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INTRODUCTION

Welcome to the ENSONIOQ) EPS Performance Sampler, the instrument that redefines what a digical
sampling keyboard can be. While conceiving and designing the EPS, ENSONI0 set out to overcome
the limitations of ordinary sampling keyboards — down-time while sounds load from disk, not
enough sounds available at once, limited expressiveness, and so on. The EPS provides the solutions
to these and many other problems.

The EPS can have up to cight different Instruments loaded into ils memory at once, Whal's more, it's
the frst sampler that lets you continue to play the sounds already in memory while other ones are
being loaded. And of course it sounds great — with twice the resolution of a 12-bit sampler, the EPS
can reproduce any sound with stunning accuracy, There is more to making music, however, than just
playing back samples, so we sought new ways to control and modulate sampled sounds in
performance — to approach the kind of expression usually associated only with acoustic instruments.

Here are just three of the things we developed that make the EPS ruly a Performance Sampler:

» Performance Loading. No more standing around waiting for a sound to load. While the EPS
loads an Instrument from a disk you can go right on playing the ones already i memaory,

+« Poly-Kev™ Pressure-sensitive keyboard. You're probably familiar with Pressure (or
Aftertouch) which lets you bring in vibrato or some other modulation effect by pressing down
harder en a key. The problem wilh ordinary Channel Pressure is that when vou press down on any
key, it affects every note that's playing. The EPS's Poly-Key Pressure offers a new level of
expressiveness by allechng each note independently.

+ Patch Select Buttons. The two little buttons above the Pich and Mod wheels, called Palch
Sclect buttons, arc another ENSONIC) innovation aimed at gelting maximum expressiveness out of
a keyboard controller. Holding down either or both of these buttons allows instant access to
alternate sounds within an Tnstrument, Sampled sounds need no longer be one-dimensional.

Of course this only scraiches the surface.  The list goes on — things like an integrated muld-orack
MIH sequencer packed with sophisticated leatures, "Expert-System” Autolooping, six different
crossfade looping algonthms, dynamic digital filters, true 20-voice multi-timbral operation, optional
SCSI port, and much more. Mot to mention an "open” voice architecture which allows EFS
Instruments to be configured in ways that are limited only by the imagination of the programmer.

But you will discover all this in good time. Eight now you probably want to make some music, 5o
plug in the EPS and explore its polential. Most of all, enjoy,

ABOUT THE MUSICIAN'S MANUAL

Though it looks and acts like a keyboard instrument, the EPS is actually a sophisticated computing
device, with more processing power than the average personal computer. Like all ENSONIQ
products it has been designed for ease of use by those who just want to make music, and vet i€ offers
4 wealth of advanced functions for the more 1echnically inclined. Because not all musicians are {or
want to be) computer wizards, we have divided the EPS operating instructions into two volumes.

The book you are reading, the EPS Musician's Marual, 15 designed to introduce you to all the
essential funclions of the EPS, 1t contains ev erything vou'll need to know to start making music with
the EPS, presented in a straightforward way, We suggest you read it carefully to ensure thal you gel
the most out of your EPS.

A second volume, the EPS Advanced Applications Guide (AAG), explores the inner workings of the
EPS in greater depth. In the Advanced Applications Guide you will find detailed discussions of the
EPS's advanced data manipulation, digital signal processing, MIDI and Sequencer features, Also
vou will leam how to program the EPS's many Wavesample, Laver and Instrument parameters to
greate yvour own custom Insouments. Those who like to dig around beneath the surface will find the
necessary information in the AAG.
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CARE AMD FEEDING OF THE DISK DRIVE

The EPS's built-in Disk Drive is used to store all your Instruments and Seguencer data, as well ag
System Exclusive messages from other MIDI devices. The EPS uses a double-sided drive, which
can store 800 Kilobytes of data per disk. You should always use Double-Sided Double-Density
(DSDD) 3.5" micro-Mloppy disks for reliable disk operation. The disks are enclosed in a
protective plastic carrier with an automatic shutter to protect the diskette from physical damage. 1tis
pnportant not to alter this carrier in any way.

The 3.5" disks have a sliding
write-protection tab so that vou can
protect your sounds and sequences
against accidental erasure. Sliding the
write-protection tab in the lower left
comer of the disk so that the window
15 closed will allow yvou to store
information on the disk. Sliding the
tab so that the window is open will
protect the disk against being
accidentally reformatted or having
files deleted,

Floppy disks are a magnetic storage medium, and should be treated with the same care you'd give

important audio tapes. Here are a few Do's and Don'ts concerning disks and the Disk Dive.

Do:

+ Use only Double-Sided Double-Density (DSDDY 3.5 inch Micro-floppy disks. These are available
from almost any computer store, and many music stores carry them as well,

+ Keep vour disks and the Disk Drive clean and free of dust, dirt, liquids, ete.

+ Label your disks, and keep a record of what is saved on each.

Con't:

» Use Single-Sided (SSDD or S33D) disks. These disks have not passed testing on both sides.
While a single-sided disk might work successfully with the EPS, it is possible that you will
eventually lose important data to a disk ervor if you try using Single-Sided disks.

= Put anything other than a disk in the Thsk Dnve,

+ Expose disks to extremes of temperature, Temperatures below 50° F and above 1407 F can damage
the plastic outer shell.

+ Subject disks to strong magpetic ficlds. Exposure to magnetic energy can permancntly damage the
information on the disk. Keep disks away from speaker cabinets, tape decks, power cables, airline
x-Tay equipment, power amplifiers, TV sets, and any other sources of magnetic encrgy.

+ Eject the disk while the drive is operating (the Disk Drive hight is om).

DISK MEMORY vs. INTERNAL MEMORY

The Instruments and Sequences which the EPS plays are stored on double-sided 3.5" micro-floppy
disks. Each disk will hold 800k #vees of data, which translates into 400k Sample-words, or about
1600 Blocks. (A Block is a handy unit which the EPS vses to measure Internal and Disk memory —
1 Block=256 samples; 4 Blocks=1k samples.)

Sounds and sequences must be loaded into the Internal Memaory of the EPS frum the disk before they
can be played. Once it's loaded into memory, an EPS sound or sequence is completely independent
of the copy on the disk — you can do anything you wanl to it without harming the version on the
disk, unless vou intentionally Save the changes. You should feel free to experiment as much as you
like with the Instrument, Laver and Wavesample paramelers of any sound that came with the EPS.
As long as you have it safely on the disk you ean just reload it and start over if your experiments go
AWTY,
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IMPORTANT: The data in the EPS's Internal Memory is notf retalned when

the power is turned off. Anything in memory, whether Instruments or Sequences, muust be
saved to disk before you swilch the power off or it will be gone forever,

| INTERNAL MEMOCRY AND MEMORY EXPANSION

As it comes out of the box the EPS containg 236K Sample-Words (1024 Wocks) of Tnternal memory,
That's enough lor 8.6 seconds of sampling at a 30 KHz sample rate, or about 80,000 notes of
Sequencer memaory.

This Internal memeory i3 shared by samples and the Sequencer. The memory is distributed
dypamically between Instruments and Sequences, which means that the more Sounds you have in
memaory, the less Sequences vou can have, and vice-versa, There are (w0 memory expansions
dvailable in the form of cartridges which plug into the rear of the unit:

| * The 2x Expander doubles the Internal memory, giving you 512K Sample-Words (2048 Blocks) of
| memaory which, again, is shared by samples and sequences.

' » The 4x Expander adds one entire mega-Word (4086 Blocks) of dedicaled Sample memory, The
| onigindl 256K Words becomes dedicated Sequencer memory,

The Basa Lnit has:

355K Sampla-Wards \'l 256K Words of memory shared
_}’ betwaan Samples and Sequencer

With the 2x Memcry expander installed:

____ Y 512K words of memery shared
. ;o _f batwean Samples and Seguencer

‘ Wih the d4x Memary expardar installed:

.
£

R ;
mory, plus;

1024K (1 meyg) Words of Sample me

- j 256K Wards of Saquencer memary

Wilh the 4x Expander you can also install the optional SCSI (Small Computer System Interface) pore
which allows the EPS to save data to a SCSl-compartible hard disk or to exchange information with
compuiers at very high speed,

SOMETIMES THE EPS ASKS FOR THE OPERATING SYSTEM DISK
Occasionally, when sequencing, sampling or perlorming certain other advanced EPS functions, you
will be confronted with the following message:

When you see this message, it means that in order 5T

to complete the current command or edit function

the EPS needs to load a portion of the Operating

Swstem from Disk, LOAD OS DISK - HIT ENTER

If the disk in the Dove does not have the EPS Operating System on it, or i there is no disk in the Drive
you will see this message. lnsert a disk containing the Operating System into the Drive and press
Enter, and you will be able to carry on with the function at hand.
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REAR PANEL CONNECTIONS
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1} Output Expander

This is for connecting the optional OEX-8 Output Expander box, which gives the EPS eight frue
solo outputs in eddition o the built-in sterco outputs, Each Wavesample, or an cntire
Instrument/Track, can be assigned to any of the eight outputs o to a spot within the slereo mix.

2} Audio In
This jack is the audio input used for sampling into the EPS. You can switch between mic or line
level by pressing the Left or Right Ammow button afler entering Level-Detect (WVU) mode when
sampling.

Epoca: 530 KOhm dopur impedance, AC coupled,  Maximum fnput signal Before clipplng: Line level= | Vp-pr Mic
Ievel= 50 mYp-p.

AUDIO OUTPUTS:
3) Right/Mono

To operate the EPS in Mono, use this jack only. To operate the EPS in Stereo, connect this Outpat
to a channel of your Mixer and pan that channel Right. If nothing is connected to this jack, both
channels of the EPS's output will be sent in stereo 1o the Left/Phones Output for use with
headphones.

Specs (l8-woice mode) In Lef&Right owode: €80 Ohe output impedance, DO coupled,  In Moo {summed) mode
340 Ohm output lopedeoce, TR coupled, Line level oulpel inke 10 EObma of highes (oo wolce=l ¥p-p bypical; all
voives= 16 Vp-pl,

4) Left/Phones
When operating the EPS in Stereo, connect this Chutput to a channel of your Mixer and pan that
channel Left, To listen to the EPS in stereo through headphones, plug the phones into this jack
{make sure nothing is plugged into the RightMono jack, or the headphone output will not work
properly). When nothing 15 conmected to this jack, both channels of the EPS's output will be
sumunéd together and sent in mono to the RightMono Oulpul,

Specs; In LeN&Right mode: 56 Ohm outpur impedance, DC coupled.  In Neadphores mode: 56 Ohm output impedanes,
each side, DO eoupled.  Line level output into 10 KOhms or higher ( ane waice=1 Vp-p typical; all voices= 16 Vp-p )

5) Pedal/CV
This jack is for connecting an eptional ENSONIQ Model CVP-1 Control Voltage Foot Pedal,
which is assignable as a Modulator to various Wavesample parameters within the EPS. The Pedal
gives you a handy alternative Modulation source when, for example, you would want to use the
Mod Wheel but both hands are busy.,
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REAR PANEL CONNECTIONS (cont'd.)

The CV Pedal can also be assigned to act as a volume pedal. There is a parameter on the
EDIT/System Page (press Ediz, then Svsrem, then the Right or Left arrow hutton unti] vou find the
parameter PEDA L= MODVVOL) which determines whether the Pedal will act a5 a modulatoror as a
volume pedal, Set to PEDAL=VOL to use the CV Pedal to control the Volume of the EPS,

Pedul/C™Y Specs;  3-vonductor (Tip=contrel voltage inpur, Ring=2 KObm reaistor w +12 Volis, Sleeve= proend), 500
EObm joput Linpedance, DC coupled,  Iopul vollage range=0 0 <% volls [, Scan cates 1608 (masimum recommended
medulation joput= 25 Hz). For use with an external control woltage, wse a Z-conducter coble with the voltage on the
up &nd the slesve procnded,

6) Foot Switch Input
This jack supports either one or two Footswitches depending on whal is plegged into it;
+ If you plug the ENSONIQ Model SW- 1 Foot Switch {which came with your EP'S) into this jack,
it wall act as a sustain pedal. Holding it down will cause notes to continue 10 sustain alter the key
has been relcased.
+ Or you can connect the optional ENSONIC) Model SW-5 Foot Switch here, The SW-5 is a dual
(manc-typed foot switch with two scparate pedals. When the 8W-3 is connected, the right-hand
pedal will act as a sustain pedal and the left-hand pedal will act as an Auxiliary Foot Switch, The
Auxihiary Fool Swilch ¢an be used to start and stop the Sequencer.

When the BW-1 is connected When the SW-5 is connecled Lo
to the FootSwitch jack: the FootSwitch jack:

il
It acts as the Sustain The lelt pedal acts as the The right pedal acts as 1he
Foat Switch. Aux. Faat Switch. Sustain Foot Switch.

Also there are two parameters on the EDIT/System Page (press Ediy, then System, then the Lefi or
Right Amrow button until the parameter is showing) which let you assign either switch to reproduce

the actions of the Patch Select buttons, By setting either or both of these parameters to Patch Select
you can select alternate sounds within an Instrument without taking your hands off the keyboard.

7) MIDI Out

Thas jack sends out MIDI (Musical Instrument Digital Interface) information (o other instruments
and compiters,

8) MIDI In
Receives out MIDI information from other MIDI instruments or compulers.

8} MIDI Thru

"Passes on' all MIDI information received by EPS to other devices, Information generated by the
EPS itself does not go to this jack — the Thru jack merely echoes what comes in at the MITDI In
jack.
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FRONT PANEL CONTROLS
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1) Volume Slider
This controls the overall volume of the EPS's andio outputs,

2} Mode Buttons
These three buitons are the key to finding your way around the EPS, The EPS is afweys in ong of
these three Modes — LOAD, COMMAND or EDIT, The current made is selected by pressing the
appropriate Mode button, The highlighted word in the upper left comer of the Display 12lls you
which is the current mode.

« LOAD Mode is the one you will be in most often — since the EPS lets you continue playing
while loading sounds and sequences, LOAD Mode also doubles as the "Performance™ made.

« COMMAND Mode is vsed to execule a wide variety of commands, such as: saving Instruments,
Banks and Sequences to disk; copying Instruments, Layers and Wavesamples from one infemnal
location to another; creating and modilying Sequences and Songs; and mampulating wavesamples
and their loops in various ways... just to name a few,

« ETHT Mode is used to select and modify a greal many variables — or parameters —ranging from
the volume of a Wavesample, to the velocity response of the instrument, (o the MIDT In maode.
EDRIT Mode is also the mode in which all Sequence recording and mixing is done.

3) Page Buttons
Within each Mode, the available disk files, commands and parameters are organized into Pages. A
Page is selected by pressing one of these 14 Page buttons. Once yvou arc on the right Page, you
use the Data Enfry controls to seroll through the hles, commands or parameters on the Page. A
given Page will have different functions depending on the current Mode, Each Mode has a
different set of Pages available. Wot all 14 Page buttons are achve in all three Modes,

The ten numbered Page butlons also double as a numerni¢ keypad for "direct-chaling” a given disk
file, command or parameter or for sending MIDI Program Changes.

4) Data Entry Controls
Once you are in the desired Mode and have selected the proper Page, you use the controls in the
Data Enfry section to: locate and load the desired file (in LOAD mode); locate and execute the
desired command (in COMMAND Made): or locate and modify the value of the desired parameter
{in EDIT Mode).
» The Data Entry Slider and the Up and Down Arrow buttons will: move through the files on the
current disk or directory (in LOAD Maode); change the valoe of the current parameter ( in EDIT
Mode): or respond when the EPS asks you [or Turther input during the execetion of 2 command on
COMMAND Mode,
+« The Left and Right Arrow Buttons arc used primarily to move to the next parameter or command
om the curment Pagze,
« The Enter+Yes and CancelsNe Burtons are used to cither proceed with or caneel the function
currently showing on the Display.
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FRONT PANEL CONTROLS (cont'd.)
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5) Display
The EFS Display is divided into two main sections; the fadicaror Lights in the top half of the
window, and the 22-character alphanumeric display at the bottom of the window.

» The Indicator Lights 12l] you: which Mode : - g
the EPS is in (LOAD, COMMAND or EDIT):  |Mode Indicater| | Pape Indicator ‘ E‘gt'ft"m
s

which Page it 15 on; and the Sequencer slatus % —

(STOP, FLAY, EECORD, ete.). IKST 80P

= The 22 character alphanumenic display i3

used to ghow you informatipn about speCific. ™ | ameesioiccnimanirisee st pnaptenieeaeieg
files, parameters, commands, ete. T will also FILE 2 GRAND PIANO ...
ask yvou for addidonal input when necessary, )

such as which slot you want to Load an 22-character Alphanumeric Display
Instrument into, or which Wavesample you

wanl to edit,

6} Instrument-Track Buttons
These cight buttons arc used to sclect, deselect, and "stack” the various Instruments loaded into the
[nternal Memaory of the EPS. For each of the eight locations,the two LEDYs above the bution
ndicate whether an Instrument is Loaded into that location {red LED lity and whether it is Sefecred

{vellow LEDD lit). See "Playing lnsttuments," p. 12 for a full discussion of the Instrument=Track
buttons.

