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SPECIAL MESSAGE SECTION

PRODUCT SAFETY MARKINGS: Yamaha electronic products
may have either labels similar to the graphics shown below or
molded/stamped facsimiles of these graphics on the enclosure.
The explanation of these graphics appears on this page. Please
observe all cautions indicated on this page and those indicated in
the safety instruction section.

/é\ RISK OF ELECTRIC SHOCK /'\
DO NOT OPEN °

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

The exclamation point within the equilateral triangle
is intended to alert the user to the presence of
important operating and maintenance (servicing)
instructions in the literature accompanying the
product.

The lightning flash with arrowhead symbol, within
the equilateral triangle, is intended to alert the user
to the presence of uninsulated “dangerous
voltage” within the product’s enclosure that may be
of sufficient magnitude to constitute a risk of
electrical shock.

IMPORTANT NOTICE: All Yamaha electronic products are tested
and approved by an independent safety testing laboratory in order
that you may be sure that when it is properly installed and used in
its normal and customary manner, all foreseeable risks have been
eliminated. DO NOT modify this unit or commission others to do so
unless specifically authorized by Yamaha. Product performance
and/or safety standards may be diminished. Claims filed under the
expressed warranty may be denied if the unit is/has been modified.
Implied warranties may also be affected.

SPECIFICATIONS SUBJECT TO CHANGE: The information
contained in this manual is believed to be correct at the time of
printing. However, Yamaha reserves the right to change or modify
any of the specifications without notice or obligation to update
existing units.

ENVIRONMENTAL ISSUES: Yamaha strives to produce products
that are both user safe and environmentally friendly. We sincerely
believe that our products and the production methods used to
produce them, meet these goals. In keeping with both the letter and
the spirit of the law, we want you to be aware of the following:

Battery Notice: This product MAY contain a small non-
rechargeable battery which (if applicable) is soldered in place. The
average life span of this type of battery is approximately five years.
When replacement becomes necessary, contact a qualified service
representative to perform the replacement.

Warning: Do not attempt to recharge, disassemble, or incinerate
this type of battery. Keep all batteries away from children. Dispose
of used batteries promptly and as regulated by applicable laws.
Note: In some areas, the servicer is required by law to return the
defective parts. However, you do have the option of having the
servicer dispose of these parts for you.

Disposal Notice: Should this product become damaged beyond
repair, or for some reason its useful life is considered to be at an
end, please observe all local, state, and federal regulations that
relate to the disposal of products that contain lead, batteries,
plastics, etc.

NOTICE: Service charges incurred due to lack of knowledge
relating to how a function or effect works (when the unit is operating
as designed) are not covered by the manufacturer’'s warranty, and
are therefore the owners responsibility. Please study this manual
carefully and consult your dealer before requesting service.

NAME PLATE LOCATION: The graphic below indicates the
location of the name plate. The model number, serial number,
power requirements, etc., are located on this plate. You should
record the model number, serial number, and the date of purchase
in the spaces provided below and retain this manual as a
permanent record of your purchase.
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IMPORTANT SAFETY INSTRUCTIONS

INFORMATION RELATING TO PERSONAL INJURY, ELECTRICAL SHOCK,
AND FIRE HAZARD POSSIBILITIES HAS BEEN INCLUDED IN THIS LIST.

WARNING- When using any electrical or electronic product,
basic precautions should always be followed. These precautions
include, but are not limited to, the following:

1 . Read all Safety Instructions, Installation Instructions, Special
Message Section items, and any Assembly Instructions found in
this manual BEFORE making any connections, including
connection to the main supply.

2. Do not attempt to service this product beyond that
described in the user-maintenance instructions. All other servicing
should be referred to qualified service personnel.

3. Main Power Supply Verification: Yamaha products are
manufactured specifically for the supply voltage in the area where
they are to be sold. If you should move, or if any doubt exists about
the supply voltage in your area, please contact your dealer for
supply voltage verification and (if applicable) instructions. The
required supply voltage is printed on the name plate. For name
plate location, please refer to the graphic found in the Special
Message Section of this manual.

4. DANGER-Grounding Instructions: This product must be
grounded and therefore has been equipped with a three pin
attachment plug. If this product should malfunction, the ground pin
provides a path of low resistance for electrical current, reducing the
risk of electrical shock. If your wall socket will not accommodate this
type plug, contact an electrician to have the outlet replaced in
accordance with local electrical codes. Do NOT modify the plug or
change the plug to a different type!

5. WARNING: Do not place this product or any other objects
on the power cord or place it in a position where anyone could walk
on, trip over, or roll anything over power or connecting cords of any
kind. The use of an extension cord is not recommended! If you must
use an extension cord, the minimum wire size for a 25’ cord (or less)
is 18 AWG. NOTE: The smaller the AWG number, the larger the
current handling capacity. For longer extension cords, consult a
local electrician.

6. Ventilation:  Electronic  products, unless specifically
designed for enclosed installations, should be placed in locations
that do not interfere with proper ventilation. If instructions for
enclosed installations are not provided, it must be assumed that
unobstructed ventilation is required.

7. Temperature considerations: Electronic products should be
installed in locations that do not seriously contribute to their
operating temperature. Placement of this product close to heat
sources such as; radiators, heat registers etc., should be avoided.

8. This product was NOT designed for use in wet/damp
locations and should not be used near water or exposed to rain.
Examples of wet /damp locations are; near a swimming pool, spa,
tub, sink, or wet basement.

9. This product should be used only with the components
supplied or; a cart ,rack, or stand that is recommended by the
manufacturer. If a cart, rack, or stand is used, please observe all
safety markings and instructions that accompany the accessory
product.

10 The power supply cord (plug) should be disconnected from
the outlet when electronic products are to be left unused for
extended periods of time. Cords should also be disconnected when
there is a high probability of lightning and/or electrical storm
activity.

1 1 « Care should be taken that objects do not fall and liquids are
not spilled into the enclosure through any openings that may exist.

12 Electrical/electronic products should be serviced by a
qualified service person when:
a. The power supply cord has been damaged; or
b. Objects have fallen, been inserted, or liquids have been
spilled into the enclosure through openings; or
c. The product has been exposed to rain; or
d. The product does not operate, exhibits a marked change
in performance; or
e. The product has been dropped, or the enclosure of the
product has been damaged.

1 3 This product, either alone or in combination with an amplifier
and headphones or speaker/s, may be capable of producing sound
levels that could cause permanent hearing loss. DO NOT operate
for a long period of time at a high volume level or at a level that is
uncomfortable. If you experience any hearing loss or ringing in the
ears, you should consult an audiologist.

IMPORTANT: The louder the sound, the shorter the time period
before damage occurs.

14 Some Yamaha products may have benches and/or
accessory mounting fixtures that are either supplied as a part of the
product or as optional accessories. Some of these items are
designed to be dealer assembled or installed. Please make sure
that benches are stable and any optional fixtures (where
applicable) are well secured BEFORE using. Benches supplied by
Yamaha are designed for seating only. No other uses are
recommended.

PLEASE KEEP THIS MANUAL

92-469-3



PRECAUTIONS

PLEASE READ CAREFULLY BEFORE PROCEEDING
* Please keep this manual in a safe place for future reference.

A WARNING

Always follow the basic precautions listed below to avoid the possibility of serious injury or even death from electrical
shock, short-circuiting, damages, fire or other hazards. These precautions include, but are not limited to, the following:

Power supply/Power cord

e Only use the voltage specified as correct for the instrument. The required voltage
is printed on the name plate of the instrument.

o Check the electric plug periodically and remove any dirt or dust which may have
accumulated on it.
o Use only the supplied power cord/plug.

e Do not place the power cord near heat sources such as heaters or radiators, and
do not excessively bend or otherwise damage the cord, place heavy objects on it,
or place it in a position where anyone could walk on, trip over, or roll anything
over it.

e This instrument contains no user-serviceable parts. Do not attempt to
disassemble or modify the internal components in any way.

A CAUTION

e Do not expose the instrument to rain, use it near water or in damp or wet
conditions, or place containers on it containing liquids which might spill into any
openings.

e Never insert or remove an electric plug with wet hands.

Fire warning

e Do not put burning items, such as candles, on the unit.
A burning item may fall over and cause a fire.

If you notice any abnormality

e |fthe power cord or plug becomes frayed or damaged, or if there is a sudden loss
of sound during use of the instrument, or if any unusual smells or smoke should
appear to be caused by it, immediately turn off the power switch, disconnect the
electric plug from the outlet, and have the instrument inspected by qualified
Yamaha service personnel.

Always follow the basic precautions listed below to avoid the possibility of physical injury to you or others, or damage to
the instrument or other property. These precautions include, but are not limited to, the following:

Power supply/Power cord

o Always connect the three-pin attachment plug to a properly grounded power
source. (For more information about the main power supply, see page 20.)

o When removing the electric plug from the instrument or an outlet, always hold the
plug itself and not the cord. Pulling by the cord can damage it.

© Remove the electric plug from the outlet when the instrument is not to be used for
extended periods of time, or during electrical storms.

* Do not connect the instrument to an electrical outlet using a multiple-connector.

Doing so can result in lower sound quality, or possibly cause overheating in the
outlet.

Do not expose the instrument to excessive dust or vibrations, or extreme cold or
heat (such as in direct sunlight, near a heater, or in a car during the day) to prevent
the possibility of panel disfiguration or damage to the internal components.

Do not use the instrument in the vicinity of a TV, radio, stereo equipment, mobile
phone, or other electric devices. Otherwise, the instrument, TV, or radio may
generate noise.

Do not place the instrument in an unstable position where it might accidentally fall
Over.

Before moving the instrument, remove all connected cables.

Do not place objects in front of the instrument's air vent, since this may prevent
adequate ventilation of the internal components, and possibly result in the
instrument overheating.

-8 1/2



o Before connecting the instrument to other electronic components, turn off the
power for all components. Before turning the power on or off for all components,
set all volume levels to minimum. Also, be sure to set the volumes of all
components at their minimum levels and gradually raise the volume controls
while playing the instrument to set the desired listening level.

Maintenance

e When cleaning the instrument, use a soft, dry cloth. Do not use paint thinners,
solvents, cleaning fluids, or chemical-impregnated wiping cloths.

Handling caution

e Do not insert a finger or hand in any gaps on the instrument.

e Never insert or drop paper, metallic, or other objects into the gaps on the panel or
keyboard. If this happens, turn off the power immediately and unplug the power
cord from the AC outlet. Then have the instrument inspected by qualified Yamaha
service personnel.

e Do not place vinyl, plastic or rubber objects on the instrument, since this might
discolor the panel or keyboard.

e Do not rest your weight on, or place heavy objects on the instrument, and do not
use excessive force on the buttons, switches or connectors.

e Do not operate the instrument for a long period of time at a high or uncomfortable
volume level, since this can cause permanent hearing loss. If you experience any
hearing loss or ringing in the ears, consult a physician.

Backup hattery

o This instrument has a built-in lithium backup battery. When you unplug the power
cord from the AC outlet, the SRAM data (see page 63) is retained. However, if the
backup battery fully discharges, this data will be lost. When the backup battery is
running low, the LCD display indicates “Change internal battery.” In this case,
immediately save the data to a Memory Card (SmartMedia)/a SCSI disk then have
qualified Yamaha service personnel replace the backup battery.

Saving data

Saving and backing up your data
For instruments with DRAM (RAM that does not retain data)

e DRAM data (see page 63) is lost when you turn off the power to the instrument.
Save the data to a Memory Card (SmartMedia)/a SCSI disk.

For instruments with SRAM (RAM that retains data by using a lithium

battery)

o SRAM data (see page 63) is retained when the power is turned off, as long as the
backup battery retains a charge. However, the data could be lost due to
malfunction or incorrect operation. Save important data to a Memory Card
(SmartMedia)/a SCSI disk.

Backing up the Memory Card (SmartMedia)/SCSI disk

® To protect against data loss through media damage, we recommend that you save
your important data onto twoMemory Cards (SmartMedia)/SCSI disk.

Yamaha cannot be held responsible for damage caused by improper use or modifications to the instrument, or data that is lost or destroyed.

Always turn the power off when the instrument is not in use.

Make sure to discard used batteries according to local regulations.
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1.

FCC INFORMATION (U.S.A.)

IMPORTANT NOTICE: DO NOT MODIFY THIS UNIT!

This product, when installed as indicated in the instructions contained in this
manual, meets FCC requirements. Modifications not expressly approved by
Yamaha may void your authority, granted by the FCC, to use the product.

2. IMPORTANT: When connecting this product to accessories and/or another

product use only high quality shielded cables. Cable/s supplied with this
product MUST be used. Follow all installation instructions. Failure to follow
instructions could void your FCC authorization to use this product in the USA.

3. NOTE: This product has been tested and found to comply with the

requirements listed in FCC Regulations, Part 15 for Class "B" digital devices.
Compliance with these requirements provides a reasonable level of
assurance that your use of this product in a residential environment will not
result in harmful interference with other electronic devices. This equipment
generates/uses radio frequencies and, if not installed and used according to
the instructions found in the users manual, may cause interference harmful to
the operation of other electronic devices. Compliance with FCC regulations
does not guarantee that interference will not occur in all installations. If this
product is found to be the source of interference, which can be determined
by turning the unit "OFF" and "ON'", please try to eliminate the problem by
using one of the following measures:

Relocate either this product or the device that is being affected by the
interference.

Utilize power outlets that are on different branch (circuit breaker or fuse)
circuits or install AC line filter/s.

In the case of radio or TV interference, relocate/reorient the antenna. If the
antenna lead-in is 300 ohm ribbon lead, change the lead-in to co-axial type
cable.

If these corrective measures do not produce satisfactory results, please
contact the local retailer authorized to distribute this type of product. If you
can not locate the appropriate retailer, please contact Yamaha Corporation
of America, Electronic Service Division, 6600 Orangethorpe Ave, Buena
Park, CA90620

The above statements apply ONLY to those products distributed by
Yamaha Corporation of America or its subsidiaries.

* Thi

s applies only to products distributed by YAMAHA CORPORATION OF AMERICA.

(class B)

IMPORTANT NOTICE FOR THE UNITED KINGDOM

Connecting the Plug and Cord

WARNING: THIS APPARATUS MUST BE EARTHED
IMPORTANT. The wires in this mains lead are coloured in accordance with
the following code:

ADVARSEL!

Lithiumbatteri—Eksplosionsfare ved fejlagtig handtering. Udskiftning ma
kun ske med batteri af samme fabrikat og type. Levér det brugte batteri
tilbage til leverandoren.

VARNING

Explosionsfara vid felaktigt batteribyte. Anvand samma batterityp eller en

SLREEN'AND'YELLOW EIIEETI':AL ekvivalent typ som rekommenderas av apparattillverkaren. Kassera anvant
BROWN LIVE batteri enligt fabrikantens instruktion.

As the colours of the wires in the mains lead of this apparatus may not
correspond with the coloured markings identifying the terminals in your
plug proceed as follows:

VAROITUS

Paristo voi rajahtad, jos se on virheellisesti asennettu. Vaihda paristo
ainoastaan laitevalmistajan suosittelemaan tyyppiin. Havita kaytetty paristo
valmistajan ohjeiden mukaisesti.

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

(lithium caution)

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

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

* This applies only to products distributed by Yamaha-Kemble Music (U.K.) Ltd. (3 wires)

NEDERLAND /THE NETHERLANDS

e Dit apparaat bevat een lithium batterij voor geheugen back-up.
e This apparatus contains a lithium battery for memory back-up.

e Raadpleeg uw leverancier over de verwijdering van de batterij op het
moment dat u het apparaat ann het einde van de levensduur afdankt of
de volgende Yamaha Service Afdeiing:

Yamaha Music Nederland Service Afdeiing
Kanaalweg 18-G, 3526 KL UTRECHT
Tel. 030-2828425

e For the removal of the battery at the moment of the disposal at the end

of the service life please consult your retailer or Yamaha Service Center

as follows:
Yamaha Music Nederland Service Center

Address :Kanaalweg 18-G, 3526 KL UTRECHT
Tel :030-2828425

e Gooi de batterij niet weg, maar lever hem in als KCA.
e Do notthrow away the battery. Instead, hand it in as small chemical
waste.

(lithium disposal)



Congratulations and thank you for your purchase of the Yamaha MOTIF Music Production Synthesizer!

You now own what is perhaps the best-sounding, most versatile, and certainly most powerful synthesizer and total music
production instrument on the planet.

We strove to put virtually all our synthesizer technology and music making know-how into one instrument — and we
succeeded. The new MOTIF not only gives you the latest and greatest sounds and rhythms (as well as the ability to create
and sample your own), it gives you powerful, easy-to-use tools for playing, combining and controlling these dynamic
sounds/rhythms — in real time, as you perform!

Take time to look through this manual carefully. It’s packed with important information on how to get the most from this
amazing instrument.

Dive in now and enjoy!
Package Contents

The following items have been included with your MOTIF. Check to see that you have everything listed here.
¢ Synthesizer ® AC Power cord ¢ CD-ROM x 3
e Owners Manual (this book) ® Data List ® Installation Guide

About the included CD-ROM

The accompanying CD-ROM features special software for use with the MOTIF. Included is a Voice Editor, which gives you
comprehensive and intuitive editing tools for the MOTIEF, and a File Manager, which lets you easily transfer data between
the storage device connected to your MOTIF and a computer. For details, see the separate Installation Guide or the online
manuals included with the software.

Do NOT attempt to play back Track 1 (which contains the software data) on an audio CD player. Doing so may result in damage
to your audio equipment and speakers, as well as your hearing.

About This Manual

This manual consists of the following sections.

B The Controls & Connectors Use this section to find out about all of the buttons, controls and connectors of the MOTIF.

B Setting Up Before going on to any other part of the manual, we strongly suggest you read this section
first. It shows you how to get started playing and using your new MOTIF.

B Basic Structure This section provides a detailed overview of all of the main functions and features of the
MOTIEF, and shows how they fit together.

B Basic Operation This section introduces you to the basic operating conventions of the MOTIF, such as
editing values and changing settings.

B Quick Start Guide In this tutorial section, youll take a guided tour through the various functions of the
MOTIF, and get some hands-on experience in playing and using it.

B Reference The MOTIF encyclopedia. This section explains all parameters, settings, functions,
features, modes and operations in full detail.

B Appendix This section contains detailed information on the MOTIF such as Specifications and an
Alert Message List as well as instructions for installing optional equipment
(e.g., SIMM modules, AIEB2, mLANSE interface, and Plug-in Boards).

B Data List (separate booklet) This contains various important lists such as the Voice List, Preset Pattern Phrase List,
Effect List, MIDI Data Format, and MIDI Implementation Chart.

B Installation Guide (separatebooklet) Refer to this for instructions on installing the included software programs (on the CD-
ROM) to your computer.

@ Copying of the commercially available music sequence data and/or digital audio files is strictly prohibited, except for
your own personal use.

@ The illustrations and LCD screens as shown in this Owner’s Manual are for instructional purposes only, and may
appear somewhat different from those on your instrument.

® The company names and product names in this Owner’s Manual are the trademarks or registered trademarks of their
respective companies.

MOTIF Introduction 0



B Wide range of dynamic and authentic voices — over
512 in total, with 49 drum kits. Use the Category
Search function to quickly call up the sounds you
want, based on their instrument type.

B Performance mode lets you use four different voices
together — in layers or in a keyboard split.

B Integrated Sampling Sequencer — seamlessly
combines audio and MIDI recording.

* Full Sample recording and editing features, with
4MB of memory (expandable to 64MB).

* Wide data compatibility lets you load AIFF and WAV
files, as well as samples and program/voice data from
other samplers.

Convenient Resampling function lets you sample the
sound of the MOTTF itself directly. Play your own

melodies, riffs and rhythms — and use them as samples.

* Unique Slice feature automatically chops up your
rhythms and riffs into their individual beats and notes.
This lets you manipulate the component parts of your
sample loops as MIDI data — and gives you the power
to easily change tempo and even the rhythmic feel,
without disturbing the pitch or sound quality.

* Using the Song mode, record your music to the
sequencer in conventional linear fashion, from
beginning to end. Or use the phrase-based functions
to assemble rhythms and patterns — “playing” your
arrangements in real time.

W Extensive effect processing, with Reverb (12 types),
Chorus (25 types), two separate Insertion sections
(total 104 types), a Variation section (25 types), and a
Master 5-band EQ.

B Comprehensive real-time control with four knobs
and four sliders — letting you adjust filter, levels,
effects, EG, and more, while you play.

B Pattern mode functions let you craft different
rhythmic sections and riffs as individual elements —
which you can easily and intuitively combine in real
time to create full rhythm tracks.

B The built-in Arpeggio feature not only puts a wealth of
hip rhythmic sequences at your fingertips, it even has
special “human” patterns — such as guitar strumming
and woodwind trills.

B Once you’ve collected all the audio samples, loops,
MIDI data, and patterns you need for your song, use
Pattern Chain to arrange the pieces in real time. This
hands-on approach makes it easier than ever to come
up with great ideas and amazing songs.

o MOTIF Introduction

B Song Scene is another powerful tool that lets you take
“snapshots” of the sequencer track settings (such as
pan, volume, and others). Then, during playback or
recording, simply switch among the Scenes for instant,
dynamic changes.

B Master mode for using the MOTIF as a master
keyboard controller (with independent Zones), and for
easily reconfiguring the instrument between Voice/
Performance play and Song/Pattern play in live
applications.

B Exceptionally easy-to-understand interface with
two-tiered operation buttons: [F1] - [F6] and [SF1] -
[SF5]

B Remote Control — for operating your favorite
sequencing software from the panel controls of the
MOTIF. Mute tracks, control transport (Play, Stop,
Record, etc.), mix both MIDI and audio tracks (up to
16) with the MOTIF’s knobs and sliders, pan the
tracks, control EQ, and tweak effect sends — all
without ever touching the mouse.

B Three Modular Synthesis Plug-in System slots let
you upgrade the MOTIF with a completely new
synthesizer or sound-processing engine. These Plug-in
boards give you more voices, more effects, more
polyphony and more instrument parts. Plus, special
Plug-in voices have already been programmed and
stored to the MOTTEF, ready to be played as soon as you
install the proper board.

B Comprehensive I/0 terminals — including
assignable outputs, audio inputs, optical digital output,
MIDI, USB for multi-port connection to a computer,
SmartMedia card slot and SCSI terminal for data
storage. There’s even an expansion bay for installing
the optional AIEB board for additional ins and outs —
both analog and digital.

B Expansion bay for optional mLAN — Yamaha’s new
mLAN interface technology makes it possible to
transfer all your digital audio and MIDI data via a
single broad-band cable.

B Included software — Packed with your MOTTIF are
two powerful software programs: Voice Editor and
File Utility. The Voice Editor puts all the
comprehensive editing features and parameters of the
instrument right on your computer screen for easy
editing. With File Utility, you can access and organize
all your important MOTIF data (stored to Memory
card or SCSI device) directly from the computer.
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© OCTAVE [UP] and [DOWN] buttons (page 127)
Use these buttons to change the note range of the
keyboard. To restore the normal octave setting,
press both buttons simultaneously.

BITi Because of its extended keyboard, the MOTIF 8
does not have OCTAVE buttons.

© PITCH bend wheel (page 48)
Controls the pitch bend effect. You can also assign
other functions to this controller.

© MODULATION wheel (page 48)
Controls the modulation effect. You can also assign
other functions to this controller.

@ MOTIF The Controls & Connectors

O MASTER VOLUME
Adjusts the volume of the overall sound, as output
from the rear-panel OUTPUT L/MONO and R
jacks as well as the PHONES jack.

O [KNOB CONTROL FUNCTION] button and
four Knobs (pages 48, 132)
These four highly versatile knobs let you adjust
various aspects or parameters of the current Voice.
Use the [KNOB CONTROL FUNCTION] button to
change the parameter set for the knobs. The
corresponding LED lights to indicate which group
of parameters are active.
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O [CS1] - [CS4] (Control Slider) (page 48)
Controls the volume of each part/element.
In the Master mode, the Zone setting (page 271)
allows you to assign various functions (Control
Change numbers) to these Sliders other than the
volume.

© [REMOTE CONTROL ON/OFF] button
(page 256)
When this is on, the following panel controls can be
used to directly control mixing and transport
functions on your sequencer software.

* Knobs

¢ Control Sliders

¢ [SEQ TRANSPORT] buttons
¢ [TRACK SELECT] button

¢ [MUTE] button

O [EFFECT BYPASS] buttons

For enabling/disabling Effect Bypass. Press the
button (the LED lights) to bypass effect processing
of the current Voice or Performance.

The bypassed effects (Reverb, Chorus, Variation, or
Insertion) are specified in the Utility Mode

(page 250).

© [ARPEGGIO ON/OFF] button (page 55)

Press this button to enable or disable playback of
the Arpeggio for each Voice, Performance, Song, or
Pattern. If the Arpeggio Switch of the selected part
is set to off in the Performance/Song/Pattern mode,
however, pressing this button has no effect.

MOTIF The Controls & Connectors @
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@ SEQ TRANSPORT buttons
(page 78, 179, 183, 217, 221)
These buttons control recording and playback of the
Song/Pattern sequence data.

[ @] (Top) button

Instantly returns to the first beginning of the
current song or pattern (i.e., the first beat of the first
measure).

[ «4] (Reverse) button

Press briefly to move back one measure at a time, or
hold to continuously rewind.

[»» ] (Forward) button

Press briefly to move forward one measure at a time,
or hold to continuously fast-forward.

[REC] (Record) button

Press this to enable recording (Song or pattern
phrase). (The indicator lights.)

[ m](Stop) button
Press to stop recording or playback.

[» ] (Play) button

Press to start playback from the current point in the
song or pattern. During recording and playback, the
indicator flashes at the current tempo.

® MODE buttons (page 67)
These buttons select the MOTIF operating modes
(e.g., Voice mode).

@ LCD Display
The MOTIF’s large backlit LCD displays the
parameters and values related to the currently
selected operation or mode.

® LCD Contrast Control
Use this control to set the LCD display for optimum
legibility.

@ [F1] - [F6] (Function) buttons (page 71)
These buttons located directly below the LCD
display call up the corresponding functions
indicated in the display. In the display hierarchy,
these functions [F] rank just below the modes.

@ MOTIF The Controls & Connectors

@ [SF1] - [SF5] (Sub Function) buttons (page 71)
These buttons located directly below the LCD
display call up the corresponding sub functions
indicated in the display. In the display hierarchy,
these sub functions [SF| rank just below the
functions [F].

These buttons can be also used to store/recall the
Song Scene (page 115) in the Song Play/Song
Record/Pattern Chain Record modes.

@ [INFORMATION] button (page 73)
For calling up a special “help” feature that shows
information about the currently selected mode. You
can go back to the previous display by pressing this
button again or pressing any other button.

@ Data dial (page 72)
For editing (changing the value of) the currently
selected parameter. To increase the value, turn the
dial right (clockwise); to decrease the value, turn the
dial left (counter-clockwise). If a parameter with a
wide value range is selected, you can change the value
in broader strokes by quickly turning the dial.

@ [INC/YES] button (page 72)
For increasing the value of the currently selected
parameter. Also use it to actually execute a Job or a
Store operation.

@ [DEC/NO] button (page 72)
For decreasing the value of the currently selected
parameter. Also use it to cancel a Job or a Store
operation.

BI0d When editing (changing) the value of the
parameter, it is convenient to use the [INC/YES]
button and the [DEC/NO] button simultaneously.
Pressing the [DEC/NO] button while holding the
[INC/YES] button increases the value by 10.
Pressing the [INC/YES| button while holding the
[DEC/NO] button decreases the value by 10.

€ Cursor Buttons (page 72)
The cursor buttons move the “cursor” around the
LCD display screen, highlighting and selecting the
various parameters.

@ [EXIT] button (page 72)
The menus and displays of the MOTIF are
organized according to a hierarchical structure.
Press this button to exit from the current display
and return to the previous level in the hierarchy.



@ [ENTER] button

Use this button to execute a Job or a Store
operation. Also use this button to actually enter a
number when selecting a Memory or Bank for Voice
or Performance. In the File mode, use this button to
go to the next lowest level in the selected directory.

@ SLOT 1-3 lamps (page 282)

These three lamps show the installation status of
the Plug-in Boards.

If the Plug-in Board has been correctly installed, the
corresponding SLOT lamp will light.

B3 The Vocal Harmony Plug-in Board (PLG100-VH)
can be installed only to slot 1. It cannot be installed
to slot 2 or 3.

BITIEA The Multi part Plug-in Board (PLG100-XG) can be
installed only to slot 3. It cannot be installed to slot
1or2.

Front Panel

@ NUMBER [1] - [16] buttons (page 124)
Use of these buttons differs depending on the on/off
status of the [TRACK SELECT] and [MUTE]

buttons.

Functions of the NUMBER [1] - [16] buttons

When [TRACK
SELECT] is on

When [MUTE]
ison

When both
[TRACK SELECT]
[MUTE] are off

Voice Play mode

Keyboard transmit
channel setting

Voice selection,
according to Groups
A-H

Voice Edit mode

Element selection(1 - 4) and Element

Mute setting(9 - 12)

Performance Play
mode

Keyboard transmit
channel setting

Performance Edit
mode

Performance part
selection (1 - 4)

Performance part
Mute setting
(1-4)

Performance or
Voice selection (if
cursor is located at
Voice name),
according to Groups
A-H

Master Play mode

Zone selection
(1-4)

Master selection,
according to Groups
A-H

Master Edit mode

Zone selection
(1-4)

Zone Mute setting
(1-4)

The Control & Connectors

Song/Pattern Song/Pattern Song/Pattern .
@ BANK buttons (page 124) mode track selection | track Mute setting Song?tyliatsteelectlon,
accoraing to Groups
Each button selects a Voice or Performancg Bank. Song/Pattern Song/Pattern part | Song/Patiern part | 2 ogro " p
When the [CATEGORY SEARCH] button is turned Mixing mode selection Mute setting

on, these buttons can be used to select the desired
category (printed below each button). When the
[SECTION] button is turned on in the Pattern
mode, these buttons are used to select the desired
section.

€ [CATEGORY SEARCH] button (page 126)
When this button is turned on in the Performance
mode, the [BANK] and [GROUP] buttons can be
used to select the Performance category.

When this button is turned on in another mode, the
[BANK] and [GROUP] buttons can be used to select
the Voice category.

@ GROUP [A] - [H] buttons (page 124)
Each button selects a Voice or Performance Group.
When the [CATEGORY SEARCH] button is turned
on, these buttons can be used to select the desired
category (printed below each button). When the
[SECTION] button is turned on in the Pattern
mode, these buttons are used to select the desired
section.

@ [SECTION] button (page 218)
When this button is turned on in the Pattern mode,
the [BANK] and [GROUP] buttons can be used to
select the Pattern Section.

® [TRACK SELECT] button (page 181)
Turning this button on in the Song/Pattern mode
enables the NUMBER [1] - [16] buttons for
selecting corresponding Song/Pattern tracks. The
on/off status of this button affects the NUMBER [1]
- [16] buttons in different ways, depending on the
selected mode. (See @ “NUMBER [1] - [16]
buttons” above.)

€ [MUTE] button (page 180)
Turning this button on in the Song/Pattern mode
enables the NUMBER [1] - [16] buttons for muting
corresponding Song/Pattern tracks.
Press one of the NUMBER [1] - [16] buttons while
holding this button to solo the corresponding track
of the current selected Song/Pattern.
The on/off status of this button affects the
NUMBER [1] - [16] buttons in different ways,
depending on the selected mode. (See & “NUMBER
[1] - [16] buttons” above.)

MOTIF The Controls & Connectors G
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© POWER Switch (page 29)
Press to turn power ON or OFF.

© AC Power Cord Socket (page 20)
Be sure the plug the AC power cord into this socket
before plugging the power cord into an AC outlet.
Use only the AC power cord supplied with the
MOTIEF. If the supplied cord is lost or damaged and
needs to be replaced, contact your Yamaha dealer.
The use of an inappropriate replacement can pose a
fire and shock hazard!

©® mLAN expansion board (mLANSE) or I/0
expansion board (AIEB2) cover (page 22)
Either the mLAN expansion board (mLANSE) or
the I/O expansion board (AIEB2) sold separately
can be installed to the MOTTF.

With the mLANSE board, you can conveniently
and easily hook up your MOTTIF to other mLAN-
compatible instruments or devices. The ATEB2
board gives you additional digital I/O options,
featuring both optical and coaxial connectors.
Moreover, the board also includes three stereo
ASSIGNABLE OUTPUT pairs (six analog jacks).

O OPTICAL OUT connectors (page 22)
For output of digital audio, via optical fiber cables
(at 44.1kHz).

© USB connector (page 25)
For connection to a computer having a USB
interface. The USB interface provides multi-port
MIDI operation not possible with a single MIDI
connection.

BT The USB connection can only be used for transfer of
MIDI data. No audio data can be transfered via USB.

s55ae

USB is an abbreviation for Universal Serial Bus. It is
a serial interface for connecting a computer with
peripheral devices, and enables much faster data
transfer (12Mbps) compared to conventional serial
port connections. Also, it allows “hot swapping”
(connecting peripheral devices while the power to
the computer is on).

O MIDI IN/OUT/THRU connectors (page 24)
MIDI IN is for receiving control or performance
data from another MIDI device, such as an external
sequencer.

MIDI THRU is simply for redirecting any received
MIDI data (via MIDI IN) to connected devices,
allowing convenient chaining of additional MIDI
instruments.

MIDI OUT is for transmitting all control,
performance and playback data from the MOTTF to

another MIDI device, such as an external sequencer.

@ MOTIF The Controls & Connectors

© BREATH Controller Jack (page 28)
Connect an optional Yamaha BC2 Breath Controller
here for expressive breath control capability.

O FOOT SWITCH jacks (page 28)
For connection of optional FC4 or FC5
Footswitches. When connected to the SUSTAIN
jack, the Footswitch controls sustain. When
connected to ASSIGNABLE, it can control one of
various different assignable functions.

© FOOT CONTROLLER jacks (page 28)
For connection of optional foot controllers (FC7,
etc.). Each jack lets you continuously control one of
various different assignable functions — such as
volume, tone, pitch, or other aspects of the sound.

(O ASSIGNABLE OUT L and R jacks (page 21)
Line level audio signals are output from the MOTIF
via these phone jacks (1/4" mono phone plug).
These outputs are independent of the main output
(at the L/MONO and R jacks below), and can be
freely assigned to any of the Parts. This lets you
route specific Voices or sounds for processing with a
favorite outboard effect unit.

® OUTPUT L/MONO and R jacks (page 21)
Line level audio signals are output via these phone
jacks. For monophonic output, use just the L/
MONO jack.

@® PHONES jack (page 21)
For connection to a pair of stereo headphones.

® A/D INPUT jacks (page 23)
External audio signals can be input via these phone
jacks. These are used primarily for recording
samples — either with a microphone, making the
proper Utility settings (page 250), or from other
audio equipment, such as a CD or MD player. With
the optional Vocal Harmony Plug-in board
(PLG100-VH, page 35), you can also apply special
effects and harmonies to the microphone input.

@ GAIN knob
For adjusting the input gain of the audio at the A/D
INPUT jacks (above). Depending on the connected
device (microphone, CD player, etc.), you may need
to adjust this for optimum level.

@ SCSI connectors (page 27)
This SCSI-2 50-pin connector (D-sub, half-pitch)
can be used to connect to an external SCSI data
storage device — allowing you to conveniently save
and store large quantities of data.



@ Card slot (pages 64, 262)

Insert a Memory Card here to transfer various data
to/from the MOTIF. Read carefully the precautions
on using a Memory Card (page 289) before
inserting a card.

@ Plug-in board cover (page 35)

Installing an optional Plug-in Board to the MOTIF
lets you greatly expand the sonic palette of the
instrument. Up to three boards can be installed to
the MOTIF’s rear panel.

B When the optional mLANSE has been installed:
2]

[¢]

=)

(=)

XS =

© SERIAL I/0 connector

For connecting the mLLANSE directly to a personal
computer via a serial cable. Use this jack to connect
the mLANSE and the computer when using the
mLAN Patchbay and mLAN Mixer in Windows.
This is not used to input or output MIDI or audio
signals.

© mLAN (IEEE1394) connectorl, 2, 3

For connecting mLAN devices or IEEE1394-
compatible devices via IEEE1394 standard (6-pin)
cables.

m

| About mLAN |

“mLAN” is a digital network designed for musical
applications. It uses and extends the industry
standard IEEE 1394 high performance serial bus.
For details, refer to the Guide Book of the
mLANSE.

The name “mLAN” and its logo (above) are
trademarks.

Rear Panel

B When the optional AIEB2 has been installed:
(1) 2] (3]
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© OPTICAL IN, OUT connectors (pages 22, 23)

Use these connectors to input or output digital
signals over optical-fiber cable. You can use the
OPTICAL IN to record a digital signal of frequency
48kHz, 44.1kHz, or 32kHz. The OPTICAL OUT
connector outputs a digital signal of frequency

44 1kHz.

DIGITAL IN, OUT connectors (pages 22, 23)
Use these connectors to input or output digital
signals over coaxial (RCA-pin) cable. The digital
signal format is CD/DAT (S/P DIF). You can use
the DIGITAL IN connector to record a digital signal
of frequency 48kHz, 44.1kHz, or 32kHz. The
DIGITAL OUT connector outputs a digital signal of
frequency 44.1kHz.

ASSIGNABLE OUT jacks (AS1 to AS6)
(page 22)

Additional analog output jacks. Each pair (1&2,
3&4, 5&6) operates independently of all other
outputs on the MOTIF.

MOTIF The Controls & Connectors @
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Power Supply

This section explains how to connect your MOTIF to an AC power source, external audio and MIDI devices, and a
computer system. Only switch the MOTTF on after you have made all the necessary connections.
It is recommended that you read this section before using the MOTIF.

Power Supply

rear panel

|

AC INLET terminal

<— Power cord
(included)

] Make sure the POWER switch on the MOTTIF is set to OFF.
2 Connect the supplied power cord to the AC INLET terminal on the instrument’s rear panel.

3 Connect the other end of the power cord to an AC outlet. Make sure your MOTIF meets the voltage requirement
for the country or region in which it is being used.

A WARNING
Make sure your MOTIF is rated for the AC voltage supplied in the area in which it is to be used (as listed on the rear
panel). Connecting the unit to the wrong AC supply can cause serious damage to the internal circuitry and may even
pose a shock hazard!

A WARNING
Use only the AC power cord supplied with the MOTTIF. If the supplied cord is lost or damaged and needs to be
replaced, contact your Yamaha dealer. The use of an inappropriate replacement can pose a fire and shock hazard!

A WARNING
The type of AC power cord provided with the MOTIF may be different depending on the country in which it is
purchased (a third prong may be provided for grounding purposes). Improper connection of the grounding conductor
can create the risk of electrical shock. Do NOT modify the plug provided with the MOTIF. If the plug will not fit the
outlet, have a proper outlet installed by a qualified electrician. Do not use a plug adapter which defeats the grounding
conductor.

@ MOTIF Setting Up
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Connecting to External Audio Equipment

Connections

Since the MOTTIF has no built-in speakers, you’ll need an external audio system or a set of stereo headphones to
properly monitor it. The following illustrations show various connection examples; use the one most similar to your

intended setup.

Analog ovtput

B Connecting stereo powered speakers

A pair of powered speakers can accurately produce the instrument’s rich sounds with their own pan and effect
settings. Connect your powered speakers to the OUTPUT L/MONO and R jacks on the rear panel.

BI1d When using just one powered speaker, connect it to the OUTPUT L/MONO jack on the rear panel.

B Connecting to a mixer

Powered speaker (Left)

Powered speaker (Right)

- @ﬁ?gq®g_
Ry

MOTIF

There are extra audio outputs in addition to the OUTPUT (L/MONO and R) jacks. Connect these outputs to a mixer

for separately controlling the outputs of up to four Parts in Performance mode (page 164).

Headphones

PHONES

OUTPUT L' 'R

Ol0C)

©©©
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—
—E—
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PUT
L/MONO

i
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B Connecting to a mixer (with the optional AIEB2)
You can expand the MOTIF’s output capabilties with six additional OUTPUT jacks for outputting extra individual
parts, by installing the optional I/O board (AIEB2).

Speaker
Amplifier
Mixer OUTPUT L' 'R
cloeleololoieleele)e
ClC o0
R
! AN
|
p outeur A TR YYYYYY
k]
PHONES R A%%'?%-BF Rl AIEB2 |
/
""""" desees  — . s
R
MOTIF

BIT1 Connecting a pair of headphones does not affect audio output from the OUTPUT (L/MONO and R) jacks. You can monitor the
same sounds via headphones and at the OUTPUT jacks.

B When using the OPTICAL OUTPUT connector:
This connector enables direct digital output of MOTIF playback and digital through-put.

OPTICAL
OUTPUT

- Em B o=t ==e I:oo
éaé E uuuuuuuuuuu

LTI [T DAT or CD recorder

OPTICAL

INPUT

—
Record

==
of
=

B When the optional AIEB2 I/O board has been installed:

The board enables direct digital output of MOTIF sound also via the coaxial cable.

For purposes of compatibility, the AIEB2 board includes two different output types: OPTICAL OUT (optical fiber)
and DIGITAL OUT (coaxial cable). Note that both of these outputs always produce identical signals.

Record
Optical cable
Coaxial cable — —
OPTICAL DIGITAL Record DIGITAL OPTICAL
OUTPUT OUTPUT INPUT INPUT
- [ = p— \uu \ﬂﬂ

{ J DAT or CD recorder
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A/D input

B Connecting a microphone or other audio equipment (analog input)
You can record or import external sounds or waveform data and use them as instrument sounds (see
“Sampling” on page 58). When recording from an external audio source, connect a microphone or the audio source

to the A/D INPUT jacks.

C—— BB & | Audio Device (St Mic
L - udio Device (Stereo) (MONO)
_ Apply effects to the microphone
AD INPUT Sampling sound by using the Vocal Harmony

Plug-in board (PLG100-VH).

L R
Yy AD INPUT
_ — T >
moTEs omm H:mo 8 J— o moTes .

CEEE=R=|| || WEESR=
o VTPV | (e YR

BIT13 After the above connections are complete, you are ready to set up for recording. When starting a recording, you may need to adjust the
input gain of the audio source using the GAIN knob. (page 18).

B Connecting to mLAN-compatible audio equipment

| mLAN audio device |

Sampling
Y mLAN jacks

WEEEa =
LHLLRTLRURTRERHL

MOTIF

BIT13 The sound via either of the mLAN jacks and the A/D INPUT jacks can be input. You can set which jacks are used in the Utility
mode (page 252).

Digital input (when the optional AIEB2 has been installed)

By installing the optional ATEB2 I/O expansion board, you can directly record digital audio from digital sources —
such as a CD player or DAT deck. For maximum compatibility and flexibility, the ATEB2 board includes two

different input types: OPTICAL (optical fiber) and DIGITAL (coaxial cable).

Sampling Optical cable
OPTICAL é é OPTICAL
INPUT OUTPUT
e C L]
= ?rﬁ Lm@ —
= N DAT or CD recorder
a8 (LN
MOTIF <S;mpling Coaxial cable
é DIGITAL DIGITAL é
INPUT OUTPUT
— p— :
%@ﬂﬁ?ﬁ g ‘:L .% P oo HHHH

= DAT or CD recorder

|

ILLERERTERERLIUEAEN

MOTIF
BI1d Either one of the connectors (OPTICAL or DIGITAL) can be used; however, both cannot be used at the same time. Select which
connector is used for digital input in the Utility mode. See page 249.

70 I
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Connecting External MIDI Equipment

Using a standard MIDI cable (available separately), you can connect an external MIDI device, and control it from the
MOTIF. Likewise, you can use an external MIDI device (such as a keyboard or sequencer) to control the sounds on
the MOTIF. Below are several different MIDI connection examples; use the one most similar to your intended setup.

B Controlling from an external MIDI keyboard
\

uuuuu &'ov00 maﬂss

II@ g SoBsen. ‘ﬁ‘]"m@ MIDI N MIDI oUT ; ﬁ %‘QQQGOO

(T | L

m i

Extrnal MIDI keyboard or synthesizer

B Controlling an external MIDI keyboard

\

=
..... a'oso0 mﬁ)ﬂl?s

HHHHH HJHHH \ts

MOTIF

MIDI OUT ! %ﬂ:a '

MIDI IN i

External MIDI keyboard or synthesizer

B Recording and playback using an external MIDI sequencer
\

uuuuuu & maﬂss

WEE Ba'=
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MOTIF

MIDI OUT MIDI IN

Y

EEEEHEHEEE%

OUD000000000000

MIDI OUT
External MIDI sequencer

B Controlling another MIDI device via MIDI THRU

External MIDI sequencer
MIDI OUT

External MIDI synthesizer 1
MIDI IN

MIDI'IN * I MIDI THRU

mmmss

MIDI OUT MIDI IN

Y

HHH

MOTIF

In the above setup, Synthesizer 2 can be played from the MOTIF (via MIDI OUT), while the external sequencer
plays Synthesizer 1 (via MIDI THRU).
B The MIDI cable should be no greater than 15 meters in length, and there should be no more than three devices in a MIDI chain

(chained in series via each unit’s MIDI THRU). To connect more units, use a MIDI Thru Box for parallel connections. You may
encounter errors if the MIDI cables are too long or if too many devices are chained together via their MIDI THRU connectors.

J

External MIDI synthesizer 2

B Using an mLAN interface (when an optional mLANSE has been installed)

> M e e
88 T

I

IEEE1394 cable Y e—

J [ J J Transmit & Receive

mLan keyboard

MOTIF
BT Any one of the these interfaces can be used for MIDI data transmission/reception: the MIDI connectors, the mLAN terminal

connector, or the USB connector. However, they cannot be used at the same time. Select which connector is used for MIDI data
transfer in the Utility mode. See page 259.
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Connecting to a Personal Computer
By connecting a computer, you can transfer data between the MOTIF and the computer via MIDI, and use the
computer to control, edit and organize data on the MOTIF. For example, you can use the included Voice Editor
program to edit the MOTIF’s voices. There’s also a special File Utility program that lets you use your computer to
manage files in the Memory Card inserted in the MOTIF’s CARD slot or files in the SCSI device connected to the
MOTIFE.

B Using an USB interface

\
L —
MOTIF Computer with a USB Interface

BIT13 If you are using the Remote Control function to control operations on a computer sequencer, we recommend making connections
with a USB cable.

BIT1d The USB connection can only be used for transfer of MIDI data. No audio data can be transfered via USB.

MOTIF
\
o ,f@g%? — . meres
- | —
38 [NV RNV TITIRTnonN | ez | ey
transmission & receive
MIDI IN L MIDI OUT Computer with a USB interface
MIDI cable
MIDI OUT ¥y MIDIIN

External MIDI synthesizer

External MIDI sequencer

BIT1 When you connect your computer to the MOTTF as illustrated above, you will need to select “USB” for MIDI data transmission in
the Utility mode. (page 258)

About the USB connector

USB cables have different connectors on each end: the A type and the B type. When using the USB connection,
connect the A type to your computer and the B type to the MOTIF.

ACAUTION

Disconnecting/connecting the USB cable or turning the power off/on may cause the computer operation to hang-up,
or may stop the MOTIF from functioning properly. Be careful NOT to disrupt the USB connection or turn the power
on/off in the following operating conditions.

e While the MOTTF is recognizing the device or while loading the driver.

e While starting or shutting down the operating system.

e While computer operation is suspended (with power management controls such as sleep or hibernation).
e While a MIDI application is starting.

The computer may also hang up and/or the MOTIF’s functions may stop if you do the following:

e Turn the power on/off, or connect/disconnect the cable too often.

¢ Enter the sleep mode while trasmitting the MIDI data, and resume operation.

e Disconnect/connect the cable while the MOTTF is on.

¢ Turn the MOTIF on/off, start the computer, or install driver software while a huge amount of data is being transferred.
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B Using an IEEE1394 interface (when an optional mLANSE has been installed)

IEEE1394 cable

Computer with a IEEE1394 interface

B Using a MIDI interface
@®Using the computer’s MIDI interface

MIDI cable

MIDI IN Hﬂ MIDI OUT

L

IUERER DT

Computer with MIDI Interface

@®Using an external MIDI interface

MIDI Interface
MIDI OUT

MIDI IN
MIDI IN MIDI OUT

,:g Q%@
L

MOTIF

serial port
(modem or printerport)
or USB port

Computer

B3 Please use the appropriate MIDI interface for your computer.

BLT0A If you are using a computer that has a USB interface, make sure to connect the computer and the MOTIF by USB. (The data
transfer rate is faster than MIDI and you’ll have access to multiple MIDI ports.)

Local On/Off - When Connected to a Computer

When connecting the MOTIF to a computer, the keyboard performance data is generally sent to the computer, and
then returned from the computer to play the tone generator or sound source. If the Local Switch is set to “on,” a
“double” sound may result, since the tone generator is receiving performance data from both the keyboard directly and
the computer. Use the setting suggestions below as a guideline; specific instructions may differ depending on your

computer and the software used.

When MIDI “Echo” is enabled on the software/computer, set the MOTIF Local Switch to “off.”

Computer with

uss

IN}

O

AOUT

Application Software

v

Tone
Generator

«—O

Keyborad

Local Off

BItid When transmitting or receiving System Exclusive data (such as with the Bulk Dump function), use the setting example

MOTIF Local Sw=off

Echo Back On

below, making sure that MIDI “Echo” on the computer software is set to “off.”
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When MIDI “Echo” is disabled on the software/computer, set the MOTIF Local Switch to “on.”

Computer with
Application Software

USB

0 ?OUT

Tone
Generator

Keyborad

Local On
MOTIF Local Sw=on Echo Back Off

BT Although not indicated in the illustration above, the MOTIF actually receives and responds to MIDI data from the
computer application (sequencer), regardless of the Local Sw setting on the MOTIF.

* MIDI “Echo” is a function on sequencers that takes any data received via the MIDI IN and “echoes” it (or sends
it as is) through the MIDI OUT. In some software, this function is also called “MIDI Thru.”

BIIE Refer to the owner's manual of your particular software for specific instructions.

Connecting to an External SCSI Device

Reference (page 262)

This SCSI-2 50-pin connector (D-sub, half-pitch) can be used to connect to an external SCSI data storage device —
allowing you to conveniently save and store large quantities of data. For details about SCSI and connecting SCSI

devices, see page 64.

J Hard Disk, etc.

BT The SCSI ID for the MOTIF and for the connected SCSI device are set in the File mode (page 265).

¢ MOTIF-compatible SCSI devices/disks

e Only DOS-format disks can be used by the MOTIF for saving data. Disks formatted by the MOTIF are
formatted using DOS format.

¢ Disks formatted to DOS format by a personal computer can be used with the MOTIF. However, for best results,
we recommend using disks formatted by the MOTIF.

e When formatted using the MOTIF, disks with a capacity of less than 2GB are formatted using FAT16 format,
and larger disks are formatted using FAT32 format.

e MO disks which can be used with the MOTIF include capacities of 128 MB, 230 MB, and 540 MB. MO disks
with a capacity of 640 MB and above cannot be used.

e The MOTIF can use removable media of capacities of up to 2 GB. Even if larger drives are connected, the
MOTIF can only use a maximum of 2 GB. Furthermore, all removable media are formatted using the FAT16
format, and partitioning is not possible.

e When a 31 GB disk is formatted, four 7.75 GB partitions will be created automatically.
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Connecting Various Controllers

Quick Start Guide (page 48)

The MOTTIF features several controller jacks on the rear panel — letting you independently control various aspects
of the sound and a variety of functions with optional controllers.

FOOT FOOT
SWITCH CONTROLLER

F%ﬂ

BREATH ASSIGNABLE SUSTAIN 2 1

N

BC3 FC4 FC4 FC7 FC7
or or
FC5 FC5
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Powering Up

Power-on Procedure

Once you’ve made all the necessary connections between your MOTIF and any other devices, make sure that all
volume settings are turned down all the way to zero. Then turn on the every device in your setup in the order of
MIDI masters (senders), MIDI slaves (receivers), then audio equipment (mixers, amplifiers, speakers, etc.). This
ensures smooth signal flow from the first device to the last (first MIDI, then audio).

When powering down the setup, first turn down the volume for each audio devices, then switch off

each device in the reverse order (first audio devices, then MIDI).

B3 If the SCSI device is connected to the MOTTF, first turn the SCSI device on and follow the instructions below. When turning the
power off in this case, turn the SCSI device off after all other devices.

When using the MOTIF as MIDI receiver:

1 2 3

. EEERe= | e
ﬁéﬁ ERUAHERERLEREAERALE [
MIDI sender MOTIF Audio equipment (first mixer, then amplifier)

Switching the MOTIF On

BI1 Before you switch your MOTIF on or off, first turn down the volume of any audio equipment connected to it.

] Press the POWER switch.
After a while, the default display appears (as set in the Utility parameter, Power On Mode Display).

g T
E PRE1 :881 (AB1 ) 00T 16
» AP : PowerGrand
(o GE it EHIFLT—FrdEERAReSend
m ® ®@@ L_ELAv ] EG ARF

MOTIF

2 Raise the sound system volume to a reasonable level.

3 Gradually raise the VOLUME control while playing the keyboard to set the desired listening level.
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The MOTTF is organized with various modes, each covering a different set of operations and functions.

Keyboard Playback mode

Voice mode VOICE
— Voice Play mode
— Voice Edit mode
— Voice Job mode

— Voice Store mode PERFORM

Performance mode
— Performance Play mode

— Performance Edit mode
— Performance Job mode
'— Performance Store mode

Sequencer mode
(Multi mode)

Song mode SONG
— Song Play mode
— Song Record mode

Sampling mode
SAMPLING

Sampling Record mode
Sampling Edit mode ~
Sampling Job mode

Utility mode

L Job mode

4 N

Master mode

Master Play mode
Master Edit mode
Master Job mode
Master Store mode

UTILITY File mode FILE

— Song Edit mode
— Song Job mode
— Song Mixing mode

PATTERN
Pattern mode

— Pattern Play mode
— Pattern Record mode
— Pattern Edit mode
— Pattern Job mode
— Pattern Mixing mode

B Voice mode

Basic Structure (page 42) - Basic Operation (page 67)
Quick Start Guide (page 80) - Reference (page 121)

® Voice Play mode
In this mode, Normal Voices and Drum Voices can
be played. By installing an optional Plug-in Board,
you can have an even greater selection of Voices.

® Voice Edit mode
In this mode, Normal Voices and Drum Voices can
be created and edited.

@ MOTIF Basic Structure

® Voice Job mode
In this mode, you can copy and initialize Voices, and
perform other similar operations (Jobs) on them.

@ Voice Store mode
In this mode, you can store edited voices as User
Voices in internal memory. You can also save them
to Memory Card or an external SCSI device in the
File mode (below).



Performance mode

Basic Structure (page 42) - Basic Operation (page 67)
Quick Start Guide (page 88) - Reference (page 160)

Performance Play mode
In this mode, Performances can be played — letting
you use Voice splits, layers, etc,.

Performance Edit mode

In this mode, Performances can be created and
edited.

Performance Job mode

In this mode, you can copy and initialize
Performances, and perform other similar operations
(Jobs) on them.

Performance Store mode

In this mode, you can save edited Performances as
User Performances in internal memory. You can
also save them to Memory Card or an external SCSI
device in the File mode (below).

Song mode

Basic Structure (page 51) - Basic Operation (page 67)
Quick Start Guide (page 78) - Reference (page 177)

Song Play mode

In this mode, you can use the sequencer and its
various functions (e.g., Track Mute/Solo) in playing
back Songs.

Song Record mode

In this mode, you can use the sequencer to record
your keyboard performance to a User Song. The
MOTIF lets you record up to 16 separate sequence
tracks.

Song Edit mode
In this mode, you can edit the MIDI events of each
track of the recorded Song.

Song Job mode

In this mode, you can perform a variety of
operations on the Song data, such as copying and
erasing. These can be done on individual measures,
or on entire tracks.

Song Mixing mode

In this mode, you can set the tone generation
parameters of each part of the recorded Song.

H Pattern mode

Basic Structure (page 51) - Basic Operation (page 67)
Quick Start Guide (page 100) - Reference (page 215)

® Pattern Play mode
In this Mode, you can use the sequencer to play
back Patterns. You can combine various Phrases (by
using the Patch function) to create a Pattern.

® Pattern Record mode
In this mode, you can use the sequencer to record
your keyboard performance to a User Phrase — the
basic building block for Patterns. The MOTIF lets
you record up to 16 separate sequence tracks.

® Pattern Edit mode
In this mode, you can edit the MIDI events of each
track of the recorded Pattern Phrase.

® Pattern Job mode
In this mode, you can perform a variety of
operations on the Pattern data, such as copying and
erasing. These can be done on individual measures,
or on entire tracks.

® Pattern Mixing mode
In this mode, you can set the tone generation
parameters of each part of the recorded Pattern.

B Sampling mode

Basic Structure (page 58) - Basic Operation (page 67)
Quick Start Guide (page 100) - Reference (page 233)

This mode is s sub-mode of the Voice/Performance/
Song/Pattern mode. Press the [[INTEGRATED
SAMPLING]| button in each mode to enter the
Sampling mode, and press the same button after
sampling to go back to the previous mode.

® Sampling Record mode
In this mode, you can record sounds into the
MOTIF from a microphone or other audio source.
These sounds (Samples) can then be played back in
real time via keyboard or can be saved to the Song/
Pattern track.
Moreover, you can process a recorded Sample (for
example, with Chorus or another effect), then re-
record it as a new Sample — using the Resampling
function.

® Sampling Edit mode
In this mode, you can edit recorded Samples — for
example, their loop points and other parameters.

® Sampling Job mode
In this mode, you can copy and delete Samples, and
perform other similar operations (Jobs) on them.

MOTIF Basic Structure @
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W Utility mode
Basic Operation (page 67) - Reference (page 249)

This mode is a sub-mode of the Voice/Performance/
Song/Pattern mode. Press the [UTILITY] button in
each mode to enter the Sampling mode and press the
same button after sampling to go back to the previous
mode.

In this mode, you can set parameters that apply to the
entire system of the MOTIF. These include MIDI
settings and global setup parameters.

@ Utility Job mode
In this Mode, you can restore the MOTIF’s factory
settings.

H Master mode

Basic Structure (page 56) - Basic Operation (page 68)
Quick Start Guide (page 93) - Reference (page 268)

This mode gives you a convenient way to redister the
settings that are often used in the Voice, Performance,
Song and Pattern mode to User Master, and to instantly
recall them with simple operations.

For the Voice or Performance mode, you can make
additional Master Keyboard function settings (e.g.,
separate Zone settings), and register them to a User
Master.

@® Master Play mode
In this mode, you can select the desired User Master
to play the MOTIF.

® Master Edit mode
In this mode, you can edit the Master settings.

@® Master Job mode
In this mode, various jobs for Master settings are
provided.

® Master Store mode
In this mode, you can store settings for each mode
to the internal memory as a User Master.

B File mode
Basic Structure (page 63) - Basic Operation (page 68)
Quick Start Guide (page 97) - Reference (page 261)

In this mode, you can save/load all your important
original data to/from Memory Card (the MOTIF
features a built-in Card slot) or an external SCSI
storage device for future recall.

@ MOTIF Basic Structure



System Overview

System Overview

This section provides an overview of the MOTIF’s wide range of sophisticated and versatile features. The MOTIF is
made up of several blocks, as shown here.

e ™
Controller block
Keyboard Controllers
b INATNEICH
\ + + J
s N ~N KJ_\
Sequencer block Tone Generator block Effect block
MIDI sequence data Internal AWM2 DSP
Plug-in board
* Song MIDI data * Voice * Reverb
* Pattern > * Performance > ¢ Chorus > OUtpUt
* Arpeggio * Variation
Sampling block * Master Equalizer
o J ? k / J/
A A A
Microphone or
MIDI data ( audio equipment ) MIDI data MIDI data
( External MIDI device )

Controller block

Basic Structure (pages 37, 48)

This block consists of the keyboard, Pitch Bend and Modulation Wheels, Ribbon Controller, Sound Control knobs,
and so on. The keyboard itself doesn’t generate sounds, but instead sends note, velocity and other information (MIDI
data) to the synthesizer’s tone generator section when you play notes. The controllers also send changes.
Information from the keyboard and controllers can be transmitted to other external MIDI devices through the MIDI
OUT connector or the USB connector.

Sequencer block

Basic Structure (page 51) - Quick Start Guide (pages 99 ~ 118) - Reference (pages 177, 215)

This block lets you create songs and patterns by recording/editing musical performances (MIDI data) recorded from
the controller block, and then plays back this data, transmitting it to the tone generator block.

The sequencer block can be operated in the Song mode, in the Pattern mode, and in using the Arpeggio feature.
When a song or a pattern is played back, the musical data of each sequence track is transmitted to the tone generator
block according to the Transmit Channel settings.

e N e ™
Sequencer Tone Generator block
example
| Tackt | Pano | ch1 | ( ple)
I %/ part1  (Receive channel 2)
| Track 2 | Bass | ch2 | part2  (Receive channel 3)
| Track 3 | Strings | Ch3 I < part3  (Receive channel 10)
E E E part4  (Receive channel 1)
| Track 16 | Percussion | Ch16 i !
art 15 (Receive channel 9
S ) ~ p ( )
part 16  (Receive channel 16)
. J

BLT1d Details about track structure of a Song/Pattern/Arpeggio are described on pages 51 and 52 respectively.
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Tone Generator block

The tone generator block is what actually produces sound in response to the MIDI messages received from the
sequencer block, the controller block, and from the MIDI IN connector or the USB connector.
The following example illustrates the signal flow within a Voice.

