DO NOT OPEN

CAUTION: TO REDUCE THE RISK GF ELECTRIC SHOCK,
DO NOT REMOVE THE COVER
NO USER SERVICEABLE PARTS INSIDE
REFER SERVICING TO QUALIFIED SERVICE PERSONNEL

EXPLANATION OF GRAPHIC SYMBOLS:

The lightning Hash with the arrowhead symbol, within an equilateral
triangle, is intended to alert the user to the presence of uninsulated
“dangerous voilage" within the product’s enclosure that may be of
sufficient magnitude to constitule a risk of efectric shock to persons.

alert the user 1o the presence of important operating and mapnte-
nance (servicing) instructions in the literature accompanying the
-] proguct.

E The exclamation peint within an equilateral triangle is intended to

IMPORTANT SAFETY AND INSTALLATION INSTRUCTIONS

INSTRUCTIONS PERTAINING 7O THE RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TO PERSONS

WARNING—When using electric products, basic precautions should ahways be followed, inctuding the following:

1. Read all of the Safety and Installation Instructions and Explanation of
Graphic Symbols before using the product.

2. This product must be grounded. If it should maltunction or break down,
greunding provides a path of least resistance for electric current, to reduce
the risk of electric shock. This product is equipped with a power supply
cord having an equipment-grounding conguctor ang a grounding plug. The
£lug must be plugged inte an appropriate cutlet that is properiy installed
and grounded in accordance with all local codes ang orginanses.

DANGER—Improper connection of the eguipment-grounding conductor can
result in a risk of eiectric shock. Do not medify the plug provided with the
product—if it will not fit the outlet, have a proper cutlet installed by a quali-
fied electrician. Do not use an adaptor that defeats the function of the eguip-
mant-grounding conductor. If you are in doubt as to whethar the product is
properly grounded, check with a qualified serviceman or electrician.

3. Do not use this product near water—for examgple, near a bathtub, wash-

howl, kitchen sink, in a wet basement, or near a swimming pao!, or the like,

4. This product, either alone or in combination with an amplifier ang speakers
or headphones, may be capable of preducing sound levals that coutd 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 hear-
ing loss cr ringing in the ears, you should consuit ar audiclogist.

5. The product should be located so that its focation or position does not'
interfera with its proper ventilation.

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

. 7. The product should be connected to a power su;ﬁply onEy.ot.the typ'e-f' :
© -~ dascribed in the operating instructions of as marked o the product. .

8.

13.

... be installed over cords of any type. Improper installations of this type cre-
...ale the possibility of a fire hazard and/or personat injury,

This product may be equipped with a polarized line plug (one blade wider
than the other). This is a safely feature. If you are unabie to insert the plug
into the outiet, contact an electrician to replace your absolete outlet. Do not
detfeat the safety purpose of the plug.

The power supply cord of the product should be unplugged from the outlet
when left unused for a fong period of time. When unplugging the power
supply cord, do not pult ¢n the cord, but grasp it by the plug.

Care should be taken so that objects do not fali and liquids are not spilled
into the enclosure through openings.

The products should be serviced by qualified sesvice personne! when:
A, Thne power supaly cord or the piug has been damaged; or

B.  Objects have falien, or liquid has been spilled, into the product; or
C.  The product has baen exposed to rain; or
o

The product does not appear to be operating normally or exhibits a
marked ¢hange in performance; or

E.  The product has been dropped, or the enclosure damaged.

Do not attermpt to service the product beyond that described in the user
maintenange instructions. All other servicing should be referred to qualified i
service personnel.

WARNING—Do not place objects on the product's power supply cord, or
piace the product in a position where anyone could trip over, walk on, of
rolt anything over cords of any type. Do not allow the proguct to rest on or
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1. Digital Reverb & Effects
Taitor the overall sound of the Mark 152/12.
See pages 25-27.

2. Recorder
Record and play back multitrack songs.
See pages 40-49.

3. Auto Accompaniment
Orchestrate sophisticated accompaniments from simple left-hand chords.
See pages 32-35.

4. Display
" View current settings and change them.
See pages 14-15.

2 The Froni Panel




® @

I
£
&

3
=}

Styles
Choose from a variety of authentic musical styles.
See pages 28-31.

Left Split
Divide the keyboard into two different sounds.
See pages 21-22.

Sounds :
Enliven your music with hundreds of stunningly realistic sounds.
See pages 16-20.

Options

Tailor the response of the instrument, store your favorite panel settings,
play Edu-Games, and more.

See pages 50-65.

Disk Drive
Load and save songs, musical styles, sounds, and panel seitings.
See pages 50-60.

The Front Panel




introduction

Thank you for purchasing the Kurzweil Mark 152 or Mark 12. These models have the
same features, so this manual covers both of them. The difference is in the cabinet: grand
piano style for the Mark 152, spinet style for the Mark 12. Also, the Mark 152 has a larger
sound system. Any other differences between the models are indicated where necessary.
Unless otherwise noted, references to the Mark 152 also include the Mark 12. General
specifications for both models are in Part 4.

These instruments provide easy, affordable access to Kurzweil/Young Chang high-quality
sound technology. Authentic digital representations of musical instrument sounds are the
starting point. These instruments reproduce the finest details of the original sounds; you’ll
even hear differences in tone as you play from bass to treble, and from soft to loud, just ag
in the original instruments.

These instruments are multitimbral, meaning that you can play different sounds at the
same time. This capability is especially significant as you use the built-in recorder, which
allows you to create your own tapeless multitrack recordings.

The Mark 152/12 has automatic accompaniment, digital reverb and effects to tailor your
sound, a built-in disk drive to store your music and to load in new songs, styles, sounds,
and much more.

About This Manual

This manual is presented in five main sections. Part |- Getting Started is designed for the
person who has never played a keyboard before (or, perhaps, not for a long time). Part 2 is
a reference section that covers all of the controls and features of the Mark 152/ 12; experi-
enced musicians might want to start in this section. Part 3 is a collection of songs in E-Z
Play TODAY® music notation. Part 4 presents information about MIDI as it pertains {0
the Kurzweil Mark 152/12; these details, which are for advanced users, become important
when you connect the Mark 152/12 to other MIDI equipment. Part 5 covers instrument
specifications and other technical data.

The disk that accompanies this manual contains a variety of files to provide a taste of
what the Mark 152/12 can do. (See the section on the disk drive, beginning on page 50,
for instructions about loading files from the disk into the mstrument.) You'll find:

* Recorded versions of all seven songs in the manual,
*  One set of nine Panel Memories (factory defaults).
°  Six Drawbar Organs (factory defaults).

*  Four accompaniment Styles.

*  Four SoundByte® files of new sampled sounds.

These files offer a glimpse of the vast potential this instrument offers. ‘Together with this
manual, they can help you get the most out of your Kurzweil Mark 152/12 Ensemble
Grand.,

4 Introduction, About This Manual




Setting Up the Instrument

See the Important Safety and Installation Instructions, on the inside front cover of this
manual, for information regarding installing the Mark 152/12. Also see Radio and
Television Interference and contact information on the inside back cover.

Positioning the Instrument

For the best sound, you should place the instrument six to eight inches from a wall, and
two feet or more from a corner, If this is not possible, you can use the Treble and Bass
controls to compensate for the location and restore tonal balance to the sound. (These con-
trols are discussed on page 25.)

Fallboard Lights (Mark 152)

The fallboard lights on the Mark 152 make it casier to read the front panel in a dimly lit
room. The power switch for the fallboard lights is right next to the main power switch
(beneath the keyboard, to the left). The fallboard lights power switch is the smaller of the
two rocker switches.

The fallboard lights may be left on even if the instrument itself is not turned on. This can
give the unit a pleasing aesthetic effect while it is not in use. Please be sure to leave the
fallboard in the open position while the lights are turned on.

Sliding Key Cover and Music Rack (Mark 12)

The sliding key cover helps to keep dust and dirt off of the keyboard and the front panel

when the instrument is not in use. Use two hands to open and close it. The cabinet of the
Mark 12 has a large slot that runs along the top of the cabinet. Fit the music rack firmly

into this slot with both hands. Don’t put too much weight on the music rack.

Care of Your Instrument

To dust the Mark 152/12, use a soft dry cloth. Do NOT use aerosol sprays on or near the
mstrument. If the keys should need cleaning, a soft damp (NOT wet) cloth will usually
suffice. If necessary, dampen the cloth in a solution of dish soap and water. NEVER use
solvents such as alcohol or benzene.

Turning On the Instrument (Power)

The Mark 152/12 operates on AC power, and has been manufactured specifically for the
main supply voltages used in your arca. A power cord is included with the instrument to
connect it to an AC outlet, If you should move to another country, or if you should have
any doubts about voltages, see your local Kurzweil dealer.

Before connecting the power cord, be sure that the power switch, located under the lefi-
hand end of the keyboard, is off. The power cord is made so that one end of it plugs into
the power socket on the instrument (the instrument first, then the AC outlet). Once the
power cord is connected, you can turn the power switch on.

After a brief self-check on power-up, the instrument is ready to play.

WARNING: To avoid possible injury or electrocution, do not remove any screws or pan-
els. Other than the batteries (see page 6), there are no user-serviceable parts inside the
Mark 152/12.

Setting Up the Instrument 5



Baitery

Your Mark 152/12 has battery-backed memory that retains recorded songs, files loaded
from disk, and specific instrument settings. The instrument was shipped from the factory
with the batteries installed, which should last about a year under normal circumstances.
When the batteries begin to run low, you’ll see a start-up message that says: “It’s time to
change your batteries.” After you see this message, you should change the batteries within
a week or so. See page 108 for instructions on changing the batteries.

Master Volume

To be sure that you can hear the instrument, move the Master Volume slider (on the left
end of the front-panel controls) to the middle of its range. This should provide a reason-

ably comfortable level of volume, which you can adjust if you wish the sound to be louder
or-softer,

Once you are set up and running, look over the illustration on pages 2 and 3; it’s a sort of
graphic table of contents.

Setting Up the Instrument



When you first sit at any electronic keyboard instrument, all those buttons, controls, and
lights can be a bit confusing, especially if you’ve never played before. It’s not that it’s so
difficult—it’s just new and unfamiliar. Actually, your Mark 152/12 is quite easy to play,

and you are about to prove it to yourself,

To help you get started, you'll use several groups of features that are important to the case
of playing, and to making you sound good:

&

The Sounds section, featuring over 300 sounds.

The Styles section, which contains complete orchestral backgrounds to help you sound
great!

The Auto Accompaniment section makes playing a complete chord and rhythm
accompaniment e¢asier than you think.

The Recorder section is similar to a sixteen-track tape recorder, It can help you
arrange and compose music and, as you'll soon see, learn how fo get started playing
your new keyboard.

The Disk Drive, where you can store your efforts, and even listen to those of others.

The Display helps you keep track of what’s going on, and even helps develop your
playing ability.

There are many more features, of course, but these are the key to playing quickly and eas-
tly. Follow the steps throughout the rest of Part 1, and amaze yourself!

Getting Started




Your First Song

I.

Turn on the instrument (power switch, under the lefti-hand end of the keyboard). The
Mark 152/12 introduces itself in the display, and then says:

Grand Piano

The name of the voice that you select always appears here. Grand Piano is the default
voice when you turn on the Mark 152/12. The default effect is Room Reverb,_whic_:h
adds an airy, spacious quality to your music.

Play a few keys. Notice that they are touch sensitive, just like a piano: the harder you
strike them, the louder the sound. For now, the three pedals also work as those on a

‘piano. If you’re a pianist, go ahead and play!

In the Sounds section, press Flute. The display reflects this change. See how easy it is
to change sounds? Play a few notes.

Find the Notes

The song “Aura Lee” is familiar to most people. The melody is quite simple, and the
entire accompaniment can be played with only three chords. The music in this book fea-
tures notes that name themsclves; all you do is match them to the keyboard.

The illustration below shows the keyboard. See the marking Middle C just above the cen-
ter of your keyboard? That’s what the white key just below is called (We underlined it in

the illustration below so you couldn’t possibly miss!). Every white key just to the left of

the two-black-key groups is called C. The names of the melody keys that you’ll play are

also highlighted in the figure.

k.

