Amount of LFO routed to
the anplifier (trenelo FX)

Using these paraneters, there is plenty of scope to "tweak" a sound to taste
by adjusting its overall brightness or harnmonic content and anplitude contour
with the envel ope paraneters. This sinplified paraneter editing gives rapid
access to the key paraneters without having to |l earn a sophisticated
progranm ng techni que or sound architecture as required by many synthesizers
and sanpl ers. The user benefits by being able to nake fast nusically usefu
changes to both Voices and DrumKits froma single edit screen. In nmany ways,
this screen represents the heart of XG - the ability to sinply change an

exi sting sound and recall it without needing to learn a conpletely new

| anguage.



== VUDICE EDIT -- PART =A1
ATMMFEMaEL B @aA GrandPno :
MonoAPoly Poly §

EErarT I I I IO ICICICIC I

lalginped N ELEM LIELCTY SEMS PORTAMEMT | MW LFO. DOEFTH

RERU 'DEPTHIOFFST! SKW { TIME :P.MODF. MODiA. MOD
mong Pocy JR0 = @ @ DEH

FILTER EG UIERATO EEMD

CHTRY

DR

CUTOFF {RESHAMCE|AT TCK: DECAY: RLESE| RATE {DEFTH:DELAY|LELEL

T &L Trressl

|_Mixer ]| Tune [(IISTRIY PT17~-32;

5.9 Going Further...Towards the Power User

Well, if you've persevered through the sections and arrived at this point, you
will have tried out nost of the key functions and features of the QY700.
However, now that you're confortable with the world of QY and ABC, there are a
couple of extra interesting areas to explore on your own.

5.9.1 Inversion Transpose

Apart from straight transposition and drum mappi ng usi ng drum tables (which we
| ooked at in Section 3.5/3.6), there are other nore advanced types of
transposition which we can use in QY700. For chordal parts, we can utilise the
I nversi on Transpose which let's us change the voicing of a particular chord.
For exanple, in the case of a MAJOR chord we can choose to voice the chord in
the conventional first position with the root note at the bottom (ie. ROOT-

THI RD- FI FTH or 1-3-5), but we can also voice 3-5-1 or 5-1-3. This option
greatly expands the useful ness of phrases with chords, since we can specify
the type of voicing we actually want. This is particularly relevant to
changi ng keyboard voicings to suit guitar sounds and in general rearrangenent
that can be considered part of the whole rem xi ng process.

5.9.2 Open Harnony
Goi ng another step further, you can control exactly how the notes are

har noni sed and the spread/density of the voicing! You can nove away from
"cl assic" close-voiced keyboard chords to nore unusual note formations. Sel ect



this is another world to explore...

A1
m:’ As you use nore of the functions of the QY and build nore sophisticated
patterns with realtine control, you will use nore of the nenory of the QY700.
In normal use, you don't really have to be aware of any nenory constraints but
power users will want to keep an eye on this. In order to check the nmenory
used on the QY700, hold down both the OCT UP/ OCT DOM keys at the right of the

m ni rubber keyboard. A menory readout will

pop up on the screen.

Appendix A: QY700 Job List

Song Edit

00 Undo/ Redo Undo or Redo the last edit operation.

01 Quanti ze Correct the timng of a particular track.
02 Modi fy Vel ocity Change the note velocities.

03 Modi fy Gate Tine Change the Gate Tinme (Duration) of notes.
04 Crescendo Create an automatic crescendo or decrescendo.
05 Transpose Change a single or range of notes to a new
pitch in semnitones.
06 Shift Note Change a single note to a new pitch
(via note nane).
07 Shift dock Slip a track backward or forwards in tine.
08 Chord Sort Rearrange the notes of a chord to |ist
hi gh-to-1 ow or | owto-hi gh.
09 Chord Separate De-flam a chord by a set nunber of
clock ticks (arpeggiation).
10 Shift Event Change one type of event data into another.
11 Copy Event Copy a group of events between tracks
or songs.
12 Erase Event Erase a group of events on a specified track.
13 Extract Event Renmove an event in a particular tine
or note range.
14 Thin Qut Reduce the density of controller/pitch bend
data in a track.
15 Time Stretch Shorten or |engthen a specified section
(Mn 50% Max 2009 .
16 Create Measure Insert a new neasure or neasures at a
specified | ocation.
17 Del ete Measure Renove a neasure at a specified tine and
re-splice the track.
18 Copy Track Copy a conplete track to another track
or anot her song.
19 M x Track Merge Two specified tracks down to
1 destination track.
20 Clear Track Clear either event data, play effects or
voi ce data (or all).
21 Expand Backi ng Inserts real note data specified in
pattern/chord in track 17-32.
22 Normal i ze Play Effect Superinposes the play effect settings
onto the original data.
23 Copy Song Copy a conplete song into
a new song | ocati on.
24 Cl ear Song Del ete a song froma song | ocation.
25 Song Name Nanme a song using the letters on
t he rubber keyboard.
Pattern Edit
00 Undo/ Redo Undo or Redo the last edit operation.
01 Quanti ze Correct the timng of a particular track.
02 Modi fy Velocity Change the note velocities.
03 Modi fy Gate Tinme Change the Gate Tinme (Duration) of notes.
04 Crescendo Create an automatic crescendo or decrescendo.
05 Transpose Change a single or range of notes