Voice
( Element 4 )
( Element 3 )
( Element 2 N
> I
Element 1 LFO
Low Frequency
W Oscillator
Osillator Pitch Filter —— Amplitude
See page 45 f
PEG FEG AEG
Pitch Envelope Filter Envelope Amplitude Envelope
Generator Generator Generator
See page 46 See page 47 See page 47
\_ _/

B For details on the Voice structure, see page 40.

Internal AWM2 Tone Generator and optional Plug-in board
The tone generator block in the MOTIF consists of the built-in AWM2 and optional Plug-in units.

Internal AWM2 Plug-in board (optional)

Tone Generator @ @ @

® AWM2(Advanced Wave Memory2)

AWM?2 (Advanced Wave Memory 2) is a synthesis system based on sampled waves (sound material), and is used in
many Yamaha synthesizers. For extra realism, each AWM2 Voice uses multiple samples of a real instrument’s
waveform. Furthermore, a wide variety of envelope generator, filter, modulation, and other parameters can be
applied to the basic waveform.

You can create your own waves via microphone or from external audio equipment by using the Sampling function.
These are then stored in internal RAM and can be used just like the preseet waves.

One voice can use up to four waves (elements) in AWM2 tone generator.

BT AWM2 is not just limited to general musical instruments (Normal Voices). It can also be used for setting up percussive
instruments (Drum Voices). For details on Normal and Drum Voices, see page 45.

® Plug-in board

Plug-in Boards give you an enormous amount of additional sonic flexibility and power. When installed, they work
seamlessly and transparently within the system of the MOTIF — meaning that you can use their sounds and
functions just as if they were built right into the MOTIF at the factory.

The boards that are available for and can be installed to the MOTIF are described below.

Up to three Plug-in boards can be installed to the MOTIF. These boards are not simply a source of more Voices; they
are also tone generators in their own right and extend the system-level specifications such as maximum polyphony.
In addition, they allow you to use synthesis systems besides AWM2. You can play Plug-in Voices just like ordinary
internal Voices and use them as Parts in a Performance (page 42).

The MOTIF is compatible with the Modular Synthesis Plug-in System (see next page). There are three types of
Modular Synthesis Plug-in System-compatible Plug-in Boards: Single Part, Multi-Part and Effect Plug-in Board. Using
these, you can build your own system based on the sounds you require.
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Plug-in board line-up

® Single Part Plug-in Boards
Single Part Plug-in Boards let you add a completely different synthesizer or tone generator and play its voices by
using a single part of the MOTIF.

¢ Analog Physical Modeling Plug-in Board (PLG150-AN)

Using Analog Physical Modeling (AN) synthesis, the very latest digital technology is used to accurately reproduce
the sound of analog synthesizers. With this board installed, you have real-time control over the playback of
vintage synthesizer sounds as well as the very latest sounds heard in today’s club-oriented music.

¢ Piano Plug-in Board (PLG150-PF)

A massive waveform memory is dedicated to the reproduction of piano sounds. This board offers 136 stereo
sounds, including a number of acoustic and electric pianos, and up to 64-note polyphony. You can even install two
of these boards to double the polyphony to 128 notes.

¢ Advanced DX/TX Plug-in Board (PLG150-DX)

The sounds of the DX7 are available on this Plug-in Board. Unlike PCM-based tone generators, this board uses the
powerful FM Synthesis system — the same as found on DX-series synthesizers — for extraordinarily versatile
and dynamic sound shaping potential. Sounds are compatible with those of the DX7, and the board can even
receive DX7 data via MIDI bulk dump.

¢ Virtual Acoustic Plug-in Board (PLG150-VL)

With Virtual Acoustic (VA) synthesis, the sounds of real instruments are modeled (simulated) in real time, giving
a degree of realism that cannot be achieved using conventional PCM-based synthesis techniques. When playing
these sounds using an optional MIDI Wind Controller (WX5), you can even capture some of the physical feel of
woodwind instruments.

Effect Plug-in Board

¢ Vocal Harmony Plug-in Board (PLG100-VH)

With this board installed, you can add harmonies to selected parts using four types of effects.

Chorus parts for vocals can be created automatically from chords that have been prepared and stored as MIDI
data. You can also use the MOTTIF like a vocoder by connecting and using a microphone while playing the
keyboard.

Multi-Part Plug-in Board

Multi-Part Plug-in Boards let you expand the voice polyphony of the MOTIF by giving you a full 16 independent
instrumental parts. By using this type of board to play back sequencer tracks, you can reserve the maximum
polyphony of the MOTIF for your keyboard performance.

¢ XG Plug-in Board (PLG100-XG)
This Plug-in Board is a 16-part XG sound generator. You can play back XG/GM song files using the rich variety of
sounds and effects on this board.

BT Additional Plug-in Boards will be available in the future.

MobDULARSYNTHESIS
PLUG-INSYSTEM

About MODULAR SYNTHESIS PLUG-IN SYSTEM

The Yamaha Modular Synthesis Plug-in System offers powerful expansion and upgrade capabilities for Modular
Synthesis-Plug-in-compatible synthesizers, tone generators and sound cards. This enables you to easily and effectively
take advantage of the latest and most sophisticated synthesizer and effects technology, allowing you to keep pace with
the rapid and multi-faceted advances in modern music production.
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Maximum Polyphony

The maximum sonic polyphony is 62 for AWM2, plus the polyphony of the Plug-in Board (if installed). The actual
note polyphony will vary depending on the type of tone generator unit used, the number of Elements in the Voice,
and the note polyphony of the Plug-in Board.

In the case of AWM2 Voices, the polyphony figure of 63 is divided by the number of Elements in the Voice.

Part structure of the Tone Generator block

The MOTTIF plays its sounds (with the Tone Generator block) in response to MIDI data, received from the Controller
block or Sequencer block.

MIDI data is assigned to one of sixteen channels, and the MOTTF is capable of simultaneously playing sixteen
separate parts, via the sixteen MIDI channels. However, we can overcome the sixteen-channel limit by using
separate MIDI “ports,” each supporting sixteen channels. The multiple sound sources of the MOTIF (internal tone
generator and Plug-in Boards) take advantage of the three MIDI ports included on the instrument.

2 )
Tone Generator block
Part for Voice mode |
- -
! Port 1 Port 2 Port 3 .
: part 1 part 17 part 33 | These parts are used in
F = = modes other than the
1 art 2 art 18 art 34 3
. P ; P : P ; 1 Voice mode.
' ' ' 1

: part 14 part 30 part 46 1
. part 15 part 31 part 47 1

art 16 art 32 art 48 !
1 p P P o

As shown in the above illustration, up to 48 parts can be used in the modes (excepting the Voice mode). However,
the number of parts that are actually used is a maximum of 34 in the Song and Pattern modes, as we’ll see later in
some examples.

BIT1 See page 30 for details about the modes.

BIT1 The USB cable supports up to eight separate MIDI ports. The MOTIF’s Tone Generator block supports three separate ports as
illustrated above, and the MOTIF’s MIDI Thru function supports eight separate MIDI ports.

B The MIDI cable and IEEE cable (when the mLANSE has been installed) cannot handle MIDI port data.
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Relationship between the Part structure of the Tone Generator block and the
Controller/Sequencer block for each mode

® Voice mode

Controller block

Keyboard

R

KN KN2 KN3 KN4

Controllers

v

BLT0d In the Voice mode, the MIDI port number is 1.

The sequencer block is not
available in the Voice mode.

4 I
Tone Generator block
Part for Voice mode | (Internal / PIUQ'in)
Part 1-48 are not used.
Port 1 Port 2 Port 3 7
part 1 part 17 aw/
part 2 part 18— Art 34
part 3 ] L1 ] > Qutput
— ] ]
part4 — | ! '
Ralld part 30 part 46
0 part 31 part 47
part 16 part 32 part 48
. J

BIT1 The Multi-Part Plug-in Board cannot be used in the Voice mode. However, other Plug-in Boards can be used.

® Performance mode

Controller block

Keyboard

fV

Controllers

KN1 KNz kN3 RN4

v

A maximum of four parts can be used among parts 1-4 and 14-16.
Parts that are set to on in the Performance Play mode are used.

.

PLG3 part

PLG2 part

T

PLG1 part

Tone Generator block (Internal / Plug-in) h

The sequencer block is
not available in the

Port 1 Port 2 Port 3
Performance mode.
Part 1 Part 17 Part 33
Part 2 Part 18 Part 34 Parts 5-13 and 17-48
Part 3 0 0 —-7 are not used.
Part 4 . /
|

Part 5 ! 0

, /‘/// : — Output

C—T i :

' ! !
Part 14 Part 30 Part 46
Part 15 Part 31 Part 47
Part 16 Part 32 Part 48

J

BLT5d In the Performance mode, the MIDI port number is 1.

BIT1 The Multi-Part Plug-in Board cannot be used in the Performance mode. However, other Plug-in Boards can be used.
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@® Song/Pattern mode

External sequencer

MIDI cables by themselves cannot
handle data from multiple ports. If a
MIDI cable is used to transmit data
from an external sequencer, only
the Port 1 parts are used. To take
advantage of the multiple ports of
the MOTIF, use a USB cable.

Sequencer block

MIDI sequence data
(Song / Pattern)

Track 1

Controller block

Keyboard

R

Controllers

J

In the Song / Pattern Mixing mode, the only parts
that sound are the currectly selected (edited)
part, and parts having the same receive channel
as the selected one.

Tone Generator block (example)

When the Multi-Part Plug-in board and two Single Part Plug-in
boards have been installed:

Track 2

Track 3
Track 4

Track 15

Track 16

. J

Each track of music (MIDI) data sounds a
corresponding part on the MOTIF,
according to the MIDI channel settings.
(The receive channel for each part must
match the transmit channel of each track.)

@ MOTIF Basic Structure

Port 1 Port 2 Port 3
(Multi-Part Plug-in (Single Part Plug-in
Board) Board)
Part 1 Part 17 Part33 —
Part 2 Part 18 Part 34
T '
Part 3 ; 0 Parts 33-46
Part 4 ' \ are not
; ] ' used.
I | !
i Part 30 Part 46
Part 15 Part 31 Part 47
Part 16 Part 32 Part 48

@

PLG1 part

e

PLG2 part
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Effect block

This block of the MOTTF applies effects to the output of the tone generator, processing and enhancing the sound
using sophisticated DSP (digital signal processing) technology.

Effect structure
The MOTIF’s effect processing features the following effect units.

B System Effects (Reverb, Chorus, Variation)

System Effects are applied to the overall sound, whether it be a voice, an entire performance setup, a song, etc.

With System effects, the sound of each part is sent to the effect according to the effect Send Level for each part. The
processed sound (referred to as “wet”) is sent back to the mixer, according to the Return Level, and output — after
being mixed with the unprocessed “dry” sound. This arrangement lets you prepare an optimum balance of the effect
sound and the original sound of the parts.

¢ Reverb
The Reverb effects add a warm ambience to the sound, simulating the complex reflections of actual performance

spaces, such as a concert hall or a small club. A total of 12 different Reverb types are available.

e Chorus
The Chorus effects use modulation to create a rich ensemble sound — as if one part were being played by several
instruments simultaneously. A total of 25 different Chorus types are available.

e Variation
The Variation effects provide a wide variety of sound transformations and enhancements. A total of 25 different
Variation types are available. Variation is not available in the Voice mode.

B Insertion Effects (1, 2)

Insertion effects can be applied individually to each part.

Insertion effects are mainly used to directly process a single part. The depth of the effect is adjusted by setting the
dry/wet balance. Since an Insertion effect can only be applied to one particular part, it should be used for sounds you
want to drastically change. You can also set the balance so that only the effect sound is heard, by setting Wet to

100 % . The MOTIF features two Insertion effect systems — one with a total of 104 internal effect types and the other
with 25.

B Plug-in Insertion Effects
This is a special effect system, only available when an effect-type Plug-in Board is installed. Plug-in Board effects are
not available in the Voice mode.

B Master Equalizer

Usually an equalizer is used to correct the sound output from amps or speakers to match the special character of the
room. The sound is divided into several frequency bands, then by raising or lowering the level for each band, the
correction is made.

Adjusting the sound you play according to the genre—classical music being more refined, pops music more crisp, and
rock music more dynamic—can also serve to draw out the special characteristics of the music and make your
performance more enjoyable.

The MOTIF possesses a high grade five-band digital equalizer function.

The four knobs can be used to adjust the gain of the four bands (among five).
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System Overview

® In the Voice mode:

Tone Generator
block

Element 1 T

Y

Element 2

Element 3

Y

A )

Insertion Effect

2

You can select the Insertion connection among three types.

System Effect

Send Level

Return Level

Reference (page 137)

y [

Y

Element 4

This determines which Insertion
system, 1 or 2, is applied to each
Element (or to each key when the
Drum voice is selected). The
Insertion effect can also be

L [ 2 ]

N

Master Equalizer

Output

You can select the Insertion connection

from the three types shown below.

@ parallel

bypassed.

|

|

BIi The parallel connection is not available for Plug-in voices.

® In the Performance mode:

Reference (page 169)

The diagram below indicates the connection when the Vocal Harmony Plug-in Board (PLG100-VH) is installed to slot 1.

Select the part to which the
Insertion effect is applied from
parts 1-4 and Plug-in parts 2-3.
The connection type depends
on the setting of the Voice
assigned to the selected part.

Tone Generator

block
Part 1-4,

Plug-in part 2-3

7N

)
Insertion Effect

Send Level

System Effect

Return Level

Insertion Effect

[

\
\

> L Master Equalizer

(Plug-in)
~
Select the part to which A
the Plug-in Insertion "7 7TTTTTTTTTTT
effect is applied from
parts 1-4, Plug-in parts A/D Input

2-3 and A/D Input part.

* External audio source
* Microphone sound

Output

BIT1AThe Vocal Harmony Plug-in Board (PLG100-VH) can be installed only to slot 1. It cannot be installed to slot 2 or 3.
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@ In the Song/Pattern mode:

System Overview

Reference (page 210)

The diagram below indicates the connection when the Vocal Harmony Plug-in Board (PLG100-VH) is installed to
slot 1 and the Multi part Plug-in Board (PLG-100XG) is installed to slot 3.

Tone Generator

block

Select the part to which the Insertion
effect is applied. The connection type

depends on the setting of the Voice

assigned to the selected part.

Vs
Part 1~16

Part 17-32 *

(When the Multi-part Plug-
in board has been installed)

Plug-in Part 2

(When the Single part Plug-
in board has been installed)

Select the part to which
the Plug-in Insertion
effect is applied.

)
Insertion Effect

System Effect

Send Level

Return Level

Insertion Effect
(Plug-in)

\
l} A

A/D Input

* Microphone sound

* External audio source

|

Master Equalizer J—» Output

* Please note that the Insertion Effect, Insertion Effect (Plug-in), and the System Effect cannot cannot be applied to
parts 17 ~ 32 (using the Multi-part Plug-in board). The signal from parts 17 ~ 32 is directly sent to the Master

Equalizer.

BIT1 The Vocal Harmony Plug-in Board (PLG100-VH) can be installed only to slot 1. It cannot be installed to slot 2 or 3.
BIT1d The Multi part Plug-in Board (PLG100-XG) can be installed only to slot 3. It cannot be installed to slot 1 or 2.
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Main functions

Main functions
Voices and Performances

A Voice is the main sound of the MOTIF, made up of a variety of parameter settings. Each Voice can consist of up to

Quick Start Guide (pages 80, 88) - Reference (pages 121, 160)

four separate Elements, each of which is a high-quality wave, or basic sound.

A Performance, on the other hand, is a program in which

multiple Voices (parts) are combined — in a layer, or in

other configurations. Each Performance can contain up to four different Parts.

One Voice One Performance

4 N\ 7 )
w A A Y Y
a Element 1 Element 2 Element 3 Element 4 ) ) ) )
2 Voice 1 Voice 2 Voice 3 Voice 4
a
'_‘e Up to four elements Up to four voices
g + +
€
° Parameter settings Parameter settings

(Voice Edit) (Performance Edit)
o 1 /.
Set the following parameters for each Element to create the Voice.
~N

Parameters related to the
Tone Generator block

[

Pitch

Low Frequency
Oscillator

LFO

Filter Amplitude

Oscillator

See page 45

PEG

Pitch Envelope
Generator

See page 46

t

AEG

Amplitude Envelope
Generator

FEG

Filter Envelope
Generator

See page 47 See page 47

J

Parameters released to the Effect block

System Effect

Chorus

Insertion Effect

Return
level

"_» Master
Equalizer

(Parameters related to the Controller block\
worzorvs oIl T
i

J
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Main functions

In the Voice Play mode, you can select and play any of these Voices. In the Performance Play mode, you can select and
play any of these Performances.

On the previous page, the illustration shows the structure of one Voice/Performance. The illustration below shows
the overall memory structure of all Voices and Performances. Taken together, these illustrations can help you better
understand the structure of the MOTIF’s Voices and Performances. These two illustrations help you to understand
the structure of Voice/Performance.

- Voices N ,— Performance —
Preset Voice User
(384 Normal Voices + 48 Drum Voices) (128)
Group A~H
Preset 1 Preset 2 Preset 3 Preset 1
(128 Normal Voices) (128 Normal Voices) (128 Normal Voices) (48 Drum Voices) Number 1~16
Group A~H Group A~H Group A~H Group A~C Performance IIII
Number 1~16 Number 1~16 Number 1~16 Number 1~16 _I
Lo W Gy ) ey O H Gy || )
For instructions on selecting Voices /
Performances, see pages 124 and 162.
GM Preset Voice User Voice [ indicates the separate "Banks"
(128 Normal Voices+1Drum Voices) (128 Normal Voices+16 Drum Voices) of Voices / Performances.
GM Preset GM Preset User User
(128 Normal Voices) (1 Drum Voices) (128 Normal Voices) (16 Drum Voices)
Group A~H Group A~H Group A~C
Number 1~16 Number 1~16 Number 1~16

Voice

Plug-in Voice

(The maximum amount of Preset and Users Banks is three -depending on

the number of Plug-in Board that are installed.)

Preset 1

Preset 2

Preset 3

(AN, PF, DX board: 64 voice VL

board: 192 voice )

Number 1~16

(AN, PF, DX board: 64 voice VL

board: 192 voice )

Number 1~16

(AN, PF, DX board: 64 voice VL

board: 192 voice )

Number 1~16

User 1 User 2 User 3
(64 Voice) (64 Voice) (64 Voice)
Group A~H Group A~H Group A~H
Number 1~16 Number 1~16 Number 1~16
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Main functions

Waves and Elements

Waves are the waveforms that make up the Elements, which in turn make up a Voice. A total of 1309 high-quality
preset Waves are available. As shown in the following illustration, when creating a Voice, you can select the Wave to
be used as an Element and then set its level, pitch, tone and other parameters.

Wave

1~1309

N

NN

[RVAVA

w

Velocity

| Element 3 \2 y

Element 2 I/

=
,

Element 1

Element 4

iy

User Waves — Samples

One Voice

One very powerful feature of the MOTIF is its ability to import external audio samples (such as computer WAV/
AIFF files), and record audio as well — and then use those samples as instrument sounds for playback. You can
record Waves through the microphone or line level jacks, and you can load Waves saved on Memory Card or an

external SCSI device.

The Waves can then be processed and assigned to notes on the keyboard. You can play them via the keyboard or you
can assign them as Parts of a Song/Pattern.

A/D INPUT jacks

L? ?

Sampling

DIGITALIN ______. When the optional AIEB2
connector has been installed to the
MOTIF.

mLAN (IEEE1394) - -- When the optional
connector mLANSE has been

Memory Card

%3V CARD

r—
® ®

® ’ ®

SCSI device

installed to the MOTi/
Load

Wave
Internal DRAM 4MB (Can be e

by installing optional SIMM memory modules.)

xpanded up to 64 MB

'

'

\J
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Normal Voice and Drum Voice

Internally, there are two Voice Types: Normal Voices
and Drum Voices. Normal Voices are mainly pitched
musical instrument-type sounds that can be played
over the range of the keyboard. Drum Voices are
mainly percussion/drum sounds that are assigned to
individual notes on the keyboard. A collection of
assigned percussion/drum wave or Normal Voice is
known as a Drum Kit.

Normal Voice

Voi

ice
Element 1~4

—

Drum Voice

Key 1 Key 2 Key 3 Key 4 Key 5 Key 76

GM voice

GM is a worldwide standard for Voice organization and
MIDI functions of synthesizers and tone generators. It
was designed primarily to ensure that any song data
created with a specific GM device would sound
virtually the same on any other GM device — no
matter the manufacturer or the model. The GM Voice
bank on the MOTIF is designed to appropriately play
back GM song data. However, keep in mind that the
sound may not be exactly the same as played by the
original tone generator.

Voice siructure

One voice consists of Oscillator, Pitch, Filter,
Amplitude, LFO and various parameters as shown

on page 42. You can create the basic voice character by
setting these four parameters.

B Oscillator
Reference (page 137)

This unit outputs the wave of each Element.

You can set the note range for each Element (the range
of notes on the keyboard over which the Element will
sound) as well as the velocity response (the range of
note velocities within which the Element will sound).

Main functions

For example, you could set one Element to sound in an
upper range of the keyboard, and another Element to
sound in a lower range. Thus, even within the same
Voice, you can have two different sounds for different
areas of the keyboard or you can make the two Element
ranges overlap so that their sounds are layered over a
set range.

Furthermore, you can set each Element to respond to
different velocity ranges so that one Element sounds
for lower note velocities, whereas another Element
sounds for higher note velocities.

-

velooty | Elerlnent 1|Eleme:tlzmem : v ®
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Main functions

H Pitch
Reference (page 138)

This unit controls the pitch of each Element output
from OSC. You can detune Elements, apply Pitch
Scaling and so on. Also, by setting the PEG (Pitch
Envelope Generator), you can control how the pitch
changes over time.

® PEG (Pitch Envelope Generator)
Using the PEG, you can control the transition in
pitch from the moment a note is pressed on the
keyboard to the point at which it is released. As
illustrated at right, the Pitch Envelope consists of
five Time (transition speed) parameters and five
Level (pitch) parameters. This is useful for creating
automatic changes in pitch. Furthermore, different
PEG parameters can be set for each Element.

Attack Decayl Sustain Release
Level Level Level Level Key off Level

Hold Level

0: : : : : : : Time
" Hold ° Attack - Decayl’ Decay2 * " Release
Time Time  Time Time Time
W Filter

Quick Start Guide (page 84) - Reference (page 140)

This unit modifies the tone of each Element output
from Pitch by cutting the output of a specific frequency
portion of the sound. You can also set the Filter
Envelope Generator (FEG), to control how the filter
works over time — letting you set up dynamic changes
in tone.

® Cutoff Frequency and Resonance
Filters work by allowing the portion of the signal
lower than a given frequency to pass, and cutting
the portion of the signal above that frequency. This
frequency is referred to as the cutoff frequency. You
can produce a relatively bright or darker sound by
setting the cutoff.
A parameter that boosts the level of the signal in the
area of the cutoff frequency is called Resonance. By
emphasizing the overtones in this area, this can
produce a distinctive “peaky” tone, making the
sound brighter and harder.

@ MOTIF Basic Structure

Level
Cutoff frequency
| < ]
] ) 7
]
]
]
]
]
]
]
]
]
]
:
]
f i
E / E Frequency (pitch)
These resonance are
"passed" by the filter.
Level

N Resonance
v\

Frequency (pitch)
Cutoff frequency

® About the main Filter types
The Low Pass Filter is shown in the illustration
above — however, the MOTIF features other Filter
types as well. This section introduces you to the
four types.

¢ Low Pass Filter (above)

This only passes signals below the Cutoff frequency.
You can then use the Reso (Resonance) parameter to
add further character to the sound.

¢ High Pass Filter

This only passes signals above the Cutoff frequency.
You can then use the Reso (Resonance) parameter to
add further character to the sound.

Resonance

AN

N

These frequencies are
"passed" by the filter.

]
Cutoff Frequency



¢ Band Pass Filter
This only passes a band of signals around the Cutoff
frequency. The width of this band can be varied.

Level
Cutoff range

+

Cutoff range

\

Range passed

1 i !
| Center frlequency

Frequency

¢ Band Elimination Filter

This attenuates a band of signals around the Cutoff
frequency, but passes everything else.

Level

Range passed Cutoff range Range passed
L

LY
Y
[y
1
[}
[}
1
[}
[}
0

’
I
I
1
1
'
'
1
'
.

]
Center frequency Frequency

® FEG (Filter Envelope Generator)
Using the FEG, you can control the transition in
tone from the moment a note is pressed on the
keyboard to the point at which it is released. As
illustrated at right, the Filter Envelope consists of
five Time (transition speed) parameters and five
Level parameters (for the amount of filtering).
When you press a note on the keyboard, the cutoff
frequency will change according to these envelope
settings. This is useful for creating automatic wah
effects, for example. Furthermore, different FEG
parameters can be set for each Element.

Attack Decayl Sustain Release
Level Level Level Level Key off Level

Hold Level

0 5 N U i Time
" Hold ° Attack - Decayl’ Decay2 )

" Release
Time Time Time  Time Time
B Amplitude
Reference (page 145)

This unit controls the output level (amplitude) of each
Element output from Filter. The signals are then sent
at this level to the Effect block. Also, by setting the
AEG (Amplitude Envelope Generator), you can
control how the volume changes over time.

Main functions

® AEG (Amplitude Envelope Generator)
Using the AEG, you can control the transition in
volume from the moment a note is pressed on the
keyboard to the point at which it is released. As
illustrated at right, the Amplitude Envelope consists
of five Time (transition speed) parameters and five
Level parameters (for the amount of filtering).
When you press a note on the keyboard, the volume
will change according to these envelope settings.
Furthermore, different AEG parameters can be set
for each Element.

Attack Decay!  Sustain Release
Level Level Level Level Key off Level

It
Level :

OE : <——. Time
" Attack - Decayl " Decay? " Release
Time  Time Time Time

B LFO (Low Frequency Oscillator)

Reference (page 147)
As its name suggests, the LFO creates waveforms of a
low frequency.
These waveforms can be used to vary the pitch, filter or
amplitude of each Element to create effects such as
vibrato, wah and tremolo. LFO can be set
independently for each Element; it can also be set
globally for all Elements.
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Main functions

Contirollers

The MOTTF gives you an amazing amount of control
options. Not only is it equipped with the conventional
Pitch Bend and Modulation Wheels, it also features
special knobs and sliders — and has an additional set
of rear-panel jacks for connecting foot controllers and
footswitches. You can connect controllers to the rear
panel jacks to control various parameters by foot as
well as by hand.

This section explains the basic functions of each
controller.

Pitch Bend Wheel

This wheel’s prime function is to control pitch.
Move the wheel up or down to bend the pitch up or
down.

Pitch Up t
Pitch Down ‘

Pitch Bend Modulation
Wheel Wheel

BIT13 Pitch Bend Range can be set for each Voice (page 132).
The wheel can also be assigned other parameters
(page 134).

BIT1[ Even if a different parameter is assigned to the wheel,
Pitch Bend messages are still transmitted through MIDI
OUT when it is being used.

Modulation Wheel

The more you move this wheel up, the greater the
modulation that is applied to the sound.

Deeper

Pitch Bend Modulation
Wheel Wheel

BIT1 Modulation depth can also be set beforehand. Also, the
wheel can be assigned to different parameters, such as
volume or pan (page 134).

These knobs let you change various aspects of the
Voice’s sound in real time — while you play. Turn a
knob to the right to increase the value, and left to

@ MOTIF Basic Structure

decrease it. You can change which particular group of
functions or parameters the knobs are assigned to by
pressing the [KNOB CONTROL FUNCTION] button.
Selecting the ASSIGN group (A, B, 1, 2) lets you
control a group of user-assignable functions.

BT Common system parameters are assigned to Knobs [A]
and [B] (page 256). Voice-specific parameters are
assigned to Knobs [1] and [2] (page 132). Knobs [1] and
[2] can be assigned to Control Set Source.

Q PAN REVERB  CHORUS  TEMPO
CUTOFF RESONANCE ~ATTACK  RELEASE
KNOB ASSIGNA ASSIGNB ASSIGN1 ASSIGN2

FUNCT'ON ’ ’ ‘ ’

(O MEQLOW MEQLOWMID MEQHIMID MEQ HIGH

BT A preset of suitable parameter settings is assigned to each
Voice. By using each knobs [1] and [2], you are in effect
adjusting these settings by a certain amount. If these
parameters are already preset at their minimum or
maximum settings, the settings cannot be exceeded.

Control Sliders (CS)

In the Voice mode, these are used to control the volume
of each of the four Elements. In the Performance
mode, these are used to control the volume of the

four parts. In the Song/Pattern mode, these let you
adjust the volume of specific tracks, (parts)

depending on which group of tracks is currently
selected.

(O VOLUME1 VOLUME2 VOLUME3 VOLUME 4

(| O

CS1 Ccs2 CS3 CS4
ZONE1 ZONE2 ZONE3 ZONE4
When the selected
tracks (parts) are 1-4: 1 2 3 4
When the selected
tracks (parts) are 5-8: 5 6 7 8
When the selected
tracks (parts) are 9-12: 9 10 " 12
When the selected
tracks (parts) are 13-16: 13 14 15 16

When the Zone Switch is set to on in the Master Play
mode, various functions (Control Number) can be
assigned to these Control Sliders (page 273).



Foot Controller

An optional Foot Controller (such as the FC7),
connected to the FOOT CONTROLLER jacks

(page 18) on the rear panel, can be assigned to a
number of controller parameters. By using a foot
controller for parameter control, both your hands are
left free to play the keyboard (or to operate other
controllers), — exceptionally convenient when you’re
playing live.

BIT1 Foot Controller parameters can be set for each Voice.

Footswitch (assignable)

An optional Yamaha FC4 or FC5 Foot Switch
connected to the rear panel FOOT SWITCH
ASSIGNABLE jack (page 18) can be assigned to a
range of parameters. It is suited for switch-type (on/
off) controls, such as Portamento Switch, increment/
decrement of a Voice or Performance Number, start/
stop of the Sequencer, and holding the Arpeggiator on
or off.

BI1d The parameter assigned to the Footswitch is set in the
Utility mode (page 256).

Footswitch (sustain)

An optional FC4 or FC5 Footswitch connected to the
SUSTAIN jack on the rear panel (page 18) lets you
control sustain — particularly useful when playing
piano and strings voices.

BIT13 You cannot assign a function other than Sustain to the
SUSTAIN jack.

Breath Controller

You can connect an optional Breath Controller (BC3)
to the BREATH jack (page 18) on the rear panel. Then
use it to control a large number of the MOTIF’s
parameters, particularly those controlled by a wind
player’s breath: dynamics, timbre, pitch and so on.
The Breath Controller is ideally suited for realistic
expression with wind instrument type Voices.

BI13 Breath Controller parameters can be set for each Voice.

Aftertouch

Aftertouch lets you change the sound (adding vibrato,
for example) by applying further pressure to a note on
the keyboard while it is being held down. This allows
real-time expression and control. Aftertouch can be
used to control a wide variety of parameters

(page 134).

Main functions

Contirol Sets

Aside from their default parameters, keyboard
aftertouch, the controllers and some of the knobs on
the front panel can be assigned to various parameters,
as explained on page 48. For example, you could assign
Resonance to the Modulation Wheel and set aftertouch
to apply vibrato. You are free to assign parameters to
suit the kind of sound being played.

These controller assignments are known as Control
Sets. As the following illustration shows, you can
assign up to six different Control Sets per Voice.
Within each Control Set, the controller is known as the
Source (Src) and the parameter controlled by the
Source is known as the Destination (Dest). There are
various Dest parameters available; some will apply to
the Voice as a whole, while some will be specific to each
of its Elements. Details are given in the Controls List of
the separate Data List.

BIT1[ Details about the available Dest parameter settings are
given in the Destination Parameter List of the separate

Data List.
Voice
Control Sets —— Source
1~6 Controller
| % PB,MW,etc
r Destination

g Control Parameters

——  Depth —_—

Depth of control

\

ON/OFF ~ ON/OFF  ON/OFF  ON/OFF

e (1] B2 [3] [

BIT1 The Element Switches (page 134) will be disabled if the
Dest parameter setting is not specified for the Elements
(i.e., to settings 00 to 33).

B Using one source to control several
destinations
By creating Control Sets, you can change soundsin a
variety of ways.
For example, set the Src (Source) parameter of Control
Set 1 to MW (Modulation Wheel) and the Dest
(Destination) parameter to ELFO-PM (Element LFO
Pitch Modulation Depth). Then set the Src parameter
of Control Set 2 also to MW, but set the Dest parameter
to ELM PAN (Element Pan). You will also need to
specify the Element to be controlled and also the depth
(amount) of control.
In this example, when you move the Modulation Wheel
upward, the amount of Pitch Modulation increases
accordingly, and the Element is panned from left to
right. In this way, you can have the sound change in
several different ways, simply by adjusting a single
controller.

MOTIF Basic Structure @
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Main functions

— SET1
Src

MW
(Modulation Wheel)

SET 2
Src

MW
(Modulation Wheel)

¥

¥

| Dest |

| Dest |

ELFO-PM

ELM PAN

Moving the
Modulation Wheel
changes both the
amount of Pitch

» Modulation and the

pan position.

B Using several sources to control one

destination

Continuing from the example above, now create
another Control Set where Src is set to FC (Foot

Controller) and Dest is set to ELFO-PM (Element LFO
Pitch Modulation Depth). Again, specify the Element

to be controlled and also the depth of control.
Now, Pitch Modulation is assigned to both the
Modulation Wheel and Foot Controller. In other

words, you can also assign several Src controllers to

each Dest parameter.

(Modulation Wheel)

— SET1 —— SET3 —
[ Src | [ Src |
MW FC

(Foot Controller)

\d

\d

[ Dest |

Dest |

ELFO-PM

ELFO-PM

» (MW) and Foot

You can control the
pitch modulation effect
using either of
Modulation Wheel

Controller (FC).

By assigning all six Control Sets, you will have a
stunning degree of real-time control over the
synthesizer’s sounds.

B Control Sets and External MIDI Control

In a Control Set, the controllers are assigned to the
internal parameters of the synthesizer. However, some
controllers were originally designed for a particular
purpose, and send pre-defined MIDI Control Change
messages when used, regardless of their Control Set
allocations within the synthesizer.

For example, the Pitch Bend Wheel, Modulation Wheel
and keyboard aftertouch were originally designed to
control pitch bend, modulation and aftertouch.
Therefore, when you use these controllers, pitch bend,
modulation and aftertouch information is always sent
to the MIDI Out.

Let’s say the Pan parameter is assigned to the Pitch
Bend Wheel in a Control Set. Now, when you move the
Pitch Bend Wheel, the internal tone generator of the
synthesizer will pan the sound; however, at the same
time, the original pre-defined Pitch Bend messages will
still be sent to the MIDI Out.

@ MOTIF Basic Structure

MIDI ouT IN

—>- @
@

MIDI Control

Pitch Bend
Wheel

Controller Set
Tone Generator

The controllers can also send MIDI Control Change
messages to control the parameters of external MIDI
devices. These assignments can be set in the Utility
Mode.

BITid Since Pitch Bend Wheel, Modulation Wheel and
keyboard aftertouch are pre-defined with specific MIDI
controls, other MIDI Control Change numbers cannot be
assigned to them.

You can also set up a controller such that it sends one
kind of Control message to the synthesizer’s internal
tone generator yet another kind to the MIDI Out.

For example, in a Control Set you could assign
resonance to Assignable Knob [1]. Then, in the Utility
Mode, you could assign Control Change Number 1
(Modulation) to the same knob. Now, when you turn
the knob, resonance will be applied to the sound of the
internal tone generator; however, at the same time,
modulation information will be sent to the external
MIDI device connected to the MIDI Out.



Song and Pattern
(Sequencer mode)

Basic Operation (page 67) - Reference (pages 177, 215)

Songs and Patterns are MIDI sequence data consisting
of 16 tracks.

® A Song on the MOTIF is effectively the same as a
Song on a sequencer, and playback automatically
stops at the end of the recorded data.

® In the MOTIF, the term “pattern” refers to a
relatively short pattern — say, 4 to 16 measures (up
to 256 measures) — which is used for looped
playback. Therefore, once Pattern playback starts, it
continues until you press the [ Il | button. The
MOTTF features a variety of preset Phrase data that
is used as the basic material in making up Patterns.

Main functions

Track structure of Song

The following illustration shows the track structure of
Song. Songs are created by recording MIDI data to
individual tracks.

| Song 64
| Song 63
Song 62
| Song 02
Song 01
Tempo track Tempo change
Scene track Track r_nute status/Scene memory change
(including tempo, transpose etc,)
Track 1 MIDI sequence data
Track 2 MIDI sequence data —
Track 3 MIDI sequence data -
|
'
|
Track 16 MIDI sequence data —
MIDI OUT External
.
Tone
\/ Generator

( Song Mixing }
!

Tone Generator block (example)

When a Multi-Part Plug-in board and two Single part Plug-in
boards have been installed:

Port 1 Port 2 Port 3
(Multi-Part Plug-in (Single part Plug-in
board) board)
part 1 part17 part 33 —_—
part 2 part 18 part 34
part 3 E Parts 33-46
part 4 ' are not used.
' 1
' 1
'
! part 30 part46 =
part 15 part 31 part 47 \
part 16 part 32 , part48

\_ PLG1 part PLG2 part

J

MOTIF Basic Structure @
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Main functions

Track structure of Pattern

Patterns consist of Phrases (as shown below), and you
can create them by recording MIDI data for each track,

and by freely arranging the various Phrases (Preset/User).

| Style 64
| style 63
‘| Style 62

| style 03
I Style 02

Style 01

LG

16 Sections
] \
Pattern

Track 1 Phrase (MIDI sequence data)
Track 2 Phrase (MIDI sequence data)
Track 3 Phrase (MIDI sequence data)

= |

5 !
Track 16 Phrase (MIDI sequence data)

MIDI OUT External
v Tone
Generator

C Pattern Mixing )

4 N\
Tone Generator block (example)
When a Multi-Part Plug-in board and two Single part Plug-in
boards have been installed:
Port 1 Port 2 Port 3
(Multi-Part Plug-in (Single Part Plug-in
board) board)
Part 1 Part 17 Part 33 —_
Part 2 Part 18 Part 34
;
Part3 . ' Part 33-46
Part 4 | 1 are not used.
: : :
H Part 30 Part46 =
Part 15 Part 31 Part 47
Part 16 Part 32 Part 48
\_ PLG1part PLG2 part

Pattern playback uses up to 16 parts (from those shown
above).

B Style and Section

A Pattern consists of a “Style” (musical style) and a
“Section” (pattern variation). You can play the Pattern
by selecting a Style and its Section.

B Phrase

This is the basic MIDI sequence data — and the
smallest unit — used in creating a Pattern.

“Phrase” is a musical Pattern Phrase for a single
instrument, such as a rhythm pattern for the rhythm
part, a bass line for the bass part, or a chord backing for

@ MOTIF Basic Structure

the guitar part. The MOTIF features 128 Preset
Patterns, and features memory space for 256 of your
own original User Phrases.

Pattern creation by the Patch
function (Pattern)
Quick Start Guide (page 105) - Reference (page 219)

The Patch function allows you to create a “composite”
style by combining various Phrases from the Preset and
User Phrases as shown below.

/| Style 35 /
. User Phrases 1-256 /
/! (Created via Pattern recording.) //
1
Style 01
User Phrases 1-256
(Created via Pattern recording.)
1 2 |- 16
T T
' ' ' 5
Leceebccccncaaa 3 g
16 Sections User Phrase ,’/
Pattern
Track 1 ¢
é Preset Phrases
Track 2 1-128
Track 3 <
Track 4 <
Track 5 < Preset Phrase
' \\
i
'
Track 16 <
You can copy the desired Phrase from other

styles to the currently selected Style / Section.

MIDI tracks and Sample tracks

The Song/Pattern tracks (1 - 16) of the MOTIF are
divided into two groups: MIDI tracks and Sample
tracks.

H MIDI tracks

These are tracks in which the performance data (used
to play the internal Voices or Plug-in Voices) is
recorded as MIDI data. This is the same as sequence
tracks on a MIDI sequencer.

B Sample tracks — with Sample Voices
Voices which are automatically created and stored
using the Sampling feature (page 58) in the sequencer
(Song/Pattern) mode, are referred to as “Sample
Voices.” tracks using these Sample Voices are referred
to as “Sample” tracks — to distinguish them from the
MIDI tracks.

Sample Voices are stored as original, dedicated Voices
for each Song or Style. This means that you cannot
take a Sample Voice belonging to one Song or Style and
use it in another Song or Style. For details on Sample
Voices and the Sampling function, see page 233.



/ 7
’ ’
’ ’

After selecting

Song 01 the Song number
and track
Track 1 ¢ MIDI data recording
Track 2
Track 3 B, Recording a Sample

After selecting
the Song number
and track

(Sampling)

track, and Track 3 is an Sample track.

Track 16 7
\__ In this example, Track 1 is a MIDI

ol iy bl i
"MM '|l| 1’-1‘-11-'r*-~*‘-n-‘h‘|rr-~v~—'—

Store as a Sample Voice

| Style 50
| Style 49

/| Style 48

,
,

|I Style 03
| Style 02

Style 01

16 Sections

After selecting the
Pattern Style number,
Section and track
Track 1 ¢ MIDI data recording
Track 2
Track 3 ¢ Recording a Sample
' After selecting the (Sampling)
H Style number,
' Section and track
Track 16
In this example, Track 1 is a MIDI
track, and Track 3 is an Sample track.
|| L&NJI A l'ﬂ dljp'-'i‘-wr*-~*'-n-li.ww~—~
b Iykdkii

Store as a Sample Voice

MIDI track recording method

The following explanations are important points for
you to keep in mind as you record your User Songs/
Patterns.

B Realtime recording and Step recording
With realtime recording, the MOTIF functions in the
same way as a tape recorder, recording the
performance data as it is played. This allows you to
capture all the nuances of an actual performance.
With step recording, you can compose your

performance by “writing” it down one event at a time.

This is a non-realtime, step recording method —
similar to writing music notation onto paper.

Main functions

B Replace and Overdub (Song/Pattern)

® Replace
You can use this method when you want to overwrite
an already recorded track with new data. The first
recording is lost, and the new one takes its place.

® Overdub
You can use this method when you want to add
more data to a track that already contains data. The
first recording is not lost, and the new one is added.
This method lets you build up a complex phrase
together with Loop recording (below).

B Loop Recording (Pattern)

Pattern repeats the rhythm pattern of several measures
(4 to 16 measures) in a “loop,” and its recording is also
done using loops.

This method is convenient when recording a Pattern
Phrase using the Overdub method (above).

As shown in the example below, notes that you record
will play back from the next repetition (loop), letting
you record while hearing previously recorded material.

e Loop 1st round

Iy

* Loop 2nd round

Snare Drum

IR

* Loop 3rd round l

e ek [ L LT LU

BaSSDrumf7 ﬁ‘/ 5 F'/ W'f ﬁ

BLT13 Loop Recording can only be used with Realtime
recording.

EViERA
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Main functions

B Punch In/Out (Song)

You can use this method when you want to re-record
only over a specific area of the track. In this case, you
must set the start and end points before you begin the
re-recording.

In the eight-measure example below, the third
measures through the fifth measure are re-recorded.

Recording start Recording stop

Punch In Punch out
@ Before re-recording
v v
v ]2 s J& [s |6 |7 [s |
@ After re-recording l
[ [o Jo fa s Je [ s |

Newly recorded data

BIT13 Punch In/Out Recording can only be used with Realtime
recording.

BIT1[ Note that Punch In/Out method always replaces
(destroys) the original data over the specified area.

@ MOTIF Basic Structure

Sample track recording method
(Sampling)
See page 58.

Song Chain

This function allows songs to be “chained” together for
automatic sequential playback. The MOTTIF allows you
to create one Song Chain data.

Song 15 —

\/

Song 22

\/

Song 01

Pattern Chain

Pattern Chain allows you to string several different
Patterns together to make a single Song. You can have
the MOTIF automatically change Styles and Sections
by creating Pattern Chains in this way beforehand.
You can also use them when creating Songs based on a
certain Pattern, since the created Pattern Chains can be
converted into a Song. The MOTIF allows you to
create one Pattern Chain data.

Pattern Chain

, Pattern track Style/Section change

Scene track Track mute setting
Tempo track Tempo change
EXAMPLE
Style 01 Style 05 _ | style26
Section J ¥~ Section H | Section P g




Arpeggio

Quick Start Guide (page 91) - Reference (page 128)

This function automatically triggers preset arpeggio
phrases, according to the keys you play.

The Arpeggio function is particularly suited to dance/
techno music genres. You can assign the desired
Arpeggio Types to each Voice/Performance, and adjust
the tempo. You can also set the Arpeggio playback
method, Velocity range and Play Effects to create your
own original grooves. What’s more, Arpeggio playback
can be transmitted through the MIDI Out.

Arpeggio structure

The following illustration shows the Arpeggio
structure.

Arpeggio data

*In the Voice ¢In the Performance
mode Ve ~N mode
— Preset1 —
Voice [ —1 | - (129 | | > Performance
Arpeggio
[~
Voice < | Performance
— Preset2 —
Voice —1 | - az) | | _—»-| Performance
Arpeggio
[~
Voice < s Performance
— User —
Voice  re—0u | (128) | | | Performance
Arpeggio
[~
Voice < s Performance
- J

Each Arpeggio can assigned to
each Voice/Performance.

Main functions

Four playback types of Arpeggio

Arpeggio types are divided into the four following
categories.

B Sequence

Creates a general arpeggio phrase. Mainly octave up/
down phrases.

B Phrase

Creates phrases that are more musical than Sequence.
Starting with “Techno,” there are phrases for a wide
variety of musical genres, and for creating backing
tracks for guitar, piano and other instruments.

H Drum Pattern

Creates drum pattern-type phrases. Any note produces
the same drum pattern.

This type is ideal for use with drum and percussion
sounds.

H Control

Creates tonal changes by the control change data
sequence. No note data is created.

Song/Patiern and Arpeggio

B Recording Arpeggios to a Song/Pattern
You can record Arpeggio data to a Song or Pattern.
The actual note data of the Arpeggio is recorded as is to
a specific track in the Song/Pattern during recording,
when you set Arpeggio Record to ON.

B Arpeggio on/off during Song/Pattern
playback

Also, Arpeggio On/Off can be set individually for each

part of a Song/Pattern. Just like playing Arpeggios

manually from the keyboard, this inserts Arpeggios in

the playback of Song/Pattern sequence data.

MOTIF Basic Structure @
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Main functions

Creating User Arpeggios

Actually, there is no direct operation for recording
Arpeggios. First, you have to record a Phrase to a Song
track. Then, use the appropriate Song Job function to
convert the data to Arpeggio data.

User
(128)
Song
Track 1 Converted via Arpeggio
Recording —p— Track 2 the Song Job. > Track
Track 3 Track 2
: Track 3
E Track 4
Track 16

BIT1 Arpeggio data consists of four tracks. However, data
conversion in the Song Job is done one track at a time.

@ MOTIF Basic Structure

Master (Master mode)

Quick Start Guide (page 93) - Reference (page 268)

The MOTTF is loaded with such a wealth of different features,
functions and operations, you may find it difficult to locate
and call up the particular feature you need. This is where the
Master function comes in handy. You can use it to memorize
the operations you use most often in each mode, and call them
up instantly anytime you need them with a single button
press. The MOTTIF has space for a total of 128 of your own
User Master settings.

Master number Setting examples
Master 001 Voice mode Voice number 102
Master 002 Voice mode Voice number 88
Master 003 Performance mode Performance number 043 *Zone Switch Off
Master 004 Performance mode Performance number 059 *Zone Switch Off
Performance mode Performance number 077 *Zone Switch On
Master 005 MIDI ch1 MIDIch2 MIDIch3 MIDI ch4
( Tone Generator block )
Performance mode Performance number 093 *Zone Switch On
Master 006 MIDI ch8 MIDI ch9
( Tone Generator block )
Master 007 Song mode Song 018
Master 008 Song mode Song 008
Master 009 Pattern mode Pattern 014
Master 010 Pattern mode Pattern 029
Master 128 Song mode Song 035

*Zone(*) is available only when you specify “Voice” or “Performance” in the Memory
display in the Master Play mode and store the settings to a User Master. Details are
described later.

*Parameters other than those shown above (e.g., Knob/Slider settings) can be
stored. See page 273 for details.

Keep in mind that the settings you can store to a User
Master in the Voice/Performance mode differ from
those you can store in the Song/Pattern mode. Here
are the main differences:

@ Storing settings in the Song/Pattern mode
In general, you can store specific Song numbers in the
Song mode, Pattern numbers in the Pattern mode.

BId Operations and settings in File mode, Utility mode
and Sampling mode cannot be stored to a User
Master.

@ Storing settings in the Voice/Performance
mode
In addition to specific Voice or Performance numbers,
you can also store master keyboard functions — such
as the Zone settings, in which the MOTIF keyboard is
divided into up to four different Zones.



Four Zones (Voice Performance mode)

In the Voice Performance mode, the keyboard can be
divided into a maximum of four separate Zones (as
shown below) — each with its own MIDI channel
setting. In this way, you can use just a single
keyboard to control several different instrument parts
independently. Moreover, you can have these
independent Zones control different channels on
connected MIDI devices as well.

You can set these four Zones and store them as a
User Master in the Master mode.

( External Tone Generator )
MIDI OUT MIDI OUT MIDI OUT MIDI OUT

Keyboard (Max 4 zone)

( Tone Generator block (Internal/Plug-in) )

The four Zones can also be configured as Voice
“layers” — letting you have more than one Voice
sound at the same time when you play within a
single Zone. (See the example below.)

( External Tone Generator )

W W MIDI OUT
ZONE4

MIDI OUT MIDI OUT MIDI ch4

}

ZONE1 ZONE2 : ZONE3
MIDI ch1 MIDI ch2 MIDI ch3

( Tone Generator block (Internal/Plug-in) )

Main functions

m Split

You can use the Zone settings to create a “Split” —
dividing the keyboard into two key ranges, at a
specific note (split point).

In the example below, the keyboard is split at C3,
with the lower range used to trigger Arpeggios, and
the upper range used conventionally to play a Voice.

Split point
(C3)

» |

Lower

—— Chi Ch2
Part 1 Part 2
For playing For playing a Voice
Arpeggios
B Layer

You can also use the Zone settings to create a
“Layer” — in which the keyboard is used to play two
separate parts simultaneously, in unison with each
other.

In the example below, the keyboard plays two Voices
in unison — one an internal Voice, and the other a
Plug-in Voice.

/ Layer (Upper) /:
{ ]

1 [
/ Layer (Lower) /:
I

—— Part1 Plug-in 1 Part
Voice ’( Plug-in Voice _‘

MOTIF Basic Structure @
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Main functions

Quick Start Guide (page 99) - Reference (page 233)

Sampling is a powerful function that lets you bring your own recorded sounds — voice, instrument, rhythm,
special sound effects, etc. — into the system of the MOTIF, and play those sounds just like any other MOTIF
sound. Individual waveform data contained in the MOTTIF is referred to as a “Sample.”

The following diagram shows the Sampling structure.

A/D INPUT jacks
When the optional AIEB2

DIGITALIN ==========7""~ has been installed to the
E connector MOTIE
g, | A/D converter | gz)l;ﬁw':c(tEEE 894} ---oo e When the optional
w mLANSE has been
- 75 et e ~. installed to the MOTIF
1 : Y '
g : ’
g ; Wave :
E Internal DRAM 4MB (Can be expanded up to 64 MB by ;
H installing optional SIMM memory modules.) !
E Voice / Performance Song / Pattern :, » Waveform
H mode mode H
E Key Bank setting Key Bank setting E
: (Automatically set when the '
: Sampling type is set to "Slice + Seq".) :
By selecting the desired Song / Pattern
track, it is assigned to the appropriate
Mixing part as a Sample Voice.
A\
Store as a User Voice Is automatically stored as on original
Sample Voice for the selected Song /

When the Sampling type is set to

Assigned to a ”
"Sample + Note" or "Slice + Seq"

Performance part

: ,,

[ SEQ TRANSPORT |

M \ /J\“Eclu\'lu’@)

D/A converter

!

Output (sound)

,_
Q
S
5
m
N
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Data created by Sampling

Regardless of the mode, the raw Sampled data is the
same, of course. However, various parameters are
different, depending on the particular mode or
settings. Briefly, here is an explanation of what
kinds of data are created in the Sampling function.

® Sampling data common to all modes

® Wave (Sample data)
This is the raw audio data stored in the MOTIF’s
memory when sampling. For details on Wave, see
page 44.

¢ Key Bank
The note range and velocity range to which the
Sample is assigned, is called the Key Bank.

* Waveform
The group of Key Banks to which sample data is
assigned is called the Waveform.

For a clearer idea of the explanations above, see the following
illustration. In this example, the Waveform is made up of five

Samples, assigned to a key range of D#2 - F4, in five Key Banks.

Velocity Key bank
127 -4--- ! ! !
Sample 1 Sample 2 Sample 4 Wave form
40 -4---
Sample 3
D¥#2 A¥#2 Key Number
| | ' ' (Note Number)
Waveform

® Data created by sampling in the Voice/
Performance mode

e User Voice
The sample data of Waves recorded or imported to
the MOTIF cannot be played directly. First, they
must be saved as User Voices, which when selected,
can be played from the keyboard or sequencer. Also,
these User Voices can be assigned as Performance
parts — just as with the Preset Voices.

® Data created by sampling in the Song/
Pattern mode

e Sample Voice

Song or Pattern

Track 1 Specify the track. N
Tack2 —<% { Sampling }

Track 3

Track 16

Store as a Sample Voice

Main functions

Voices that are automatically stored when sampling in the
Song/Pattern mode are referred to as “Sample Voices.”
Sample Voices can be assigned to instrument parts
corresponding to the track which was assigned in the
Sampling Setup display, and they can be sounded while
Song/Pattern data is being played back.

Sample Voices are original, dedicated Voices for the
particular Song/Pattern that was selected when sampling.
Because of this, you cannot take a Sample Voice belonging
to one Song or Pattern and use it in another Song or
PatternIn essence, Sample Voice data is the same as that of
Normal Voices or Drum Voices — with the exception that
you cannot select Sample Voices in the Voice or
Performance mode. (However, you CAN select the Wave
of the Sample Voice in Voice Edit.)

* Note Data (when the Sample type is set to
“Sample + Note” )
This not only stores the sampled wave as a Sample
Voice in the Song/Pattern mode, but it also records it
to the assigned sequencer track.

b B e s o
i 11;‘7“' L

Assigned to
a specified
key (note)

!

Sequence
data

B &
Fixedto C - 2

¢ Key Bank and Sequence data according to
Audio phrase (when the Sample type is set to
“Slice + Seq”)

ol pl] bl
*In ki |I'T'““J "
oo

Sample
voice

Sliced into
several parts
and assigned

to keys (notes)

!

Sequence
data |

bl

Fixedto C - 2
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Main functions

User Voices/Sample Voices and Waveform

Waveform When entering the Sampling mode
(User 001~256) from the Pattern mode
When entering the Sampling mode .
@ User's Voice from the Voice/Performance mode 001 Styie 64
(001~128) 002 . tyle
001 003 [
Samplin [
002 e 004
003 005
004 006 :
005 007 16 section
N 008 \
009 A\ \ Pattern
L o0 A ~~ Tracki
Track2
Track3 @ Recorded to the specified track
: as a Sample voice.
Track16
128
When entering the Sampling mode
Velocity Key?ank from the Song mode
127 } | Song 64
Sample 2 Sample 4
0 Samplet
Song01
Sample 3 Sample 5
Key number TraCk1
cr2 AR ars F4 " (Note number) 251 Trackz
253 . -
Wave form H
254 : =
255 Track 16 . @ Recorded to the specified track
256 = as a Sample voice.

B When using the Sampling function, samples are stored to destination waveforms in numerical order, starting from the lowest
number waverform.

BIT1 Up to 128 keybanks can be assigned to a single waveform. The MOTTIF allows for creation of a maximum 8192 keybanks.
BIT13 You can select and check the 256 waveforms mentioned above from the Oscillator display in Voice Element Edit (page 137).

@ MOTIF Basic Structure



Three methods of Sample Recording
Start

You can start sample recording with one of three
methods. This section covers the Sample Recording
Start methods corresponding to the available Trigger
modes. For information on setting the Trigder mode,
see page 237.

B When Trigger mode is set to “Manual”:
Regardless of the selected mode, sampling starts
soon after you press the[F6] (REC) button in the
Sampling Setup display (page 236). Sampling also
starts regardless of the playback/stop status of the
Song/Pattern.

B When Trigger mode is set to “Level”:
After pressing the [F6] (REC) button in the
Sampling Setup display (in any mode), sampling
starts as soon as a strong enough audio signal is
received. The threshold for this audio-triggered start
is called the Trigger Level (explained in the
illustration below).

Level Sample recording start here.

Recording
trigger level.

Level Sample recording start here.

As you can see, the higher the Trigger Level setting,
the louder the input audio needs to be in order to
start sampling. On the other hand, if the Trigger
Level is set too low, a soft noise may be enough to
inadvertently start sampling. Sampling also starts
regardless of the playback/stop status of the Song/
Pattern.

Main functions

B When Trigger mode is set to “Meas”:
After pressing the [F6] (REC) button in the
Sampling Setup display (page 236), start and stop of
sampling is linked to playback of the Song/Pattern.
This setting is available only when the Song/Pattern
mode and recording type (Rec Type) are set to
“Slice + Seq” or “Sample + Note.”

Song/Pattern Sampling Sampling
start start stop
Punch In Punch Out
v v
| 1 | 2 3 | 4 | 5 6 |7 | 8
_—
Lo sl s e | |6

Wave data

Sample playback types

Samples can be played back in the following three
different ways.

B One Shot

When you press a note on the keyboard, the Sample
plays from beginning to end just once. This type of
playback is commonly used for drum and percussion
sounds.

,AVAV/\/\/\/\/\A/\/\/\/\,\V%
A

Start Pont End Point
Key on

MOTIF Basic Structure @
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Main functions

H Loop

This is used primarily to create long continuous
sounds, such as brass and strings, or instruments
with naturally long decay, such as piano. An
appropriate part of the sample near the end is looped
to reproduce a long sustain or decay.

When you play a note on the keyboard, the Sample
plays from the start point to the end point. It then
returns to the loop start point and plays to the end
point again, and keeps doing this until you release
the note. With musical instruments in general, the
characteristic part of the sound (the “attack” section)
is usually at the beginning, just after the start point.
After this, the sound does not vary a great deal while
the note is being held, and you can set the loop and
end points at either end of this section. When
playing back a Sample of an instrument that has
been looped like this, the attack section of the sound
is played back once and then the looped section is
played back continuously until you release the note.
Looping is also way of creating usable instrument
sounds without using up too much memory.

You can set each point in the Sampling mode.

Since the MOTTF is capable of displaying the entire
image of the sampled audio data in the LCD (zoom
in and zoom out are available), you can edit the loop
points visually — making sample editing accurate and
easy.

Sample Wave Loop Playback

—
r\v/\vl\vf\vf\ A /\ /\ /\ /\ n ﬂ ﬂ /\ﬂ AR
VUL

Y

Start Pont Top Point End Point

H Reverse

When you press a note on the keyboard, the Sample
plays from end to beginning just once. This is useful
for creating reversed cymbal sounds and other
special effects.

VAVAVAI\/\/\/\A/\/\/\/\%
A

Start Point End Point
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Main functions

Internal Memory and File Management

Quick Start Guide (page 97) - Reference (page 261)
The MOTTIF creates a variety of different kinds of data, including Voice, Performance, Song, and Pattern. In
this section, how to store the various types of data and use the memory devices/media for storing them.

Memory Structure

This diagram details the relationship among the MOTIF’s functions and the internal memory, memory card,
and various external storage devices/media.

MOTIF Internal Memory * Please make note of the following points
when using bulk transmission between
SRAM memory and an external MIDI device.

Recall Buffer Preset Data (ROM) o
C Buffer ) * Bulk transmission cannot be used to
ompare butie * Voice transfer the data of User Arpeggios
(DRAM) e Plug-in Voice and part of the System settings.
* Preset Phrase (Pattern) © Bulk transmission to an external MIDI
Other than "Master Edit" ¢ Preset Arpeggio device is executed only when MOTIF
* Demo receives a bulk request message.
VT
|_MIDI bulk | (External MIDI device)
e N . N / )
. *
Edit Buffer(DRAM) User Memory (RAM‘)/ Memory Card .
mTTTmmmssmsossoseeos External SCSI device
' SRAM .
« \Voice Edit —~ o User Voice H File extensions
| (Normal 128, Drum 16) j "Wav"
E * ] * File extensions ".WAV" and
o : . " AIF"
o i | * A5000/4000/3000 data
2] . 1 * AKAI format data
 Plug-in Voice Edit —p—e User Plug-in Voice 1
! (64 Voices x 3 boards) '
* Performance Edit : > ¢ User Performance (128) g
« Master Edit > o User Master (128)
J_—-:—> * User Arpeggio (128) : fi\llszeézensions
—— e Pattern Mixing Edit o ! * System setting : [ ] . .
% ! (Utility setting) T ° I File extensions ".W2A
* Song Mixing Edit - e e e e H >
T ©
J Q VTTTTTTTTTTTT T (4]
S ; DRAM I ; File extensions
2 © ' ; ® " MID"
] : j o :
[ ' : =
I . | File extensions
* Song Record : (eSong ) T " W28
* Song Chain . e Song Chain H
| =
e Pattern Record : o Pattern (Phrase) : ri\lﬁze;‘tensions
o Pattern Patch - *°Style N
e Pattern Chain : e Pattern Chain !
: . File extensi
* Sampling - * Waveform : ".:/32?/)\(/ tensions
! (Sample Voice) !
\' """""" ‘“""""""") * File extensions ".WAV" and
" AIF"
* A5000/4000/3000 data
* SU700 data
( * AKAI format data
Computer Plug-in board(DRUM)
—_— File extensions
© Plug-in Voice Edit using :  Plug-in All Bulk " 3
the computer © = —
. (& J
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Main functions

Internal Memory

® ROM and RAM
ROM (Read Only Memory) is memory designed
specifically for reading out of data, and as such
data cannot be written to it. This is the location
where preset data for the instrument is
permanently stored.
On the other hand, RAM (Random Access
Memory) allows both reading and writing of data.
This is the location for the edit buffer data and
data created by editing or recording.