D

tdiddle C

¢ DIE[FIGIA|BIC|DIEIF|GIAIBIC C C

Using the Legato Flute that you just selected, play the notes G, A, B, C, and D, as

shown in boldface type in the illustration above: begin on the G just to the right of

Middle C. Play it with your right thumb, and use each of the other fingers to play each
of the other notes one after another (that way, you needn’t move your hand to play).

When you feel that you're playing these notes easily, shift your right hand so that your
thumb moves two white keys to the right, from G to B. Now play the five notes B, C,
D, E, and F up and down the keyboard a few times, one finger per note.

Your First Song




Let the Disk Drive and Recorder Help You

One of the most interesting and useful features on your Mark 152/12 is the disk drive, and
there’s so much that you can do with it. It's covered in detail beginning on page 50. For
now, you'li see just how easy it is to use.

A disk that accompanies this manual includes an arrangement of “Aura Lee.” Just follow
these steps to get the disk drive to do all of the “heavy lifting” as you play your first song:

I Press the Disk button in the Options section; its light flashes, and the display shows:

Disk Functiaons

FLAY LORD SHUE
2. Insert the disk into the drive, and press the button below LOAD. The display then
shows:
Disk Load
SOMG STYLE SOUNDEYTE

3. Press the button below SONG. The drive reads the disk and creates a list of songs on
the disk. The name that you see in the display is the first item on the list. Use the Up
button (beneath the display) to move through the list until you get to “Aura Lee.” Its
file name is displayed as AURA_LEE.

Sond # From Fila
1 HURH_LEE Loab

4. Press the button below LOAD; this loads “Aura Lee” into song #1 in the built-in
Recorder.

5. Go to the Recorder section of the panel—near the left end—and press the Play/Pause
button. “Aura Lee” begins to play. As it does, you’ll notice that lights in the various
control sections are on.

The music for the song is on the next page. The notes that you just learned are there;
on the disk, they're played by a harmonica. Listen, and watch the music at the same
time. Do this a few times until you're comfortable with the arrangement: a short intro-
duction, the song itself, and then a short ending (which is not shown on the music).

As “Aura Lee” plays, you’ll see four small lights below the display: one red and three
green. These flash in time with the music; they represent the bear of the song, so they
are called beat lights. (Actually, there are eight lights; the others are used for music
with other time signatures.) Whenever the first (red) light goes on, that’s the beginning
of what in music is called a measure. In effect, the lights are counting 1-2-3-4 as the
song plays. In the music for “Aura Lee,” the beat lights are shown below the introduc-
tion (Red, Green, Green, Green).

Your First Song g






Play the Melody

I

Your solo sound should still be the flute. When you feel ready, press Play/Pause again,
and play the melody of “Aura Lee” along with the harmonica. If you look at the last
two lines of the song, you’ll notice the notes E and F. When you come (o the first E in
the music, play it with your right ring finger; that way, your little finger can play the F.
Take your time with this step; repeat the song until playing along seems reasonably
comfortable.

Next how about playing the melody with the disk, but withour the harmontca—truly a
solo melody!

Notice that the light in Song/Track button #1 in the Recorder is red. Whatever is
loaded into that button {in this case, “Aura Lee”) is called song #1.

Press the Edit Song button in the Recorder. When the Edit Song button is lit, the
Song/Track buttons show the rracks (different recorded parts) of the current song. Up
to 16 tracks are available.

Notice that the lights in Song/Track buttons 1 and 2 are green. Press button 2; this
shuts off the harmonica melody (its light turns orange).

Still in the Recorder, press Play/Pause. You'll hear the introduction to “Aura Lee.”
Watch your music, and begin playing the melody after the introduction.

When you’ve finished the song, turn off the Recorder by pressing the On/Off button in
that section of the panel.

Play the Accompaniment

L.

€8]

In the Styles section, press the On/Off button to turn that section on. Look over the
control sections and note the display:

o

Easw & Beat . 34 o ormad

The chosen style always appears at the upper left. Easy 8 Beat is the style used for
“Aura Lee” The 84 is the default tempo (playing speed, 84 beats per minute) of this
style. C maj is the last chord played in “Aura Lee” a C major chord. Notice that some
of the buttons in the Auto Accompaniment section are now activated.

Still in Styles, press Start/Stop. Youw’ll hear a musical accompaniment based on a C
major chord play at 84 beats per minute, and, once again, you'll see the beat lights
keeping time for you. Press Start/Stop again to stop the accompaniment.

Just below the display is the Menu button. Press it.

In the Auto Accompaniment section, press Chord Reader. The display now shows:

Chord Becognition Mode:
Basinv Aduvanced Chord T,

Your First Sang
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5. The light in the middle button below the display ig OIE‘}',::.[e]:I:i.“ng:_:you hat the Mark
152/12 s in the Advanced chord mode. Presg the left button to sele Basic, whichis
casy-play, or one-finger, chords. Its light goes on and the middle one goes out.

6. Press Menu again, to set the Basic chord mode and. to return t O"E\.ﬁ\.'l_h'érezi'w'u--:iiééfé (the
Easy 8 Beat display). _ A 1 o N

7. Practice playing the C, F, and G keys shown in t.hé i_f_l_ué._igﬁgg'n_:Ejé[o'w Watchthe dl%- j
play as you play them. Play the C key last, so the display shows C miaj aifé‘"’t:ﬁéz_fch'qr dq:

Middle C

8. In the Styles section, press Introduction, and then préss Start/StopY()u gif heara b.[fi_ef.':. -
introduction, followed by the regular Easy 8 Beat style. The introduction is the same
one that you heard on the disk. ISR e

Follow along in the printed music for “Aura Lee,” playing'_th_c-::"(@h_of_cj_ keys at the appro-
priate times as indicated by the boxed chord symbols above the melody line. When
you reach the last measure, press the Ending button. You'l] hear the ending that you
heard on the disk. s

If you’re not used to playing chords with the automatic accompaniment activated. itcan

seem 4 bit intimidating; don’t let it. Take your time, and have _fuﬁ!-r :

together,

After you've practiced melody and accompaniment separately; putther

Other songs begin on page 66; song books and disks for your Kurzweil Mark series
Ensemble Grand are available from your Young Chang/Kurzweil dealer. . o

Demo

The Mark 152/12 contains a number of built-in demonstrations to acquaint you with some
of its sounds and capabilities. To hear these, press the Demo button, which s located near
the right-hand end of the front panel, in the Options section. The button blinks: to: show: -
that the Mark 152/12 is in the demonstration mode. T
In this mode, certain buttons on the front panel blink. Press a blinking button toheara . -
demonstration. B

Alter a demonstration is finished playing, the buttons blink once again. To stop: - demon-
stration before it finishes playing, press any button or press the Stop soft button beneath . -
the display. L
When the “buttons blinking” mode is active, press the Variation button i the Sounds'sec- -
tion to play all of the Sound demos, followed by all of the Left Split. demos, one after'the -
other, in a continuous loop. R LR

Press the Demo button a second time to exit the demonstration mode. . oo

12 Your First Song, Demo




Keyboard, Pedals, and Pitch Bender

The Keyboard

The keyboard of the Mark 152/12 has eighty-eight weighted keys, with an action designed
to simulate the feel of an acoustic piano: the harder (or faster) you play the keys, the loud-
er and brighter the resultant sound is. In technical terms, this is called velocity sensitivity.
[t makes the Mark 152/12 a truly expressive instrument. See page 60 for information on
adjusting the velocity sensitivity to suit your preference.

When you turn the power switch on, the Grand Piano sound is the default—automatically
active, and ready to play.

The Pedals

In addition to the expressiveness offered by the keyboard, there are three pedals that pro-

vide you with further control over the sounds of the Mark 152/12, These pedals have the

same functions as those on a grand piano, which are, from left to right:

* SOFT: Notes played while this pedal is down sound softer than those played when the
pedal is up.

*  SOSTENUTO: Keys that are already held down at the time this pedal is pressed will
sustain, while any keys played after the pedal is down will not.

» SUSTAIN: Pressing this pedal causes notes to sustain, or gradually fade out, even
when you lift your fingers from the keys.

NOTE: All three of the pedals can be programmed to perform other functions. Also, some
sounds are programmed with different functions on the pedals. See Preferences on page 84.

The Mark 152/12 has a fourth pedal; it’s a continuous controller (CC) pedal. It’s set up to
work like a volume pedal (or an expression pedal, for you organists). As you play, you can
instantly (and tastefully, of course) make the sound louder or softer, whatever you feel the
music requires. Place your foot on the pedal. Pushing forward on it with your foot makes
the music louder; pushing down with your heel makes it softer. If you’re not using it in
that manner, you will likely want to leave it set all the way forward.

You can change the function of this pedal to do other things. The pedal parameter is listed
in Preferences as Continuous Pedal Function (see page 85).

On the Mark 152, the pedal plugs into a jack on the bottom panel of the instrument.

The Pitch Bender

To the left of the keyboard is the pitch bender, in the form of a ribbon controller. As its
name indicates, it allows you to bend the pitch of any notes being played, for rock guitar
and slide trombone effects, among others.

When you are not touching the ribbon, the sound is at normal pitch. Touching the upper
half of the ribbon bends the pitch up; touching the lower half bends the pitch down. For
gradual bends, slide your finger along the ribbon. Removing your finger from the ribbon
returns the sound to normal pitch,

Keyhoard, Pedals, and Pitch Bender 13



Display and Related Controls

The display and the buttons immediately around it are the heart of your Mark 152/12,
Between the display helping you keep track of everything that’s going on, and the almost
unlimited possibilities provided by the buttons—»especia}ly the.N‘fenubbutton—_'t_his infor-
mation center is a very important part of yourcontrol panel: R T

Display

A two-line by forty-character liquid crystal display (LCD) shows 'thé-'tenipd’; current Set-...
tings, or edit parameters. The contrast can be adjusted by an edit parameterinthe +
MID/Preferences menu (see page 85). The window over the display is imprinted with
parameter names that apply to the main page. S e R R

Style Tempo

Split Main

__ ’"_':Laye"rh_ T
There is one main “page” for the display, showing Sounds selec_téd},'c'u:rr_e::n_gfst-j{i_:c','f_'cjilj__rréiit__
chord, and tempo. In addition, the Recorder has its own main page. The Next button
chooses between these two pages. TR

Beat Lights e
Up to eight lights cycle to display the beat while Styles or the Recorder are playing. The.
first and last lights are red, the others are green. AR P

A Brief Introduction to the Menu Mode

While the Mark 152/12 has many buttons and lights on its panel, there aren’tnearly -
enough of them to display all of the features that are available on the instrument, For this
reason, the Mark 152/12 has a flexible menu mode that uses the display for the selection
of functions, and for adjusting various conditions, Most of the buttons on the panel have
an associated menu that etfectively extends the button to support a variety of features that
can only be hinted at on the panel itself. eI

A menu, in Mark 152/12 terms, is a display that allows you to choose one or more items
that change the behavior of the instrument. These include sound selection, effects selec-
tion, styles and rhythms, and various parameters, or values, that adjust the workings of the
instrument to your individual needs, The kinds of features that are accessible through the
menu mode can be highly specialized and, perhaps, a little obscure for the casual player. .
At the same time, though, the menu mode algo provides a number of _bas;c_:__c_onven_;gnce

features that any user can find helpful. G

When the Mark 152/12 is in the menu mode, your activity is focused on the central sec-
tion of the front panel, around the display and its associated buttons. The b_utton.g' are .
described on the following page. el

14 Display and Related Controls



Menu

Next

The Menu button allows you to select between the normal play mode and the menu mode
of operation. When the menu mode is active, the Menu button is lighted. The menu that
appears when you press the button is related to whichever button on the front panel was
last pressed. Normal play mode is ideal for those just starting out at the keyboard because
the Mark 152/12 is capable of so much when you just turn it on. For the more advanced
player, the Menu button opens a multitude of playing choices. Many buttons on the instru-
ment have multiple selections available, such as those in the Sounds and Styles sections,
chord recognition types, etc. If Menu is selected, these choices are automatically brought
to the display when a particular button is pressed; otherwise, the last selected option for
that button is chosen.

When this button is lighted, it indicates that there are more pages in the menu. Some
menus have only one page, and in these cases, the button is not lit. The lighted Next but-
ton allows you to cycle through the additional pages. Most menus display their additional
pages in a loop. This means that when you've reached the last page, another press of the
Next button brings you back to the first page of the menu. A few menus are long enough
to make this mconvenient, so there’s a shortcut: hold down the Next button, and press the
Down button repeatedly to page backward through the menu.