Each Instrument location is also Sequencer Track — that is, whatever is recorded on Track 1 of a
Sequence will play the Instrument that is loaded into location #1. When you are recording, editing
or mixing Sequences and Songs, vou use these bullons to select the current Track.

7) Sample
This button is used to initiate sampling (digitally recording sounds) by the EPS. See "Sampling,”
p. 23, for more on sampling,

8) Set Keyboard Range
Pressing this button puts you on a special Command Page which lels you change the kevboard
range of an Instrument and transpose its pitch. For example, you can easily move an Instrument
from the lower hall of the keyvbaard (o the upper half. The procedure for doing this is covered in
"Changing the Range of an Instrument,” p. 16, Also, when an individual Wavesample 15 selecied
(in EDIT M:Jdv:] the Ser Keyboard .E‘rm,w function 15 used 1o adjust the range of that Wavesample.

9) Sequencer "Transport Controls”

These three buttons are used to control the EPS’s buill-in multi-track Sequencer. See "Using the
Sequencer,” p, 33, for details.
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HOOK IT UP

POWER

Insert the Power Cuble into the receptacle on the back of the EPS, next to the On/OM switch, Plug the
other end of the cable into a grounded AC outlet, (The proper voltage for your EPS is listed on the
Serial Number Label on the Rear Panel) Turn on the EPS. All the red and yellow LEDY's below the
Display should light. If not, check your connections and power source,

AC LINE CONDITIONING

As 18 the case with any computer device, the EPS i5 sensitive to abnormal peaks and drops in the AC
line voltage. Lightning strikes, power drops or sudden and ermratic surges in the AC line voltage can
scramble the internal memory and, in some cases, damage the unit's hardware. How can you protect
yourself against such occurrences? There are a couple of options:

= A Surge/Spike Suppressor, The cheaper of the options, a surge/spike suppressor absorhs, and
protects your pgear from all but the most severe over-voltage conditions. You can get multi-outlet
power sirips with built-in surge/spike suppressors for little more than the cost of unprotected power
strips, 50 using one is 4 good investment for all your electronic equipment.

= A Line Conditioner. This is the best, but by far the more expensive, way to protect your gear. In
addition to protecting against surges and spikes, a line conditioner guards the equipment against
excessively high or low line voltages. If you use the EPS in lots of different locations with varying
or unknown AC line conditions, you might consider investng in a ling conditioner.,

CONNECTIONS
Make sure your Audio system is turned off {or down) when making connections, to avoid damaging

speakers or other components.

Connect the Audio Outputs of the EPS to a mixer, instrument amplifier, stereo, or any other sound
system, using /4 inch audio cables, If your system 15 stereo, connect the Lelt and Right Outputs to
two channels of vour mixer, stereo, etc. If not, use the EPS's Right/Mono Output only. For
listemng throwgh headphones, disconnect the Right/Mono jack and connect the phones (o the
Left/Phones jack,

& g
Amp
- reazsey Audie
........ E..ﬂutl}utﬂ
® | Power Mixer

g T gl me—
EDLARLLALALL I

If you're minning the EPS through a mixer in stereo, 4s shown above, be sure 1o pan the Left input
fully lefit, and the Right input fully right,

EPS Perlormance Samplar B8 Musziclan's Manual




TURN IT ON — "Booting"” the EPS

The EPS Operating Svstem — the computer program which tells the hardware what 1o do — is
“disk-based.” This means that each time vou turn the EPS on, the first disk vou insert must be one
containing an EPS Operating System (at the bottom of the disk label it will say "EPSOS ver, xx™'),
The EPS will load the Operating System {or 0.5.) into its memory and then be ready for normal
operation. In computer-speak, this is called "booting” the machine, You should always use the latest
(highest-numbered) Operating System.

* Turn the Power switch On.
All the red and yellow LEDYs above the Instrument*Track buttons will light and the Display will read
SENSONIQ EPS." If there is no disk in the drive the Display will say “PLEASE INSERT DISK.”

= Insert a disk with an EPS Operating System into the drive.

Insert the disk with the label facing up and the sliding metal door facing away from vou, The Display
will read “LOADING SYSTEM" while the 0.5. is being loaded. Once the 0.5, is loaded the EPS
will put itself into LOAD mode — “LOAD™ flashing, and the Display showing the Bank or
Instrument [iles (if any) which are on the disk,

IT the first disk you pul in the drive doesn't contain the EPS Operating Systern — the Display will
flash "0.5. NOT ON DISK" or "DISK NOT FORMATTED." Iest remove that disk and insert a
proper EPS 0.5, disk.

- Don't touch the keyboard while it's calibrating.

Eight after the EPS is finished loading the Operating System, and before it puts itself into LOAD
Maode, it will calibrate ils kevboard, During calibration the software scans each key and optimizes its
Yelocity and Pressure response.  The Display will briefly read "TUNING KBD - HANDS OFF" It
15 important that you don't play or hold down any keys during this time,

« Load an Instrument or Bank into the Internal Memaory.

Once it has "booted” (he EPS 15 ready to operate, bet it won't make any sound until you LOAD an
Instrument into its Internal memory and then SELECT that Instrument by pressing its Instrument
button, See the lollowing sections, "Loading an Instrument,’” and "Playing Inscuments."”

Note: If there is a BANK file on the Bool-up disk — the Display will antomatically show that Bank
File alter loading the 0.5, (A Bank 15 a way to load a whole group of Instruments and/or Sequences
at once. More about Bank Files on p. 11.) Just press Enfer twice to load the entire Bank,

ABOUT INSTRUMENTS

We refer to EPS sounds as Instrumenty, A grand piano, an electric bass, 2 multi-sampled drum set, a
complete string section — each of these would be an example of an Instrument. You can load up 1o
eight Instruments into the EPS, memory permitting, and have instant access to any or all of them.

Each Insoument contains four different Parches which are sclected with the Parch Select buttons.
These Patches allow a single Instrument o have four differenl inflections, voacings, tumngs, or
synth-type program variations all available at the press of a button.

An Instrument can be any size (within the limits of memory) — one Instrument might consist of a
single Wavesample that plays over the entire keyboard, while another might have as many 127
different Wavesamples.

For controlling remole devices, vou can creafe an [nstrument which has no samples at all, and assign
it to play eady out MIDL, on a particular MIDI Channel. (See "Making a MIDT Instrument,” p. 300)
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p.S

LOADING AN INSTRUMENT
You can Load up to eight different Instruments into the EPS at once {within the limits of memory).
First, insert a disk containing one or more Instrument files into the disk drive.

» Press Load. The LOAD indicator flashes.

« Press Instrument. The Display looks like this:

When the LOAD indicator is flashing, the EPS is :ﬂg'!,l'_qjxsr aTor

showing yvou disk files. (When LOAD flashes on the
Display, think of it a5 a guestion mark - the EPS is

saying "Load the file showing on the Display ™) FILE 2 GRAND PIAND
Pressing the Up or Down arrow button takes you

through the Instrument files on the disk, Ifthercare e S T o Tm ™= == =
nane, the Display will read "NO INSTRUMENTS " i e

Whenever a disk file is displayed as above, you can press the Leflt or Right Arrow button to see the
size of that {ile in Blocks (a Block is 256 samples; 4 Blocks=1K samples). Press the Left or Right
Arrow butlon again to return to the file name,

« Use the Data Entry Slider or the Up and Down Arrow buttons to view the
various Instrument files on the disk.

Each file has its own File Number. When an Instrument file is showing, the INST indicator is lic
The BANK Indicator will light when a Bank file is showing,

« Find the Instrument you want to load, and press Enter.
The Display will say “PICK INSTRUMENT BUTTON.® The EPS wants to know into which
Instrument location you wish to load the sound.

= Press any of the eight Instrument-Track buttons.
The EPS will begin immediately loading the Instrument into the selected location, The Display reads
"LOADING FILE..." and the red LED flavkes while the Instrument is being loaded.

(EEET st TR

Once the Instrument has been loaded, the

Display briefly shows "FILE LOADED." The

red LED above the Instrument button stops

flashing and remains solidly lig, indicating that FILE LOADED

there is now an Instrument in that location e ™ T Ty, Ty T Y

which can be selected by pressing that button, ===
It you tell the EPS to load an Instrument into a location which already has an Tnstrument loaded (red
LED lit), the new Instrument will be loaded into that location and the one that was there will be
autcrmatically deleted.

* You might have to delete an Instrument(s) before loading the new one.

If there are already one or more Instruments loaded into the EPS, there might not be encugh free

memory to load the new one. In this case, the Display will say "PICK INST TO DELETE." At this

point ¥ou have three choices. You can:

1. Press any loaded Instrument button. Thal Instrument will be deleted from memory and the
new aone will be loaded; or

2.Press Enfer+Yes. The EPS will delete an Instrument (or Instruments, as needed) for you,
starting from the highest-numbered one in memory; or

3. Press Cancel»No. The Load command will be canceled with no harm done,

Note that you can continue to select and play existing Instruments while the new
ene Tveads.

EFS Perfarmance Samplar 10 Musician's Manual




BANKS

Banks provide a way to load a whole group of Instruments and Sequences into the EPS with a few
button presses. When you save a Bank to disk, it 1s hke takang a "snapshot” of the contents of the
EPS Internal memory — the EPS stores in the Bank File information about which Instruments are
loaded into which of the cight Instrument*Track locations. and the current Seng and Sequences (if
any), When you load a Bank, the EFS will reproduce the same state by loading those Ins{rumerits
into the same locations and, if you choose, loading the Song with its related Sequences. A Bank will
also save any Performance Presets you have created (see p. 17)

For example, you might have a Piano Ioaded into Instrument £1, a Bass in Instrument #2, and Drums
in Instrument #3, and you have created a number of Performance Presets contining dilferent
keyboard configurations of those Instruments. Let’s sav you also have in memory a Song, which is
composed of 12 Sequences. If you now save the contents of memory as a Bank, you can later call up
this exact setup by loading the Bank,

A few important notes about Banks:

* The Bank File on a disk doesn't contain the actual Instrument and Seguence (les — it is just a set of
instructions felling the EPS what to load and where. All the Instruments and the Song in a Bank must
be saved to disk individually prior saving the Bank.

* All the Instrument and Sequencer files related to a Bank must be on the some disk as the Bank file.

+ Any Instruments already loaded into locations not allected by the Bank will be lelt intact (memory
permitting), You can selectand play such Instruments while the Bank loads.

. TO LOAD A BANK:
““ « Prass Load, then [nstrument.
« Use the Up and Down Arrow buttons to view the differant files.

L | )
When a Bank file is showing, the BANK indicator lagim\msr sroe
lights on the Display along with the INST indicator, FAME
(If the BANK indicator docsn't light for any of the
files, there are no Banks on the disk.) FILE 4 SOUND BANK 1

« Once a Bank file is showing, press Enfer-Yes.

If a Song was part of the Bank when it was saved, the Display asks "LOAD SONG TOO?" This
zives you the choice of loading only the Instruments, or the Instruments plies the Song, I you press
Ernter«Yes at this point the Song which was in memeory when the Bank was saved will be loaded in
along with the Instruments, replacing the current Sequencer Memory, I you press CancelsNo, only
the Instruments will be loaded and the EPS's Sequencer memaons will be left intact.

* Press Enter-Yes.

The EPS will begin loading the the Sequence data and the Instruments. As it loads each Instrument
the Display tells you what it deing. As soon as any of the Instruments is limished loading you ¢an
select that Instrument and play while the rest of the Bank loads.

See p. 21 for instructions as to saving the contents of memoery as a4 Bank.
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PLAYING INSTRUMENTS

+ First, press Load to make sure you are in LOAD Mode.

Now we'll look at the eight Instrument=Track buttons and how they function in LOAD Mode,
[L-:la:l'Bd Salactes

- = -, . . ra — = =
= Emm e

1 2 3 4 & G T a
Instrumant-Track Buttons

Each of these buttons represents a location or "slot” into which an Instrument can be loaded. The two
LEDV's above each button tell vou whether there is an Instrument loaded into that location, and
whether it's selecied, deselected or ""Stacked.”

» The Red LED lights to indicate that an Tnstrument is loaded into that location, and can be
selected by pressing that button, In the above illustration, we see that Instruments are loaded into
locations 1, 2, 3 and 4. If none of the red LED's are lit, no Instruments are loaded. (The red LED
flashes while an Instrument is being loaded from disk.)

* The Yellow LED lights when the Instrument is selected (i.c. active on he keyboard). You
select an Instrument by pressing its Instrument button.  Pressing the button 2 second time
"deselects” the Instrument, turning off the yellow LED, In the illustration, Instrument # 2 is
selected. (If none of the yellow LEDYs are 1it, that means that no Instruments are selected, and
plaving the keyboard won't make any sound.)

» The Yellow LED ffashes when the Instrument is "Stacked” with one or more Insiruments.
An Instrument which is Stacked will play simullanecusly with any other Instruments which are
selected or Stacked, You Stack an Instrument by pressing its butlon swice in rapid succession (or
"double-click” on the Instrument button, to borrow a term from those compulers which use a
"mouse”). In the above illustration, Instrument # 3 is stacked with lnstrument # 2. You will hear
bath Instruments when you play the keyboard (wherever their keyboard ranges overlap, that is).

+ Select a loaded Instrument {one whose red LED Is lit} by pressing its
Instrument button. The Display now looks like this:

Once you have loaded one or more instruments, T wsT sTOR

select the Instrument you want to play by pressing

the appropriate Instrument button. The LOAD

indicator stops flashing, and the EPS shows you

the Name of the selected Insirument, and its — e M e = = =

Volume seting, ===
You can adjust the volume of the Instrument with the Data Entry Slider or the Up and Down Arrow
buttons, This [efs you casily balance the levels of several Instruments when splitting the keyhoard or
Stacking sounds. If any other Instruments are loaded, you can select them in the same way, and
adjust their volumes. Each time you select an Instrument, its name and Volume sciting will appear in
the Display.

GRAND PlANO WOLUME = 99

* Try selecting different Instruments. Try "double-clicking” to Stack Instruments. Click once on a
selected or Stacked Instrument to desclect it

* Pressing the Load button again returns you o viewing disk files (LOAD flashing). You can also

press Cancel 1o togele back and forth between looking at Disk Files (LOAD flashing) and Tooking at
Instruments in the Internal Memory (LOAD indicator lic but not flashing).
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IPATCH SELECT BUTTONS|

“The two Paich Select buttons above and Lo the left of the Pitch Bend Wheel can be programimed to
provide instant access to up to four completely different sounds within each Instrument. The aliernate
sound might be a different set of samples, or the same samples with different envelopes, or a
chorused version of the sound, or perhaps a dilferent range of an Instrument,

What you are doing when you press either or both of the Parch Select buttons is selecting different
Layers to play. A Layer is a group of Wavesamples spread across the keyboard — each Instrument
can contain up to eight Layers. For each of the four possible Parches, any of these eight Layers can
be made to play or to remain silent.

« The Patch Select buttons are "momentary” — an alternate Patch will play
only on notes played whife the button is held down unless you "lock in" a
Patch.

+ Te lock in a particular Patch so that it will play without having to hold any
buttons, simply press the Instrument-Track button while holding down the
Patch Select button(s) corresponding to the Patch you want to lock in.

= To return to the default Patch (neither Patch button down) after you have
locked in one of the other Patches, press the Instrument-Track button agaln
(with neither of the Paich Select buttons held down).

Try this: To see the Patches changing, and see which Layers are playing for each Patch you can go
to the Layer Enable parameter on the EDITY Instrument Page. Press Edit; then press the fnrerument
Page button twice in rapid succession,

Here's how a typical Instrument might react when you press the different Parch Select buttons:

With neither Patch The Display
Selact button pressed: shows: 00 PATCH= 1 = = - - - - -

The Display

shows; O¥ PATCH=-2------
The Dizplay Py i e
Sk #¥0 PATCH===3 4

Tha Display

e *¥ PATCHs - ~-=-B &7 8

= A number means that a given Layer is enabled, and will play in that Patch;
* A dash means that the Layer is disabled for that Patch and will not play.

The Parch Selecr buttons are sent and received over MITT as MIDT controlier 470,
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KEYBOARD RANGE (How Instruments Share the Keyboard in LOAD Mode)
Whenever the EPS is in LOAD Mode (which is the normal performance mode) you are not hmited to
one Instrument on the keyboard at a ume {or two, or three for that matter). Each Instrument has g
Keyboard Range, which is the section of the keyboard that it will oceupy when selected.

The range of an Instrument can be as much as the full 88 keys of a grand piano (for playing the EPS
from an 88-note controller via MIDI) or as little as a single key. Up to eight Instruments can inhabit
the keyboard in a way that might be termed a 'Pile o' Instruments."

Imagine four picces of paper, each a different size, piled on top of each other:

In the picture above, sheet #2 is on top of the pile — all of it is showing, The other three sheets are
partially covered up. Now suppese we could magically bring sheet #3 up to the top of the pile. The
pile would look like this:

Mow all af #3 i showing:
Mumbers 1, 2 and 4 are pariially
shawing, parially coverad up.