® SRAM and DRAM
The MOTIF uses two different kinds of RAM ,
depending on the condition for storing the data:
SRAM (Static RAM) and DRAM (Dynamic
RAM). The data contained in SRAM is
maintained indefinitely, unless the backup battery
(lithium battery; page 5) power is too low. On the
other hand, data contained in DRAM is lost when
the power is turned off. Because of this, you
should always store any data residing in DRAM
to a memory card or an external SCSI device
before turning off the power.

Edit Buffer (DRAM) and Recall
Buffer (DRAM)

@ Edit Buffer and User Memory
The edit buffer is the memory location for edited
data of these types: Voice, Performance, Master,
Song, Song Mixing, and Pattern Mixing. Data
edited in this location will be stored to the User
Memory.
If you select another Voice, Performance, Master,
Song, or Pattern, the entire contents of the edit
buffer will be rewrittenwith the newly selected
Voice/Performance/Master/Song Mixing/Pattern
Mixing data. Make sure to store any important
data before selecting another Voice, etc.

® Edit Buffer and Recall Buffer
If you’ve selected another Voice or Performance
without storing the one you were editing, you can
recall your original edits, since the edit buffer’s
contents are stored in backup memory. Keep in
mind that the recall buffer is available only in the
Voice or Performance mode.

@ MOTIF Basic Structure

Memory Card/External SCSI storage
device

To ensure that your data stored to User Memory are
maintained, it is the best way to save important data
to Memory Card or external SCSI device so that you
can keep them indefinitely. See page 289 for details
about Memory Card and see page 27 for details about
SCSI device.

* Memory Card * SCSI device

&2V CARD scsl
1 d—
® ‘ ’ ®
O ®

I [

T Hard disk etc.

There are two different ways to save data created on
the MOTTIF to memory card or an external SCSi
device:

¢ By saving all data in the User memory as a single
file (with the extension “W2A”).

¢ By saving the files separately according to their
specific functions (with the extensions
correspondingtoeachtype). Seepage 262
for details.



Main functions

Remote Conirol to Computer Sequence Software

Quick Start Guide (page 119) - Reference (page 256)

When the [REMOTE CONTROL ON/OFF] button is turned on, the following buttons/controllers can control

the Audio track mixer and sequencer transport of the computer sequence software connected to the MOTIFE.
JA

r N\ N
NUMBER button[1]~[16] Knob

These buttons are used to select the corresponding Adjusts the Pan, Effect send level, and Equalizer
tracks of the computer sequencer software, or to for each track of the computer sequencer.

turn those tracks on/off, depending on the on/off N |||

status of the [TRACK SELECT] button and [MUTE] O ourore Resowe | ATAGK | ReLEASE

O AssiGNA ASSiGNB  ASSiGN1  ASSiGNZ

o
button. Ao
U OOOO

Il il i i il |—|'i'| \ o [ P R e y

7
[MUTE] button

When this is turned on, the NUMBER [1] - [16]

buttons are used to turn the corresponding tracks of

the computer sequence software on or off.

TRACK

e PR PR ZONe
NUMBER (]

o 10 " 12 15 1" 15 1 MuTE -
I I e 2
A - Y v
2

|

.

("]

‘ 9

om

]

H

s i e s

ELEVENT)PERF PART ZONE

s s s s Y s

NUMBER

J
~

rControl Sliders

Adjusts the Volume for each track of the computer
sequence software.

wasteR
UASTER > VOLUMET VOLUMEZ VOLUMES VOLUME4

X cs2 csa cs4

[ A
. IR ) | [ TRACK SELECT]
button
r j When this is turned on, the NUMBER
[SEQ TRANSPORT] buttons [1] - [16] buttons are used to select the
Controls the transport functions on the computer sequence corresponding tracks of the computer
software. e e a— — sequence software. L
G000 e [ lepeg L |
2 2 o 10 1 @ 1 N . N _— NUMBER
CIC HESE B e U
L o0 JRN =
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Main functions

Computer Sequence Software

The following computer sequence software programs can be controlled via the MOTTF’s Remote Control
function.

Windows

Cubase VST/32

Logic Audio Plutinum Ver4.6
Cakewalk ProAudio Ver9.0
Pro Tools V5.0

Macintosh

Cubase VST 5.0

Logic Audio Plutinum Ver4.6
Pro Tools V5.0

BIT1 The parameters to be controlled via the Remote Control function differ depending on the computer sequence software. For
details, see the Reference section on page 257.

BIT1 For certain software programs, it may be necessary to install the setting file in the included CD-ROM. For details on how to
install, see the Installation Guide manual.
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Calling up the Operation Displays

Basic Operation

In this section, we’ll take a look at the fundamental operating conventions of the MOTIF. Here, you’ll learn the
basics — how to select modes, call up the various functions, change settings, and edit parameter values. Take time to
familiarize yourself with these nuts-and-bolts operations, and you’ll be on your way to mastering the instrument.

Calling up the Operation Displays

To call up a desired display or parameter, first select a mode, then select one of the function menus of the mode. The
section below shows you the button presses necessary to navigate through the various modes and sub-modes.

Selecting Modes

The MOTIF is organized into various modes, each covering a different set of operations and functions.

BIT13 For more information on each mode, see page 30.

Basic Operation

[ ] [ ]
Four Main modes (Play modes) — Voice, Performance, Song, Pattern
[ @voice Play mode @ Performance Play mode Y[  ®songPlay mode @ Pattern Play mode A
\/o\cs/ p FORM VO\CE\P\'H\‘OW/ STER VOICE PERFORM VOICE PERFORM
B SES 555 aoe
[/ st =/ SEQUEAGIRY [ SFOERNCER [ SEQUENGER ]
SONG PATTERN FILE SONG PATTERN FILE \\S(JNC// ERN FILE SONG \P\»TlEF‘é/ LE
Il 5 3 ] (3
VAN /N
"SAEING | MIXING  UTILITY "SAELNG. | MIXING  UTILITY "ShEONE | MIXNG | UTILITY "SAEING. | MIXING  UTILITY
1 1] 1 [ ] 1 1] 1 1]
\ Keyboard playback modes VAN Sequencer modes (multi-timbral operation) 4

To select another mode, simply press the corresponding mode button.

Two Sub-modes — Sampling, Utility

The four main modes (Voice, Performance, Song, and Pattern) have sub-modes — Sampling mode and Utility mode.
These two sub-modes can be selected in each main mode.

Keep in mind that the particular displays and parameters in the Sampling and Utility modes differ depending on
which main mode was active before calling up the sub-mode. For details on the specific differences, refer to the
corresponding explanations in the Reference section.

@ Sampling mode

From the Voice mode From the Performance mode From the Song mode From the Pattern mode

ol }mﬁm voce,_ Aenlos[yacen vore pmm vore pmw
=0 2B 280 2OF
[7 Stabit =t/ SEQUEKGIR ™ [ SZaENcen | [ SEQUENGER ]

SONG FWER_Nl FILE SONG PATTERN FILE \\SONC A ERN FILE SONG \? LE
~ "
‘ ‘ VRN /| \é S
VS e e LSS e onu Uil o b o R
- Fe
‘* /1N /N

STORE

STORE

EDIT JoB STORE EDIT Jos STORE

COMPARE SCENE STORE COMPARE ‘SCENE STORE COMPARE SCENE STORE COMPARE SCENE STORE
SET LOCATE

SET LOCATE

To select another mode, simply press the corresponding mode button.

MOTIF Basic Operation @



Calling up the Operation Displays

@ Utility mode

From the Voice mode

MODE

\\VO‘CJ PERFORM
[ SEQUE =t/

SONG  PATTERN  FILE

S

INTEGRATED N/
SAMPLING — MIXING WTICITY

i

EDIT JoB STORE
COMPARE SCENE STORE

From the Performance mode

el
VOICE \P\ Rl o%m/

~
SEQUEAGIR
SONG PATTERN FILE

ﬁ
INTEGRATED J/
SAMPLING  MIXING I

.

COMPARE s

E%

From the Song mode

VO\CE FERFORM -

S"'QUENCER

\suNc/ ERN FILE

/\\

INTEGRATED \ /
smma mxn nlir

/\\

COMPARE goae stone

To select another mode, simply press the corresponding mode button.

From the Pattern mode

VO\CE FERFORM -

INTEGRATED

SAMPLING MIXING\ /
7/ |\

COMPARE goae stone

K
E

BIT1d Please note that the displays and parameters are different depending on the modes before entering the Sampling/Utility mode.

In addition to the modes described above, special two modes are provided — Master mode and File mode.

@ Master Play mode

When the selected Master
is set to the Voice mode :

MODE

ol _senrorn Wb
=l

L
/siuencer ]/ | \

SONG  PATTERN  FILE

INTEGRATED
SAMPLING ~ MIXING  UTILITY

EDIT JoB STORE

COMPARE 'SCENE STORE
SET LOCATE.

When the selected Master is
set to the Performance mode :

e

voicE \FLRFONQ/[\‘ASEA}

L =
seauedcER Y/ | N

SONG  PATTERN  FILE

INTEGRATED
SAMPLNG ~ MIXING  UTILITY

EDIT JoB STORE

COMPARE SCENE STORE
'SET LOCATE

When the selected Master
is set to the Song mode :

[ wvmobE ]

voncs PERFOF\M
SFQUENCER
sc uc/ PATTERN F\LE

// \\
wrseLmu
SAMPLING ~ MIXING ~ UTILITY

EDIT JoB STORE

COMPARE 'SCENE STORE
SET LOCATE

To select another mode, simply press the corresponding mode button.

Mixing mode (in the Song/Pattern mode)

@®File mode

When the selected Master
is set to the Pattern mode :

vorce  rerromy[ Wt | vo\cE psmw

el =y -
vl

SEQUENCER, /N [ SEQUENCER |

SONG ~ PATTERN - FILE SONG PATTERI\ FI;.E

INTEGRATED INTEGRATED i

SAMPLING ~ MIXING ~ UTILITY SAMPLING  MIXING. \murv

EDIT JOB STORE EDIT JOB STORE
COMPARE SCENE STORE COMPARE SCENE STORE
SET LOCATE

The two Sequencer modes, Song and Pattern, feature a special Mixing mode.

@ Song Mixing mode

MODE

VOICE  PERFORM m

SFQUENGER

SONC/ ERN

S =

INTEGRATED
SAMPLING_

i

COMPARE SCENE STORE
SET LOCATE

@ Pattern Mixing mode

MODE

VOICE  PERFORM

SEQUENCFR

SONG F-\Y\ETN/ ILE
/ \ \
nreomeo \ | A
\

STORE

COMPARE SCENE STORE

SET LOCATE

To exit from the File mode and select another mode, simply press the corresponding mode button.
(The [EXIT] button cannot be used here.)
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Calling up the Operation Displays

Record mode (in the Song/Pattern and Sampling mode)

The MOTIF also features Record modes — one for sequencing in the Song and Pattern modes, and one for sample

recording in the Sampling mode.

@ Song Record mode

MODE
VOICE PERFORM
SFQUENCER [—sEq TRANSPORT ]
~_SONC/ PATTERN _FILE P - >
// ‘ \ LOCATE

JL
|== )

GEENE e mu By o @

o —/CCQS O
I\

EDIT JoB STORE
COMPARE SCENE STORE

M Press the [STOP] button to exit from Song
Record mode to the Song Play mode.

@ Sampling Record mode

From the Voice mode

From the Performance mode

@ Pattern Record mode

MODE
VOICE PERFOHM
SEQUENCER SEQ_TRANSPORT
SONG \k\rlEﬂN/ ILE ™ - [
// ‘ \ LOCATE 1 2
L
eoseve BNl ity N2/ o
OO0 S N O
7
/N
EDIT JOB STORE
COMPARE SCENE STORE

M Press the [STOP] button to exit from the Pattern
Record mode to the Pattern Play mode.

From the Song mode

MODE MODE MODE
\Vo‘c¥ FORM volcE\P\’—R\o%A/ STER VOICE PEHFORM
~
SEQUEACIRY - SFOVENCER
SONG  PATTERN FILE SONG  PATTERN  FILE L \SONC_pTERN P
@™ -

G _MKING  UTILITY
¢

COMPARE SCENE STORE COMPARE

echuro
NGy

"
NG UTILITY NG
Fe \

/

VAR
Ny
SNMFLIM 5/ uTiLITY

w8
SCENE STORE COMPARE SCENE STORE
LEMPLE Uoicel-—:Trurfeet. 1 1

Tuke mﬂﬁ Mono<Steren fatereo
Source i Frefuency 44, 1k

QUECE [

From the Pattern mode

VOICE  PERFORM

SEQUENCER

_E

“

|
ieearo
\S\MVUIG/ \ UTILITY
- ]
/N

EDIT JoB STORE

COMPARE SCENE STORE

SONG SCENE —

e, =
éﬁﬁéﬁ%

Press the [EXIT] button to exit from the Sampling Record mode.

INFORMATION

MOTIF Basic Operation @
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Calling up the Operation Displays
Edit mode

The four main modes (Voice/Performance/Song/Pattern), the Sampling mode and the Master mode described above
all have their own specific Edit modes.

@ Voice Edit mode @ Performance Edit mode @ Song Edit mode @ Pattern Edit mode

\Vo‘cs/ p FORM volcE\P\’—m‘o%A/ STER VoIcE PERFORM VoIce PERFOHM
> (& = = =
t-:* ] ) (It | )
[ SEQUEX =r¢] SEQUE:@\E\ S"'QUENCER SEQUENQF‘FL
SONG PATTERN FILE SONG PATTERN FILE \\SON(// ERN FILE SONG \gﬂEPA/ LE
CIp ] 1) - ] (3
% /N

INTEGRATED INTEGRATED INTEGRATED INTEGRA
sawpng  AJS  uTILTY SAMPLING  MIXIN UTILITY SAMPLING

i 1 i~ i E@E Ewm

| | |
(Do [ e NACE
/C/JM‘DAP\ SCENE STORE /C/)M‘ Ai\ SCENE STORE

Press the [EXIT] button to exit from the Edit mode.

‘\F\?JF//

STORE 08 STORE

- 73:/‘%\

~
o oA
= 7N

@ Sampling Edit mode

From the Voice mode From the Performance mode From the Song mode From the Pattern mode
(T g— vorce_ Mxalorta [sren —— VO—
= ] CIE ] )
e
SEQUEﬁa\ﬁ\ S"'QUENCER SEQUEI\{CER

SONG FﬂEHﬁ FILE SONG PATTERN FILE ~ SONC A ERN FILE SONG \l
T 1 S =
v &
L DN v L DO '\iﬁlw ‘ wuy Ll 'lmmv
s E = Ij I _ 5
/\\i ) /\\i ) /\Z /i\z
‘\r\EJw//‘ ‘\r\EJ.T//‘ I jo=ze
e - 7 7 -
7 7S JSerident ] VA

Press the [EXIT] button to exit from the Edit mode.

@ Master Edit mode @® Song Mixing Edit mode @ Pattern Mixing Edit mode
voce pmm@z‘m/ voce pgmw vouce me-
) E;% (Il |
/1N [ SQENCER ] [SeatenGE |

sohe/.

~_SONC/ _rYTERN FILE souc rn:r/
7 \if : 5
\ux‘m(/

INTEGRATED
SAMPLING.

INTEGRATED \
Ty wvuw an

I Jﬁ*

SONG  PATTERN  FILE,

INTEGRATED
SAMPLING  MIXING:

STORE

-

('JMFA\
Press the [EXIT] button to exit from the Edit mode.

Job mode

— Most of the mores described above — the main modes (Voice, Performance, Song, Pattern), the

E I—i-, two sub-modes (Sampling and Utility), the Mixing mode (in Song and Pattern), and the Master
mode — have their own specific Job modes.

e s To call up the Job mode, press the [JOB] button while one of the modes listed above is active.
il Since the [JOB] button does not have an indicator lamp, check the display to see whether the Job
TR e unury mode is selected or not.

EDIT JOB ORE

1 [&f

m MOTIF Basic Operation



Calling up the Operation Displays
Store mode

The Voice Play mode, Performance Play mode, Song Mixing mode, Pattern Mixing mode, and

I—i-l E Master Play mode have their own specific Store modes.

To call up the Store mode, press the [STORE]| button while one of the modes listed above is active.
SN “parien e Since the [STORE] button does not have an indicator lamp, check the display to see whether the
il Store mode is selected or not.

Each mode described above contains various displays, with various functions and parameters. To navigate your way
through these displays and select a desired function, use the [F1] - [F6] buttons and the [SF1] - [SF5] buttons.

When you select a mode, the available displays or menus appear directly above the buttons at the bottom of the
display (as shown below).

Using the Function buttons [F1] - [F6]

Basic Operation

TemPoSPeed ——————= i
T mane 1 EIFENCN ST WS ETSEN
%AL | OUTF A GTL S

COMMON FRE1: A1 [AF: PowerGrand 1
Wave [ -@ KeUReset lst—on
SPeed H
TemPoSdnc

These functions can be selected via the
corresponding button ([F1] - [F6]).

SONG SCENE —

T ors INFORMATION

OO0 d
DDDD%D In thi I he [F5] b

to the LFO display.

Depending on the currently selected mode, up to six functions are available and can be called up with the [F1] - [F6]
buttons. Keep in mind that the available functions differ depending on the selected mode.

Using the Sub-Function buttons [SF1] - [SF5]

EL1 PRE1: 861 [AF: PowerGand ]
E] _ 4
Eﬂg LN
=}
] FEa | KEVFLW QR0 IN-R] e
-aum.nl_ﬂu.iﬂ_l -.-.aa-—a_

SONG SCENE —

These functions can be selected via the
corresponding button ([SF1]-[SF5]).

SF5 INFORMATION

SF1 SF2 SF3 SF4

0000 |
PN A A vt -
O'O0O00

Depending on the currently selected mode, up to five functions (sub-functions) are available and can be called up
with the [SF1] - [SF5] buttons. Keep in mind that the available functions differ depending on the selected mode.
(Some displays may not have any sub-functions for these buttons.)

MOTIF Basic Operation a



Display-based Controls

How to leave the current display

For most operations (especially editing and Job- or Store-related), pressing the [EXIT] button will let you leave the
current display and return you to the next highest level or to the normal play mode display.

DEC/NO INC/YES

=
<[] >
u V

EXECUTE

Display-based Controls

Data Entry
00 0 0000000000000 0000000000000 0000000000000 0000000000002 00000000000000000000000000001
Q (2 Changing (editing) values )
Rotating the data dial to the right (clockwise)
increases the value, while rotating it to the left
@Moving the cursor (counter-clockwise) decreases it.
Use these four buttons to navigate the display, For parameters with large value ranges, you can

moving the cursor around the various selectable
items and parameters in the screen. When
selected, the relevant item is highlighted

(the cursor appears as a dark block with inverse
characters).

increase the value by 10 by simultaneously
holding down the [INC/YES] button and pressing
the [DEC/NO] button. To decrease by 10, do the
opposite; simultaneously hold down the [DEC/NQO]
button and press the [INC/YES] button.

<[ [ > - J
v

DEC/NO

EXECUTE

Confirmation Message

When you execute certain operations, such as those in the Job, Store, and File modes, the MOTIF shows a
confirmation message. This lets you actually execute the operation or cancel it if desired.

STORE FRE1:HA1[AP: PowerGrand ]

Are You sure? [YESI1-LHOI

FRESS [EMTER] TO STORE.|

If a confirmation message (like the one illustrated above) appears, press the [INC/YES] button to execute the
operation or press the [DEC/NO] button to cancel it.

@ MOTIF Basic Operation



Display-based Controls

Information Display

This convenient function lets you call up relevant details about the selected mode — simply by pressing the
[INFORMATION] button. For example, when the Voice mode is active, you can quickly check information about
which voice bank is selected, what Play mode (poly or mono) is being used, which effects are applied, and so on.

TCH= 1

GE
1_FLAY

i Insl:3 EBand ER
P Ins2: Thirw

i Rew fRew Hall 1
i Cho

fChorus 1

INF&‘HI‘JIA'/ION
ToH= 1 :r-‘/
PREL :881 (A81 ) oetite || %
. Eank
AP : PowerGrand /N e i254
orLa
——————— EE---———— EEIFL T-FrafE@ReySend —l iLPE

In the Song Play mode, you can instantly find out how much memory is being used and how much is left over for

additional recording.

worbion
SOMG Loc:l 881 Loc2 881 7| — Locl=H81 LocZ=H81
o, % Sonatenary ISSKE-  44GKE
|
81 : MOT LF_DEMD = I\
Transis 0 E 4.4 J120.0]001 :01 —)
DODE | OUTFUT | TRLOOF | FHRASE | CHAIH —

Control Knobs and Sliders

This extremely versatile and powerful section on the panel gives you instant, real-time control over the sound and
certain functions of the MOTIF. For example, you can use these to shift the Pan position, adjust the Reverb or
Chorus effect, change the Tempo of a song or pattern, tweak the EQ, perform dynamic filter sweeps, alter the Volume
balance of the elements in a voice or the tracks of a song, and do many other things as well — all in real time, as you
perform. The Knobs are also assignable to various functions, letting you control virtually any aspect of the sound or
operation you desire (pages 254 and 256).

] Select the row of functions you wish to control by pressing the [KNOB CONTROL FUNCTION] button.
The corresponding indicator lights, showing you which row is active. For example if you want to use the Knobs
to control Pan, Reverb, Chorus and Tempo, press the [KNOB CONTROL FUNCTION] button (repeatedly if

necessary) until the top indicator is lit.

O PAN REVERB  CHORUS  TEMPO

CUTOFF RESONANCE ~ ATTACK  RELEASE

KNOB O ASSIGNA ASSIGNB  ASSIGN1  ASSIGN 2
FUNCTION

MEQLOW MEQLOWMID MEQHIMID MEQ HIGH

Rl

2 Turn the appropriate Knob ([KN1] - [KN4]) to adjust the desired function.

Ny (1) Pan, Effect Send. and Tempo
20Z[_ran REVERB __CHORUS Tm}/ v

N
7IN P
(O | CUTOFF RESONANCE ATTACK RELEASE —— (2) Filter and EG
KNOB ASSIGNA ASSIGNB  ASSIGN1  ASSIGN 2 *

O
FUNCTION ‘ ‘ ‘ ‘ o

O |MEQLOW MEQLOWMID MEQHIMID MEQHIGH]|—

Press this repeatedly to
select each function row. ~— [

/L\

——— @ MasterEQ

TCH= 1

Fan C_@iRey 160 :Cho B0 Tne138 @

EL = || = m|:
f| Uoltly Sivel1l7 &iUol127 Sivelilder |

In this example display, the Pan, Effect Send
and Tempo controls have been called up.

MOTIF Basic Operation @
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Display-based Controls

The available functions are shown at the top of the display, and the value changes as you turn the corresponding
Knob. For example, to change the amount of Reverb (in the top row), turn Knob 2. To change the Pan position,
turn Knob 1.

If the “Rev” knob in the display is dark, any tweaking you do to the Knob immediately affects the sound.
However, if the knob in the display is light, turning the knob will not have any effect until you reach the current
setting. Once you’ve adjusted the Knob to that setting point, the display knob turns dark, and you can tweak the
sound.

3 Move the appropriate Sliders ([CS1] - [CS4]) as well.

MASTER
VOLUME O VOLUME1 VOLUME2 VOLUMES3 VOLUME 4

N ¢ N N

||| AR

ZONE1 ZONE2 ZONE3 ZONE4

SONG WE S Par=L&4
FF; E AEEE 2] 1Z] 14 15|15
AF AF AF AF AP AF AF AP

o5 5|0 0 000

The Sliders are generally for controlling levels, but they have different functions depending on the selected mode.
For example, in the Voice mode, they are used to adjust the levels of the four elements in a voice. In the
Performance mode, they control the levels of the four parts. In the Song and Pattern modes, they are used to
change the levels of the sixteen tracks — four at a time. (In the last case, you can select different groups of

four by pressing the appropriate NUMBER] button, [1] - [16].)

Please note that moving the slider will not have any effect until you reach the current setting.

For more information on the Knobs and Sliders, see page 48.

m MOTIF Basic Operation



Display-based Controls

(]
Note (Key) settings
Several MOTIF parameters let you set a key range for a function — for example, in setting up a keyboard split — by
specifying certain note values. You can use the [INC/YES] and [DEC/NO] buttons or data dial to set these
parameters, or you can directly enter the values from the keyboard by pressing the appropriate keys (as shown
below). In the example display here, element 1 of a voice is being edited.

EL1 PRE1:@A1[AR: PowerGrand 1 @:&R"M/‘%
Hotelimj flelocitYlimit -
h - Bl 1 - 127 -
i VelCrossFade a | /ﬁ

[ wrVE § ouTPuT JEidein|
T

o “‘.H JH‘.‘H‘ .H..H .H..H.
When Note Limit is selected, the [KBD] mark appears, ﬂ
indicating that you can use the keyboard to set the value. \'g
Simultaneously hold down the [INFORMATION] button and
press the appropriate key.

The MOTIF allows you to create your own original data such as voices, performances, songs, and styles. You can also

freely name the data as desired.
The following data types can be named.

Basic Operation

© TUSET VOICES. c.veuvieueetienienteeiieteeteete st etesteentesteeseetesseeneenseeneeneas
e User performance ...
® User songs .......ceeuueee
e User styles .......c.....
e User phrases............
® User masters............
® User WaVEfOTT ...oceeiuiieieieiiieie e
¢ Files saved to memory card or SCSI storage device

The example below applies when naming a User voice (page 130).

] Move the cursor to the first position of the name by using the Cursor button.

DEC/NO INC/YES

COMMOH USER:BB1[Co:M2S  M.M. 1

MainCtard Co | Hame [E2S M.MW. ]
SubCtary SER

A
=
B o
Iﬁ v ENTER

EXECUTE

[ HAME ] ERIEE
HEF.f QUTELT AF

OTHER_JLI:TY
UTF i EFFECT

LF:

2 Select a character by using the [INC/YES] button, [DEC/NO] button or the data dial.

)0 T CE W E IR0 USER:BB1CCo MOTIFM. . 1

MainCtary Cg { Name CHMOTIEM.MW. 1
SubCtory SER :

QLRI FL HonE] MEROFS | FoRTA | OTHER JLIETY
M| _OLTFOT ARF CTLSET LFO EFFECT

DEC/NO INC/YES

B 4
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Display-based Controls

3 Move the cursor to the next position of the name by using the Cursor button.

DEC/NO INC/YES

D )0 T CE W E IR0 USER:BB1CCo MOTIFM. . 1
MainCtary Cg { Name CHMOTIFELW. 1
|< |:| > | SubCiary SEf
EXIT ENTER [ HAHE ] m |_CTHEF: |
4| OUTFOT | ARF | CILSET LFO EFFECT

EXECUTE

4 Enter the other characters as desired by repeating steps #1 - #3 above.

Using the Character List

In steps #2 and #3 above, you can use the special Character List, which shows you all the available characters, and

makes it easier to select the characters.
Press and hold down the [[INFORMATION] button to display the pop-up Character List. To select a character from
the list, keep holding down the [INFORMATION] button and use the [INC/YES] and [DEC/NQO] buttons or data

dial.

w
-]
a, When the cursor is located at the Name, this [LIST] icon appears and you can call
a up the Character List display by holding the [INFORMATION] button. Release the
'9 [INFORMATION] button to return back to the original display.
[]
a INSERTION N Booriron USER: B81[CotMOTIFM. W, 1 NOHMAT'GN Hoommen  USER:BBILCC: MOTIFM. M. 1
z ] - |
= MainCt Co | N [MOTIFE. W. 1
5 HainCtaru ofg | Mane [ FI /L/_ CMOTIFM. W, ]
s : | €k -, ABL23ASETEIE 1¢=370
Ci D HBCDEFGHIJKLI}'NDPQRSTUUNXVZ[\]" *
[ HAME ]m.ﬁm- m :.H T abcde fahidk ImnoPdrstoosd=4 1 ™
H A OUTFUT AR C 0 L TP L R | WILSET | LPLT ]
; While holding the [INFORMATION] button....

(2)Select a character by using the
[INC/YES] button, [DEC/NQ] button
or the data dial.

DEC/NO

(@Move the cursor to the desired position.

EXIT

|

EXECUTE
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Playing the Demos

Quick Start Guide

This helpful and informative section of the manual takes you on a guided tour of the MOTTIF, explaining virtually all
of the important functions by example and giving you important, hands-on experience as you actually start using the
instrument. Read through these practical instructions carefully — this is the best way to get to know the
sophisticated functions of the MOTIF and to discover just how much it has to offer. Each set of instructions gives
you the basic tools you need to master the instrument. If you’re in need of more information or details, go straight to
the Reference section — the relevant page number is indicated here at the beginning of each topic.

[ ]
Playing the Demos
Here’s the best place to start your explorations of the MOTIF. The Song and Master Demos have been specially
programmed so you can hear just how amazing the sounds are, and find out just how powerful the instrument really is.

Avto Demo Load
Reference (page 252)

The MOTTIF features special Demo data (Song and Master programs) which is stored to ROM and can be loaded to DRAM by
using the Auto Demo Load function. When this parameter is set to “on,” the Demo song data is automatically loaded when
the power is turned on. The Auto Demo Load parameter is set to off when the MOTTIF is shipped from the factory. (Under
normal playing circumstances, you’ll want to use the full memory of the instrument and won’t want to have the Demo
programs automatically load.) Before you can play the Demos, you'll need to turn this function on (as described below).

(g N\
o Enter the Utility mode and call up the GENERAL display.

SEQUENCER
E A

(Bl [

Call up the OTHER display.

Quick Start Guide

SF4

Uzlume Iﬁ i BCC th
HoteShift Qi ure |Z] i
Turne + B.8:

SRl kD JEFEVFS | OTHER |
HEF: 10 CTLASH | MIDD

FLUG
J \

(g )
9 Move the cursor to “AutoDemoLoad.” LTI
Autolgad HH | PowerOnMode
DEGINO INGIYES = : master
TN Autolemoload  off CirlRezet reset
FII.LI___ItoLoad aff | PawerOnMads N H sr-1l.l-:1
: : master
Autolemoload  FEER CirlRezet reset
T A [ oTHER |
HEF:FiL TN CTLASH | MIDT [ FLUG
\, J
Set “AutoDemoload” to ON.
qﬁ » ut off | PowerOnMaode N
: : master
AutoDemaload i CtrlReset reset
= [ 7o | kec Jereves JQEATTEBE ceT o )
|:| ILl |:| HEFif 1.0 CTLASH | MIDT FLUG
e . .
Turn the power off by pressing Turn the power on again by
the [POWER] switch. pressing the [POWER] switch.
POWER POWER
~ON/R OFF ~ON/B OFF
\, J

The Demo programs are now loaded to the MOTIF, and you can try them out in the instructions that follow.
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Playing the Demos

Playing the Song Demo
A variety of Demo songs have been programmed to the MOTTF, showcasing its dynamic voices and giving you a taste
of the sophisticated sequencing functions inside.

(o Torn the power ON.  _5%/worr @ If it isn’t currently highlighted, O Select a song. A
move the cursor to the Song
number/nume. DECFEOSES |ncreoses
\ e — number number
] B ]
€ Press the [SONG] mode button to enier\ ‘<|:| |:|>‘ oecmo neves
the Song mode. D I;I ﬁ cl[ a5
SONG PATTERN FILE Decrec]Ses ‘ncreoses
‘ number ‘ number
? Locl BBI Lc:2 BBI Locl BBI LcZ BBI
_ Locl BBI LDcZ BBI

CYAMAHA - == MOTIES
SEE ® & UEEEEEEE o=
| e i - EDEEEDEE =
=0 [} P
oHo oooooa™ ﬁg% sl il
[Tt aoooaa |ao it it ot i e

Tl

9pINg JIBS HIIND
I

(e Start the selected song. G Stop song playback manually, if you want. )
SEQ TRANSPORT
- WWDDD
REC 9 9
When playback of the selected song is finished, You can sfop the song anytime during playback by pressing the [H]
the song automatically sfops. button. This pauses the song at the current position. To resume
playback of the song from that point, press the [ » ] again.
\. J

To instantly return to the beginning of the song, press the [ k| (Top) button.
For details about song control, see page 14.
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Playing the Master Demo

The MOTIF has so many powerful features, functions, and modes, it may seem difficult to understand them all and
grasp how they work together. One good place to start learning about the various pieces in the MOTIF puzzle is the

Master mode.

Master programs are special setups that let you work across the mode boundaries of the MOTIF (Voice, Performance,
Song, and Pattern), and let you instantly select a desired configuration for the entire instrument. We’ve programmed
a variety of Master programs to show you how this powerful feature can be used. Try some of these out now. (You’ll

Playing the Demos

be setting up your own Master programs later in this Guide.)

(g N
o Enter the Master mode.
MASTER Uoice: GM:BE1
Al (AA1 ) 0T +a
LiveMaster
BEER ——————— BBl ——————— EHIELFOSkA BB ChoSend
\_ J
YAMAHA ==MaTIF 6
it
i it et it s s R
it o i
( i i o ot R -
9 Select a Master.
il el
{é il el
‘ Mode
_ , € Play the selected Master program. )
MRS TER [Voice:|_GH:gaE1
BBZ(HBZR), Mast meTre ® When the Mode is set to ® \When the Mode is set to
ec_rlaster Voice or Performance, play Song or Pattern, press the
P e - i EHIELFOSFdEEAChaSend the keyboard. [ » ] (Play) button.
L
D | = o 2
ecreases ncreases
number ( \ number D D€
—od [~ | E—
Decreases \:’ Increases
number number
\_ J
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Playing Voices

Playing Voices
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Reference (page 124)

The Voice Play mode is where you select and play the instrument sounds (voices) of the MOTIF.

Thanks to an amazing 85MB of wave ROM and over 700 voices to choose from (even more when you install optional Plug-in
boards!), the MOTIF has just about any sound you’ll ever need, no matter what kind of music you create — from luscious
piano, strings, and other acoustic instruments to cutting-edge synth, dance, and electronica sounds.

Plus, with the full 62-note polyphony, you can play fat chords and arpeggios — and sustain them without ever having to
worry about the sound cutting out. The MOTTF provides several different voice banks: Preset 1 - 3, GM Preset, User, and
Plug-in 1 - 3 (when optional Plug-in boards are installed). Select a bank and try out some of these different voices right now.

Selecting a voice

@ Enter the Voice Play mode.

MODE

VOICE PERFORM

B

PREl aal (Aal >

AP : PowerGrand
Rl ——————— [ R —— EHIFLT-FraEARewSend
I " COFTR | Es | ARF |

TCH= 1
OCT:+@

When the Voice Play mode is active, the
currently selected voice is shown in huge
lefters — so you can easily check which
voice you're about to play.

@ Select a Voice Bank.

* Normal Voice

OO0 nl

A.PIANO KEYBOARD ~ORGAN  GUITAR/ BASS  STRINGS
PLUCKED

Bank name

0l

BRASS  REED/PIPE

v
Select a Normal Voice Bank.

Select a P\ug in Voice Bank.

IRCICERY,

BITE When shipped from the factory,
the MOTIF contains a full set
of specially programmed User

voices in the User bank.

DIF
BHNK N sRUF QEECDERER
1 PowerGral 5 CPEREER |2 PianofSt
2 Jazrz Grale Yama EP’[ePiano_Oo
= Dark Gral? Balladkelii PianoBak
4 CF 2R 2 28Hs, LaYelizMax Tine|

Uoi e .
Naturally, you can edit these
EEar 19 Fu and overwrite them if you
1:intane’ want. You can .o|so resfore
i€ DunoStra them to the original factory set

t

® Drum Voice
DRUMKITS

5 -

)]

A.PIANO KEYBOARD ~ ORGAN

; PRE2

by using the Utility Job (page
260). For details about Voice
Banks and Groups, see page
Bank name 124

CIC]

SUTAR/ BASS

\.

CYAMAHA “NoOTIEFS
o TEEEEEEE o™
o T ot o ot
it it Tt it et -
=)
1
(g . )
e Select a Voice Group. a ~N
Voices in each Bank are divided into Groups o Select a Voice number.
[A] ~ [H]. Select a Group fo display the
voices that belong fo the selected Group. ; ) 5 . s s , .
. EEEEEEEE o nroses
I‘?Up 9 10 1" 12 13 14 15 16 number number
E E G H |
SEeE || Dhaahans
o ko spzo swoowe orrowmo SE MUSALPX oWl
PR percUedion
DEC/NO INC/YES
\ 4 \ 4 fD - D—\
UOTCE o] Voice LIOICE™ TCH= 1 Decreases Increases
EANK SRoUF (A RECEFEH PRE1 :825(B@9) OCT @ number number
1 Ch Hal| & Contemtrol & THEHZ 1255 Ti -
Z Gineaatal s Earla Fale ChorisBelis Rich FR- Kb: TK882
= ChorusDY 7 Tonidht. [1 Bellli  [SFiltered
4 2Ath Bools E.FianoPfzDark DX [ Ice Fian 1m ——————— EE-—————= GEl  EfHPFEEAE fMxlwl
NS N  FCFTA | EG | ARF

@ MOTIF Quick Start Guide



Playing Voices

Using the Category Search function

Reference (page 126)
The MOTTIF features a powerful Category Search function that gives you quick access to the sounds you want,
irrespective of their bank locations. Simply select a voice category, such as A. PIANO or SYN LEAD, and you can
browse through all related voices one by one — and audition each of them, too. Plus, you can use the special
Favorites category to store the voices you use most.

¢ Select a Category. A
* Select a Category. * Select a Sub Category
Press the Category buttons to display the Category  All Categories are divided into
name and the voice list. The first voice in this two or three Sub Categories for
Category is selected. further ease in selection.
N The Sub Category names are
displayed at the bottom of the
Category Category Search display. Press
names the [F1] - [F3] buttons to select
ccccc the first voice in the
(@ 3 . corresponding Sub Category.
o Turn the Category Search function on by pressmg\ ‘ Oe
O
'he [CATEGORY SEAR(H] bu"on. MENE,, cATEGORY SEARCH Yoice mmq&mlﬂzl'
CATEGORY . SF . sF2 . SF3
SEaRon i
‘ Category name Voice list
[]
UOICE ) 3
GATEQORY g
A.Fiane \ -
-
8
= . MOTIEFS t-l.!
BIIA Press the [CATEGORY SEARCH] button again fo turn X
this function off. \—‘ EI®D comaoEEe B ¥
\ ) DDDDD‘E‘@ED: Dooooooa & )
cooooa akElo it it ot it T e o
G EENE
(g .
e Select a voice.
Step through the available voices by using
the data dial. You can also use the F ite Cat
[INC/YES] and [DEC/NO] butions, or use avorite Lategory
the cursor [A]/[V] buttons. Use this convenient function to store all your favarite, often-used voices in a single, easy-fo-access location — and call

them up by pressing the [FAVORITIES] button. Select any voice you want, from any desired category, and enter each

to the Favorites Category. In this way, you can go directly to all the voices you use the most, without having to hop

around other Categories — a great aid when playing live.

Select the desired Category, then move the cursor to your favorite voice in the Category list, and press the [F5] button
to checkmark the the box next to the voice name. (You can un-checkmark it by pressing the [F5] button again.) Go

|:| ‘T\ |:| on to other Categories and continue registering your favorites. After you've checkmarked all the voices you want, press
<] >

the [DRUMKIT /FAVORITE] button to store them to the Favorites Category. Al the voices you've checkmarked — and
‘ only those voices — will be shown in the list. To exit from the Favorites Category, simply press the

o | [ o [DRUMKIT/FAVORITE] button agoin.
el

[EpIE=, cRTEGORY SEARCH

CATEGORY
Strinds

Py, CATEGORY SEARCH Uoice

P—— DRUM KITS

Strings

FAVORITES

L soLo X EHSEM L SVHTH

between the two settings:
Checkmark on X
Checkmark offC

FD DZ é é@ Dﬁ Pl’essing this k)ggles
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Keyboard Octave (MOTIF6/MOTIF7)

Sometimes when playing a voice, you may wish to play in a lower or higher pitch range. For example, you may want
to shift the pitch down lower to get extra bass notes, or shift up to get higher notes for leads and solos. The Octave
Up/Down controls let you do this quickly and easily.

Each time you press the [OCTAVE UP] button on the panel, the overall pitch of the voice goes up by one octave.
Likewise, each press of the [OCTAVE DOWN] button takes the pitch down by one octave. The range is from -3 to

+ 3, with 0 being standard pitch. When this is set to Octave Up, the lamp of the [OCTAVE UP]| button lights, and
when it is set to Octave Down, the [OCTAVE DOWN] button’s lamp lights. The current octave setting is shown at
the top right of the display. You can instantly restore standard pitch (0) by simultaneously pressing both the
[OCTAVE UP] button and the [OCTAVE DOWN] button (both lamps turn off).

[E]
PRE1 :881 (A\A1 )
EW E AP : PowerGrand
1@ ——————— e — EHIFLT-FrdEEERewSend
30 B FORTA | EG | ARF

BT Octave Up/Down works in conjuction with with the TUNE setting (in Voice Edit, page 138) and the Note Shift setting (in Utility
Mode, page 250). This means that if the the pitch has already been shifted up or down with those settings, you may not be able to
use Octave Up/Down to shift the full three octaves.

B3 If using Octave Up/Down results in pitches outside the note range of the voice (C-2 - G8), the invalid pitches are sounded at the
previous octave (down or up).

BITIH This function can be used also in the Performance mode or Master mode.
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Editing Voices

Editing Voices

The Voice Play mode not only lets you play voices, it lets you perform a variety of basic, yet powerful editing operations on
them as well. For example, you can change the EG settings to give the voice a softer or harder attack, or change the release
to make it sustain. You can also adjust similar settings for the filter, and change the tone of the voice. Moreover, a special
set of Control knobs on the panel let you tweak the sound — including pan, EG, effects, filter, and more — in real time as
you play. Naturally, you can also store your newly created voice for future recall (page 86).

Quick Voice editing

Reference (page 127)

(o Select the desired menu.

[DoTCE

JCH= 1

PRE1 :881 (A81 )
AP : PowerGrand

0CGT:+2

EER-—————- B --——-—- EHIFLT—Fr4EERevSend
v |t | Arr ]

SF1 SF2 SF3 SF4 SF5

\

Set the value of each parameter.
Move the cursor fo the desired parameter and change the value by using

the [INC/YES] and [DEC/NO] buttons or the data dial.

oEChO werves

PRE1:661[AR: PowerGrand]
MonosPold Foly i PortaSy
FPortaTim

=
FPortaMode fulltime

| _FLAY | FORTH [T

DI CE NE] PRE1: 831 LAk PowerGrand]
Morno-Fold Foldy i PortaSw
FPortaTim

=
FortaMode fulltime

|_FLAv | A EG_ | RRF |

= i i Tt it
it i it Y

B=l=l=}=}=)=) | cmi
oooaoo ]|

The [H] Indicator
If you alter any parameters in the Voice Play mode, the [A] indicator will appear in the
top left of the display. This indicates that the current voice has been modified but not yet

Quick Start Guide

stored.

FRE1:HA1L[AR: PowsrGrand]

roly | PortaSw
i Portalime
: Fortabode fulltime

Edit indicator —araaas{H|

Mono<Folyd

A EG_ | RRF |

the next.

when you press a key.

PORTA (Portamento) display
From this display you can select monophonic or polyphonic playback
and set the Porfamento parameters. Porlamento is used fo create a

smooth transition in pitch from the first note played on the keyboard to

EG (Envelope Generator) display
* AEG (Amplitude Envelope Generator)

The AEG controls how the volume of the voice changes in time,
from the instant you press a key to after you release it. For example,
sefting a small Attack value results in an insfantaneous, sharp sound

® FEG (Filter Envelope Generator)

The FEG confrols how the tonal quality of the voice changes in fime,

as affected by the filter. Here, you can also set the Cutoff

frequency and Resonance for the filter.

F6

PRE1: 6861 LAk: PowerGtand]l

i PortaSy of f
i PortaTime
FPortaMode fulltime

Morno<Poly

FORTH

Basic Structure (page 46)

 Culoff Frequency (page 46)

PREL:B01LAR: PoyierGrand]

I~ Resonance (page 406)

ARP (Arpeggio) display

The basic Arpeggio parameters (e.g., type, tempo) are

provided in this display.

PRE1: 6861 LAk: PowerGtand]l

Bank P Switch aff
Tdre  SeiChdRe ma : Hold off

Temro
UelociLHLim%L

127
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Voice editing with the Control knobs
Reference (page 132)

These knobs let you change various aspects of the Voice’s sound in real time — while you play. Turn a knob to the
right to increase the value, and left to decrease it. If you want to keep the edits you make, you can store them to a new
voice (page 86).

BIT13 Each voice of the MOTIF has been programmed with a default or standard parameter value. Using these knobs offsets the default

or standard parameter value. Regardless of the size of the offset, the minimum and maximum limits cannot be exceeded.
BIT1 Using these knobs in the Performance mode affects the currently selected performance, and not the voices themselves.

\

., MOTIEE

- T —
ESEE ® & OEEEEEEE.S

= -
S . oooodoss &

= ama =
it aan DD‘E—' ottt e

EHog coaaooa oo it P T T o Yo o

Selecting the controllable functions

Functions assigned fo each knob can be selected among four types as illusirated below.

Use the [KNOB CONTROL FUNCTION] button to change the parameter set for the knobs. The corresponding LED lights
to indicate which group of parameters are active and the Control of the available functions appear in the LCD display as

Pan, Effect Send, and Tempo
TCH= 1

Fan C_@: Rev 160 Cho A Tmel3s @

shown below.
Press the [EXIT] buton to go back to the original display.

EL ml: F -'H'
| o 1o ”'onlll? Tiuollzr [Fiuol1l

Filter and EG y
PAN HOR
. REVERB  CHORUS TEMPO Toh= 1
CUTOFF RESONANCE = ATTACK  RELEASE

KNOB ASSIGNA  ASSIGNB  ASSIGN1 ~ ASSIGN 2

FUNCTION ’ ' ’ '

MEQLOW MEQLOWMID MEQHIMID MEQ HIGH

Press this repeatedly to select each function row.

[ =Ky E
SiUoll27

BITI If the “Rev” knob in the display is dark, any tweaking you
do to the Knob immediately affects the sound. However, if
the knob in the display is light, turning the knob will not
have any effect until you reach the current setfing. Once
you've adjusted the Knob to that setting point, the display
knob turns dark, and you can tweak the sound.
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About each assigned function

@ Pan, Effect Send, and Tempo

) TEMPO

rmve | avems | e Defermines the fempo of the Arpeggio

7
PAN
Defermines the stereo pan

position of the voice. i assigned to the currently selected voice.
In the Song/Pattern/Arpeggio mode,
this determines the tempo of the selected
song or pattern.
KN 1 KN 2 KN 3 KN4

@
REVERB CHORUS

IS ‘ Determines the amount of Determines the amount of
\ o _J | Reverb effect that is applied Chorus effect that is applied
to the voice. fo the voice.

€ Filter and EG

( ATTACK )
Defermines the aftack time of the sound. For example, you can
p— [—— p——— p—— adjust a strings voice so that the §ound gr‘oduolly swells in
volume by sefting a slow attack fime — simply turn the

[ATTACK] knob to the right. For a more percussive attack, turn
the knob to the left.
KN 1 KN 2 KN 3 KN 4
| | | |

cutoff frequency.

Try using the Cutoff and
Resonance controls above
in fandem. For example,
set Resonance to a certain
level, then sweep the
Cutoff control.

[]

2

8

{ I t
CUTOFF RESONANCE u"u',
Determines the Filter  Boosts the level of the A,f::k Rfil::e X
cutoff frequency. signal in the area of the -
Key on Key off )

(4]

RELEASE

Defermines the release time of the sound. Turning the knob to
the right sefs a long release time and (depending on the
selected voice) lets the sound sustain after the key is released.
To produce a sharp release, in which the sound abruptly cuts
off, set a short release time.

k]I@E When the Drum voice is selected, this is used as Decay fime. J

\

.
Assign
These knobs can be assigned to a variety of functions, leffing you create your own custom set of realtime controls.

For details about Knobs A/B, see page 256. For defails about Knobs 1/2, see page 254.

ASSIGNA  ASSIGNB  ASSIGN1  ASSIGN 2

KN 1 KN 2 KN 3 KN 4
O Master EQ

Adjusts the master (global) EQ settings for the entire voice. The settings made here are applied as offsets to the EQ seftings (with the exception

of "MID") in the Utility mode, page 253.

Gain MEQLOW MEQLOWMID MD MEQHIMID MEQHIGH
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Storing edited Voices

Once you’ve edited a voice, you can store it to the internal memory (SRAM). Up to 128 Normal Voices and up to 16

Drum Voices can be stored.

BIT13 For details about memory structure, see page 63.

ACAUTION

When you execute this, the settings for the destination memory will be overwritten. Important data should always be backed up

Reference (page 160)

to computer, a separate Memory Card or some other storage device. (See page 64.)

(o Press the [STORE] button in the Voice mode. )

Destination

STORE FRE1: Bl [AP: PowerGrand ]

Uoice Store
to [USER:BBI[CoiM25 M.W. 7]

FRESS [EMTER] TO STORE.|

Select the destination Voice Memory by using the [INC/YES] and
[DEC/NO] buttons or the data dial.

Decreases Increases
number number
DEC/NO INC/YES
Decreases A Increases
number D number

STORE FRE1:HA1L[AR: PowsrGrand]

Voice Store
to USER:BE4[Bai Terminator]

FRESS [EMTER] TO STORE.

DYAMAHA

9pINg JIBS HIIND

________
ooogoooo &5 7
noonooos 8
it it i it it

DEC/NO INC/YES

(9 Press the [ENTER] button. (The display prompts you for confirmation.)

Are You sure? [YES1-LWNO]

STORE FRE1:HA1L[AR: PowsrGrand]

FRESS [EMTER] TO STORE.

DEC/NO

INC/YES

To execute the Store operation, press the [INC/YES] button. After the voice has been stored, a
“Completed” message appears and operation returns to the original display.

UOTCE Y
USER : 884 (ABd >

[Fi: ]
L_FLAv

TCH= 1
00T 43

AP : PowerGrand
EEIFLT-Fr4EARevSend

EXECUTE

BIEIA To cancel the Store operation, press the [DEC,/NO] button.

ACAUTION

\.

For Store operations that take longer to process, you will see the message "Executing..." during processing.
off the power of the MOTIF while this message is displayed, you risk corrupting your data.

J

A wider variety of detailed editing controls is also available in the Voice Edit mode.
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Storing edited Voices

About Plug-in Voices

Basic Structure (page 34)
Plug-in Boards give you an enormous amount of additional sonic flexibility and power. When installed, they work
seamlessly and transparently within the system of the MOTIF — meaning that you can use their sounds and
functions just as if they were built right into the MOTIF at the factory. Up to three Plug-in boards can be installed to
the MOTTEF. If the Plug-in Board has been correctly installed, the corresponding SLOT lamp will light, the voice data
appropriate for the installed board is set up automatically as Plug-in voices and you can select the Plug-in bank as
well as the built-in Voice bank.

MUSIC PRODUCTION SYNTHESIZER w ( w
Int ted S ling S
ol R SRR e [ UJ L?
Modular Synthesis Plug-in System

SLOT 1 SLOT 2 SLOT 3

al CATEGORY
PRE 2 W PRE 3 | M USER PLG 1 PLG 2 SEARCH BANK

—T —J —7J —T —7J —7J
Ol il il Bl e B
KEYBOARD ORGAN GUITAR/ BASS STRINGS BRASS REED/PIPE
PLUCKED
The Plug-in voices can be edited via the MOTIF’s panel operation in much the same way as User voices. After
editing, up to 64 Plug-in voices for each Plug-in board can be stored.

[0} 4

Editing and saving Board voices

Reference (page 159)
Included among the Board voices is a special set of voices — called Board Custom voices — which can be edited by a
computer connected to the MOTTIF, using special editing software included with the Plug-in board.
Because the Plug-in boards do not have SRAM and the edited voice data will be lost when turning the power off, the
edited Board Custom voice data should be saved to the memory card or the SCSI device connected to the MOTIF. The
Board Custom voice data saved to the memory card or SCSI device can be loaded automatically when turning the
power on by using the Auto Load function.

© Edit the Board voice by using the Voice Editor.
@ Transmit the edited data to the memory (DRAM) on the Plug-in board.

@ @ Transmit
O Edit ( I@:::g e
=

== o j

mmunrs

==

= \ =i

Computer with application software

LI H (i

MOTIF

© Save the data in the memory (DRAM) to the memory card.

' Memory card
_| Plugrin boord e Save

a e@@@ 5 _ m@ﬂﬁs

T HHHHHHH i

MOTIF

O Set Auto Load to on in the Utility mode (page 252).

Set this fo on.
|

UTILITY

HutoLEﬁED_ FawerOntlads

- | CtrlReset
_mm OTHER “_

master

Autolemoload reset

© When turning the power on next time, the Board Custom voice data saved to the memory card is automatically
loaded to the memory on the Plug-in board.
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Playing Performances

00 000000 000000000 000000000000 00000000000 0000000000000 000000000000000000000000000001¢
Basic Structure (page 42) - Reference (page 162)

In the Performance mode, you can select and play individual User performances.

In a performance, you can mix several different voices together in a layer, or split them across the keyboard, or even

set up a combination layer/split. Each Performance can contain up to four different Parts.

BIT13 For details about the performances and their memory (bank) structure, see page 42.

(o Enter the Performance Play mode. \ (€ Select a Performance Group. h
Performances in each Bank are divided into Groups A~H. Select a Group to display

the performances that belong to the selected Group.

VOICE ~ PERFORM ﬂ
E - A B [ D E F G H J SECTION GROUP
SE  MUSICALFX  COMBI

SYNLEAD ~SYNPAD/ SYNCOMP CHROMATIC __DRUM/ E
CHOIR PERCUSSIONPERCUSSION

4

‘ FERF "] Ferformance
EANK A |GROUF HE_"E”E"EE S Group

i Processi|E Guitarkols LittleBe[iz FolREER
FERF TCH=1 z 28E1EBr=0[ € SPrink lefie SunHeauweli4 Iron_ Dan

. : = REtreet |7 SoulSPicfi BluesCrufsLittleFof
USER: 881 (AB1 ) meTee 4 HOUAAA! |2 F1lm Mol

. 12 Smoot.hMoliE 51 ass+s3|

Co:Procession
R —————— BEE ——————— EEl + GEE  +@
|ECN| A0 | VOIGE | FORTA | Es | ARF |

Performance

g BIT All performances are sfored to a single bank, so you need not select a bank here.
< - J
a . .
= When the Performance Play mode is active,
] the currently selected performance is shown in — MmeTIE6
2 huge letters — so you can easily check which | 5EE ] (°) EoTTESEEmE—
- performance you're about to play. B | T |omn | EEERRTRRS
) i o} DDDDD?%@ oogoooos &
e [T voooos |[aE5 it i it ittt
z \_ J
° ||
AN

(e Select a Performance number. Play the keyboard.

| BEEE The Category Search
function and Keyboard

1 2 3 4 5 6 7 8
@ @ @ @ @ ? @ @ Decreases Increases O‘ctove ):U”;”OF” can be EJ‘sed
also in the Performance Pla
E E E E E E E E number number mode in the same way as Iz

the Voice Play mode.

‘ DEC/NO INC/YES \ ‘

USER : 818 (B82) neT e Decreases Increases
St:Wnds&Stras number number
[ [ EHl +OERA  + @
ECNUNN| A0 | VOICE | FORTA | ES | ARF |
L J

Performance Part on/off
Each performance can contain a maximum of four parts, selected from a fotal of seven — internal Parts 1 - 4 and Plugrin Parts 1 - 3.

© Press the [MUTE] button so that its indicator lights.

TRACK
SELECT

@ Press any of the [ 1] - [4] buttons you wish to mute. The part ] : s s

corresponding to the unlit indicator is muted. I i I

ELEMEY YERF. PART/ZONE
7 L

© Press the [MUTE] button again so that ifs indicator goes out. > — o o o L
PrSEC CI0) E

NUMBER
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Editing Performances (Layer/Split)

Editing Performances (Layer/Split)

Basic Structure (page 45) - Reference (page 170)
Performances can be made up of a maximum of four parts (voices), selected from the internal tone generator Parts 1 - 4
and Plug-in board Parts 1 - 3.

You can create a performance by layering several voices together, and by assigning different voices to separate ranges
of the keyboard. You can then store up to 128 of your original, edited performances to internal User memory.

Layer Split

Buwllm fone generator pcms P\ug in porls Buwhm fone generator ports P\ug in porls

Illllll llllll

y

(o Call up the VOICE display by pressing the A Assign the desired voice to each part.

[F3] button in the Performance Play mode. Move the cursor fo the desired part and select a voice by pressing the [F1] or
[F2] button.

[E] USER:H1S[St: Wnds&Shras]
FAi HOTE
HHP BlA:ALIALSL: Medinm Ens ] —
E : BIZ2:DA4LRE: The Winds ] —
L

ADD INT L ADOFLG DELETE J LIMITL LIMITH

USER:B18[5t ! linds&Stras]

HOTE
Gla:A1ALSteMedium Ens ] Hm—
G52: DE4LRP: The Winds ] S—
BEZICELILEr: TrrRomantc] S—

o =
som B —
R T TR O TR O TR R TR "

(0 R e o ==
@ﬁgﬁﬁﬁ DOOo0000

Quick Start Guide

Assign the builtin voice ' - Delete the voice assignment
o the selected part.  Assign the Plugin voice  of the selected part.

to the selected part.
\_ J P

DYAMAHA

o ][]
[Ef=f=l=Y=}=x |::|:|D::D
oooooo oo

Specify the nofe range of e?ch|1 part, as "’q"L"’ﬂ' h s Change the volume of each part and adjust the
You can set the lowest note of the range over which the voice of the selected part H H
sounds by pressing the desired key while holding the [SF4] button. To set the | rﬁlutclve b(llhllll.:’e among the fowr parts by using
highest note of the range, press the desired key while holding the [SF5] button. the Control sliders.

This lets you create a split keyboard, with up to four different parts (voices)
sounding in four different ranges. You can also overlap parts to create layers.

O PN REVERB  CHORUS  TEMPO
O CUTOFF RESONANCE ATTACK  RELEASE

Note Limit Low Note Limit High (OB |0 ASSIGNA | ASSIGN| | ASSIGN | ASSIGN2

K2 KNS
O MEQLOW MEQLOWMID MEQHI MID MEQ HIGH
MASTER
WASTER O VOLUME1 VOLUME2 VOLUMES VOLUME4

cs1 cs2 cs3 csa

MOTIF Quick Start Guide @

USER:B1S[5t: Nnds&SLr‘gs]

CStefledium Ens]E
[RF:The Winds ] =

+
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Storing the edited Performance
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Reference (page 176)
Once you've edited a performance, you can store it to the internal memory (SRAM). Up to 128 performances can be stored.

BIT1 For details about memory structure, see page 63.
ACAUT’ON

When you execute this, the settings for the destination memory will be overwritten. Important data should always be backed up
to computer, a separate Memory Card or some other storage device. (See page 97.)

(¢ . N - . .
o Press the [STORE] button in the Performance mode. Select the destination Voice Memory by using the [INC/YES]
and [DEC/NO] buttons or the data dial.
Decreases Increases
STORE USER: 881 [Processiond number number
Perforpance Store X
to USER:BE1 [Procession]
FRESS [ENTERI T0 STORE, - oS
Decreases Increases
number :I Iﬁl D number
‘ Destination
\ ) STORE USER: 881 [Processionl

Ferformance _Stoee
to  [USER:EEIL[RStrest 1]

FRESS [EMTER] TO STORE.

DAMAHA = _ B s
= Tes (250 |:| ® g UETEEEEE &=
= [ODE i i it it B i
E”“H I 220 |Sos i :l:l\:l:l:\‘ﬁ'g‘ﬁ'g. LoEooEoD &
oo |=sd aoooana oo HHAaGG55 &
— S
TH .
| —

(e Press the [ENTER] button. (The display prompts you for confirmation.)

DEC/NO INC/YES
I:I JTl STORE USER: B81 [Processiond
Are You sure? [YESI-LHO]

FRESS [EMTER] TO STORE.

To execute the Store operation, press the [INC/YES] button. After the voice has been stored,
a “Completed” message appears and operation returns to the original display.