Soft Buttons

The three unmarked buttons just below the display are called soff butions, and their tasks
vary. These buttons select objects or functions, depending on the context of what’s shown
in the display. Each has a red light to aid your choices. Usually, a word or phrase in the
display, just above a soft button, lets you know what its function is. When a soft button
has no label, it usually has no function, and pressing it does nothing.

The soft buttons have three general functions: causing an action, choosing a value, and
activating a field. They can also be inactive. What happens when you press a soft button
differs from menu to menu, but it is usually distinguished by the kind of text found above
the button. If the text is in CAPITALS, the button most likely causes something to happen
right away. Frequently, you'll see the display change to another menu, or show some new
information. If the action is one that could delete important data, you'll be given a confir-
mation screen, which offers you a chance to reconsider; this is helpful in avoiding painful
mistakes.

Some menus present three choices in a row, often with one already lighted. These repre-
sent possible values for some Mark 152/12 feature (current keyboard Sound, for instance).
By pressing one of the three buttons, you’ll choose a new value for that feature. The
names of these values are almost always in Mixed Case. In this kind of menu, you may
have more than three possible choices, and the other possibilities can be viewed by préss-
ing Next to see more pages of values. The top line of the display will help you understand
what’s going on.

‘The soft buttons are also used to activate a field. In this case, you’ll see a name followed
by a colon and a value, or in some cases a name on the first line with its associated value
below. There might be two or even three of these fields in the display. If you want to
change the value of one of the parameters, you should press the soft button that is beneath
that parameter. The light in the soft button goes on, and the Up and Down buttons are acti-
vated, allowing you to scroll through a range of values. The values might be numbers, per-
centages, or naimes of different options.

Up and Dewn

The Up and Down buttons can be called value buttons because they allow you to change
various values, such as the tempo of the song. If you are editing a parameter, pressing
both buttons at the same time resets the parameter to its default setting. (Remember that
default settings are those that were set at the factory.)

The Up and Down buttons have an auto-repeat characteristic, which means that it you
hold one of them down for more than half a second, it acts as if you’re pressing it over
and over again rapidly. This is helpful if you're trying to scroll through many values very
quickly.

Display and Related Controls 15




Sounds

The Mark 152/12 offers hundreds of high-quality dlgltaﬂy Samp}ed SOUIIdS._fOI'. your p}ay-—
ing and listening pleasure. These sounds are grouped into categories - whose names are
associated with the buttons in the Sounds section of the front panel.. To choose 4 sound
category, simply press the button with the appropriate name. The light in that button. will
hight to indicate the category is currently active, and the name of a sound:in that category -
will be displayed over the title Main on'the display. The default sound category when the
Mark 152/12 is turned on is Grand Piano. S T

Variation/User Variation

Each sound category button can select one of many distinct .'s.dl:i'rid_s_'.}.Tl_lﬁéﬁ'rst qound in the
category is the one you hear by default when the button is pressed. If you press the
Variation button, the second sound in the current category. will be heard. Its name will

appear in the display, and the Variation button will be lighted to indicate the choice.

Pressing Variation again will return to the first sound, and will turn off the light.

In a similar way, pressing User Variation will choose the third sound from 't_he_'catég_o"ry_,-_. :
and its light will be lit. Pressing User Variation again will likewise return to the first.
sound, PR e s e

The state of the Variation/User Variation buttons is remembered for cach sound category:

In other words, if you select a Variation for a particular sound category, choose another -
sound category, and then return to the first category, the Variation button will be lit and the
Variation sound will be heard. The state of these buttons is remembered when the power is

turned off if Remember Preferences is set to Yes in MIDI Edit Mode, (see page 85). . -

More Choices

Using the menu mode, it is possible to choose from more than three sounds ini cach cate-
gory. If you press Menu after pressing a sound category button, you will see a display.
with three sound names across the bottom line, like the following: S .

Fiano zound selection "fEaééfiffqi_
Grand Fiano Bright Pianc Ballad Grand| -

One of the soft buttons will be lit, indicating the current sound chosen in that category.
You can choose another one of the sounds shown on the menu, or move to another menu. -
page of sounds by pressing the Next button. The pages are numbered. to help you keep’
track of them. The first and second sounds on the first page are.the same ones as ilable
with the default and Variation sound choices discussed before. If one of the other sounds .
is chosen, its name will be recalled in the User Variation, so that you can have easy access-
to it without using the menu mode. Press Menu again to return to the main display.. =

Some of the sounds available in each category are not normally displayed in the menus.. -
To sce a complete selection of sounds found in any category, set the Long Program Lists

parameter to On, as described on page 85. Sl
Another way to see all the sounds available in the Mark 152/12 is bY'scrO.llihg’:;hr_ough_ R
them using the Up/Down buttons. Press the middle soft button—the one directly under the
Main sound name on the display—and youw’ll see the button light up.! The value buttons o
(Up/Down) are now active for the main sound, and pressing them will change: _t_he sound to
the next or previous one in the instrument’s sound banks. Press the soft button again to. - -
deactivate this function. S

For a complete list of sounds available on the Mark 152/ 12, see the sound tables in Part 4,
beginning on page 92. L e
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Latin Percussion

Choosing the Percussion category normally calls up the Latin Percussion sounds. Latin
Percussion provides a variety of ethnic percussion sounds—a combination of cowbells,
congas, and shakers—uniquely designed to allow you to play authentic Latin-American,
Cuban, and African rhythms using simple scales. You can also easily create your own
authentic sounding rhythms using this same technique. The scales below, when played
correctly, sound the traditional rhythms indicated just above them. You need only be sure
to play them in the octave indicated, and use an even eighth-note rhythm throughout. The
rest is taken care of for you!

You may notice that some keys are silent; this is to allow for the natural silences in the
rhythms being used. You should still play these keys with an equal eighth-note duration.

If you're recording using the Recorder of the Mark 152/12 or an external MIDI sequencer
and can’t play these rhythms as quickly as you'd like, record them at a slower tempo and
speed up the tempo on playback (see page 46).

African Durah Bah (first note = lowest on keybeard)
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Orchestra Percussion

With Variation on, Percussion provides an array of _Qrchés'gfé__Percusgioﬁ.goﬁndg_ S
Notice that many of these sounds are duplicated on adjdc_ém:;-ﬁéygs 1o ma eagyt{) p_fa}}";z g
patterns such as rolls (fast repeated drum strokes) and flams (fast double strokes), simply -

by playing trills and grace notes. -

=

= .

ket )

oo T ™ =
53 EEE 28 _ _ _ Lo =-
=2 5355 €% EEE S8 =
s L os Rz 58S 29 o
mem So8a G4 5585 & & @
n D D oe = o oo B
£2 5EE 2% =zZma S8 2
2L EFgco BE Tad 25 o -
DS BB GO = ~

I Rl i R I f——— e e @y e
ComECfcpaSBmoEXRE Timpani £53e3 2
EEEEEEIEBmEsRmeS S 28 ceE
85335535 23k 5 S 55558
SESEESEEC5EESEES SED 523
COooconss = T ED = BT L85
AUz =08sd S E BEELE
ch2nggsge-o o 88 EomE S
o= g8 08 PR
5SS S

Field Drum & Bass Drum 3

Snara Drom & Bass Drum 3
Snare Drurn & Crash Cymbal

For example, to play this typical march pattern:
Field Drum

Bass Drum

play the following on the keyboard:

3
Er—c‘}. B e 3 | e i 3
el 1)
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SoundByte®

The SoundByte® button allows you to select SoundBytes that you have previously loaded
from disk. Once loaded, they behave as any other sound in the Mark 152/12. See page 54
for instructions on loading SoundBytes.

Drawbar Organ

The Drawbar Organ button allows you to access organ sounds that you have programmed
by way of the Edit Drawbars button. These may also be stored to disk, and loaded at any
time. See pages 23-24,

Panel 1-9

The Panel -9 buttons, which are beneath the bottom row of Sounds buttons, allow you to
recall your own custom panel setups; they are discussed on pages 64—635.

Layering the keyboard

The Mark 152/12 supports the layering of two completely separate sounds. This means
that each key plays both sounds simultaneously, allowing a very rich variety of sounds to
be created spontaneously, above and beyond the sounds already stored in the instrument,

Selecting the Sounds

You can layer two sounds by pressing and holding down one Sounds button, and then
pressing another. The lights in both buttons go on. If a variation was remembered for one
of the sounds, it will be used in the layer. If Variation or User Variation is enabled for the
first selected sound, the corresponding light goes on. Layering is canceled when you press
another sound button. Layering is reset to off when the Mark 152/12 is turned on,

The display will show the names of both the main sound and the layered sound. The
scrolling feature described under “More Choices” (page 16} will also work for the tayered
sound. Press the right soft button (which will light up) and use the Up/Down buttons to
change the sound used for layering. Press the button again to disable the scrolling.

Layering can also be done while the Mark 152/12 is in the menu mode. The lights in the
buttons will work as usual, and the display will show the menu associated with the main
sound. To choose from a menu for the layered sound, you'll have to select it first as the
main sound, and then layer it as described above.

Layer Volumes

You can adjust the relative volumes of a layered sound in either of two ways. The first is
done when you’re creating the layer. While holding down the first Sounds button, you can
repeatedly press the second button. Each press of the bution lowers the volume of the sec-
ond sound a small amount. Release the first button when the layers sound good to you.

The second method is to use the Layer Volume mixer. After pressing the Layer Volumes
button in the Auto Accompaniment section, you can adjust the relative volumes by using
one of the three digital sliders. The right-hand end of these are marked accordingly. They
correspond to the Layer sound, the Main sound, and the Split sound. Press the Layer
Volume button again when the sound balance of the layers sounds good to you.

Style Tempo Chord
Uolume:  91% 1884 b b
H Baz=&Ricds Gratwd Lager Soft Stripgs
Split Main Layer
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Layering Strings and Choir

Two favorite sounds for use in layered combinations are strings and choir. In combina-
tions like piano and strings, guitar and strings, and organ and choir, they provide what’s
known as a pad—a soft cushion on which the MUSIC rests, = oot

ly optimized versions of them for use in layered combinations. de,forexam;iethdtyou :
create a layer by pressing and holding the Grand Piano button, andthenpressmgStrmgs
2. The string sound that you’Il hear is not the usual Strings 2, but 4 speci "1"-_13'_t'ﬁ'ng.’_'s'oq:r_1'c_f
that has been modified for fayering. Think of it as an “and strings” sound The Choir voicé
for layering works the same way. L

NOTE: These special layer sounds are available only wher you[ayerStrmgq
or Choir with Variation off. Ll

Strings 2,

The special sounds have been adjusted so that the attacks E.H‘__é-.__r.léi_thglf.?tOC:)::.._:faiS.t_'.:n'OIj:.itg(_.)O'.SE.QW.,'
. and so that they fade out realistically as you approach the top of the keyboard, ke ping the
high notes from being strident. o

To use the “original” Strings 1, Strings 2, or Choir in a layeredcombmanon,pmss and
hold that button first, then press the button for whatever sound that you'wish to layer with

The Grand Piano

The Grand Piano and its Variations are tuned differently than other sounds on the Mark -
152/12; they use what is known as strereh funing. In this Euning; whichi i mp!oycd on
acoustic pianos, octaves are slightly wider than theoretically pure, so that the:notes on the
keyboard line up more precisely with each other’s overtones. (Thei.oiieft'o'h'é'é:_éﬁiﬁé.'_féirthéi‘.
apart than theoretically pure because of the stiffness of piano strings.). This makes for a
more agreeable sound. T

When you layer Grand Piano or Grand Piano Variation with another sb:u:nd,:ﬁho_wevcr,_'the__:

Mark 152/12 substitutes a special version of the piano sound that is not _s't:_r_é_tchft:u__riqd-, S0
that it is in tune with the other sound in the layer. Since it’s not the main piano sound; the
User Variation light will turn on. Lo

. Sounds



Leit Split

The buttons in the Left Split section of the panel allow you to split the keyboard into two
parts. Splits are an easy way to make one performer sound like two. When you play the
keyboard, your right hand plays one sound and your left hand plays another. The right-
hand part of the keyboard plays whatever sound is currently selected in the Sounds sec-
tion; the left-hand part plays a bass or a Custom sound, selected by pressing one of the
Left Split buttons. The buttons illuminate to indicate what is active. The name of the left
split sound will be shown above the title Split on the bottom line of the display.