It we now bring #4 to the lop al
the pile, Mumbers 1 and 2 are
still partially visible, but #3 is
covered up complately,

So it is with Instruments loaded into the EPS when in LOAD mode. Whenever vou select an
Instrument, it is brought to the tap of the pile. That is, vou will hear the most recently selected
Instrument over its whole range when you play the keyboard  Any previously selected or stacked
Instruments will be "covered up" wherever their ranges overlup with that of the newly selected one,

Wherever an Instrument is not "covered up,” it will continue to play on the keyboard. So you can see
that "splitting” the keyboard is as easy as selecting two or more Instruments with different (or
overlapping) ranges.

« All Instruments which are selected (yellow LED lit) are "on the pile," even
if they are partially covered up by another Instrument.
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Now let's try the sheets-of-paper analogy in terms of Instruments on the keyvboard, Suppose you
have two Instruments loaded into the EPS:

= Instrument #1 is a Piano sound, whose range is the entire keyboard;

« Instrument #2 18 a Bass sound, whose range is only the boltom two octaves,

The ranges of the two Instuments can be shown like this:

Instrument /2,
#

Instrument
#e ;

IT you select the Piano, it will play over the whole keyboard, covering up the bass entirely:

e e e e e e e T

Now you select the Bass. This brings it to the top of the pile, and it covers up the Piano, but only in
the region where their ranges overlap (the bottom two octaves):

e A

e e e s s L R e e e —————

Bass 4

If you play now, you will hear the Bass in the bottom two octaves and the Piano over the rest of the
keyboard. If you deselect the Bass (by pressing its Inserument bulton again) its vellow LED poes out
and 1f returns the whole keyboard range to the Piano,

This same logic applies no matter how many instruments are loaded and selected, Whichever one you
select comes to the "top of the pile."

IMPORTANT: The "Pile” described here only exists in LOAD Mode. In EDIT
and COMMAND Modes, only one Instrument can ever be selected at a time.

Additional Motes:

= Whenever a selected Instrument is covered up completely by the selection of another, its vellow
LED goes out — it is automatically deselected,

= Up to all eight instruments can be selected and can play on some part of the keyboard at once, as
lomg as none is covered up completely, Also, up to all eight Instruments can be Stacked at once,

* Instruments which you "Stack" by double-clicking their Instrument buttons will play
simultaneously with whatever other Instruments are on the pile. Selecting another Instrument,
however, will bring that Instrument to the top, covering up any stacked Instruments as well as any
sclected ones.

EFS Pedormance Sampler 15 Musician's Manual



&

‘CHANGING THE RANGE OF AN INSTRUMENT
You can easily change the keyboard range of any Instrument with the following steps:

* From LOAD mode, salect the Instrument by pressing its Instrument button.
The Display will show the Instrument name and Yolume setting. Then:

ﬁ;qmw o
Famr R v
EEA
i e
feomd Gonting Hocomd  Contis
1 E= E=l | e
Saquencer Sequancer

1. Press "Set | 2. Play low Key | {3. Play high Key | 4. & 5. Press "Set
Kevboard Ranga® Keyboard Range” again

1. Press the Set Keyboard Range button.
The EFS puts iself into COMMAND mode (CMD indicator 1it in the Display window) and displays a
special "Set Range” Page:

BTCP
The screen shows: &D
« The first 9 letters of the Inst. Name,
* The lowest key it will play on (LO =), GUITAR LD = ;2,- HI = E?.,,
* The highest key (HI =), T % m_ mm e
Instrument Mame Low Key High Key

Note that the Low Key is underlined, meaning that it is selected and ready 1o be modified.

2. Play the key that you want to be the Instrument's new Low Key.
As soon as you play a note, that key becomes the new Low Key. The Display is updated
accordingly, and the underline automatically switches to the High Key.

3. Play the key that you want to be the Instrument's new High Key.
That note becomes the new high key. The Display shows the new High Key, and the underline
switches back o the Low Key,

The range is now set. If you aren't happy with the range you set, just play two more keys to set a
new range. Watch the underline to see which setting (LO or HI) will be changed when you play a
key. Each time you hit a key the underline will switch automatically.

If you want, you can press the Right or Left Arrow button to move the underline between Low Key
and High Key. You can also use the Data Entry Slider or the Up and Down Arrow buttons to adjust
the underlined value (instead of playing a key) if you prefer.

Note that 1f you select a Low key which is higher than the High Key, the Instrument will have mo
range, and will not sound. Don't do that,

The next step 1s to adjust, or Transpose, the pitch of the Instrument (if necessary) so that it works in
the new range,
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{34. Press the Sef Keyboard Range button again.
" The "Transpose Instrument” Page appears:

This s¢reen lets you Transpose the Instrument - ST
up or down in Octave or Semitone Seps.
If you have changed an Instrument's range TRNS OCT = +8__ SEM| = +4

from the lower half of the keyboard to the = = m wt om o= = =
upper, for instance, you'll need to ransposc it RS =

down a few octaves so it plays at the right pitch

in the new range. Octave Transposs Semitone Transpose
« With "OCT=__ " underlined, use the Data Entry Slider or the Up and Down Arrow buttons to raise

or lower the pitch of the Instrument in Octave steps.

+ If you wish to transpose the Instrument to a different key, press the Leit or Right Arrow button to
move the underline to "SEMI=__." Now you can use the Data Entry Shider or the Up and Down
Arrow buttons to change the pitch of the Instmument by half-steps.

5. Press the Sef Keyboard Range button once more.
The EPS returns to LOAD Mode, showing you the Instrument name and Volume setting, The range
15 now set.

Additional Notes:

« The current settings on the "Instrument Range" and "Transpose Instrument” Pages will be saved
with the Instrument if you save it wo disk.

= While on either of these pages, you can select a different Instrument (by pressing its Insorument
button) to see and/or adjust its range and ranspose seltings.

+ While on these pages (and whenever vou are in COMMAND or EDIT Maode) only one Insirurmnent at
a time can be selected. You will know which Instrument you are working on because only its
vellow LED will be lit, its name will show on the Set Keyboard Kange Page, and you wall hear only
it when playing the kevboard.

+ Up to eight different Keyboard Range and Transpose settings for cach Instrument are possible
using Performance Presels (see below).

IPERFORMANCE PRESETS )
Once vou have a number of Instruments loaded into the EPS, there are so many possible
combinations for selecting, stacking, mixing and manipulating the ranges of those Instrurnents that it

can get a bit hard to manage in real-time performance. That is where Performance Presets come in.

For each Bank you save, you can create eight Performance Presets which allow you to store different
kevboard configurations. By selecting a Performance Preset you can instantly recreate the state of the
"Pile” at the time the Preset was created.

Within each Preset, the following information is saved for instant recall:

» Which Insrruments are selected, deselected or stacked (on the "Pile” in LOAD Mode).

The Keyboard Range and Transpose amount of each InstrumentTrack.

The status of the Patch Select buttons for each Instrument=Track.

The Volume (Mix Level) of each InstrumentsTrack.

The Pan setting of cach InstrumentsTrack (on the EDIT/Track Page).

The MIDI Program Mumber of each Instrurment (as selected on the EDIT/Insrument Page).

-+

L B

When the EPS iz In LOAD Mode, with the LOAD indicator nof flashing®,
pressing the buttons numbered 1-8 (In the Page Sectlon of the front panel)
will select the eight Performance Presetis.

* Remember, when the LOAD indicator is flashing, the Display is showing you disk files for loading.
When the LOAD indicator is lit but sor flashing the Display is showing you the name(s) of the of
Instruments in the Internal Memory.
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Additional Notes about Performance Presets:

* Pressing "(1" will Deselect all the Instruments in memory and return them to the original settings for
Range, Transpose, Volume, etc. which were in effect when they were loaded {or most recently
saved to disk). This will undo the effects of any Presets currenily in effect. You can press "0" at
any time (whether a Preset is in effect or not) to return all you Instuments o their "starting points.”

= If you save an Instrument to disk while a Preset is in effect, all the current values will be saved with
the Instrument, Be careful that you don't accidentally save an Instrument with some strange values
that you had meant to be pant of a temporary setup. You can select "Preset (' (above) before saving
the Instrurnent to avoid this.

* If no Preset has been created for one of the eight possible locations, pressing that number will have
no effect.

ICREATING A P Eﬁﬁﬁﬁﬁﬂﬁiﬁﬂﬂﬁ SET |

Whenever you have sct up some configuration of Mstruments (in LOAD Mode) which you want to
preserve for later recall, you can save that configuration as a Performance Preset with the following
SLeps:

*In LOAD Mode, set up the Instruments in memory in some configuration
you want to preserve.

* Press Command, then Instrument.

» Press the Left or Right Arrow button until the Display shows "CREATE
PRESET."

» Press Enter-Yes.

« Use the Data Entry Slider or the Up and Down Arrow buttons to select a
number 1-8. This will determine which of the eight possible Performance Presets the current
keyboard configuration will be saved as.

- Press Enter-Yes. The Display reads "COMMAND COMPLETED," and the Preset is made.

» Press Load 10 return to the "Pile." Pressing the number that you selected for the Preset
will now instantly recall this keyboard configuration, Repear this procedure for each Performance
Preset vou want to create, sclecting a new number (from 1-8) for each,

IMPORTANT: Performance Presets are saved to disk only when you save the contents of Memory
a5 8 Bank. When you load a Bank, any Presets which were present at the time the Bank was saved
will be recreated, See p. 11 and p. 21 for more on Banks.

- SUGGESTED USES FOR PERFORMANCE PRESETS
* The most obvious use for Performance Presets is to have instant access to different combinations of
Instrument selected, stacked and mixed in various ways, Here are some other possibilities:

« Easier access (o Patch Select variations. Suppose you have selected the Piano sound and
“locked in" some Patch variation (as shown on p. 13), such as the detuned Honky Tonk Piano
sound, Ry creating a Preset while the alternate Paich is locked in, you can later return to that sound
just by selecting the Preset,

« Controlling MIDI Instruments. Suppose you have created one or more MIDI Insiruments for
playing remote devices from the EPS (sec p. 30). Each Performance Preset can store a ditferent
Program Number, Yolume setting, Kevboard Range and Transpose amount for each of those
Instruments. When you select a Preset, each Insirument which has MIDI or BOTH stats ("SEND
KEYS TO=__" on the EDIT/Instrument Page) will send a Program Change and MIDI volume
information on its designated MIDI Channel (assuming TRANSMIT ON = INST CHAN on the
EDIT/MIDI Page). Soif you use the EPS as a MIDI controller, Performance Presets let you store
up o eight totally differsnt controller configurations,
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.PRESSURE (After-touch)

Ome of the most exciting features of the EPS is its exclusive Poly-Key™ keyboard, which, in addibon
lo responding to the velocity with which you play, is capable of responding to Fressure {often called
After-touch). There are two types of Pressure:

+ Channel Pressure, also called Mono Pressure, 18 "global." Channel Pressure affects all notes
that are playing when you exérl pressure on any of the keys. Most MIDI instruments which curmently
implement Pressure send and receive only Channel Pressure. If you are playing or sequencing such
an instrument from the EPS you should set the EPS to send Channel Pressure.

+ Key Pressure, sometimes referred to as Polyphonic Pressure or Foly Pressure, is a more
sophisticated and expressive type of Pressure. Key Pressure affects each key independently. If, for
example, vou play a three-note chord, pressing down harder on any of the three notes of the chord
will medulate ondy that rote, The other two notes will remain unaffected.

For each Insirument loaded into the EPS Internal Memory, you can determine whether it will respond

to Key Pressure, Channel Pressure or none at all:

= Press Edix, then Inserument.

« Seroll left uniil the Display shows "PRESSURE MODE=_." Set this 1o PRESSURE
MODE=KEY, CHAN, or OFF, depending on on the requirements of the Instrument. Since
Pressure is a voracious consumer of Sequencer memory, make sure this is set to OFF when
sequencing Instruments which do not respond to Pressure, such as Piano and Drum sounds.

Sending Pressure via MIDI:

= When the "Smart MIDIE Out'' parameter on the EDIT/MIDI Page is sct to "TRANSMIT ON=BASE
CHAN" (sce p. 29) the E.PS will only transmit Pressure according to the setting of the
"BASECHAN PRESSURE= " parameter (also on the EDIT/MIDI Pch] no matter what the
settings are for individual Instruments,

« When "TRANSMIT ON=INST CHAN,” each EPS Instrument will transmit Pressure according to
its own Pressure Mode setting {dcs.-:ribcd dbove).

LOADING A MIRAGE SOUND INTO THE EPS

The EPS has a command which lets you load ENSONIQ Mirage sounds and convert them into EPS
Instruments, MNote that this requires erasing whatever is in the EPS memory, so make sure any
Instruments or sequences are saved to a formatted disk before proceeding.

» Press Command, then System.

« Use the Left or Right Arrow button to scroll until the Display shows "LOAD
MIRAGE-DSK SOUHND." The EPS needs to access the 0.5, disk at this point (see p. 3).

« Press Enter-Yes. The Display shows:

T¥ITEM aroe
= Use the Up and Down Armrow buttons to select &
Mirage sound #1, 2 or 3; then
+ Press Right Arrow to move the underline and D5k SOUND 1__ UP+LOWER
sclect which part of the Mirage sound (UPPER, {.‘_.,:-—‘ 0
LOWER or UP+LOWER) you want to load. Fick Mirape Fick UPPER . LOWER
Sound #1, 2 or 3. or beth (UP+LOWER)

» Press the Right Arrow button so the Display shows "PROGRAM = 1." Here
vou can, if you wish, have the EPS load a different one of the four program variations which are
part of each Mirage sound. This will always default to Program #1.

+ Press Enter-Yes. The Display asks "MUST ERASE MEMORY, OK?
* Press Enfer-Yes. The Display responds "INSERT DISK, HIT ENTER."

+ Insert the Mirage disk and press Enfer-Yes. The Display reads "LOADING
MIRAGE SOUND" while the sound is loading, Omce loaded, it will come up as "UNNAMED
INST." Save the sound to an EPS disk (see below), giving it an appropriate name as you do so.
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DELETING AN INSTRUMENT FROM THE INTERMNAL MEMORY

Sometimes you will want to delete an Instrument from memory — to free up some memary for
sampling, for instance. Make sure you have saved the Instrument to disk before deleting it

« Press Command, then Insirument.

« Verify that the Instrument you want to delete is selected.

» Scroll Right until the Display reads "DELETE INSTRUMENT."

= Prass Eniler-¥Yes. The Display asks "DELETE <INST NAME=?

* Press Enler-Yes. (Or press Cancel*No to abort cancel the procedure.)

SAVING AN INSTRUMENT TO DISK
After you have created a new EPS Instrument, or made changes to an existing Instrument, you can
save the Instrument to a formatted EPS disk with the following steps:

+ Insert a formatted disk Into the drive,
If you don't have a formatted disk, format one before proceeding (see "FORMATTING A DISE®
below).

» Press Command, then press Insirument.
This puls you on the COMMANDYInstrument Page, which contains all the Instrument-related
commands. Check to make sure that the Instrument you want to Save is selected, If not, press its
Instrument+*Track button (o select il

» Press the Left or Right Arrow button until the Display reads “"SAVE
INSTRUMENT." (Or use this shoricut — after pressing Command, double-click on the
Frstrument bullon.)

+ Press Enter-Yes.

= Edit the Instrument Name (if needed):

The Drsplay shows the current name with a inaT sToR
Cursor (underline) beneath the first characler, phe

If you want to give the Instrument a new

name, do so at this time. NAME= UNNAMED INST

Use the Data Entry Slider or the Up and Down Armrow buttons to change the underlined character,
then press the Left or Right Ammow button to move the underline. Repeat until the Display shows
the name you want. {If you don't need to rename the Instrument, just skip this step.)

Press Enter-Yes.

The Display will read "SAVING <INST NAME:=" while the Instrument is being saved. Note that
vou can continue playing the keyboard while the Instrument is being saved, and you can select other
Instruments, but you cannot get out of COMMAND Mode until the Save procedure is done.

+ It there 15 already an Insoument file with the same name on the disk, the Display will ask
"DELETE OLD VERSIONT' Press EnterYes to save the Instrument, replacing the one on the
disk. This is for updating Instruments to which you have made changes. Or press CancelsNo 1o
abaort the procedure,

= If there is not enough free space on the disk for the Instrument, the Display will say "NO ROOM
ON DISK." Save the Instrument to another disk (or delete some files from the disk).

DELETING AN INSTRUMENT OR BANK FILE FROM A DISK
Deleting of disk files is done from LOAD Mode. To Delete {erase} an Instrument from a disk:

« Press Load, then press Insfrument.
« Press the Up or Down Arrow button until the file you want to Delete is
showing on the Display.