DEC/NO INC/YES

FERF TCH=1

USER : 883 (A3 » 00T+
Co:Procession

B -————=— [ ¢ GEl  + GEE  + @
WPV R0 | voice | Fomte L Es | RRF |

EXECUTE

BIEIA To cancel the Store operation, press the [DEC/NQO] button.

ACAUTION
For Store operations that fake longer to process, you will see the message "Executing..." during processing.

\ If you switch off the power of the MOTIF while this message is displayed, you risk corrupting your data. Yy

The Portamento, EG (Envelope Generator), and Arpeggio parameters can be edited by calling up the corresponding
display via the [F4] - [F6] buttons in the same way as in the Voice mode.
A wider variety of detailed editing controls is also available in the Performance Edit mode. See page 165.
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Using the Arpeggio function

Using the Arpeggio function

Basic Structure (page 55) - Reference (pages 128, 165)

The MOTTIF features a powerful and highly versatile arpeggiator that lets you automatically trigder preset arpeggios,
phrases, rhythmic sequences and special “human” patterns — depending on the keys you play, or even the velocity
with which you play them. You can assign the desired Arpeggio type to each voice or performance, and adjust the
tempo in real time as the Arpeggio plays. In the Song and Pattern modes, you can assign desired Arpeggio types to

each Mixing setup, for use in songs and patterns.

Arpeggio playback

(g . )
o Select a Voice /Performance.
T ~ ~ ~ CATEGORY
DRUM KITS SEARCH
FAVORITES A.PIANO  KEYBOARD  ORGAN GUITAR/ BASS STRINGS BRASS REED/PIPE —{
PLUCKED
c D 3 F G H SECTION
SYNLEAD ~SYNPAD/ SYNCOMP CHROMATIC _DRUM/ SE  MUSCALFX CoMBl —!
CHOIR PERCUSSIONPERCUSSION
TRACK
1 2 3 4 5 6 7 8 SELECT
ELEMENT/ PERF PART/ZONE
9 10 11 12 13 14 15 16 MUTE
soLo
CYAMAHA oo F}@T’DE’S
’—‘ @ S DoooEEEE o
. i it s A
; — OFD : =
SEEEEE # ooooooos &
oooooo  ako it o ot i
—
(=T

i

Turn the Arpeggio on by pressing the ARPEGGIO [ON /OFF]
button.

EFFECTBYPASS [ARPEGGIO

INSERTION ~ SYSTEM ON/OFF

B When you select a voice or performance for which the Arpeggio
Switch is set to on, the ARPEGGIO [ON/OFF] button is

automatically turned on.

BT The on/off status of the ARPEGGIO [ON/OFF] button can be

stored to each voice, performance, or Mixing setup.

(e Play the keyboard. )

While holding the keyls), the Arpeggio is played back according to
the played note, Arpeggio type, fempo, note limit seffings, and so
on.

BIIA In the Voice Play mode, the Arpeggio is played back via the selected

voice.

BIIA In the Performance/Song Mixing/Pattern Mixing mode, the Arpeggio
is played back via the voice assigned to the selected part when the
Arpeggio Switch of the selected part is sef fo on.

MOTIF Quick Start Guide @
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Using the Arpeggio function

Arpeggio Type, Tempo, and Limit

A variety of Arpeggio types are provided with the MOTTF. You can change the tempo of Arpeggio as desired.

The Arpeggio function is available in all modes.

The explanation below applies to the Performance Play mode.

(o Call up the ARP (Arpeggio) display by pressing the )
[F6] button in the Performance Play mode.

2| USER:B@1[Kb:MOTIFPerf 1
Eank i SBwitch off
T4re S92 ChaRndmnz § Hold off
TemtPo 138 { PartSuitch
Uelocitylimit i BOO00O0OOog

1 - 127 iz = 4 FIFEFS
CE fi Efa HEF

INFORMATION

OO0 0O0Og

Select an Arpeggio Bank.

Move the cursor to the Bank parameter and select.

USER:BEI[Kb: MOTIFPer{ 1

Q..

DEC/NO \NC/VES

Eank
¥UPE
Ueloc1LUL1m%L

Sw1Lch
Fh: HDIH

off
off
PaPLSw1Lch
E000000

i 2 = 4 FIFEFZ
A E HEil

9 Select an Arpeggio Type.

Move the cursor to the Type parameter and select.

Q..

QYAMAHA

=HEE
=

[t}
i i i

9pINg JIBS HIIND

DEC/NO \NC/VES

P Switch
i Hold
PartSwchh

oooo
1 a 3 4 F1FZPZ
A EG AEF

Set the Tempo for Arpeggio playback.

Move the cursor to the Tempo parameter and sef.

(e Set the Velocity Limit for Arpeggio playback.

Move the cursor to the Velocity Limit
parameter and set.

Low Limit  High Limit

[E] ISER:HA1[KbIMOTIFPerf 1

Eank prip2 | Switch off
T4re Fhi| Walk|n i Hold off
115 i PartSuwitch
i oooooo

=

elocl e} i

Y- 127 | 123 dEIFEES
[:::1.£;;;;1IEEH“.T..E!..T A

The Arpeggio is played back only when the key is
played at a velocity within this range.

127
High
Limit

T

Low
Limit
0

prez | Suitch off
Fh:  MWal { Hold off
i FartSwitch
DEC/NO INC/YES UE'lDDlU:‘IlelL BEO0O0O0O00

iz 3 4P1P2P3
RTA EG

Set the Arpeggio part switch.

You can set the Arpeggio playback
on or off for each part. Move the
cursor fo the checkbox of the
desired part and checkmark the
box to on.

witch off

old off

artSwitch
HEOO0O000

i 2 = 4 FIFZPZ
TH EG ARF

(0 Store the Arpeggio settings to

\

STORE

the desired User Performance.

USER: BRI [MOTIFPerf 1

The Arpeggio settings can be
stored to a User Voice, a User
Performance, or a Song/Pattern

Performnance
to

Sto
USER:

]
BEZLMOTIFPerf 1

FRESS [EMTER] To STORE,

Mixing setup.
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Using as a Master Keyboard

Using as a Master Keyboard

Basic Structure (page 56) - Reference (page 268 )
The MOTTF is loaded with such a wealth of different features, functions and operations, you may find it difficult to
locate and call up the particular feature you need. This is where the Master function comes in handy. You can use it
to memorize the operations you use most often in each mode, and call them up instantly anytime you need them with
a single button press. The MOTIF has space for a total of 128 of your own User Master settings.

| Master No.1  Voice mode: PRE1 (A10)

| Master No.2  Performance mode: PRE1 (F7)
| Master No.3  Voice mode: USER (BO8)
| Master No.4  Song mode: 05

|
|

0
]
The selected mode and program are memorized to a Master in the Master Play mode. 3
t
(¢ . ) 8
Enter the Master mode and select a Master e Select the mode to be memorized. &
number (page 269). §
Mode F]
(4]
Call up the MEMORY display by pressing the —oLlITIFFert 2
F2] b t mgggrg ﬁﬂﬂm i ZaneSwitch of f
[ utron. . N CkbeMOTIFFERF 1
A1 [LiveMaster] |:| A D :
Mode % ZoneSwitch aff - D
Memor-4d i
[AP:Matur1Grnd] \ )
Select the desired program (voice, performance, song, or style number) to
- o Fa Fa F5s | INFORMATION | .
o o o R R be memorized.
Dnumms
A DEEEEEEE
Jposon *
DEC/NO INC/VES SYN LEAD SVNFAD/ SYN COMP PCE:;RCOUSS\ONPERCUSS\ON SE MUSICAL FX comBl
1
9 10 1 12 13 14 15 16
> T NaTIES ‘
|:| @ IFEEEEEE &= Progrom
OE0 pEmggoae/8 ~ BE1LInit. Pert 1
DDDDEIDEIDEIDEID (S ‘;'El) EEEEESEE 2 Mode  Fer form nﬁl | ZoneSwitch off

Memoru IISER: H
[—=:iInit Fert 1

FUERELREALEALEY

6 Name the Master.
You can name the Master in the Master Edit mode (page 75).
You can also sef the functions assigned to the Control Knobs/Sliders (page 273).

MOTIF Quick Start Guide @



Using as a Master Keyboard

9pINg JIBS HIIND

MaTIES

==
iy
® i o o it

= Dooooooo
DﬁID y =
EE=l=l=]=h= =" it
ooogooa oo i Y e s e

©

DYAMAHA

Store the settings to a Master.
The edited Masters can be stored to the internal memory (SRAM|. Up to 128 Masters can be stored.

BIT33 For defails about memory structure, see page 63.

&CAUTION
When you execute this, the seffings for the desfination memory will be overwritten. Important data should always

be backed up to computer, a separate Memory Card or some other storage device. (See page 97

0 Press the [STORE] button to enter the Master Store mode.

Destination
STORE G1CInit Perf 1

Master Stores
) to . [BElILivelssterd

FRESS [EMTER] To STORE,

Select a destination Master.

DECINO INCIYES

STORE BEAILInit Pert 1
Master Store
» to BAZ2[Rec_Master]
PRESS [EMTERI T0O STORE,

EXECUTE

€) Press the [ENTER] button.

DEC/NO INC/YES

STORE BaifInit Perf 1

=) Are You sure? [VES1-INOI

FRESS [EMTER] TO STORE,

Execute the Store operation.

DEC/INO INC/YES

= ] Performnance: USER: BAL CAAL )
a8l (Ag1 > )
=) Init Perf
B ——————— 2 P— BEl  +@GEER +@
IV HEMORY |

EXECUTE

BITIA To cancel the Store operation, press the [DEC,/NO] button.

ACAUTION
For Store operations that fake longer fo process, you will see the message “Executing...” during processing.

If you switch off the power of the MOTIF while this message is displayed, you risk corrupting your data.

J
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Master Keyboard settings

® Layer/Split settings using an external tone generator
The MOTIF can function as a comprehensive, versatile master keyboard, for both live and studio applications.
When a Master is set to the Voice or Performance mode, you can make settings for four independent Zones. This
makes it possible to control voices of an external MIDI device over several different channels — in addition to the
internal voices of the MOTIF itself. You can do this by setting the sound range of the keyboard for each Zone and
assigning different MIDI channels to each range.
For example, this lets you layer several voices together, including those of a connected MIDI tone generator. Plus,
you can separate the voices into different keyboard ranges, and play completely different sounds with your left and
right hands. In the example below, we’ll set up three Zones as shown below. We’ll program a split at the note C3. In
the lower range (B2 and lower), a bass voice and cymbal voice will sound. In the upper range (C3 and above), we’ll
layer piano and vibraphone voices — played from an external MIDI tone generator. Using this sophisticated setup,
you can easily sound like an entire jazz group, with just your two hands.
In the example instructions here, we’ll use the Voice mode for the Master.

Zone 2

(Piano)

Zone 1 Zone 3
(Bass + Cymbal) (Vibraphone)

V00

. C

Using as a Master Keyboard

i i ] o=h
= =
oos DUDDD%'GSD
EH50) soooon |[oEa

“=MOTIES

T T ———

i o B

oooooonng & 7
noooooos &
it i e i

(e Enter the Master Edit A

mode.

> []
3
-l
(L)
. ) t
o Select a Voice in the Master Play mode. 2
Set the Mode to Voice, then select the PRE1 bank and voice 123. :
.!
-]
(<}
BEZ[B=+Cun+tlb 3
( ;Q Mode Uoice | ZoneSwitch aoff
» Mem?Eé:ByEEE}rDE ?
BEZ[B+Cun+bb 1
ety peelrigy| resuiten N
[Co: B=+C4Ym+llb ]
. J
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Using as a Master Keyboard

Call up the display for Zone editing. (OC(I" up the TRANS display.

Press ony‘ of thf butkzns. \ Set the TG Switch of Zone 1 to on and ETTER m G
Do set those for all other Zones to off. This is = =
for transmitting the data played only in ﬁrgmﬂ ! |

the Zone 1 to the builtin tone generator.

Set the MIDI Switch of the Zone 2 and 3 s

SF2 SF3 SF4 SF5
to on and set the ones of the other Zones (] O OO0

to off. This is for fransmitting the data . s

played in the Zone 2 and 3 fo the |F__2| |F:3| ] |F:5| |F:|

external fone generator. )

Set the MIDI transmit channel of Zone 1
to 1. Set the MIDI transmit channel of ( )
Zone 2 and 3 to match the Receive

channel of the external tone generator

Octave H
(slave). TransFose

& EE

i ot o n
ooo ™ aaao 0T
=554 oogoon

HotelimitH: 2
Motelimitl: C -2

Make sure the external tone generator is
sef to multitimbral operation (different

voices for each of the 16 MIDI channels), - o2 s 4 s
Store the seﬂings to a Master and select the appropriate voices on the |:| |:| |:| |:| |:|
94) fone generator, corresponding fo the y o o - o
(page 94). MIDI channels you sef in € above. 0 )00 0
‘ ; | E

Call up the NOTE display.

0 Set the Note Limit H (High) of Zone 1 to B2. Set the Note Limit L {Low) of Zone 1 1o C-2.

Set the Note Limit H (High) of Zone 2 and 3 to G8. Set the Note Limit L (Low) of Zone 2
and 3 to C3.

9pINg JIBS HIIND

Each Zone will sound the assigned voice within the note range set above.

©® Control Number settings

Here in the KN/CS display of the Master Edit mode, you can set how the Control knobs and sliders will affect each
Zone. This lets you specify a MIDI Control Change number for each knob and slider. In the example below, the
Control knobs for all Zones have been set to 10 (Pan), and the sliders have been set to 11 (Expression). In this way,
you can control the stereo position of each Zone with the appropriate knob, and use the sliders to adjust the relative
volume balance among the Zones.

This setting is available only when the Zone Switch is set to on from the Memory display in the Master Play mode.

CUTOFF  RESONANCE  ATTACK RELEASE
MASTER WEESRITY CtrlSlider=11[ExPrecs
TOMEL ZOHEZ ZOHE= FOMED ASSIGNA  ASSIGN B ASSIGN 1 ASSIGN 2

Chtrlknob | 18 10 10 [
Ctrlslider:
KN 1 KN 2 KN3 KN 4

MEQLOW MEQLOWMID MEQHIMID MEQ HIGH
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Saving/Loading data

Basic Structure (page 63) - Reference (page 266)

Saving/Loading data

Many different types of data are created when using the MOTTF, and the following types are automatically
maintained in memory, even if the power is turned off: Voice, Performance, Master, Arpeggio and System settings
(parameters set in the Utility mode). Since the other data (e.g., wave data recorded via the Sampling function, Song,
Pattern) is lost when turning the power off, you should save it to a memory card or SCSI device connected to the
MOTTIF. Data created on the MOTIF can be saved to Memory card or SCSI device in a variety of file types. By
selecting “All” as the file type to be saved, all your original MOTIF data can be saved to Memory card/SCSI device.
However, when loading this “All” data back to the MOTIF, you can choose a specific data type to be loaded (e.g., one

voice or one song), as illustrated below.

All Memory card

.......... Save
Voice s 3
i ong 2

Performance : -
Master p Fotern SCSI device

System | cieeiiias J

One song

One voice

Memory card

Load D

< )
SCSI device

B3 For details about using Memory cards, see page 289. For details about using SCSI devices, see page 264 and page 290.

Saving data

BIT13 Before you can use a new Memory card or external SCSI device with the MOTIF, you’ll have to format it from the MOTIF.

See page 265 for details.

Call up the CONFIG display.

/a

o Enter the File A

mode by pressing

Cuprent. [EEET]
Uolume Label
Status Freeg

B, BMEC
tal o, GME

SONG  PATTERN  FILE

Call up the SAVE display.

T
the [FILE] mode. FouRRENT] I ST NG

10 OO0 0O0O0O

F1 F2 3 F4 5 6
INTEGRATED
Y @ DO0O0O0O0

]

INFORMATION

9 Select a device to which the data is to be saved.

Move the cursor to the Current parameter and select
"CARD" or “"SCSI."

Curt
Partition
Status

1ot lal
() SELF | MOUNT |

2. BEEC1Ec]
2. Hl5E

Free space

INFORMATION

SF1

DOoO0O0O0

Current SCSIiroot
G M

IR

\

[HNEWDIR 1

SF SF2 SF3 SF4
F3 F4 F5 6

T T ——

o i o | DEC/NO INC/YES

@) Press the [ENTER] button.

s ] [ [
i Y | I:I
< >]

feCUTE

O @ DOoO00
- N Press the [INC/YES] button to
6 Select a file type to be saved. Select a folder to which the data is to be execute the Save operation.
Here, select "All.” saved. oECNO NGIvES
Current. SCST oot Curtent. SCET:root
WA A1l
R TETHA
& SE_DIE [ORIGIMAL]
&1 S0MGE
3 UOICES
CONFIG i LOAD FREHAME DELETE HEW B A
BIIA For details about file type to be saved, see BIEId You can name the folder by using the [F4] button
page 262. and creafe a new folder by using the [F6] button.
\ J \ J
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Saving/Loading data

Call up the CONFIG display. e Select the device from which the data is
to be loaded.

Move the cursor to the Current parameter

and select “CARD” or “SCSI."

Device Free space
f E h F’I Vol CtpgeTt E L_LCU.I"‘I"‘E'I‘TL S 0
@ Enter the File Uelyne Labe S B g
mode by pressing {curmenT) I WGEN N
the [FILE] button.

SF1 SF2 SF3 SF4 SF SF2 SF3 SF4
SEQUENCER
e s - - O O00
E E F1 F2 F3 F4 F5 F6 F2 F3 F4 F5
@DDDDD DOO0Oo
SAMPLING MIXI TY

\E N

Call up the LOAD display.

Current SCSIiroot
GE GV
O without Sustem

¢ EEETDEEg o
it it T e
i T T ot i
i ot Tt it Tttt

[

SF1 SF2 SF3 SF4 SF5 INFORMATION

oooggy ﬂ ﬂ -
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(e Select a file type to be loaded. (0 Select the destination User memory to h Press the [ENTER] button to
Here, select “Voice.” which the data is to be loaded. execute the Load operation.

Current SCSTiroot

USER:BBI1LCo:M25 M.MW. 1

Uoice [ GE3:Fast PLH
__ Bad: Terpipator
USER:EERCRG1> #[Raot=goft Tar
ubei Sorted

D BE7: Trendyd Llak

DEC/NO INC/YES

| A < >
BLLiA For details about the tile types that can be ‘ ‘:I ‘:I ‘
\_ loaded, see page 263. Y, \_ Yy, Exir y EnTER

feCUTE

Select a file to be loaded.
Here, select a file with the extension “.WW2V," press the [ENTER] button, and select the desired

voice. BIIA loading data fo the MOTIF
automatically erases and replaces
any existing data in the User
memory. Make sure to save any
important data to a Memory
card/SCSI device before
performing any Load operations.

Current SCSIIUDICES | [ENTER] Current SCS1:LIVE-HOL
button

LIUE-HOL. LiZU »
5 Fiis_HONO ;20

DELETE

@ MOTIF Quick Start Guide



Sampling with Song Playback (Integrated Sampling Sequencer)

Sampling with Song Playback (Integrated Sampling
Sequencer)

In this section, we’ll delve into one of the most important and powerful features of the MOTIF — the Integrated
Sampling Sequencer.

Today’s digital music producers and artists use a mutlitude of advanced tools to get the job done — including MIDI,
sampling, audio editing and much more. Cutting and pasting beats, loops and patterns together is an integral part of
the music making process. The MOTIF lets you work in the same way, fully integrating sampling with MIDI
sequencing — making it easier than ever before to produce great tracks.

Below is a summary of the steps you’ll take as you create a new song.

B Creating Rhythm track

Sampling to a Pattern Track

Recording MIDI data to a Pattern Track

Assigning a Preset Phrase to a Pattern Track (Patch function)
Using the Groove function

Pattern Mixing

Creating the Pattern Chain

UL W

B Creating a Song
7 Copy the Pattern Chain data to the Song
8 MIDI recording to Song Tracks
9 Sampling to Song Track
10 Song Track Mute and Scene
11 Song Mixing and storing the settings as a template
12 Saving and Exporting the recorded song to external PC (File Utility)

Quick Start Guide
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Sampling with Song Playback (Integrated Sampling Sequencer)

1. Sampling to a Pattern Track
Basic Structure (page 52) - Reference (page 234)

First, record your favorite rhythm phrase from an audio CD (or other source) to the MOTIF via the Sampling
function.

BIT1 For details about how to connect the external audio equipment to the MOTTIEF, see page 23 .

. (¢ .
(I Call up the PLAY display. 9 Select the Style number and Section to be recorded.
Pattern mode. Press the [SECTION] button, then the appropriate button [A]
~[HI.
SONG PATTERN FILE
Style number — @2 Section
Trans Al1-Aa1
"G G uTumy FLA CHRIN
sF1 sF2 SF3 SF4 SF5 . Selecting a Sl'yle number
\. a i s = £ i Decreases Increases
@ I:I I:I I:I I:l I:I number number
DEC/NO INC/YES
Decreases JTl Increases
number ‘:’ number
/ ¢ Selecting a Section
[~] ~ - ~ ~ CATEGORY
e SEARCH
s = gy BRS wl=al Il Rl il il il il Bl
= [EE ® o BETEEEEE o APANO KEVROWO ORGAN  GUTN  eass | STANGS  Bwss  REEomPE
w [t ot} |:| axs i s e et R
=@s| |- = #ﬁﬂ,:ﬂ it e T A B SECTION
Py | | SERMTS peRE R on |
E i |
[- 3
] 2
J

Select a track to be recorded.
Here, select track 3.
P at b e [ bstkbbsobspeg ]

SOURCEA D
Track -l
SEQUENCER $

SONG  PATTERN  FILE
INC/YES

s s s s s [nEomwmon) n
s - BEE

? DOoO0O0O0
\

Enter the (6 Call up the DEST display.
Sampling mode.

INTEGRATED
SAMPLING ~ MIXING ~ UTILITY

Fattern Dt ]
SOURCEASD

TVFE SLIGEFSER
Track

J
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Sampling with Song Playback (Integrated Sampling Sequencer)

(o Call up the SOURCE display.

Select "stereo” or "mono."

| Patbornl stttk ]

1 Il TYrEe [_clice+sed] NDno/SLer‘eo stereg
_|DULII"U|:‘ [a N T) Fre-uericsa 9. LE

Sampling
frequency
QU CE T -

SF5 INFORMATION

SF1 SF2 SF3 SF4

D? DOoOo0O0

OSeIect a sampling type.
For Type, select “slice+seq.”

Select a sampling source.
For Source, select "A/D."

( Enter the Sampling Standby mode. )

From this display, sef the Trigger mode. Here, select "manual.”
Play back the external CD player to check the Input level. You
can adjust the Input level for optimum level by using the GAIN
knob on the rear panel.

Trigger mode Monifor level
|
FEL| [ ]
Tt i dgerMode mEﬁﬂEﬂl FecHanitor 127
Input level —{#7¥ L1 _ ]

SF5 INFORMATION

OO0 0Og

ﬁﬁﬁﬁﬁ?

o Start sampling.

0o CEEEMETIES
o
S ® r:l A
= . it
= DDDDDFGD\} it it ot i i

i Y e Y e

IE
0
0
0
0
0
0
]
O

Press the [F6] button to sfart sampling. Also start the external
CD player to play back the rhythm phrase fo be recorded.

P at b e [ bstkbbsobspeg ]

RE GORDI MG

SFs INFORMAT\ON

OO0 0O0Od

DDDDD@

Quick Start Guide

Set the Slice related parameters. )

The following display appears after stopping sampling since the
sampling type has been set to “slice+seq” in step #7. You'll need
to trim your sample of extraneous beats, so that it will loop
properly. Do this by using the Start, Loop, and End parameters
in the display below. (For details, see page 237.] As you edit
these parameters, press the [SF1] button (Audition) fo hear the
changes you've made.

C -2 [--tllawve HE1]

Look :
of 8813?831
Beat (31, 2)%@ | e—

B
ALDITION, GET TMP LEXTRACT,

Execute the Slice operation.

Once you've edited the sample so that it loops properly, call up
the SLICE display and sef the parameters as needed. (For details,
see page 238.)

REC C -2 [——tlaue 5811

Tuke -MP i gens 1
Heisur*e ard i Temko 1268.0

cter
SubDivide ———————-
LICE

INFORMATION

D? DoO0O0
J

Stop sampling by pressing the [F6] button again.

@ Go back to the Pattern play mode h

and play the Pattern to hear the
recorded sample.

SEQUENCER

SONG  PATTERN  FILE

INTE
samPLY G UTILITY

MOTIF Quick Start Guide @



Sampling with Song Playback (Integrated Sampling Sequencer)
2. Recording MIDI data to a Pattern Track
Basic Structure (page 53) - Reference (page 221)

Now that you’ve recorded a rhythm sample to a Pattern and sliced it, the next step is to record some MIDI parts and
add them to the Pattern. You can record MIDI in two ways: Realtime and Step.

(o After setting the measure length and )
meter (time signature), enter the
Pattern Record mode.

-« - >
LOCATE 1 2

=== S

©YAMAHA

® ol s
. i T T e

i et T

cooooTE

=

00

—_— @ oooooo |oEo mmmmmmmm@w
£ L
S.
fa
)
(7]
4
[
-
=
@
s (6) select a Recording type. )
o
qﬁ J ZM A1 [ osberktsbekpenkiok ]
DEC/NO INC/YES »
= = =
Replace Overdub Step
You can use this method when  You can use this method when You can compose your
you want to overwrite an you want fo add more dafa fo a performance by "writing” it
already recorded frack with frack that already confains data. down one event at a time.
" data. )
To step @ on page 103 To step ® on page 104
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Sampling with Song Playback (Integrated Sampling Sequencer)
©® Realtime recording (when selecting replace or overdub in step #2)

@ Select a track 2 to be recorded and set the tempo. ) Call up the VOICE display.

TRACK
SELECT

1 £ (59 5 B0 50

ELEMENT/PERF. PART/ZONE

5 £ 9 053 B 0

Look
Eantize

UDICE

Uojce FREZ:
Uolume 188 Pan
InsEF

Quick Start Guide

Loole |
|'|:|:|':E ot A . (== =14 B— Measure length \

o EEEDEEEE o™
ottt o e
i T T Pt i
i ot Tt it T Yot et

Set the Arpeggio related parameters from
the ARP display (page 223).

@ oo e )

Start 0 Play the Stop recording. m Press the [»]
0 Turn the Click on. recording. keyhoard. button to hear
TTER ; ; the newly

o H ‘ [ SEQ TRANSPORT ]| [ SEQ_TRANSPORT |
L]0 1 s

SETUF ARF ARF m LOCATE 1 2 LOCIATE ‘| ‘2 LOCIATE ‘1 42

H:C - 9 R(E)C - 9 HCE>C - 9

SF1 SF2 SF3 SF4 SF5
[ s s s e | A E%gDESD

Ijﬁﬁﬁgﬁj \ J

Record to other tracks as desired by repeating steps #3 - 11.

MOTIF Quick Start Guide @
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@ Step recording (when selecting step in step #2)

(

Select a track 2 to be recorded and set the MIDI event type Io\
be recorded and tempo.

(53 I (51 (53 0 00 (5

ELEMENT/ PERF. PART/ZONE

TRACK
SELECT

5 19 6 (0 (50 60

[ ]

Meter

Terr||po

MIDI event type —.

\.

2 [ teokteohobot btk ]

Call up the VOICE display.

JOogc O
ﬁéﬁhﬁﬁﬁ

i Measure length

(o e i i

i ottt o R i

Start recording.

SEQ TRANSPORT

D I: D 0 Move the cursor to the Pointer and set the

LOCATE

I—4—4

Here, enter the Note Event.

location to be entered.

Set the velocity (Value), Step Time, and Gate
Time.

0 Press the key to be recorded.

Repeat sfeps #1 - 3 1o enter the notes one after

another.

Fointer
Ualue

vl s
ool [T1H]

] Rl e i it e il i |
LLELE] LLELE]
P SterTime F CB1Z2E
| GateTime Lok

T
Moves the pointer backward by one step
and deletes all notes at that location.

Press this to actually delete the note events at the
current cursor posifion.

When the [F4] button is pressed to enter a tie, the preceding

note is lengthened to the full step fime.

Press [F3] to enfer a rest as long as the specified step time.

@ MOTIF Quick Start Guide

it i ot ot it

=
&

i T T Pt i
-

— (o Stop recording.

Press the [»] button to heuD
the newly recorded pattern.

[ SEQ TRANSPORT ] [

SEQ TRANSPORT

L

-« - > « - >
LOCATE 1 2 LOCATE 1 2
= Eee——
O O
REC - » REC ] »

J

0 Record to other tracks as desired by\

repeating steps #3 - 8.

J




Sampling with Song Playback (Integrated Sampling Sequencer)

3. Assigning a Preset Phrase to a Pattern Track (Patch function)

Basic Structure (page 52) - Reference (page 219)

The Patch function lets you assign a Preset phrase or a User phrase (recorded in the Pattern Record mode) to each

track and create a pattern that contains up to 16 tracks.

(o Call up the PATCH display.

ELEMENT/PERF. PART/ ZONE

3 5 £ (5 B 050 050

Select a track to which the phrase is assigned.

TRACK
SELECT

5 59 0 053 B0 0 6

or
16

(] |

Ve
e Select a Phrase Bank and number.
Move the cursor to Bank and select “pre” or “user.

D YAMAHA _ I—mL’E/s
S PooeEEEE o
‘ ‘ ] i it it it ot e B -g
aooooaTEEs i o e i e [ R 3
alelelalal=R [=]=ls] e T YA e B ]
== :
- :
-
S
[
X
.!
5
(<]
\ 0
Press the [»] Assign phrases to
button to hear the other tracks

Then, move the cursor to the number parameter and sef it.
Keep in mind that only User phrases that have been recorded
to the currently selected style can be selected here. If you
want to assign a phrase that has been recorded to another

style, use the Phrase Copy Job (page 228).

the pattern. as desired.

SEQ TRANSPORT
« -« »>
LOCATE 1 2

==

MOTIF Quick Start Guide @
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4. Using the Groove function

The Grid Groove function makes it possible to adjust the pitch, timing, length, and velocity of notes in a specified

Reference (page 218 )

track on a measure-long 16th-note grid. This lets you easily come up with a wide variety of rhythmic feels and

grooves that would be difficult or impossible to create using precise, yet rigid sequencer operations. Moreover, Grid

Groove is a playback-only operation, meaning that it leaves the original recorded data intact.

Grid Groove can also be applied to sample tracks that contain samples processed with the Slice function, as well as

normal MIDI tracks.

Select a track.

) el i s s e st

(o Call up the GROOVE display.

e e
e i s

TRACK
SELECT

16

Press the [»] button to
hear the edited pattern.
[—sEq TRANSPORT ]

-« »>

ENHC

LOCATE 2

\
O YAMAHA MAeTIE 6
e o o
) . Doooooos & 7
EW H H H 00| mEe THoddoTE] %’E\% o ot T
=il (STt alalelelal=N [=]==] EEEeEns &
o= - - . ‘
(¢ )
9 Set the parameters.
Move the cursor to the desired parameter and grid point and set the offset value.
This affects song playback without actually changing the sequence data.
SONG il il NnteDf‘fseL— +14

- uu

minus

DEC/NO INC/YES

|:| A |:| NOTE OFFSET
CLOCK SHIFT
D GATE OFFSET

VELO OFFSET

iy

Each aspect of the track to be offset [pitch, time, length, velocity) is indicated by

VO

=1

BIT13 Keep in mind that if you make an

edit af a specific 16th note position
and there is no MIDI data at that
point, the frack will not change.

a different graphic. y

6 Make Grid Groove settings

for other tracks as desired.
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Sampling with Song Playback (Integrated Sampling Sequencer)
5. Pattern Mixing

Reference (page 232)

Now that you have a finished section and pattern, you can apply the Pattern Mixing controls to fine-tune it and
enhance it — by adusting the levels of each track or part, selecting different voices, and tweaking the effect-related settings.

(o Enter the Pattern | Call up the desired display. (9 Select a part to be edited. )
Mixing mode.

ETE] S @11 1213 14| 15] 16
O R 6 AP A A AP AF A7 AE AF AF AE AE AE A 4 g
O 00| 0| | | e[| D

9 10 12 13 14 15
SF1 SF2 SF3 SF4 E E E E E E E

INTEGRATED

e D D D D D D |

E [al F2 F4 F5 F6

16

L | J \ )
I |
Highlight the desired
/ \
parameter and change the
CYAMARA 5 TE=NOTIES Vu|lle.
- 5 PeeeE 5
, = ofr- .
0C il ‘7DGDDD?%,E\% Vi ot Yot ot P it P N 2
10 Slsl=l=l=I=N [=1=l=] HEAGOHEEH E 5
= T $ o
L ]
-
a8 @
A= 3
D
(<}
(¢ N
Store the Song Mixing setup to User Memory. O s« the other pu;uzmezers by
FHTTEEN MIx STORE HEZL 1 I‘epeuilng s'eps T
Mix Store To Current Stdle
= . y,

FRESS [EMTER] TO STORE.

(OGo back to the Pattern Play
p—~ l D { [EEIRNE e, MIx STORE GE2L ] m0de.

XEQUTE Are You sure? [YES1-LWOI

SONG  PATTERN  FILE

FRESS [EMTER] To STORE,

INTEC
saupLY G UTILITY

BT Not each section but each

DEC/NO INCIYES AET zlallEl s Zl3 D 1 Jut E
© L] = i .
B
style has one Pattern Mixing
:I:-E Er1FL A ;
- seffing.

\ J
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6. Creating a Pattern Chain

Now that you’ve got your audio samples, loops, MIDI data, and patterns in the MOTIEF, here’s where the fun really
begins. The Pattern Chain feature lets you arrange all of the pieces of your song in real time. As you record a Pattern

Basic Structure (page 54) - Reference (page 219)

Chain, play back your original patterns and sections, and switch among them on the fly. This intuitive, hands-on
approach to arranging lets you come up with great ideas and amazing songs — quickly and easily.

BIT13 For details about Pattern Chain and its track and memory structure, see page 54.

(o Enter the Pattern Chain mode by A
pressing the [F6] button in the Pattern
Play mode.

(¢ Enter the Pattern Chain Record mode )

by pressing the [REC] button.

SEQ TRANSPORT

< - »>
LOCATE 1 2
[E=—— B
O O
REC L] »

0
$

CHAIM REC

trerlace

(6 Stop recording.

SEQ TRANSPORT

o]

LOCATE

ng

YO ~D¥

Press the [»] button to
hear your new pattern
chain.

SEQ TRANSPORT

)
'
s

LOCATE

[==— S

O
REC

YO

DYAMAHA

== MO TIES

il o o

:
=10
[ [} oyt

[T T T T T ] B
o000 | aaaoa®

[

L

nnngnnnng‘m
Bogd ooaooo |aEg [ L )

NWWWWWWWW

b

@ Select a track and tempo.

Pattern Chain Track

Tule Crerlace) | ot
E 44
811 £ seskesieskokskeskkokok E | Meas NI

ETUF [

AR

Start recording.

While recording, you can change the Section
at the desired timing.

SEQ TRANSPORT

o o [

LOCATE 2

EEEEEEE

uuuuuu

CATEGORY
PLG SEARCH

SECTION
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Sampling with Song Playback (Integrated Sampling Sequencer)
7. Copying the Pattern Chain data to a Song

Reference (page 221)

Now that you’ve created a hip Pattern Chain, you can copy it to a song track and use it as the basic rhythm track for
a song. This is done from the Pattern Chain Edit mode.

ro Enter the Pattern Chain Edit mode by

pressing the [EDIT] mode in the Pattern
Chain Play mode.

JOB

SCENE STORE

SET LOCATE

4

FatternTrack
SECTION

UE1 Aekobsondoron B
4.4 L3I seoksteoksbeoksor E
URG  soksoksonsorson E

I

UBZ  stebbobobobobobobor
LA shoboboboboboboboror

SOHG

€ Call up the SONG display.

~

CHAINM EDIT

Convert to So
Sond %
Meas

FRESS [EHTEFR] TO COMVERT.

SF1 SF2 SF3 SF4 SF5

ﬁﬁ? D0OO
\

(9 Select a Song number to which )
the Pattern Chain is to be copied.

Decreases Increases
number number

INC/YES

Increases

DYAMAHA

L]

=l =l=l=)=}=y =
oooooog

@ & BEEREEEE &=
oooooooa /&

oooooood 8

T Tt Tt o

) D DEC/NO
g Tt
\

number

\ 4

CHAIM EDIT

Corpert_to S
Sond (S0

FRESS [EMTEFR] TO COHUERT.

Destination Song number

J

( Specify the measure number to which the
converted data is to be copied.

QR

DEC/NO INC/YES

DE‘D

CHAINM EDIT

Convert to Sond

Meas

FRESS [EHTEFR] TO COMVERT.

9 Press the [ENTER] button.

DEC/NO INC/YES

CHAINM EDIT

Can’t undo samile woice.Ok?
[YES1~CHNO]

FRESS [EHTEFR] TO COMVERT.

Press the [INC/YES] button to h
execute the Copy operation.

DEC/NO INC/YES
A
<] 27>
EXIT NTER
\%

EXECUTE

MOTIF Quick Start Guide @
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8. MIDI recording to Song Tracks

Basic Structure (page 51) - Reference (page 183)

Now, take your basic building blocks and move over to the Song mode to do some more work on your song. Let’s say
for the sake of example that you’ve recorded MIDI data for nearly all the tracks — except for maybe some rhythm
guitar parts and some solos on piano and organ. The MOTTIF dives you two methods of recording these. Realtime
recording lets you record much as you would with a tape recorder, playing the parts in real time while you listen to
the backing rhythm tracks you created earlier. The other method, Step recording, lets you enter each note
individually, much like writing down the notes on paper.

(o Enter the Song N (€ Call up the PLAY display. ) e Select the song to which the Pattern Chain data
mode. __ _ _ has been copied.
ﬁ I Locl=HH]l Locd=HE]
FILE E1 Locl (5150 LcZ BBI
Song number—
?LEGD MIXING uTILITY s sra sFs
O O O I
\. J 100000 e e o e
7 .
/ \ 1 4 5 6 7 8
QYAMAHA 00 (=)l E E E E E E E E
| IO b L 6 o = s e s
= DE’D i o
_— DDDDDDEI&DDD % Dm\‘jmmm\jm = ) E E E E E E E E
[=T=]
1 J

mode.

(1)

O

REC

VO

SEQ TRANSPORT

Enter the Song Record )

G
\_ J

(e Select a Recording type.

>@ |

DEC/NO INC/VES

IZI

Overdub

You can use this

Replace
You can use this

method when you
want to add more

method when you
want to overwrite

Punch

You can use this method
when you want fo re-
record only over a specific

Step

You can compose
your performance
by entering it one

an already dafa to a track that  area of the track. In this event at a fime.
recorded track with  already contains case, you must set the start
new data. dafa. and end points before you
begin the retecording.
J/
To step @on page 111 To step @on page 112
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©® Realtime recording (when selecting “replace,” “overdub,” or “punch”

in step #5)

Select a track to be recorded and set the tempo.

TRACK
SELECT

Tt
BB

( \ i : |
o (u“ up the VOICE dlspluy » Tuke reklace EERegTr*ack Jm |
(uaniize off i Neas — lempo
1 4 UECNO WES SETUE oIC ARF KATL ALL TR |
: [=] I:I I:I [=] I:I I:I I:I I:I I:I oo
LIJolume 168 E E 4-4 L Scene track
'F' : Tempo track
E mMaTIES %
— SEeeToeE <
=EE AR (L ® Foms o 3
‘@lﬁ it ] DDDDD‘D_" it o 0
\ W ool &5 coooog et A e B -
| HEEE 8
.
@
.!
| N 6
Select the desired voice to be recorded to a track. 0 Set the Arpeggio
ank lumber
‘ Bu Nu related
) E I'i'l o parameters as
. e or desired from the
o Y i s B9 55 ARP display
' / CJ (page 189).
Turn the Click on.
( \ ( \ . PREI BB[HP PDer‘Gr‘and]
m Start recording. @ Stop recording. Press the [»] BESEERECEEEREoEE
Press the [»] button. button to hear Uolume 1@@@I 474
You will be given SEo TRANSFORT the newly
a one-measure Id - » re(orded so“g - .
countin prior to N
the first r:eosure TocuTe I:I I;I EEQRIEANSEOR Iy B B
[ 4 . .
actually recorded. ° O C - > > = = : : °
Sty i DDDD{%D
o . 0 5
REC u » REC u »
——— Play the ’ ‘ @ Record to other tracks as
keyboard. I desired by repeating steps

#6 - 14.
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bEcno oves or

5 &9
B [55 hel

Select a track to be recorded and set the MIDI event type to be
recorded.

TRACK
SELECT

DEEEEE

ELEMENT/ PERF. PART/ZONE ———

Tempo track

Tk

Event. note ﬁ FF

MIDI event Tempo

@ Step recording (when selecting “step” in step #5)

(o (all up the VOICE dlspluy )
Uolume IBB@ E 4.4 4 133,08
=I5
OO0 0Od
D% OO0
\. J

Select the desired voice to be recorded to the track.

Belnk Number

P, FEC FRE2 H17L5t: Strlng‘:l
ElE T E BT ENT 13
L EfEoOooooooEoe00
Uoice PREZ ]

Volume 186 Fan Fi 138 H
s,

[

DYAMAHA

e o |

Oooooon

:MM Erthy - A
%EW S:: ET:’D % [=f=)=f=l=}=) &

i I——
T
@ o EEEEEEEs o~
oooooons & 7

oo =
T ot
i e it e s i

[

==

(0 Start recording.

Here, enter the Note Event.

SEQ TRANSPORT

CICICI

e

0 Move the cursor to the Pointer and set the
location to be enfered (page 185).

Set the velocity (Value), Step Time, and Gate

D é 5 Time (page 185).
@ 0 Press the key fo be recorded.

Repeat sfeps #1 - 3 fo enter notes one after
another.

s s s s s s s s ikl
ool ooilz [TTIE]

Pointer Eﬁm@ SterTime F C@1z@)
Ualue GateTime el
F UOICE

REST I TIE J DELETE J ERkDEL

Moves the pointer backward by one step

and deletes all notes at that location.

Press this to actually delete the note events at the
current cursor posifion.

When the [F4] buton is pressed to enter a tie, the
preceding note is lengthened 1o the full step time.

Press [F3] to enter a rest as long as the specified step time.

J

@ MOTIF Quick Start Guide

Stop recording. m Press the [»] button to hear the
newly recorded song.

SEQ TRANSPORT
- - >

LOCATE 1 2

SEQ TRANSPORT

2]

LOCATE

i

== ==
O O O
REC ] REC >

mlm

Dvo

[

Record to other tracks as desired
by repeating steps #6 - 12.



9. Sampling to a Song Track

Sampling with Song Playback (Integrated Sampling Sequencer)

Basic Structure (page 54) - Reference (page 234)

We’ll pay another visit to the sampling feature, and sweeten our song with some “ear candy” sound effects and
background vocals. The sampling we did earlier was of a different variety; you sampled a rhythm in the Pattern mode
and “sliced” it into separate pieces so that it would loop properly and automatically adjust to any tempo changes.
Here, we’ll try a different type of sampling, where the Slice operation is unnecessary — since a short sound effect
doesn’t need to stay in tempo, and you can sing the background parts in time with the song as you sample them.

BIT13 For details about how to connect external audio equipment or a microphone to the MOTIF, see page 23 .

(g . L) (g . )
o In the Song Play mode, specify the point € Enter the ) e Call up the DEST display.
(measure) in the song at which the Sampling Record
recorded sample will start. mode. SFFLE Sordl _____ 1
Track
SONG PATTERN FILE
SF1 SF2 SF3 SF4 SFS5 [INFoRMATION |
LSRN e urury () Jd 0O
F1 F2 F3 F4 F5 F6
Transi+ B E 4.4 @
FLA GROOLE [x] |
\ \_ . J
f
. \
YAMAHA = I ==MOTIES
e £ BEEEEEEE 5
oo | @ ICEEEEEET R
DEE - DDDDD?E‘%% OEEoooos S
5o4 nooaooa |[O=5 coooasEn @
ER)
|
(4 . )
(: Select a track to be recoeded. ) 0 Call up the SOURCE display.
Select "stereo” or "mono."
]
0 2 s 4 5 3 7 3 e Sand L sk ]
OooOoEOoEad O 1ye, EREER e sl o
secno no s v w w w s frequency
or :
CI@IZI o e i s f s e
L
/ SF 1 SF2 SF3 SF4 SFs
‘ i% F1 F2 F3 F4 F5 6
TVFE: SLIGE Sondl SOURCE:A-~D : D D D D D
o Track
\ J 0 Select a sampling type.
For Type, select “sample+note.”
Select a sampling source.
For Source, select “A/D."
\. J
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0

Enter the Sampling Standby mode.

From this display, set the Trigger mode. Here, select "manual.” Play
back the external CD player to check the Input level. You can adjust the
Input level for optimum level by using the GAIN knob on the rear panel.

FEC

T —— |

127 hi—Monitor level

Input leve
[ FEC

Trigger mode—|||Tr~igger~Mode TERMEN | [ Rechionitar
VIR L
TRIGGER ~ - B

SF5 INFORMATION

OO0 0O0OQg

éﬁﬁﬁﬁ?

o Start sampling.

Press the [F6] button to sfart sampling. Also start the
external CD player to play back the phrase to be recorded
or sing into the microphone.

SO [oksoksoktooksok ]

FiE CORDI NG|

SFs INFORMATION

OO0 0O0OQ

ﬁﬁﬁﬁﬁ{%

\

\

©YAMAHA

0 =MOTIF6
EEE (?) it it e
BEo = oooooons 8§
Bo= TadaoaT™ DSD’ e[ [l
[Tt coaoog |og it it T T o Yo e

—

©

Stop sampling by pressing the [F6] button again. )

Sondl 1
Ture Mono<Sterec stereo
Freduency 44. 1k

Source 51%

QUFCE [

Fs INFORMAT\ON

D000 0d

(o Go back to the Song Play mode

A @ Record samples to

and play the song to hear the other tracks as

recorded sample. desired by
repeating steps
FILE #] = 9

ATED
NG MIXING  UTILITY

\

DDDDD{}E
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Sampling with Song Playback (Integrated Sampling Sequencer)

10. Song Track Mute and Scene
Reference (pages 180, 181)

These two powerful features give you even greater real-time arranging control. You can turn tracks on and off and
switch among Song Scenes, as the song plays — and all your moves can be recorded to the special Scene track. This not
only lets you hear the various song arranging possiblities, it lets you record them on the spot.

For example, sample an audio rhythm phrase to one of the tracks of your song, and turn on the Track Loop function
(page 182). As the song is playing, you can fly the thythm part in and out of the song by alternately un-muting and
muting the track. To do this, enable recording and select the Scene track (as described in step #3 of MIDI recording on
page 103), and record your track mutes in time with the music by pressing the Track number button, then the appropriate
track number buttons. This hands-on approach really lets you feel the changes you make — since you perform them in time
with the rhythm — and gives you the power to improvise great musical arrangements on the fly.

1 2 3 4 5 6 7 8

Scene track Mute on Mute on Mute on Mute on

LT3 1 P ) O A A ) R

Song Playback
Track 1 IPPPPRIFEP Y

IPPPRRIFRFPRY

In addition to Track Mute, the MOTIF also features a versatile Song Scene function. Song Scene lets you make
various changes to the tracks (such as pan, volume, and others), and take a “snapshot” of those settings — which you
can recall at any time with a single button press.

A maximum of five Scenes can be stored, to the five Scene buttons ([SF1] - [SF5]). To instantly call up a Scene and
change the tracks, simply press the appropriate button [SF1] - [SF5]. Just as with Track Mute, you can record these
Scene changes as well, by “playing” your button presses along with the music.

Quick Start Guide

Setting 3 ©@eO® £

el el il el il Y
Setting 2 ) i i E Setting 4

A oo (OXOROXO)
el el il el 1 [ Sore

ﬁﬁﬁﬁﬁﬁﬁﬁ @ o |SF1| |SF2| |SF3| |SF4| |SF5| o

Setting 1 ®9e@®|| . . . . . . ., =

Il ol Bl

) i it e it N

You can use the Song Scene function from either the PLAY display in the Song Play mode or the SETUP display in the
Song Record mode. In the example instructions below, the PLAY display in the Song Play mode has been called up.

Setting 5
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Sampling with Song Playback (Integrated Sampling Sequencer)
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@ Select a song in the Song Play mode.

A
B [55 fel
or

SYNLEAD  SYNPAD/  SYNCOMP CHROMATIC
ERCUSSION

f

= =

ELEMENT/PERF.PART/ZONE

DEEEEEn O

N\ (7

TRACK
SELECT

MUTE

soLo

Make the desired settings for the Song Scene.

e Select a frack and sef it up as you want with the desired voice, then change
the pan and volume seftings by using the Control knobs and sliders. Each track

can have ifs own independent setfings.

TRACK
SELECT

) i s s

——— ELEMENTPPERF PARTIZONE ———

s

16

® You can even mute/un-mute several frack fogether at the same time — for
dramatic arrangement fricks in which several instruments drop out or come in

instantaneously.
o s s s e
s sl oo il

~

DYAMAHA

2 m@ D_TI]E’S

Doooaoos 8
i Y B

i Y i e

(- Create other Song Scenes as desired. o Save the Song data to a )
Change the seftings again, as you did in memory card or SCSI device
step #2, and store the Song Scene to a (page 97)
\_ different button, as you did in step #3. pag * )
Simultaneously hold down the [STORE] button... K(OU can recall the When you call up o cerioin\
o desired Song Scene Song Scene, the values for
1w e ws s settings by simply the Control knobs/sliders
OO oo pressing any of the ss_ instanily jump to the seftings
Song Scene |:| |:| |:| |:| made for the Scene
([SF1]~[SF5]) [regardless of the pysical
buttons. position of the
_ knobs/sliders).
\_ ...and press the appropriate button ([SF1] ~ [SF5]). ) \_ )
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Sampling with Song Playback (Integrated Sampling Sequencer)

11. Song Mixing and storing the settings as a template

Reference (page 205)
In this final step (other than saving your precious work, which we’ll cover next), you can mix down your tracks with
the Song Mixing function — adjusting the volume balance and pan setting of all the parts and tweaking the effect

levels. Moreover, you can save your mixing settings as a template (up to sixteen templates can be saved), then call up
the appropriate template when mixing down a song that has a similar track structure.

\ (2 )
(0 Enter the Song Mixing e Select a part. (. Select the h
mode. 8 E = E s = desired
or s LE parameter
sove_arEmn i BB E I;‘?@ s and adjust it.
\ U | oo
"SARNE | Mixme - urumy BIIA When a Multi part Plug-in board (PLG-100XG) has been installed to slot 3, the
display for Parts 17 - 32 can be called up. When a Single part Plug-in board has
been installed to any of the three slots, the PLG 1~3 part display can be called up.
\. /.
U
(©) call up the desired display. )

ilz 4 Hi3
AF R AE AP AP AF AF FlP FlP AF FlP FlP FlP AP AF AF] VAMAHA
a|0|0o 0 0 0

o OOoooeng & =

i 0. i . (]
T{T T T SBEDoooe D 5
AL WOICE FSEHD e -]
= oooooooa o 0
L ]
SF SF2 SF3 =] ]
(N I I I I O I . 2
LT L Set the desired parameters w
O oo oo g for the other parts, repeating ]
-]
E steps #2 - 4 above. ]
BITIE A wider variety of detailed editing
k ) controls is also available in the
Song Mixing Edit mode.
f \
Call up the TEMPLATE display
: (o Select the destination template number. )
820500 Ronniel
Move the cursor to the femplate number and select the number fo
Temelate . .
, which the seffings are fo be stored.
WAL Init Ferf 1 #% Current
o -]

SF1 SF2 SF3 SF4 SF5 INFORMATION

[E [ThES G2LSD0 Ronnisd
(N O O O
F1 F2 F3 F6

Temrlate
» [ Init Pers 1 4% Current

[ wcer ¥ wFuT )

Template number

N\ Name the template.
o Execute the Store operation.
SONG WERME E1LC 1 Temp\ole name
Are You sure?  [YES1-LNO] B2LS00 Ronnied
m DECINO. NCIvES Tenelate
UOLAFAM]  AD UOICE | EFSERD » ATemrlatE 1| #% Current
I:I [ #cET ¥ w«FUT
SF1 SF2 SF3 SF4 SF5 = =
. . rs - v \ D Q BILIA For details about naming, see page 75.

BT The template stored above can be recalled by pressing
the [SF4] (GET) bution from this display.

\. J
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12. Saving and Exporting the recorded song to external PC (File Utility)
Reference (page 262)

Now that you’ve created your masterpiece, you’ll want to save it. You can save song data to a Memory card or SCSI
device in the File mode (page 261).

However, for safekeeping and organizational/archival purposes, you may want to store your MOTIF data to a
computer. You may also want to use your computer to do further editing and recording to your MOTIF-created
songs. The File Utility software (contained on the included CD-ROM) lets you do that and more — allowing you to
transfer files back and forth between a computer and the MOTIF via a standard USB cable connection.

Here’s a practical example. Let’s say you want to add a long section of audio data to your song, such as a lead vocal or
an extended guitar solo. Since recording that to the MOTIF may not be entirely practical or possible, you may want
to transfer your song to a computer, then record and edit the new audio tracks on the computer. First, you should
save the song data in Standard MIDI File (SMF) format to Memory card or a connected SCSI device, then transfer the
MIDI file to the computer with the File Utility software. Once you’ve imported the MIDI file to sequencer software
on your computer, match the MIDI send and receive channels (computer-to-MOTIF) so that each track of the
sequencer song data plays the appropriate part on the MOTIF. Finally, play back the song and record the desired

audio parts (vocals, solos, etc.) using your audio/MIDI sequencer.
Save |;|

==

Load 1=
Lee |

PC

+

File Utility

Memory card  SCSI device

BLT0d For details about the File Utility software, refer to the electronic documentation contained in the included CD-ROM.
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Remote Control for external sequencer (Real-time external control surface)

Remote Control for external sequencer
(Real-time external control surface)

Basic Structure (page 65) - Reference (page 256)

In the last section, you saw how a computer could be used conveniently to augment the features of the MOTIF. Here,
we’ll look at a feature that turns the tables and lets you conveniently use the MOTTIF to control your computer.

The Remote Control function lets you use the hardware controls on the panel of the MOTIF to control a variety of
fundamental operations on the sequencing software of your computer. You can mute your tracks, control the
sequencer transport (Play, Stop, Record, etc.), mix both MIDI and audio tracks (up to 16) with the MOTIF’s knobs
and sliders, pan the tracks, control EQ, and tweak effect sends — all without ever touching the mouse. Not only is
this a more convenient and efficient way to work — since it gives you dedicated controls for the functions you use
the most — it also (with the knobs and sliders) gives you finer control over crucial level parameters. If you've ever
used a mixing console or a hardware sequencer, you’ll love being able to finally control your sequencing software
with buttons, knobs, and sliders.

Before you can use the Remote Control function, you’ll need to set up the system as described below.

(o Connect your computer to the MOTIF via USB cable. See page 25. )
\ /3
.f;'
€ Install the USB MIDI driver and the setup file for the sequence software (contained in the included CD-ROM) to your computer. ) -
For details on how to install, see the Installation Guide manual. 8
) 1]
]
GXD: s
SYAMAHA
GYE s — — [ |
(g . . o )
9 Select the template for your particular sequence software in the Utility mode on the MOTIF (above).
0 Enter the Utility mode. Call up the OTHER display Call up the REMOTE display in
in the MIDI menu. the CTLASN menu.
LUTILITY I o
"GhEUNG. MIXING | UTILITY ?ﬁE&PéEQDUT ﬁImil Set $Sggte %
0 Move the cursor to the 6 Select the Template type.
IBE —— — MIDI IN/OUT parameter e
Noteshirt ﬁ Pl and set to USB. set Benote Lonelats
[ 1a ] EEEEE m
HEFFA 1.0 UOICE CTLASH HMIDT - T I..II:III::EFT _— PREMSOSTERI TO T.|
\. J
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o Turn the Remote Control function on by pressing the
[REMOTE CONTROL ON/OFF] button so that its lamp flashes.

REMOTE
CONTROL
ON/OFF

Call

0 o)
(2}3)

(213

|':||:||':||':||':|
Ooooooo ()l

0 Select a track on your computer’s sequencer from
the MOTIF.

The [1]~[16] butfons correspond to the respective numbered
tracks on your computer's sequence software.

(1 1 1 (5 ) 0 (0

ELEMENT/PERF. PART/ZONE
9 10 11 14 15 16

TRACK
SELECT

SOLO

Turn the track of the sequencer on or off (mute).
The [1]~[16] butfons correspond to the respective numbered
fracks on your computer’s sequence software.

(53 I (51 (53 50 0 (5

ELEMENT/PERF. PART/ZONE

1 B B

TRACK
SELECT

1 14 15 16 MUTE

0 Control the selected track of the sequencer by

using the Control knobs.
For defails about the parameters that can be controlled, see
page 257.

O PAN  REVERB  CHORUS  TEMPO
O CUTOFF RESOMANGE ATTACK  RELEASE
ASSIGNA  ASSIGNB ASSIGN1 ASSIGN2

RN [SH [SH R
O MEQLOW MEQLOWMD MEQHIMID MEQHIGH

KNOB |-
CONTROL
FUNCTION

NUMBER

NUMBER

@ Operate the Control knobs or sliders on the MOTIF's panel as required.
BII Functions to be controlled by the MOTIF differ depending on the software you use. For details, see page 256.

Control the level of selected track of the sequencer
by using the Control sliders.

VOLUME 1 VOLUME2 VOLUME3 VOLUME 4

cs1 cs2 cs3 cs4

ZONE1 ~ ZONE2  ZONE3  ZONE4

N
w
IS

When the selected tracks are 1-4:

o
o
~
o]

When the selected tracks are 5-8:

©
-
o
N

When the selected tracks are 9-12:

When the selected tracks are 13-16: | 13 14 15 16

6 Control the transport functions on the sequencer.
The [SEQ TRANSPORT] buttons can be used to control Start, Stop,

Forward, Rewind, and Record on the computer sequence software.

SEQ TRANSPORT

« -
LOCATE 1
[E=E

]

[

REC

)

[ o
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Function Tree

This section is devoted to explaining the function of every setting of every parameter in every display of the MOTTF. If you
have questions like “I wonder what this button does...” or “How does this parameter work?” — this is the section you should
refer to. The Reference section is divided according to the various modes of the MOTTF. As you use this section, please keep in
mind the following points:

@® The section for each main mode (Voice, Performance, Song, Pattern, Sampling, Utility, File, and Master) begins
with a Function Tree chart. Each chart shows the various menus and parameter groups for the mode — exactly as
they are organized and appear in the display. Using these and the simplified chart of the modes on page 30, you
can easily understand the relationship of the various functions and parameters as they apply to the entire
operation of the MOTIF.

@ At the beginning of the section of each mode, you’ll find “Basic Procedure” instructions. These briefly show you
the necessary operation steps for the relevant mode, and are applicable to all of the functions and parameters in
that mode. In other words, once you’ve mastered the Basic Procedure of the mode, you’ll be able to quickly and
easily work your way through any and all of the operations in the mode.

Voice Mode

Basic Structure (page 42)
Function Tree

This section is devoted to the Voice mode. To see how the Voice mode relates to the entire structure of the MOTIF
and its other modes and functions, see the simplified chart in “Basic Structure” on page 30.