to a new pitch in senitones.



06 Shift Note Change a single note to a new pitch
(via note nane).
07 Shift dock Slip a track backward or forwards in time
08 Chord Sort Rearrange the notes of a chord to Iist
hi gh-to-1ow or | owto-high
09 Chord Separate De-flam a chord by a set nunber of
clock ticks (arpeggiation).
10 Shift Event Change one type of event data into another
11 Copy Event Copy a group of events between tracks
or songs.
12 Erase Event Erase a group of events on a specified track
13 Extract Event Renove an event in a particular tine
or note range.
14 Thin Qut Reduce the density of controller/pitch
bend data in a track
15 Time Stretch Shorten or lengthen a specified section
(Mn 50% Max 2009 .
16 Copy Phrase Copy a phrase into User RAM for editing
17 M x Phrase Copy a phrase and nix it with another one.
18 Append Phrase Add a phrase to the end of an existing phrase
19 Split Phrase Extract part of a phrase from
an exi sting phrase.
20 CGet Phrase Take sonme data froma song and
place it in a phrase.
21 Put Phrase Take data froma phrase and put it into a song
22 Cl ear Phrase Renove a particul ar phrase nunber
23 Phrase Name Enter a nane for a new phrase
24 Cl ear Track Erase either a patch/play effect/voice
or all froma track.
25 Copy Pattern Copy either part or all of a pattern
to anot her style.
26 Append Pattern Add a pattern to the end of an
exi sting pattern.
27 Split Pattern Extract part of a pattern from an
exi sting pattern.
28 Clear Pattern Erase a Style (either one or all sections).
29 Pattern Nane Nanme a Pattern
30 Style |con Sel ect an icon fromthe database to give

your Style an inmage!

Appendix B: About Yamaha XG

(1

XG Definition & Concept

The XG format designed by Yamaha is an extension of GM (General MDI) data
format for consistent and portable nusical data across different sound

generating devi ces.

XG neans literally "eXtended GM' and it nmintains the

universality and conpatibility of the MDI and GM standards while

significantly increasing the range of expressiveness. It is designed to ensure

data continuity, and to provide equi pment manufacturers with consi derable

flexibility in designing machines that satisfy its requirenents.

Specifically,

the XG format does the foll ow ng:

u Enabl es production of extremely expressive sound data
u Significantly expands avail able voice types and vari ations
u Supports future conpatibility of sound data anmong nusica
i nstrunments, conputers, and other devices
u Ensures that data will remain fully usable well into the future
u Supports standardi zed handling of new types of effects-inclusive data

(such as karaoke data)
The XG format is founded on the followi ng three principles:
u Conpatibility
u Scal ability



u Expandabi lity
1. Conpatibility

Any XG machi ne, regardl ess of nodel or manufacturer, will provide faithfu
reproduction of any XG sound data. Because the XG format nai ntai ns downward
compatibility with the GMformat, XG machines will also provide correct
reproducti on of GM sound dat a.

2. Scalability

Al t hough the XG format provides detail ed and extensive specification of voice
sets and voi ce changes, it does not require XG nachines to support the ful
range of functions. Designers are free to develop a w de range of products to
nmeet various cost and performance objectives. Each XG nmachine will replay XG
data in accordance with the machine's | evel of sophistication. |If a nodel does
not support a variation voice, it will automatically play the correspondi ng
basic voice instead. If a nodel includes a graphic equalizer, it can take ful
advant age of graphic equalizer functions so as to control frequency
characteristics to best suit the nmusical genre being played - fromlively rock
to soot hing cl assi cal

3. Expandability

The XG format renmai ns open to enhancenents and extensions that will allow it
toremain in step with future product devel opnents.