« While holding down the Lead button, press Cancel-No,
The Display will ask "DELETE <FILE NAME=T

» Press Enter-Yes.
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NAMING (OR RENAMING) AN INSTRUMENT

Each EPS Instrument has a 12-character name. When you create a new Instrument, gither through
sampling i, converting a Mirage sound or using the CREATE NEW INSTRUMENT command, the
new Instrument is automatically given the default name "UNNAMED INST." You can change that
name to one of your choosing at any time. Note thal whenever you save an Instrument to disk, as
shown earlier, you you are also given the opportunity to rename it at that time. To name (or rename)
an Instrument:

» Press Edit, then press Instrument.
This puts you on the EDITVInstrument Page which contains those parameters related (o each EPS
Instrument, Make sure the Instrument you want to rename is selected. If not, press its
InstrumentTrack button o select it.

+ Press the Left or Right Arrow button until the Display shows:

You see the current name of the e g
Instrument, with a Curser (underline) Fiiur |
beneath the [rst character of the name, NAME= UMMAMED |MST

Use the Data Entry Slider or the Up and Down Arrow buttons to change the first character. Then
press the Right Arrow button to move the Cursor to the next character, and use the Data Entry Slider
to change it. Continue this until the Display shows the name you want. Hint: Moving the Data Eniry
Slider all the way down gives you a blank space.

-»SAVING A CONTENTS OF MEMORY AS A BANK

Saving a Bank is like taking a "snapshot” of the contents of the FEPS memory. When you later load 4
Bank the EPS "looks” at that snapshot and tries to recreate what was in memory when the Bank was
saved. You can usc Banks to automatically load a new group of Instruments and/or a new Song.

Banks are valuable for this reason: EPS Songs and Scquences have no way of knowing which
Instruments are loaded into various Instruments Track localions. Suppose, for example, you record a
Track with a piano sound, but then load a kazoo sample into the Instrument location where the piano
was. The Track will now play on the kazoo. By using Banks you can avoid this sort of thing.

It's casy to save the contents of the EFS memory as a Bank. Just bear in mind that any Instruments
in the Internal memory, as well as the Song, must be saved separately on the same disk before they
can be saved as a Bank. This means that the contents of a Bank are limited 1o the size of a single
floppy disk (unless you have a hard disk connected to the EPS via the aptional SCSI part).

- Save any Instruments in memory to disk using the SAVE INSTRUMENT
command on the COMMAND/Instrument Page.

- Save the Song to disk (if you want a Song as part of the Bank) using the
SAVE SONG + ALL SEQS command on the COMMAND/Seq-Song Page.

» Press Command, then Instrument.

« Press the Left or Right Arrow button until the Display reads "SAVE BANK."

+ Press Enter-Yes. The Display shows:

The default name appears, with a cursor (underline)
beneath the first character. Name the Bank, using the
Data Entry Shider and up and Down Arrow buttons

INgT FTaF

to change the character and the Left and Right Arrow BAMNE MAME = SOUNDBANK 1
buttons to move the Cursor. —

(If you are updating an existing Bunk, don’t rename the Bank; jus! press EnrersYer and then press
fnter+¥es once morc in response to the question "DELETE OLD VERSION ")
* Press Entar-Yes.
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FORMATTING A DISK
Before you can save EPS Instruments or Sequences to a disk it must be formatted. You can use a
blank disk or one that was previously formatted by a different device, such as a com puter, Note that
formarting will cornpletely erase anyvthing on the disk.
* Insert the disk to be formatted Into the drive.
» Press Command, then press Sysfem.
* Press the Left or Right Arrow button until the Display reads "FORMAT
FLOFPPY DISK."
» Press Enter-Yes.
+ The Display will read "ERASE AND FORMAT DISK?"
» Press Enter-Yes.
* While the disk is being formatted, the Display reads "FORMATTING..." Formatting takes about
80 seconds per disk. When it's done the Display says "FORMAT COMPLETE."
» If the format fails, the Display will read "FORMAT FAILED." Trv again with a different disk,

Note: After formatting a Disk you can, if you want, copy the EPS Operating Svstern (0.5.) onto
that disk (see below). Having the 0.5, on your sound disks can be convenient — some advanced
operations require the EPS to load part of the O.5. from disk before proceeding. If the disk in the
grive is not an O.5. disk, the EPS will ask vou to insert one. However, putdng the 0.5, on a disk
leaves a lile less space (about 160 Blocks less) for saving Instruments and Sequences,

COPYING THE EPS OPERATING SYSTEM TO A FORMATTED DISK
Use this procedure to:

« Put the EPS Operating System on a new disk which vou have formatted, or

* Update the Operating Svystem on an existing disk with a newer version,

This procedure requires erasing the EPS's Internal Memory, 50 save any important data before
proceeding.  Also, you'll need a disk containing the Operating Systemn which yOu want 1o copy.

Note: The EPS will not let you copy the Operating System to a disk onto which you have already
saved Instruments or Sequences, but not the 0.5, If you try to do this the Display will respond
"DISK NOT BLANK."

- Insert the disk containing the O.5. you want to copy (the source disk) Into
the driva.

* Press Command, then press System.

» Press the Left or Right Arrow button until the Display reads "COPY 0OS TO
FORMATTED DISK."”

* Press Enter+Yes.
The Display says "MUST ERASE MEMORY, OK?" If you need to save any Sounds or
Sequences, press Cancel and save the data before proceeding.
» Press Enler-Yes.
The Display says "INSERT MASTER (S DISK.” Make sure the source (1.5, disk is in the drive.
» Press Enter-Yes.
The Display says "READING OS5 INTO MEMORY," and then "INSERT FORMATTED DISE."
* Insert the disk onto which you want to copy the O.S. (the destination disk)
into the drive.
« Press Enter-Yes.
* The Display reads "WRITING OS TO DISK" while the 0.5. is being copied to the disk.
* When it's done, the Display reads "COPY 08 DONE, ANOTHER?" If vou want to copy the
same 0.5, to another disk, insert another formatted disk and press Enger+Yes, You can repeat this
procedure a5 many times as you like. This makes it easy to update all your 0.5, disks when a new
EPS Operating Svsiem is released,
= When vou are done, press CancelsNo.
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SAMPLING

Digital sampling is really just another name for digital recording:

= When ::n;uru sample a sound into the EPS, vou are actually recording i1, much as you would with a
tape deck.

= When you play the sample from the keyboard, you are playing back that recording.

* When you play different noles to transpose the sample up or down in pitch vou are, in effect,
changing the playvback rate — just as if vou sped up or slowed down a tape deck,

The difference 15 that with a sampler such as the EPS you can play the recording back at many
different pitches at once, What's more, you can "loop” 4 seament of the sound so that it will sustain
indefinitely when a key is held down; you can play it backwards; vou can apply Piich, Filter and
Volume envelopes 1o customize its timbral and dynamic characteristics.

EASY SAMPLING

Let's try 4 simple one-shot sample. First we need a source — g microphone, synthesizer, the output
of a mixer, etc. That sound source should be connected to the Audio In jack of the EPS. Note that
the EPS has no separate level control on the input. The level of the signal coming into the EPS must
be adjusted at the source.

The EP3's Avdio Input can be switched 1o accept a lire-leve! signal {such as that from a mixer or a
synthesizer), or a mic-level signal (from g microphone). This is set after vou enter the Level-Detect
mode. To imuate sampling;

Press:
The Dizpglay e
Barmuik & =7
o — e, =
PICK SAMPLE INSTRUMENT -8

+ Press the Sample button to the right of the Display.
The EPS must access the Operating System disk at this point to load the Sampling routine, If the
disk in the drive doesn't contain the Operating System {or if there's no disk in the drive) the Display
will say "LOAD OS DISK - HIT ENTER." Put the (0.5, disk into the drive and press Enter.
The Display says "PICK SAMFLE INSTRUMENT."

- Press an unused (no red LED lit) InstrumentsTrack button.
{If you select an Instrument location where there is already an Instrument loaded, the EPS goes to a
Re-sampling screen, Don't do that yet.)
The EPS goes into Level-Detect {or VLI mode:

Level-Detect
(or VU) Mode:

|1 #

D . =

Input signal level Sampling threshold

In Level-Detect mode the Display acts like a peak-reading VU meter, the vertical bars on the Display
lighting from left to right to show the level of the incoming signal. The star represents the sampling
threshold — the EPS will not begin recording until the signal crosses this level. Use the Up and
Dowwen Arrow buttons to adjust the sampling threshold to a higher or lower level.

Before you proceed, there are a number of Sampling parameters you can adjusc  These parameters
are accessed by pressing the Left or Right Arrow button while in Level-Detect mode.
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* While in Level-Detect mode, press the Right Arrow button.

Scrolling (o the right (or to the left) from the Level-Detect screen reveals the Sampling parameters

and lets you adjust them to your current needs. These parameters arc:

* SAMPLE RATE — This is the input sample rate, It determines how many times per second the
EFPS will sample the sound. It is adjustable from 6.25 KHz o 52, 1KHz. Higher sample rates
result in better frequency response, but shorten the amount of available sampling time {one of
life's little trade-offy). Those sample rates with a star next to the number are "oplimized rates” —
those for which there is an ideally matching Filter Cuteff frequency (see below), Now press the
Right Arrow hutton again and you will see:

* FILTER CUTOQFF — This 15 the cutoff frequency of the anti-aliasing input filter, This VETY
steep filter gets rid of everything above the Cutoff Frequency. Whenever you change the Sample
Rate (above) the EPS automatically resets the Filter Cutoll to its optimum value for that sample
rate, so you don't usually need to adjust this parameter at all, Press the Right Arow button again:

* PRE TRIGGER — This lets the EPS start the sample before the sampling threshold is reached,
The Pre-trigger amount is shown in milliseconds (thousands of a second) with a range from 0 to
127 msee. So when "PRE TRIGGER=40 MSEC," after a sample is recorded the EPS "backs
up” the Sample Start to a point 40 milliseconds before the threshold was reached. Pre-triggering
allows you o use 4 relatively high sampling threshold without missing any of the low-level stuff
at the beginning of the sound. Press the Right Arrew button again to see:

« INFUT LEVEL= MIC/LINE — Here you sclect either MIC-level (for when a microphone is
comnected dircetly to the Audio In) or LINE level (for the output of a mixer, pre-amp, synthesizer,
etc). Make sure it is set appropriately for your current needs. Press the Right Arrow button again:
SAMPLE TIME — This tells you how much sampling time is available, taking into account the
cument Sample Rate and the amount of free Internal Memory. 1t is a read-out only and can not be
adjusted (though changing the sample rate will cause this numbsr to change) .

Press the Right Arrow button once more to return to Level-Detact mode.

Adjust the level of the incoming signal.
As you play the signal into the EPS (or speak into the mic if you have a micraphone plu geed into
the Audio In} you will see the level change on the Dhsplay. When the signal hits the peak (or
maximum) level, the AMP indicator light will flash.

If the AMP indicator flashes ke

occasionally, that's OK. I it stays =

lit for more than an instant, LEBELELIRTLEL iRl Peak level
however, it indicates clipping - -t {overload)
the input signal is too high. Input signal level indicater

Adjust the level of the incoming signal so that you get the highest possible reading without lighting
the AMP Indicator for more than a brief flash. You will notice that the incoming signal is passed
through to the EPS Audio Output when sampling, Note however that this is a full-level signal, not
affected by the EPS volume control. Onee yvou have the level adjusted:

» Press Entfer. (Or you can press the footswitch to initiate samplin?c.]
The alphanumeric Display goes cut and the REC indicator above the Display Hehts while the EPS is
sampling, Remember that if the threshold is set higher than 0, the EPS will not begin actually
sampling until the input signal crosses the threshold.

» Play the sound fo be sampled.
Play the synth or recording, or speak into the mic,

* Press Cancel (or press the footswitch again)to stop sampling.
Or, il you don't sto it by pressing Cancel or the footswilch, the EPS will continue sampling until it
has used up all the available memory,
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* Play the Root Kay.
Alter you have pressed Carcel 1o halt sampling (or the memory is full) the Display flashes "PLAY
ROOT KEY." The Root Key is the note on the EPS keyboard from which the sample will play
back at "unity” — the same pitch as the original input signal. So whichever key you press in
msmﬁle to the "PLAY ROOT KEY" prompt is the key that will play back exactly what vou
sampled.

MOVING THE START AND END OF THE WAVESAMPLE

When you have finished recording a sample, the EFS puts you on the EDIT/Wave Page, where you
can adjust the Loop Mode, Sample Start, Sample End, and other Wavesample pointers. To conserve
memery, it's a good idea to move the Sample Start and Sample End 1o eliminate any "dead space” at
beginmng or end, and then Truncate the Wavesample using the TRUNCATE WAVESAMPLE
command on the COMMAND Wave Page (see p. 28).

You can also reach the EDIT/Wave Page by pressing the Edic button, then the Wave button.
If there is empty space (silence) at the beginning of the sampie:

= Press the Left or Right Arrow button to screll to the Sample Start (shown
below) When the Sample Start and Sample End are displayed on the EDIT/Wave Page there are
two ways to adjust them — you can move in large steps by adjusting the Percent setting, or move
onc sample at a time by choosing the Fine adjust.

WAVE
SMPL START= 1 @515y
Sampla Start Mumber (fine adjust) Lecation in percent of entire Wavesample {coarse adjust)

* Move the Cursor {underline] to the Percent (Coarse Adjust) reading.
The Coarse Adjust reading is the one in parentheses. Changing this value will move the Sample
Start in steps of one percent of the entire Wavesample,

= Use the Data Entry Slider or the Up and Down Arrow buttons to move the

Sample Start ahead until the dead space is gone when you play.

Once you have golten close using the Percent setting, press the Left Arrow button to underline the
Fine Adjust setting. Now the Data Entry Slider or the Up and Down Arrow buttons will move the
Sample Start in small steps, letting you fine-tune its exact position while plaving the sample.

Mow you can eliminate any unused space at the end of the sample:

* Press the Right Arrow button to scroll to the Sample End (shown balow)
Again you see the Sample number (Fine Adjust) and the Percent (Coarse Adjust),

[EQNT | A
SAMPLE END= 25276 (99)
e L

R e

Sample End Number (fine adjust) Lacation in percent of enting Wavesample (coarse adjusi)
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* Move the Cursor to the Percent reading.
While playing the sample, use the Dara Entry Slider or the Up and Down Amow buttons 1o move
the Sample End back until the sample stops at the end of the sound, Or, if you have looped the
sound {(MODE=LOOF FORWARD or LOOP BIDIRECTION), the EPS will not let vou adjust the
Sample End back past the Loop End. Move the Data Entry Slider all the way down to set the
Sample End to a point just past the Loop End,

LOOPING

After making a sample it is oflen necessary to "loop” — play over and over — g portion of the sound,
50 that it can sustain indefinitely when the key is held down, Getting a good loop tends to be the
mast difficull part of sampling, and a full discussion of looping techniques is beyond the scope of this
Musician's Manual. You will find that in the Advanced Applicarions Guide. Here, then are a few
tips to get you started:

* Turn ON the AUTO-LOOP FINDING parameter on tha EDITIEgstem Page.
Press Edit, then Svsiem, then scroll left to the parameter AUTO-LOOP FINDING, Make sure it is
ON. When AUTO-LOOP FINDING=0N, every time you move the Loop Start or Loop End points
of a Wavesample, the EPS picks only "optimized" loop points — ones most likely to work,

» Set the Playback Mode of the Wavesample to MODE=LODP FORWARD.

On the EDIT/Wave Page, the Playback Mode determines whether the wavesample will loop {among
other things). Set it to MODE=LOOF FORWARD. Then, ..

« Scroll right to the LOOP START parameter.

Move the Cursor to underline the Loop Start Percent Reading (the number in parentheses). While
holding down a note, move it away from the beginning of the Wavesample (the 25 to 50 percent
range is usually a good starting point),

« Scroll right to the LOOP END parameter.

Move the Cursor to underline the Loop End Percent Reading (in parentheses) and move it towards
the beginning of the Wavesample. Move the Loop Start and the Loop End arcund until you find the
best sounding loop.

MULTISAMPLING

Many sounds require that you make more than one sample, with each sample covering a different
range of the Tnstrument. This is because if you wanspose a sound too far (up or down) from its
omgimal pitch it begins to sound unnatural, Another application for making mulfiple samples is when
you are sampling something like a drum set, where you want several entirely different sounds on the
keyboard at once.

The EPS makes it casy to "multisample’ — which is what we call this process of making several
samples within one Insirument,

* Make your first sample as described above In "Easy Sampling.”

« Press the Sample button.
The Display reads "PICK SAMPLE INSTRUMENT."

* Press the Instrument-Track button of the Instrument you just sampled.
When you select an existing Instrument in response to the "PICK SAMPLE INSTRUMENT
prompt, the EPS shows the multisampling screen;

UNNAMED LYR=1 WS= NEW
ol

e~

-.:""'f -.--""‘-,._

lnstrumant Name Layer Numbar Wavesample Number
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Here you see:

+ The first nine letters of the Instrument name (which is always "UNNAMED INST" for newly
sampled sounds);

= The number of the current Layer; and

* Which Wavesample will be sampled after you press Enter. The Default here is "NEW," meaning
that a new Wavesample will be created in the same Lavyer of the Instrument.