Reference V\oice mode

The following detailed chart shows all of the display menus and parameter groups of the Voice modes — giving you a
quick, easy-to-understand overview of the voice-related functions of the MOTIF.Brackets around a word or phrase
(e.g., [F1]) indicate specific button names or panel operations.
[VOICE]
[INFORMATION] VOICE INFORMATION - - -« -+« e ettt e e e e P. 275
[VOICE] VOICE PLAY - - - -« c ettt e e e e e e e e e e et e e et e et et e P. 124
[F1] VOICE PLAY - -+« + c e e et ettt e et ettt et ettt P. 124
[F2] PLUGHIN BANK - -« « o e ettt e e et et et et P. 128
[F4] VOICE PORTA vttt ettt P. 128
1525 Y0 ][] = =] T P. 128
[F6] VOICE ARPEGGIO -« - -+« v o v s e et et e e et et et et et P. 128
[CATEGORY] VOICE CATEGORY SEARCH - - -« - v v e e et et P. 126
[FAVORITE] - -+« v ettt et e et et et e P. 127
[EDIT] VOICE EDIT (NORMALY) « =+« + + + v s et e s et ettt et e e ettt ettt e P. 129
[COMMON] NORMAL COMMON - =« =+« =« + « s e e e e et e et P. 130
[F1] NORMAL COMMON GENERAL =+« + + =+ v v veveeenneens . 130
[SFA] NAME « -+ v vveveeeaeeaenns . 130
[SF2] PLAYMODE . 130
[SF3] MEQ OFFSET -« v v v revrreeecnaneaeees P. 131
[SFA] PORTA «+ v v vereseenee e P. 131
[SF5] OTHER - - - - 132
[F2] NORMAL COMMON OUTPUT - - - . 132
OUTPUT +rrmennnee s . 132
[F3] NORMAL COMMON ARPEGGIO « « ++ =+ v s vvsvseeeeneens . 132
[SFA] TYPE -+ v v eeoeeeeeeeaene . 132
ISF2] LIMIT + - e e e e e P.133
[SFB] PLAY FX « v v vvrrvmeeeeeeieaaeeee P. 133
[SF5] CLEAR USER ARPEGGIO . 132
[F4] NORMAL COMMON CONTROLLER SET - -+« v v eveeeeeeeens P. 134
[SFA] SETH/2 + v vveeeee e P. 134
[SF2] SET3/4 - - - - 134
[SF3] SET5/6 - - - . 134
[F5] NORMAL COMMON LFO - - - - - - - 135
[SF1] WAVE - - - - 135
[SF2] DELAY - -+« cvvmveeeeeeeiaenns . 136
[SF3] DESTINATIONT =+ v vveeeeeeeaeeaeaes P. 136
[SF4] DESTINATIONZ ««+ vt vvveveneneneneneeenans P. 136
[SF5] DESTINATIONS =+« v v vveneeeeaeeneenees P. 136
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[EDIT] VOICE EDIT (DRUM)- -

L[Fﬁ] NORMAL COMMON EFFECT + + + + = v v v v v s nmeeeennniiiaeeennns

[SF1] EFFECT CONNECT: -« - v v v vvr s
[SF2] INSERTIONT =+« v v e eveeeeeeeeeeeeeaeee
[SF3] INSERTION2 -« - v vvveeee e
[SFA] REVERB «« v v rvesemen e
[SF5] CHORUS -« - v vvv e

[Element selection] NORMAL ELEMENT 1-4 =« =« s v s v s e resesese e

[F2] NORMAL ELEMENT PITCH - - -
[SFA] TUNE -+
[SF2] VELOCITY SENS
[SF3] PEG -+« "
[SFA] KEY FOLLOW v v v v s s eeesseeeeee
[Fs] NORMAL ELEMENT FlLETER .....................................
[SFA] TYPE - v v vv v s eeees s e e
[SF2] VELOCITY SENS «+« v v rrrrrrreesaeeeennns
[SFB] FEG + v v rvr s eeees s eeeee e
[SF4] KEY FOLLOW « <« n# v v v srrenaseenaeeen s
[SF5] SCALING <+ + v vess s eemee e e
[F4] NORMAL ELEMENT AMPLITUDE - - -
[SFA] LEVEL/PAN <+ -+ v v vee s eeeeee e
[SF2] VELOCITY SENS: + + ¢+t v v rrsrrseenaeeeenns
[SFB] AEG + v v v v s s eemes s
[SF4] KEY FOLLOW « <« n# v v v srrensseen s
[SF5] SCALING <+ + v vess s eemee e e
[F5] NORMAL ELEMENT LFO: « =+ + v r# v v s e e sseemse ettt
[F6] NORMAL ELEMENT EQ

[COMMON] DRUM COMMON =« = 5 v s v sr e e s se s et

[F1] DRUM COMMON GENERAL ......................................

[SFA] NAME «r e ereeee et
[SF3] MEQ OFFSET ««+ v v e eeeeneeeenns
[SF5] OTHER: ++ -+« t v teeete et
[F2] DRUM COMMON OUTPUT .......................................

OUTPUT - -« v+ e e ettt et et
[FS] DRUM COMMON ARPEGGIO .....................................

[SFA] TYPE « o v o e teee et
[SFR] LIMIT -+« e e e
[SF3] PLAY FX- - .
[SF5] CLEAR USERARPEGGIO =« « v« rswvsveeee
[F4] DRUM COMMON CONTROLLER SET "« «+ v« s vesveeseeeeee

[SFA] SETH/2: -+ v v nem e
[SF2] SETB/M + ot v trmeee et
[SFB] SETS/: -« v v e e eeee e
[F6] DRUM COMMON EFFECT <+« <+ -+ s et miatietaiaciii

————[SF1] EFFECT CONNECT

[SF2] INSERTION1 -
[SF3] INSERTIONZ « -+ oo eeeeeeeeeeiee
[SFA] REVERB ++ v nrteteaeiniai,
[SFS] CHORUS - -+« + oo ee e e

[Key selection] DRUM KEY CO-CB+ « « ¢« +«rr st rrrsstee ettt

[F1] DRUM KEY OSCILLATOR "« # # # # « «r vt s s s s s ssse s
[SFA] WAVE v v v s s eemeee e
[SF2] OUTPUT
[SF5] OTHER: -
[F2] DRUM KEY PITGH: v v v v v v e e eeeessssssse e

[SFA] TUNE -+ v v v v r s eemee s e e e

[SF2] VELOCITY SENS -
[F3] DRUM KEY FILTER «©« v+ errssmmsmsssnee e

[SFA] GUTOFF: -t

[SF2] VELOGITY SENS: - « v v+ vverseeeeeeee
[F4] DRUM KEY AMPLITUDE * # # + # # # v rr s s s s s sssse s
[SFA] LEVEL/PAN <+ + v v ve s s eeeeee e
[SF2] VELOCITY SENS: + « -+t v v rerrrrseee e eenns
[SF3] AEG
[F6] DRUM KEY EQ - v v v v v v e e eemmmsss s sss s e
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140
142
143
. 143
144
. 145
145
. 145
145
. 146
. 146
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. 150
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151
152
. 152
152
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. 152
. 153



[EDIT] VOICE EDIT (PLUGHINY - + -+« v v vttt

[COMMON] PLUGHIN COMMON « « + + v v s ee e ettt

[F1] PLUG-IN COMMON GENERAL: - -+ v+ v rve e
[SF1] NAME: « -+ o v e
[SFZ] PLYMODE ..................................
[SFB] MEQ OFFSET ...............................
[SF4] PORTAMENTO -« +vvvvreenee e
[SFS] OTHER ....................................
[F2] PLUG-IN COMMON QUTPUT « + - -+ v vev e
OUTPUT .........................................
[F3] PLUG-IN COMMON ARPEGGIO - - -
[SF1] TYPE «« - v v e
[SFZ] LlMlT ......................................
[SFB] PLAY FX: o rrr e e
[SF5] CLEAR USERARPEGGIO - <« v+ -vvvvreeeeeees
[F4] PLUG-IN COMMON CONTROLLER SET «+ -« v v v vvvrvrreeeeee e
[SF1] SET1/2 .....................................
[SFZ] MW e
[SF3] AT -
[SF4] AC ........................................
[F6] PLUG-IN COMMON EFFECT «+ v v vvvevee e
[SF1] EFFECT CONNECT: + -+t vt vverrensnenenenens
[SF2] INSERTIONT -« v v vveeeeee e
[SFB] |NSERT|ON2 ................................
[SF4] REVERB ...................................
[SFS] CHORUS ...................................

[Element selection] PLUG-IN ELEMENT -+« v o ovveeeeeeeeeee e

[F1] PLUG-IN ELEMENT OSCILLATOR =+ + -+« + e v e seeesees e

[SF1] WAVE ......................................

[SF5] OTHER: - -
[F2] PLUGHIN ELEMENT PITCH «+ v v v eeeeeeinaie e
[FS] PLUG_'N ELEMENT F”_ETER ....................................
[F4] PLUG-IN ELEMENT NATIVE PARAMETER - - -« v v vveereeeaneesns
[F5] PLUG_'N ELEMENT LFO .........................................
[F6] PLUGH-IN ELEMENT EQ -« v+ cv v reessees e

[EDIT] VOICE COMPARE -« « + + =+t s vt sttt sttt ettt ettt

[JOB] VOICE JOB - - - - -
[F1]
[F2]
[F3]
[F4]
[STORE] VOICE STORE

INITIALIZE - - -
EDIT REGALL: « + + + + o v v v v e e st ettt et ettt e e e e e e e
COPY + + + + ettt e e e
BULK DUMP =« « # + ++ s s o ettt e et ettt e e ettt e ettt

Function Tree
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Voice Play mode

Basic Structure (page 30) - Quick Start Guide (page 80)

In this mode, you can select and play individual Preset
and User voices, as well as Plug-in voices (when
installed).

BLT For details about voice types and memory (bank)
structure, see page 43.

¢ Basic Procedure

] Press the [VOICE] button to enter the Voice Play
mode. (The indicator lights.)

Yolee
TC'T Indicates the Keyboard
/N MIDI transmit channel.
’ See page 127 for details.
(TCH= 1
PRE1 : 881 (AA1 > @cT:+a

AP : PowerGrand

(EEE [AzE] EEIFLT-FraGEEReus
L_Elay [ |

Indicates the functions
assigned to the respective
Control knobs. See pages
254 and 256 for details.

Indicates the current
selected voice.

Indicates Keyboard Octave
setting set via the [OCTAVE]
buttons. See page 127 for
details.

® Bank and Voice Program number

PRE1 : 881 (AA1 )
T

Number (selected via the
NUMBER [1]-[16] buttons)

Group (selected via the
GROUP [A]-[H] buttons)

Voice Program number (corresponding to
Groups A to H and Numbers 01 to 16)

Bank (selected via the BANK buttons)

® Category and Voice name
AP : PowerGrand
[ [

Voice name

Category
2 Select a voice.

3 Set the Keyboard Octave or MIDI transmit
channel.

@ MOTIF Reference

4 Select the menu you wish to edit by pressing the
[F1] - [F6] buttons and edit the parameters in each
display.

BITiid When the Plug-in voice is selected (when the

Single part Plug-in board is installed), you can
press the [F2] button to call up the BANK display.

5 Store the settings edited in step #4 to the User
Memory as required.

6 Press any other mode button to exit from the Voice
Play mode.

e For detailed instructions on steps #2 - #4, see the
following explanations.

e For details on step #5, refer to “Voice Store
mode” on page 159.

Voice Selection

The explanations here apply to step #2 of the Basic
Procedure described above.
There are four ways in which you can select a Voice.

e Using the BANK, GROUP, NUMBER buttons
e Using the [INC/YES] and [DEC/NO] buttons
e Using the data dial

e Using the Category Search function

B Using the BANK, GROUP, NUMBER
buttons

; CATEGORY
‘I oRUMKITS [ric: | SEARCH BANK
FoRTES S o s o =
5 G W section | GROUP
2 S s swoow o WISCATX oo
TRACK
v B 3 T B G 7 0 SELEeT
3 NUMBER
5 10 1 12 13 s 1 wuTE
SOLO

BITdThe explanations here apply when
these four button indicators are off.

] Press any of the BANK buttons to select a Bank.
e To select a Normal voice, press any of the
[PRE1] - [USER] buttons.

PRE 1 PRE 2 PRE 3 GM USER
—) —) o—) o—) o—)

A.PIANO  KEYBOARD ORGAN GUITAR/ BASS
PLUCKED



e To select a Plug-in voice, press any of the
[PLG1] - [PLG3] buttons.

PLG 1 PLG 2 PLG 3
—) —) —)

STRINGS BRASS REED/PIPE

e To select a Drum voice, simultaneously hold the
[DRUM KITS] button and press the [PRE1],
[GM] or [USER] button.

DROM XITS [ PRE/_ W PRE 2 PRE 3 GM USER
L R | — | — | S— | S—
e
AN

NO KEYBOARD ORGAN GUITAR/ BASS
PLUCKED

The following display (or one similar) appears.

LI0 T CE "lds Lgice
ERNE BEE  SROUF BEECEEEER
i Powereds] & RockMono| 2 TIHiRELL[HE Analod TS
2 DrdStand e Hir HollpeREE Kitlfs Tekno Ki

= RockStl |7 HiP HorZHREE EitZisHouse Ei
4 BockSt2 |8 HirStick|[iz AnalodT9)E House Ki

2 Press any of the GROUP [A] - [H] buttons to select
a Group.

3 Press any of the NUMBER [1] - [16] buttons to
select a Voice. The MOTIF returns back to the
Voice Play display.

TCH= 1
PDR : 8682 (A2 ) OCT i 4@
Dr: DryStandrd
FES [AZE] Az 1] FEA
_FLAY | | EG | HRF |

Voice Play mode

® Voice program numbers and the corresponding
Group/Numbers

Voice Program | Group | Number | Voice Program | Group | Number
Number Number
001 A 1 065 E 1
002 A 2 066 E 2
003 A 3 067 E 3
004 A 4 068 E 4
005 A 5 069 E 5
006 A 6 070 E 6
007 A 7 071 E 7
008 A 8 072 E 8
009 A 9 073 E 9
010 A 10 074 E 10
011 A 11 075 E 11
012 A 12 076 E 12
013 A 13 077 E 13
014 A 14 078 E 14
015 A 15 079 E 15
016 A 16 080 E 16
017 B 1 081 F 1
018 B 2 082 F 2
019 B 3 083 F 3
020 B 4 084 F 4
021 B 5 085 F 5
022 B 6 086 F 6
023 B 7 087 F 7
024 B 8 088 F 8
025 B 9 089 F 9
026 B 10 090 F 10
027 B 11 091 F 11
028 B 12 092 F 12
029 B 13 093 F 13
030 B 14 094 F 14
031 B 15 095 F 15
032 B 16 096 F 16
033 C 1 097 G 1
034 C 2 098 G 2
035 C 3 099 G 3
036 C 4 100 G 4
037 C 5 101 G 5
038 C 6 102 G 6
039 C 7 103 G 7
040 C 8 104 G 8
041 C 9 105 G 9
042 C 10 106 G 10
043 C 11 107 G 1
044 C 12 108 G 12
045 C 13 109 G 13
046 C 14 110 G 14
047 C 15 111 G 15
048 C 16 112 G 16
049 D 1 113 H 1
050 D 2 114 H 2
051 D 3 115 H 3
052 D 4 116 H 4
053 D 5 117 H 5
054 D 6 118 H 6
055 D 7 119 H 7
056 D 8 120 H 8
057 D 9 121 H 9
058 D 10 122 H 10
059 D 11 123 H 11
060 D 12 124 H 12
061 D 13 125 H 13
062 D 14 126 H 14
063 D 15 127 H 15
064 D 16 128 H 16

MOTIF Reference @
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B Using the [INC/YES] and [DEC/NO]
buttons

Pressing the [INC/YES] button increases the number by 1.

Pressing the [DEC/NO] button decreases the number by 1.

DEC/NO INC/YES

| Tl__I

Increases number

Decreases number

Use the [INC/YES] and [DEC/NO] buttons to step up
or down through the available voices. Naturally, this
also lets you switch to the next available Group, up or
down. For example, if the currently selected voice is
A16, pressing the [INC/YES] button selects Voice BO1.
Hold either button down to continuously scroll
through the voices.

B Using the data dial

Rotating the data dial to the right (clockwise) increases
voice number, while rotating it to the left (counter-
clock wise) decreases it. This control works in the
same way as the [INC/YES] and [DEC/NO] buttons,
but lets you scroll through the voices more quickly.

This convenient feature lets you select voices according
to their instrument type or application. The voices are
divided into sixteen different categories, and these
category keywords often give you a clear idea of the
characteristics of a voice that might not be apparent
from its name.

B Using the Category Search function
Category Search lets you quickly locate the type of
voice you need, regardless of its bank location. For
example, by specifying the A. PIANO category, you can
instantly call up a list of all the available piano-type
voices contained in the MOTIF, and select the desired
piano voice from the list.

The MOTTF also features a “Favorites” category, to
which you can assign your favorite voices. This is
convenient especially in live performance situations,
giving you quick access to often-used voices — no
matter what their particular category or bank.

@ MOTIF Reference

(CATEGORY
'SEARCH BANK

GROUP

NUMBER

T Tl

SO0

|
BITidThe explanations here apply when
these four button indicators are off.

] Press the [CATEGORY SEARCH] button so that
its indicator lights. The following Voice category
display appears.

Category Voice
|

M)y, cRTEGORY SEARCH
CATEGORY 4

L]
H.Fiarc _____)Jim
]

]
]
]

Sub category

2 Press any of the [PLG1] - [PLG3] and the [A] - [H]
buttons to select a Category. The first voice in the
selected category is called up by this operation.

B The voice categories are printed below the [PLG1] -
[PLG3] and [A] - [H] buttons.

BIT1d Sub categories are listed at the bottom of the Voice
category display. Pressing the [F1] - [F6] buttons
call up the first voice in the selected sub category.

3 Press the Cursor | P | button to move the cursor
to the voice.

Category Voice
|

My, cATEGORY SERRCH Loice
] [5]%]

CATEGORY

Sub category

4 Select a voice by using the data dial.



® Favorite Category

] ~4 Use the same operation as in “Using the
Category Search function” above.

5 Select your favorite voice and press the [F5] button
to assign it to the Favorite Category.

Category Voice
).

L0 ]

CATEGORY

[y, cRTEGORY SERRCH

Sub category

BLT1d To remove the selected voice from the Favorite
Category, simply press the [F5] button again.

6 Set other voices to the Favorite Category as
required.

7 Press the [FAVORITE] button to see the voices set
to the Favorite Category in steps #5 - 6.
DRUM KITS

| —
.~ ~N
/N

FAVORITES
COMMON

-
Mapie=y, cATEGORY SEARCH

Loice

FEE1 HA1 FoweriGra

FAMORITE SELECT

FAVORITE &1 Rgeu

Keyboard Octave and Keyboard
MIDI transmit channel settings

The explanations here apply to step #3 of the Basic
Procedure on page 124.

The two parameters set here affect all selected voices.
However, these parameters cannot be stored to the
voice by using the Voice Store mode (page 159).

Keyboard MIDI transmit channel
|

LUOICE ™ (TCH= 1)
PRE1 : 881 (AB1 ) DT 40

AP : PowerGrand

GHER FiZE] GEIFLT-Fr4EEHERewSe
1L_FLAy | FORTA Ed AFF

i

Keyboard octave setting

B Keyboard octave setting

The [OCTAVE] buttons allow the keyboard to be
transposed up or down by one octave. Pressing the

Voice Play mode

[UP] and the [DOWN] buttons together at the same
time will return the setting to the initial value (0).

DOWN up
— u—)

BIid The MOTIF 8 has no [OCTAVE] buttons.

B Keyboard MIDI transmit channel setting
Press the [TRACK SELECT] button so that its indicator
lights, and press any of the NUMBER [1] - [16] buttons
to change the Keyboard MIDI transmit channel.

' 2 3 4 s 6 7 8 7\3\‘2}5%/(7:
CCCEEAEEE

rrrrrrrrrrrrrr

o o N s w s -
EEE@}EEEE

NUMBER

)

B3 You can set this parameter also in the Utility mode
(page 258). This parameter cannot be stored in the Voice
Store mode.

Voice editing in the Voice Play mode

The explanations here apply to step #4 of the Basic
Procedure on page 124.

The Voice Play mode lets you perform a variety of
general editing operations on the selected voice. For
more detailed and comprehensive editing operations,
use the Voice Edit mode.

BIT1d When a Plug-in voice is selected, some parameters
cannot be edited.

BIT1 The parameters that have the same name in the Voice
Play mode and in the Voice Edit mode have the same
functions and settings.

¢ The [[A] Indicator

If you alter any parameters in the Voice Play mode, the
[A] indicator will appear in the top left of the display.
This indicates that the current voice has been modified

but not yet stored.
Edit ilndicator
UOILE YE) TCH= 1
PRE1 : 881 (AA1 ) oot e

Ar: PowerGrand

GH: GH GEIFLT-Fr4GEEReuSend
1_ELay T FORTA
ACAUTION

If you select another voice during editing, the [A]
indicator will disappear and all your edits will be lost.
It is a good idea to store the edited voice data from the
Voice Store mode (page 159). Even if you lose the voice
edited data, you can restore it by using the Edit Recall

function (page 158).
MOTIF Reference @
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® [F2] Voice Play Plug-in Bank

From this display you can select the particular bank
on the Plug-in board, and determine whether you
will be using a Plug-in voice or a “Board” voice.
Simply put, the difference between the two types of
voices is this:

¢ Board voices are unprocessed, unaltered voices
of the Plug-in board — the “raw material” for
Plug-in voices.

e Plug-in voices are edited Board voices — voices
that have been specially programmed and
processed for optimum use with the MOTIF.

For more details, see page 153.

UOICE FZ2-P:@@1i[EBr: Trumeet. 1 ]
Bank FLSFEEL

[d Settings When a Plug-in voice using the Plug-in
board installed to slot 1 is selected:
PLG1USR (User Plug-in voice), PLGPRE1
(Preset Plug-in voice), 032/000 ... (Indicates
the Bank Select MSB/LSB of the Board
voice. These values differ depending on the
installed Plug-in board)

BITiA This display is available only when the Plug-in
board is installed to the MOTIF and the Plug-in
voice is selected.

©® [F4] Voice Play Portamento

From this display you can select monophonic or
polyphonic playback and set the Portamento
parameters.

Portamento is used to create a smooth transition in
pitch from the first note played on the keyboard to

the next.
FRE1:B&]1 [AF: PowerGrand]
Mono-Fald =S | PortaSw off
{ Portalime (=]
i PortaMode fulltime

® Mono/Poly
Determines whether the Voice is played back
monophonically (single notes only) or polyphonically
(multiple simultaneous notes).

d Settings Mono, Poly

* PortaSw
Determines whether Portamento is on or off.
1 Settings off, on

® PortaTime
Determines the pitch transition time. Higher values result
in longer transition times.
4 Settings 0 ~127

@ MOTIF Reference

® PortaMode
Determines the Portamento mode. The behavior of the
Portamento varies depending on whether Mono/Poly is set
to “mono” or “poly.”
d Settings fingered, fulltime

When Mono/Poly is set to “mono”:

With the “fingered” setting, Portamento is only applied
when you play legato (playing the next note before
releasing the previous one). With the “fulltime”
setting, Portamento is always applied.

When Mono/Poly is set to “poly”:
This is the same as for “mono,” except that Portamento
is applied to multiple notes.

® [F5] Voice Play EG (Envelope Generator)

Basic Structure (page 46)

This display contains the basic EG settings, both
volume and filter, for the voice, as well as the filter’s
cutoff frequency and resonance settings. The
settings made here are applied as offsets to the AEG
and FEG settings in the Voice Edit mode.

PEE1:HE1 LA PowerGrand]
DEFTH CUTOF _FRESO

e :
+Bi+Bi+ @i+ A

ATk DL FEL

GEA i+ @i+ @
mﬁ§+aé———

The full names of the available parameters are
shown in the chart below, as they appear in the
display.

ATK DCY SuUS REL | DEPTH | CUTOFF RESO
AEG Sustain

Attack | Decay | level | Releas

time time eTime Cutoff
FEG Depth frequency Resonance
O Settings -64 ~ 0 ~ +63 (except --- above)

® [F6] Voice Play Arpeggio
Basic Structure (page 55)
This display contains the basic settings for Arpeggio
playback, including Type and Tempo.

PREL1:EE1LAF: PowerGrand]

Eank i Switch of f
Ture S‘H:Ethnlgg i Hold of f

enFo
UelncitHLim%t

127 |

® Bank

Determines the Bank.

(4 Settings prel, pre2, user
* Type

Determines the Arpeggio type. The two-letter prefix before
the name indicates the general Arpeggio category.



* Tempo

Determines the Arpeggio Tempo. When MIDI sync
(page 258) is turned on, “MIDI” is displayed here and
cannot be set.
A Settings 1 ~ 300

Velocity Limit

Determines the lowest and highest velocity in the
Arpeggio’s velocity range. The Arpeggio plays when you
play the note with the velocity in this range.

A Settings 1 ~ 127

BIA Keys played outside the set limit sound normally
without any Arpeggio.

Switch

Determines whether Arpeggio is on or off. You can also
turn Arpeggio on/off from the front panel with the
[ARPEGGIO ON/OFF] button.

1 Settings off, on

Hold

Determines whether the Arpeggio playback is “held” or
not. When this is set to “on,” the Arpeggio cycles
automatically, even if you release your fingers from the

keys, and it continues to cycle until the next key is pressed.

A Settings off, on

Voice Edit mode

Voice Edit mode

In this mode, Normal Voices and Drum Voices can be
created and edited.

There are three kinds of Voices: Normal Voices, Drum
Voices and Plug-in Voices (if a Plug-in board has been
installed). The following section shows how to edit the
different kinds of voices and explains the parameters
available.

¢ The [A] Indicator

If you alter any parameters in Voice Edit Mode, the [H |
indicator will appear in the top left of the display. This
indicates that the current voice has been modified but

not yet stored.

BIT1[3 Even if you exit to the Voice Play mode, your edited
settings for the current voice will be maintained — as
long as you don’t select another voice.

BT The [A] indicator is also displayed in the Voice Play
mode.

¢ The Compare Function

This convenient function lets you switch between the
edited voice and its original, unedited condition —
allowing you to listen to the difference between the
two and better hear how your edits affect the sound.

] In the Voice Edit mode, press the [COMPARE]
button so that its indicator flashes.
The [ @] indicator is shown at the top of the
display (in place of the [@A] indicator), and the

original, unedited voice is restored for monitoring.

EDIT
—)

COMPARE

2 Press the [EDIT] button again to disable the
“Compare” function and restore the settings for
your edited Voice.

BITid While Compare is active, you cannot make edits to
the voice.

Normal Voice Edit

¢ Common edit and Element edit

A Voice can consist of up to four elements (page 42).
Use Common Edit to edit the settings common to all
four elements. There are two types of Voice Edit
displays: those for Common Edit, and those for editing
individual elements.

MOTIF Reference @
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— Indicates a Common Edit display.
PEE1: 881 [AF: PowerGrand]

MainCtard Hame
SubCtard A.FIA

[PowerGrand]

[ HRHE ] FLY HODE m __OTHEFR;

— Indicates a display for editing Element 1.
(ELL) PHEL:0E1 LA PowerGrand]

= | Eark
i WaveMo.
Nauectgru

i [Ar:Fianol St 1
[ wavE ]
“FILTER

ElementSw Preset
AEE 1

¢ Basic Procedure

] Press the [VOICE] button to enter the Voice Play
mode. (The indicator lights.)

2 Select a Normal voice to be edited.

3 Press the [EDIT] button to enter the Voice Edit
mode. (The indicator lights.)

4 Select an element to be edited.

e To edit parameters common to all four elements,
press the [DRUM KITS] button (which serves as
a “COMMON?” button here).

DRUM KITS
—

FAVORITES
COMMON

¢ To edit parameters of the individual elements,
select the desired element with the
corresponding NUMBER button ([1] - [4]).

—J
‘ ’ ‘ ’ ‘ ’ ‘ I ------- Element selection
ELEMENT/PERF.PART/ZON
9 10 1 12
Element mute

 E—  E— | E—  E—
Sl Nl Bl

@ MOTIF Reference

You can mute other elements (those you aren’t
editing and don’t wish to hear) by using the
NUMBER [9] - [12] buttons. Sounded elements
are indicated by lit buttons; the indicator of the
button corresponding to the sounded element
lights.

Select the menu you wish to edit by pressing the
[F1] - [F6] and [SF1] - [SF5] buttons.

Edit the parameters for the selected voice.

Store the settings edited in step #6 to the User
Memory as required.

0 N O O

Press the [EXIT] button to exit from the Voice Edit
mode.

e For details on step #2, refer to “Voice Play mode”
on page 124.

e For detailed instructions on steps #5 - #6, see the
explanations below.

e For details on step #7, refer to “Voice Store
mode” on page 159.

H Common edit

® [F1]-[SF1] Normal Common General Name
Basic operation (page 75)

From this display you can assign the category (sub
and main) of the selected voice, and create a name
for the voice. The voice name can contain up to 10
characters. For detailed instructions on naming a
voice, see “Basic Operation” on page 75.

COMMOH FEE1: @@L [AF: FowerGrand]

[PowerGrand]

MainCLard Name
H.FIA

SubCtard

[ il 0 FL MODE m OTHER
SN[ OUTFUT ETLEET | LFO EFFECT

® [F1]-[SF2] Normal Common General
Play mode

From this display you can make various settings for
the tone generator of the MOTTF, and assign
different Micro Tuning settings.

FRE1:8&1CHP: FowetGrand]

{ M. TuningNo.
BALCE9Lal Teme]

LOJICE COMMON

Mono-Fold
FKedAsgnMode  mu 1§

LT [FLY HODE] m __OTHER:
E. 5 QOUTFUT - =



® Mono/Poly
Determines whether the Voice is played back
monophonically (single notes only) or polyphonically
(multiple simultaneous notes).

d Settings Mono, Poly

* KeyAsgnMode
When this is set to “single,” double playback of the same
note is prevented. This is useful when two or more
instances of the same note are received nearly
simultaneously, or without a corresponding note off
message. To allow playback of each instance of the same
note, set this to “multi.”

[ Settings single, multi

¢ MicroTuning
Determines the tuning system for the voice. Normally, this
should be set to 00 (Equal temperament); however thirty-
one additional tuning systems are available for a variety of
tuning applications and effects.

1 Settings See below.

No. Type Key Comments

00 Equal
temperament

The “compromise” tuning used for most of
the last 200 years of Western music, and
found on most electronic keyboards.
Each half step is exactly 1/12 of an
octave, and music can be played in any
key with equal ease. However, none of
the intervals are perfectly in tune.

01~12 Pure major C~B | This tuning is designed so that most of
the intervals (especially the major third
and perfect fifth) in the major scale are
pure. This means that other intervals will
be correspondingly out of tune. You need
to specify the key (C~B) you will be
playing in.

13~24 Pure minor A~G# | The same as Pure Major, but designed
for the minor scale.

25 Werckmeister Andreas Werckmeiser, a contemporary of
Bach, designed this tuning so that
keyboard instruments could be played in
any key. Each key has a unique

character.

26 Kirnberger Johann Philipp Kirnberger was also
concerned with tempering the scale to

allow performances in any key.

Francescatonio Vallotti and Thomas
Young (both mid-1700s) devised this
adjustment the Pythagorean tuning which
the first six fifths are lower by the same
amount.

27 Vallotti & Young

28 1/4 shifted This is the normal equal tempered scale

shifted up 50 cents.

29 1/4 tone Twenty-four equally spaced notes per
octave. (Play twenty-four notes to move

one octave.)

30 1/8 tone Forty-eight equally spaced notes per
octave. (Play forty-eight notes to move

one octave.)

31 Indian C~B | Usually observed in the Indian music
(white keys [C~B] only).

©® [F1]-[SF3] Normal Common General
Master EQ Offset

From this display you can adjust the master (global)
EQ settings for the entire voice. The settings made
here are applied as offsets to the EQ settings (with
the exception of “MID”) in the Utility mode,

page 253.

Voice Edit mode

COMMON FEE1:HE]1 [AKL: FowerGrand]
LOW __ LOWHMID HIGHMID HIGH
ME& OFFSET BE +8 +8 +a@

LUOICE

-]El]]: FLY MODE [HEEDFE] __OTHEF;
QUTFUT

O PAN REVERB ~ CHORUS  TEMPO
(O CUTOFF RESONANCE ATTACK  RELEASE
KNOB (O ASSIGNA ASSIGNB ASSIGN1  ASSIGN2

CONTROL
J ‘ ‘ ‘

KN 1 KN 3
(O MEQLOW MEQLOWMID MEQHIMID MEQ HIGH

(4 Settings -64 ~ 0 ~ +63
® [F1]-[SF4] Normal Common General
Portamento

This display allows you to set the Portamento
related parameters. Portamento is used to create a
smooth transition in pitch from the first note played
on the keyboard to the next.

FEEL1:BE1 [AF: FowerGrand]

e Switch
Determines whether Portamento is on or off.
1 Settings off, on

¢ Time

Determines the pitch transition time. Higher values result
in a longer pitch change time, when Time Mode below is
set to “Time.” (When Time Mode is set to “Rate,” higher
values result in a faster pitch change time.)

1 Settings 0 ~127

* Mode
Determines the Portamento mode. With the “fingered”
setting, Portamento is only applied when you play legato
(playing the next note before releasing the previous one).
With the “fulltime” setting, Portamento is always applied.

[ Settings fulltime, fingered

TimeMode

This determines how the Time parameter above affects the
Portamento effect. Setting this to “Time” makes the above
parameter a true time scale — the higher the value, the
longer the time. The “Rate” setting simply reverses this,
for a rate scale — the higher the value, the faster the rate
(in other words, the shorter the time). Naturally, you
should set this to your own personal preference, depending
on whether you think of Portamento in terms of time or
rate.

([ Settings rate, time

rate
Sets the Time parameter range to reflect “rate”:

0 (slow) - 127 (fast)
MOTIF Reference @
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time
Sets the Time parameter range to reflect “time”:
0 (fast) - 127 (slow)

® [F1]-[SF5] Normal Common General Other

From this display you can set the control functions
for the Knobs, and determine the up/down range
for the Pitch Bend wheel.

CONTROL
FUNCTION

(]

COMMON FEEL1:BE1 [AF: FowerGrand]
H551gnﬂ

KnobAss1id9n
ChoCtrl

FE UeEer
FE Lower

¢ Knob Assign
Determines the function for the assignable Knobs (1-4).
Pressing the [KNOB CONTROL FUNCTION] button on
the panel sets the desired function row, which is
automatically stored to memory with the currently
selected voice.

(A Settings

Pan & Send Tone
O PAN REVERB ~ CHORUS  TEMPO
(3>——CUTOFF— RESONANCE ~ ATTACK  RELEASE
KNOB (3—ASSIGNA— ASSIGNB ~ ASSIGN1  ASSIGN 2

KN 1 KN 2 KN 3 KN 4
(P MEQ LOW |MEQLOWMID MEQHIMID MEQ HIGH

MeqGain Assign

¢ ChoCtrl
Determines the depth of the Chorus effect, as controlled by
the Knob assigned to Chorus Send.

4 Settings -64 ~ 63

* PBUpper, PBLower
These two parameters determine the pitch change range of
the Pitch Bend wheel.

A Settings -48 ~ 24

® Assign A, Assign B, Assign 1, Assign 2
This lets you directly set and memorize the value for each
Assign Knob (A, B, 1, and 2), from the Knob itself. Simply
tweak the knob to the desired setting.

® [F2] Normal Common Output

LUOICE COMMOH FEE1:BA]L [AF: FowerGrand]

| ReuSend
i ChoSend

GEHERAL

¢ Volume
Determines the output level of the Voice.
4 Settings 0 ~ 127

* Pan
Determines the stereo pan position of the Voice. You can
also adjust this parameter using the PAN knob on the
front panel.

0 Settings L63 (Left) ~ C (Center) ~ R63 (Right)

¢ RevSend
Determines the Send level of the signal sent from Insertion
Effect 1/2 (or the bypassed signal) to the Reverb effect.
You can also adjust this parameter using the REVERB
knob on the front panel.

A Settings 0 ~ 127

¢ ChoSend
Determines the Send level of the signal sent from Insertion
Effect 1/2 (or the bypassed signal) to the Chorus effect.
You can also adjust this parameter using the [CHORUS]
knob on the front panel of the MOTIF.

[ Settings 0 ~ 127

[F3]-[SF1] Normal Common Arpeggio
Arpeggio type

Basic Structure (page 55)
The basic parameters (e.g., type, tempo) of the
Arpeggio are provided in this display.
When user arpeggio is selected, you can clear the
selected arpeggio data by using the [SF5] button.

L0 T CE "WE [salglulel] FRE1: HEL [AEF: FowerGrand]

Bank ! Switch off
Tk ﬁ | fold aff
Temro i kedMode . sort

i UelH-:-dE aridinal
[ tere ] NG G
GEHERAL | OUTFUT AEF GTLSET 0| EFF

This apppears only when user arpeggio is
selected and cursor is located at Type.

¢ Bank
Determines the Bank.
(A Settings prel, pre2, user

* Type
Determines the Arpeggio type. The two-letter prefix before
the name indicates the general Arpeggio category.

¢ Tempo
Determines the Arpeggio Tempo. When MIDI sync
(page 258) is turned on, “MIDI” is displayed here and
cannot be set.

A Settings 1 ~ 300

® Switch
Determines whether Arpeggio is on or off. You can also

turn Arpeggio on/off from the front panel with the
[ARPEGGIO ON/OFF] button.

d Settings off, on



¢ Hold
Determines whether the Arpeggio playback is “held” or
not. When this is set to “on,” the Arpeggio cycles
automatically, even if you release your fingers from the

keys, and it continues to cycle until the next key is pressed.

Voice Edit mode

@ [F3]-[SF2] Normal Common Arpeggio
Arpeggio limit

LUOICE

COMMON PRE1:EE] [AF: PowerGrand]

0 Settings sync-off (see below), off, on

sync-off
The first time you press a key, the first note of the

arpeggiator pattern is played. From the second and
subsequent key presses, the arpeggiator note that is
played back depends on the arpeggiator tempo and the
timing of the arpeggio pattern. For example, in the case
of a 1-bar arpeggio pattern, if the second key press falls
on the third beat of the bar, the arpeggio pattern plays
back from the third beat onward. In other words, the
first key press is used to start the arpeggio pattern and
thereafter you can use the key to “mute” or “un-mute”
the pattern by, respectively, holding it down or
releasing it. This is particularly useful when the
arpeggiator is being used to generate drum patterns.

NDtELimﬁ _ &8

| TvFE NENS(GPAmE FLAY Fx
SEMERAL | QUTFUT AFF C

Plellimit
1 - 127

HEL]

® Note Limit
Determines the lowest and highest notes in the Arpeggio’s
note range. Notes played in this range trigger the Arpeggio.

4 Settings C-2 ~ G8

P You can also create a lower and an upper trigger
range for the Arpeggio, with a “hole” in the middle,
by specifying the highest note first. For example,
setting a Note Limit of “C5 -C4” lets you trigger the
Arpeggio by playing notes in the two ranges of C -2
to C4 and C5 to G8; notes played between C4 and
C5 have no effect on the Arpeggio.

¢ KeyMode
Determines how the Arpeggio plays back when playing the
keyboard. Three modes are available.
1 Settings sort, thru, direct

BITi3 You can also set the range directly from the

keyboard, by holding down the [[INFORMATION]
button and pressing the desired low and high keys.

sort
Plays back notes in ascending order from the lowest
key pressed to the highest.

thru
Plays back notes in the order in which the keys are
pressed.

direct

Plays back the notes exactly as you play them. If
changes to Voice parameters (such as Pan or Cutoff
frequency) are included in the Arpeggio sequence data,
they will be applied and reproduced whenever the
Arpeggio plays back.

BITid If the Arpeggio Category is set to Ct, you will not

hear any sounds unless you select “direct” here.

BT With the “sort” and “thru” settings, the order in

which notes are played back will depend on the
Arpeggio sequence data.

* VelMode
This determines the playback velocity of the Arpeggio, or
how it responds to your own playing strength. Two modes
are available: original and thru.

d Settings original, thru

original
The Arpeggio plays back at the preset velocities.

thru

The Arpeggio plays back according to the velocity of
your playing. For example, if you play the notes
strongly, the playback volume of the Arpeggio
increases.

¢ Velocity Limit
Determines the lowest and highest velocity in the
Arpeggio’s velocity range. This lets you control when the
Arpeggio sounds by your playing strength.

A Settings 1 ~ 127

B You can also create separate low and high trigger
ranges for the Arpeggio playback, with a velocity
“hole” in the middle, by specifying the maximum
value first. For example, setting a Velocity Limit of
93 - 34 lets you play the Arpeggio from two
separate velocity ranges: soft (1 - 34) and hard (93 -
127). Notes played at middle velocities between 35
and 92 do not play the Arpeggio.

©® [F3]-[SF3] Normal Common Arpeggio
Play FX (Effect)

These Play Effect parameters let you control the
playback of the Arpeggio in useful and interesting
ways. By changing the timing and velocity of the
notes, you can change the rhythmic “feel” of the
Arpeggio.

COMMOM FRE1: HEL [AEF: FowerGrand]

A | UelocituRate 188%
| GateTimeRate 188%

LIOICE
UnitMultield

[CTA [FLAVF:]

GEHERAL | OUTFUT alw CTLSET EFFECT

¢ Unit
Adjust the Arpeggio playback time. For example, if you set
a value of 200 %, the playback time will be doubled and the
tempo halved. On the other hand, if you set a value of
50 %, the playback time will be halved and the tempo
doubled. Normal playback time is 100 %.
O Settings 50%,66%,75%,100%, 133%, 150%,

200 %

MOTIF Reference @
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¢ Velocity Rate
Determines how much the Velocity of the Arpeggio
playback is offset from the original value. For example, a
setting of 100 % means the original values are used.
Settings below 100 % will reduce the velocity of the
Arpeggio notes, whereas settings above 100 % will increase
the velocities.

1 Settings 0% ~ 200%

BITA The Velocity cannot be decreased or increased
beyond its normal range of 1 to 127; any values
outside that range will automatically be limited to
the minimum or maximum.

® Gate Time Rate
Determines how much the Gate Time (length) of the
Arpeggio notes is offset from the original value. A setting
of 100 % means the original values are used.
Settings below 100 % will shorten the gate times of the
Arpeggio notes, whereas settings above 100 % will
lengthen them.

A Settings 0% ~ 200%

PIA The Gate Time cannot be decreased beyond its
normal minimum of 1; any values outside that
range will automatically be limited to the
minimum.

©® [F4]-[SF1], [SF2], [SF3] Normal Common

Control Set Set1/2, Set3/4, Set5/6
Basic Structure (page 48)

The controllers and knobs on the front panel can be
used to change and adjust a variety of parameters — in
real time, and simultaneously.

For example, keyboard aftertouch can be used to
control vibrato and the Modulation Wheel could be
used to control Resonance. They can even be used to
control parameters within individual Elements. These
control assignments are called “Control Sets.” You can
assign up to six different Control Sets per Voice. The
six individual Control Sets are divided into pairs in the
display: Sets 1/2, Sets 3/4 and Sets 5/6.

COMMOH FEE1:@E]1 [AKF: FoweriGrand]

JSETZ|
ﬁﬁ-——b i Element.Sw 12354
LAl ¢ Source AS1C1En
ChoSend : Dest FLT-Fr4
+17 i Deprth +18
[ SETi-Z]
GEHERAL | OUTFUT AFE

Controller Control Set 1~6 o— Element 1

Keyboard MSett :
Modulation wheel

oo —= b
:

¢ ElementSw
Determines whether or not the selected controller affects
each individual element.
O Settings Elements 1 to 4 enabled (“1” to “4”) or
disabled (“-”)

BITid This parameter is disabled if the Destination
parameter below is set to a value from 00 to 33.

@ MOTIF Reference

® Source

Determines which panel controller is to be assigned and

used for the selected Set. This controller then is used to

control the parameter set in Destination below.

O Settings PB (Pitch Bend Wheel), MW (Modulation
Wheel), AT (After Touch), FC1 (Foot
Controller 1), FC2 (Foot Controller2),
FS (Footswitch), BC (Breath Controller),
KN1 (Knob ASSIGN 1), KN2 (Knob
ASSIGN 2)

BITid Keep in mind that unlike the other controllers, the
ASSIGN A and B knobs can each be assigned to
one common function for the entire Voice mode,
and not to different functions for each individual
voice. Also see the Utility mode (page 256).

¢ Dest (Destination)
Determines the parameter that is controlled by the Source
controller (above).
[d Settings For a complete list of the available
parameters/controls, refer to the separate
Data List booklet.

¢ Depth
Determines the degree to which the Source controller
affects the Destination parameter. For negative values, the
controller operation is reversed; maximum controller
settings produce minimum parameter changes.

1 Settings -64 ~ 0 ~ +63



® [F5]-[SF1] Normal Common LFO Wave
Basic Structure (page 47)

From this display you can make a variety of LFO-
related settings, including Wave, Speed, Tempo, and
sync/phase settings.

COMMON FPEE1:BE]1 LAE: PoweriGrand]

kave p -!E kedReset. lst—on
Skeed Phasze 5}

TemPoSYnc -:H-‘F
TemPoSPegd ——————=:
[ wave ]

GEHERAL | QUTFUT HF. CTL ..ET EFFEI T

® Wave
Determines the LFO Wave.

O Settings tri, tri+, sawup, sawdwn, squl/4, squl/3,
squ, squ2/3, squ3/4, trpzp, S/H 1, S/H 2,
user

¢ Speed
Determines the speed of the LFO Wave modulation.
Higher values result in faster modulation speeds.

4 Settings 0 ~ 63

Speed = fast Speed = slow

A
VARV

Time ‘

* Tempo Sync
Determines whether or not the LFO is synchronized to the
tempo of the Arpeggio or sequencer (song or pattern).
Setting this to “on” allows you to keep the LFO effects in
perfect sync with the Arpeggio or sequencer playback.

O Settings off (not synchronized), on (synchronized)

* Tempo Speed

This parameter is available only when Tempo Sync above

has been set to “on.” It allows you to make detailed note

value settings that determine how the LFO pulses in sync
with the Arpeggio or sequencer.

O Settings 16th, 8th/3 (eighth-note triplets), 16th.
(dotted sixteenth notes), 8th 4th/3 (quarter-
note triplets), 8th. (dotted eighth notes), 4th
(quarter notes), 2nd/3 (half-note triplets),
4th. (dotted quarter notes),
2nd (half notes), whole/3 (whole-note
triplets), 2nd. (dotted half notes), 4th x 4
(quarter-note quadruplets; four quarter notes
to the beat), 4th x 5 (quarter-note quintuplets;
five quarter notes to the beat),
4th x 6 (quarter-note sextuplets; six quarter
notes to the beat), 4th x 7 (quarter-note
septuplets; seven quarter notes to the beat),
4th x 8 (quarter-note octuplets; eight quarter
notes to the beat)

BIA The actual length of the note depends on the
internal or external MIDI tempo setting.

* Key On Reset
Determines whether or not the LFO is reset each time a
note is pressed. The following three settings are available.

1 Settings off, each-on, 1st-on

Voice Edit mode

off

The LFO cycles freely with no key synchronization.
Pressing a key starts the LFO wave at whatever phase
the LFO happens to be at that point.

P\ /\ Time
* v
Key on

each-on

The LFO resets with each note you play and starts a
waveform at the phase specified by the Phase
parameter (below).

| | / Time
4 4 \/
Key on Key on
(first note) (second note)
1st-on

The LFO resets with every note you play and starts the
waveform at the phase specified by the Phase
parameter (below). However, if you play a second note
while the first is being held, the LFO continues cycling
according to the same phase as triggered by the first
note. In other words, the LFO only resets if the first
note is released before the second is played.

0.\
l' “
% Time
.
| \®
4 | -
Key on Key on
(first note) (second note)

¢ Phase
Determines the starting phase point for the LFO Wave
when a note is played.

d Settings 0, 90, 120, 180, 240, 270

-

Time

Phase 0° 90°:  180° :270°
120° 240°

MOTIF Reference @
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® [F5]-[SF2] Normal Common LFO Delay

From this display you can set various delay and
fade-in/-out parameters, and give the LFO a more

natural sound.

COMMON FEEL1:BE1 [AF: FowerGrand]

Delad B FadelIn 5]
{ Hold 127
i FadeOut &4
UG [ ceAv | IEESE EESEE EESEN
BEHERAL | QUTFUT AFRF CTLSET x

¢ DelayTime
Determines the delay time before the LFO comes into
effect. A higher value results in a longer delay time.

(A Settings 0 ~ 127

Short delay Long delay

AWA AWA
- UL el U\

¢ FadeInTime
Determines the amount of time for the LFO effect to fade
in (after the Delay time has elapsed). A higher value
results in a slower fade-in.

A Settings 0 ~ 127

Key on

Max

Fadeln
F——

Low Fadeln value
Faster fade-in

Delay

Fadeln ‘

High Fadeln value
Slower fade-in

Delay
Key on

® HoldTime
Determines the length of time during which the LFO is
held at its maximum level. A higher value results in a
longer Hold time.

A Settings 0 ~ 127

Hold

Maxr\[\ [\[\f\m
hVIIVAVAY

¢ FadeOutTime
Determines the amount of time for the LFO effect to fade
out (after the Delay time has elapsed). A higher value
results in a slower fade-out.

A Settings 0 ~ 127

Hold ‘ FadeOut

N .

Max

Low FadeOut value
Faster fade-out

Hold FadeOut |

Max

High FadeOut value

® [F5]-[SF3], [SF4], [SF5] Normal Common LFO

Destination 1,2, 3

From this display you can select the destination
parameter for the LFO (which aspect of the sound
the LFO controls), the elements to be affected by the
LFO, and the LFO Depth. Three Destinations can
be assigned, and you can choose from several
parameters per Destination.

COMMON FEEL1:BE1 [AF: FowerGrand]

[
fmd ;
| whvE § CELAY [N CWNN CEST: | DESTS |
ARF | CTLSET

¢ ElemSw (Element Switch)
Determines whether or not each element is to be affected
by the LFO. The element number (1- 4) is shown when the
LFO is enabled; a dash (-) indicates the LFO is disabled for

that element.

¢ Dest (Destination)
Determines the parameters which are to be controlled
(modulated) by the LFO Wave.
O Settings AMD, PMD, FMD, RESO (Resonance),
PAN, ELFOSpd (Element LFO Speed)

* Depth
Determines the LFO Wave Depth.
A Settings 0 ~ 127



® [F6]-[SF1] Normal Common Effect
Connection

This display gives you comprehensive control over
the effects.

FRE1: HEL [AEF: FowerGrand]

|

|._.|I:III:ZE COMMON

'ﬂl
1n51]

%il [&IHE ]
1ns [G:IHEE]
tinsl

4 1r‘|5.1 [EL1 In=EF IIII.LL—

[coHHECT] I
GEHERAL | OUTFUT ARF GTLEET

¢ EL: OUT 1-4 (Element 1-4 Effect Output)
Determines which Insertion effect (1 or 2) is used to
process each individual element. The “thru” setting lets
you bypass the Insertion effects for the specific element.
(This parameter is the same as “InsEFOut” in Normal
Element below. Making a setting here automatically
changes the setting of that parameter as well.)

1 Settings insl, ins2, thru

¢ InsConnect (Insertion Effect Connect)
Determines the effect routing for Insertion effects 1 and 2.
The setting changes are shown on the diagram in the
display, giving you a clear picture of how the signal is
routed.
[d Settings parallel, 1to2,2to 1

¢ Ins1Category, Ins1Type
Determines the effect type for Insertion 1.
[ Settings Refer to the Effect Types list in the separate

Data List booklet.

® Ins2Category, Ins2Type
Determines the effect type for Insertion 2.

1 Settings Refer to the Effect Types list in the separate
Data List booklet.

¢ RevType (Reverb Effect Type)
Determines the effect type for Reverb.

1 Settings Refer to the Effect Types list in the separate
Data List booklet.

® ChoType (Chorus Effect Type)
Determines the effect type for Chorus.

[ Settings Refer to the Effect Types list in the separate
Data List booklet.

* RevSend (Reverb Send)

Determines the level of the sound (from Insertion 1 or 2,
or the bypassed signal) that is sent to Reverb effect. A

setting of “0” results in no Reverb processing of the sound.

4 Settings 0 ~ 127

¢ ChoSend (Chorus Send)

Determines the level of the sound (from Insertion 1 or 2,
or the bypassed signal) that is sent to Chorus effect. A

setting of “0” results in no Chorus processing of the sound.

4 Settings 0 ~ 127

¢ RevRtn (Reverb Return Level)
Determines the Return level of the Reverb Effect.

4 Settings 0 ~ 127

Voice Edit mode

¢ ChoRtn (Chorus Return Level)
Determines the Return level of the Chorus Effect.
4 Settings 0 ~ 127

¢ ChoToRev (Chorus to Reverb)
Determines the Send level of the signal sent from the
Chorus Effect to the Reverb Effect.

1 Settings 0 ~ 127

¢ RevPan (Reverb Pan)

Determines the pan position setting for the Reverb effect.
O Settings L63 (far left) ~ cnt (center) ~ R63 (far right)

¢ ChoPan (Chorus Pan)
Determines the pan position setting for the Chorus effect.
O Settings L63 (far left) ~ cnt (center) ~ R63 (far right)

@ [F6]-[SF2], [SF3], [SF4], [SF5] Normal
Common Effect Parameter
Insertion 1, 2, Reverb, Chorus

The number of parameters and values available
differs depending on the currently selected effect
type. For more information, see the Effect Type List
in the separate Data List booklet.

B Element Edit
For instructions on selecting and editing individual

elements, refer to step #4 in the Basic Procedure on

page 124.

® [F1]-[SF1] Normal Element Oscillator Wave
Basic Structure (page 44)

From this display you can select the desired wave or
sound used for the element.

EL1 PRE1:EE] [AF: PowerGrand]

LUOICE

Element.Suw R | Bank Freset.
i Wavelo. HEE]

{ WaveCtary

i [AriFianol S5t 1

[ WALE ]
AMF

¢ ElementSw (Element Switch)
Determines whether the currently selected element is on
or off.

O Settings off (inactive), on (active)
¢ Bank

This determines the specific bank of waves, from which
you can select the desired sound. The Preset bank features
the factory programmed waves; the User bank contains
any audio data you have created with the Sampling
function (page 58).

1 Settings preset, usr wav

¢ Wave No. (Wave Number), WaveCtgry (Wave
Category)

d Settings See the Wave list of the separate Data List.

MOTIF Reference @
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® [F1]-[SF2] Normal Element Oscillator

Output

From this display you can set certain output
parameters for the selected element.

LOICE EL1 PRE1:EE] [AF: PowerGrand]
KewdnDelay q
InsEffectiut  insl i

| wavE PNl LIMIT
FITCH | FILTEFR AMF

¢ KeyOnDelay
Determines the time (delay) between the moment you
press a note on the keyboard and the point at which the
sound is played. You can set different delay times for each
Element.

A Settings 0 ~ 127

Long Delay

aWa N NaWa
UL U

¢ InsEFOut (Insertion Effect Output)
Determines which Insertion effect (1 or 2) is used to
process each individual element. The “thru” setting lets
you bypass the Insertion effects for the specific element.
(This parameter is the same as “EL: OUT” in Normal
Common above. Making a setting here automatically
changes the setting of that parameter as well.)
0 Settings thru, ins1 (Insertion Effect 1), ins2

(Insertion Effect 2)

Short Delay

Key on :

® [F1]-[SF3] Normal Element Oscillator Limit

From this display you can create different key and
velocity “zones” for each of the elements, and even
set up a velocity crossfade between elements.

LOICE EL1 PRE1:EE] [AF: PowerGrand]
NDtELimﬁ B 1 f Uelocitdlimit 197
VelCrossFade )

| _walE J CUTFUT JRRighy g B
FITCH | FILTER AMF 2

¢ NoteLimit
Determines the lowest and highest notes of the keyboard
range for each element. The selected element will sound
only when you play notes within this range.

([ Settings C-2 ~ G8

PId You can also create a lower and an upper range for
the element, with a “hole” in the middle, by
specifying the highest note first. For example,
setting a Note Limit of “C5 - C4” lets you play the
element from two separate ranges: C -2 to C4 and
C5 to G8. Notes played between C4 and C5 do not
play the selected element.

B You can also set the range directly from the
keyboard, by holding down the [[NFORMATION]
button and pressing the desired low and high keys.
See “Basic Operation” on page 75.

@ MOTIF Reference

¢ VelocityLimit
Determines the minimum and maximum values of the
velocity range within which each element will respond.
Each element will only sound for notes played within its
specified velocity range.
For example, this lets you have one element sound when
you play softly and have a different one sound when you
play strongly.
4 Settings 1 ~127

P You can also create separate low and high ranges
for the element, with a velocity “hole” in the
middle, by specifying the maximum value first. For
example, setting a Velocity Limit of 93 - 34 lets you
play the element from two separate velocity
ranges: soft (1 - 34) and hard (93 - 127). Notes
played at middle velocities between 35 and 92 do
not play the selected element.

¢ VelCrossFade (Velocity Cross Fade)
This determines how smoothly or abruptly elements
switch between each other in response to velocity. (This
only applies to elements that have been set for velocity
splits with Velocity Limit above.) Minimum values create
an abrupt change between elements, while maximum
values let you smoothly change elements depending on
your playing strength.
4 Settings 0 ~ 127

©® [F2]-[SF1] Normal Element Pitch Tune

From this display you can set various pitch-related
parameters for the selected element.

TUHE ]

asc E

* Coarse
Determines the pitch of each element in semitones.

4 Settings -48 ~ 0 ~ +48

* Fine
Determines the fine tuning for the pitch of each element.
1 Settings -64 ~ 0 ~ +63

* Random
This lets you randomly vary the pitch of the element for
each note you play. This is effective in reproducing the
natural pitch variations in acoustic instruments. It is also
useful for creating unusual random pitch changes. The
higher the value the greater the pitch variation. A value of
“0” results in no pitch change.

4 Settings 0 ~127



©® [F2]-[SF2] Normal Element Pitch
Velocity Sensitivity

From this display you can determine how the Pitch
EG responds to velocity. (For Pitch EG settings, see
“PEG Time, Level” below.)

LOICE EL1 PRE1:EE] [AF: PowerGrand]
EGTime ! EGLewel +a |Z|
Sedment. all i Curwve 2
i Piteh + @
] Fec f kevFLW |
FILTEF: AMF

¢ EG Time, Segment
Determines the velocity sensitivity of the PEG’s Time
parameters. Select the Segment, then set its Time
parameter. Positive Time settings will play back the
specified Segment faster and negative values will play it
back slower.

4 Settings Time -64 ~0 ~ +63
Segment  ATK, ATK+ DCY, DCY,
ATK +RLS, all

ATK
EG Time Value affects Attack time.
ATK + DCY
EG Time Value affects Attack/Decay1 time.
DCY
EG Time Value affects Decay time.
ATK +RLS
EG Time Value affects Attack/Release time.
all

EG Time Value affects all PEG Time parameters.

¢ EG Level, Curve
Determines the velocity sensitivity of the PEG Level.
Positive settings will cause the level to rise the harder you
play the keyboard, and negative values will cause it to fall.
The Curve parameter lets you select from five different
preset velocity curves (graphically indicated in the
display), that determine how velocity affects the Pitch EG.
d Settings EG Level -64 ~0 ~ +63

Curve On~n4

® Pitch
Determines the degree to which velocity affects the pitch
change of the Pitch EG. Extreme values produce greater
variation in pitch change. For positive values, the harder
you play the keys, the greater the change in pitch. For
negative values, the softer you play the keys, the greater
the change in pitch.

4 Settings -64 ~ 0 ~ +63

@ [F2]-[SF3] Normal Element Pitch
PEG Time, Level

Basic Structure (page 46)

From this display you can make all the time and
level settings for the Pitch EG, which determine
how the pitch of the sound changes over time.
These can be used to control the change in pitch
from the moment a note is pressed on the keyboard
to the moment the sound stops.

Voice Edit mode

EL1 FEEL:@E]1 [AKR: FowerGrand]
HOLD _ATE  Devl DoVE  REL | DEFTH]
q 468 64l g4 Edi
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LOICE

FEG

asc

The full names of the available parameters are
shown in the chart below, as they appear in the
display.

HOLD ATK DCY1 DCY2 REL |DEPTH*
’ . Decay 1 Decay 2 | Release
TIME | Hold time | Attack time time time time
LEVEL | Hold level | Attack level | D8¢@ 1 | Decay2 |Release | .,
level level level
. Attack Decay1 Decay2 Release
Pitch Level Level Level Key off Level

Hold level

0: ; : . Time
Hold ~ Attack ‘Decayl’ Decay2 " Release -
Time Time Time Time Time
e TIME

1 Settings 0 ~127

e LEVEL

O Settings -128 ~ 0 ~ +127 (-4800cent ~ 0
~ +4800cent)

* DEPTH*
4 Settings -64 ~ 0 ~ +63

@ [F2]-[SF4] Normal Element Pitch Key Follow

From this display you can set the Key Follow effect
— in other words, how the pitch of the element and
its Pitch EG respond to the particular notes (or
octave range) you play.

EL1 PRE1:EE] [AF: PowerGrand]

{ EGTimeSens + A
i Centerked cC3

LUOICE

FitchSens
Centerked

TUHE VEL SEHS) FEG  NR-UJNIT
&} E H FILTEF: ArMF 0

¢ PitchSens (Pitch Sensitivity)
Determines the degree to which the notes (specifically,
their position or octave range) affect the pitch of the
selected element. The Center Key (next parameter) is used
as the basic pitch for this parameter.
A positive setting will cause the pitch of lower notes to
change lower and that of higher notes to change higher.
Negative values will have the opposite effect.

d Settings -200% ~ 0 ~ +200%

B3 For a setting of 100 %, neighboring notes are
pitched one semitone (100 cents) apart.

MOTIF Reference @
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¢ Center Key
Determines the central note or pitch for the Key Follow
effect on pitch. Depending on the Pitch Sensitivity
parameter above, the further away from the Center Key the
keys are played, the greater the degree of pitch change.

(A Settings C-2 ~ G8

BId You can also set the Center Key directly from the
keyboard, by holding down the [[INFORMATION]
button and pressing the desired key. See “Basic
Operation” on page 75.

Large

Amount of +
pitch change
Small

Lower fange -— Center(bésic pitch) — Highér range

* EG Time Sens (EG Time Sensitivity)
Determines the degree to which the notes (specifically,
their position or octave range) affect the Pitch EG times of
the selected element. The Center Key (next parameter) is
used as the basic pitch for this parameter.

A positive setting will cause the pitch of lower notes to
change slower and that of higher notes to change faster.
Negative values will have the opposite effect.

(A Settings -64 ~ 0 ~ +63

® Center Key
Determines the central note or pitch for the Key Follow
effect on Pitch EG. Depending on the EG Time Sensitivity
parameter above, the further away from the Center Key the
keys are played, the more the time of the Pitch EG deviates
from the norm.
When the Center Key note is played, the PEG behaves
according to its actual settings. The pitch change
characteristics for other notes will vary in proportion to
the EG Time settings.

A Settings C-2 ~ G8

BT You can also set the Center Key directly from the
keyboard, by holding down the [[NFORMATION]
button and pressing the desired key.