(2) XG Drum Map

*** | MAGE NOT AVAI LABLE IN THE WEB VERSI ON

(3) XG FX MAP
(A) REVERB TYPE

TYPE MSB TYPE LSB

DEC HEX 0 1 2. .. 8

0 0 NO EFFECT

1 1 HALL1 HALL2

2 2 ROOML ROOMR ROOMB

3 3 STAGEL U STAGE2

4 4 PLATE

5 5 NO EFFECT

15 F NO EFFECT

16 10 WH TE ROOMWF

17 11 TUNNEL*

18 12 CANYON* *

19 13 BASEMENT*

20 14 NO EFFECT
127 7F NO EFFECT
(B) CHORUS TYPE

TYPE VBB TYPE LSB

DEC HEX 0 1 2. .. 8

0 0 NO EFFECT

1 1 NO EFFECT

64 40 NO EFFECT

65 41 CHORUS1 CHORUS2 CHORUS3 CHORUS4
66 42 CELESTEL CELESTE2 CELESTE3 CELESTE4
67 43 FLANGERL FLANGER2 FLANGER3

68 44 SYMPHONI C* *

69 45 NO EFFECT



71 47 NO EFFECT

72 48 PHASER* *
73 49 NO EFFECT
127 7F NO EFFECT
(C) VARI ATION TYPE (0 ~ 63)
TYPE MSB TYPE LSB
DEC HEX 0 1 2. .. 8
0 0 NO EFFECT
1 1 HALL1 HALL2
2 2 ROOML ROOMR ROOMB
3 3 STAGEL STAGE2
4 4 PLATE
5 5 DELAY L, C, R
6 6 DELAY L, R
7 7 ECHO
8 8 CROSS DELAY
9 9 ERL ER2
10 A GATE REVERB
11 B REVERSE GATE
12 C NO EFFECT or THRU
19 13 NO EFFECT or THRU
20 14 KARAOCKEL* KARACKE2* KARAOCKE3*
21 15 NO EFFECT or THRU
63 3F NO EFFECT or THRU

* Optional effects
** Not available on QY700

(4) New M DI control nessages
not avail abl e under GM for nat

Cntrl # Par anet er / Hex Dat a Range
Bank Sel ect 0 Bank Sel ect MSB 0: Normal 64: SFX voice
126: SFX, 127: Drum
32 Bank Select LSB 0 to 127
Portanento Tine 5 Portanento Tine 0 to 127

Sets the pitch change speed used when Portanento is ON. Has no affect on
portanmento control. A value of 0 produces the shortest portanmento time; val ue
127 selects the | ongest tine.

Por t anent o 65 (41H) 0 to 127 (0-63: O f 64-127:(n)

If nmultipart paraneter "Rcv PORTAMENTO' is OFF, the part ignores this nessage.

Sost enut o 66 (42H) 0 to 127 (0-63: O f 64-127:On)
Sof t Pedal 67 (43H) 0 to 127 (0-63: O f 64-127:(n)
Har noni ¢ Cont ent 71 (47H) 0 to 127 (0:-64 64:+0 127: +63)

Applies adjustnent to the resonance val ue set by the voice. This paraneter
specifies relative change, with value 64 produci ng zero adjustment.

As val ues get higher the sound becones increasingly eccentric. Note that for
some voi ces the effective paraneter range is narrower than the | egal paraneter
range.

Rel ease Tine 72 (48H) 0 to 127 (0:-64 64:+0 127: +63)

Applies adjustnment to the envel ope release tine set by the voice. This



paraneter specifies relative change, with value 64 producing zero adjustnent.
For some voices the effective paraneter range is narrower than the |egal
paraneter range.

Attack Time 73 (49H) 0 to 127 (0:-64 64:+0 127: +63)

Applies adjustnent to the envel ope attack tinme set by the voice. This
paraneter specifies relative change, with value 64 producing zero adjustnent.
For some voices the effective paraneter range is narrower than the |egal

par aneter range.

Bri ght ness 74 (4AH) 0 to 127 (0:-64 64:+0 127: +63)
Applies adjustnent to the filter cutoff frequency set by the voice. This
paraneter specifies relative change, with value 64 producing zero adjustnent.