Press a different Sounds button while a split is active to change the right sound but not the
left one. Press a different Left Split button while a split s active to change the left sound
but not the right one. Press the active Left Split button a second time to cancel 2 split.

The left split is reset to oft when the Mark 152/12 is turned on.

The Bass Voices

The four upper buttons in this section provide a variety of bass voices for the lower part of
your keyboard: Acoustic Bass is the familiar upright string bass, A. Bass & Ride is the same
bass with a ride cymbal added, Electric Bass is a typical electric bass guitar, and Synth Bass
is a funkier keyboard bass voice. Press a button to activate; press it again to shut it off,

Custom 1 and 2

You can use more than just bass voices for your split voice. These two buttons make it
possible for you to optionally select any available program to be a Left Split voice. Do
this by pressing and holding the Custom 1 or Custom 2 button, selecting one of the voices
in the Sounds section, and releasing the button. The chosen sound becomes the Left Split
sound. This sound is remembered, and if the Custom I or Custom 2 button is selected
later, that same sound is used. These custom split programs are remembered when the
power is turned off,

The left split sound can also be scrolled as described on page 16. Press the left soft button
to activate the split scroll. The button will light, and you can select a sound with the
Up/Down buttons. Pressing the soft button again will deactive the sphit sound scrolling.

Octave Shift

Sometimes when you play split programs, it can be necessary to transpose the left or right
side of the split to bring the keyboard into the correct sounding range. An example would
be to replicate the layout of the two keyboards on an organ. Or fool your friends by hav-
ing the lower part of the keyboard be the high notes, and the upper part be the low notes!
This can be done with the octave shift feature. To shift the octave of the left half of the
keyboard, press the Octave Shift button; its light blinks.

Octawe Shift:
Left: 2 Right: -1 K

The display shows the current left and right octave shift. Pressing the soft button under
Left (or Right) allows you to adjust the left (or right) octave shift. Press the Up and Down
buttons to adjust the shift, which jumps by twelve half-steps (one octave) per press. Press
both value buttons together to reset the left or right side to no octave shift.

Press the OK button to accept the current value. If the left or right octave adjust is not 0,
the hight in the Octave Shift button remains lit to remind you.

Left and right Octave Shift are both reset to 0 when the Mark 152/12 is turned on.
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Left Sustain

Most split keyboards and playing styles would require the Sustéirj;péda}_- to. be ignored f(.)'r'_:
the left half of the split. There may, however, be some occas_iong__whe'llé?y'bu";V’(m'[_dgwish*
the sustain pedal to work on the left part of the keyboard. Pressing the Left § tain button

causes the sustain pedal to function normally for the split sound. The ligh in the button

goes on. Pressing the Left Sustain button again causes the split sound 1o ignore the sustain-
pedal. The default setting for Left Sustain is off; it is reset to é_ff"_{_\}he_n'-f'th_é-'{ji;,’{,{réf'{éf_t'u'med'
on. S A i

Setting the Split Point

The split point is the point on the keyboard where the left sound and mghtgound mr,et . |
The split point is also used by the Auto Accompaniment sec_tic'm.'_.-'k_“h¢-:defaql_t:_s:pﬁ;fp_'gint_;;ﬁf_'_
- set at the factory is E below middle C. VRIS P

To change the split point, press the two buttons with the label Split Point printed beneath
them at the same time; the lights in the buttons blink. Then press the key that you wish to
be the split point, (The key you press will be the top key of the Ieft'scu'rid.jffhi'é_ sphit -
point is now used for all Left Split sounds, and for the Auto Accompaniment; until you
change it, or turn off the Mark [52/12. L A

To cancel selecting the split point while the two Split Point lights aieblmkmg

. press any
button on the control panel. Sy

NOTE: It is possible to set a split point higher than some left SoundswﬂlpiayIfyoudo
this, those keys to the left of the split point that are above the range of theleftqouud
won’t play any sound. R
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Create

a Custom Drawbar Organ Sound

The Mark 152/12 features a special software simulation of the drawbar organ. On this kind
of organ, each drawbar is associated with a single harmonic, and the position of the draw-

bar determines how much of that particular harmonic is blended to create the organ sound,
This gives you unusual control and variety in the sounds available.

The Mark 152/12 comes with six pre-configured drawbar sounds that you can select by
pressing the Drawbar Organ sound button. In addition, you can create your own favorite
sounds through drawbar editing,

Drawbar

Edit Mode

You can eater Drawbar Edit mode by pressing the Edit Drawbars button. The light in that
button blinks to indicate the special mode. While you're in Drawbar Edit mode, the but-
tons in the Sounds and Options sections of the front panel take on special meaning, and
their normal functions cannot be used. Note that several buttons in these sections have
function names written below them to indicate their alternative use.

To exit Drawbar Edit mode, press the Edit Drawbars button again. The lights and buttons
will return to their normal status,

Simulated Drawbars

In Drawbar Edit mode the nine rightmost columns of buttons in the Sounds section repre-
sent drawbars as they’d be found on a traditional drawbar organ. Each column of four but-
tons has a label at the bottom showing which harmonic tone is controlled by that simulat-
ed drawbar: from 16" on the left, to 1 on the right. To simulate the setting of a drawbar,
you should press one of the buttons in the column; that button, and all of the buttons
above it in the column light. The drawbar is fully on, or “pulled out” when all the lights
are on, that is, when you’ve pressed the lowest button in the column, To turn a drawbar
harmonic off completely (to simulate pushing the drawbar all the way in), press the top-
most button in the column twice. All the lights in that column are turned off, and the asso-
ciated harmonic is removed from the organ sound. This process allows you to experiment
casily with the variation in sound obtained with different settings of drawbars.

Percussion Settings

There is also a set of percussion settings similar to those found on traditional drawbar
organs. On those organs, the percussion is set with rocker switches; on the Mark 152/12,
the buttons in the Options section contro} the percussion sound. The percussion is a spe-
cial pulsed harmonic that is played in parallel with the main drawbar sound, giving a dis-
tinctive sound. It should not be contused with the percussion samples provided by the
Mark [52/12 in other sound categories.

The drawbar percussion settings are as follows:
On/Off: Controls whether the percusston effect is heard or not. One of these buttons is
always lit while in Drawbar Edit mode.

2nd/3rd: Controls whether the percussion effect is based on the second or third har-
monic {only one can be selected). One of these buttons is lit when percussion is on.

Normal/Soft: Controls the volume level of the percussion effect. One of these buttons
is lit when percussion is on.

Stow/Fast: Controls the decay rate of the percussion effect. Decay refers to the “fad-
ing out” of the percussion sound. One of these buttons is lit when percussion is on.

Keyclick: Keyclick is not really a part of the percussion. It simulates a common noise
artifact found on some older drawbar organs, which many players like due to its funky
character. This sound can be turned on and off with the Keyclick button in the upper
left corner of the Sounds section.

Edit Drawhars
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The Drawbar Edit Display

While you’re in Drawbar Edit mode, the main display lool._(:é.;'?Ii..kéf.t:.hi's:,

Dravbar Editor: Comba_ﬂﬁgéﬁf___
HAME RESTORE ~ pELET

There are six organ sounds available in the Mark 152/12, and you can’choos
to edit by using the Up and Down buttons to scroll through them, The name ¢
sound is displayed in the first line of the display. You can rename the organ s
pressing the soft button under NAME. The standard naming screen is display
45, ng screen i

After you’ve made whatever changes that you prefer, you can éx'i't--_Drawb_ar;Edlt;:'modC. and
all is saved. In the future, whenever the Drawbar Organ sound category. is chosen; your
edited version of the sound will be available for playing, = = 707 e

f the organ
ound by -
isplayed (sce page

DELETE. In either of these cases, you will be offered a confirmation screen to make sure
that the action is what you really want. B

Drawbar Organs and Rotary Effects

It is very common to use drawbar organs in rock "n’ roll or jazz combos in conjunction
with a special effect speaker system that generates Interesting sounds by using mechanical
rotation. The Mark 152/12 has an advanced s; gnal processor that can imitate these effects
digitally. This is found under the Rotary effects setting (see page 26). When you're in the
Drawbar Edit mode, you can turn Rotary effects on and off by.using the Effects button in
the Digital Reverb and Effects section. The Effects setting is remembered; along with the
other drawbar settings, so that you can create the kind of sound you like: o

Saving Drawbar Programs

The drawbar programs that you create are saved in the memory of the Mark 152/12, and
are remembered after the instrument is turned off. You can save some of your special
drawbar settings using the Save Drawbars page in the disk menu. (see. page 58). The saved
settings can be loaded back using Load Drawbars (see page 34). i

: Ed_i_t.i_]ra_wbars



Digital Reverb & Effects

The controls in the Digital Reverb & Effects section affect the sound of the istrument as
a whole.

Treble and Bass

The Treble and Bass slide controls allow you to adjust the tonal balance of the overall
sound to your liking. The Treble slider controls high frequencies, and the Bass slider con-
trols low frequencies. These are useful for compensating for the acoustic character of the
room in which you're playing. In a room with carpeting, draperies, and heavily uphol-
stered furniture, increase the treble and decrease the bass. In a less-furnished, larger room,
or hall, decrease the treble somewhat.

When the sliders are centered, they have no effect on the sound. (The center position is
identified by both a heavy line, and a detent that you can feel when you move the slider.)
Moving the Treble slider to the right boosts treble frequencies, and moving it to the left
cuts treble frequencies; the Bass slider operates the same way on low frequencies.

The Treble and Bass sliders affect the sound produced by the internal speakers, the head-
phone jack, and the Audio Out jacks. They do NOT affect the sound coming from the
Audio In jacks.

Master Volume

The Master Volume slider controls the overall volume (loudness) of the Mark 152/12.
Move it to the right to increase the volume, and to the left to decrease the volume; when
moved all the way to the left, it silences the instrument.

Master Volume affects the loudness of the internal sound system, and the volume pro-
duced by equipment (headphones, amplifier, or tape deck) connected to the headphone or
Audio Out jacks (see page 107).

Master Volume does NOT affect the volume of the sound coming from the Audio In jacks.
CAUTION: Turn the Master Volume down before connecting headphones, or using the
Audio Out jacks.
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Reverh

Reverb, short for reverberation, oceurs naturally when sound reflects off 't.he-.:'\i!él'ls.dﬁ__ﬂ_n
enclosed space. These reflections blend together into a “wagh? & Fsound that adds warmth

and ambiance to music (shower singers know all about this!y.

The reverb choices are Room, Stage, Hall, and Space: ezich'éeftiﬁ"crf
than the previous one. A single Reverb button enables yozi.td:"clibgé;' I

Each setting appears on the front panel, and has a light next 't'df-i't'.ffRép atedly pri
button to cycle through the choices, top to bottom. After the bottors chu
turns off the reverb. Another button press selects Room again

Each Sounds and Styles preset has g default reverb and/oy effec
reverb is automatically selected along with the preser.” -

The new setting is selected whenever tha sound or style pres
selections are remembered when you turn off the T, defaul
power is turned on is Room, along with the default Grand Piano sou;

In the menu mode, the display shows you that there are three choices;

Feverk tupe Flavor !detfdrdmx
Foom 2mall Room. o C1En

You can change the reverb type, flavor and wet/dry mix fromZ'th_is'_diépiay_ ‘Press the left
soft button and use the Up and Down buttons to chan ge the type: This is the ame s’
pressing the Reverb button on the left part of the front panel.Theré aré many. ¢ Hierent
choices for each reverb type, and these are called Flavors. Press the middle sofy button and
use the Up and Down buttons to change the flavor of the reverb, You ¢an change the
amount of reverb in the sound by adjusting the Wet/Dry mix parameter. Higher numbers
give the sound more reverb (making it “wetter”), RS :

Eftects

The effects types are Chorus, Rotary, Echo, and Special.

Chorus: The effect of two or more of the same instrument playing together
Rotary: Similar to the tremolo effect provided by a rotary organ speaker.
Echo: A repetition and fading out of a sound.

Special: This category provides many other useful effects, such as. flanging.