Positive value

Speed of PEG +
pitch change
Lower range Higher range
Basic pitch
Negative value
+ Speed of PEG
- pitch range
Lower range Higher range
Basic pitch

©® [F3]-[SF1] Normal Element Filter Type

Basic Structure (page 46)
From this display you can make comprehensive
settings for the Filter section. The available
parameters differ depending on which Filter type is
selected here.

LUOICE EL1 FRE1: HEL [AEF: FowerGrand]
Ture _!EE ! Distance _—
Gain i HFFCutof f -

Cutoff 164 i HPFEe4F 1w -—
Eeconance g i

(ORI vEL SEHS]  FEG | KEVFLW | SCALE |
= E ER

* Type
Basically, there are four different Filter types: an LPF
(Low Pass Filter), an HPF (High Pass Filter), a BPF (Band
Pass Filter) and a BEF (Band Elimination Filter). Each
type has a different frequency response and produces a
different effect on the sound. The MOTIF also features
special combination Filter types, for additional sonic
control.

1 Settings See below.

LPF24D (Low Pass Filter 24dB/oct Digital)
A 4-pole (-24db/oct) dynamic LPF with a strong
resonance.

Resonance

LPF24A (Low Pass Filter 24dB/oct Analog)
A 4-pole (-24db/oct) dynamic LPF with a character
similar to those found on analog synthesizers

Resonance

LPF18 (Low Pass Filter18dB/oct)
A 3-pole (-18db/oct) dynamic LPF.

LPF18s (Low Pass Filter [18dB/oct Staggered)
Also a 3-pole (-18db/oct) dynamic LPF, but with a
shallower frequency curve.

Resonance

LPF18
LPF18S




LPF12 (Low Pass Filter12dB/oct) A 2-pole (-12db/oct)
dynamic LPF, designed to be used in combination with
an HPF (High Pass Filter).

/ k Resonance

LPF6 (Low Pass Filter 6dB/oct)

A 1-pole (-6db/oct) dynamic LPF with no resonance,
designed to be used in combination with an HPF (High
Pass Filter).

N\

HPF24D (High Pass Filter 24dB/oct Digital)
A 4-pole (-24db/oct) dynamic HPF with a strong

resonance.
Resonance% 5

HPF12 (High Pass Filter 12dB/oct)
A 2-pole (-12db/oct) dynamic HPF.

Resonanceé 5

BPF12D (Band Pass Filter 12dB/oct Digital)
Level

Cutoff range

\

Cutoff range | Range passed

Frequency

BPF12s (Band Pass Filter 12dB/oct Staggered)
Basically same as BPF12D, but with a shallower
frequency curve.

BPF6 (Band Pass Filter 6dB/oct)

Level

Cutoff range | Range passed | Cutoff range

Frequency

Voice Edit mode

BPFw (Band Pass Filter Wide)
Also the combination of —-12dB/oct HPF and LPF, but
allows a wider frequency band.

Level

Cutoff range

Cutoff range Range passed

Frequency

BEF12 (Band Elimination Filter 12dB/oct)
BEF6 (Band Elimination Filter 6dB/oct)

Level
Range passed

Cutoff range |Range passed

., 2

S o+
. .
LY .
[y .
) 1
[} 1
[} 1
1 1
[} 1
[} 1
0 D

1
Center frequency Frequency

Dual LPF
A combination of two sets of ~12dB/oct LPF in
parallel.

Level

A combination of two sets of —12dB/oct HPF in
parallel.

[}

o

e}

Frequency £

: Distance .8

: o

The cutoff frequency can be set >
directly on the display. ™
v

s

Dual HPF 0
(]

L

[]

[

Level
A

Frequency

Distance

The cutoff frequency can be set
directly on the display.

Dual BPF
A combination of two sets of —~6dB/oct BPF in parallel.

Level

Frequechy

Distance

The cutoff frequency can be set
directly on the display.

MOTIF Reference @
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Dual BEF
A combination of two sets of -6dB/oct BEF in parallel.

Level
/

é‘ ; Frequency
Distance '

The cutoff frequency can be set
directly on the display.

LPF12 (Low Pass Filter 12dB/oct) + HPF12 (High
Pass Filter)

A combination of a LPF and HPF.

Level
i

Frequency

Distance

The cutoff frequency can be set
directly on the display.

LPF12 (Low Pass Filter 12dB/oct) + BPF6 (Band Pass

Filter
A combination of a LPF and BPF.

Level

NN\

Frequency

HPF12 (High Pass Filter 12dB/oct) + BPF6 (Band Pass

Filter
A combination of a HPF and BPF.

Level

AV

Frequency

thru
The filters are bypassed and the entire signal is
unaffected.

® Cutoff
Determines the cutoff frequency for the Filter, or the
central frequency around which the Filter is applied.

[ Settings 0 ~ 255

* Gain
Determines the Gain (the amount of boost applied to the
signal sent to the Filter).

4 Settings 0 ~ 255

@ MOTIF Reference

* Reso/Width
This parameter’s function varies according to the selected
Filter Type. If the selected filter is an LPF, HPF, BPF
(excluding the BPFw), or BEF, this parameter is used to set
the Resonance. For the BPFw, it is used to adjust the
Width of the band.

Resonance

This parameter is used to set the amount of Resonance
(harmonic emphasis) applied to the signal at the cutoff
frequency. This can be used in combination with the
cutoff frequency parameter to add further character to the
sound.

Width
With the BPFw, this parameter is used to adjust the width
of the band of signal frequencies passed by the filter.

4 Settings 0 ~ 31

* Distance
Determines the distance between the Cutoff frequencies,
for the Dual Filter types. (The two filters in a combination
are connected in parallel fashion.)

4 Settings 0 ~ 255

HPF Cutoff

Determines the central frequency for the Key Follow
parameter (below) of the HPF.

When a filter type “LPF12” or “LPF6” is selected, this
parameter is available.

A Settings 0 ~ 255

HPF KeyFlw (Key Follow)

Determines the Key Follow setting for the HPF Cutoff
frequency. This parameter varies the center frequency
according to the position of the notes played on the
keyboard. A positive setting will raise the center frequency
for higher notes and lower it for lower notes. A negative
setting will have the opposite effect.

When a filter type “LPF12” or “LPF6” is selected, this
parameter is available.

d  Settings -200% ~ 0 ~ +200%

©® [F3]-[SF2] Normal Element Filter
Velocity Sensitivity

Basic Structure (page 47)

From this display you can determine how the Filter
and the FEG respond to velocity. (For Filter EG
settings, see “FEG” below.)

EL1 FEE1: &A1 [AKF: FoweriGrand]

LIOTCE

EGTime i EGLewel +E3 |z|
Sedment a PG 2
P Cutoff +12
i Resonance +35

(SR FEa | KEVFLW
[ FITCH F AMFE LFO Eq:




Voice Edit mode

* EG Time, Segment ® [F3]-[SF3] Normal Element Filter
Determines the velocity sensitivity of the FEG’s Time FEG (Filter Envelope Generator)
parameters. Select the Segment, then set its Time Basic Structure (page 47)
parameter.
Positive Time settings will play back the specified Segment From this display you can make all the time and
faster and negative values will play it back slower. level setting for the Filter EG, which determine how
O Settings Time 64 ~ 0~ +63 the tonal quality of the sound changes over time.

Segment  ATK, ATK + DCY, DCY,
ATK +RLS, all

EL1 FEE1: &A1 [AKF: FoweriGrand]

LIOTCE

ATK
Affects the Attack Time. HOLD "'" Dol DoWe  REL ) DEFTH)
ﬁ 1E14 117 113
ATK+ DCY [LELEL Beg + 52 + 391+ @i+ @ +83
Affects the Attack Time and Decay1 Time. H[ FEa ]
DCY -
Affects the Decay Time. The full names of the available parameters are
ATK + RLS shown in the chart below, as they appear in the
Affects the Attack Time and Release Time. display.
all HOLD ATK DCY1 DCY2 REL | DEPTH*
Affects all FEG Time parameters. TIME | Hold time | Attack time D?itrzz 1 D?itr::ié/ 2 R?ilﬁqe;se
Decay 1 Decay 2 | Release
e EG Level’ Curve LEVEL | Hold level | Attack level level level level Depth
Determines the velocity sensitivity of the Filter EG Level.
Positive settings cause greater Filter changes the harder ) Attack Decay! Decay2 Release
Pitch Level Level Level Key off Level

you play the keyboard. Negative settings do the opposite;
the softer you play, the more the sound changes. The
Curve parameter lets you select from five different preset
velocity curves (graphically indicated in the display), that
determine how velocity affects the Filter EG.

Hold level

Reference V\oice mode

[ Settings EGLevel -64 ~ 0 ~ +63
Curve 0~ 4 .
0; 5 S i : Time
® Cutoff " Hold ° Attack -Decayl : Decay? " Release *
Determines the degree to which velocity affects the Cutoff Time  Time  Time  Time Time
frequency of the Filter EG. Extreme values produce greater e TIME
variation in the Cutoff frequency. For positive values, the )
harder you play the keys, the greater the change in the O Settings 0 ~ 127
Cutoff frequency. Negative values do the opposite; the e LEVEL

frequency changes more the softer you play.

O Settings -64 ~ 0 ~ +63 O Settings -128 ~ 0 ~ +127 (-9600cent ~ 0 ~

+9600cent)
* Resonance * DEPTH*
Determines the degree to which velocity affects the O Settings -64~ 0 ~ 63
Resonance of the Filter EG. Extreme values produce
greater variation in the Resonance. For positive values, the
harder you play the keys, the greater the Resonance .
change. Negative values do the opposite; the Resonance ® [F3]-[SF4] Normal Element Filter
changes more the softer you play. Key Follow

d Settings -64 ~ 0 ~ +63
From this display you can set the Key Follow effect
for the Filter — in other words, how the tonal
qualities of the element and its Filter EG respond to
the particular notes (or octave range) you play.

BIA The availability of the Filter Key Follow parameter
depends on the Break Point and Offset settings
described on page 144.

LIOICE EL1 FRE1:B&]1 [AF: PowerGrand]

CutoffSens | EGTimeSens +16
Centerked o Centertetd E1

'EL SEHS -EE[KE'-'FL'-U]
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¢ CutoffSens (Cutoff Sensitivity)
Determines the degree to which the notes (specifically,
their position or octave range) affect the Filter of the
selected element. A Center Key setting of C3 is used as the
basic setting by the Cutoff parameter.
A positive setting will lower the Cutoff frequency for
lower notes and raise it for higher notes. A negative setting
will have the opposite effect.

d Settings -200% ~ 0 ~ +200%

® CenterKey
This indicates that the central note for Cutoff Sensitivity
above is C3. At C3, the tone remains unchanged. For other
notes played, the Cutoff Frequency varies according to the
particular note and the Cutoff Sensitivity setting. Keep in
mind that this is for display purposes only; the value
cannot be changed.

Large

Amount of cutoff +
frequency change \
Small

Lower raAngePCenter(basi'c frequency)— HiQher range

¢ EGTimeSens (EG Time Sensitivity)
Determines the degree to which the notes (specifically,
their position or octave range) affect the Filter EG times of
the selected element.
The basic speed of change for the FEG is at the note
specified in the Center Key (next parameter).
A positive setting will cause slower changes for lower
notes and faster changes for higher notes. A negative
setting will have the opposite effect.

A Settings -64 ~ 0 ~ +63

¢ CenterKey
Determines the central note or pitch for the Key Follow
effect on Filter EG. Depending on the EG Time Sensitivity
parameter above, the further away from the Center Key the
keys are played, the more the time of the Filter EG deviates
from the norm. When the Center Key note is played, the
FEG behaves according to its actual settings. The Filter
change characteristics for other notes will vary in
proportion to the EG Time settings.

(A Settings C-2 ~ G8

Positive value

Speed of FEG
level change

Lower range Higher range

Basic frequency

+ Speed of FEG
level range
Lower range Higher range

Basic frequency

B You can also set the Center Key directly from the
keyboard, by holding down the [INFORMATION]
button and pressing the desired key. See “Basic
Operation” on page 75.

@ MOTIF Reference

@ [F3]-[SF5] Normal Element Filter Scaling

Filter Scaling controls the filter cutoff frequency
according to the positions of the notes on the
keyboard. You can divide the entire keyboard by
four break points, and assign different offset values
of Cutoff Frequency to them respectively.

EL1 FPREE1:AA1[AR: PowerGeand]
G WEYE D#2i C 3 A 4
=4 + 18 + 17 + d

VEL SEMSE  FEG | KEVFLI JEE{ IR RRHED]
nsc FITCH F; AMF LFO EE

LOICE

e BREAK POINT 1 ~ 4
4 Settings C-2 ~ G8

BId You can also set the Break Point directly from the
Keyboard, by holding down the [INFORMATION]
button and pressing the desired key. See “Basic
Operation” on page 75.

* OFFSET 1 ~ 4
d Settings -128 ~ 0 ~ +127

The best way to understand Filter Scaling is by
example. For the settings shown in the example
display above, the basic Cutoff frequency value is
64, and the various Offset values at the selected
Break point settings change that basic value
accordingly. The specific changes to the Cutoff
frequency are shown in the diagram below. The
Cutoff frequency changes in a linear fashion
between successive Break Points as shown.

81

Cutoff
Frequency

: . : : Note
———— — 00— 0 —————
C#1 D#2 C3 A4
Break Point 1 Break Point2  Break Point 3 Break Point 4

BT BP1 to BP4 will be automatically be arranged in
ascending order across the keyboard.

BIE Regardless of the size of these Offsets, the
minimum and maximum Cutoff limits (values of 0
and 127, respectively) cannot be exceeded.

BT Any note played below the BP1 note results in the
BP1 Level setting. Likewise, any note played above
the BP4 note results in the BP4 Level setting.



Voice Edit mode

@ [F4]-[SF1] Normal Element Amplitude
Level/Pan

¢ EG Time, Segment
Determines the velocity sensitivity of the AEG’s Time

This display not only lets you make basic Level and
Pan settings for each individual element, it also
gives you some detailed and unusual parameters for
affecting Pan position.

FEE1:HE]1 [AKL: FowerGrand]

! AlternatePan
FarndomP an

{ SoalinaFan + A

[I.l.-'L.-"PFIH] 'EL SEHS -E'JE PE' FLIW

¢ Level
Determines the output level for the selected element.

4 Settings 0 ~ 127

* Pan
Determines the stereo Pan position for the selected
element. This will also be used as the basic Pan position
for the Alternate, Random and Scale settings.

O Settings L63 (Left) ~ C (Center) ~ R63 (Right)

¢ AlternatePan
Determines the amount by which the sound of the selected
element is panned alternately left and right for each note
you press. The Pan setting (above) is used as the basic Pan
position.

parameters. Select the Segment, then set its Time
parameter.

Positive Time settings will play back the specified Segment
faster and negative values will play it back slower.

(A Settings Time 64 ~ 0 ~ +63
Segment ATK, ATK + DCY, DCY,
ATK + RLS, all
ATK
Affects the Attack Time.
ATK +DCY
Affects the Attack Time and Decayl Time.
DCY
Affects the Decay Time.
ATK + RLS
Affects the Attack Time and Release Time.
all

Affects all AEG Time parameters.

EG Level, Curve

Determines the velocity sensitivity of the Amplitude EG
Level. Positive settings cause greater volume changes the
harder you play the keyboard. Negative settings do the
opposite; the softer you play, the more the volume changes.
The Curve parameter lets you select from five different
preset velocity curves (graphically indicated in the
display), that determine how velocity affects the
Amplitude EG.

(d Settings EGLevel -64 ~ 0 ~ +63

Curve 0~ 4

(A Settings L64 ~ 0 ~ R63

* RandomPan
Determines the amount by which the sound of the selected
element is panned randomly left and right for each note
you press. The Pan setting is used as the Center Pan
position.
1 Settings

©® [F4]-[SF3] Normal Element Amplitude AEG
Basic Structure (page 47)

Reference V\oice mode

From this display you can make all the time and
level settings for the Amplitude EG, which
determine how the volume of the sound changes
over time.

0~ 127

¢ ScalingPan
Determines the degree to which the notes (specifically,
their position or octave range) affect the Pan position, left
and right, of the selected element. At note C3, the main

EL1 FEE1: &A1 [AKF: FoweriGrand]
Dol DCYE  REL

LIOTCE

: : : iti : 164 £S5
Pan setting (above) is used for the basic Pan position. — a1 = g Bl o2 -

4 Settings -64 ~ 0 ~ +63

I'L FHH 'EL..EH'- AEG
1] TER

] M

©® [F4]-[SF2] Normal Element Amplitude
Velocity Sensitivity

The full names of the available parameters are
shown in the chart below, as they appear in the

display.
From this display you can determine how the INIT ATK | DCY1 | DCY2 REL | DEPTH
Amplitude (volume) EG responds to velocity. (For e | Atack o | Decay 1 | Decay2 | Release
Amplitude EG settings, see “AEG” below.) time | time time
LEVEL |Initial level chay 1| Decay 2
evel level

LUOICE EL1 FRE1: HEL [AEF: FowerGrand]
EGTime ! EGLewel +2?
Sedment. atk+dc Curue
[I.-'EL SEHS] -Em-
H LFOQ 3
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¢ EGTimeSens (EG Time Sensitivity)
Determines the degree to which the notes (specifically, their

Attack Decayl Decay2 Release
Level Level Level  Level Key off Level
Init -
Level :
0: - : : : : T
H . . . . - lime
- Attack :Decay1:Decay2 : . Release :
Time Time  Time Time

e TIME
O Settings 0 ~ 127 (excluding --- above)

e LEVEL
A Settings 0 ~127

©® [F4]-[SF4] Normal Element Amplitude

Key Follow

From this display you can set the Key Follow effect
for Amplitude — in other words, how the volume of
the element and its Amplitude EG respond to the
particular notes (or octave range) you play.

BITIA The availability of the Amplitude Key Follow
parameter depends on the Break Point and Offset
settings described on see below.

EL1 FEEL1:BE1 [AF: FowerGrand]

LevelSens ! EGTimeSens +1%8
Centerked ¢ i Centerked Bl

UB] SCALE |
ER:

LUL-FAHRVEL SEHS]  AES |
QS FITCH FILTER o

[ KEVFL
¢ LevelSens (Level Sensitivity)
Determines the degree to which the notes (specifically,
their position or octave range) affect the volume of the
selected element. A Center Key setting of C3 is used as the
basic setting.
A positive setting will lower the output level for lower
notes and raise it for higher notes. A negative setting will
have the opposite effect.
0 Settings -200% ~ 0 ~ +200%

® CenterKey
This indicates that the central note for Level Sensitivity
above is C3. At C3, the volume (level) remains unchanged.
For other notes played, the volume varies according to the
particular note and the Level Sensitivity setting. Keep in
mind that this is for display purposes only; the value
cannot be changed.

Large

Speed of AEG +
level change
Small

Lower fange -— Center(bésic pitch) — Highér range

@ MOTIF Reference

position or octave range) affect the Amplitude EG times of
the selected element. The Center Key (next parameter) is
used as the basic amplitude for this parameter.

A positive setting will cause the amplitude of lower notes to
change slower and that of higher notes to change faster.
Negative values will have the opposite effect.

4 Settings -64 ~ 0 ~ +63

® CenterKey

Determines the central note or pitch for the Key Follow
effect on Amplitude EG. Depending on the EG Time
Sensitivity parameter above, the further away from the
Center Key the keys are played, the more the time of the
Amplitude EG deviates from the norm.

When the Center Key is played, the AEG behaves
according to its actual settings. The amplitude change
characteristics for other notes will vary in proportion to
the EGTime settings.

4 Settings C-2 ~ G8

Positive value

Speed of AEG +
level change

Lower range Higher range

Center (basic volume)

Negative value
+ Speed of AEG

-
level range

Lower range Higher range

Center (basic volume)

BI You can also set the Center Key directly from the
keyboard, by holding down the [INFORMATION]
button and pressing the desired key.

©® [F4]-[SF5] Normal Element Amplitude Scaling

Amplitude Scaling controls the output level (set in
the [F4]-[SF1] display) according to the positions of
the notes on the keyboard. You can divide the entire
keyboard by four break points, and assign different
offset values of amplitude to them respectively.

FEE1: &A1 [AKF: FoweriGrand]

C 3 C 4

[ 1

- 4i + 18] + 17 + 4
LUL-FANJVEL SENS]  AEa  J§ EEVFLW JEE{SiIN K ED]
=] FITCH FILTER AF LFQ E&!

(A=) [x]

* BREAK POINT 1 ~ 4
A Settings C-2 ~ G8
B You can also set the Break Point directly from the
Keyboard, by holding down the [[INFORMATION]
button and pressing the desired key. See “Basic
Operation” on page 75.
* OFFSET 1 ~ 4
0 Settings -128 ~ 0 ~ +127



The best way to understand Amplitude Scaling is by
example. For the settings shown in the example
display above, the basic Amplitude (volume) value
for the selected element is 80, and the various Offset
values at the selected Break point settings change
that basic value accordingly. The specific changes to
the Amplitude are shown in the diagram below. The
Amplitude changes in a linear fashion between
successive Break Points as shown.

97

Amplitude

: : : : Note
S o e
C1 c2 C3 C4
Break Point 1 Break Point2 Break Point 3 Break Point 4

BIiid BP1 to BP4 will be automatically be arranged in
ascending order across the keyboard.

BITid Regardless of the size of these Offsets, the
minimum and maximum Cutoff limits (values of 0
and 127, respectively) cannot be exceeded.

BITIA Any note played below the BP1 note results in the
BP1 Level setting. Likewise, any note played above
the BP4 note results in the BP4 Level setting.

® [F5] Normal Element LFO

Basic Structure (page 47)

This display gives you a comprehensive set of
controls over the LFO for each individual element.
The LFO can be used to create vibrato, wah,
tremolo and other special effects, by applying it to
the pitch, filter and amplitude parameters.

EL1 FRE1: HEL [AEF: FowerGrand]

b % F‘H-:u:l s

KedinSydnc { FIH-:u:I 5}
Ke4dlnlel a4 ;

FILTEF

Speed = Fast

Voice Edit mode

* Wave
Determines the LFO waveform used to vary the sound.

(A Settings saw, tri, squ

tri (triangle wave)

/\
vV Vv

saw (sawtooth wave)

squ (square wave)

>

® Speed
Determines the speed of the LFO waveform. The higher
the value, the faster the speed.

(A Settings 0 ~ 63
Speed = Slow

N aWa
UU

* KeyOnSync
When this is set to on, the LFO waveform is reset every
time a note is played.

1 Settings off, on

Sync off Sync on
-->
Time Time
Key on Key on

¢ KeyOnDelay
Determines the delay time before the LFO comes into
effect. A higher value results in a longer delay time.

[ Settings 0 ~ 127
Short delay

TaWa N N
LUt Ul

Key on :

Long delay

e PMOD (Pitch Modulation Depth)
Determines the amount (depth) by which the LFO
waveform varies (modulates) the pitch of the sound. The
higher the value, the greater the amount of pitch
modulation.
4 Settings 0 ~ 127

MOTIF Reference @

Reference V\oice mode
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e FMOD (Filter Modulation Depth)
Determines the amount (depth) by which the LFO
waveform varies (modulates) the Filter Cutoff frequency.
The higher the value, the greater the amount of filter

m
4

odulation.

Settings 0 ~ 127

e AMOD (Amplitude Modulation Depth)
Determines the amount (depth) by which the LFO
waveform varies (modulates) the amplitude or volume of
the sound. The higher the value, the greater the amount of
amplitude modulation.

a

® [F6

Settings 0 ~ 127

] Normal Element EQ (Equalizer)

LIOTCE

Ture i L.Fred 187.5
i L.Gain + @
i HoFred 9,32k
: + B

EL1 FEE1: &A1 [AKF: FoweriGrand]

* Type

Boost6 (Boost 6dB)/Boost12 (Boost 12dB)/Boost18
(Boost 18dB)

These can be used to boost the level of the entire signal
by 6dB, 12dB and 18dB, respectively.

thru
If you select this, the equalizers are bypassed and the
entire signal is unaffected.

Drum Voice Edit

Basic Structure (page 45)

¢ Common edit and Drum Key edit

Each Drum voice consists of various Waves and/or
Normal voices, each assigned to notes across the
keyboard, from CO to C6 (page 45). Use Drum
Common Edit to edit the settings that apply to all
Drum keys in the voice. There are two types of Drum
Voice Edit displays: those for Common Edit, and those

Determines the Equalizer Type. The MOTIF features a
wide selection of various equalizer types, which can be
used not only to enhance the original sound, but even

completely change the character of the sound. The
particular parameters and settings available depend on the
specific Equalizer Type that is selected.

a

Settings EQ L/H, P.EQ, Boost6, Boost12, Boost18, thru

EQ L/H (Low/High)
This is a “shelving” equalizer, which combines
separate high and low frequency bands.

Gain

Low Gain
[ Settings

-32~0

k Frequency

High Gain
(1 Settings
-32 ~0~+32

High Freq
11 Settings
503.8Hz ~ 10.1kHz

Low Freq
[ Settings
50.1Hz ~ 2.00kHz

~+32

P.EQ (Parametric EQ)

The Parametric EQ is used to attenuate or boost signal
levels (gain) around the Frequency. This type features
32 different “Q” settings, which determine the
frequency band width of the equalizer.

o
Gain

Frequency

7 —————Gain
[ Settings
- -32 ~ 0~ +32
Freq

[ Settings 139.7Hz ~ 12.9kHz

Q (Frequency Characteristic)
[ Settings 0 ~ 31

@ MOTIF Reference

for editing individual keys (elements).

I

—— —

bt

—— Indicates a Common Edit display.

LOICE WRGHRREGRD) PIOR: BAL1LDr: PoweredStd]

HainCtary Ll% i Name [PoweredStd]
IR

SubCtard

[ HAME ] | MER OFS | OTHEF
FiH QUTFUT iF CTLSET EFFECT

Indicates a display for editing a single key
(in this case, C 0)

KEV POFE: AALLDr i PoweredStdl

i Bank ———=
i Number B7 35
T4ke Pre wayw | Catedord
Element.Sw ok i [PziClave ]

OTHEFR

[ waAve ] IENIETE
H

¢ Basic Procedure
Basic Structure (page 70)

] Press the [VOICE] button to enter the Voice Play
mode. (The indicator lights.)

2 Select a Drum voice to be edited.

3 Press the [EDIT] button to enter the Voice Edit
mode. (The indicator lights.)



4

0 N O O

Select a key to be edited.

e To edit parameters common to the entire Drum
voice (all keys), press the [DRUM KITS] button.

DRUM KITS
|

FAVORITES
COMMON

¢ To edit parameters of an individual Drum key
(element), first press the NUMBER [1] button,
then press the appropriate key on the keyboard.

bbbt

Select the menu you wish to edit by pressing the
[F1]-[F6] and [SF1]-[SF5] buttons.

Edit the parameters for the selected voice.

Store the settings edited in step #6 to the User
Memory as required.

Press the [EXIT] button to exit from the Voice Edit
mode.

e For detailed instructions on steps #5 - #6, see the
explanations below.

e For details on step #7, refer to “Voice Store
mode” on page 159.

Common (to all keys) edit

[F1]-[SF1] Drum Common General Name

Same as in Normal Voice Common Edit. See
page 130.

[F1]-[SF3] Drum Common General
Master EQ Offset

Same as in Normal Voice Common Edit. See
page 131.

[F1]-[SF5] Drum Common General Other

Same as in Normal Voice Common Edit. See
page 132.

Voice Edit mode

® [F2] Drum Common Output

POR:EE] [T 2 PoweredStd]

| RewSend
i ChoSend

i InsRewSend
i InaChoSend

Same as in Normal Voice Common Edit. See
page 132. In addition, the following two parameters
are also available.

¢ InsRevSend (Insertion Reverb Send)
Determines the Send level for the entire Drum voice (all
keys), sent from Insertion Effect 1/2 to the Reverb effect.

¢ InsChoSend (Insertion Chorus Send)
Determines the Send level for the entire Drum voice (all
keys), sent from Insertion Effect 1/2 to the Chorus effect.

1 Settings 0 ~ 127
BIT13 Send level (to Reverb and Chorus) cannot be set

independently for each Drum key; the value is
fixed at 127 (maximum).

® [F3]-[SF1] Drum Common Arpeggio
Arpeggio type

Same as in Normal Voice Common Edit. See
page 132.

©® [F3]-[SF2] Drum Common Arpeggio
Arpeggio limit

Same as in Normal Voice Common Edit. See
page 133.

Reference V\oice mode

©® [F3]-[SF3] Drum Common Arpeggio
Play FX (Effect)

Same as in Normal Voice Common Edit. See
page 133.

©® [F4]-[SF1], [SF2], [SF3] Drum Common
Control Set Set1/2, Set3/4, Set5/6

Same as in Normal Voice Common Edit. See
page 134.

Please note that the Element Switch parameter is
not available in Drum Voice Common edit.

® [F6]-[SF1] Drum Common Effect Connection

Same as in Normal Voice Common Edit. See

page 137.

The only difference here is that “KEY: OUT”
appears in the Drum Common Effect display
instead of “EL: OUT” (in Normal Common Effect).

MOTIF Reference @



Voice Edit mode

® [F6]-[SF2], [SF3], [SF4], [SF5] Drum Common
Effect Parameter Insertion 1, 2, Reverb,
Chorus

The number of parameters and values available
differs depending on the currently selected effect
type. For more information, see the Effect Type List
in the separate Data List booklet.

B Drum Key Edit

® [F1]-[SF1] Drum Key Oscillator Wave

From this display you can select the desired wave or
Normal voice used for the individual Drum key.

KEW FORE:EAL LD PoweredStd]

i Bank ———=
i Humber B735S
Tk Fre wayw i Catedord
Elem=nt.Sw ohn i [PoiClaue ]

[ wave ] IETIGEOE OTHEF

* Type
Determines whether a Wave or a Normal voice is to be
used for the selected key. Also, use the Bank, Number and
Category parameters below to specify the desired Wave or
Normal voice.

O Settings pre wave (Preset wave), voice, usr wave
(User wave)

BIid When the Type is set to “voice” here, some
parameters in the Drum Voice Edit mode cannot be
edited.

¢ ElementSw (Element Switch)
This parameter is available when Type (above) is set to
“pre wave” or “user wave.” This determines whether the
currently selected key is on or off, or in other words,
whether the wave for the key is active or inactive.

(d Settings on, off

9pow 8210\ IIUIIIJIY

® Bank
This parameter is available when Type (above) is set to
“yoice.” Any of the Normal voice banks can be selected.

BITIA Plug-in voices cannot be selected for Drum keys.

¢ Number
Determines the Wave/Voice number. The number differs
depending on the selected Type.
1 Settings
When Type is set to “pre wave”: 001 ~ 1309
When Type is set to “voice”: 001 ~ 128
When Type is set to “usr wave”: 001 ~ 256
For more information about available Waves and
Voices, refer to the separate Data List booklet.

® Category
Determines the Category of the Wave/Normal Voice. If you
switch to another Category, the first Wave/Normal Voice
in that Category will be selected.
[d Settings For more information about the Categories,
refer to the separate Data List booklet.

@ MOTIF Reference

©® [F1]-[SF2] Drum Key Oscillator Output

From this display you can set certain output
parameters for the selected Drum key.

LIOTCE

= [H] | InsEffOut inaz
i BeuSend -
i ChoSend -
| OuteutSel CLERD

KEW FIR:EE] [Dr: PoweredStd]

G [ oUTFUT ] OTHER
FITCH FILTER AF &

InsEFOut (Insertion Effect Output)
Determines which Insertion effect (1 or 2) is used to
process each individual Drum key. The “thru” setting lets
you bypass the Insertion effects for the specific key.

O Settings thru, ins1 (Insertion Effect 1), ins2
(Insertion Effect 2)

RevSend (Reverb Send)

Determines the level of the Drum key sound (the bypassed
signal) that is sent to Reverb effect. A setting of “0” results
in no Reverb processing of the Drum key sound. This is
available only when Insertion Effect OQutput (above) is set
to “thru.”

(A Settings 0 ~ 127

ChoSend (Chorus Send)

Determines the level of the Drum key sound (the bypassed
signal) that is sent to Chorus effect. A setting of “0” results
in no Chorus processing of the Drum key sound. This is
available only when Insertion Effect Output (above) is set
to “thru.”

4 Settings 0 ~ 127
OutputSel (Output Select)

Determines the specific output(s) for the individual Drum
key signal. You can assign each individual Drum key
sound to be output from a specific hardware output jack
on the rear panel. By installing the optional AIEB2 board,
you can expand the number of assignable outputs.

d Settings See below.

LCD Output jacks S“t’ﬁ;ﬁgl
L&R OUTPUT Land R Stereo
asL&R | ASSIGNABLE OUTPUT L and R Stereo
as1&2 | ASSIGNABLE OUTPUT 1 and 2 on the AIEB2 Stereo | *
1:L
2:R
as3&4 | ASSIGNABLE OUTPUT 3 and 4 on the AIEB2 Stereo | *
3:L
4:R
as5&6 | ASSIGNABLE OUTPUT 5 and 6 on the AIEB2 Stereo | *
5:L
6:R
asL ASSIGNABLE OUTPUT L Mono
asR | ASSIGNABLE OUTPUT R Mono
as1 ASSIGNABLE OUTPUT 1 on the AIEB2 Mono |*
as2 ASSIGNABLE OUTPUT 2 on the AIEB2 Mono |*
as3 ASSIGNABLE OUTPUT 3 on the AIEB2 Mono |*
as4 ASSIGNABLE OUTPUT 4 on the AIEB2 Mono |*
asb5 ASSIGNABLE OUTPUT 5 on the AIEB2 Mono *
as6 ASSIGNABLE OUTPUT 6 on the AIEB2 Mono *

* Available only when the optional AIEB2 board has been installed.



Voice Edit mode

® [F1]-[SF5] Drum Key Oscillator Other BILTA If a Normal voice has been assigned to the key, this
parameter adjusts the position of its note (not its

From this display you can set various parameters pitch) relative to note C3. For example, let’s assume

related to how the individual notes of the Drum the original Voice consists of a two-Element piano-

voice respond to the keyboard and MIDI data. like sound up to note C3 and a two-Element string-

like sound from note C#3 upwards. Adjusting this
Coarse setting by + 1 would not change the pitch of

LUOICE KEV POR:BAL LD PoweredStd]

EEY | . . the piano-like sound to C#3. Instead, note C#3 of
] Egﬁhgﬂ!ﬁﬁ =t ”3}:? the original Voice (i.e., the string-like sound) would
i AlthateGrour off be used.
[ wave | outrur I [ oTHER ] ¢ Fine

Determines the fine tuning for the pitch of each Drum Key
Wave (or Normal Voice).
¢ AssignMode O Settings -64 ~ +63

When this is set to “single,” double playback of the same

note is prevented. This is useful when two or more

instances of the same note are received nearly ® [F2]'[§F2] Dru.“_" !(ey Pitch
simultaneously, or without a corresponding note off Velocity Sensitivity
message. To allow playback of each instance of the same L. . .
note, Sget this to “mlljllt{” From this display you can determine how the pitch
O Settings  single, multi of the Drum key responds to velocity.
BIT1id When the Alternate Group (AltGrp) parameter is LIOICE AN POE: 8612 PowetedSt o]

set to a setting other than “off,” this parameter is

LKEY | m ! Fitch + 0
unavailable, and “---” is shown in the display.
¢ RcvNoteOff (Receive Note Off)
Determines whether or not the selected Drum key
responds to MIDI Note Off messages. Setting this to “off”
can be useful for cymbal sounds and other sustaining

T [VEL SEHS]
[=] F H

sounds. This lets you have the selected sounds sustain to * Pitch . . 3
the length of their natural decay — even if you release the Determines how the pitch of the selected Drum key e
note, or a Note Off message is received. responds to velocity. For positive values, the harder you .
O Setti ff play the key, the higher the pitch becomes. For negative 2
ettings  off, on values, the harder you play the key, the lower the pitch. >
BIT1d This parameter is effective for Waves selected in O Settings -64 ~ +63 ]
the [F1] - [SF1] Drum Key Oscillator Wave display £
(page 150). ® [F3]-[SF1] Drum Key Filter Cutoff 8
(]
¢ AltGrp (Alternate Group) Basic Structure (page 46) &
Set the Alterqate Group to which the Wave is as:signed. In The MOTTF lets you apply a low pass filter and high
a real drum kit, some drum sounds cannot physically be filter t h individual D k . .
played simultaneously, such as open and closed hi-hats. pass hiter .O eachin IYI ual Lrum xey — SlVlng .
You can prevent Waves from playing back simultaneously you exceptionally detaﬂed. and comprehensive sonic
by assigning them to the same Alternate Group. Up to 127 control over the Drum voice.

Alternate Groups can be defined. You can also select “off” . . . .
here if you wish to allow the simultaneous playback of B This parameter is effective for Waves selected in

sounds. the [F1] - [SF1] Drum Key Oscillator Wave display

1 Settings off, 1 ~ 127 (page 150).
O ICE "3 POR: &1 [ Powered5td]
. =[] f LPFCutofs 255
©® [F2]-[SF1]Drum Key Pitch Tune i LFFReso 5

i HFFCutoff 5]

[ cutoFr ] TR
asc FITCH

KEW FIORE:EAL LD PoweredStd]

i Coarse + 4
i Fine + 7

¢ LPF Cutoff
Determines the Cutoff frequency of the Low Pass Filter.

4 Settings 0 ~ 255

[ Tune ] EEETH
asc E H FILTER

* LPF Reso
e Coarse Determ@nes thg amount of_ Resonance (harmonic
Determines the pitch of each Drum Key Wave (or Normal emphas.ls) applied to the signal at the Cutoff frequency.
Voice) in semitones. O Settings 0 ~ 31
([ Settings -48 ~ +48 ¢ HPF Cutoff

Determines the Cutoff frequency of the High Pass Filter.

4 Settings 0 ~ 255
MOTIF Reference @
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©® [F3]-[SF2] Drum Key Filter
Velocity Sensitivity

KEV FIR:EE] [Dr: PoweredStd]
LPFCutoff + @

[

¢ LPFCutoff
Determines the velocity sensitivity of the Low Pass Filter
Cutoff frequency. Positive settings will cause the cutoff
frequency to rise the harder you play the keyboard and
negative settings will cause it to fall.

1 Settings -64 ~ 0 ~ +63

©® [F4]-[SF1] Drum Key Amplitude Level/Pan

This display not only lets you make basic Level and
Pan settings for the sound of each individual Drum
key, it also gives you some detailed and unusual
parameters for affecting Pan position.

KEW FOE:BEAL LD PoweredStd]
i Level g1
i Pan
i Alt.ernatePan e}
i RandomPan 5}
AW VEL SEHS]  AEG |
FITCH | FILTER AME

® Level
Determines the output for the selected Drum key (Wave).
This lets you make detailed balance adjustments among
the various sounds of the Drum voice.

A Settings 0 ~ 127

¢ Pan
Determines the stereo Pan position for the selected Drum
key (Wave). This will also be used as the basic Pan position
for the Alternate and Random settings.

O Settings L63 (Left) ~ C (Center) ~ R63 (Right)

® AlternatePan
Determines the amount by which the sound of the selected
Drum key is panned alternately left and right for each note
you press. The Pan setting (above) is used as the basic Pan
position.

d Settings L64 ~ 0 ~ R63

BT This parameter is effective for Drum keys whose
Type parameter (in the Oscillator Wave display,
page 150) has been set to “Preset wave” or “User
wave.”

¢ RandomPan
Determines the amount by which the sound of the selected
Drum key is panned randomly left and right for each note
you press. The Pan setting (above) is used as the Center
Pan position.

A Settings 0 ~ 127

BIT1d This parameter is effective for Drum keys whose
Type parameter (in the Oscillator Wave display,
page 150) has been set to “Preset wave” or “User
wave.”

@ MOTIF Reference

® [F4]-[SF2] Drum Key Amplitude
AEG Velocity Sensitivity

KEW FIORE:EAL LD PoweredStd]
| Lewel +32

LUL<FAHQILIEASIAY  AEG |
5L FITCH FILTER AME

® Level
Determines the velocity sensitivity of the Amplitude
Envelope Generator’s output level. Positive settings will cause
the output level to rise the harder you play the keyboard and,
conversely, negative values will cause it to fall.

d Settings -64 ~ 0 ~ +63

® [F4]-[SF3] Drum Key Amplitude AEG
Basic Structure (page 47)

KEW FOE:BEAL LD PoweredStd]
i AttackTime 5}
i DecadlTime 5}
i Decadllevel 127
i Decad42Time 49
[LULFAHJEL SEHS | TR

Qs FITCH FILTER AME
e AttackTime
4 Settings 0 ~ 127
® Decayl1Time
4 Settings 0 ~ 127
® DecaylLvl (Level)
4 Settings 0 ~ 127
® Decay2Time
J Settings 0 ~ 126, hold
Decay2 Time = 0~126
Attack Decay1
Level Level Levgl
Attack  Decayl Decay?2 Time
Time Time Time
Key on
Decay2 Time = hold
Attack Decay1
Level Level Levgl
: : Time
Attack Decay1 Decay2
Time Time Time
Key on



® [F6] Drum Key EQ (Equalizer)

Same as in Normal Voice Element Edit. See
page 148.

FIR:EE] [Dr: PoweredStd]

PIE This parameter is effective for Drum keys whose
Type parameter (in the Oscillator Wave display,
page 150) has been set to “Preset wave” or “User
wave.”

Plug-in Voice Edit

Basic Structure (page 43)

¢ Common edit and Element edit

Same as Normal Voice Edit. See page 129.
Unlike with Normal voices, the Plug-in voices only
have one element for editing.

¢ Abovut Plug-in voices and Board voices

The voices of a Plug-in Board installed to the MOTIF
can be divided into two types: Board voices and Plug-in
voices. Board voices are unprocessed, unaltered voices
of the Plug-in board — the “raw material” used for the
Plug-in voices. Plug-in voices, on the other hand, are
edited Board voices — voices that have been specially
programmed and processed for optimum use with the
MOTIFE.

Included among the Board voices is a special set of
voices — called Board Custom voices — which can be
edited by a computer connected to the MOTIF, using
special editing software included with the Plug-in
board. (See page 87.)

Plug-in voice

. : Copy
| Plug-in preset voice

Plug-in
- - Voice Edit
| Plug-in user voice Store

1 MOTIF voice parameter

Board voice @ )

. Cannot be eited

| Board preset voice } ’
Save
| Board custom voice
| —
_/ Bulk send/ B
edit I
Computer

(Voice Editor in CD-ROM
supplied with the Plug-in board)

Voice Edit mode

BT Depending on the particular Plug-in board you are using,
some of the parameters described here may not be
available. For details, refer to the relevant owner’s
manual of the Plug-in board.

BIT13 For details on the current lineup of available Plug-in
boards, see page 35.

*

Basic Structure (page 70)
] Press the [VOICE] button to enter the Voice Play
mode. (The indicator lights.)

Select a Plug-in voice to be edited.

Press the [EDIT] button to enter the Voice Edit
mode. (The indicator lights.)

B LW N

Select an element to be edited.

¢ To edit the Common parameters, press the
[DRUM KITS] button (which serves as a
“COMMON?” button here).

DRUM KITS
o)

FAVORITES
COMMON
¢ To edit the Element parameters, press any one of
the NUMBER buttons ([1] - [4]). (Editing is the
same, no matter which NUMBER button you
press.)

1 2 3 4
NI

ELEMENT/PERF.PART/ZONE

Select the menu you wish to edit by pressing the
[F1] - [F6] and [SF1] -[SF5] buttons.

Edit the parameters for the selected voice.

Store the settings edited in step #6 to the User
Memory as required.

0 N O O

Press the [EXIT] button to exit from the Voice Edit
mode.

e For detailed instructions on steps #5 - #6, see the
explanations below.

e For details on step #7, refer to “Voice Store
mode” on page 159.

MOTIF Reference @

Reference V\oice mode



Voice Edit mode
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Common edit

[F1]-[SF1] Plug-in Common General Name

Same as in Normal Voice Common Edit. See
page 130.

[F1]-[SF2] Plug-in Common General
Play mode

Same as in Normal Voice Common Edit. See
page 130.

Please note that Micro Tuning is not available in
Plug-in Voice Common Edit.

[F1]-[SF3] Plug-in Common General
Master EQ Offset

Same as in Normal Voice Common Edit. See
page 131.

[F1]-[SF4] Plug-in Common General
Portamento

Same as in Normal Voice Common Edit. See

page 131.

Please note that Portamento Mode and Portamento
Time are not available in Plug-in Voice Common
Edit.

[F1]-[SF5] Plug-in Common General Other

Same as in Normal Voice Common Edit. See
page 132.

Unlike with Normal Voice Edit, the Upper and
Lower ranges cannot be independently set here.

[F2] Plug-in Common Output

Same as in Normal Voice Common Edit. See
page 132.

[F3]-[SF1] Plug-in Common Arpeggio
Arpeggio type

Same as in Normal Voice Common Edit. See
page 132.

[F3]-[SF2] Plug-in Common Arpeggio
Arpeggio limit

Same as in Normal Voice Common Edit. See
page 133.

[F3]-[SF3] Plug-in Common Arpeggio
Play FX (Effect)

Same as in Normal Voice Common Edit. See
page 133.

@ MOTIF Reference

® [F4]-[SF1] Plug-in Common Control Set

Set1/2

Same as in Normal Voice Common Edit. See

page 134.

Please note that Element Switch is not available in
Plug-in Voice Common Edit.

[F4]-[SF2] Plug-in Common Control Set
Modulation Wheel

From this display you can set how the Plug-in voice
responds to the Modulation wheel, by changing the
control depth for the filter, pitch and amplitude
(volume).

FZ2—F:EAL1[Er: Trumeet 1 ]
! PMod 2
i FMod
i AMad

[ SET1i-= INELUNERN AT _§ AC |
SAL | OUTPUT ARF

LOICE
Filter

COMMON

¢ Filter
Determines the depth of control of the Modulation Wheel
over the filter cutoff frequency. Negative settings result in
reversed Modulation wheel operation (i.e., moving the
wheel up results in less modulation).

4 Settings -64 ~ 0 ~ 463

* PMod (Pitch Modulation Depth)
Determines the depth of control the Modulation Wheel
has over pitch modulation. The higher the setting, the
greater the depth of control.

A Settings 0 ~ 127

FMod (Filter Modulation Depth)

Determines the depth of control the Modulation Wheel
has over filter cutoff modulation. The higher the setting,
the greater the depth of control.

A Settings 0 ~ 127

AMod (Amplitude Modulation Depth)
Determines the depth of control the Modulation Wheel
has over amplitude modulation. The higher the setting, the
greater the depth of control.

A Settings 0 ~ 127



©® [F4]-[SF3] Plug-in Common Control Set

After Touch

The MOTTF gives you a comprehensive set of after
touch controls for the Plug-in voice, allowing you to
change the pitch and filter settings, and produce
modulation effects (pitch, filter and amplitude)-
simply by pressing down hard on the keys.

UDICE COMMON PZ2-FP:BE1[Er: Trumeet 1 ]

Fitch
Filter

| SETi-2 |t [

¢ Pitch
Determines the depth of control of keyboard aftertouch
over pitch. You can set a value (in semitones) of up to two
octaves.

1 Settings 24 ~ 0 ~ +24

¢ Filter
Determines the depth of control of keyboard aftertouch
over the filter cutoff frequency.

4 Settings -64 ~ 0 ~ +63

* PMod (Pitch Modulation Depth)
Determines the depth of control that keyboard aftertouch
has over pitch modulation. The higher the setting, the
greater the depth of control.

A Settings 0 ~ 127

* FMod (Filter Modulation Depth)
Determines the depth of control that keyboard aftertouch
has over filter cutoff modulation. The higher the setting,
the greater the depth of control.

A Settings 0 ~ 127

* AMod (Amplitude Modulation Depth)
Determines the depth of control that keyboard aftertouch
has over amplitude modulation. The higher the setting, the
greater the depth of control.

A Settings 0 ~ 127

[F4]-[SF4] Plug-in Common Control Set

AC (Assignable Controls)

From this display you can assign MIDI Control
Change numbers and determine the degree to which
the assigned controllers affect the filter and the
modulation effects (pitch, filter and amplitude). For
details on using Control Change numbers and the
Assignable Controls, see page 191.

LOICE COMMOH FZ2—F:EAL1[Er: Trumeet 1 ]
S w { Piod
Filter + i FMod

i AMad

| SETi-= f  tw § AT NI
GEHERAL | OUTFUT ARF

EENE

Voice Edit mode

* Source
Determines the MIDI Control Change number used to
control the filter, PMod, FMod, and Amod.

4 Settings 0 ~ 95

¢ Filter
Determines the depth of control the Control Change
numbers (set in the Source parameter above) have over the
filter cutoff frequency.

4 Settings -64 ~ 0 ~ 463

* PMod (Pitch Modulation Depth)
Determines the depth of control the Control Change
messages (set in the Source parameter above) have over
pitch modulation. The larger the setting, the greater the
depth of control.

[ Settings 0 ~ 127

* FMod (Filter Modulation Depth)
Determines the depth of control the Control Change
messages (set in the Source parameter above) have over
filter cutoff modulation. The larger the setting, the greater
the depth of control.

4 Settings 0 ~ 127

¢ AMod (Amplitude Modulation Depth)
Determines the depth of control the Control Change
messages (set in the Source parameter above) have over
amplitude modulation. The larger the setting, the greater
the depth of control.

A Settings 0 ~ 127

[F6]-[SF1] Plug-in Common Effect
Connection

Basic Structure (page 40)

LOICE COMMOH FZ2—F:EAL1[Er: Trumeet 1 ]

gl] B IHS1] | I—pglp-
a 00

i @-caInse > bl

H b 4

ilInel Ctary=MSC:3E Band ER 1
[cOoHHES T] IEREEE | REVERE: ] CGHORLS |
GEHERAL | OUTFUT

This is the same as in Normal Voice Common
Edit (page 137), with the exception of the following
points.

e EL: OUT settings are not available in Plug-in
Voice Common Edit.

e The parallel setting (Insertion Connection) is
not available in Plug-in Voice Common Edit.

[F6]-[SF2], [SF3], [SF4], [SF5] Plug-in Common
Effect Parameter Insertion 1, 2, Reverb,
Chorus

The number of parameters and values available
differs depending on the currently selected effect
type. For more information, see the Effect Type List
in the separate Data List booklet.

MOTIF Reference @

Reference V\oice mode
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B Element Edit

©® [F1]-[SF1] Plug-in Element Oscillator Wave

From this display you can select the desired Board
Voice used for the element of the Plug-in voice. Keep
in mind that a Plug-in voice only has one element.

EL FZ-P:B@1[Br: TrumFet. 1 ]
[PLE1SE-UL ] { Bank

i Mumber
[—:Trumpfet.! ]

OTHEFR

[ waLE ]

HATIVE

¢ Bank

Determines the Board Voice Bank of the Plug-in voice.

O Settings (These depend on the particular Plug-in
board; refer to the relevant owner’s manual
for details.)

¢ Number

Determines the Board Voice Number.

O Settings (These depend on the particular Plug-in
board; refer to the relevant owner’s manual
for details.)

® [F1]-[SF5] Plug-in Element Oscillator Other

From this display you can set how the Plug-in voice
responds to velocity, and transpose the key (pitch)
for the voice.

EL FZ2-P:@@1i[EBr: Trumeet. 1 ]
% MoteShi £t + @

LOICE

Uelocitylerth
Uslocitylffeat

[ OTHEFR ]
HATIVE LFQ 1]

¢ Velocity Depth
Determines the velocity sensitivity of the Board voice. For
higher values, the harder you play the keyboard, the louder
the voice becomes.

4 Settings 0 ~ 127

¢ Velocity Offset
This lets you specify an offset value for the velocity
sensitivity of the Board voice. In other words, you can
increase the relative velocity (or level) of the voice by a set
amount — so that all the notes you play have the added
velocity.
[ Settings 0 ~ 127

* Note Shift
Determines the transpose setting for the Board voice, or
the amount (in semitones) by which the pitch is raised or
lowered. The pitch range is two octaves, up or down.
[ Settings -24 ~ 0 ~ +24

@ MOTIF Reference

® [F2] Plug-in Element Pitch PEG Time, Level

Basic Structure (page 46)
From this display you can make various time and
level settings for the Pitch EG, which determine
how the pitch of the Board voice changes over time.

F2-P:B@1[Er: TrumPet. 1 1

TIME

LEIJEL

The full names of the available parameters are
shown in the chart below, as they appear in the
display.

INIT ATK DCY1 | DCY2 REL DEPTH
. Release
TIME - Attack time time
Initial Release
LEVEL level time
Original Release
Pitch Pitch Level
Initial

Level

Time

Release

(O —— :
: Attack : 3
’ f Time

Time
Key off

4 Settings -64 ~ 0 ~ +63

® [F3] Plug-in Element Filter Cutoff
Basic Structure (page 46)

EL FZ—F:EAL1[Br: Trumret. 1 ]

LIOICE
HFFCutof f

Y,

HATILE

¢ HPFCutoff (High Pass Filter Cutoff

frequency)
Determines the Cutoff frequency for the High Pass Filter.

1 Settings -64 ~ 0 ~ +63

® [F4] Plug-in Element Native

With a Plug-in board installed to the MOTTEF, you can
create a Board voice by editing both native parameters
(those parameters exclusive to the particular board) and
unique parameters (related specifically to the MOTIF).
Pressing [F4] gives you access to the native parameters of
the Plug-in board. The parameters will vary depending on
the Plug-in Board. For details about each parameter and its
functions, refer to the Owner’s Manual or the on-line help
that came with your Plug-in Board.

BIT1d For details on the current lineup of available Plug-
in boards, see page 35.



® [F5] Plug-in Element LFO
Basic Structure (page 47)

From this display you can set the basic LFO
parameters for modulating the pitch to create
vibrato and other special effects.

EL FZ2-P:EAL[Br: Trumret. 1 1

]

+ B8

FILTEFR: HATIE

® Speed
Determines the speed of the LFO waveform. Positive
settings increase the speed and negative settings decrease
it. This is applied as an offset to the same parameter in the
original voice of the Plug-in board.

4 Settings -64 ~ 0 ~ +63

Speed=slow Speed=fast

EVAY

® Delay
Determines the delay time between the moment you press
note on the keyboard and the moment the LFO comes into
effect. Positive settings lengthen the delay and negative
settings shorten it. This is applied as an offset to the same
parameter in the original voice of the Plug-in board.

4 Settings -64 ~ 0 ~ +63

Short Delay Long Delay

AWA AWA
U \ U\

o> Key on :

Key on

e PMod (Pitch Modulation Depth)
Determines the amount by which the LFO waveform
controls the pitch. Positive settings increase the amount
and negative settings decrease it. This is applied as an
offset to the same parameter in the original voice of the
Plug-in board.
4 Settings -64 ~ 0 ~ +63

@ [F6] Plug-in Element EQ (Equalizer)

From this display you can apply equalizer settings
to the Board voice. This is a shelving equalizer with
two bands; one for high frequencies and the other
for low frequencies.

UDICE EL PZ2-FP:BE1[Er: Trumeet 1 ]

LowF ey mﬂi@ ! HighFreq Z.6kHz
LowGain +12 ; HighGain +23

Voice Edit mode

Frequency

/

LowFreq HighFreq HighGain
LowGain

(DLowFreq (Low Frequency)
Determines the shelving point for the low frequencies.
The levels of signals below this frequency will be boosted/
attenuated by the amount set in the LoGain parameter.

[ Settings 32Hz ~ 2.0kHz
(2LowGain (Low Gain)

Determines the amount by which signals below the
LoFreq frequency will be boosted/attenuated.

(4 Settings -64 ~ 0 ~ +63
(3HighFreq (High Frequency)

Determines the shelving point for the high frequencies.
The levels of signals above this frequency will be boosted/
attenuated by the amount set in the HiGain parameter.

1 Settings 500Hz ~ 16.0kHz
(4 HighGain (High Gain)

Determines the amount by which signals above the HiFreq
frequency will be boosted/attenuated.

4 Settings -64 ~ 0 ~ +63

¢ About Board Custom Voice Editing
You can edit Board Custom voices of the Plug-in Board
by using the Voice Editor software included with the
board.

BITid Select the Part Number of the Editor software to “1”
when using the software with the Voice mode. Also make
sure to match the basic MIDI receive channel of the
MOTIF (page 258) to the MIDI channel of the Editor
software.

The original Board Custom voices you’ve edited can be
saved and controlled from the computer.

ACAUTION

Make sure to save the edited data to a memory card or
connected SCSI device from the MOTTEF, since any edited data
in the DRAM of the Plug-in board will be lost when you turn
off the power on the MOTIF.

BIId For details about how to use the Voice Editor software
included with the Plug-in board, refer to the Online help
of the Voice Editor.

BIT1 Editing the above parameters may or may not have much
effect on the sound, depending on the particular Plug-in
board you've installed.

MOTIF Reference @
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Voice Job mode
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Voice Job mode

The Voice Job mode contains various convenient
operations (called “Jobs”), which are useful in editing
and archiving your original voices.

¢ Basic Procedure

] In the Voice Play mode, select a voice you wish to
execute the Job on.

Press the [JOB] button to enter the Voice Job
Mode.

Select the desired Job menu by pressing the
appropriate button, [F1] - [F6].

Set the relevant Job parameters.

Press the [ENTER] button. (The display prompts
you for confirmation.)

o O b O DN

Press the [INC/YES] button to execute the Job.
After the Job has been completed, a “Completed”
message appears and operation returns to the
original display.

B To cancel the Job, press the [DEC/NO] button.

ACAUTION

For Jobs that take longer to process, you will see the
message “Executing...” during processing. If you switch
off the power of the MOTIF while this message is
displayed, you risk corrupting your data.

7 Press the [VOICE] button to exit from Voice Job
mode and return to Voice Play mode.

e For detailed instructions on steps #3 - #4, see the
explanations below.

@ [F1] Initialize

This function lets you reset (initialize) all voice
parameters to their default settings. It also allows
you to selectively initialize certain parameters, such
as Common settings, settings for each Element/
Drum key, and so on — very useful when creating a
completely new voice from scratch.

@ MOTIF Reference

L0 T CE "Wl FZ2—F:EAL1[Er: Trumeet 1 ]

Initjialize Current Uoice
ALL ECommon EEL
[ without Mave

J Type of parameter to be initialized

When a Normal voice is selected:
ALL, Common, EL1 ~ 4

When a Drum voice is selected:
ALL, Common, EL

BITIA If you turn the check mark on, you can select a
Drum key. For details on selecting a key, see “Basic
Operation” on page 75.

When a Plug-in voice is selected:
ALL, Common, EL

@ [F2] Edit Recall

If you are editing a voice and select a different voice
without storing your edited one, all the edits you’ve
made will be erased. If this happens, you can use
Edit Recall to restore the voice with your latest edits
intact.

@ [F3] Copy

From this display you can copy Common and
Element/Drum Key parameter settings from any
Voice to the Voice you are editing. This is useful if
you are creating a Voice and wish to use some
parameter settings from another Voice.

LD ICE "Rkl FZ2-P:@@1i[EBr: Trumeet. 1 ]

Cokd

EERE: @31 LB : Trumeet 1 ]
kL J Tdle: Common
Commot

¢ Source voice
Select a Voice and data type to be copied.
(4 Data type

When a Normal voice is selected:
Common, Element 1 ~ 4

When a Drum voice is selected:
Common, Drum key CO ~ C6

When a Plug-in voice is selected:
Common, Element

BITIA If the source Voice type (Normal/Drum/Plug-in)
differs from one of the Voice you are currently
editing (destination), you will only be able to copy
Common parameters.




¢ Data type of Destination voice (current

selected voice)

If the source is a Normal or Drum Voice and data type is
set to Element or Drum Key, you can set the data type of
the destination Voice.

4 Data type

When a Normal voice is selected:
Element 1 ~ 4

When a Drum voice is selected:
Drum key CO ~ C6

B3 If you choose to copy Common parameters from
the source, this display will change to “Common.

2

® [F4] Bulk Dump

This function lets you send all your edited
parameter settings for the currently selected voice
to a computer or another MIDI device for data
archiving.

BITi You must set the correct MIDI Device Number in

order to execute a Bulk Dump. For details, see
page 258.

Voice Store mode

Voice Store mode

Basic Structure (page 63)
This function lets you store your edited voice to User
memory.

ACAUTION

When you execute this, the settings for the destination
memory will be overwritten. Important data should always
be backed up to computer, a separate Memory Card or
some other storage device.

¢ Basic Procedure

] After editing the voice, press the [STORE] button
to enter the Voice Store mode.

Select the destination Voice Memory.

Press the [ENTER] button. (The display prompts
you for confirmation.)

B LW

]

g

To execute the Store operation, press the [INC/ 8
YES] button. After the voice has been stored, a 2
“Completed” message appears and operation )
returns to the original display. H

-

BIE To cancel the Store operation, press the [DEC/NO] %
button. [

ACAUTION

For Store operations that take longer to process, you will
see the message “Executing...” during processing. If you
switch off the power of the MOTIF while this message is
displayed, you risk corrupting your data.

MOTIF Reference @



Function Tree

Basic Structure (page 42)
[ ]
Function Tree

This section is devoted to the Performance mode. To see how the Performance mode relates to the entire structure of
the MOTIF and its other modes and functions, see the simplified chart in “Basic Structure” on page 30.

The following detailed chart shows all of the display menus and parameter groups of the Performance modes —
giving you a quick, easy-to-understand overview of the performance-related functions of the MOTIF.