For some voices the effective paraneter range is narrower than the |egal
paraneter range.

Port anent o Control 84 (54H) 0 to 127
Portamento Tinme is al ways O.

FX Send Level 1 (Reverb) 91 (5BH) 0 to 127
Adj usts the reverb send | evel.

FX Send Level 2 (Chorus) 93 (5DH) 0 to 127
Adj usts the chorus send | evel.

FX Send Level 3 (Variation) 94 (5EH) 0 to 127

Adj usts the variation effect send | evel.
Effective only if "Variation Connection = Systent.

NRPN Part Para Control
98 NRPN LSB 0 to 127
99 NRPN MSB 0 to 127

If multipart paranmeter "Rcv NRPN' is OFF, the part ignores this nessage. First
send the NRPN MSB and LSB to select the control paraneter, then set the val ue
by Data Entry. Once you have sel ected an NRPN on a given channel, the channel
will apply subsequent Data Entry to the selected paraneter. After naking the
necessary settings you should set RPN to Null to reduce the risk of
operational errors.

Al Sound Of 120 (784 0

Switches off sound fromall parts. Does not reset the settings established by
Channel Messages.

Appendix C: QY Troubleshooting

[1] Problens getting to the CHORD and PATTERN tracks?

In Song Mode, you nust first scroll through all 32 Song Tracks before using
the Right cursor key or the Track Up key before you can reach the Pattern or
Chord tracks. W can use the Shift + Track Up key as a shortcut.

[2] Problens with XG Headers?

The QY700 will insert a correctly fornmatted XG header into a MDl File if you
sel ect the XG HEADR opti on when you save a Standard M Dl File. However, if you
later try to "update” this header (say after changing a few paraneters in the
m xer) a second header will be inserted before the original header. Therefore



if you wish to "update" a header, you nust first delete the original header
data fromthe Song Edit Mbde.

[3] No Effects Send 3?

Renenber that the FX System can work in either Systemor Insertion Mde. Only
System node gives 3 true FX sends per channel. In Insertion node the effect is
simply on/off per channel. If you were wondering why the mnixer |ooks
different, this will explain it!

[4] Slow Styles/G@itching at the start?

If you are in Song node and are essentially using sections froma single
Style. Do not enter the Style nunber each tinme when assenbling your Pattern
Track. This tends to slow the QY-700 down in playback. (NB. At the head of the
1st bar you may insert a blank Section of a same Style which is used in the
2nd bar to avoid a "glitch" when the XG paraneters are recalled to setup the
song.)

[5] Can't change sections in Pattern Mde?

In order to change sections in realtinme using the 8 Section change buttons A-
H, the cursor marker has to be sitting on the Section Label or the Style
nunber at the top left of the LCD. If the cursor narker is |left on a Phrase
nane in the tracks w ndow, you cannot change sections!

[6] Trying to change the length of a pattern w thout success?

You cannot scroll to that paraneter! Firstly, the sequencer has to be stopped.
Then press the button to the top right of the LCD twice. You can then type in
t he nunber of bars you want using the keypad.

[7] Can't find "DrS3Edit" in Pattern Mde?

You nust first change from PHRASE to PATTERN under VO CE SEL. Then Under VO CE

CAT. choose kit 3. You will then see the DrS3 Edit option pop-up on the LCD
above F3.

Appendix D: Glossary

ABC (Auto Bass Chord) - Yamaha's advanced automati c acconpani nent system for
real -tine reharnoni zing as you pl ay.

AWM - Advanced Wave Menory. Yamaha's proprietary tone generation technol ogy
based on sanpl e pl ayback

DC-Direct Current. The QY-700 uses Yanmaha's PA-5B AC adaptor.

DR Tabl e - Drum Transposition table for remappi ng or silencing individual drum
parts.

ESEQ - Yamamha's sequencer format, as used on ol der Yamaha products such as
SY77/ QX3.

Fi ngered Chord Zone - The keyboard zone that is "active" ie. able to sensing
user entered chords and change the acconpani nment.

FX - Effects Processor, ie. section that provides a range of reverberation
nodul ation & distortion effects. QY700 has 3 sinultaneous effects avail abl e.

M DI - Acronymfor Misical Instrunent Digital Interface.