A single Effects button enables You to choose which effect type to use. Each effect name
appears on the front panel, and has a light next to it. Press the button to cycle through the
choices, top to bottom, After the bottom choice, a button press turns off Effects; Another
press of the button activates Chorus again. i

In addition, there are parameters for each of the effects that you can adjust; t_h;_'cjug_t? the
usc of the Menu button: R R

Effect ture Flauor Wetodra mix]
Chorus Tight =

As with Reverb, you have many Flavor choices within each Effect Type. Explore_;hem.
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SRS®

SRS® (for Sound Retrieval System®) is a spatial effect. It makes the sound seem as if it’s
all around you. You can’t tell that it’s coming from the speakers.

The SRS® effect is controlled with a single SRS® button and its light. Pressing the button
alternately turns the effect on or off.

In menu mode you can adjust the SRS Space, which is the perceived “size” of the sound
field, from 1 (smallest) to 8 (fargest).

You can have one of each type of effect (Reverb, Effect, SRS®) simultaneously,

Effects Hold

As you learned earlier, the reverb, effect, and SRS® settings are remembered with cach
preset, so you can customize the sound to your own taste. These changes are remembered
even if you turn off the Mark 152/12. The Effects Hold button is used to lock on a particu-
tar effects setting.

When Effects Hold is selected, changing Styles or Sounds does not change the reverb or
elfects settings.

If the Recorder is turned on, the effects assoctated with the current song are selected when
the song is played. Changing Styles or Sounds while the Recorder is turned on does not
change the effects settings. If Auto Setup is turned on, the effects change when (1) the
Recorder is off, (2) the style is stopped, and (3) a new style is selected.

Digital Reverh & Effects 27




Styles

The Mark 152/12 has built-in musical styles that can be used asa é.ozphislt'_icate_drs-_

metronome to play along with, or for fully orchestrated accompaniment with drums; bass,
and three other background parts. Each style has several orchestrated additional sections:

an introduction, a main section, a variation section, two fillins; and a ' ending

If the Styles section is turned on, the main display'shdws: fhe_ cufféntss_tyle;mme,:anq;é'ur_
rent tempo. In addition, if the Chord Reader is on, the current chord is alse. isplayed::

On/Off

The On/Off button turns the Styles section on and off. The currentsty ¢ appears in the dis-
play only when Styles is turned on. This button is off when you turn on the Mark [52/12.

Preset Style Buttons

The twelve buttons in the top two rows are the style categories. They collectively. include
a large selection of built-in individual styles. Each button has a light. Within each style
calegory are at least three choices, which can be accessed in' Menu mode. In regular play,
pressing a style button selects a style of the selected category: The last style selected under
a particular button is remembered for the next time that you press that button. The default

style is the first style {upper-left in the control panel), Big Band.

User/Disk

Up to seven alternate styles may be loaded in from the disk drive, or copied from the fac-
tory Styles for editing and playing, memory permitting, If there are any User or Disk
styles in memory, this button behaves just like one of the other Styles buttons: See page
54 for details on loading styles from disk. R

Start/Stop

This button starts and stops the currently selected style. If the Chord _Réad.e_r_.i'.sﬂfo_f.f».?you
will hear only the drum part. SER

Intraduction

This feature provides an appropriate introduction (or intro) that showcases each of the

styles. If you select this button when a style is not playing, its light blinks. Thenext time

you start a style, the preassigned introduction for that style plays; and then continues into
. the style itself. If the button is pressed again before a style s started, the intro is canceled.

Variation

Each of the Styles has a variation (embellished) style available that you select by pressing
the Variation button in the Styles section. This variation style often works ‘well for the sec-
ond section, or for the chorus, of a song. The button lights up when the variation is active,
showing that the variation for the current style is selected. Pressing the Variation button
again returns you to the original style. e

Each of the Styles remembers whether or not Variation was on the last time tha_t_sgle was
selected; therefore, if you select the variation for a partxcu!ar style, then Selet}t.a_dxtferem
style, then return to the first style, the variation is automatically selecte_d again.

Variation is reset to off for all styles when the Mark 152/12 is turned on.
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Fill to Variation

This is a dual function button. If you select Fill to Variation while a style is playing, a fill
pattern 1s immediately played until the end of the current measure, and then the variation
of the style is heard. Pressing the button multiple times causes the fill to be repeated that
number of times. Pressing a different style control button, such as Fill to Original, or
Break, allows you to cancel the multiple fills.

If Fill to Variation is selected when a style is not playing, its light goes on. The next time
any style is started, the Fill to Variation part of that style plays, like an introduction, and
then continues into the variation part of the style. If you press the button again before a
style is started, the fill/intro is canceled.

Fill to Original

This 1s a dual-function button. If you press Fill to Original while a style is playing, a fill
pattern is immediately played until the end of the current measure, and then the original
style is heard. Pressing the button multiple times causes the fill to be repeated that number
of times. Pressing a different style control button, such as Fill to Variation, or Break,
allows you to cancel the multiple fills.

If you select Fill to Original when a style is not playing, its light flashes. The next time
any style is started, the Fill to Original part of that style plays, like an introduction, and
then continues into the main part of the style. If you press the button again before a style
is started, the fill/intro is canceled.

Break

If you press this button while a style is playing, a blank fill (or silence) is immediately
played until the end of the current measure, and then returns to the style that was playing.
Pressing the button multiple times causes the break to be repealed that number of times.
Pressing a different style control button, such as Fill to Original, or Fill to Variation,
allows you to cancel the multiple breaks.

Ending

If you press this button while the style is playing, the ending part of the style plays at the
beginning of the next measure. If the introduction was playing, the intro finishes and then
the ending begins.

Count Off

If the Count Off button is on, the metronome sound is played on each beat for one mea-
sure before the style starts. If the introduction begins with rests, there will be some silence
after the count off.

Fade In/Out

If you press this button while a style is running, the sound smoothly fades out. The style
keeps running, so be sure to stop it.

If you don’t stop the style, and you press the button again, the sound fades back in to the
original level. You can also press the fade button, start a style, and hear it fade in to nor-
mal playing level.

Styles
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Slower

When the Slower button is pressed, the tempo decrez.is"eé-'sfnoothlyi

Press the button again to stop the slowing at the pPlaying speed thy

Faster

When the Faster button is pressed, the tempo increases s
Press the button again to stop the increase at the playing speed fi

Edit Style o
You can make many changes in the styles that come. with the.
you load from disk. All changes can then be played as yi
select the custorn styles by pressing the User/Disk-b
the Mark 152/12 first copies the style into the User/

- locations in the User/Disk section, The style ed
" tons, and the Drums, Bass, Background A, B, and C buttons i
section. SRR o

inge the. styles,

¢ seven available
ay, the soft but-
Accompaniment

First, select the style you wish to edit. When you press the Edit Style button
152/12 enters a menu with many parameters for changing yourstyle. :
The style being edited is whichever style was currently selectod ‘hen you entered style
edit mode. If the selected style was not in the User/Disk section’ the/display asks:you into
which of the seven locations to put the style. If there is alreadya style in that location, the
display shows the name of that style, so that you can decide whether to replace it. ¥ to
choose a different location. You can select which location by using th  Up and Down but-
tons. For example, if you had selected Jitterbug for editing; and 'you already had dited
Big Band in the first User location, the display might show: <. 7 - ;

-

Cord Titterbud to User 1 &
Lrer ]l ane Eig Bandy R

Once you have selected a location, press OK., The display briefly says',:_ ‘S__ty[ Copmd
Now you’re ready to edit your style. Remember, if the style was already in the User/Disk
area, you will not see this display, because you were already set. . e

Here are the menu choices for editing your style:

Rename the Style

You can change the name of the style, in the same manner as other naming

functions in
the Mark 152/12. See page 45 for the naming procedure. '

Change Values in Auto Setup VAR
This gives you an opportunity to change which sounds are called up for.your keyboard
when a style is selected, if the Auto Setup feature is turned on, Select _t_h_f_:_:SC_)_L_I_I_ld:-_t_ha_t you
wish to use to play along with your style, and press SAVE. - B e
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Delete the Style

If you do not want this style in memory anymore (maybe you need the space to load one

more song, for example), you can delete it. Remember, you can save User styles to disk,
so don’t be afraid to delete them afterward.

The next six parameters are adjustable for each of the five style accompaniment parts:
Drums, Bass, Background A, B, and C. You can press these buttons to choose which part
you will be editing. If you need to mute a part so that you can listen (o the other parts,
press that part button twice.

Part Sound

You can change the part sound to whatever is currently set on your front panel. The two
function buttons that you use are labeled SAVE and RESTORE. SAVE causes the part to
use your current panel settings to play. RESTORE changes the settings back to the factory
default for that part.

Chord Change Mode

There are two chord change modes that affect what happens when you change the chord
you're playing while notes are being held by the background parts. Replay changes the
notes that are playing to maich the new chord. Hold leaves the notes that are sounding as
they were.

Effects Mode

Normally, the style parts are played with the same reverb settings as the main keyboard,
but the Effects section is skipped. You probably do not want to have the drums played
through a rotary speaker effect! If you do, here’s how to do it. Select the drum part, and
change the effects mode parameter from Reverb only to Reverb and Effect. The selected
effect now also affects the drum part. You can do this for any style background part.

Wrap Point

You may have noticed that when you play a series of chords that get higher and higher,
after a certain chord, the parts drop one octave, to keep them in the correct ranges for the
instruments. You can change the note at which this occurs using the Wrap Point parameter.
Values range from C up to B. Typically, & part might cross over at Fz.

Volume

The parts alf have volume adjustments in them. If you want to override the factory set-
tings, you can adjust the volume from 0% to 100%. To return to the default setting, press
the Up and Down buttons at the same time.

Pan

The parts all have panning adjustments in them. If you wish to override the factory set-
tings, you can adjust the pan from left 100% to center to right 100% in increments of
10%. To return to the default setting, press the Up and Down buttons at the same time.

Pragram Change Mode

This is a parameter that you won’t normally need to touch, because it shows which sound
list is being used by the style to select its internal sounds.

Styles
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Auto Accompaniment

The Auto Accompaniment section works in conjunction with the Styles section to provide
you with fully orchestrated accompaniments when you play chords on the keyboard. The
Styles section lets you choose which accompaniment style is played, while the Auto. -
Accompaniment section gives you additional control over sow it ig played. "7 -

Auto Accompaniment is activated by turning on the Chord Reader. Mot often; you will
trigger the Auto Accompaniment by playing chords to the left of the split point: (For more
about the split point, see page 22.) The exception to this is if you set the Mark 152/12 to
Full Keyboard mode (see page 34), S S

When you turn on the power, Auto Accompaniment is not ac'ti\{a't'ed-;:;:_-" ; ¥

Chord Reader

This button is very important to automatic accompaniment. Chord Reader turns on and off
the chord recognition feature. It also helps you select the chord style that you’d like to

When Chord Reader is activated, you have three choices as to how you play automatic
accompaniment chords: Basic, Advanced, and Chord [nversion. The defailt mode-is -
Advanced. B

You will see the name of the current chord in the upper right of the display. To change the
chord recognition mode, press the Menu button, Pressing the Chord_R’éader{bu_tt'Oﬁ in
Menu mode changes the display like this: RIS R At e

Chord Recognition Maode: cohanh
Basic Advanced Chuﬁdﬁihﬁ?ff*’

These choices operate below a split point that was set in the Left Sphtsecuon(default
split point is the E key to the left of middle C). e v

Basic SR

You can trigger the auto accompaniment by playing one-finger chords. Here: are the types

of chords that you can play: TR s
Major: Pressing one key (for example, C) plays a complete major.cho_rd:_‘.&gith- _that key
for its root (C major), S
Minor: Pressing the root key and any black key below it (C and- B~ﬂat} ﬁlz@jé;’_&;_'rpimr
chord (C minor), o
Seventh: Pressing the root key plus any white key below it (C and B)playsa seventh
chord (C seventh). T 8 S
Minor seventh: Pressing the root key plus both any white key andzmy bIackkey
below it (C, B, and B-flat) plays a minor seventh chord (C mi_n_o_r_ seventh)
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Advanced

You can trigger the auto accompaniment with standard ct
example, pressing C, E, and G to pl

recognizes the following chord types:

Chord Inversion

This is similar to the Adv
that you play is the prim
and G, you will hear the
of the chord, as the prim
G as the primary bass n

hords of two or more notes (for
ay a C major chord). In this mode, the Mark 152/12