« Press Enler.
This puts you back in Level-Detect mode. Now proceed to sample the new Wavesample just as you
did the first one:

= Adjust the incoming level so that it doesn't ¢lip.

* Press Enter 10 commence sampling,

* Play the sound to be sampled.

+ Press Cancel (or the footswiteh) to halt sampling.

* Play the new Root key — the key at which you want the new sample to play back,

Once you have assigned a Root Key 1o the new sample, the EPS automatically adjusts the split point
to be midway between the Root Keys of the two samples.

Follow the exact same procedure to continue making multiple samples within the Instrument.

RESAMPLING AN EXISTING SAMPLE

Let's suppose you have made four multisamples of some instrument, and vou now want o go hack
and redo the third one, The procedure is almost the same as that for making a new multisample,
except that instead of pressing Enrer while "WS=NEW" you will first pick one of the existng
Wavesamples by playing it on the kevboard.

- Press Sample, then select the Instrument into which you want to sample.
The Multisampling screen appears as befare,

= Move the Cursor {underline) to "WS = "
The Cursor should be beneath the Wavesample select (WS=_ ), If it's not, use the Right Arrow
button move it there,

» Play the keyboard to select the Wavesample to redo.
As you play notes you will see the word NEW replaced by the number of the Wavesample you are
hearing. As you play different notes the Wavesample number is updated. When vou hear the one
you want to resample, and see its number on the Diisplay, it is selected to be resampled.

UNMAMED LYR=1 W5=3

Ea}f the keyboard until you hear (and see the number of) the Wavesample you want 1o rasample, I

« Press Enter and continue with sampling as before.
The onginal Wavesample will be erased, replaced by the new one.

When you resample an existing Wavesample the EPS will preserve the kevboard range, all
wavesample parameters (envelopes, etc.) and, when possible, the Loop Points of the original sample.
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TRUNCATING THE WAVESAMPLE TO CONSERVE MEMORY
Moving the Sample Start and Sample End as described above will not return the unused part of the

Wavesample to the EPS's memory so that it's available for other samples or Instruments. To do that
you need to trim the Wavesample using the TRUNCATE WAVESAMPLE command.,

« Make sure the Wavesample you want to Truncate is selected (see below).

* Press the Command button, then press Wave.

« Press the Left or Right Arrow button to scroll through the available
commands until the TRUNCATE WAVESAMPLE command appears:

fou )
WalT

TRUMNCATE WAVESAMPLE

* Prass Enter.

The Display reads "DATA BEING PROCESSED," then "COMMAND COMPLETED." Now any
data that was before the Sample Start and after the Sample End has been removed, and the memory
it used up returned to the avalable memory.

_SELECTING A WAVESAMPLE TO EDIT
When you have several samples in memory you need a way to choose (or sometimes to just find out)

which one you are working on. The EPS has a simple procedure for selecting the current
Wavesample:

* Press the Edit button
When you press Edir the EPS responds with the following sereen:

UNNAMED LYR=1 WS=2
" el -

_-"'F-'---_

Ingtrumeant Name Layer Number Wavesample Mumbear

This can be called the"WHAT-DO-YOU-WANT-TO-EDIT? Page. Here you determine the current
Instrument, Layer and Wavesample,

» Move the Cursor {underline) to "Ws = *

The Cursor should be beneath the Wavesample SEEE:E {Wa=_ ). Ifir’s not, use the Right Arrow
button move it there.

« Play the keyboard to select the Wavesample you want to work on.
When you play the keyhoard, the Wavesample number showing on the Display will change as vou
as you play different Wavesamples. Whichever one is showing is considered the current
Wavesample — the one which will be affected by any Wave EDIT or COMMAND functions.

« Pressing Edif again will return you to the last EDIT Page you were on.

This lets you select a difTerent Wavesample and then quickly return to the same parameter (Sample
Stant or End, for example) you were editing.
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>< MIDI FUNCTIONS

MIDI {(Musical Instrument Digital Interface) is an industry-wide computer communications standard
which allows electronic musical Instruments to "talk to" each other, MIDT has opened up incredible
possibilities for performing and recording music, and ENSONIQ products have always been
designed to take full advantage of its power and potential. The EPS is no excepton.

Not only can it act as a master controller, letting vou play and sequence many other devices right from
the EPS keyboard, but you ¢an use the EPS's System Exclusive Recording function to store data
from other devices as well, Here we will cover those aspects necessary 1o get vou started. The full
exient of the EPS MIDH implementation is covered at length in the Advanced Applicationy Guide.

MIDI CONNECTIONS

Here's a typical MIDI setp:

Connect the MIDI Out of the EPS o To additional MIDI inalrl_lments_*
the MIDI In of any other MIDI Instrument

tor play or sequence that device
from the EPS. For driving multiple MIDH Thru | | MIDH In
devices, connect the MIDL Thru of Femote Insl #2
thee first Instrument to the MIDI In
of the second.

KID1 In
Remaote Inst #1

R AARAIT | cA

For additional instruments, connect the MI1DI
Thru of each to the MIDI In of the next one in the MID| Out
Chain. EPS

Koyt ko vies ot i (RN
all be conmected in this fashion.

"SMART MIDI OUT"” MODE

There is a parameter in the EDIT/MIDI Page which determines how MIDI information will be sent by
the EP'S. If you plan to be playing or sequencing other MIDI devices from the EPS keyboard, you
will want to first put the EPS into what we call "Smart MIDI Out” Mode, To select the " Smant MIDIT

Out” parameter:

- Press Edit, then MIDI.
* Press the Left or Right Arrow button until the Display shows:

The setting of this parameter determines whether

the EPS will act as a simple MIDT transmitter, hid il
sending only on the Base MIDI Channel; or e

whether each Instrument will send independently TRANSMIT ON = BASE CHAN
on 15 own MID] Channel.

* When TRANSMIT ON = BASE CHAN, the EPS will always transmit notes, controllers and
Program Changes on the Base MIDI Channel (also selected on the EGi/MIDI Page) and only on that
channel, no matter what Instruments are selected from the front panel.

+ When TRANSMIT ON = INST CHAN, the EPS is in "Smart MIDI Oul” Mode. Each of the cight
EPS Instruments will send on its own MIDI Channel {or not at all, if assigned LOCAL status), Each
Instrument will have its own MIDI Program Number and its own PRESSURE setting.

« Set to TRANSMIT ON = INST CHAN
Now we are ready to proceed with making a MIDI Instrument to play one of vour remote devices.
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MAKING A MIDI INSTRUMENT
l_.:lt'ﬂ suppose that you have a synthesizer (say an ENSONIQ ESQ-1) connected to the EPS as shown
below:

MIOI In

BAIDH Cest
ES-1

A AR

You want to be able to select and play the ESQ-1 from the EPS front panel just as vou would an EPS
Instrument. To accomplish this, you can make an EPS Instrument which contains no sample data,
and which will not sound on the EPS but will only play over MIDI. Such "MIDI Instruments,” as we
call them, use up very lile memory, and can be loaded from disk almost instantly, They are the key
to using the EPS as a MIDI controller keyboard and MIDI Sequencer.

+ Press Command, then press Instrument.

« Scroll left or right until the Display reads 'CREATE NEW INSTRUMENT."”

« Press Enfter-Yes.
The Display says "SELECT UNUSED INST= 1." The new Instrument will be created in the
Instrument=Track location indicated. You can select a different location (by pressing any unused
Instrument=Track button), or just press Enver,

- Prass Enfer-Yes.
The EPS will create a new unnamed Instrument in the location you indicated. The new Instrument
is selected (its yellow LED is lit). Note that it contains no Layers or Wavesamples, and thus will
make no noise when you play the kevboard,

+ Press Edit, then press [nsirument.
This puts you on the EDIT/Insmument Page where you will set the characteristics of your new
Instrument.

« Scroll left {or right) until the Display shows:

The parameter "SEND KEYS TO = " determines e e
whether the Instrument will play:

+ Only Locally (LOCALY; L

+ Only over MIDI (MIDI); or SEND KEYS TO=BOTH

= Locally and over MIDI (BOTH),

« Set to "SEND KEYS TO = MIDL"
Now the instrument will anly play over MIDI, sending keys, controllers, etc, on its designated
MIDI Channel

« Scroll left to the parameter "MIDI OUT CHANNEL = _ "
This is the MIDI Channel that the Instrument will send on. Let's suppose that the ESQ-1 in our
example is set to receive on MIDI Channel 3. We would set this parameter to "MIDI OUT
CHANNEL= 3." Now selecting and playing this Instrument should play the ESQ-1,

 Name the new Instrumant.
Scroll left until the Display shows "NAME = UNNAMED INST,” and edit the Instrument's Name
(as detailed on p. 21). Give the new Instrument a name which describes it. In this case. we might
name it "ESQ - CHAN 3.

+ Press Load to return to LOAD Mode, and select the MIDI Instrument.
The Instrument's Name and Volume level show on the Display, like any other EPS Instrument.
When vou play it from the EPS keyboard you should hear the ESQ-1.
* You can select, deselect or stack the MIDH Instrument as you would a local Instrument;
+ You can change its Keyboard Range so it only plays over a specified part of the kevboard;
* Changing its Volume (by moving the Data Entry Slider) will send MIDI Volume changes to the
receiving instrument, letting you mix its level just as you would a local Instrument,
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» Save the new Instrument to disk.
Save the Instrument 1o a formatted disk (as described on p. 200. You can later 1oad it into any of the
eight Instrument*Track locations and play the ESQ-1 just as you would load and play a sampled
Instrument.

Create customized MIDI-only EPS Instruments for each of your remote devices. Then Load them
into memory for playing and sequencing specific external instruments. Just remember o follow these
rules:

* The "Smart MIDI Out” Switch on the EDIT/MIDI Page must be set to "TRANSMIT ON = INST
CHAN."

* Each external device for which you create a MIDI Instrument should afways be set to receive in
POLY (or MULTI) mode, OMNI OFF, and always on the same MIDI Channel that you assigned to
the: related EPS MITH Insoument.

* Make sure that any EPS Instruments which you doa'r want sending notes out MIDI (such as most
sampled Instruments) arc assigned o "SEND KEYS TO = LOCAL." Then save the Instrument{s) 1o
chsk.

MIDI IN MODE

The MITH IN Mode determines how MIDI information will be received over MIDI by the EPS and its
various Instruments. The MIDI Mode has no effect on what is sent — MIDI Out on the EPS is totally
independent from MIDT In.

To set the MIDI N Mode:
+ Press Bdit, them Press MIDI. Seroll right until the screen shows "MIDIIN MODE=

There are five MIDI Modes which can be selected here (though two of them, MONO A and MONO
B, are variations on the same idea).

* MIDI IN MODE= OMNI — In OMNI Made the EPS will receive and respond to any enabled MID]
data received on any of the sixteen MIDI channels.

* MIDI IN MODE= POLY — In POLY Mode the EPS will receive only on the Base MIDI Channel
(also selected on the EDTT/MIDI Page). MIDI information on all other channels will be ignored,

* MIDI IN MODE= MULTI — MULTT Mode is an ENSONIQ innovation which was specially
designed to make optimal use of the mult-timbral capabilities of our instruments. In MULTI Maode
the EPS's eight Instruments can each receive MIDI information independently and polyphonically on
a different MIDI Channel.

Instrument #1 will receive on the Base MIDM Channel. Instrument #2 will receive on the Base MIDI
Channel plus 1; Instrument #3 will receive on the Base MIDI Channel plus 2; and 50 on.

Instrument MIDI Channel assignmeants in MULTI & MONO B Modes:

If the Base Channel is: B e T W e B

Inst #1 receives on: v 3141 6B FEBLE
Inst #2 receives on: 23 1 4:518:i7 : 819 |10
Inst #3 receives on. L&l 56 PiH 9 0T
| Inst #4 receives on: o - O R R R [ R R R R
| Inst #5 receives on: L e S 2 - S e L AL B e PR A B
Inst #6 receives on: 6: 7 818 [1011 }12113 {14
Inst #7 receivas on: P - e L O e R
Inst #8 receives an: g:8 | 1011112113 {14 |15 i 16
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* MIDI [N MODE= MONO A or MONO B — MONO Mode is another way of ving different
sounds at once via MIDL It is particularly well suited for driving the EPS from a Guitar Controller,
or any other application where having up to eight independent, monophonic, Channels is desirable.

The EPS offers two types of MONO Mode, In both types of MONO Mode the EPS will receive
monophonically on eight consecutive MIDI Channels. The difference has to do with how those eight
MIDI Channels are rowted within the EPS.

MONO A — When MONO A is selected the EPS receives monophonically on eight consecutive MIDI
Channels — the Base Channel throngh Base Channel+7. All notes and controllers received will play
whatever Instruments are selected or stacked for the note that is played, just as if the note was played
from the keyboard.

MONO E — In MONO B Mode the eight independent monophonic MIDI Channels are sent to the
eight Instruments of the EPS. MIDI Channel assignments are the same as in MULTI Mode (see the
chart above). Using this MIDI In Mode you could, for instance, have each string of a guitar play a
chfferent Instrument within the EPS.

In MONG Mode (A or B) the Base Chapnel Minus One becomes a MIDI Channel for global
Controllers (Pitch bend, Pressure, MOD Wheel, etc.). For example, if the Base Channel is Chan. 3,
any Controllers received on Chan. 2 will affect alf voices being played. If the Base Channel is Chan,
1, Chan. 16 becomes the Channel for global Controllers,

MIDI PROGRAM CHANGES

The EPS can transmit and receive MIDI Program changes. There is a parameter on the EDIT/MIDI
Page which enables the EPS to do so. This parameter must be set to "MIDI PROG CHANGE=0N"
— otherwise the EPS will not send or receive Program Changes.

To send a Program Change from the EPS:

+ Hold down an InstrumentTrack button.

* While holding down the InstrumensTrack burton, "type in" the number (from 1-128) of the desired
Program Change on the numeric keypad buttons of the EPS; then

+ Release the Instrument=Track button. When the button is released, the Program change is sent.

If the EPS has been set to "TRANSMIT ON~ INST CHAN," (EDITYMIDI Page) the Program
Change will be sent on the MIDI Channel of the Instrument whose button you EE.ll'i down while
typing in the number. If it is set to "TRANSMIT ON= BASE CHAN," the Program Change will
always be sent on the Base Channel.

Recelving Program Changes
What the EPS does when it receives a Program change depends on the current MIDI In MODE (on
the EDIT/MITH Page).

If the MIDI IN MODE = OMNI, POLY or MONQ A, incoming Program Changes will

Select, Deselect or Stack the eight Instrument=Tracks of the EPS in the following fashion:

* Program Changes 1-8 will Selecy EPS Instruments 1-8 (yellow LED will light), if received by an
mnstrument which is not selected.

+ Program Changes 1-8 will Deselecr Instruments 1-8 (yellow LED will go out), if received by an
instrument which is already selected. '

+ Program Changes 9-16 will Srack Instruments 1-§ (vellow LED will flash).

* Also, Program Changes 17-23 will select Performance Presets 1-8 (see p. 17),

If the MIDI IN MODE = MULTI or MONO B, incoming Program C es from 1 to 40 will
cause the EPS to load the same-numbered disk file into the Instrument«Track Location on whose
MIDI Channel the Program Change was received. For example, If the Base Channel is 1, and
Program change #4 is received on MIDT Channel 2, the EPS would try to load disk file #4 into
Instrument=Track #2.
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USING THE SEQUENCER

The EP3's built-in digital Sequence Recorder (or Sequencer) makes it much more than just a sampler.
The EPS Sequencer contains the kind of power and features vou would expect to find in stand-alone or
compuler-based sequencers, but being integrated with a kevboard conreoller makes it much more
intuitve and easy to use. You will scon find that your EP'S functions quite effectively as a "tapeless
studio,” Unlike tape recorders, which record the actual sounds made by instruments, a Sequencer
records the "control signals” — the same key-down, key-up, velocvity, and controller information sent
and received over MIDI, 8o every time you play back a sequence it is a first-generation performance.

MEMORY

» Sequencer memory 18 shared with sample memeory — the more (and bigger) the [nstruments in
memaory the less Sequences vou will be able to load or record, And vice versa,

* Each Block (256 Words) of Internal Memory represents about B() notes of Sequencer data (nol
counting controllers, such as the Wheels and Pressure, which will use memory much more quickly ).

SEQUENCES

= The BEPS can have up to 80 Sequences in its Internal Memory at once. Each Sequence has a
12-character name, which you give to it when you create it. A Sequence can be up to 999 bars long,

*» You select the current Sequence (which Sequence vou want o play or record) on the EDIT/Seq+Song
Page. Press Fdif, then double-click on Seg+Song to go dircetly to the "select SeqfSong” sereen.

» You can save an individual Sequence to disk, though in most cases it is more useful to save the entire
Song with all its related Sequences,

TRACKS

» Bach Sequence is composed of up to eight Tracks, which correspond to the eight Instrument+Track
locations, That is, each Instrurent location also doubles as a Track, Whatever 18 recorded on 4
given Track will play on the Instrurnent that is loaded into that Instrument+Track locadorn.