Brackets around a word or phrase (e.g., [F1]) indicate specific button names or panel operations.

[PERFORMANCE]
[INFO] PERFORMANGCE INFO - - -+« + vttt ettt e e e et e e ettt et et e et et P. 275
[PERFORM] PERFORMANCE PLAY - - -ttt ettt ettt ettt ettt ettt et et P. 162
[F1] PERFORMANGCE PLAY - -+t ettt e et ettt et et e P. 162
[F2] PERFORMANCE AD . 163
[F3] PERFORMANGCE VOICE - - -+« « vttt et et et et et et P. 164
[SF1] ADD INTERNAL VOICE - -+« + v+ vt vt ee e e e e e e P. 164
[SF2] ADD PLUG-IN VOICE: - -+« « o v vttt ee e et e P. 164
1) 0 =T R T I P. 164
. 164
[SF5] SETNOTE LIMIT HIGH - -+« + v v v e e P. 164
[F4] PERFORMANCE PORTAMENTO - -+« + + vt vttt ettt et et e e e P. 164
. 164
. 165
. 124
. 126
[F1] SUB CATEGORY1 SELECT -+ vvvvvvrereenaaeenn. P.126
[F2] SUB CATEGORY2 SELECT ~ « - v v vrvrrvrrnnnennnns P. 126
[F3] SUB CATEGORY3 SELECT v vvrrvvnareenaeeen. P.126
[F4] SETTOFAVORITE -« cvvreeieaie e P. 126
[F5] CLEAR 1 FAVORITE - :vvrvreee e P. 126
L [F6] CLEARALLFAVORITE - :vrvveeneeaeaenns P. 126
g [FAV] FAVORITE SELECT -+« + v v v v e eeeetete e e P. 127
- [F5] CLEAR 1 FAVORITE - cvvrveeae e P. 127
2 [F6] CLEARALL FAVORITE ~ «-ccvrrvrreaeeaeie e P. 127
g [EDIT] PERFORMANGCE EDIT: + « -+t v s s s e e e s e e et et e et e ettt e ettt P. 165
s [COMMON] COMMON - - - = =+ v o s e e e s e e e e e ettt P. 165
- [F1] COM . 166
o [SFA] NAME « -« v eeee ettt P. 166
(__):‘ [SF3] MEQ OFFSET  « v v vrrserneeen e, P. 166
3 [SF4] PORTA -« . 167
2 L [SF5] OTHER -« - . 167
® [F2] COMMON OUTPUT/MASTEREQ - - - - - 167
g [SFA] OUTPUT = v v veesmeeeee e P. 167
8— [SF2] MEQ -+ s v v eseneeses st P. 168
[F3] COMMON ARPEGGIO - - - =+« v« . 168
[SF1] TYPE . 168
[SF2] LIMIT . 168
[SFB] PLAY « vt vt eee et ettt P. 168
[SF4] OUTPUT CHANNEL -« v v veeemeeee e P. 168
[SF5] CLEAR USERARPEGGIO -« vvorveeeeee P.132
[F4] COMMON CONTROLLER ASSIGN « « =« s v s v seseeeeeeeeeete e P. 169
CONTROLLERASSIGN  «+ v+ eeerreeaneeeeaannnns P. 169
[F6] COMMON EFFECT: - -+« s« v s v s s e se s e e et s et P. 169
[SF1] EFFECT CONNECGT -« + v v v vrernneen  onevnaeeenns P. 169
[SF2] PLG-EF <« v vvev e P. 170
[SF3] VARIATION =+ v veveeneeeeeeeei ettt P. 170
[SFA] REVERB =+ v v v resenmeaeeeeeae e P. 170
[SF5] CHORUS + + -+ + v v v seeeee et P. 170

@ MOTIF Reference



[PART SELECTION] PART 1-4
[F6]—

[F1] PARTVOICE -+ o mee o eame e P. 170

[SF1] VOICE «+ v« rrrrrrsereennns P. 170

[SF2] PLYMODE «- -+ P. 170

[SFB] LIMIT «+vverrrenseeeennn P. 170

[SF4] PORTAMENTO <+« P71

[SF5) OTHER: <+t rrrrsereeses P.171

[F2] PART OUTPUT - -« o mee e eame e P.172

[SF1] VOLUME/PAN +«« =« xreerse P. 172

[SF2] EFFECTSEND <"+ =« +- P.172

[F3] PART OUTPUT SELECT «+ -+ v v v rvrrrrseeeennes P. 173

OUTPUT SELECT -+« <+ -+ -+ s et P.173

[FA] PART TONE *++ v s v verrsrren s eeee s P. 173

[SFA] TUNE - << eeeeeeee P.173

[SF2] FILTER o rrrrrrsereernes P. 173

[SF3] FEG -+ emmmeane. P.173

[SFA] AEG *++vvvrrrrrrseree e P. 174

L [F5] PART RECEIVE SWITCH -« -+ <o cnnr e P.174

[PART SELECTION] PART PLGT-PLGS ##++#r e e e e e s s ettt P. 170
[F6]—

[F1] PART VOICE +« v s rerrrsrrensanee e P. 170

[SF1] VOIGE -+~ enreeeee P. 170

[SF2] PLYMODE « -+ v v vrrreernns P. 170

[SFS] LIMIT -+ emeeaee P.170

[SF4] PORTAMENTO - -« P71

[SF5] OTHER -« << cn e eee. P.171

[F2] PART QUTPUT: « -+ v v vrrsrrenseree e aeees P. 172

[SF1] VOLUME/PAN -« -« vxxvxv-- P. 172

[SF2] EFFECTSEND < -« -- P.172

[F3] PART OUTPUT SELEGT -+ -+ <o eemeeeene P.173

OUTPUT SELECT -+ cvvvrrrrrene P. 173

[FA] PARTTONE - <+ oo mm e P.173

[SFA] TUNE -+« vrrrrsereenen P. 173

[SF2] FILTER: <<~ <o en e eee P.173

[SFA] AEG * v v vvrrrrrrseree e P. 174

[F5] PART RECEIVE SWITCH <<~ <<+ oneneeeen P.174

[EDIT] PERFORMANCE COMPARE « « « « «tt+t sttt e remsn s ttttttiiiit ettt P. 165

[JOB] PERFORMANGE JOB. - -~ -+« <+ oo P.175

[FA] INITIALIZE « -+« v v s e v e s e ettt ettt P. 175

[F2] EDIT REGALL -+« -+ e e e e e P.175

[FB] COPY + v v st v ettt e et P. 175

[FA] BULK DUMP - -+~ -+ oo P. 176

...................................................................... P. 176

[STORE] PERFORMANCE STORE

Function Tree

Reference Performance mode
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Performance Play mode
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Performance Play mode

Basic Structure (page 31) - Quick Start Guide (page 88)

In this mode, you can select and play individual User
performances.

BITd For details about the performances and their memory
(bank) structure, see page 40.

¢ Basic Procedure
Basic Operation (page 67)

] Press the [PERFORMANCE] button to enter the
Performance Play mode. (The indicator lights.)

PERFORM
=TT
e N
N
Indicates the Keyboard
MIDI transmit channel.
See page 162 for details.
FERF (TCH=

USER : 881 (AA1 )

Me: Ed9ey

(EE] [FE] Az 1]
Indicates the functions
assigned to the respective
Control knobs. See page
256 for details.

+ BEER It B
3 ARF |

Indicates Keyboard Octave setting

set is the [OCTAVE] buttons.

See page 82 for details.

Indicates the current selected Performance.

USER : 081 (AO1 >

Number
(selected via the
pank NUMBER [1]-[16]
Performance Program number buttons)
(corresponding to Groups A Group
to H and Numbers 01 to 16) (selected via the GROUP
[A]-[H] buttons)

Me: Ed9ey
| |

Category Performance name

2 Select a performance.

3 Set the Keyboard Octave or MIDI transmit
channel.

4 Turn individual parts of the performance on or off
(mute) as desired.

@ MOTIF Reference

5 Select the menu you wish to edit by pressing the
[F2] - [F6] buttons and edit the parameters in each
display.

6 Store the settings edited in step #5 to the User
Memory as required.

7 Press any other mode button to exit from the
Performance Play mode.

e For detailed instructions on steps #2 - #5, see the
following explanations.

e For details on step #6, refer to “Performance
Store mode” on page 176.

The explanations here apply to step #2 of the Basic
Procedure above.

Selecting performances is done in basically the same
way as selecting voices (page 124), except for the
following point.

e Since the MOTTIF has no Preset performances
and provides only one User bank, selecting a
bank is not necessary.

Keyboard Octave and Keyboard
MIDI transmit channel settings

The explanations here apply to step #3 of the Basic
Procedure on page 162.

The two parameters set here affect all selected
performances. Setting these parameters is the same as
in the Voice Play mode (page 127). Keep in mind that
these parameters cannot be stored to the performance
by using the Performance Store mode (page 176).

Keyboard MIDI transmit chiannel

(TCH=
USER : 881 (A#1 > (oeT:4a

Me: Ed9ey

[EE [AzE] Az 1] + HEER +

Keyboard octave setting



Performance Part on/off

Performance Play mode

The explanations here apply to step #4 of the Basic
Procedure on page 162.

\ b
EMUT/F: Press the [MUTE] button so that

its indicator lights.
// | \\

SOLO%
\\&//* 3 4
S
// %

7 J

Press any of the [1] - [4] buttons
you wish to mute.

BIT1 This operation is available also in the Performance Edit

mode.

Performance editing in the
Performance Play mode

The explanations here apply to step #5 of the Basic
Procedure on page 162.

The Performance Play mode lets you perform a variety

of general editing operations on the selected
performance. For more detailed and comprehensive
editing operations, use the Performance Edit mode.

BIT1 The parameters that have the same name in the

Performance Play mode and in the Performance Edit
mode have the same functions and settings.

¢ The [[A] Indicator

If you alter any parameters in the Performance Play
mode, the [A] indicator will appear in the top left of
the display. This indicates that the current
performance has been modified but not yet stored.

— Edit indicator

[E] TCH= 1

USER : 841 (AA1 ) QCT @
Me: Eddey

GHi EH3A Az 1] + HEEA + A

BN A0 | WOIGE | FORTA | Ea | ARFP |

B3 If you select another performance during editing, the [A]

indicator will disappear and all your edits will be lost.It is
a good idea to store the edited performance data from the
Performance Store mode (page 176). Even if you lose the
performance edited data, you can restore it by using the
Edit Recall function (page 175).

® [F2] Performance Play A/D

From this display you can make settings for the A/
D input parts. The A/D input feature lets you input
external audio (such as from a microphone or
guitar), then process and mix it with the other
sounds of the MOTIF. The audio signal can be
input via the A/D INPUT jack or the mLAN
terminal (if an optional mLANSE has been
installed).

USER:A51 [Me: Eddey i
{ Drdlewel 127

5} Mono<Stereo stereo
i OutrutSel LER
FORTA 7

BIT13 In the Utility mode, you can set whether you use the A/

D INPUT jack or the mLANSE jack as an input jack for
the A/D part. See page 252.

® Volume
Determines the output level of the A/D part.
[ Settings 0 ~ 127

* Pan
Determines the stereo pan position of the A/D part.
O Settings L63 (Left) ~ C (Center) ~ R63 (Right)

¢ RevSend
Determines the Send level of the A/D part signal sent to
the Reverb effect. For details about effect connection, see
page 40.
4 Settings 0 ~ 127

¢ ChoSend

Determines the Send level of the A/D part signal sent to
the Chorus effect. For details about effect connection, see
page 40.

4 Settings 0 ~ 127

¢ VarSend (Variation Send)
Determines the Send level of the A/D part signal sent to
the Variation effect. For details about effect connection,
see page 40.
4 Settings 0 ~ 127

¢ DryLevel
Determines the level of the A/D part which has not been
processed with the System Effects (Reverb, Chorus,
Variation). See page 252.
4 Settings 0 ~ 127

¢ Mono/Stereo
Determines the signal configuration for the the A/D input
audio, or how the signal or signals are routed (stereo or
mono). When the mLAN terminal (with the optional
mLANSE installed) is set as the input source for the A/D
part, this parameter cannot be set.

1 Settings stereo, L mono, R mono, L+ R mono

stereo
Audio received via both A/D INPUT jacks is processed in
stereo.

L (left) mono
Audio received via the L (left) A/D INPUT jack is

processed in mono.

R (left) mono
Audio received via the R (right) A/D INPUT jack is

processed in mono.

L+ R mono
Audio received via both A/D INPUT jacks is mixed and

processed in mono.
MOTIF Reference @
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Performance Play mode

® QutputSel (Output Select)

Determines the output jack assignment for the A/D part.

1 Settings See below.

) Stereo/
LCD Output jack Mono
L&R OUTPUT L&R Stereo
Stereo
as1&2 |AIEB2 ASSIGNABLE OUTPUT 1&2 1:L *
2:R
Stereo
as3&4 |AIEB2 ASSIGNABLE OUTPUT 3&4 3:L *
4:R
Stereo
as5&6 | AIEB2 ASSIGNABLE OUTPUT 5&6 5:L *
6:R
as1 AIEB2 ASSIGNABLE OUTPUT 1 Mono *
as2 AIEB2 ASSIGNABLE OUTPUT 2 Mono *
as3 AIEB2 ASSIGNABLE OUTPUT 3 Mono *
as4 AIEB2 ASSIGNABLE OUTPUT 4 Mono *
asb5 AIEB2 ASSIGNABLE OUTPUT 5 Mono *
as6 AIEB2 ASSIGNABLE OUTPUT 6 Mono *

* Available only when the optional AIEB2 board has been installed.

@ [F3] Performance Play Voices
From this display you can select a voice for each part
and determine the note range it can be played from.

1 Move the cursor to the desired part,
then move it to the voice bank or
number you wish to set for the part.

2 If the part is blank (i.e., no voice has been assigned),
use these to enable a voice (Internal or Plug-in) for the
part. Once a voice is assigned, select the specific bank
and voice with the [INC/YES] and [DEC/NQ] buttons, or
the data dial. You can also use the BANK, GROUP and
NUMBER buttons to select a voice (page 124).

ERE USER: @81 [Met Eddey 1

Richard
rief

\LIMITL LIMITH
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3 Use these to set the note
range, low and high, for
the part’s voice.

4 Use this to delete the
assigned voice, if desired.

¢ [SF1] ADD INT (Add Internal Voice)

If no voice has been assigned and the selected part is
blank, press this to enable an Internal voice for the part.

* [SF2] ADD PLG (Add Plug-in Voice)

If no voice has been assigned and the selected part is
blank, press this to enable a Plug-in voice for the part.

¢ [SF3] DELETE

Pressing this button deletes the voice assignment for the
selected part, leaving the part blank.

@ MOTIF Reference

o [SF4] LIMIT L (Note Limit Low)

This sets the lowest note of the range over which the voice
of the selected part sounds. Simultaneously hold down
this button and press the desired key on the keyboard to
set the note.

e [SF5] LIMIT H (Note Limit High)
This sets the highest note of the range over which the
voice of the selected part sounds. Simultaneously hold
down this button and press the desired key on the
keyboard to set the note.

@ [F4] Performance Play Portamento
From this display you can set the Portamento
parameters for each part. Portamento is used to
create a smooth transition in pitch from the first
note played on the keyboard to the next.

FEFRF USER: 881 [Me: Eddey 1

FortaSu i PartSwitch

FortaTime + goooooo
1 2 = 4 FIFZFZ

¢ PortaSw (Portamento Switch)
Determines whether Portamento is on or off for all parts.
(This is a global switch and overrides the individual part
settings in Part Switch below.)

[ Settings off, on

* Time
Determines the pitch transition time.
This parameter offsets the same parameter in the part edit
(page 171). Higher values result in longer transition times.

4 Settings -64 ~ +63

¢ PartSwitch
Determines whether Portamento is on or off for each
individual part.

® [F5] Performance Play
EG(Envelope Generator)

Basic Structure (page 47)

This display contains the basic EG settings, both
volume and filter, for the performance, as well as
the filter’s cutoff frequency and resonance settings.
The settings made here are applied as offsets to the
AEG and FEG settings in the Performance Edit
mode (page 173, page 174).

USER: A1 [ Me: Eclded

g p—

AN-REN-

IIOICE

Same as in Voice Play mode. See page 127 .



@ [F6] Performance Play Arpeggio
Basic Structure (page 55)

This display contains the basic settings for Arpeggio
playback, including Type and Tempo.

USER: B8] [Ma: Edacy ]
i Switch an
Ture Ir:  Fun : Ho . oh
Temeo L. 1v@ : PartSwitch
Uslocitylimit BOO00OOO0
1 - 127 : 1 2 = 4 FIFEPS
OTCE AFF

The parameters are same as in the Voice Play
mode (page 127) except for the following one.

¢ PartSwitch
Determines whether Arpeggio is on or off for the selected
part.

Performance Edit mode

In this mode, Performances can be created and edited.

¢ The [[d] Indicator

If you alter any parameters in Performance Edit Mode,
the [A] indicator will appear in the top left of the
display. This indicates that the current performance
has been modified but not yet stored.

BIT1[ Even if you exit to the Performance Play mode, your
edited settings for the current performance will be
maintained — as long as you don’t select another
performance.

B The [A] indicator is also displayed in the Performance
Play mode.

¢ The Compare Function

This convenient function lets you switch between the

edited performance and its original, unedited condition
— allowing you to listen to the difference between the
two and better hear how your edits affect the sound.

] In the Performance Edit mode, press the
[COMPARE] button so that its indicator flashes.
The [B] indicator is shown at the top of the
display (in place of the [B] indicator), and the
original, unedited performance is restored for
monitoring.

EDIT

COMPARE

2 Press the [EDIT] button again to disable the
“Compare” function and restore the settings for
your edited Performance. While Compare is active,
you cannot make edits to the performance.

Reference Performance mode

¢ Common (to all parts) edit
and Part edit

Each performance can contain a maximum of four
parts, selected from a total seven parts — four parts
from the Internal tone generator, and three from the
installed Plug-in boards. Use Common Edit to edit the
settings for all of the parts. There are two types of
Voice Edit displays: those for Common Edit, and those
for editing individual parts.

MOTIF Reference @



Performance Edit mode

Parts to which
Internal voices are
assigned

Plug-in part 1
Plug-in part 2
Plug-in part 3

ﬁlndicates a Common Edit display.

Parts to which
Plug-in voices
are assigned

IFERF "W EERETRD) USER:BE]1[Me: Eddey 1

MainCtard Name [Edd=' ]
SubCtory NO RS

[ HAHE ] m OTHER:

QUT-MES ARF c TLH..H EFFECT

ﬁlndlcates a display for editing Part 1.

¢ Basic Procedure

1

SpowW 8duUDWIOLID{ DIUIIDJIY

Press the [PERFORMANCE]| button to enter the
Performance Play mode. (The indicator lights.)

Select a Performance to be edited.

Press the [EDIT] button to enter the Performance
Edit mode. (The indicator lights.)

Select a Part to be edited.

¢ To edit parameters common to all of the parts,
press the [DRUM KITS] button (which serves as
a “COMMON?” button here).

DRUM KITS
—J

FAVORITES
COMMON
e To edit parameters of the individual parts, select
the desired part with the corresponding
NUMBER button ([1] - [4], or in the case of the
Plug-in parts, [1] - [3]).

i i i

ELEMENT/PERF.PART/ZON

To switch between the Part 1 - 4 display and the
Plug-in Part 1 - 3 display, press the [F6] button.

@ MOTIF Reference

< Display for editing parts 1 - 4>

LSER: BH1LMe: Edded
FARTGL _FRRTGE _FARTE: FA

{ [F6] button

5 Select the menu you wish to edit by pressing the
[F1] - [F6] and [SF1] -[SF5] buttons.

6 Edit the parameters for the selected performance.

7 Store the settings edited in step #6 to the User
Memory as required.

8 Press the [EXIT] button to exit from the
Performance Edit mode.

e For details on step #2, refer to “Performance Play
mode” on page 162.

e For detailed instructions on steps #5 - #6, see the
explanations below.

e For details on step #7, refer to “Performance
Store mode” on page 176.

H Common edit

® [F1]-[SF1] Common General Name

From this display you can create a name for the
performance. The performance name can contain
up to 10 characters. For detailed instructions on
naming, see “Basic Operation” on page 75.

@ [F1]-[SF3] Common General
Master EQ Offset

From this display you can adjust the master (global)
EQ settings for all parts of the selected performance.
The level of each of the four bands (with the
exception of “MID”) can be adjusted. Moreover,
you can also tweak these settings directly from the
four Knobs on the front panel.



Performance Edit mode

With the exception of Pitch Bend, which cannot be
USER: B8] [Me: Eddey set here, these parameters are the same as in the
Gl LOWMID HIGHMID HIGH Voice Edit mode (page 132).
HE& OFFSET BE +8 +8; +a@

©® [F2]-[SF1] Common Output

[MEEDFEJ OTHER:
HRF ITLH‘_-.H

FERF ™LEIdglulely USER:BE]L [Me: Eddey ]

O PAN REVERB  CHORUS  TEMPO ol — -
CUTOFF RESONANCE ~ATTACK  RELEASE Pgnume Cﬁgﬁgn q 157
KNOB ASSIGNA ASSIGNB ~ ASSIGN1  ASSIGN 2

CTLASH EFFECT

GEHERAL

FUNCT'ON ‘ ‘ ‘ ‘

MEQLOW MEQLOWMID MEQHIMID MEQ HIGH

¢ Volume

Determines the output level of the selected performance.
. You can adjust the overall volume, keeping the balance
O Settings  -64 ~ +63 between all parts .

4 Settings 0 ~ 127
® [F1]-[SF4] Common General Portamento

.1 * Pan

From this display you can set the Portamento Determines the stereo pan position of the selected

parameters fpr all parts of the selected perfo.rr_nan_ce. performance.

Portamento is used to create a smooth transition in This parameter offsets the same parameter in the part edit

pitch from the first note played on the keyboard to setting (page 163).

the next. You can also adjust this parameter using the PAN knob on
the front panel.

mrrr W SER: BE1LMe: Eddey 7 O Settings L63 (Left) ~ C (Center) ~ R63 (Right)

Egptg%'{"m = - PaPtSEiDt'EhD ooo BIEA A setting of “C” (center) maintains the individual
1= = aFiFere Pan settings of each Part.
IIMHEI[ _FORTA il GTHEFR |
AFE % ¢ RevSend

Determines the Send level of the signal sent from Insertion

e Switch Effect 1/2 (or the bypassed signal) to the Reverb effect.

You can also adjust this parameter using the REVERB
knob on the front panel.

4 Settings 0 ~ 127

Determines whether Portamento is on or off for the entire
performance. Keep in mind that this is a global control;
you can also switch Portamento on and off for individual
parts in Part Switch below.

O Settings off, on ¢ ChoSend

Determines the Send level of the signal sent from Insertion
Effect 1/2 (or the bypassed signal) to the Chorus effect.
You can also adjust this parameter using the [CHORUS]
knob on the front panel.

* Time
Determines the pitch transition time.
This parameter offsets the same parameter in the part edit .
settings (page 170). Higher values result in longer O Settings 0 ~127
transition times.

4 Settings -64 ~ +63

Reference Performance mode

¢ PartSwitch
Determines whether Portamento is on or off for each
individual part.

® [F1]-[SF5] Common General Other

From this display you can set the control functions
for the Knobs and related parameters.

PERF "N EIululef] LUSER: AAL [Me: Eddsy ]

ErobHAssi9n m Hs=idnH +
CholCtrl H==i9nE +
i A=sid9nl +
+
1

SN

H5519h2
m IEEEGE [ OTHEFR
FiF EFFEL:
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Performance Edit mode

©® [F2]-[SF2] Common MEQ(Master Equalizer)

From this display you can apply five-band
equalization to all parts of the selected performance.

FMMOH
Lo LOWHMID

EFFECT

Q(Frequency Characteristic)

Gain

lo

Freq
(Frequency )

5bands — LOW LOWMID MID  HIGHMID HIGH

¢ Shape
Determines whether the equalizer type used is Shelving or
Peaking. The Peaking type attenuates/boosts the signal at
the specified Frequency setting, whereas the Shelving type
attenuates/boosts the signal at frequencies above or below
the specified Frequency setting.
This parameter is available for LOW, MID, and HIGH.

O Settings shelv (Shelving type), peak (Peaking type)

shelv (Shelving)

+

EQLow EQLow

SpowW 8duUDWIOLID{ DIUIIDJIY

Frequency
Freql  Freq2
peak (Peaking)
+
0 Gain -»
Frequency
-~ Freq

¢ Freq (Frequency)
Determines the center frequency. Frequencies around this
point are attenuated/boosted by the Gain setting.
1 Settings
LOW: Shelving 32Hz ~ 2.0kHz
Peaking 63Hz ~ 2.0kHz
LOW MID, MID, HIGH MID: 100Hz ~ 10.0kHz
High: 500Hz ~ 16.0kHz

@ MOTIF Reference

¢ Gain
Determines the level gain for the Frequency (set above), or
the amount the selected frequency band is attenuated or
boosted.
(d Settings -12dB ~ 0dB ~ +12dB

¢ Q (Frequency Characteristic)
This varies the signal level at the Frequency setting to
create various frequency curve characteristics.

4 Settings 0.1 ~ 12.0

0.1
12.0

Frequency

- Freq

® [F3]-[SF1] Common Arpeggio
Arpeggio type

Basic Structure (page 55)

Same as in Normal Voice Common Edit. See
page 132.

® [F3]-[SF2] Common Arpeggio
Arpeggio limit

Same as in Normal Voice Common Edit. See
page 133.

® [F3]-[SF3] Common Arpeggio
Play FX (Effect)

Same as in Normal Voice Common Edit. See
page 133.

@ [F3]-[SF4] Common Arpeggio
Output channel

From this display you can set a separate MIDI
output channel for the Arpeggio playback data,
letting you have the Arpeggio sound from an
external tone generator or synthesizer.

FERF N EDZg 5]} USER: BA] [Me: Eddayd ]

auteutSuitch Eii
TransmitCh

FLAYF

LIMIT
GEHERAL | oUT-HE: [IIFY:



® OutputSwitch
When this is set to on, Arpeggio playback data is output
from the MIDI terminal.

1 Settings on, off

¢ TransmitCh
Determines the MIDI transmit channel for Arpeggio
playback data.

4 Settings 1 ~ 16

[F4] Common Controller Assign

The controllers and knobs on the front panel can be
used to change and adjust a variety of parameters —
in real time, and simultaneously.

For example, you could use the ASSIGN 1 and 2
knobs to control effect depth for two different
effects, while using the Foot Controller to control
modulation. These control assignments are called
“Controller Assign.” You can have independent
Controller Assign settings for each performance.

Set the Control Change number for the Breath Controller.

The function set here can be controlled by the Breath Controller
connected to the BREATH CONTROLLER (page 28) jacks on the
rear panel.

LSER:HE1 [Me: Eddey ]

1&6LGeneralll
17[General?
i FL1 11LEXFFrEess

\FCZ2 A4[FootChr11]

EFFECT

FERF "LE[salglilel5
GZ2LEreath  IDHEEERN
DHSE

OUT-ME# |

GEMERAL

Determines the Control
Change numbers for the for Foot Controllers 1 and 2. To control

Determines the Control Change numbers

ASSIGN 1 and 2 knobs
on the front panel.

these functions, connect Foot Controllers
to the FOOT CONTROLLER jacks on the
rear panel (page 28).

O Settings (See chart below)

Control Change Numbers

LCD LCD
00 off 32 off
01 ModWheel 64 Sustain
02 Breath 65 PortaSw
04 FootCtrl 66 Sostenut
05 PortTime 67 Soft
06 Data Ent 72 Release
07 MainVol 74 Bright
10 Panpot 75 Decay
11 Express 84 PortaCtl
16 General 1 91 Effect 1
17 General 2 92 Effect 2
18 General 3 93 Effect 3
19 General 4

Performance Edit mode

@ [F6]-[SF1] Common Effect Connection

Basic Structure (page 40)

This display gives you comprehensive control over
the effects.

USER: B8] [Me: Eddey 1
VAR |-[¢Jr¢+ CHO |—ﬂn]+
Teo T¢e oo
L] L L]
FartBl 1
| CHORUS |

FERF "E e glaley

[ UoiceEFPart=
[coHHECT] [ VAR |
GEHERAL | 0UT-HER CTLASH

¢ EF PART (Effect part) = VCE INS (Voice

Insertion)

Determines the part to which the Insertion effect is
applied. The Insertion connection type (page 40) depends
on the voice of the selected part.

1 Settings Part1 ~ 4, Plug-in Part 1 ~ 3, off

¢ EF PART (Effect part) = PLG-EF (Plug-in
Efect)

Determines the part to which the Insertion effect is
applied. This parameter is available only when a special
Effect Plug-in board (VH) has been installed.

O Settings Part 1~ 4, Plug-in Part 1 ~ 3, A/D, off

® Variation Type
Determines the Variation effect type.

[ Settings Refer to the Effect Types list in the separate
Data List booklet.

¢ Variation Return
Determines the Return level of the Variation Effect.

1 Settings 0 ~ 127

¢ Variation Pan
Determines the pan position of the Variation effect sound.

O Settings L64 (far left) ~cnt (center) ~ R63 (far
right)

® Variation To Reverb
Determines the Send level of the signal sent from the
Variation Effect to the Reverb Effect.

[ Settings 0 ~ 127

¢ Variation To Chorus
Determines the Send level of the signal sent from the
Variation Effect to the Chorus Effect.

1 Settings 0 ~ 127

¢ Chorus Type
Determines the Chorus effect type.

[ Settings Refer to the Effect Types list in the separate
Data List booklet.

¢ Chorus Return Level)
Determines the Return level of the Chorus Effect.
1 Settings 0 ~ 127

¢ Chorus Pan

Determines the pan position of the Chorus effect sound.
0 Settings 164 (farleft) ~ cnt (center) ~ R63 (far right)

MOTIF Reference @
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SpowW 8duUDWIOLID{ DIUIIDJIY

¢ Chorus to Reverb
Determines the Send level of the signal sent from the
Chorus Effect to the Reverb Effect.

4 Settings 0 ~ 127

* Reverb Type
Determines the Reverb effect type.

d Settings Refer to the Effect Types list in the separate
Data List booklet.

¢ Reverb Return
Determines the Return level of the Reverb Effect.

4 Settings 0 ~ 127

® Reverb Pan
Determines the pan position of the Reverb effect sound.
O Settings L64 (farleft) ~ cnt (center) ~ R63 (far right)

® [F6]-[SF2], [SF3], [SF4], [SF5]

Common Effect Parameter
Plug-in Insertion, Reverb, Chorus,
Variation

Basic Structure (page 39)

The number of parameters and values available
differs depending on the currently selected effect
type. For more information, see the Effect Type List
in the separate Data List booklet.

H Part edit

® [F1]-[SF1] Part Voice Voice

You can select a voice for each part. When the
cursor is located at the Bank, you can select a voice
by using the BANK, GROUP, NUMBER button
with the [TRACK SELECT] indicator off (page 124
~ page 125).

LISER: BE1[Me: Eddey 1
FARTOZ _ FARTE= FARTG4
on an
LISER LISER
CEES: [ (C1E
E73 B

OTHEF:
QUTFUT | OUTSEL TOHE RcL Sl

¢ Part Switch
Set each part to on or off.
[d Settings on, off

* Bank
Select a Voice Bank (page 124) for each part. For details
about the Plug-in Voice Bank, refer to the Owner’s Manual
for your Plug-in Board.)

® Number
Select a Voice Program number (page 124) for each part.
For details about the Plug-in Voice Program number, refer
to the Owner’s Manual for your Plug-in Board.)

@ MOTIF Reference

® [F1]-[SF2] Part Voice Play Mode

FERF NELGIANN ISER: AE]1 [He: Eddaq |
FART®L _FART @z FART@Z  FART 0d

Mono-Fold e Foly Fold Foly

ArESwitch | off off off

[ UoIcE NEEQlvge) LIMIT OTHEF:
OUTFUT | OUTSEL | TOHE RCL S

e Mono/Poly

Select monophonic or polyphonic playback for each part.
Select whether the Voice is played back monophonically
(single notes only) or polyphonically (multiple
simultaneous notes).

d Settings Mono, Poly

BIT1d This parameter is not available for the part to
which the Drum Voice is assigned.

* ArpeggioSw (Arpeggio Switch)
Switch the Arpeggio for the currently selected Part on or off.
(A Settings on, off

® [F1]-[SF3] Part Voice Limit

FRRT @1

L

UeIlimitH :

LellimitL 1
| ronE JESGINGERY ForTR J OTHER JHEDG
OUTFUT | OUTSEL TOHE RCUSW [ FLGL-=

® Note Limit H, L. (High, Low)
Set the lowest and highest notes of the keyboard range for
each Part. Each Part will only sound for notes played
within its specified range.

4 Settings C-2~G8

B If you specify the highest note first and the lowest
note second, for example “C5 to C4,” then the note
range covered will be “C-2 to C4” and “C5 to G8.”

B3 You can set the note by pressing the keyboard
while holding the [INFORMATION] button.

BId When a Plug-in voice is assigned to a part of the
selected Performance, some parameters may not
be available depending on the installed Plug-in
board.

¢ Velocity Limit H, L (High, Low)
Set the minimum and maximum values of the velocity
range within which each Part will respond. Each Part will
only sound for notes played within its specified velocity
range.
[ Settings 1~127

BITiA If you specify the maximum value first and the
minimum value second, for example “93 to 34,”
then the velocity range covered will be “1 to 34”
and “93 to 127.”



©® [F1]-[SF4] Part Voice Portamento

Set the Portamento parameters for each part.

Portamento is used to create a smooth transition in

pitch from the first note played on the keyboard to
the next.

full full full

| VOICE § HMODE J LIMIT JEOTAGERN OTHER
QUTFUT | QUTSEL TOHE RCU S LG

¢ Switch
Switch Portamento on or off.
d Settings off,on

Performance Edit mode

¢ PB (Pitch Bend) Range

... When editing Plug-in parts 1 - 3, or when a
Drum voice is selected:

Determines the pitch change range (in semitones) of the
Pitch Bend wheel for the Plug-in part’s voice (or Drum
voice). Unlike the Pitch Bend setting for parts 1 - 4 above,
the Upper and Lower ranges for the Plug-in parts cannot
be set independently.

[ Settings -24 ~ 0 ~ +24

VelSensDpt (Velocity Sensitivity Depth)
Determines the velocity sensitivity of the part’s voice, or
how much the level of the voice changes in response to
your playing strength (velocity). The higher the value, the
more the voice changes in response to changes in your
playing strength.

4 Settings 0~ 127

* Time Changes to actual velocity for different

Set the pitch transition time. Higher values mean longer Velocity Sensitivity Depth settings
transition times.
O Settings 0 ~127 dfefp“:f;f depth=64
Actual resulting | _ _ _ _ e __ offset=64
velocity (affecting
* Mode he tone generator)
Set the Portamento mode.

(d Settings fingered, fulltime

| depth=32

fingered . . ) Ay | offset=64
Portamento is only applied when you play legato (playing

the next note before releasing the previous one).

fulltime
Portamento is always applied.
BIT1d The Mode setting is not available for the Plug-in

part. BIT1[ The settings here apply when Velocity Sensitivity Offset
(below) is set to a median or neutral value of “64.”

depth=0
| Offset=64

offset=64 Received velocity

BIT1id These Portamento parameters above are not
available for the part to which the Drum voice is
assigned. ® VelSensOfst (Velocity Sensitivity Offset)

Determines the amount by which received velocities are

adjusted for the actual velocity effect. This lets you raise

or lower all velocities by the same amount — allowing you
to automatically compensate for playing too strongly or too
softly.

4 Settings 0 ~ 127

® [F1]-[SF5] Part Voice Other

Reference Performance mode

Changes to actual velocity for different Velocity

L=l SE'r‘IE-DF't Sensitivity Offset settings.

VelSenslfsi
| _LOICE |

B3 The settings here apply when Velocity Sensitivity Depth
(above) is set to a median or neutral value of “64.”

¢ PB (Pitch Bend) Upper, Lower
... When editing parts 1 - 4:
These two parameters determine the pitch change range
(in semitones) of the Pitch Bend wheel for the part’s voice.
For example, a Lower setting of -12 would result in the
pitch being lowered up to a maximum of one octave (12
semitones) when the Pitch Bend wheel is moved
downwards. Similarly, setting the Upper parameter to
+ 12 would result in a maximum pitch rise of one octave
when the wheel is moved upwards.

1 Settings 48 ~0 ~ +24

MOTIF Reference @
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When Offset=0

127

Actual resulting
velocity (affecting
the tone generator)

0 64 127
Received velocity

When Offset=64

127

Actual resulting
velocity (affecting
the tone generator)

0 64 127
Received velocity

When Offset=127

\

127

Actual resulting
velocity (affecting
the tone generator)

0 64 127
Received velocity

In the first example, Offset is set to “0,” lowering all
received velocities by 64. This creates a lower velocity
“plateau” — all of your softer playing (up to a velocity
of 64) results in the same actual velocity. Also no
matter how strongly you play, the actual velocity value
never exceeds 64.

In the second example, Offset is set to a neutral value of
“64,” creating a linear relationship between received
and actual velocity. In other words, the velocity at
which you play is relayed to the tone generator as is —
with no offset.

In the third example, Offset is at the maximum of
“127,” which raises all received velocities by 64. This
creates a “clipping” effect in the higher velocities — no
matter how strongly you play (past a velocity of 64),
the actual velocity value will always be 127
(maximum).

® [F2]-[SF1] Part Output Volume/Pan

LISER: 861 [Me: Eddey 1
FART @1 FART®BZ FARTG@Z  FART &4
E

FERF MELLIALSE

Lo lume

an ;
UoiceELFan; oh

oL Fan] BTN

UOICE OUTSEL TOHE RCU S

¢ Volume
Determines the volume for each part, giving you detailed
control over the level balance among the parts.

1 Settings 0~ 127

* Pan
Determines the stereo pan position for each part.
O Settings L64 (far left) ~ cnt (center) ~ R63 (far
right)

® Voice Pan
Determines whether the individual pan settings for each
voice (made in the Voice Edit mode) are applied or not.
Keep in mind that the settings made in Pan above are
applied as offsets to the Voice Edit settings. When this is
set to “off,” the basic pan position for the selected part is
set to center.

1 Settings on, off

BITiA This parameter is not available for the Plug-in
parts.

® [F2]-[SF2] Part Output Effect Send

LISER:BE1LMe: Edaey ]
FART@1 _ FARTGZ FART@= _ FART @4
25 127 127 127
59 12¢ 5]

FERF NELGIAES

ReuSand
ChoSend
LlarSend

@ & 19
Drulewsl | a 127 127 157
[AETTST [ EF SEHD ]

LOICE N, CIUTSEL TOHE

RCU S

RevSend (Reverb Send)

Determines the send level for the Reverb effect of the
selected part, giving you detailed control over the Reverb
balance among the parts.

4 Settings 0~127

ChoSend (Chorus Send)

Determines the send level for the Chorus effect of the
selected part, giving you detailed control over the Chorus
balance among the parts.

4 Settings 0~127

VarSend (Variation Send)

Determines the send level for the Variation effect of the
selected part, giving you detailed control over the Variation
balance among the parts.

4 Settings 0~127

* Dry Level
Determines the level of the unprocessed (dry) sound of the
selected part, letting you control the overall effect balance
among the parts.

4 Settings 0~ 127



@ [F3] Part Output Select

From this display you can set certain output
parameters for the selected part.

FPERF WELLIALE USER: AA1 [Me: Edded ]
FART@l _FART®z  FART @z  FART @d

OutkutSel L &R LER LER L&R

InsEF Coffy | Coffy [ (off

LOICE OUTFUT TOHE RCL S FLG1-=

¢ InsEF (Insertion Effect)
This shows whether the Insertion effect is applied or not
for each part. This is for display purposes only and cannot
be set here. To set this, see “EF PART” (Effect Part) on
page 40.

® OutputSel (Output Select)
Determines the specific output(s) for the individual part.
You can assign each individual part’s voice to be output
from a specific hardware output jack on the rear panel. By
installing the optional AIEB2 board, you can expand the
number of assignable outputs.

(1 Settings See below.

) Stereo/
LCD |Output jacks Mono
L&R |OUTPUTL and R Stereo
asL&R |ASSIGNABLE OUTPUT L and R Stereo
Stereo
as1&2 | ASSIGNABLE OUTPUT 1 and 2 onthe AIEB2 |1:L *
2:R
Stereo
as3&4 | ASSIGNABLE OUTPUT 3 and 4 onthe AIEB2 |3:L *
4:R
Stereo
as5&6 | ASSIGNABLE OUTPUT 5and 6 onthe AIEB2 |5:L *
6:R
asL | ASSIGNABLE OUTPUT L Mono
asR | ASSIGNABLE OUTPUT R Mono
asi ASSIGNABLE OUTPUT 1 on the AIEB2 Mono *
as2 |ASSIGNABLE OUTPUT 2 on the AIEB2 Mono *
as3 |ASSIGNABLE OUTPUT 3 on the AIEB2 Mono *
as4 | ASSIGNABLE OUTPUT 4 on the AIEB2 Mono *
as5 |ASSIGNABLE OUTPUT 5 on the AIEB2 Mono *
as6 |ASSIGNABLE OUTPUT 6 on the AIEB2 Mono *
This setting is for Drum voice parts. When this is
drum selected, the output destination settings for each Mono
Drum key (made in Drum Key Oscillator Output,
page 149) are enabled.

*Available only when the optional AIEB2 board has been installed.

©® [F4]-[SF1] Part Tone Tune

MoteShi ft
Detune i

GUTFUT | OUTSEL

¢ NoteShift
Determines the pitch (key transpose) setting for each part
in semitones.

1 Settings -24~ +24

Performance Edit mode

* Detune
Determines the fine tuning for each part.
4 Settings -12.8Hz ~ + 12.7Hz

® [F4]-[SF2] Part Tone Filter

Basic Structure (page 46)

From this display you can set various Filter related
settings, to change the tonal qualities of the selected
part’s voice.

FERF E A=, ISER:BE] [Me: Edded 1
FART®@L FARTGz  FARTGZ  FART G4

Cutoff +37

Resonance

FEGD=PtLhk

¢ Cutoff

Determines the cutoff frequency for each part.
This parameter is available for the LPF when the filter
used by the part is a combination type of LPF and HPF.

4 Settings -64 ~ 0 ~ 463

* Resonance
Determines the amount of filter resonance or emphasis of
the Cutoff Frequency for each part.

[ Settings -64 ~ 0 ~ +63

¢ FEG Depth

Determines the Filter Envelope Generator depth (amount
of Cuttoff frequency) for each part.

A Settings 0 ~ 127

BT The FEG Depth setting is not available for the
Plug-in parts.

©® [F4]-[SF3] Part Tone FEG

Basic Structure (page 47)

From this display you can set the FEG (Filter Envelope
Generator) parameters for each part. The following
parameters offset the same parameters in the Voice
(Element) Edit mode (page 142).

LSER: BE]1CMe: Edaey 1
FART@1 _ FARTGz FARTG=  FART @4

FERF WELLIALTN

Attack
Decad
Suestain

Eeleace :
_TUHE FILTEF: [
AUTFUT

e Attack
Determines the FEG Attack Time for each part.
(A Settings -64 ~ 0 ~ +63

® Decay
Determines the FEG Decay Time for each part.
d Settings -64 ~ 0 ~ +63

¢ Sustain
Determines the FEG Sustain Level for each part.

1 Settings -64 ~ 0 ~ +63
MOTIF Reference @
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Performance Edit mode

® Release
Determines the FEG Release Time for each part.
4 Settings -64 ~ 0 ~ +63
BT The FEG settings are not available for Plug-in

parts or parts to which Drum voices have been
assigned.

©® [F4]-[SF4] Part Tone AEG
Basic Structure (page 47)

From this display you can set the basic AEG
(Amplitude Envelope Generator) parameters for
each part. The following parameters offset the
same parameters in the Voice (Element) Edit
mode (page 145).

LSER:BE1LMe: Edday 1

FART 21 FARTRZ FARTEZ FART R4

FERF NElSALN

Attack +
Decad i+ H
Sustain Pom—=
Release Po=

- +
TUME 0 FILTER 0 FEG |

5]
[
VOICGE QUTEUT QUTSEL Q]

¢ Attack
Determines the AEG Attack Time for each part.
1 Settings -64~0~ +63

* Decay
Determines the AEG Decay Time for each part.
(1 Settings -64~0~ +63

¢ Sustain
Determines the AEG Sustain Level for each part.
4 Settings -64~0~ 463
BIT1d The Sustain level setting is not available for Plug-in

parts or parts to which Drum voices have been
assigned.

* Release
Determines the AEG Release Time for each part.
1 Settings -64~0~ +63

BITid The Release Time setting is not available for the
part to which the Drum Voice is assigned.
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® [F5] Part Receive Swiich

From this display you can set how each individual
part responds to various MIDI data, such as Control
Change and Program Change messages. When the
relevant parameter is set to “on,” the corresponding
part responds to the appropriate MIDI data.

Note that two different display types are provided
(see below). Each display type features the same
settings in a different format; use the type you feel
most comfortable with.

FERF N E[&L= LISER: BA] [Me: Eddsyd ]
FRGE™] FART@1 FPART@z FART@Z  PART 4
Ctr1Chande; o]y

1FART

QUTFUT QUTSEL

* [SF5]button

FERF WElSiALs!

USER: 881 C[Me: Eddey 1
EFE EARs1 EExP
EI ML EARSZ
EBlCt+1Chande E%EHT EFCL

BFCZ  BFS

VOICGE QUTEUT QUTSEL TOHE




Performance Job mode

The Performance Job mode contains various
convenient operations (called “Jobs”), including
initializing (resetting) performance data or recalling
previous edits.

¢ Basic Procedure

] In the Performance Play mode, select a
performance you wish to execute the Job on.

Press the [JOB] button to enter the Performance
Job Mode.

Select the desired Job menu by pressing the
appropriate button, [F1] - [F4].

Set the relevant Job parameters.

Press the [ENTER] button. (The display prompts
you for confirmation.)

o b WO

Press the [INC/YES] button to execute the Job.
After the Job has been completed, a “Completed”
message appears and operation returns to the
original display.

Bt To cancel the Job, press the [DEC/NO] button.

A CAUTION

For Jobs that take longer to process, you will see the
message “Executing...” during processing. If you switch
off the power of the MOTIF while this message is
displayed, you risk corrupting your data.

7 Press the [PERFORMANCE] button to exit from
Performance Job mode and return to Performance
Play mode.

e For detailed instructions on steps #3 - #4, see the
explanations below.

Performance Job mode

@ [F1] Initialize

This function lets you reset (initialize) all
performance parameters to their default settings. It
also allows you to selectively initialize certain
parameters, such as Common settings, settings for
each part, and so on — very useful when creating a
completely new performance from scratch.

JOE USER: 651 [Eddey 1

Initialize Current Performance
All O Commor
Fartil-4 O O 0O
FLE1-Z O O 0O

[ Type of parameter to be initialized

ALL
All settings for the selected performance are initialized.

Common
Common parameter settings for the selected performance
are initialized.

Part1l ~ 4, PLG1 ~ 3
Part parameter settings for the selected performance are
initialized.

® [F2] Edit Recall

If you are editing a performance and select a
different performance without storing your edited
one, all the edits you’ve made will be erased. If this
happens, you can use Edit Recall to restore the
performance with your latest edits intact.

® [F3] Copy

From this display you can copy Common and Part
parameter settings from any performance to the
performance you are editing. This is useful if you
are creating a performance and wish to use some
parameter settings from another performance.

Source performance
JOE USER: B&]1 CEdasY ]
Cord
USER:EEIIL Edaey ] )
C k3 Tyr=: Part
Current T4Pe: FartD

Destination performance
(currently selected performance)

MOTIF Reference @
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Performance Store mode

¢ Source performance
Select a performance and data type to be copied.
d Datatype Part1 ~ 4,Plug1 ~ 3

¢ Data type of Destination performance

(current selected performance)
Set the Part of the destination Performance.

0 Data type Part1 ~ 4, Plug 1 ~ 3, Arp, Effect (Reverb,
Chorus)

BIA If you choose Arp (Arpeggio) or Effect, the
Arpeggio data or Effect settings for the Voice
assigned to the source Part will be copied.

® [F4] Bulk Dump

This function lets you send all your edited
parameter settings for the currently selected
performance to a computer or another MIDI device
for data archiving.

BT You must set the correct MIDI Device Number in

order to execute a Bulk Dump. For details, see
page 258.

SpowW 8duUDWIOLID{ DIUIIDJIY

Basic Structure (page 63)
This function lets you store your edited performance to
User memory.

&CAUTION

When you execute this, the settings for the destination
memory will be overwritten. Important data should always
be backed up to computer, a separate memory card or some
other storage device.

¢ Basic Procedure

] After editing the performance, press the [STORE]
button to enter the Performance Store mode.

2 Select the destination Performance memory
(number).

3 Press the [ENTER] button. (The display prompts
you for confirmation.)

4 To execute the Store operation, press the [INC/
YES] button. After the performance has been
stored, a “Completed” message appears and
operation returns to the original display.

BITid To cancel the Store operation, press the
[DEC/NO] button.

&CAUTION

For Store operations that take longer to process, you will
see the message “Executing...” during processing. If you
switch off the power of the MOTIF while this message is
displayed, you risk corrupting your data.



Function Tree
This section is devoted to the Song mode. To see how the Song mode relates to the entire structure of the MOTIF
and its other modes and functions, see the simplified chart in “Basic Structure” on page 30.
The following detailed chart shows all of the display menus and parameter groups of the Song modes — giving you a
quick, easy-to-understand overview of the song-related functions of the MOTIF.

Brackets around a word or phrase (e.g., [F1]) indicate specific button names or panel operations.

[SONG]

Function Tree

Basic Structure (page 30)

[INFORMATION] SONG INFORMATION - -+« + « + v+ vt e s st e ettt ettt P. 275
[SONG] SONG PLAY - -+« + vt vttt ettt ettt e et e e ettt ettt P. 179
F[F1] SONG PLAY -+ v c vttt ettt ettt P. 179

[F2] SONG GRID GROOVE - -« « -+ s vt v v e ettt ettt P. 181

[F3] SONG TRACK OUTPUT GHANNEL: - -+« ++ e e v vttt P.182

[F4] SONG TRACK LOOP ON/OFF «  «« vt v v es ottt ettt P. 182

[F5] COPY PHRASE: - - -+« o v s e st e e s ettt P. 183

L [F6] SONG CHAIN PLAY/EDIT . 183

[REC] SONG RECORD -+« + -+« s+ s r e ettt ettt ettt et ettt ettt P. 183
SONG REC SETUP: « « « + « e vttt e et e e e e e e e e e e e e e e e e e P. 184

[F1] SETUP . 184

[F2] VOICE . 188

[FB] ARP -+« vveeieeeeeaeeeee . 189

[PLAY] SONG RECORDING =+« « v v v e ee ettt ettt e e e P. 183

[FA] SETUP: - -« vt ettt P. 184

[F2] VOICE « + v v vt ee ettt ettt P. 188

[STOP] SONG PLAY- - -+« vt e s e eee e et e e P. 184

[EDIT] SONG EDIT: « + « + vt vt vt ettt ettt ettt e ettt e et e ettt ettt P. 189
[FA] CHANGE -+« =+ v v e e et e ettt et ettt et P. 189

[FB] INSERT « -« v v e et ettt et et ettt ettt P. 190

] = = 1 R R P. 190

[F2] VIEW FILTER = -« c v v e eme ettt ettt ettt e P. 192

[F5] CLEAR ALL: -+« v+ v vr e e e et ettt ettt P. 192

[FB] SET ALL:« + v v v v venemsee ettt ettt P. 192

[JOB] SONG JOB - -+« + vt vt vttt ettt ettt et e e et P. 193
[F1] UNDO/REDO . 193

[F2] NOTE JOB LIST -+« - v v vt e et e e et et e et ettt P. 193

e | ) N 74 = P. 194

MODIFY VELOCITY . 195

MODIFY GATE TIME . 195

CRESCENDOQ -+« v vvvvevrnnnannnnn . 196

TRANSPOSE - -« c v v v vt ettt e e e e e e e e P. 196

GILIDE «+ v v v o ettt e e e e e e P. 196

1] =1 =7 1 =3 =] I I P. 196

SORT CHORD: -+« « s vttt et e ettt e e e e e e P. 197

L SEPARATE CHORD « -« oot e ettt e et ettt e e e e P. 198

[F3] EVENT JOB LIST: - -« v v ettt ettt P. 198

b SHIFT CLOCK -+« « v v e et e e e e e e e e e et e e P. 198

COPY EVENT -+« v v v vt ettt ettt e et e e e e it P. 198

ERASE EVENT « - - v o vt v e ettt ettt et et e e e e e e e P. 199

EXTRACT EVENT -« c « v vttt ettt et e et e e et P. 199

CREATE CONTINUOUS DATA - - s s st v e e et ettt iee e e e e P. 199

THIN OQUT « « v v et et e ettt e et e e e e et e e s P. 200

MODIFY CONTROL DATA  « « «« v v v e eeee e e e e ettt e s P. 200

b BEATSTRETCH -« e oottt e et e ettt et e e e e e P. 200

[F4] MEASURE JOB LIST: -+« v v vttt et ettt et P. 201

CREATE MEASURE - -+« « vt eae e e e et ettt P. 201

DELETE MEASURE -+« + « «+ v v ettt e e e e e e e et e e P. 201

Reference Song mode
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Function Tree
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[MIX] SONG MIX

[F5] TRACK JOB LIST ................................................................

— COPY THACK ......................................................
EXCHANGE TRACK .................................................
Mlx TRACK .......................................................
CLEAR TRACK .....................................................
NORMALIZE PLAY EFFECT
DlleE DRUM TRACK ...............................................
PUT PHRASE TO ARP ...............................................
[FG] SONG JOB LlST .................................................................

COPY SONG ......................................................
SPLIT SONG TO PATTERN

CLEAR SONG -+ ==t n s s s s ettt
SONG NAME: « ¢+ + st e et e et ettt it

[INFORMATION] MIX INFORMATION
[MIX] MIX PART

[F1] MIX VOLUME/PAN  « « =+ + s+ v st s e e ettt ettt
[F2] MIXAD - - - v v s e e e e e e et
[F3] MIX VOICE ««++ vt v nseess et et ettt
[FA] MIX EFFECT SEND « « =+« v s+ v s e e s e s ee ettt
[F5] MIX TEMPLATE « -+« v v vt e s e s e s st ettt ettt
[EDIT] MIXING EDIT: « « + + v s+ v s e e s e st s e et e ettt
[COMMON]: « « + + ### v s e e s e s et e ettt
[F1] COMMON GENERAL
[SF1] MEQOFFSET « -+
[SF5] OTHER: -+« v v vorvneeeeens
[F2] COMMON MASTER EQ ««+c s rvrrerrrenaeens
[F3] COMMON ARPEGGIO: =+« ++ v s rvseeseeaenees
[SFA] TYPE v vvrvrsrenaeneens
[SF2] LIMIT « v vvveeeeeeeeens
[SF3] PLAY FX: v v v vvrrenseneens
[SF4] OUTPUT CHANNEL:
[SF5] CLEAR USER ARPEGGIO - - - - P- 209
[F4] COMMON CONTROLLER ASSIGN
[F6] COMMON EFFECT « - -
[SF1] EFFECT CONNECT-« -+« -+ - -+ P.210
[SF2] PLG-EF ++ v vvvrrenseeeens P. 210
[SF3] VARIATION =+« rvveesens P.210
[SF4] REVERB: « =+« vrvreerssens P. 210
L [SF5] CHORUS <« rvreeseens P.210
[PART SELECTION] -« + + « n+ v st e s e s e s s ettt
[F1] PARTVOICE =+ v v v voeeseeeeeeaeaeees
[SF1] VOICE
[SF2] PLAYMODE -+« + =+ cnveeenne P.210
[SFB] LIMIT « v v vvvvvseeneeeeens P.210
[SF4] PORTAMENTO ««+««cvvvveee P.210
[SF5] OTHER: ++ =+t v vvrenseeeens P.210
[F2] PART OUTPUT: -« + v s v s emeaeeeneaeaee e P. 211
[SF1] VOLUME/PAN -« ccove- P.21
[SF2] EFFECT SEND- -« -« -« - - -+ P.21
[F3] PART OUTPUT SELECT
OUTPUT SELEGCT: +++ v vrerrnees P.211
[FA] PARTTONE «« v v v vevseeeesnee et P. 211
[SFA] TUNE ++ v vveevevnaees P.211
[SF2] FILTER -« +vvvvrsensrennes P.211
[SF3] FEG *+ v rrvrrvrsrnrnnnns P. 211
[SF4] AEG v rvrrrrsenseens P. 211
[F5] PART RECEIVE SWITCH =« -« -+ v rvrrerrnseeeens P. 212
[EDIT] MIX COMPARE -« + «  + ¢t t v st e s s ess st st ettt e ettt
[JOB] MIX JOB « v+ v v st v e e e et et e et ettt
b [FA] INITIALIZE «« o v v v se s e s e ettt ettt
[F2] EDIT RECALL-
[FB] COPY + « v+ttt e st sttt ettt
[FATBULK DUMP « -+« + + v s e e s e et ettt
[F5] COPY FROM PERFORMANGCE "+« =+ + =+ttt ensesseen et P. 213
[STORE] MIX STORE « + « ++ =+ s+t s st s et ettt sttt ettt P.214



Song Play mode

Basic Structure (page 67) - Quick Start Guide (page 77)

In this mode, you can select and play individual User
songs.

BIT13 For details about songs and their track and memory
structure, see page 51.

¢ Basic Procedure
Basic Operation (page 67)

] Press the [SONG] button to enter the Song Play
mode. (The indicator lights.)

\S\O‘N/G/

Song track number —
and data status

"'t No data has been recorded.

[ MIDI sequence data
has been recorded.
(Indicates a MIDI track.)

¥ In addition to MIDI sequence data,
the sample data has been recorded.

§ Location setting for
(Indicates ansample track.)

the selected song

(Lown1=ARS | an?= Elll?l)

(Fr*aﬂs + E*) JIEB ] -
_FLAY [TE
Tempo for the selected song
0 Setting 001.0~300.0

Time signature for the selected song
0 Setting 1/16 ~ 16/16, 1/8 ~ 16/8, 1/4 ~ 8/4

Measure : Beat
(for current playback location)
0 Setting Depends on the song data

Transpose setting (for entire song)

Can be adjusted in semitones.

For example, when a value of +12 is set,

the pitch of all of the data becomes one octave higher.
0 Setting -36 ~ +36

Currently selected song
| @1 : MOTIF_DEMO
| |

Song number Song name

Song track on/off status

III Indicates muted track.

E Indicates soloed track (page 180).

Song Play mode

2 Select a song.

3 Start/Stop song playback.

O
] >

Stop playback Start playback

4 Make necessary or desired settings (e.g., transpose,
tempo, location, individual track on/off status, and
so on) in the above display.

5 Select the menu you wish to edit by pressing the
[F2] - [F6] buttons and edit the parameters in each
display.

6 Set a Song Scene.
7 Repeat steps #3 through #6 as desired.

8 Press any other mode button to exit from the Song
Play mode.

¢ For detailed instructions on steps #2, 4, 5, and 6,
see the following explanations.

e For details on step #3, refer to “Quick Start
Guide” on page 78.

The explanations here apply to step #2 of the Basic
Procedure above.

‘CATEGORY'
DRUM KITS SEARCH BANK

(Il il

FAVORITES APIANO KEYBOARD ~ORGAN  GUITAR) BASS  STRINGS  BRASS  REED/PIPE—|
COMMON PLUCKED

A B C D E F G H SECTION GROUP
QINLEAD  SyNPADI SYNCOMP crROWADA . DROM! SE MUSGALFX  ComBl —I
ONPERCUSSION

@ R

SELECT
EMENT/ PERF. PART;

K

@

NUMBER
MUTE

BIT1d The explanations here apply when
these four button indicators are off.

MOTIF Reference @
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Song Play mode

spow Buog oduaioyoy

] Press any of the GROUP [A] - [D] buttons to select
a Group.

BIIA Each letter group contains sixteen song numbers,
and pressing the appropriate letter selects the first
song in that letter’s group. For example, press
button [A] to select song 01, press button [B] to
select song 17 and so on. (See chart below.)

2 Press any of the NUMBER [1] - [16] buttons to
select a Song and return to the Song Play display.

® Song numbers and the corresponding Group/
Numbers

Song Number | Group | Number | Song Number | Group | Number
001 A 1 033 C 1
002 A 2 034 C 2
003 A 3 035 C 3
004 A 4 036 C 4
005 A 5 037 C 5
006 A 6 038 C 6
007 A 7 039 C 7
008 A 8 040 C 8
009 A 9 041 C 9
010 A 10 042 C 10
011 A 11 043 C 11
012 A 12 044 C 12
013 A 13 045 C 13
014 A 14 046 C 14
015 A 15 047 C 15
016 A 16 048 C 16
017 B 1 049 D 1
018 B 2 050 D 2
019 B 3 051 D 3
020 B 4 052 D 4
021 B 5 053 D 5
022 B 6 054 D 6
023 B 7 055 D 7
024 B 8 056 D 8
025 B 9 057 D 9
026 B 10 058 D 10
027 B 11 059 D 11
028 B 12 060 D 12
029 B 13 061 D 13
030 B 14 062 D 14
031 B 15 063 D 15
032 B 16 064 D 16

You can also select a song by moving the cursor to the
song number location and using the [INC/YES] and
[DEC/NO] buttons or the data dial.