MIC - Acronymfor MDI Time Code. A synchronisation format with enbedded
hour s/ mi nutes/ seconds and franes.



Phrase - A nusical riff! The QY has 3876 preset phrases and 99 user phrases
per Style.

Pattern - A collection of phrases which together formpart of a song.

Play FX - A set of paraneters that can be superinposed on the original MDI
data to add nore nusically interesting variations to the original data.

Section - A collection of patterns which formpart of a Style. The QY-700 has
8 Sections: Ato H

SMF - Standard M D File, Type 0 (which is single-track) or Type 1 (which is
mul ti-track).

Song - A collection of sequencer tracks and pattern tracks which are
controlled by chord and tenp tracks.

Style - A conbination of 8 Sections (Ato H which interact to formall the
basi ¢ el enents of a particular nusical style.

Sync - Short for synchronisation. QY700 offers both internal sync and external
M DI dock and MDI Time Code sync.

Tenpo Track - Controls the speed (in Beats Per Mnute (BPM of the whole song.

Voice Edit - The sounds of the QY700 can be edited using the specialised XG
sound editing paranmeters which include for exanple access to
attack/rel ease/filter cutoff & resonance.

XG - Yamaha's extension of the General MD (GW sound set and controller
definitions. XG neans literally eXtended GM

XG Header - A setup bar containing all the data used in the song to set up the
voices, the nmx and the effects in the QY700. The XG header is essential to be
able to play back an XG conpatible MDI File on different XG products such as
t he Yamaha MJ- 50 and MJ 80.

Appendix E: Finale
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*** This Quick Quide was originally published by Yamaha as a Quark Express
document, and was kindly converted for use on the web by Jay Vaughan, an avid
QY700 user at TekLab. (http://ww.teklab.cony.
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I nternet:

Yanaha can be reached via the Internet at a nunber of sites worl dw de. Check
out these sites for nore informati on on Yanmaha products, XG and the QY700.

Yamaha O ficial Main International Sites
http://ww. yamaha. co. uk/
http://ww. yamaha. co. j p/



http://ww. yanmaha. com
http://ww. ysba. com ysba/worl| dwi de. ht m
M ke Barnes, June 1996.

Appendix F: QY Software Support

Quick Quide Data Disk Contents... Al File: "ALL-DATA QA"

A For Section 2: 2 Denpb Songs

ulu Denb 1 - XG Song "QY SHOK (M D)"

u2u Denb 2 - QY ABC Song including custom patterns "QY ABC+SOLCS"
B. For Section 3: Phrase/Pattern Assenbly

u3u Di al l'i ng/ Arrangi ng Phrases (Sel ect STYLE 01 "QY EXAML")
udu X@E Drum Voi ci ng

usu Drum Tabl es/ G oove Tenpl at e

C For Section 4: Song Assenbly

ubu 8 Bar G oove (See STYLE 64, used in Song Denp2)

u7u Assenbling The Pattern

ugu Addi ng The Chords/ Addi ng The Mel ody

D. For Section 5: Renixing

uou Ef fects Setup Exanpl e/ Drum FX Exanpl e (See Song 2)

ulou XG Voi ci ng Paraneters

Yamaha XG Software Support Disks

XG Song Library - M D never sounded so real!

EMS XGl01 New Romanti cs

EMS XGl02 Mbt own Col d

EMS XG103 Country & Western Bonanza
EMS XGl04 The Best OF Di ana Ross

EMS XGL05 Screen Themes- John Wi anms
EMS XGL06 Jazz Funk Vol .1

EMS XG107 Good Vi brations - The Best OF The Beach Boys
EMS XGL08 The Great Musicals

EMS XG109 Cl assical Masterpieces Vol .1
EMS XGl110 The Best O The Eurythnics
EMS XGl11 Soft Rock Collection

EMS XGl12 Soft Reggae

EMS XGl13 Soul ed Qut

EMS XGl14 Hard' n' Heavy

EMS XGl15 Sinply Red

EMS XGl16 Bacharach & David

EMS XGl17 Sting

EMS XG118 El ectro Pop

EMS XGl19 Si mon & Gar f unkel

EMS XG120 Di sco Nights

XG Hyper Grooves - 320 new phrases per disk
EMS XG&201 Dance

EMS X&02 Jazz & Fusion

EMS X&03 Rock & Pop

EMS X&204 Latin

EMS X&05 Dance ||

Contact your |ocal dealer for nore details.