» You can only Record on one Track ata tme. All Sequence recording is done in EDIT Mode, and mn
EDIT Mode vou can only sclect one Instrument+Track at a time.

* You "mix down" Sequences on the EDIT/ Track Page. From the two screens on this Page vou can
play, mute or solo each Track; you can also adjust the Mix level and the Pan setting of each Track,
{Mix and Pan for each Track are remembered when vou save a BANK.)

SONGS

* The Sequences in memory can be chained together into a Song. There can only be one Song in
memory at a time. The Song also has a 12-character name which you can edit

» The Song is selected on the EDIT/Seq=5ong Page just as you would select a Sequence. When the
Song is selected, the SONG indicator lights on the Display,

« After chaining together Sequences into 4 Song, you can record another complete set of Song-length
Tracks which are separate from the individual Sequence Tracks, but which share the same
Insrruments. These Song Tracks are stored with the Song. This mukes the EPS Sequencer in offect
# sixteen-track recorder.

* When vou save a Song to disk {using the "SAVE S0ONG + ALL SEQS" command on the
COMMAND/Seq=Song Page), the EPS automatcally saves sll the Sequences curmrently in memory
along with the Song (it doesn't save the Instruments, though: they must be saved separately). When
you later Load the Song into memory (by itself or as part of a Bank), all the Sequences will be
loaded in along with it.

BANKS

= The way to make sure that all the Instruments are loaded into the proper locations, and that all the
Mix and Pan levels for each Track are properly preserved is to save the whole contents of the EPS
memary as a Bank (see p. 21). Loading a Bank fle {instead of Loading the Song and the various
Instruments separately) ensures that every Instrument will be loaded into the the proper
Insrument+Track Iocation so that the Tracks are all playing the right thang,
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SEQUENCER "TRANSPORT CONTROLS"
The three yellow buttons to the right of the Display serve to Start and Stop the Sequencer, and to put it
into Record and Overdub modes. In addition to these three buttons, the Auxiliary Foot Switch
(available only when an optional SW-3 dual-pedal Foot Switch is connected o the EPS) can be used to
start and stop the Sequencer when both hands are busy,

Aacr gﬂh— Fiy
Ed =2 &3

Seguancer

A, Foal Swilch

* Pressing Play will start the current Sequence or the Song (whichever is selected) playing from
the beginning.

* Pressing Stop/Continue will stop the Sequencer (if pressed while it is running); or will play
the current Sequence or the Song from wherever it was last stopped (if pressed while the Sequencer
is stopped).

» The Auxiliary Foot Switch will duplicate the behavier of the Stap/Continge button,

* Fressing Play while holding down Record will start the Sequencer recording on the
current Track from the beginning of the Sequence or Song.

+ Pressing Stop/Centinue while holding down Record will start the Sequencer
recording on the current Track from wherever it was last stopped.

» Pressing Record while the Sequencer Is playing will put the Scquencer info "Punch
in” Mode. It will wail for you to stant playing before going into Record on the current Track,

SEQUENCER STATUS
The Sequencer is always in one of the following states; the Sequencer Status Indicators in the
upper-right part of the Display always tell vou what the current status is:

" | +STOP — Sequencer at rest

oiocs * PLAY — Playing current Sequence or the Song
e » REC — Recording on current Track, first pass
TN » ODUB — Overdub: Re-recording current Track
uv? | «PLAY (flashing) — Countoff playing prior to

going into Play, Record or Overdub

=7 » REC {(flashing) — Record Standby: walting for
i you to play before going into Record (first
Track only)
‘ﬁﬁj ’ » ODUB (flashing) — "Punch-in" Standby: waiting
Gl for you to play before going into Overdub
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The EDIT/Seq-Song Page

- Press Edit, then Seg-Song.
This puts you on the EDIT/Seq-Song Page, which is your main base of operations for selecting,
adjusting and recording sequences.

» Double-click on the Seg-Song button. The Display shows:

This screen is where vou sclect a STOP
sequence or the Song, With the selected o

Seq/Song underlined (as shown at the

right) use the Up and Down Arrow SEQUENCE _ONE BAR= 1

Buttons or the Data Entry Slider to select - =

a different Sequence or ihe Seng, You A e

can always get back to here by double- | Current Sequence Location within current
clicking the Seq+Song button {when in ar Song Sequence or Sang
EDIT Maode)

- Press the Right Arrow button to move the cursor to the Bar Number.
This shows the current location in the

selected Sequence or Song, When sEQ it
the cursor is under the Bar (or Step) T

Number you can GOTO any location SEQUENCE ONE BAR=1

by mowing the Data Entry Slider T

to select 2 new location, then pressing Enter.
+ Press the Right Arrow button again to show the following parameters:

Here you can adjust: sToP
= The Tempo of the Sequence in beats- £EQ

per-minute; and a0

» The Loop setting — when On, the TEMPO= 188_ LOOP= ON

Sequence will repeat continuously; when
Off it will play through once and stop.

« Press the Right Arrow button again.
The next parameter on this page is the Clock Source, There are two possible choices:
When set to "CLOCK SOURCE=INTERNAL" the EFS will use its own internal Clock.
Set to "CLOCK SOURCE=MIDI" the EFS will sync to incoming MIDI elocks from a remote device,

* Press the Right Arrow button until the following appears:
Thease two parameters control:

= The setting of the CLICK Track A, aToe
{metronome) On or OFf; and i

+ The interval at which the Click will

play. In the example to the right, the CLICK=ON_ 1/4 NOTES

Click will play on each Quarter note,

* Press the Right Arrow button to scroll to CLICK VOLUME.
The volume of the Click track is adjustable from 0 o 99, '

 Press the Right Arrow button to see the Click Pan parameter:
Use the Data Entry Slider or the Up and

Down Arrow buttons to pan the Click o soe
T'rack within the stereo spread (the Star Fioir g

represents the Pan Location ) or send it to o]

one of the eight Solo Outputs (with the CLICK PAN = *

optional OEX-8 Output Expander box.)
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Press the Right Arrow button to scroll to the COUNTOFF Setting.

When "SEQ COUNTOFF=0FF," the Song or Sequence will start plaving or recording as soon as
you press Play or Record!Play,

When "SEQ) COUNTOFF=QUIET," there is 4 silenr one-bar count before the Sequencer starts.
When "SEQ COUNTOFF-~CLICK," you will hear one bar of Click Track before the Sequencer poes
into Play or Record,

There is one more control on this Page:

The RECORD MODE determines how
data will be recorded by the EPS s STOP

Sequencer when you enter Record. Use Fi v §
B ) e e SEampove | RECORD HODE = REPLACE
following options:
+ RECORD MODE=REPFLACE — Anything recorded into an existing Track will replace data that
was in the Track previously, The Sequencer will stop Recording after one time through the
Seguence or Song and will enter Audition/Play Mode.
* RECORD MODE=ADD — New data recorded into an existing Track will be added to (or merged
with) data already in the Track — the existing data will be left intact. Again, the Sequencer will exit
Record after one time through the Sequence or Somg and enter Audition/Flay.
* RECORD MODE=LOOPED — As with ADD Mode, new data recorded into an existing Track will
be added to for merged with) data already in the Track, However, when "RECORD
MODE«LOOFPED." the Sequencer will remain in Record for a5 many times as vou play the Song or
Sequence through (rather than dropping out of Record after one time through). Think of this as
"Drum Machine mode"” — as long as the Sequence or Song kecps playing you can keep adding parts
each time around.

Pressing the Right Arrow button again takes you back to the first screen
we saw, showing the current Sequence {or Song) and location.

RECORDING A SEQUENCE

CREATE A NEW SEQUEMNCE:

* Press Command, then Double-click on Seg=Song. The Display shows "CREATE NEW
SEQUENCE"

= Press Enter. The Display will show "NEW NAME= SEQUENCE 02" {or 03, 04, etc.). Thereisa
cursor beneath the first character. You can now give the Sequence a name of your choosing, or use
the default name by skipping the next step.

* Name the new Sequence, using the Data Entry Slider or the Up and Down Arrow buttons to change
the character, and then pressing the Left or Right Arrow button to move the cursor to the next
character, Continue this until the Display shows the name you want,

* Press Enrer.

= Select the Time Signature for the new Sequence (or, if the Time Signature that's showing is the one
you want, just press Ender twice). The Time Signature for the Sequence is set at this time and cannot
be changed later. Adjust the top half of the fraction, then scroll nght to select the bottom half of the
fraction and adjust that.

* Press Enter. The new Sequence is created and becomes the currently selected Sequence.
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« RECORD THE FIRST TRACK:

= Selact a Track.
Select any loaded Instrument by pressing its Instrument button. This makes it the ¢urrent Track.

« While holding down Record, press Play.
The EPS immediately puts you on the EDIT/SeqSong Page (described earlier) and the Click track
starts playing (assuming CLICK=0N), giving the tempo. The first beat of cach measure is
emphasized.

« Adjust the Tempao.
Press the Right Arrow butlon twice to scroll to the TEMPO parameter. Adjust it to the tempo you
wart with the Data Entry Slider,

+ Play the keyboard to commence Recording.
The bar in which you start playing becomes Bar 1 of the Sequence.

« Press Stop te end Recording.
The Display will say "XXX BARS - KEEP TRACK?' The length {in bars) of the first Track
determines the length of the Sequence.

- Press Enter-Yes to keep the Track, defining the length of the Sequence, or

* Press Cancel-No to erase the first Track and start over again.

» RECORD ANOTHER TRACK:

» Select a different Track.
Again, selecting any loaded Instrument by pressing its Instrument button makes it the current Track.
Or you can leave the original Instrument+Track selected and Overdub (re-record) that Track.

+ While holding down Record, press Play.
After a one Bar Countoff (if "COUNTOFF=CLICK") the EPS goes into Record and will record
what you play on the selected Track.

+ Press Stop. The Display shows:

This is called the "PLAY/KEEF" Page. T
* When NEW is underlined, pressing ££0

Play will play the NEW Track, and =y

pressing Enter will Keep it, crasing KEEP = OLD NEW

the original, —

* When OLD is underlined, pressing Play will play the ORIGINAL Track, and pressing
Enter will Keep it
While plaving the Sequence, press the Left or Right Arrow buttons to move the Curser between
OLD and NEW (o hear the originalTrack or the new Track.
+ With NEW underlined, press Enfer-Yes to KEEP the new Track.

Or press CancelsNo to keep the original. Note that on this Page, pressing CancefsNo will afways
Eeep the Old Track.

* "PUNCHING IN" ON A TRACK:
Suppose you have a Track which is fine for the first four bars but the next four hars need to be
redone. You can "Punch In" at any point in the Track by doing the following:

« Select the Track you want to record on.

* Press Play to start the Sequence or Song playing.

+ Press Racord.
This puts the EPS in Overdub Standby — the ODUB Indicator flashes on the Display and the
Sequencer is waiting for you to play keys before going into Record.

« Start playing at the point where you want to punch in.
As soon as you play anything the EPS goes into Overdub {or Record for a new Track) and records
what you play, leaving intact the part of the Track before the punch in.

= Press Sfop.
You will see the PLAY/KEEFP Page as shown above, letting vou audition the new or the old Track
before deciding which to keep.
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RECORDING ANOTHER TRACK WITH A COPY OF THE SAME INSTRUMENT
You will sometimes find that you want to record a second Track using the same Instrument. There is a
quick way to make a "working copy” of any EPS Instrument in an unused location without copying
the sample data (thus conserving memory).

Suppose, for example, that you have recorded a Track with a Piano sound on Track 1. Now you want
to record another Track with the same sound, but with independent controllers, Mix level, Pan, ctc.
You can copy the Piano into any empty InstrumentsTrack location (let's say Track 3) with these three

steps:

To Copy an Instrument to Another location:

1. Make sure tha Instrument you 2. While holding dawn an unused
want ta make a copy of Is selectad, {ra red LED it} InstrumentTrack
Then, button. ..
L. ] é =3 3 = L —] [ —]
Ao+ o Skl e Ve == i = [ — ] [ =] =
- ¥ = —|==—I=]
1 2 3 4 5 G T 8
3. Press Enter,

The Display will read "PIANO COPIED." Instrument=Track location 3 now contains a copy of the
Fiano in location #1, You can now record on this Track just as you would any other. Keys,
controllers, etc. recorded on the new Track will be independent from any recorded on Track §1. You
can Solo, Mute, Mix and Pan the new Track independently from the original, The two Tracks simply
“peint to” the same Sound. You can make as many copies of an Instrument as you want.

Additional Notes:

* When you sclect an Instrument=Track location which contains a copy, it looks just like the original
— the name will be the same. In LOAD Mode you can adjust the Volume of a copied Instrument,
sclect, deselect and stack it as you would any Instrument. ‘

* These copied Instruments are temporary things — the Song or Sequence doesn't know that it's
playing a copy (in fact the Song or Sequence never knows what Instruments are loaded into which
locations). Any copied Instruments will be forgotten when the EPS is tumed off unless you save the
contents of memory as a Bank (using the SAVE BANK command on the COMMAND/Instrument
Page). When you load Bank, the EPS rccreates any copied Instruments which were there when the
Bank was saved.

* You can not edit the Instrument, Layer or Wavesample parameters of the copy independently, Any
parameter changes made to the copy will affect the original, and vice-versa. -

* If you load a new Instrument into the Instrument=Track location which contains the original
Instrument, any copies of that Instrument will automatically be deleted from memory,

SEQUENCING REMOTE DEVICES OVER MIDI

You can sequence any remote device exactly as vou would a local EPS Instrument:

* On the EDIT/MIDI Page, make sure the "Smart MIDI Out" parameter is set to "TRANSMIT ON -
INST CHAN."

* Create a MIDI Instrument as shown on p. 30, and assign the MIDI Instrument to send on the MIDI
Channel of the remote device you want to Sequence from this Track.

* Now select the MIDM Instrument and proceed with recording the Track just as you would any other
Track, All keys, controllers and Program changes you record will be sent out MIDI to the remote
device. You can Mix, Mute and Solo these MIDI Tracks on the EDIT/ Track Page.
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"MIXING DOWN" A SEQUENCE
Onee you have a Sequence or Song recorded, you can "mix" the Tracks from the EDIT/ Track Page.

« Press Edit, then Track.

This takes you to the EDIT/Track Page which is used to adjust the levels and Pan locations of the
Tracks. The EDIT/Track Page consists of only two screens (three when the Song is selected). Press
the Leflt or Right Amrow button until the following screen appears:

The Display shows the Status of each Track:

« "P" means FLAY - Tracks which show a "P"' wAill
p.'[a_}l ﬂ_ﬂn‘na] ]}rl F ECT g TRACK
» "S" means SOLO - Selecting 5" for any Track
will "solo” the rack, muting all the others,

» "M means MUTE - Selecting "M" for a Track
will silence that track. ST ek iR
« A "Star” indicates that nothing has yet been " S (i W R MR i s
recorded on the Track — no Track data. In the = ey My, ™ S e Tmn
illustration, Tracks 5, 6. 7 and 8 have not yet been e e =
recorded.

« The Cursor (underline} tells you which Track is selected. To select a
different Track, press its Instrument+Track buiton. The underline will move
to the new Track.

aTowE

= You can select any of the Tracks which contain recorded data and usa the
Up and Down Arrow buttons to select PLAY, SOLO or MUTE status for each.

- Now press the Right Arrow button. The Display shows:

This sereen shows you the Mix (or volume level) ez
and the Pan setting for the current Track.

« The MIX level comesponds to the Instrument o sy
Volume setting in LOAD Mode. Changing one will MiX=99 PAN = WAVESAMPLE
change the other. e
* To adjust the mix of different Tracks, select different Tracks by pressing their InstrumentTrack
buttons, and then use the Data Entry Slider or the Up and Down Arrow buttons to change the
Track's level.

« Press the Right Arrow bution to move the underline to the Pan Setting.

This lets you, if you wish, pan the Track to a spot in e
the Slereo mix, or assign it to one of the Solo Outputs

(with the optional OEX-8 Output Expander) e

overniding the Pan instructions which are buill into Mik= 99 PAN = WAVESAMPLE

cach Wavesample of the Instrument,

When PAN=WAVESAMFLE, the Track pan will behave according to whatever is programmed for
each Wavesample of the Instrument.

By moving the Data Entry Slider or the Up and Down T
Arrow buttons you can select any of the eight Pan

locations within the stereo spread. The Star repre- e S
sents the Pan location; you will see it move right or i R Y N
left a5 you press the Up or Down: Arrow button,. — '———mrornro—————==————————_

Or, continue pressing the Up Arrow butlon o assign the Track to SOLO OUT 1 - SOLO OUT § for
individual outputs (with the OEX-8 Output Expander).

Note that MIX and PAN settings for a given set of Tracks will only be remembered if vou save the
contents of memory as a Bank (see p. 21).
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SONG MODE

The EPS's Song mode allows you to chain individual Sequences together to form a Song. Since each
Sequence has a fixed length, tempo and time signature, you can use the Song mode to create works
with tempo and time signature changes, However, Song Mode on the EPS lets you do much more
than just play Sequences in order.