Location

The explanations here apply to step #4 of the Basic
Procedure on page 179.

The Song Play mode has a convenient Location
function that lets you jump to user-specified parts of a
song. This lets you assign a specific measure number
in the selected song, and instantly jump to the assigned
measure — either during playback or when the song is
stopped. Two Locations can be assigned.

@ MOTIF Reference

B Assigning Locations

Select the desired measure in the recorded song for the
Location. (Highlight “MEAS” and use the [INC/YES]
and [DEC/NO] buttons or data dial.) Then, to assign

the measure to Location 1, simultaneously hold down

the [SET LOCATE] button and press the [ 44] button.
To assign Location 2, use the [P ] button.

L-:u:l HA1 Loci= EIEI'El

Tr1F SCEMEL 1 =

a1 : MOTIF_DEMOD MERS
TPanE + 0 E 4-4 Ji1Z6.60|8A1 81
GROOE QUTFUT TRLOOF |

Specify a measure number
to be registered.

SEQ TRANSPORT
INTEGRATED
SAMPLING ~ MIXING ~ UTILITY

LOCATE
EDIT JOB STORE
][]
COMPARE SCENE S |
In this example, the selected

measure is assigned to Location
1. The current settings for
Locations 1 and 2 are shown at
the top right of the display.

vOLw

B Jumping to an assigned Location

You can instantly jump to the assigned Location 1 or 2
by simultaneously holding down the [LOCATE] button
and pressing the [ 4] button (for Location 1) or the
[P ] button (for Location 2).

L | <« >
LOCATE 1 2
B — 4

Song track on/off — Solo and Mute

The explanations here apply to step #4 of the Basic
Procedure on page 179.

® To mute a track

N/ TRACK

2 N3~ SELECT

EE'/I_ \EEEEE

ELEMENT/PERF. PAR'V

\ ‘ / NUMBER

Eﬂﬂm



] Press the [MUTE] button so that its lamp lights.

2 Press any of the NUMBER [1] - [16] buttons to
select the track number to be muted.

® To solo a track

TRACK
SELECT

i i i

ELEMENT/ PERF. PART/ ZONE

N | /.~ NUMBER
10 N 11 S 12 ™ MUTE

| et
Eﬁ/-_\J\EEEEE s
(7 an %

Simultaneously hold down the [MUTE] button and
press one of the NUMBER buttons [1] to [16] to solo
the corresponding track.

Once you’ve selected a track for soloing, the [MUTE]
button’s lamp flashes, indicating the Solo function is
active. While Solo is active, you can change the soloed
track simply by pressing the corresponding NUMBER
button [1] to [16].

To exit from the Solo function, press the [MUTE]
button again.

Song track selection

The explanations here apply to step #5 of the Basic
Procedure on page 179.

In order to edit the Song data, you’ll need to select a
track for editing.

Press the [TRACK SELECT] button so that its
indicator lights and press any of the NUMBER [1] -
[16] buttons to select a track to be edited.

Qack
SELECT.

@EEEEEEEW%

ELEMENT/PERF. PART/ZONE

0 7 n 12

13 14 15 MU

SOLO

CHQ Y&j ]
BIT1 Selecting another song resets the selected track to 1.

The explanations here apply to step #6 of the Basic
Procedure on page 179.

Song Scene is a powerful function that allows you to
save five different “snapshots” of important song-
related parameters — including transpose, tempo,
track mute status, and the basic sound/mixing controls
(all parameter settings controllable from the Knobs and
CS sliders).

BIT1d The Song Scene settings can be set independently for
each song.

Song Play mode

@ Storing the Song Scene
STORE
| After making the desired settings
for the Song Scene, simultaneously
SCENE STORE hold down the [STORE] button and
press one of the SONG SCENE

I buttons [SF1] to [SF5].

v —
SF2 SF3 SF4 SF5

OO D O
O

SONG SCENE —

® Recalling the Song Scene
Simply press any of the [SF1] - [SF5] buttons to recall
the setting.

SONG SCENE —

A ~ A Y ——
SF1 SF2 SF3 SF4 SF5

O OO O
0

One of the convenient advantages of Song Scene is that
it lets you instantly and automatically execute
parameter settings that normally require many button
presses or controller operations. Use it during song
recording or playback to make instantaneous setting
changes.

Song editing in the Song Play mode

The explanations here apply to step #5 of the Basic
Procedure on page 179.

The Song Play mode lets you perform a variety of
general editing operations on the selected song. For
more detailed and comprehensive editing operations,
use the Song Edit and Song Mixing modes.

Reference Song mode

® [F2] Song Play Groove

The Grid Groove function makes it possible to
adjust the pitch, timing, length, and velocity of
notes in a specified track via a 1-measure 16th-note
grid to create “grooves” that would not be possible
with precise sequencer-like programming. The Grid
Groove function affects song playback without
actually changing the sequence data.

MOTIF Reference @



Song Play mode

BILA Port data can be output only through the USB
terminal. No port data is transmitted through the
MIDI OUT terminal, even if the corresponding
track is set to a specific port number.

SONG Motel -F-F5.et,= +1

. III_IT'II TTRLOOE L = :'- n ::IH @ [F4] Song Play Track Loop

From this display you can determine whether the
data in the selected track loops or not in playback.
Using Loop can be an effective way to repeat short

NOTE OFST

CLOCK SFT patterns and phrases throughout the song.

GATE OFST

VELO OFST SONG @1CMOTIF_DEMO]

THE|SCEHEJEN 2 3 41E

¢ NOTE OFFSET ERCR = W =

Raises or lowers the pitch of the note(s) on the selected
grid in semitones.

([ Settings 99 ~ +99 LAY | GROGLVE | OUTFL FHRASE

e CLOCK SHIFT
Shifts the timing of the note(s) on the selected grid

FRCRIREIERTRERT

. I e e e

 Settings  on, off

forward or back ward in clock increments. In the example below, a 40-measure song has been
2 Settings 120 ~ +120 recorded and Track 1 is set to play back normally

* GATE OFFSET (Gate time Offset) over the 40 measures. Track 2 has been set to loop,
Lengthens or shortens the note(s) on the selected grid in and will repeat until the [H] button is pressed.

clock increments.

1 Settings 120 ~ +120 Playback
Track 1

* VELO OFFSET (Velocity Offset) (omeasures NN
Increases or decreases the velocity of the note(s) on the of data)
selected grid. Track 2

O Settings 127 ~ +127 (4measues T

of data) ¥'_/

o [F3] Song PlCIY Ovutput Channel The four-measure data is repeated

ten times.
From this display you can set the MIDI output
channel for each of the sixteen tracks, and
determine which MIDI port the track data is sent to.

When set to on, you can specify the range to be
looped. (Only the end point can be set, the start
point of looped playback is fixed to the beginning of
the song.) Please note that the part that is not

o
°

-

g

g SOMG [5h} ENDTIF IIENEI:I : g

F EETEY looped is deleted after setting to on.

w

S oo A e P 'I .

< T | [0 0 | Press [F1] to call up the Song Play display. Change
g ; the current measure that is to be a last measure of
® looped playback.

¢ OUT CH (Output Channel)
Sets up channel transmission to the MIDI OUT terminal.
Tracks set to “Off” will not sound.

[ Settings off, 01 ~ 16

BITid In the Song/Pattern mode, the MIDI data created by
playing the keyboard/knobs/wheels is sent to the tone
generator block or the external MIDI devices via the —mthlsexample, setto "004."
MIDI output channel of the currently selected track.

Lcn:1 HE 1 Ln:ncE EIEI'E'
X

a1 : HDT IF_DEMO

® Port .
Determines the MIDI transmission port for the 2 Press [F4] to call up the Tr‘aCk Loop display and
corresponding track. This is useful for sending data to move the cursor to the desired track.

external tone generators over multiple MIDI ports in an
extended MIDI setup. Keep in mind that this parameter can
only be set for tracks having assignments to Plug-in parts 1 -3
(for installed single-part boards) or Plug-in parts 17 -32 (for
installed multi-part boards). Tracks using the internal tone
generator parts of the MOTIF are automatically fixed at port 1.

d Settings off, 01 ~ 03

@ MOTIF Reference



3 Set to on by using the [INC/YES] and [DEC/NO]
buttons or the data dial. (The display prompts you
for confirmation.)

4 Press the [INC/YES] button. The Loop is set to on
and the part that is not looped is deleted

@ [F5] Song Play Copy Phrase

You can copy s Pattern track data (Phrase) to a Song
track. You can also copy the preset phrase that does
not assigned to the Pattern track by the Patch
function (page 219).

If sample data is included in the original

Phrase and you want to copy all of the

data, make sure to checkmark this box.
Source Phrase

B1CMOTIF_DEMOI

Cord Phrass
Fhrace [E8:061)
(TR 81 HMeze @81 ESanele

FRESS [EMTER] TO COFY.

After completing the settings,
press the [ENTER]

song. button to execute the Copy
Phrase.

Specify the source track and
measure of the current selected

® [F6] Song Play Chain Play/Edit

This function allows songs to be “chained” together
for automatic sequential playback.

This is particularly convenient in live performance
situations, letting you have your song backing play
automatically in “jukebox” fashion while you
perform over it. Highlight the desired point in the
chain, then use the [INC/YES] and [DEC/NO]
buttons or data dial to set the desired song number
or parameter below.The MOTIF allows you to
create one Song Chain setting.

SONIG 4128.68 Meas@E]

ga1 a8l :MOTIF_DEMO L
A2 BE3F kbbb dohbk

=]

GROOLE

OUTFUT | TRLOOF | PHRASE

Parameters other than the song number are explained here.

¢ skip
Skips past (ignores) the selected chain number and
continues playback from the next chain number.

* stop
Stops the song chain playback at that chain number. You
can restart the song chain playback from the next chain
number by pressing the [ P | button.

® end
Indicates the end mark of the song chain data.

Song Record mode

Song Record mode

Quick Start Guide (page 110)

In this mode, you can use the sequencer to record your
keyboard performance in real time to each track of a
User Song.

BT For details about recording methods, see page 53.

¢ Basic Procedure

]

2
3

Basic Structure (page 53)

In the Song Play mode, select a User Song to be
recorded.

If necessary, set a Song Scene (page 115).

Press the [REC] button to enter the Song Record
mode. (The indicator lights.) The Song Record
Setup display shown below appears.

\\‘//

PICIN
HES

Sl
Ay

i RecTrack
E 4-4

Buantize i Meas
M| UOIGE AR F ARF

Set basic parameters for recording (e.g., recording
type, track, tempo, and so on).

BIid Please note that the time signature can be set in the
Song Play display. See page 179.

Reference Song mode

Change the display by pressing the [F2] - [F3]
buttons and set various parameters for recording.

BT Your performance on the keyboard and the
controllers (Knobs, Pitch Bend wheel, Modulation
wheel, and so on) is recorded to tracks 1 - 16. The
Tempo (“TMP?”) track is for recording tempo
changes, while the Scene track is for changes to the
Song Scene numbers and Track Mute settings.

Press the [ » | button to start recording.

eWhen any of the Realtime recording methods
(any setting other than “step”) is selected in step
#4, your keyboard playing and controller moves
are automatically recorded.

e When “step” is selected in step #4, compose
your performance by entering a note one by one.

MOTIF Reference @



Song Record mode

O — —
REC = N

I B R N
O

FE CORDIHGE
TP LSCENE IR 2 = s

Tdre
Buantize

BITid MIDI events the external MIDI devices connected
to the MOTIF can be recorded to tracks 1 ~ 16.

7 After completing your performance (in Realtime
recording) or completing Step recording, press the
[H] button to stop recording.

8 Record additional tracks as required. Repeat
steps #3 through #7 as desired.

9 Press the [ P> | button to hear your newly
recorded performance.

] O Save the recorded data to the Memory Card or
the SCSI device connected to the MOTIFE.

A CAUTION

The recorded (edited) song data resides temporarily in
DRAM (page 64). Because data contained in DRAM is
lost when the power is turned off, you should always store
any data residing in DRAM to a memory card or an
external SCSI device before turning off the power.

e For detailed instructions on steps #4 - #7, see the
following explanations.

e For details on step #10 refer to “File mode” on
page 266.

spow Buog oduaioyoy

B The following explanations apply to MIDI data
recording (creating MIDI tracks). For instructions
on recording audio data (creating sample tracks),
see “Sampling mode” on page 233.

Setting up before recording

The explanations here apply to steps #4 - #5 of the
Basic Procedure on page 183.

@ [F1] Song Record Setup
Basic Structure (page 51)

When recording type is set to something other
than “step” :

THE

T4
CEIEDE TH1D(E
[HuantiEe of Tt
F |IEEEEEII4

Punch-out
measure : beat

Punch-in
measure : beat
Time signature
(set in the Song Play display)
This lets you turn the click sound

(metronome) on/off for recording.

(Press the [F5] button.)
This lets you switch between Single Track

recording and All Track recording. (Press
the [F6] button.)

BT “Punch-in measure : beat” and “Punch-out measure :
beat” are available when the Recording Type is set to
“Punch.”

When recording type is set to “step” :

Time signature Tempo
(set in the Song Play display)

* Type (Recording type)
Determines the recording method.
A Settings:

RecTrack is set to 1 ~ 16:
replace, overdub, punch, step

RecTrack is set to “tempo” :
replace, punch, step

RecTrack is set to “scene” :
replace, punch

RecTrack is set to “multi” :
replace , overdub, punch

B3 When “punch” is selected, “Punch-in measure :
beat” and “Punch-out measure : beat” appear in
the display and should be set.

BId When “step” is selected, you should specify the
event type to be enetered.

® Quantize
This parameter is available when the Recording Type is set
to something other than “step.” Record quantize aligns
the timing of notes which are not exactly on the beat on-
the-fly as you record.



d Settings: off, 60 (32nd note), 80 (16th note triplet), 120
(16th note), 160 (8th note triplet), 240 (8th
note), 320 (1/4 note triplet), 480 (1/4 note)

¢ Event
This parameter is available when the Recording Type is set
to “step.” This lets you specify the event type to be

entered.
O Settings: mnote, p.bend (pitch bend), CC#000 ~ #119
(Control Change)
¢ RecTrack

Determines the track to be recorded.
Pressing the [F6] button lets you switch between Single
Track recording and All Track recording.

1 Settings: tempo, scene, 1 ~ 16, multi

¢ Tempo
Determines the Song tempo.
0 Settings: 001.0 ~300.0

The explanations here apply to steps #6 - #7 of the
Basic Procedure on page 183, page 184.

B Realtime Recording
See “Quick Start Guide” (page 110)

B Step Recording

If you press the [ » ] button in step #6 of the Basic
Procedure on page 183, the following display appears
and you can input the specified events one by one.

® Entering the Note Event
When the event to be entered is set to “note” , you
can input the note events one by one.

Pointer indicating the current nc?te position.

T
ooilz ooil3

Fointer m SterTime F (@128
Llalue i GateTime SR
LOICE ] TIE DELETE JL EAKDEL
Beat Graph
® Beat Graph

This is the display in which notes are “placed” during step
recording. When the meter is 4/4, the display is divided
into four beats (one measure). Each diamond-shaped
marker in the display represents one 32nd beat (each 1/4
note division is divided into eight 32nd beats).

For example, if the following rhythmic pattern

« JJ IT1J) 7 is entered in 4/4 time, a display like the one
shown below will appear.

Song Record mode

¢ Pointer
Determines the data-entry position.
The triangular pointer above the beat graph indicates the
data-entry position.
To move the pointer right or left, use the [INC/YES] and
[DEC/NO] buttons or the data dial.

¢ Value
When the event to be entered is set to “note” , this value
specifies the velocity with which the note will be entered.
4 Settings:
001 ~127
The set value (1 ~ 127) corresponds to the MIDI
velocity value entered.

RND1 ~RND4
When one of the random settings is selected, a random
velocity value will be entered.

¢ StepTime
The “size” of the current recording step time for the next
note to be entered. This determines to what position the
pointer will advance after a note has been entered.

4 Settings:

0001~0059 32ndnote  F
16th note triplet i
16th note F

8th note triplet g

8th note I

1/4 note triplet  J &
1/4 note J

half note d

whole note =

* GateTime
Sets the gate time to produce slurs, staccato notes, etc.
“Gate time” refers to the actual length of time the note
sounds. For the same 1/4 note, for example, a long gate
time will produce a slur while a short gate time will
produce a staccato effect.
Gate time is indicated as a percent value of the step time.
A setting of 50 % produces a staccato sound, values
between about 80 % and 90 % produce normal note length,
and a value of 99 % will produce a slur.

d Settings: 001% ~ 200 %

Reference Song mode

® [F3] REST

Press [F3] to enter a rest as long as the specified step time.
The point will move ahead to the next data-entry position.
Rests do not appear on the display.

BITIA There is no actual data representing rests in the
MIDI sequencer. When a “rest” is entered the
pointer simply moves ahead to the next data-entry
position, effectively leaving a rest.

©® [F4] TIE
When the [F4] button is pressed to enter a tie, the
preceding note is lengthened to the full step time. For
example, in the following phrase, note (O is entered with
1/4 note step time. If the step time is then changed to an
8th note and [F4] is pressed, note (@) is entered.

MOTIF Reference @
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A

Dotted notes can also be entered using the TIE function.
To produce a dotted 1/4 note, for example, set the step
time to an 8th note, enter a note and then press [F4] twice.

=l D=0 D)

® [F5] DELETE

Press this to actually delete the note events at the current
cursor position.

©® [F6] BCK DEL
Moves the pointer backward by one step and deletes all
notes at that location.
BT Mistakenly entered notes can be erased by pressing
[F6] immediately after they are entered (before
changing the step time value).

@ Entering other events
When entering non-note events (such as control
change data), the display is basically the same as
that for note data.

wCClMainlol 3 HIC 1
[ [

|_| | Il | I_|3I 1 I_|I-|I

Fointer BEAZ:E SLEF'Tlme F C@12E5

Ualue

g F LOICE

a‘ The TIE function is not available for non-note events.

g

s The following descriptions apply to non-note

%) events.

o

=}

«

3 ¢ Value

o> When the event to be entered is something other than
“note,” this determines the value of the specified non-note
event.
(A Settings:

When event is set to to “p.bend” :
-8192 ~ +8191

When event is set to “CC (Control Change) #001 ~ 1197 :
000 ~ 127

When event is set to “tempo” (RecTrack is set to “tempo” ):

001 ~ 300

¢ Examples of Step Recording
The explanations here apply to steps #6 - #7 of the

Basic Procedure on page 183, page 184.
This section explains how to step-record notes, using

three specific examples.

74‘7 ﬂ

] Set the parameters as illustrated below.
Here, we’ll set the Step Time to J(480) so that
quarter notes will be entered, and set the GateTime
to 100 % to have the notes play in legato.

HOTE Hil 1

a4 d Kl A i i Sl S i i i
oodld [TELE] [T'ELE] [T'ELE]

Fointer BE1:A1:0686 : SterTime J (@
Ualue 168 | GateTime
LOICE

2 Play the keys C, D, E, F, G, A, B and C in order.

wpo - rgn
Oy y O
0 0

@ L
Each time you press a key and release it, the

pointer moves forward by one step and the played
note is recorded.

3 Move the pointer to the top (beginning) of the
song and press the [ P> | button to hear the note
data you just recorded in steps #1 and 2.
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®Example 2 (Using the TIE function)

| @ B
T — -
L T —

] Set the parameters as illustrated below. %
Since the first note is a half note, set the StepTime

to 4 (960), and set the GateTime to 80 %, since you
don’t want the notes to play in legato.

4 Follow the instructions below to enter the next
dotted half note.

|
Press and release A &) (1) Change this to 480.

RELC MOTE HiC 1

&4 |J|J11I : II:IT:HiEI : II:IT:Hi!I : II:IT:Hi'lI —
Fointer @E1iE1:086 | StelrTime 4 @
Ualue 1688 | GateTime

OICE
@)

2 Enter the first note F.

hiullha

(1) Press and release F.

(3) Press [F4] twice to expand the quarter note to a dotted half note.

il K il i
[IEE [LELE]

5 Enter the last quarter note by pressing and
Fointer @@1:03:86808 @ SterTime :
Lalue 166 | GateTime releasing F.

(2) Change this value to 240,
since the next note is an 8th note.

(3) Press the [F4] button to tie the
two F notes (half note and 8th note).

| @ 1
3 Enter the next 8th notes.

Keep the display settings unchanged for the
remaining notes in the measure, and press/release
each key one by one as shown below.

MOTIF Reference @
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6 Move the pointer to the top (beginning) of the
song and press the [ P> | button to hear the note
data you just recorded in steps #1 - 5.

®Example 3 (Using the REST function)

N
o — Y

N~

] Set the parameters as illustrated below.

Set the StepTime to J (480) and the Gate Time to
80%.

I R W et st et Tl et T Wty i W
o1 [3 ool a [TELE] GTELE]
FPointer BA11A1:8ER ; StelTime J ¢@
Lalue 188 : GateTime

2 Enter the first note F.

Press and release F. WW

3 Enter the next 8th rest by following the
instructions below.

[[1]

NOTE
[l

QCT 4@
TRal
4 4

4 s K s
ooild ooila ooil3

Fointer BA1IEZ2:248 @ SterTime
Ualue 168 : GateTime
F (REET )

spow Buog oduaioyoy

(2) Enter an 8th note restby (1) Change this value to 240, since
pressing the [F3] button. the rest value is the same as an
8th note.

o
/

4 Enter the next 8th note A.

Press and release A. Ww
|

A,
e

MOTIF Reference

5 Enter the next 4th note C by following the
instructions below.

"
| i ol 1

ki
ooil4

i i
ooila ooil3

Fointer BE1IEZ:08E : SterTime
Lalue 188 : GateTime

Efk DEL

(1) Change this value to 480, since the next note is
a quarter note.

(2) Press and release C. Ww
\

* A\

AY

;fJ_

6 Enter the next 8th rest via the same procedure as
in step #3

Yo T

7 Enter the last 8th note F.

Press and release F. W
|

N
1/
war t

[

8 Move the pointer to the top (beginning) of the
song and press the [ P> | button to hear the note
data you just recorded in steps #1 - 7.

@ [F2] Song Record Voice

From this display you can set voice-related
parameters for the selected track. The settings
made here affect the tone generator parts whose
MIDI receive channels match the MIDI transmit
channel of the song track.

PEE1: ;
Uolume 1686 Pan %
In=EF i




* Voice
Determines the voice for the selected track.
You can use the BANK, GROUP, NUMBER button or the
Category Search function to select a voice (page 124). You
can also select a Sample voice (page 58).

* Voume
Determines sound volume for the selected track.
A Settings 0~ 127

* Pan
Determines the stereo pan position the selected track.
O Settings L63 (Left) ~ C (Center) ~ R63 (Right)

¢ InsEF (Insertion Effect Part Switch)
Determines whether the Insertion effect (page 39) for the
selected track is on or off.

1 Settings on, off

@ [F3] Song Record Arpeggio

From this display you can set various Arpeggio-
related parameters for the selected track.

Bark

Tupe S9: ChoRndmy 1d

Lellimit 1-127 i PartSw
UOICE 5EF ARF

CLICK-

Determines whether Arpeggio playback data is
recorded to the track or not. (Press the [F4] button.)

® Bank
Determines the specific Arpeggio Bank. For details, see
page 55.
4 Settings prel, pre2, user

* Type
Determines the Arpeggio type. The two-letter prefix before the
name indicates the general Arpeggio category. (page 55 )

¢ Velocity Limit
Determines the lowest and highest velocity in the
Arpeggio’s velocity range. While recording, this lets you
control when the Arpeggio sounds by your playing
strength.

4 Settings 1~127

e Switch

Determines whether Arpeggio playback is on or off. You
can also turn this on or off from the front panel with the
[ARPEGGIO ON/OFF] button.

[d Settings off, on

e Hold

Determines whether the Arpeggio playback is “held” or
not. When this is set to “on,” the Arpeggio cycles
automatically, even if notes are released, and it continues
to cycle until the next note data is received.

4 Settings sync-off, off, on

® PartSwitch
Determines whether Arpeggio playback is on or off for the
tone generator part (page 55) that corresponds to the
recorded track.

A Settings off, on

Song Edit mode

Song Edit mode

This mode gives you comprehensive, detailed controls
for editing the MIDI events of individual song tracks.
MIDI events are messages (such as note on/off, note
number, program change number, etc.) that make up
the data of a recorded song.

¢ Basic Procedure

Basic Operation (page 70)
In the Song Play mode, select a User Song to be
edited.

2 Press the [EDIT] button to enter the Song Edit
mode. (The indicator lights.) The Song event List
display shown below appears.

DI
L
EDIT pEI TR ] MEAS K 1
: E
‘ Events

AAL: 1-BEA

T T

Measure Clock

number Beat (480 clocks per quarter-note)

3 Revise, insert or delete the MIDI events as needed.
If you find the display too cluttered, you can filter
out certain event types with the View Filter.
Simply press the [F2] button and select the event
types you want to be displayed.

Reference Song mode

After completing editing, press the [SONG] button
to return back to the Song Play mode.

Press the [ P> | button to hear your edited data.

Edit other tracks as required. Repeat steps #2
through #5 as desired.

N OO0 b~

After editing, save your song data to the Memory
Card or the SCSI device connected to the MOTIF
in the File mode.

e For detailed instructions on step #3, see the
following explanations.

e For details on step #7, refer to “File mode” on
page 266.

MOTIF Reference @
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Event Editing/Inserting/Deleting

The explanations here apply to step #3 of the Basic
Procedure on page 189.

B Editing/Deleting Existing Events

To edit data in the Event List, use the up/down cursor
buttons to highlight the specific event you want to edit,
and use the left/right cursor buttons to highlight the
data type or parameter to be edited. Then, change the
value as needed by using the [INC/YES] and [DEC/
NO] buttons or the data dial.

The edited event will flash on the display. Press the
[ENTER] button to actually enter the edited data (the
event will stop flashing). To abort an edit simply
highlight to a new event location without pressing the
[ENTER] button. Press the [F6] button to delete the
event at the current location.

Press the [F6] button to

You can also move the selected event to

another location by specifying different delete the
values for measure, beat, and clock. event at the current
location.

B Inserting New Events

To insert an event, use the up/down cursor buttons to
highlight an event at the desired point in the track
(measure, beat, clock) — this is the location to which
the new event will be inserted. Then, follow the steps
below.

EDIT [ TFRE]  MEAS [ 1

|:||||||||||||||||||| ]

LIIEW FLT

Press the [F1] button to abort and Press the [F5]
return to the main Event List button.
display.

EDITEINSERT DEEm TR H] MEARS Hi 1

Chommmmnm . . ]

Ba1:3iEke nC 3 881830 83

@uﬁu

Hot.e

Press the [ENTER] button to 1 ENTER

actually insert the event.
EXECLX)

ECIT M TR Al MERS
EEIE:E- A3e [

MIDI events that can be inserted
(edited)

The following explanations apply to the MIDI events
that can be inserted (edited) in step #3 of the Basic
Procedure on page 189.

The following displays are called up by pressing the
[F5] button in step #3 of the Basic Procedure on
page 189.

H Note
This is the most common and prevalent type of data —
the individual notes of a song.

EDITHIHSERT M TR A1 MEARS HE 1
BE1:3:@22 mC 3 B8E:6236 @236  [eoono. . ]
\ \

Note name  Gate time  Velocity

* Note name
Determines the note name or the specific keyboard pitch of

the note.
(4 Settings C-2 ~ G8

® Gate time (beat : clock)
Determines the length of time that a note actually sounds
in beats and clocks.

d Settings 00:001 ~ 999:479

B On the MOTTF, one clock is 1/480th of a quarter
note.

¢ Velocity
Determines how strongly the selected note sounds.
1 Settings 1 ~ 127

B Pitch Bend

These are the events that define continuous changes in
pitch and these events are generated by pitch bend
wheel operation.

EDITHINSERT P TF g1 MERS HE1

BE1:3:a22 ZFE +HEER

q

Data

® Data

[d Settings -8192 ~ +8191



B Program Change

These events determine the selected voice for the note
data. Keep in mind that Program Change events can be
inserted at any point in a song track, letting you change
voices in the middle of a song.

EDITHIHSERT MHIM TR ] MEARS HE 1

BEL3IE22 nPC

BEE-0EE-888 [MatwrlGr]

hange | |
SET

Bank Select MSB Program number
Bank Select LSB

¢ Bank Select MSB, LSB

Determines the voice bank.
(A Settings ***~ 127

BITid Bank select MSB and LSB are actually part of the
Control Change set of messages (below).
However, since they apply specifically to voice
selection, they grouped and described here.

* ProgramC

Voice name

® Program number

Determines the specific voice (from the bank selected by
MSB and LSB above).

O Settings 001~ 128
BITiA For a complete list of the available voice banks and

numbers, refer to the Voice List in the separate
Data List booklet.

B Control Change

These events control the sound and certain response
characteristics of the voice, and are usually generated/
recorded by moving a controller (such as a modulation
wheel, knob, slider or foot controller).

EDITHIHSERT M TR E] MEARS HE 1

BE1:3:822 wbBE8LBank MSEIGOE O....... ]

e conolcnange

Control number Data

¢ Control number
Determines the Control Change number. (See chart

below.)
A Settings 000~ 127
h(j):;tg:L Function
001 Modulation Wheel
005 Portamento Time
007 Volume
010 Pan (Stereo position)
011 Expression
064 Sustain (Hold 1)
065 Portamento on/off
066 Sostenuto pedal on/off
067 Soft Pedal on/off
071 Harmonic Content (controls Filter Resonance)
074 Brightness (controls Filter Cutoff Frequency)
084 Portamento Source Note Number
120 All Sound Off

Song Edit mode

BIT1d For details on using Control Change numbers
(including those above), refer to the separate Data
List booKklet.

B Channel Aftertouch (CAT)

This event is generated when pressure is applied to a
key after the note is played.

EDITHINSERT P TFH1  MERS HE1

BE1:31@A22 aCAT BEd O....... 1

® Data
This represents the amount of pressure applied to the key.
(4 Settings 000~ 127

B Polyphonic Aftertouch (PAT)

This event is generated when pressure is applied to a
key after the note is played. Unlike Channel Aftertouch
above, this is recorded and applied independently for
each key pressed.

EDITHIHSERT M TR A MEARS HE 1

BE1:3:@22 gPAT C© -2 BEaa O....... ]

o
Touch |

Note name Data

4 bo1uATLe

* Note name
Determines the key to which aftertouch is applied.

1 Settings C-2~G8

® Data
This represents the amount of pressure applied to the key.
(4 Settings 000~ 127

B Registered Parameter Number (RPN)

This event changes parameter values for each tone
generator part.

This event is used to set part settings such as Pitch
Bend Sensitivity or Tuning.

For a complete list of the available RPN numbers and
their corresponding controls, refer to the MIDI Data
Format in the separate Data List booklet.

EDITHINSERT DHmM TR H] MERS HiEA 1

BEl 3822 dRPH CHEE-EEE] BEE-EEE

T I N

RPN MSB-LSB

SET

Data Entry
MSB-LSB

MOTIF Reference @
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* RPN MSB-LSB
A Settings 000~ 127

¢ Data Entry MSB-LSB
A Settings 000~ 127

BIA Normally three types of control change data are
sent: RPN MSB (101), RPN LSB (100), and Data
Entry MSB (6). In the MOTIF, Data Entry LSB
(38) is added to this and the resulting group of
control change events is handled as one in this
display. For a complete list of the available RPN
and NRPN numbers and their corresponding
controls, refer to the MIDI Data Format in the
separate Data List booklet.

B Non Registered Parameter Number (NRPN)
This event changes parameter values for each tone
generator part.

This event is used to edit sounds via MIDI, allowing
you to edit filter or EG settings, or adjust the pitch or
level for each instrument of a drum voice.

For a complete list of the available NRPN numbers and
their corresponding controls, refer to the MIDI Data
Format in the separate Data List booklet.

EDITEINSERT MR TR ] MEAS Al
AAl: 31822 IMRPM [AEE-BEE ] AEE-BAE
e NRPN | | |
RPN MSB-LSB Data Entry
MSB-LSB
* NRPN MSB-LSB
([ Settings 000~ 127

® Data Entry MSB-LSB
([ Settings 000~ 127

BIT1d Normally three types of control change data are
sent: NRPN MSB (99), NRPN LSB (98), and Data
Entry MSB (6). In the MOTIEF, this group of
control change events is handled as one in this
display. For a complete list of the available RPN
and NRPN numbers and their corresponding
controls, refer to the MIDI Data Format in the
separate Data List booklet.

B System Exclusive (Exc)

A type of MIDI message used to exchange data unique
to a specific model or type of device.

Unlike with other MIDI events, these events differ
depending on the manufacturer/device, and are
incompatible among different devices.

EDITHIHSERT M TR E] MEARS HE 1

BEl:3:822 BExe FB. . . . . . .
. BiE

Data

® Data

O Settings 00 ~ 7F, F7 (Data must be entered in

hexadecimal format.

Event View Filter

The explanations here apply to step #3 of the Basic
Procedure on page 189.

The MOTIF’s “Event View Filter” lets you select the
event types that appear on the Event List display. For
example, if you wish to edit only note events, place a
checkmark in the box next to “Note” as shown below
so that only the note events appear in the Event List
display.

ETEly, ECIT TRE] HMERS EE1
mNn;-te- Baoth. AfterTouch
EHZFitchBend EBFolY AfterTouch
Hz:ProdramChande E IRFPH
BwContirolChande EIHEFH

G a1l ————— 1 HEExclusiuve

Press the [F5] button
to remove all
checkmarks at once.

When the Control Change box is
checkmarked, you can specify the
desired Control Change number.

Press the [F6] button
to set checkmarks
into all boxes.



Song Job mode

The Song Job mode contains a comprehensive set of
editing tools and functions you can use to change the
sound of the song. It also includes a variety of
convenient operations, such as copying or erasing data.
Most of these operations can be performed on either an
entire track or a selected range of measures in the
track.

¢ Basic Procedure

] In the Song Play mode, select a song you wish to
execute the Job on.

Press the [JOB] button to enter Song Job Mode.

Select the desired Job menu by pressing the
appropriate button, [F2] - [F6].

Use the CURSOR buttons to scroll to the desired
Job.

Press the [ENTER] button to go to the selected Job
display.

Set the relevant Job parameters.

Press the [ENTER] button. (The display prompts
you for confirmation.)

0 NO O b WS

Press the [INC/YES] button to execute the Job.
After the Job has been completed, a “Completed”
message appears and operation returns to the
original display.

BITid To cancel the Job, press the [DEC/NO] button.

9 If you wish to undo the changes made in the steps
above, press the [F1] button and (to select Undo/
Redo) and use the Undo function.

Song Job mode

] o Press the [SONG] button to exit from Song Job
mode and return to Song Play mode.

e For detailed instructions on steps #3 - #9, see the
explanations below.

[F1] Undo/Redo

The explanations here apply to step #9 of the Basic
Procedure (see above).

The Undo Job cancels the changes you made in your
most recent patch session, recording session, editing
session, or Job, restoring the data to its previous state.
This allows you to recover from accidental data loss.
Redo is available only after using Undo, and lets you
restore the changes you made before undoing them.

Indicates the current Job: Undo or Redo.
i; JoE BLL ]
Undo
Edit

HOTE EL'EHT MERS TR

FRESS [EH[ER] TO UHDO.

Indicates the operation to be
affected by Undo or Redo.

Press the [ENTER] button to
execute the Undo/Redo
operation.

A CAUTION

Undo/Redo does not work with sample voice operations.

[F2] Note data Job

Press the [F2] button in steps #3 of the Basic Procedure
(see above). so that the Note data Job list appears on
the display. Scroll the cursor to the desired Job and
press the [ENTER] button to go to the display of the
selected Job.

FRESS [EMTER] TO SELECT

1Y Uelocity
ModifY Gate Time
Crescendo
! TransiFose

The following explanations apply to step #6 of the
Basic Procedure (see above).

BIT13 Before executing the Note data Job, make sure that you
specify the track (01 ~ 16, all) and range (measure : beat :
clock) to which the Job is applied

MOTIF Reference @
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@ [F2]-01 Quantize

Quantization is the process of adjusting the timing
of note events by moving them closer to the nearest
exact beat. You can use this feature, for example, to
improve the timing of a performance recorded in
real time.

SOMNG 101
HOTE JQE
Bl:@ua?t'

Huantize
Strendth

® Quantize Value (Resolution)
Determines to what beats the note data in the specified
track will be aligned.

4 Settings
32nd note F
16th note triplet  J&
16th note F
8th note triplet  J1&
8th note I
1/4 note triplet ] &
1/4 note |
16th note + 16th note triplet Fiz
8th note + 8th note triplet Ji,z
e Strength

The Strength value sets the “strength” by which note
events are pulled toward the nearest quantize beats.

A setting of 100 % produces exact timing. A setting of 0%
results in no quantization.

d Settings 000 % ~ 100 %

Quarter-note length
-—

e e e e

Original data ‘ :
(assuming 4/4 meter) ' '

Quantizing
strength =100

_‘_A—‘_%—‘_l—l—‘_

Quantizing 3

strength =50 —t———to——t0—eo+—

¢ SwingRate
Delays notes on even-numbered beats (backbeats) to
produce a swing feel.
For example, if the meter is 4/4 and the quantize value is
quarter notes, the 2nd and 4th beats of the measure will be
delayed.
When a triplet quantize value is used, the last note of each
triplet is delayed.
When the quantize value is 'z or Fuz, even-numbered

J' or F beats will be delayed.

[d Settings See below.

@ MOTIF Reference

If the quantize value is I IEF :$50% ~75%

A setting of 100 % is equivalent to twice the length of the
specified quantize value. A setting of 50 % produces exact
timing and therefore no swing feel. Settings above 51 %
increase the amount of swing, with 75 % being equivalent
to a dotted-note delay.

Front beat Back beat
I Jr—D
| | | |
| | | |
0% 50% 75% 100%
|

Specified range

If the quantize value is 2% FE .66% ~83%

A setting of 100 % is equivalent to three times the length of
the specified quantize value. A setting of 66 % produces
exact timing and therefore no swing feel. Settings above
67 % increase the amount of swing, with 83 % being
equivalent to a sextuplet delay.

Front beat Back beat

= l: li—ls
= = = =
| | | | |
| | | | |
0% 33% 66% 83% 100%
| | J
T
37
J J Specified range

If the quantize value is JaFe .50% ~66%

A setting of 100 % is equivalent to twice the length of a d
or d note. A setting of 50 % produces exact timing and
therefore no swing feel. Settings above 51 % increase the
amount of swing, with 66 % being equivalent to a triplet
delay.

Front beat Back beat
iz T Je-Jwe
| | | I |
| | | | |
0% 33% 50% 66% 100%

—37 L

m Specified range

BT If a swing value other than 100 % results in notes
being positioned after other non-swing notes, the
latter notes are delayed accordingly.

® GateTime
Determines the gate time (the length of time a note
sounds) of the even-numbered backbeat notes to enhance
the swing feel.
When a triplet quantize value is used, the gate time of the
last note of each triplet is adjusted.
When the quantize value is Juz or iz, the gate time of the
even-numbered JVor J beats will be adjusted.
A setting of 100 % leaves the original gate time unchanged.
If an adjusted gate time value is less than 1, the MOTIF
sets the value to 1.

d Settings 000% ~ 200 %



® [F2]-02 Modify Velocity

This job alters the velocity values of the specified
range of notes, letting you selectively boost or cut
the volume of those notes.

Velocity changes are calculated as follows:

Adjusted velocity
= (original velocity x Rate) + Offset.

If the result is O or less, the value is set to 1. If the
result is higher than 127, the value is set to 127.

Track Range
).

SONG JOE
HOTE

e Set All
Sets the velocities of all target notes to the same fixed value
(1 to 127). When set to “OFF” the Set All parameter has
no effect. When set to a value other than “OFF” the Rate
and Offset parameters are unavailable and appear as “***”
on the display.

O Settings OFF(0), 001~ 127

* Rate
Determines the percentage by which the target notes will
be shifted from their original velocities.
Settings below 100 % reduce the velocities, and settings
above 100 % increase the velocities proportionately. When
the Set All parameter is not “OFF” this parameter appears
as “***” and cannot be changed.

d Settings 000% ~ 200%, ***

*——o—0—o
Original velocity ~ (Vel) I_I |_| [l m
96 64 48 32

Rate = 50% (Vel

) £
48
Rate = 150% (Vel) 1|]7 |—| H []

¢ Offset
Adds a fixed value to the Rate-adjusted velocity values.
A setting of 0 produces no change. Settings below 0 reduce
the velocities, and settings above 0 increase the velocities.
When the Set All parameter is not “OFF” this parameter
appears as “***” and cannot be changed.

(A Settings -127 ~ +127, ***

—0—0—0—
Original velocity  (Vel) |_| |_| [ o
96 64 48 32
Offset = -20 (vel) L1 5 Y e R,
76 44 28 12
Offset = +20 (Vel) H H 0
116 84 68 52

Song Job mode

©® [F2]-03 Modify Gate Time

This job alters the gate times of the specified range
of notes. Gate time changes are calculated as
follows:

Adjusted gate time
= (original gate time x Rate) + Offset.

If the result is O or less, the value is set to 1.

Track Range

SOMG
HOTE

PE1:1: 608 - 999:1:888)

o1t
Rat.e 18E%
Off=zet 5]

TRACGH SOHG

MDD

e SetAll
Sets the gate times of all target notes to the same fixed
value. When set to “OFF” the Set All parameter has no
effect. When set to a value other than “OFF” the Rate and
Offset parameters are unavailable and appear as “***” on
the display.
O Settings  Off (0), 0001 ~ 9999

* Rate
Determines the percentage by which the gate time of the
target notes will be changed.
Settings below 100 % shorten the notes, and settings above
100 % lengthen the notes proportionately. When the Set
All parameter is not “OFF” this parameter appears as
“**%» and cannot be changed.

(A Settings 000% ~ 200%, ***
*—eo—o o
(Gate) L1 [1 [

Original gate time

32 32 32 48
Gate time rate = 50% (Gate) 5 N | [
16 16 16 24

Gate time rate = 150%  (Gate) L[ - [ ] [
48 48 48 72

Reference Song mode

* Offset
Adds a fixed value to the Rate-adjusted gate time values.
A setting of 0 produces no change. Settings below 0
shorten the gate time, and settings above 0 lengthen the
gate time. When the Set All parameter is not “OFF” this
parameter appears as “***” and cannot be changed.

A Settings -9999 ~ +9999, ***
-

(Gatey L1 1 [ =

Original gate time

32 32 32 48

Offset = -20 (Gate) 0 N [
12 12 12 28

Offset = +20 (Gate) LI [ 1 [
52 52 52 68

MOTIF Reference @
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® [F2]-04 Crescendo

This Job lets you create a crescendo or decrescendo
over the specified range of notes. (Crescendo is a
gradual increase in volume, and decrescendo is a
gradual decrease.)

Track Range
]. ].

SONG N E1L ]

HOTE _JOE -

B4 Cresc
T ?@mu:aaa - 999:1:@@@)
UelocityHande + d

SOHG

LHDOO

¢ Velocity Range
Determines the intensity of the crescendo or decrescendo.
The velocity values of the notes in the specified range are
gradually increased or decreased starting at the first note
in the range. The velocity of the last note in the range
becomes the original velocity of the note plus the Velocity
Range value. If the resultant velocity is outside the 1 ~
127 range it is set to 1 or 127 accordingly. Settings greater
than 0 produce a crescendo, and settings less than 0
produce a decrescendo. A setting of 0 produces no effect.

4 Settings -127 ~ +127

® [F2]-05 Transpose

Transpose lets you change the key or pitch of the
notes in the specified range.

Track Range
). ).

SOMG

HOTE JOE

B5: Tran >
T EEE;:I;EEE - ?99:1:@@3)
MHote L —Z - 0o

Transkrose + @

LHDO

* Note
Determines the range of note pitches over which the job is
applied.You can set this parameter by pressing the desired
key while holding the [[INFORMATION] button.

(A Settings C-2 ~ G8

* Transpose
Transposes notes in the specified range (in semitones). A
setting of + 12 transposes up one octave, while a setting of
-12 transposes down an octave. A setting of 0 produces no
change.

4 Settings -127 ~ +127

® [F2]-06 Glide

The Glide Job replaces all notes following the first
note in the specified range with pitch bend data,
producing smooth glides from note to note. This is
ideal for producing guitar-like slide or note-bending
effects.

Track Range
). ).

SOMNG JOE
HOTE -JOE

BEIE11de
TWIH:EBE - 299:1:908)
GlicdeTime [55]5)

IS}
FERande 2

UHDOO EL'EHT o HCE S0OHG

¢ GlideTime
Determines the length of the glide. Higher values produce
a longer glide between notes.

4 Settings 000~ 100

¢ PB Range (Pitch Bend Range)
Determines the maximum pitch bend range to be applied
by the glide job (in semitones).
A Settings 01~24

® [F2]-07 Create Roll

This Job creates a series of repeated notes (like a
drum roll) in the specified range with the specified
continuous changes in clock step and velocity. This
is ideal for creating fast staccato rolls and special
stuttering effects.

SOMG

HOTE JOE I

By iCreat. il

. Tlﬁﬁ B tEAEE — ARZ:]:ARE
I ETarToLer veRaN ALartlelo
EndSter E K] ndlelo
NHote C 3/

LHDO

Roll Step Roll Velocity

¢ Roll Step
Determines the size of the step (i.e. the number of clocks)
between each note in the roll. Both the starting and ending
clock values can be specified, making it easy to create rolls
in which the step size varies from note to note.

(A Settings  Start Step 001 ~ 999
End Step 001 ~999



Roll Step (Clock)

In this example, the space

Start |_ _ _ _ between individual notes
Step \ gradually becomes shorter
i over the time of the roll.
1
I
1
I
1
EndStep |- - =4 - - — e D
1
1
I
1

measure

004:1:240 006:3:120

Roll Step (Clock)

In this example, the space between
individual notes gradually becomes
longer over the time of the roll.

/

EndStep |- - - -~ - ———————————————— 1 1

Start
Step

L L measure
004:1:240 006:3:120

¢ Roll Velocity

Determines the velocity of the notes in the roll. Both the
starting and ending velocity values can be specified,
making it easy to create rolls in which the velocity
increases or decreases.
This lets you create rolls that gradually increase or
decrease in volume (crescendo/decrescendo) — a
technique often used in dance music.
(1 Settings Start Velo 001 ~ 127

End Velo 001~ 127

Roll Velocity

Start

Velo Roll Crescendo

1
1
1
1
1
1
1
1
| ={3To \V/1 o [P g
1
1
1
1
1

measure

004:1:240 006:3:120
Roll Velocity
Roll Crescendo

Start
Velo

/

EndVelo - === - - — e - — ] |

L L measure
004:1:240 006:3:120

* Note
Determines the specific note (or instrument in Drum
voices) for the roll effect.

4 Settings C-2~G8

B3 You can also set the Note directly from the Keyboard, by
holding down the [INFORMATION] button and
pressing the desired key. See “Basic Operation” on
page 75.

Song Job mode

©® [F2]-08 Sort Chord

This job sorts chord events (simultaneous note
events) by order of pitch. The sort affects the order
of the notes in the Event List display (page 190), but
does not change the timing of the notes.

When used to pre-process chords before using the
Chord Separate job (described later), Chord Sort can
be used to simulate the “stroke” or strumming
sound of guitars and similar instruments.

Track Range

SONG BN Hil
HOTE .JOE
BE: Sort =
T (B@1:1:988 - 999:1:000)
Tdke =

)
Grid I

* Type
Determines how the chord note data is sorted.
O Settings up, down, up&down, down&up

up
The notes are sorted in ascending order.

down
The notes are sorted in descending order.

up&down
Sorts chord notes on downbeats in ascending order and

chord notes on up beats in descending order, based on the
Grid setting, below.

down&up
Sorts chord notes on downbeats in descending order and

chord notes on up beats in ascending order.

* Grid
Determines the type of note that will serve as the basis for
the Chord Sort job.

4 Settings

32ndnote  F
16th note triplet  Ji&
16th note F

8th note triplet  J1&

8th note i
1/4 note triplet ] &
1/4 note J

16th note + 16th note triplet Frz
8th note + 8th note triplet J1,z

MOTIF Reference @
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® [F2]-09 Separate Chord

This job slightly separates notes in chords within
the specified range, inserting a specified number of
clocks between each note. Use this job after the
Chord Sort Job above, to create guitar-like upstroke
or downstroke effects.

HOTE JOE

¢ Clock
Determines the number of clock cycles inserted between
adjacent chord notes.

([ Settings 000 ~999
PIA Note that there are 480 clock cycles per quarter

note.
BIA It is not possible to separate chords so that they
cross the next measure boundary or chord.

[F3] Event Job

Press the [F3] button in step #3 of the Basic Procedure
on page 193 so that the Event Job list appears on the
display. Scroll the cursor to the desired Job and press
the [ENTER] button to go to the display of the selected Job.

FRESS [EMTER] T SELECT.

A3iErase Event

A4t Extract Euwent

A5 Create Continuwous Data

UHDD HOTE 4ERS TRACK

The following explanations apply to step #6 of the
Basic Procedure on page 193.

BIT1 Before executing the Event Job, make sure that you
specify the track and range (measure : beat : clock) to
which the job is applied. Please note that the track to be
specified varies depending on the Job.

@ [F3]-01 Shift Clock

This Job shifts all data events in the specified range
forward or backward by the specified number of
clocks.

One useful application for this would be to change
the rhythmic feel of a drum track or bass track,
subtly shifting it in time relative to the other tracks
— to create a rushed feel or a laid-back feel.

@ MOTIF Reference

111EEE —_995: 1: BA@ )

aaE s @ gae

Direction Advance

UHDO HOTE THCE SOHG

Original data T T

Clock=000:1:000 M D
Direction=Delay | |

Clock=000:1:000 > o) J
Direction=Advance

¢ Clock
Determines the amount by which the data will be delayed
or advanced in measures, beats, and clocks.

4 Settings 000:0:000 ~ 999:16:479

® Direction
Determines the direction in which the data will be shifted.
ADVANCE moves the data toward the beginning of the
sequence, while DELAY shifts the data toward the end of
the sequence.

O Settings Advance, Delay

©® [F3]-02 Copy Event

This Job copies all data from a specified source
range to a specified destination location.

Source track and range in measures, beats, and clocks
!

HiL

5] Ceked Focet
%T

(TRE1_ FEIERE e
RIMBEST T 1mes xA1
MO0 HOTE

Destination track and range in measures, beats, and clocks

¢ Source track and range, Destination track

and range

4 Settings
Track 01 ~ 16, tmp (tempo), scn (scene), all
Range 001:1:000 ~ 999:16:479

¢ NumberOfTimes
Determines the number of times the data is copied.

4 Settings 01 ~ 99

ACAUTION

When Copy Event is executed, any data already existing at
the Destination location will be overwritten.



©® [F3]-03 Erase Event

This Job clears all specified events from the
specified range, effectively producing a segment of
silence.

Track Range
J- J-

SOMNG W=
EVENT JOE
53=EPE$E =t

(eET=T:pEE - 999:

EveErTL T are

BEE )

1:
il

UHD HOTE o TRAGH SOHG

¢ Event Type

Determines the event type to be erased.

All events are cleared when ALL is selected.

Individual control change numbers can be specified when

erasing control change events.

(4 Settings
When TR is set to 01 ~ 16:
Note (Note events), PC (Program Change), PB (Pitch
Bend), CC: 000-127, all (Control Change, Control
Change number), CAT (Channel Aftertouch), PAT
(Polyphonic Aftertouch), EXC (System Exclusive), All
(all events)

When TR is set to “tmp” (Tempo):
tmp (tempo)

When TR is set to “scn” (Scene):
Scene Memory (Scene change information), Track
Mute (Track mute setting change information)

BITid Keep in mind that applying this Job to a track with
sample voices erases the events that trigger the
samples, but it does not erase the actual samples
themselves.

©® [F3]-04 Extract Event

This Job moves all instances of specified event data
from a specified range of a track to the same range
in a different track.

One useful application for this would be to extract
all instances of a certain note out of a track, and
send them to a new track for separate editing.

Track and range in which data is extracted
|

SONG AL
ELENT .J0E
Eq:Ex+$:ﬁ+ FErizkt

BE1:1:@8@ — 999:1:080 )
event | Yee HotLe

all
¥ TEE1

Destination track

® Track and range in which data is extracted

[ Settings Track 01~ 16
Range 001:1:000 ~ 999:16:479

* Event Type
Selects the event type to be extracted.
Specific note and control change numbers can also be
specified as required.

Song Job mode

d Settings Note (Note : Note number), PC (Program
Change), PB (Pitch Bend), CC: 000-127, all
(Control Change, Control Change number),
CAT (Channel Aftertouch), PAT
(Polyphonic Aftertouch), EXC (System
Exclusive)

¢ Destination track
A Settings 01~16

® [F3]-05 Create Continuous Data

This Job creates continuous pitch bend or control
change data over the specified range.

Track Range
J.

Event.T4re

Dats —3192 - +31
LHDO H

¢ Event Type
Determines the event type to be created.
O Settings PB (Pitch Bend), CC: 000-127, all (Control
Change, Control Change number), CAT
(Channel Aftertouch), EXC (System
Exclusive), tmp (Tempo)

¢ Data Range
Determines the lower and upper limits for the data range
to be created. The left value is the lower limit, and the
right value is the upper limit.
4 Settings When Event Type is set to PB
-8192 ~ + 8191
When Event Type is set to tmp:1.0 ~300.0
When Event Type is set to other :0~ 127

¢ Clock

Determines the number of clocks to be inserted between
each created event.

d Settings 001~ 999

* Curve
Determines the “curve” of the continuous data.
Refer to the graph below for approximate curve shapes.

4 Settings -16 ~ +16

Curve=+16 Curve=0((linear) Curve=-16
| | | | | | | | | | |
A U A A 1
| | | | | | |
N TN
LT AT | End point
Start N A <Ny 1
point F AT LT 1
LT
| | | | | | | | |
| | | | | | | | | | |
| | | | | | | | | | |

This distance specified
by Clock
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Song Job mode
¢ Number Of Times

Determines the number of times the data creation is to be
repeated.

For example, if data is created in the range M001:1:000 ~
MO003:1:000 and this parameter is set to 03, the same data
will be created at M003:1:000 ~ M005:1:000 and
MO005:1:000 ~ M007:1:000.

This Job lets you to insert continuous volume or filter
cutoff variations to create tremolo or wow effects.

4 Settings 01~99

® [F3]-06 Thin Out

This Job thins out the specified type of continuous
data in the specified range — allowing you to free
up memory space for other data or further
recording.

Track Range
SOMHG A1
EVENT JoE_ |
BE!Thin
T BE1:lzERE - 999:1:REE)
E

EventTars F

UHD HOTE TRAGH SOHG

* Event Type
Determines the event type to be thinned.

O Settings PB (Pitch Bend), CC: 000-127, all (Control
Change, Control Change number), CAT
(Channel Aftertouch), PAT (Polyphonic
Aftertouch)

BIA The Thin Out Job will not work on continuous
data that has a clock interval of greater than 60
clocks per event.

@ [F3]-07 Modify Control Data

This Job lets you change the values of a specified
type of control change data — pitch bend, control
change, aftertouch, etc. — in the specified range.
Data changes are calculated as follows:

Modified value
= (original value x Rate) + Offset.

spow Buog oduaioyoy

The modified value cannot exceed the minimum/
maximum limits of the parameter. Any result lower
than the minimum is set to the minimum; any result
higher than the maximum is set to the maximum.

Track Range
).

SOMG
ariH d'FE_i brol Dat
Modi mteal Dt s

T HEl:l:E0E — 99591668

EventTyre % FE | RaLe EIEIEI:Bf.

P Of f=et
SetAll off i
UHDO HOTE H

S0OHG

¢ Event Type
Determines the event type to be modified.
O Settings PB (Pitch Bend), CC: 000-127, all (Control
Change, Control Change number), CAT
(Channel Aftertouch), PAT (Polyphonic
Aftertouch), tmp (Tempo)

e Set All
Sets all target events to the same fixed value. When set to
“OFF” the Set All parameter has no effect. When set to a
value other than “OFF” the Rate and Offset parameters
are unavailable and appear as “***” on the display.
O Settings OFF, 000 ~ 127 (-8192 ~ + 8191 for pitch
bend, 0.1 ~ 300.0 for tempo)

¢ Rate
Determines the percentage by which the target events will
be shifted from their original values.
When the Set All parameter is not “OFF” this parameter
appears as “***” and cannot be changed.

O Settings 000% ~ 200%, ***

* Offset
Adds a fixed value to the Rate-adjusted event values.
When the Set All parameter is not “OFF” this parameter
appears as “***” and cannot be changed.

O Settings -127~127, *** (-8192 ~ + 8191 for pitch
bend, ***)

©® [F3]-08 Beat Stretch

This Job performs time-expansion or compression
over the selected range.

Keep in mind that this operation affects all event
timing, note step times, and note gate times.

Track Range
|

SOMNG
EL'ENT

* Rate
Determines the amount of time expansion or compression
as a percentage.
Settings higher than 100 % produce expansion, and
settings below 100 % produce compression.

d Settings 025% ~ 400 %

B Only MIDI data is affected by this job. Sample
voices are not expanded or compressed. However,
for samples recorded using the Slice + Seq feature,
the Beat Stretch job expands or compresses the
timing of the note data, step times, and gate times
that control playback of the sliced samples. The
sample voice itself is not affected.



[F4] Measure Job

Press the [F4] button in step #3 of the Basic Procedure
on page 193 so that the Measure Job list appears on the
display. Scroll the cursor to the desired Job and press
the [ENTER] button to go to the display of the selected
Job.

A1l
FRESS [EMTER] TO SELEGT.

UHDD EUENT

The following explanations apply to step #6 of the
Basic Procedure on page 193.

©® [F4]-01 Create Measure

This Job creates empty measures at the specified
location in all tracks.

NG W
HE RS URE

BiMeas

Number of measures
to be inserted

Meter (time signature) of
measures to be inserted

Insertion point (measure number)
Original data

001~ 004 005 ~ 016

l 8 measures inserted at measure 5

001~ 004 005 ~

7,

012 013 ~ 024

A\

The inserted 8 measures

® Meter of measures to be inserted
Determines the meter or time signature of the measures to
be created. You may find it convenient to use this
parameter when you need to create a song that
incorporates meter changes.

O Settings 1/16~16/16,1/8~16/8,1/4~8/4

¢ Insertion point (Measure number)
Determines the insert point (measure number) at which
the newly created blank measures will be inserted.

1 Settings 001~ 999

® Number of measures to be inserted
Determines the number of empty measures to be created
and inserted.

(d Settings 01~99

P When empty measures are inserted, measure and
meter data following the insert point are moved
forward accordingly.

Song Job mode

BIT1 If the insert point is set after the last measure
containing data, only the meter data at that point
is set without actually inserting the measures.

® [F4]-02 Delete Measure

This Job deletes the specified measures.
Measure and meter data following the deleted
measures are moved backward accordingly.

SONG R Hil ]
HE ASURE
HZilelots Moociea

GER - &

LHOO ¥ EUENT i SOHG
Delete Range

Original data

001 ~ 004 005 ~ 012 013 ~ 024

l Measures M005 ~ M012 deleted

001 ~ 004 O ~ 016

¢ Delete Range
1 Settings 001~ 999
BIT1d Keep in mind that applying this Job to a range of
measures with sample voices erases the events that

trigger the samples, but it does not erase the actual
samples themselves.

[F5] Track Job

Press the [F5] button in step #3 of the Basic Procedure
on page 193 so that the Track Job list appears on the
display. Scroll the cursor to the desired Job and press
the [ENTER] button to go to the display of the selected
Job.

FRESS [EMTER] T SELECT.

Mix Track
tClear Track
A5t Mormalize Play Effect
UHDD HOTE ELVENT FiFIGE SOHG

The following explanations apply to step #6 of the
Basic Procedure on page 193.
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® [F5]-01 Copy Track

This Job copies all data from a specified source track
to the specified destination track.

Destination Song and Track

.
141 L

T E—
Comprta T ol
SondEl TRA1) & (Sons@l TRG1

A oeq CUenL EH Samrlie

Source Song and Track

E Grid Grooge
E Mix Part Param
UHOD | HOTE [ EUJ - T SOHG

Data Type to be copied

¢ Source Song and Track

A Settings Song 01 ~ 64
Track 01~ 16

® Destination Song and Track

4 Settings Song 01 ~ 64
Track 01 ~ 16

® Data Type to be copied
Determines the type(s) of data to be copied. Select the
desired type by checkmarking the appropriate box.

d Settings Seq Event (all events in the track), Grid
Groove (for the selected track), Mix Part
Param (all Mixing Part parameters), Sample
(all samples used by the track)
&CAUTION

The copy operation overwrites any data previously
existing on the destination track.

&CAUTION

Undo/Redo cannot be used to undo/redo a sample voice
copy operation.

BIT1id When there is no memory available in the
destination song for sample voice data, the alert
message will appear on the display and the sample
voice data will not be copied. If this occurs, use
Sample Job 02 “Delete” to delete any unused
samples, then try again.

spow Buog oduaioyoy

® [F5]-02 Exchange Track

This Job exchanges or “swaps” the specified type of
data between two specified tracks in the current

son