Chord Type Common Symbaols
major Cmaj, C
minor Cmin, Cm, C-
augmented Caug, C+
diminished Cdim, C°
suspended fourth Csus4, Csus
no third C no 3rd

major with flat fifth

Cmajb5, C(b5)

seventh C7
major seventh Cmaj7, CA7
minor seventh Cmin?, Cm7, C-7

seventh with suspended fourth

C7susd, C7sus

major seventh with flat fifth

Cmaj7h5 (or -5)

minor seventh with flat fifth

Cmin7L5 (or -5), C-7h5

{half diminished) (CO)
seventh with flat fifth 0755
seventh with sharp fifth C7E5

minor with major seventh

Cmind7, C—{7)

major with added ninth

Cadd 9, € add 2

ninth

C9

seventh with fiat ninth

€758, C7-9

s¢, you'll hear only drum p
accompaniment as a drum mac

anced chord mode, with the added feature that the lowest note
ary bass note. For example, if youplayaCm
same chord and bass as in the Advanced mod
ary bass note); but if you play G, C
ote below the C chord,

When Chord Reader is not in u

this mode, you can use the
metronome,

ajor chord as C, E,
e (with C, the root
» and E instead, you will hear

atterns when you use Styles. In
hine, or a very fancy

Auto Accompaniment
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Full Keyhoard

When this button is off, the Chord Reader i Auto Accorgi_ql :

played below the split point on the keyboard 1 h keyboafdlsmlenr
When Full Keyboard is on, you have your choice of whé}é Onﬁ':'thé Kb d thechordb can
be played, and the entire keyboard generates sounds normally: clodies can
also be played anywhere on the ke R G

way to tllustrate this may be to say that it’s possibie t e '”i'ﬁ'tls__l_c:__;'_i_ibﬂg
with the automatic accompaniment ang rhythm Styles. In many cases. the e will follow
along with you, due to the notes that are played in the song. S

Pressing this button presents you with three choiceg i:n-'ﬂii::"dis:'p'féi}._

Chord Reader Heabmard[M§dé§ " a
Full Kewbd  Left Side  Riang o

Full Keybd allows you to play chords anywhere on the keyb'(')'a'fd_f.:_l;ef'f Side allows chords
to be played below the split point, Right Side allows you to play chords above the split
You must play at least three notes at once i order to c_ha_ﬁgc'Ch'c_):frds"'YQ_u.-_c_z_l_n._th_éh'Solo
over the accompaniment without fear of changing chords (as long as you don’t play more
than two notes at once). e i

Full Keyboard mode is set to off every time you turn the onMdrk152

Chord Hold

34

Normally, when you Iift your left hand from the keyboard, the chord"ac_:c'c_iﬁ_ip_zin_i_mem stops
and the automatic drums keep going. Chord Hold keeps the ch_ordaf._a(;qqin_pa_nix_nént play-
ing when you lift your left hand from the keys, until you strike a new chord, making it
c€asy to move smoothly from one chord to another, and freeing your Icft’_hzm:d_-sfgf tasks

such as touching the pitch bender, or pressing the Fill and Endingﬁzb_u_tt'bm

When you press Chord Hold, Chord Reader is also ac_tivatc;:d'._'_' ol
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Anyone Gan Play

This exclusive feature allows you to do the nearly impossible. It essentially forces every note
that you play to sound in harmony with the other notes around it. With the Anyone Can Play
feature turned on, it sounds as if you are playing all correct notes—NO MISTAKES!!
Anyone Can Play allows almost ANYONE to have a positive first experience with music.
Children will feel a sense of accomplishment when they discover that they can indeed “play”
along with the musician in the house and not just sound like they are banging on the keys.
Anyone Can Play also increases manual dexterity and is a great exercise for the fingers.

I you press Menu, the display shows:

Ansone Can Flag Mode:
Basic Compressad

ir
o
tu
—
T

The Basic Anyone Can Play setting changes all notes on the keyboard to fit the chord that
is being played.

The Compressed setting gives a wider range of notes in a smaller area of the keyboard, for
more expressive playing, This is the default Anyone Can Play setting.

In the Scale setting, the white keys from C to C play the scale that corresponds to the
chord that you are playing.

In all three settings, the C keys play the root note of the chord that you are playing.

When Anyone Can Play is turned on, Chord Reader is also activated, and Full Keyboard is
turned off,

Anyone Can Play can be used in the following ways:

L. You play a chord with your left hand (choose any Chord Recognition mode) with the
Styles turned OFF,

RESULT: Every single note that you play on your right hand (the melody) is in har-
mony with the chord you played on the left hand.

2. You play a chord with your left hand (choose any Chord Recognition mode) with the
Styles turned ON.

RESULT: Every single note that you play on your right hand {the melody) is in har-
mony with the chord you played on the left hand, except now your notes are in harmo-
ny with a Style.

3. Available Anyone Can Play software allows you to play any notes across the entire
keyboard while prerecorded software does the work for you. This software allows any-
one to “PLAY™ along with entire arrangements of songs and moods. (Consult your
authorized Kurzweil dealer for software availability.)

Anyone Can Play allows ANYONE to have fun with the Mark 152/12. Now anyone can
become the trumpet player in a 1940s Big Band or the entire string section of a grandiose
Classical piece. Anyone Can Play even allows a cat walking on the keyboard to sound
musical,
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Harmony

The Harmony feature adds a full chord to your right-hand melody. It does this by, coupling
the notes in your accompaniment chords with your melody notes: Even the “corrected”
notes from the Anyone Can Play feature can be harmonized. Chord Reader must be turned
on for you to use this feature. (When Harmony is activated, Chord Reader is tumed on
and Full Keyboard is turned off.) In Menu mode, eight different block harmonies. can be
selected. Harmony works best if you play a single-note melody line, "~ .

Arpeggiator

The arpeggiator takes notes played on the keyboard and allows 'themto.be'played.sﬁquen‘
tially, as an arpeggio (an Italian word for “like a harp.”) There are many ways to arpeg-
giate notes, and the Menu mode allows you to change the 'way that the arpeggiator works.
It’s even possible for the arpeggiator to use the notes that are added to your:melody when
you use the Harmony feature. L T T

The following parameters are available in Menu mode:

Key Range (Low Key, High Key)

With this parameter, you can adjust the key range in which notes are arpeggiated. The -
total key range is C-1t0 G 9 (the entire range of MIDI notes). However, if the chord
reader is turned on, only the sounds in the right side of the keyboard will be arpeggiated
(unless Full Keyboard is aiso turned on). i S

Lateh Mode

Laiching describes the way that the Arpeggiator “grabs” the notes that youve played and
continues to play them in a repeating pattern. Some of the latch modes operate based on
holding keys down on the keyboard. Others require you to assign one or two. of your ped-
als to become latching switches. You can learn how to assign the pedals.in the' -
MIDI/Preferences section (see page 84). The default is Keys. R
The following latch modes determine how the Arpeggiator responds to the keys _;_h_at you
play. SR
Keys: The Arpeggiator plays only while you're holding down one or more keys. As
you add keys, their notes get added: as you release keys, their notes are removed.:
Overplay: In this mode, the Arpeggiator recognizes any notes that aycﬁ;bcing hﬁé[d_
when Latch Pedal | is pressed. These notes will be arpeggiated continually, even
after you let them go, until Latch Pedal 1 is released. Any notes played after Latch

Pedal I is pressed sound normally and are not arpeggiated, SO
Arpeg: The Arpeg(giation) mode is similar to Overplay; any notes being held. .

when Latch Pedal |'is pressed are arpeggiated repeatedly, In this case; though, any
notes that you add will be arpeggiated only until you release them. - o
Add: The Add mode means that any note that you play after you pgcs_s__[;a;gh._}_?'e_d_al
I are arpeggiated, and will keep playing, even after you release their keys, until-
Latch Pedal | is released. R
Auto: In this mode, the Arpeggiator goes on whenever you play a note. Any and
cvery note that you play gets added, as long as you're holding down at _Isast- one
key. _ S
Pedals: This mode is a combination of the Keys, Overplay, and Add modes. It is
called Pedals mode because you might wish to assign the right pedal to - S
Arpeggiator Latch 1, and the center pedal to Arpeggiator Latch 2 to make the ped-
als function similarly to sustain and sostenuto pedals. TR
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Play Order
The order in which the latched notes are played. The default is Played.
Played: The notes are played back in the order in which they were entered.
Up: This mode plays the notes in ascending order, regardless of the order of entry.

Down: This mode plays the notes in descending order, regardless of the order of
entry.

Up/Down: The notes that you play are repeatedly played in ascending order, and
then in descending order, until the Arpeggiator stops. The notes at the very top and
very bottom play only once.

Up/Dn Rp: This is the same as the preceding, except that the notes at the very top
and very bottom play twice (repeat) before the Arpeggiator turns around.

Random: This mode picks the notes from those that are being arpeggiated, and
plays them completely at random.

Shuffle: This random mode picks the notes from those that are being arpeggiated,
but keeps track so that no note repeats until all of the others have played.

Walk: In this random mode, each successive is either the next-highest, or the next-
lowest in the cycle.

Glissando On/Off
If turned on, the Arpeggiator plays a chromatic sequence between the various latched
notes. If, for example, the Arpeggiator is to play the notes D and F, Glissando causes it to
play D, D#, E, F, E, D#, and D. The default setting is Off.

Beats

This subdivides the Tempo setting. At its lowest value, quarter notes, the Arpeggiator
plays at the indicated tempo. Setting Beats to eighth notes doubles the speed; setting it to
eighth triplets triples it, etc. The highest setting is thirty-second triplets, twenty-four times
the Tempo setting! The default is sixteenth notes,

Note Duration
This determines how long the notes will play within the rhythm, i.e., how much time

from one note to the next: 100%, the defaull, means that a note will sound until the next
one sounds, 50% means that the note will fill only half the space between itself and the

next note. The duration (gate time) of the note is adjustable from 100% down to 1% of

the clock division.

Note-On Velocity Mode

Sets the velocity (loudness) of the played notes via these parameters:

Velocity Mode
Fixed: All notes sound at the same volume, which is set with the Fixed Value parameter.
Played: The notes repeat at the same velocity that you played. This is the default.
Last: All notes play at the velocity of the most-recently played note.

Aftertouch: If you are controlling the Mark 152/12 from an external MIDI controller,
you may want to assign the Arpeggiator to be controlled by the MIDI controlier’s key-
board aftertouch. The Mark 12 keyboard does not transmit aftertouch. You can also assign
the Mark 152/12 continuous controller pedal to transmit aftertouch (see MIDI/Pref).

Ctrl 117: This indicates that the velocity is controlled by MIDI Controller #1 17,
which can be assigned (o the continuous controller pedal (see pages 85 and 91).

Fixed Value
This is used only when the Velocity Mode parameter is set to Fixed, The range 1s 1-127.
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Note Shift

You can have the Arpeggiator transpose all of the cUrrc__i_xipn'(_jtéé'féaéhi fime it pldys through
them. The Note Shift parameter determines how much trétn_spdéi.fio'ﬁ'ﬂ_d'c'ém'.__-_T'h_e-jt_;"ansposim
tion is cumulative from one cycle to the next: I you choose 2 as the value, then after the
initial cycle, the next cycle will be UP a whole step, the one after that will be up two
whole steps, ete. The values are from -12 10 0 1o +1__2, with 'O'III(Ith_c e u_{'ﬁ)f: bemgno trans-
position. ' IR : . i

Shift Limit

‘This determines how far up or down the Arpeggiator wxlipl

‘ o ay from the original pote. The
range is 0 to 24 to 88. What happens when the Arpeggiator reaches th mit is determined
by the Limit Option parameters. The defaultis24, "~ =0 o

Limit Option Parameters

If Limit Option is set to Stop, then, when the Arpgggi'z_it'of__has'_shi_ﬁ_é ;'ndté’g'-__gp{'_:dr_'down to
the limit, it stops playing, R e

If it is set to Reset, then when it reaches the limit, the Afpégg'izit_élt goe

s back to'its origi-
nal pitch, and starts over again, continuing to transpose as it plays.. oo

Unipolar means that the Arpeggiator plays the last note before it reaches the limit, and
then starts shifting notes in the opposite direction, using the same intérval ‘hen it gets
back to its starting point, it reverses again, and Keeps repeating this until you stop it.