First, for each Step of the Song you can selectively Mute or Transpose any of the Tracks in the
Sequence, And second. ..

You can Record in Song Mode. An EPS song offers you another set of Tracks, called Song Tracks,
which let you record over the entire length of the Song, The information recorded in these Song
Tracks is separate from information in the Tracks of the individual Sequences which comprise the
Song. However, each Song Track does “share” an Instrument with the same-numbered Sequence
Track. You will find more details about Song Tracks later. First, here are a few basic truths about
EPS Song Mode:

« There Is only one Song In the EPS at a time. Whenever the Song Is
selected, (as opposed to one of the Sequences) the SONG Indicator lights
on the Display:

(b=}
BEQ FONG

o e Indleates that the
¥ MY SOMG % STEF=H1., B Song is selected

The SONG Indicator remains lit as long as the Song is selected, no maner what Mode the EPS s in or
Page itis on. Whenever the SONG Indicator is nor lit, an individual Sequence is selected.

* You select the Song In the same way that you select Sequences, on the
EDIT/Seq-Song Page (press Edif, then double-click on Seg-Song).

« Songs are composed of Steps. For each Step of the Song, you define:
1. Which Sequence will play during that Step;
2. The number of Repititions — how many times the Sequence will play during the Step;
3. The Status (Play, Mute or Transpose) of each Track of the Sequemce during the Step; and
4. The Transpose amount, which determines how far any Transposed Tracks in that Step will be
shifted up or down in pitch.

A Song can contain as many as 9% Steps, with up 1o 63 repetitions of each Step.

+Typically, putting together an EPS Song will involve the following steps:
1. Record (or load from disk) the various Sequences which you want to combine to form the Song,
2, Construct the Song, using the EDIT SONG STEPS command on the COMMAND/Seq=Song
Page (you will learn how to do that next).
. Record any Song Tracks.
. =ave the Song (along with its component Sequences) using the SAVE SONG + ALL SEQS
command on the COMMANDNSeq=Song Page.
. A% a final step, its always a good idea to save the contents of memory as a Bank, so that you can
later load the Somng and load all the Instruments into the proper locations, just by loading the Bank.

Wy e
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MAKING A SONG
Onee you have recorded a number of Sequences which you want to chain together into a Song:

+ Press Command, then Seq+Song.
= Press the Left or Right Ammow buttons wntil the Display shows "EDIT SONG STEPS.”
* PressEnater, The Song Edit Page appears:

BTOP
Y s=a B ATER RER

INS  ¥UNDEF INED¥% A1.8]
7 e el

e et et e e

e

P‘Etmnstﬂmitg:apmsmg ST Sequence ta play it Nt Mumber of Repeats
= M P during this Slep AT in Step
» DEL= Delele Step

There are four things which can be selected (underlined) on this screen:

« On the left you can choose INS (Insert Step) or DEL (Delete Step). This is normally set to INS, for
inserting new steps into your Song (sec below for deleting Steps).

+ In the middle of the screen you choose which Sequence will play for this Song Step. This space
currently reads "*UNDEFINED*," as shown abowve, because no Steps have yvet been defined for the
Song.

* To the right of the Display ¥ou see the Step number (which in the case of a new Song will be Step 1)
and the number of Repeats (or Reps) for that Step.

For each Song Step you want to create:

« Move the cursor (if it's not already there) to underling the Sequence Name, which currently reads
*UNDEFINEL*.

= Press the Up or Down Arrow button to select among the Sequences in memory unti] the Display is
showing the name of the Sequence you want to play during that step.

+ Scroll right to move the cursor to the number of Repeats (REFP), and adjust the number number of
times you want the Sequence to play during the Step. (If you only want the Sequence to play once
during the Song Step, leave it set to 01.)

+ Press the Right Arrow button again to reveal the following Display;

Here, for each Step of the Song, you
can select Play, Mute or Transpose

status for each Track of the Sequence. e

« "P" means PLAY ~ Tracks which oot o iz y
show a "P" will play normally, 2 - f
« "M means MUTE ~ Selecting "M" TRKEPUP TR TRS=+ W

for a Track will silence that track

dy.r:ing the Song Step. I?wlﬂmﬁ:r' I‘wf{sl _l,, 7 Transpose Amaunt

« "T" means TRANSPOSE — Tracks I‘J {Only affacts thoss Tracks
Trask & Track 4 Tz Tiach B

which show a T will be Transposed < E] far which TRK="T."
up or down, by the amount shown to
the right, for the duration of the Step.

= If you want to Mute or Transpose any of the Tracks during that Step, scroll until that Track is
%ﬂdelnz']ined. and use the Up or Down Arrow button o seglect "M (Mute) or "T (Transpose) for that

rack.

» If you have selected "T' to Transpose any of the Tracks during the Song Step, scroll right o
underline the Transpose Amount, This can be adjusted in one-semitone steps from -12 (down one
octave) to +12 {up one ocave). This control will only affect Tracks for which a """ has been chosen
at the right, Conversely, if you choose "T' status for one or more Tracks but leave the Transpose
Amount set at zero, it will have no effect

* Press the Left or Right Amow button to return to the [irst screen shown above.
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* Onee the Sequence and number of Reps is correct, press Enter+Yes to create Step One of the Song.
The Display will briefly reads "EDITING..." then comes back with Step 2 showing:

FTo
Now you repeat the above procedure o [T sEc SONG  BTEP AEP

define Step 2 of the Song.
INS  ¥UNDEF | NED¥ B2.81

For each Step, choose a Sequence and a number of Repeats and then press ErrersYes to create the
Step,

+ There is always one *UNDEFINED® step after the last step in the Song.

To go to a differant Step in the Song:
Maove the cursor to underline the Step Number, and use the Up or Down Arrow buttons to go to any
Step within the Song. After you have finished editing the Song Sieps (or at any point during the
process, for that matter) you can go back through the Song to check that all the Steps are right,

To change anything in an existing Song Step:
To change any of the variables (Sequence to play, number of Reps, Track Mute or Transpose) within
a Song gtap which has already been created, simply go to that Siep, as described above, select the
thing you want to change and change it. You don't have to press Enter o make the changes real.
You only have o press Enter to actually Insert or Delete a Step.

To Insert a Step anywhere in the Song:
* Go to the Step before which you want to insert the Step. That is, if you want to insert a Step
between Step 2 and Step 3, go to Step 3.
* Move the lgursw to underline the Sequence name.
= Use the Up and Down Arrow buttons (o select the Sequence you want to play for the new Step.
+ Set the number of Repeats and any Mute or Transpose settings for the Step as shown earlier.
* Press Enter. The new Step is inserted. If, as in the example above, you go to Step 3 and insert a
Step, the Step you inserted becomes the new Step 3. What was Step 3 becomes Step 4, and so on.

To Delete a Step anywhere in the Song:
= Go to the Step which you want to delete,
+ Move the Cursor to underline "INS" at the left of the Display,

ETOR
* Press the Up Amow button to change T st BONG  STEP AER

INS (Insert) to DEL (Delete),
EL - SEQUENCE &2 B2.81

= =

* Press Earer, The Step which was showing is delefed,

When you are through editing the Song, press Cancel-No to exit Song Edit.
Press Edir and then double-click on Seq+Song to go the Sequence/Song Select screen. You will see
that the Song is selected. Press Play to play the Song. When plaving back a Song from this page, the
Display shows;

PLAY
F cian f15v] RONG STEF REP,
HAR
SEQUENCE #2_ @@l §2.9]
Sequence playing In Current Step
current Song Step Mumbar Bar Numbar || Repeatitbar
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RECORDING SONG TRACKS
Let's suppose you have constructed a Song. For our example we will take a simple case:
* You have recorded three Sequences, each using five Tracks, and combined them into a Song,
= Step 1 of the Song is Sequence 01 (a 4-bar Sequence) for 1 Repeat;
» Step 2 is Sequence 002 {an B-bar Sequence) for 1 Repeat; and
= Step 3 15 Sequence 03 (3 4-bar Sequence) for 1 Repeat.

Your Song would look like this:
Sequence 01: 4 bars Sequance 0Z; A bars Sequanca 02 4 bare

”'.'_____/\_____“_‘.I P r'______./'\.________\\
|Instruman1:-TrE||:k i1 I-... = _ . . oo _—-‘-“ g

|Instruma nt=Track #2 I'--_ o

|In3truma nt=Track #3 I_ : .:_‘_.:
|In5trumar.‘1*Tra|::k #d I-'

lInstrument=Track #5

g Trced Sog lincil
e e

Song: 16 bars

Now, with the Song selected, you can enter Record (by holding down Record and pressing Play) and

record a new Song-length Track on any of the five Tracks. Follow the same procedures {as outlined

on p. 37) for recording Song Tracks that you would for Sequence Tracks. The only difference is that

; Song Track is associated with the Song itself and not with the individual Sequences that comprise the
T,

[Inetrument:Tracy #1 |—

[InstrumentsTrack #2 |—

[Instruments Track #3 |—{ -

[InsirumentsTrack #4 J——{

| Ingtrumant=Track a5 I-—-{

l|n5truma nt=Track & :._ - \ Teapk § ~ot usoe by anp S pu

T B

Any notes and controllers recorded in a Song Track will play the Instrument loaded into that location
— Song Tracks "share” the eight Instrument+Track locations with the corresponding Sequence Tracks.
Therefare they are not entirely independent. For example Pirch Bends, Sustain Pedal, Pressure and
any other controllers recorded into a Song Track will also affect notes recorded on the corresponding
Sequence Tracks.

For this reason it 1s often a good idea to record a Song Track in a location not used by any Sequences,
as with Track 6 in the illustration above. You could load a piano sound into Instrument=Track #6 and
record a Song Track with that sound which would remain complelely independent of any Tracks in the
individual Sequences. Or, make a copy of an Instrument into an unused location (as shown on p, 38)
and record a Song Track using the copy.

* When the Song is selected, if you go to the EDIT/ Track Page vou will find a third screen has been
added — it looks just like the Track status screen for a Sequence except it says SNG instead of SEC) in
the left comer of the Display. This shows you the Siatus of the Song Tracks, You can select P (play),
M (mute), or S (50l0) for any of the Song Tracks just as would Sequence Tracks. Note, however, that
changing the MIX or PAN of a Song Track will also affect any corresponding Sequencer Tracks.
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LOADING AND SAVING EPS SEQUENCER DATA
There are two ways that EFS Sequencer data can be stored on a disk:

* SONG File. A Song File contains a Seng and all its related Sequences. Loading a Song file from
disk will completely erase the current contents of the EPS Sequencer memory, replacing whatever is
there with the Song and Sequences from the disk file.

* SINGLE SEQUENCE File. This type of file contains just one Sequence. Loading a Single
Sequence File will not erase the Sequencer data already in memory — the new Sequence simply
becomes one more Sequence in the Internal memory which can be selected or used as a Step in a
Song. There can be up to eighty Sequences in memory at once.

LOADING A SONG OR A SINGLE SEQUENCE FROM DISK

Both types of Sequencer files are aceessed from the LOAD/Seq-Song Page.

- Press Load, then press Seg-Song.
The LOAD indicator flashes, meaning that the EPS is showing you disk files.

« Press the Up or Down Arrow button until the file you want to Load Is
showing on the Display:

BTOF
When a SONG File is showing, the SONG m HONG
indicator lights next to the SEQ) indicator,

FILE & BLUES IN F

ﬁ sToe
i
When a S]I*Z'G_I_.E_SEQLI[FHCE File is showing, sy
only the SEQ) indicator lights, FILE 8 FIRST VERSE

* Press Enter-Yes to load the Sequencer file showing on the Display.
After you have loaded a Song or Sequence, it is automatically selected. Just press Play to play it.

IMPORTANT: Bear in mind that loading a Seng or Sequence does not ensure that the right
Instruments are loaded into the proper Instrument=Track locations. Each Track of each Sequence will
play whatever Instrument is in that location at the time. The way to make sure everything is in the
right place is to save the contents of memory (including the Song) as a Bank,

SAVING A SINGLE SEQUENCE TO DISK

Lise the SAVE CURRENT SEQUENCE command to save a single Sequence.

+ On the EDIT+Seq+Scng Page, select the Sequence you want to save.

« Insert a formatted disk into the drive.

» Press Command, then press Seq-Song.

« Press the Left or Right Arrow button until the Display reads "SAVE
CURRENT SEQUENCE.”

 Press Enfer-Yes.

« Edit the Sequence Name (if needed):

The Dhsplay shows the current name of the ey
Sequence, with a Cursor {underline) beneath BT aga

the first character. If you want to give the
Sequence a new name, do so at this time. NEW NAME= SEQUENCE 82

Use the Data Entry Slider or the Up and Down Arrow buttons to change the underlined character,
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then press the Left or Right Amrow button to move the underline, Repeat until the Display shows
the name yvou want. (If you don't need to réname the Sequence, just skip this step.)

* Press Entler-Yes.
The Display will read "SAVING <FILE NAME>" while the Sequence is being saved.
= If there is already a Sequence file with the same name on the disk, the Display will ask "DELETE
OLD VERSIONT" Press Enter=Yes to save the Sequence, replacing the one on the disk. Or press
Cancel=No 1o abort the procedure,
« [f there is not encugh free space on the disk, the Display will say "NO ROOM ON DISK" Save
the Sequence to another disk {or delete some files from the disk).
 If you try to SAVE CUREENT SEQUENCE while the Song 15 selected, the EPS will not execute
the command, responding "USE SAVE SONG + ALL." Again, make sure the Sequence is selected
before trying to save it.

SAVING A SONG (ALONG WITH ALL SEQUENCES) TO DISK

Omce you have created a Song or made changes to an cxisting one, you can save the Song to a

tormatted EPS disk. In addition to saving the Song iself, the SAVE S0ONG - ALL SEQS command

saves all the individual Sequences currently in memory (whether they are involved in the Song or

not). To save a Song:

+ Insert a formatted disk into the drive.

+ Press Command, then press Seg-Song.

* Press the Left or Right Arrow button until the Display reads "SAVE SONG
+ ALL SEQS."

* Press Enter-Yes.

- Edit the Song MName (if needed):

The Display shows the current name of the STOR
Song, with a Cursor (underline) beneath the Y seq

first character. If vou want to give the Song
a new name, do so at this time. MEW MNAME=_¥ ¥ SONG ¥ ¥

Use the Data Entry Slider or the Up and Down Amow buttons to change the underlined character,
then press the Left or Right Arrow button to move the underline, Repeat until the Thsplay shows
the name you wanl, (If you don't need to rename the Song, just skip this step.)

= Prass Enler-Yes.
The Display will read "SAVING «SONG NAME=" while the Song is being saved.
= If there 1§ already a Seng [ile with the same name on the disk, the Display will ask "DELETE QLD
VERSIONY' Press Eater+Yes to save the Song, replacing the one on the disk, This is for updating
Sequencer data to which you have made changes. Or press Cancel*Ne to abort the procedure.
« If there is not enough free space on the disk, the Display will say "NO ROOM ON DISK," Save
the Song to another disk (or delete some files [rom the disk).
= Mote that the Song and all Sequences in memory are saved as one file. You cannot later extract a
single Sequence from a Song file and load it separately. If you want access to a Sequence
individually you must save it using the SAVE CURRENT SEQUENCE command.

DELETING A SONG OR SEQUENCE FILE FROM A DISK

Dreleting of disk files is done from LOAD Mode, To Delete (erase) a Sequencer file from a disk:

* Press Load, then press Seg+Song.

* Press the Up or Down Arrow button until the fille you want to Delete Is
showing on the Display.

» While holding down the Load button, press Cancel-No.
The Display will ask "DELETE <FILE NAME=T"

- Press Enter-Yes.
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EPS FUNCTIONS — QUICK REFERENCE GUIDE

TO LOAD AN INSTRUMENT FROM DISK:
Insert the disk containing the Instrument file into the drive, Then press:

i =
Load sttt =3 Firnd Enbar - T %
H = P_. - Instrument |—* 1l —» R
ode age = File

TO SELECT, DESELECT OR STACK INSTRUMENTS (LCAD MODE):
{In EDIT or COMMAND Mode only one Instrument can be selected at a time.)

P

Make =une the EPS
is in LOAD Mode;

then:

Lasd

Moda

M Click once to Click once ona Daubla-click on
selact an selacted Insd, an Instrumant
Instrument 1o desalect il o Stack it
TO LOAD A BANK FROM DISK:
ot Ta lnad Insirument(s)
* . plus Song & Seq. dala
. Find fider « Yiam
Bank |~ I —— CR
FiIE rancaties =
—» gm0 oad Instrumentis)
only (no Sag. data)

TO MAME (OR RENAME)} AN INSTRUMENT IN THE INTERNAL MEMORY:

e

Seroll until
Display reads:

wToE

WNET
foin )
MAME= UNMNAMED INST

= Fedrutiand
ES— [C]—»
Mode Fage

Make sure the right Instrument is selected, Edit the Instrument name, using the Dmﬁmy Shder and
Up and Down Armow buttons to change the character, and the Right Arrow button to move the cursor
to the next character.