Unipolar is the default, R N

Bipolar starts out as Unipolar, but, as the cycle bounces its way back to' the original

pitch, it keeps going past the original pitch, and continues to: shift until it hi the Shift
Limit in the opposite direction. RE RSP s L

Flt Reset adds some randomness. Flt stands for float, meéiriings that; when the Arpeggiator
reaches the Shift Limit, it doesn’t necessarily reset to the original pitch. Instead, it looks at
the first note that would exceed the Shift Limit, and calculates the interval between it and
the Shift Limit. It uses the calculated interval to transpose the pitch, and continues on,
Suppose that the only note in the Arpeggiator cycle is C3 (the one to'the left of middle C),
the Note Shift is 7 (a perfect fifth), and the Note Limit is 26. The Arpeggiator plays C3,
then G3, then D4, then A4 (all perfect fifths). The next note in the Series would be ES, but
it's beyond the Note Limit (D5, 26 half-steps above C3). With a normal Reset, the |
Arpeggiator would start over at C3, With Float on, however, calculates the difference
between E5 and D3, a whole step, and applies that to the starting note, raising'it'a whole
step from C3 to D3. The subsequent notes would be A3, B4, and B4. The nex note, F45,
would be beyond the limit, so the whole process would begin again. L

Flt Unip and Flt Bip use the same concept as Flt Reset. Fit Unip applies it to the
Unipolar mode: When it reaches the limit, the Arpeggiator calculates t e difference
between the next note and the limit, and transposes all subsequent nétcsib'}{f that interval,
even though they’re now going in the opposite direction. Flt Bip does the same thing (o
the Bipolar mode: After the limit is exceeded in one direction, notes-arc transposed by the
usual interval, When the cycle goes back and reaches the opposite.end; another calculation
is done, and subsequent notes are transposed by that interval. This interval will be in the
opposite direction of the first transposing interval, and not necessarily the same distance.
All of this may scem confusing, but, if you spend some time with it, you can get some
very musical results. Experiment with the shifting to get a better feel for what’s going on.
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Part Sliders and Buttons

The three sliders control the volume of the Background (A, B, and C), Bass, and Drum
parts of the accompaniment. A highlighted area above each slider indicates the recom-
mended volume,

The Background A, B, and C buttons, along with the Bass and Drums buttons, let you
control which parts you hear when you use any of the preset Styles. Press a button to mute
that part; when a button is not lit, that part is silent. When you turn on the Mark 152/12,
the part buttons are automatically set to the default Auto Setup settings for the Big Band
style. (For more information on Auto Setup, see below.)

The lights in the part buttons are always out if the Styles section is turned off,

Key Start

When Key Start is enabled, striking any key on the keyboard below the split point starts
the style, or striking any key on the entire keyboard starts the Recorder.

When using Key Start with the Recorder, you must first press Play to get a song ready to
start. Then, when you press a key, the song will start. Key Start can be used with Key
Stop.

Key Stop

When Key Stop is enabled, releasing all keys below the split point stops the style.
Pressing any key below the split point restarts the style from the first beat (beginning).
Using the Key Stop feature negates the Chord Hold feature, Key Stop can be used with
Key Start.

Auto Setup

This feature is activated only when the Styles section is active. When Auto Setup is
enabled, suitable keyboard sounds and other parameters (such as effects settings) are
selected for subsequent style selections. If the Auto Setup button is pressed while a style
is playing, the parameters move to those stored with the style. If a style is not playing, and
Auto Setup is currently enabled, pressing it again disables it.

If the Recorder is on, Auto Sctup has no effect.

When Auto Setup is off, the last sound that you selected remains selected when you
change Styles. Auto Setup is set to on every time power to the Mark 152/12 is turned on.

Layer Volumes

Pressing this button changes the status of the three volume sliders just above it. Normally,
they control the Background (A, B, and C), Bass, and Drums. When Layer Volumes is
pressed, the sliders then control the relative loudness of the Layer, Main, and Split voices
(see page 19 on layering voices), The display reflects the change.
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Recorder

The Recorder section has two basic functions: Yoy can use it to i‘ecdr.c},i pl.a'y.,' and edit your
own songs. You can also play and edit songs imported from Mark 150/10, Standard MIDI
file (type 0 and type 1), Disk Orchestra, PianoSoft, or PianoDisc filess - -

While it appears to work like a lape recorder, the Recorder offers_'ydu-:soﬁle' advaﬁtages

over a tape recorder: IR S

* You can change the tempo without affecting the pitch. This lets yourecord difficult
passages slowly, for example, and play them back at the desired speed. . =

°  You can record using one sound, and replace it with a'ﬁothef;.'_':" S - = |

*  You can correct minor timing errors by quantizing, so6 that the notesyou recorded will
be lined up with the beats. L LR i

*  You can use the MIDI Out port to connect other MIDI ins_truin_ents to :t'hc.MZi'r'.k
152/12, and play them from the Recorder as well. (To do this, you must set the Mark
152/12 10 transmit sequencer data. See page 84.) In addition, by way of the MIDI In
port, you can use the Recorder to record external controllers, L.e.,; other MIDI key-
boards. (See Part 4 for additional information.) ' ERER T R

“PianoSeft is a trademark of Yamaha Corporation. PianoDisc is a trademark of Music Systems Rescarch.

On/0ff

Pressing this button turns the Recorder section of the Mark 152/12 n or offTurmng on

the recorder changes the display to the Recorder main display. .. . o
If there is a song loaded into Song 1, the display looks something l_iké:'_;h_is.__;:___:___:'-_ ;

"Oh Darling® 74 Measure: 1 |
Grand Piano RS

The only difference from the main display is the top line: Instead of the style name and
the chord name, you will see the current song name and the current measure number. You
can also see the main display by pressing the Next button. Dot

Song/Track Buttons 1-16

The numbered buttons in the Recorder section have two purposes: You can use them to
select a song for recording or playback (only one can be selected at.a ime), or, by using
the Edit Song button, you can turn on or oft up to sixteen individual tracks, 7.

+ When you first activate the Recorder, the buttons represent song_é’f."_fhﬁé_;l_igﬁt:s;:iii the buttons

show the status of each of the songs:
Green: This is the current song; it is empty.

Red: This is the current song; there is music recorded on it. e g
Orange: This song contains music: it’s not the current song. . Lo
Off: This is an empty song,

You can choose a different song to play or record simply by pressing one of the song/track
buttons. Your newly selected song button displays either green or red, depending on if jt is
empty or not. The lights in the other buttons will all be orange or off, depending on
whether or not they have songs in them. B
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Playing a Song

Once the Recorder is on, and you have selected a song, you can play the song using the
Play/Pause button. Press the button once to start the song. The light in the Play button
turns on to show that you are playing the song. If you let it run, the song plays to comple-
tion and the Stop button lights. If you wish to pause the song, press the Play button again.
The song pauses and the light in the button blinks, Press the Play button again to resume
playing the song. If you wish to stop the song before it finishes, press the Stop button.

Using Key Start to Start the Song

If you press Key Start, the song does not play right away after you press the Play button.
Instead, the Mark 152/12 waits for you to press a key to start your song.

Edit Song

The Recorder allows you to record up to sixteen individual tracks (parts) to your song.
These can all be played back together, making you into a one-man band. Each of your
tracks has one musical part on it. Of course, you can change sounds in the middle of the
part while you're recording it. Maybe your song will use only one track of the song, or
maybe it will use quite a few. You caneven turn off one or more of the tracks that you've
recorded, and play along with your song “live.” When you are working on a song, it is
handy to be able to see which of your sixteen tracks have music recorded on them. This is
where the Edit Song button can help you. When you press it, the light in the button illumi-
nates and the Song/Track buttons change from song selectors into track selectors. Also,
whenever you start to record a track, the Mark 152712 automatically enters the Edit Song
mode. The lights in the buttons show the status of each of the tracks:

Green: This track has music on it, and its ready to play back.

Orange: This track has music on it, but you've turned it off (muted it).
Red: You’ve pressed the Record button, and this track is ready to record.
Off: This track is empty.

Once a track has been recorded on, the track button lights green to show that it contains
data. When a song is recording, playing, or stopped, use the track buttons to turn playback
of the individual tracks off {orange) or on (green). When you have pressed the Record but-
ton to record a track, but have not yet begun recording, you can press a track button to
determine on which track you wish to record (this lets you record over a previous track.
for example); if you don’t'make a selection, the next empty track is automatically selected
for you—or track I, if all tracks already contain data. The track that is being recorded has
a blinking red button; that track cannot be turned off during recording. When a track is
recorded, the sound that was used during recording is remembered with the track, along
with the effects and the tempo. You can change this sound using the track editing menus
(see page 48).

Track | can be turned on or off only before playback begins; this track has special proper-
ties for recording your auto accompaniment performance (see page 42).
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Recording a Track

Once the Recorder is on, and you have selected a son 8 (button), you can record a track in
that song, using the Record and Play buttons. Presg the: Record button: and the light in the
button blinks. The Mark 152/12 automatically selects the first available track on which to
record. Notice that the Edit Song mode has been turned on, so that you can see which
tracks are already in the song, if any. The track you are about to record on. has a blinking
red light. If you wish to change the track (o record on, just press.a different track button.
Press Play to start the recording, and press Stop 1o SLop the recording, NOTE: If you have
Key Start enabled, recording will start when YOu press the first k’ey,'_-q' T

A note on recording: normally, your Mark 152/12 will be set 1 transmit on MIDI channel
I. This channel has special properties in the Recorder. It allows the Recorder (o automati-
cally assign tracks to other MID] channels so that they will _iiot_édﬁﬂi’c&f’x&ri’th:'your':k_ﬂy -
board performance. This allows you to easily play along with songs’that you've recorded.
However, if you record 2 part that is transmitted on » different MIDF channel, that track
will be assigned to the same MIDI channel as you played the part frox'_n;--"f;‘his___way;'_if
you're recording something from an external keyboard, it can be played back easily onto
that keyboard on the same channel. If you need to change the channel after recording the
track, you can edit the Track Channel parameter, IR Lt

Erasing a Track .
To erase a track on which something is recorded, you simply-__rerfd_{_n_ﬁtIiihéf over it; that
18, you select the track for recording, start and stop the Recorder, but don’t play anything,
or touch any controllers while recording, I S

Recording Your Auto Accompaniment Performafnbéf_;..__;

You can record your auto accompaniment performance on track” I'only. To. do s0, set up
the Auto Accompaniment section as you wish (Start Select, Part Buttons; etc.); and record
on track 1. You can use al] of the controls in the Auto Accompanimént__se'cti(}n,-é;uch as
Intro/End, Fills, and Variation; you can even record all slider information—like 4 digital
mixer. When you play back the song, track 1 controls the Auto Accompaniment; manual
control of that section is disabled. The time signature of your performance matches that of
the currently selected style. R

When recording on track |, you can record your melody (right hand) at the Sa_r_ne time as
the Auto Accompaniment, o RO R

When recording auto accompaniment, MIDI channels 1} through 15 are used. This means
that you will not be able to use those tracks in your song because there will be‘.conﬂicting
parts on those channels, Usually, tracks 10 through 14 are assigned to channels 11 through
I5. 1t is best to avoid using those tracks when recording with styles: .-

Stop

The Stop button stops the recording or playing of a song, and resets the measure counter
to the beginning of the song (rewind). You can also use the Stop button to cancel Record,
Loop, or Punch In, if you have not yet pressed Play. R e

Fast Forward

The Fast Forward button allows you to move ahead in your song. If you press and hol

the button while the song is playing, the song speeds up until you release the button. You

can also use this button to start the song at a specific measure. While the song is stopped,

press the button and hold until the measure counter shows the measure at which You wish
to start. Then press Play to begin the song at that measure. Fast Forward does not work i b
the record mode. i
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Rewind

Rewind goes back to the previous measure of the song, but it does not play the song back-
ward. If you press and hold the button while the song is playing, it stops the song, but the
measure counter counts down until you release the button. It works the same i the song

had already been stopped. You can then press Play to begin the song at the specified mea-

sure.

Metronome

Pressing the Metronome button allows you to hear the tempo of a song, style, or the

arpeggiator. It can be used as a stand-alone metronome. When the button is pressed, the

light goes on and the metronome starts: press it again to turn it off.

Metronome Parameters

The metronome works just like any other sound played on the Mark 152/12. You can use

the Menu button to change the metronome parameters, e.g., the sound that the it makes,
and also which MIDI channel it appears on (sce Part 4 if you need further explanation).