TO DELETE AN INSTRUMENT FROM INTERNAL MEMORY:
Make sure the mstrument you want to save is selected. Then press:

ST e
il Griumey ' A Enler- Toe
Mode Page Sereil il
— Display rasds: DELETE INSTRUMENT
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TO SAVE AN INSTRUMENT TO DISK:
Make sure the Instrument you want to save is selected. Then press:

() 5 R

INET ¥
m » m » E: :::::. . %@]@ |:!l-.‘|.-' Erdor « Vel
St
e Eit s ot i SAVE INSTRUMENT

Rename the Instrument if desired,; then press Enver.  If an Instrument with that same name is already
on the disk, the Display will ask "DELETE OLD VERSION?" Press Eater (o save the Instrument, or
press Cancel to abort the Save procedure,

TO SAVE THE CONTENTS OF MEMORY AS A BANK:
Make sure that all Instruments and the Song (if desired) are saved separately on the same disk. Press:

rNET sTOF
i halumml | e 5 Enwrs Yea
Bl — = —» ::::5::::5:5:: | 55::. » ]
Mode Fage crodl unt
— — Diplay reads: SAVE BANK

Rename the Bank if desired; then press Enter, If 4 Bank with that same name is already on the disk,
the Display will ask "DELETE OLD VERSIONT' Press Enter to save the Bank, or press Cancel to
abort the Save procedure.

TO MAKE A MIDI INSTRUMENT
To play or sequence a remote MIDI device from the EFPS, create a new Instrument, then assign it 1o
"SENDEEYS TO- MIDL" First make the new Instrument:

Canmaw? s 4 Ea Vo %- [
EE— O — | EX Ii'l —* | CREATE NEW INSTRUMENT |[—= Il —» — I
Mada Page Scrall unil 1-8
— e | [igplay reads; lr——
N i aTOR

s : "% —| T —

ey eroll unti
e e Matag: s SEND KEYS TO=BOTH

Change to "SEND KEYS TO= MIDL" The Instrument will now play only over MIDL Assign it a
MIDI Channel and Program Number (also on this same Page). Then rename and save the MIDI
Instrument for future use.

TO DELETE AN INSTRUMENT FILE FROM A DISK:
Press Load and locate the file just as if you were going to Load the file:

s,
B Find Lt . Canceho Enar Fes
Instrusment |=—* e —= N
1 Fila
Hold down FPrass

While holding down he Load button, press Cancel. The Display asks "DELETE <FILE NAME=T"
Press Enter to delete the disk file, Use the same basic procedure to delete any type of file from an
EPS disk.
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TO LOAD A SINGLE SEQUENCE

OR A SONG:

Insert the disk containing the Sequence file into the drive. Then press:

Lot = Find Eilar - it
S — :=: - CHGUence —=
Maode Page =3 Fle

TO SAVE A SINGLE SEQUENCE TO DISK:

On the EDIT/Seq-Song Page, make sure the Sequence you want o save is sclected. Then press:

Enmmnd S Fang 4 f
Moda Page 1 Seroll uniil
Dieplay reads;

BTOR

T st

SAVE CURRENT SEQUENCE

Erier  Viog
— N

Rename the Sequence if desired; then press Enter, 1f a Sequence with that same name is on the disk,
the Display will ask "DELETE OLD VERSION?' Press Ener to save the Sequence, or press Cancel

to abort the Save procedure.

TO SAVE THE SONG AND ALL SEQUENCES TO DISK:
On the EDIT/Seq+Song Page, select the Song, Then press:

Cominas BageSuag
Moda Page IEchI until
Crisplay reads:

SToE

[Ty 250

SAVE SONG + ALL SEGS

Sl = P
— .

Fename the Song if desired; then

press Enter, If a Song with that same name is on the disk, the

Dnsplay will ask "DELETE OLD VERSIONT' Press Enter to save the Song, or press Cancel to abort

the Save procedure,
TO CREATE A NEW SEQUENCE:
BEToF
. 22, (S 2 || Ee g
Moda Page Szrall until
Disolay reads: CREATE NEW SECQUENCE
Name the new Sequence {or you can use the default name); then press Enzer.
TO DELETE A SEQUENCE FROM INTERMAL MEMORY:
rs
; =
Command  SageBeng ' i 3 i
@ﬁ—r ] —» %m% — | DELETE SEQUENCE —q-m-ﬂm—r ﬁ —rgﬂm
= L Display reada: EH'
TC ERASE ALL SEQUENCER MEMORY:
When you want to erase the Song and all Sequences in memory and start from scratch:
stoe
= s ] [ -

The Display will ask "ERASE ALL SEQ DATAT" Press Enter to clear the Sequencer memory, or

press Cancel to abort the procedure.
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COMMAND/System Page — System Commands

TO LCAD A MIRAGE SOUND:
This procedure requires erasing all Sounds and Sequences in the Tnternal Memory, so save any
important data first. Then press:

FFSTEM
é
g

Seroll until
Fieclay roasi LOAD MIRAGE - DSK SOUND

Erfer 1 Vo

—

Commasd Sk 4
EE— EI] —»
Made Page

The Display asks "MUST ERASE MEMORY, OK?' Press Enter. Use the Data Entry controls to
select which sound from the Mirage disk you want to load — 1, 2 or 3. Scroll right and choose
UPPER, LOWER or UPPER+LOWER, Press Enrer. Insert the Mirage disk containing the sound
you want to load. Press Enrer. After it is loaded and converied, the sound should be renamed and
gaved to disk as an EPS Instrument,

TO CHANGE THE NUMBER OF AVAILABLE VOICES:
The EPS can play back with 12, 16 or 20 voices. Decreasing the number of voices increases the
playback rate, thereby improving bandwidth and fidelity. Press:

& ﬁ [ i g k- g Enler= Yaa
Scrmf untl —+
Display reads: SET NUMBER OF VOICES

Use the Data Entry Slider or the Up and Down Arrow Buttons 1o select 12, 16 or 20 Voices, Then
press Enfer again to set the number of voices.

TO FORMAT A FLOPPY DISK:

Press:

» FYETEM oroe -
B Scroll - P
LI L Wil FORMAT FLOPPY DISK

The Display asks "ERASE AND FORMAT DISK™ Insert the disk to be formatted into the Drive
Formatting takes about 80 seconds. You might want to copy the EPS
Operating System to the disk after formatting it. See p. 22 for details.

AND PRESS Enrer.

TO SAVE ALL GLOBAL PARAMETER SETTINGS TC A STARTUP DISK:
If you have changed any of the default settings of "Global” parameters (notably the System, MID]
Sequencer and Sampling parameters) and want to save the changes to the 0.5, on the disk, press:

STETEM aroF
| EE! ” Et” 1% Erthar » Vi
La]
L T TTT S Wi SAVE GLOBAL PARAMETERS

The next time yvou "boot” the EPS with that disk, the new settings will be loaded in as the defauls,
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EDIT/System Page — System Paramelers

TO FIND CUT THE AMOUNT OF FREE MEMORY:

R

B
. EYSTEM
i The Display showa:
ﬁs ﬁ play = PEeT |

Fress Dauble-click FREE SYSTEM BLOCKS= XXX

STOF

"FREE SYSTEM BLOCKS=_ " tells you how many Blocks remain free in the EPS Intemnal memory
(see p. 2 for an explanation of Blocks).

Press the Right Arrow button once and you will see "FREE DISK BLES=XXXX." This tells you
how many Blocks of free space remain on the disk currently in the drive.

TO ADJUST MASTER TUNING OF THE EPS:

E 4 3 BYSTEM sTOe
EE —» —»| O —e

VIR Wil MASTER TUNE=+@

Master Tuning of the the kevboard can be adjusted up or down as much as one semitone (from -99 to
+99) in increments of one cent. A value of MASTER TUNE = +0 vields A=440 tuning,

TO ADJUST THE PITCH BEND RANGE:

o SYSTEM STOR s
s 55,0 g .| —|
T RS el GLOBALBEND RANGE= 2 ==

The Bend Range is adjustable in one-semitone increments from 0 1o 12, Note that each Wavesample
in each EPS Instrument can have its own Bend Range or can nse this Global Bend Range.

TO ADJUST THE PRESSURE AND VELOCITY RESPONSE OF THE EPS:

i ] 4 Y BYSTEM it
N —s s | EH BN | o e
s o e | Bl s TOUCH = MEDIUM 2

There are 16 available settings, with four Velocity values ranging from SOI'T to HARD, and lour
Pressure threshold settings ranging from 1 (least amount of pressure required to bring in modulation
cilect) to 4 {greatest amount of pressure required), Pick the combination which best suits your touch.,

TO ASSIGN THE FOOT SWITCH(ES) AS PATCH SELECT BUTTONS:

o F—— 4 P |—| SUSTAIN FT SW = SUSTAIN | —* :
EE— C— mﬁ;ﬂﬂ? |_. &I -
Mad P i B3
L L Crisplay reads. e | Change ta

AUX FT SW = START/STOP |—*|*RaTCHSEL

= Setting the Sustain FT. SW. function parameter to "SUSTAIN I'T 5W = PATCH SL" wall make the
Sustain Footswitch reproduce the actions of the nght-band Patch Select button. As long as it is set
this way, it ceases to act as a Sustain pedal,

« Serting the Aux FT. SW. function paramater to "AUX FT SW = PATCIH SEL" will make the Aux.
Footswitch {available only when a model SW-5 dual footswitch is connected) reproduce the actions
of the lefi-hand Patch Select button. While set this way, it will not start and stop the Sequencer.
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MODEL: EPS MIDI Implementation Chart Version: 1.0
Function... Transmitted Recognized Remarks
Basle Defaull 1 1
Channel Channel 1-16 1-18
Default 1 1,3, 4, Mult rrarmorized
Mode Messages b4 ¥ (Global Controllars
Altered b4 b4 In MOMO Mode)
Hote
Humber True Voice 21 -108 21-108
Velocity  Mote ON O O
Mote OFF O O
After Key's O O
Touch Ch's O O
Pitch Bender O Q
1-85 1-85 programmable
1 Mad Whasl 1 bod Wheel
4 Feal 4 Feot
Control & Diata £ Data
T Yolume T Yolurne
Change 7 Momertary Palch Selssl | 70 Marmeatary Paleh Select
100 Aogstered Param Sefect 100 Aegisterod Param Sokec
101 Aegisiered Param Sefact | 131 Hegisiered Param Salact
Prog
Chanse | True # 0-127 0-23
System Exclusive 0O O
Sysiem : Song Pos 8 é
: Song Sel
Camma : Tune X X
System  : Clock O Clack O Clack
Real Time : Commands O Start, Stop, Cont ) Start, Siop, Con
Aux . Local On/ON 4 b4
Meas- . All Notes Of X >
sages . Active Sense X 4
. Reset X X
Notes

Mode 1: OMNI ON, POLY Mode 2: OMMNI ON, MONO QO : YES
Mode 3: OMMI OFF, POLY Mode 4: OMNI OFF MONO X : NO
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EPS SPECIFICATIONS

KEYBEOARD

=&l pote {C-C) welghted-acilon keyboard with programmable veloe-
ity senpsidvity and Poly-Key™ presvore [pelyphonic aftertouch)

= Pecformence Loading - play and load at the 2ame time - all keyboard
functicas fermain active during digk load

s Lip o eight "Instrumenis' instantly available

= Stack any two of moos Ingorwments waethar witl ts pish of a buiten

* Eagily change lhe Eeybound range of any mstrument o7 wavesample

CONTROLLERS

s Brclusive Patch Select Butons Mor inglanl access U [oor CilTerenl
sounds within each insoument

s Pilch and Mod Wheels

= Suarain amd Sequencer Foot Switchea

s Mo/ Vinlume Pedal

INTERHAL MEMORY
50k Byles (256 K'Words) Interno] BLAM
=3 Memsory cxpanzsons available:
Bk Byies (512 KWonds) w! Ix exponder
2.1 Megabyies (1.25 mepaword) we dx expandar
2.1 Megabyies plug 3C5] port e 42450580 expander

SAMPLING
» Dhila siorage formal: 16 bil
+ Sample converber: 13 bit
=40 selectable loput Sampbe cates from 6,25 dHz to 52.1 kHz
e Mazimum Sample fimes:
Intermal Memory:
A1.7 aee, @ 625 KHz, 8.6 gcc. @) 30 kHr, 5.7 sec. 47 44.6 EHz,
4.95 sec, @ 52,1 kHz
With 2x Memory Expander:
B34 see, @425 KHz, 172 sec. i 30 kHz2, 11 5 sec. i 446 ke,
9.9 sec, & 52,1 kHz
With 4x Memory Expandes:
167 sec, @ 6,25 kHz, 3.4 sec, @ MW kHz, 22.9 sec, @ 44.6kHz,
19.8 sec. ¢@ 52.1 kKHz
+ Mo mimmum or maximem size for [nstraments ywithin the limits of
memary]
= Bazy sampling and muoltisamplng wits BExpert Syatem Autoboping
= Wide variery of Dhgital Signal Processing commands o editsampled
wounds anid creale !-:u:_lpa. ard a.p:uial ellecks

FLAYHACK
= Frequency response; 20Hz o 20kHz +0, -3 dB
=2x prerzampling with lac arder Binear interpolation for enhanced
frequency responss
= 24 bit inletnal processing
= Flaating podnt output conversiom for 9648 dynamic range
= Three plavback modes:
20 voices ar 31.2 kHz playback rate for 15 kHz frog. response
16 voices ot 3% kHz playback mate [or 1% kHz freq. respomse
1} voices af 32 kHz playbeck race for 30 kHz frog. responae
* Linear phase oulpul response for crystal clear high end
=Can coovert Mirage sousds to EPS format and play them with
improved Gdelily

INPUTS/OUTPUTS

= Laftdionn and Right asdio cocpars for programmable stered mis
= Uptioon] Clulpal Expander box [or oo addilivnal B sale eulputs

« Headphome jack for private Hstening

» Pednl'Cieatrol Vieltame Input

= Audio Inpur switchable beoween mic and lise level

= Sustain Pedal, Sequencer Foodawilch

= M0 T, Oout, Theu

s Clptional SCS1 Port with 4545050 expander
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VYOICE ARCHITECTURE

» 20} voioes dynamically assigoed

* Independenl dynamic digital filker per wavesample

* Mulri-enode digital filters — Low pags or van shle-widlh bood-pass

= Multi-timbral, ublz o ploy eipht lostroments at once from Sequences
or MID1

» Inztant selection of altemate sumples with Pulch Select buttons or
legato playing _

= Bach Irarument can contam wp to 12T wavesampbes

= Compleie propram parameter st for cach wavesample - piich, Glter
and amplilude envelopes, LEFO, 12 reuisble modulabon sources

«Waveaamples arc organized inte Layers, which map groups of
wavesamples acroas the keyboard. Each Insrument can contain up
v eight Layers, which can be crossfuded ot ooy number of points by
ihe kevboard, by pressare, velozity, or any other modulator.

=Each waveaample can be individially panred within the sietes mix
or seql b one of the eight solo outpats [with optional expander)

SEQUENCER

=& polvphonic iracks, each with separete Instmoment, Volume and
MIDT channel

+ Imucks can play inlemal voices andior exbernal MIDH instmaments

= Sequenceaize lmited anly by joternal memony (B0000 nodes for base
i)

+ip 1o 20 voices per track, dynamically assipned

= Post-quanbzatien {auto-comesct o 1032 note triplets)

= Suep cditing

= Auln-lecale vootrols ood adjustable click frack

= bfimdowan facility for balancing individoal tracks

* Bumgs and Sequences cun be saved o disk

MIDH

= Paly, Crmni, Mult and Mone A sod bope B modes

=& simaltancous polyphonic MIDI Channels in, with separate Insiru-
menks

* lnstremenis can be programimed to play enly to MIDE Cur, on any
charmel, allowing up 1o eight ovthound MIDE keyboard zones

= Gilobal controflers in mono made for use wdth MIDE guitesr contml-
bars, cde.

=M1 song pasilion pointers Tor ke with SMPTE suto-locaiors

= MICH remote progmmming

DISK

= B00K double-sided 3.5" micre-flappy

= DA (Dircet Memory Acecsa) for Play While Lodd

* Wariable-size lile sloTupe

= Subdireciory orpanization

= Save MIDI System Exclusive dumps from eny MIDDdevice o disk

STANDARD ACCESSORIES
» Musician's Manual, detachable power cond, Sustsin Foolwiich,
Sound Disks

OPTIONAL ACCESSORIES

« Additicaal Saond Disks

« CV Pedal - (or voice modulation or voleme contool

= 2-pedal plano-{yps Foomwitch for Sustain and Sequencer contral
= B-Chatpul Expander box

¢ 2%, du and dxa SCE] memory expanders

HMENSIONS
=38 34" (9RCH) wide X 3 12" (9em) high X 13 12" (3d4em) decp
=Weight 29 pourdds (13 kilograms)

Musician's Manual
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