Usually, you won’t have to change these parameters. However, if you have a very full

sequence that uses most of the MIDI channels on the Mark [52/12, you may run into a

conflict, where the metronome is using the same MIDI channel as one of your song
tracks. This can cause the wrong sound to be played by either your song track or the
metronorme,

Metronome Channel

While the default channel is 16, you can choose any channel from | to 16. Usually,
track 15 of a song plays on MIDI channel 16, so if there is a conflict, it’s probably on
that track.

Metronome Sound

You can choose any of the Mark 152/12 sounds to play the metronome. Usually, a per-
cussion sound is chosen, so that the metronome click does not have a pitch. The
default sound is Real Drums.

Metronome Key

You can also choose which note on the keyboard will be the metronome note. This is
particularly important if you choose a drum sound as the metronome sound, which is
the usual case. Every key plays a different percussion sound, so you have a wide

choice for the metronome. The default key, C#7, plays a click sound.

Metronome Key Velocity

This parameter allows you to choose how loud the metronome click is in relation to
the other sounds on the instrument.

Recorder
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Set Tempo

When you press Set Tempo, its light goes on, and.thé;di;'§1;1y=.says

Tar Temrno Calculator |
Fress ang key Pereatedla to cot ¢

When Set Tempo is enabled
is used to adjust the tempo. In this way, you can se _
having to know, or even guess at, the be in
Just press Set Tempo, and repeatedly press

Punch In

In recording, to punch in is 1o switch into recording mode while 2 track is playing back.

What is recorded replaces the part of the track that wag there before. You can then punch
ourt after finishing the newly recorded section. It’s a way'to:_corfect--pdrt'-'off'a track’ without
having to rerecord the entire track. Another use is (o erase a section that y w don’t want,

by punching in and not recording anything. :

Pressing the Punch In button enables punch-in mode, a'n'd"':t_héi__lizgij't_-_m'{th b_tjt:to'_ﬁf__ﬂashes.

The last recorded track is automatically selected for punch-in, and the lig 1n th
button also flashes. You can change the punch-in track by. pressing a diffe nt track button.

Start the punch-in procedure by pressing the Play buttor, The punch-'in begins
key is pressed, or the Punch In button is pressed, depenc_{i_ng-_(_)'nﬁ:t_he_s_ét_ti_r_ig_.'c'st_f the Key Start
button. The punch-in track records hew material on the track from the punch-in point until
punch-out, or a stop occurs. Gl S

NOTE: If you're usin g Key Start, the first key that you play Sté_rts-' the playback: the
second key starts the punch-in. When using Key Start, don’t play a chord to;start play-
back; this will start the punch-in immediateiy. I

To punch out (stop recording), press Punch In agan; the selected tr_ack}'rctums-_fro_m record
mode to playback mode. Another Way 1o punch out is to press Stop: In either case, the
newly recorded material replaces what had been on that track between the punch-in and
the punch-out points. The rest of the old track, before the punch-in point’and after the
punch-out point, remains, (When you punch out, The Recorder exits punch-in mode; you
cannot punch in again unless you reenter punch-in mode by pressing the: Punch In button
while the song is stopped.) WU

You can also set start and stop measures for automated punch-in and punch-out by using
the display. When you press the Punch In button, the display changes to show AUTO
PUNCH above the'left soft button, If you press the left soft button, the display changes to
show start and stop measures for the punch. SR o

MANUAL FPUNCH In: o Out: &

You can now choose at which measures the punch-in and punch-out will.occur: When you
record a track, the Mark 152/12 automatically starts the punch-in on the specified /n mea-
sure, and automatically stops the punch on the Our measure. To turn off the Auto Punch
and return to the mantal punch-in method, press the soft button under MANUAL PUNCH.

Punch In is not recommended on track 1 if you used that track to record auto accompani-
ment, P

To cancel the punch-in mode, press Punch In a second time, or press Stop, before starting
playback,
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Loop

In the loop record mode, you can record in a continuous loop; the track repeats indefinite-
ly, and each time it repeats, what you play on the keyboard is added to what was already
there, This is a common way to record drum parts.

NOTE: You cannot loop track 1; it has special properties for recording your Auto
Accompaniment performance (see page 42).

Pressing the Loop button while a song 1s stopped enables the loop record mode, causing
its light to blink red. The first unused track (starting with track 2) is automatically loop-
record-enabled, and the light in that button also blinks red. If there are no unused tracks,
track 2 is loop-record-enabled. The loop-record-enabled track can be changed by pressing
a different track button.

The display shows the length of the loop in beats. For example, four beats is one measure
of 4/4 time. Each track can have its own loop time. Use the Up and Down buttons beneath
the display if you wish to change this length. The length can be any number of beats from
I through 999.

NOTE: Loop recording is easiest when the Metronome is turned on (see page 43),

Press Play/Pause to start recording. (If Key Start is on, recording begins as soon as you
press a key on the keyboard.) Press Stop to stop recording.

To cancel loop mode before recording has begun, press Loop again, or Stop.

Editing

When the Menu mode is enabled, you can edit song parameters or track parameters. In
addition, there are several functions in the track editing menu. You can choose either song
or track parameters by pressing the Edit Song button.

Song Editing Parameters and Functions

zong # 1: "0k Darlipg®
REMAME COpy CELETE

Song Rename

Songs, styles, drawbar settings, and files can all be named. There are several ways to
name them. The rename screen in ail cases looks like this:

Mew Song Mame:
<  DELETE CIE; CAMCEL  »>

The top line displays the name, with a cursor under one of the characters. The bottom
line displays five functions:

<< (access via the Menu button) moves the cursor one character to the left,

DELETE deletes whichever character the cursor is on. The other characters in the
name will be moved accordingly.

OK exits the dialog and assigns the new naime to the song.
CANCEL stops the naming operation.

>> (access via the Next button) moves the cursor one character to the right.

Recorder
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Naming via the Menu Buttons £ dnat
The Up and Down buttons change the current character thatiff.}'é .c'!'.l'r:s'driﬁas';s'é.l'ecte_d."
All upper- and lowercase letters, and digits, can be accessed using the Up and Down
bl]ttons. o . .- Pheaan e BE s

Naming via the Sounds Buttons

The buttons in the Sound Section can be used like a typewriter'to ent
each button is a letter or number. When in the naming screen, pressing
Sound buttons will put the associated letter or number in the nafra And
cursor to the next character in the name. T iati utton w
if you hold it down while pressing a letter
of lowercase. The button labeled “sp” wil]

Naming via the Keyboard

The white keys correspond to letters, both upper- and lowercase. The Towest key on
the keyboard (A0) corresponds to “ ;" and the alphabet g0oes up 26 white keys to “2”
(E4). The next key (F4) corresponds to “a” and proceeds t0.“2” at'the high end of the
keyboard (C8). The black keys allow entry of numbers, starting at-the low end with

0" and proceeding upward to “9” (at AbZ). The nexi black key _(BBZ)__-{,’i;)_iII_fproduce_ an

underscore (), and all the remaining black keys correspond to a'spac

Song Copy
Copies a song to another song.

Song Delete

This button allows you to delete the current song from memory: Selecting this func-
tion brings up a dialog asking if you're sure that you want to.delete the song. Two soft
buttons are marked YES and NO Selecting YES deletes the song; selecting NO, or
any other button, cancels the deletion. LT e

Beats Per Measure
The upper number in a typical time signature, e.g., 3/4.

Time Signature Denominator Sldnn
The lower number in a typical time signature, indicating which kind of note gets one
beat (4 = quarter note, 8 = eighth note, etc.). e
Initial Tempo

If you change the tempo while the song is stopped, and then record a track; the new
tempo is saved as the song’s initial tempo. You can also adjust the tempo on'this menu

Song Transpose

This parameter allows you 10 lranspose your entire song by -64.to +63 half steps, Yoy
can also “lock” particular tracks to prevent them from transposing. See the “Track
Transpose Lock™ barameter for details, L

Phrase Repeat

The Phrase Repeat function enables you to select a part of the song fqr,__s_ay_,':a_dd_e_d prac-
tice by repeatedly playing only that section, e

Repeat on/off

This turns Phrage Repeat on and off. If the feature is on, then pressing the Play button
in the Recorder section starts playing from the start measure until the stop measure,
and then begins again at the start measure, until the Stop button in the Recorder sec.
tion is pressed. Your measures are memorized so that, when you turn Phrase Repeat op
again, they're still there.
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Start
Sets the measure for the beginning of the phrase.

Stop

Sets the measure for the end of the phrase.

Initial Effects

I you change the effects while the song is stopped, and then record a track, the new
effects are saved as the song’s initial effects settings. You can also change the effects
without recording a new track, by pressing the SET INITIAL EFFECTS button on this
menu page.

Song Program Change Mode

The program change mode of the overall song. This is usually set up by the disk
import function, and allows all of the song tracks to play the sounds in the style of
Mark 150710, General MIDI, or Disk Orchestra, if that is where the original song was
imported from. If the setting is Default, the song uses whichever program change
mode was set for the instrument in the MID] menu (see page §1).

Track Editing Functions

If you press the Edit Song button while you're in the meny mode, you will be able to edit
parameters of the individual tracks. The following display is shown:

Editing track 1
LURHTIZE MERGE EDLIT

This display shows the current track being edited. You can change this track by pressing
one of the track buttons. There are two main functions for the track: Quantize and Merge.
The Edit button takes you to the individual track parameters.

Track Quantize

Quantizing changes the timing of notes in a track so that they align precisely with the
beats or specific fractions of beats, In other words, if you're a bit late playing a note or
two while recording, quantization corrects the error. Any track with data in it can be
quantized. This is a bne-way, permanent operation, however: once you quantize your
music, you can NOT unquantize it,

Track # Hnits
i E1ghth LIAHTIZE

The quantization value appears in the display, and can be adjusted by the Up and
Down buttons (e.g., quarter note, cighth note). Press one of the track buttons to select
which track will be quantized. Then press QUANTIZE.

Data may be lost —- are doy syre’?
DUAMTIZE CHHCEL

A confirmation dialog appears. Press the button under QUANTIZE or CANCEL to
pertorm or cancel the operation.

Recorder

a7




Track Merge

You can merge any two or more tracks with data i them: that is. hey can be com-
bined onto another track. This frees up additional tracks for further recording. The
merged tracks then play on a single MIDI channel; and share 3 single preset (with split
and layer, if present). L R B L

Merged tracks are combined on the lowest numbered tr; ck of those selected for merg-
ing. Therefore, if you have, say, three lrumpets on tracks ] 200andi3 aood idea
to combine them onto one. In this case, they would merge 0 frac -
have a trumpet on track 1, a clarinet on 2, and a sax'on 3 a
result will be three parts played by one voice (sound). The soi
lowest numbered track of those selected (in this case; the trum

When you select Track Merge, you are prompted to s_éfle:c';t'- th AT

Merde tracks: 1 = B
MERGE

Press the track buttons for the tracks that You want to be mergedlf -:the_fc .1s:'ninsi.c.:_'.on
the track, the track number is added to thé list in the display. Press MERGE when
you've selected all tracks to be merged. R e

Data maw be lozt —— a&éfﬁduf§Qbéélv*
MERGE ' cANCE

A confirmation dialog is displayed. Press the soft buttonunderMERGEorCANCEL
to perform or cancel the operation. If the merge was performed, the music on the
tracks is now merged to the lowest (numbered) selected track: L

Track Sound R
Any sound can be assigned to any track, as allowed by whatever program change mode

the track is using. The restrictions are listed in the Program Change Mode parameter in
the MIDI menu (see page 81). B

On this menu page, you can either scroll up and down through the sound list;, or you can
simply save the current settings on your front panel. This funetion saves the current main
sound, layer, split, split point, etc. for the track. If you wish to set up a new sound for the
track, first set it up on the keyboard, then execute the SAVE CURRENT function.

Track Volume

Initial track volumes default to 100% (maximum corresponds toMIDIvalu 127
range 1s 0-100%, IR S

Track Pan

In recording, pan refers to the location that you perceive a specific instrament to be at
when you listen to an ensemble. It works a lot like the balance control on a stereo recetv-
cr. The range is Left 100% to Center to Right 100% in increments of 10%. To return to
the default setting, press the Up and Down buttons at the same time. .

Track Channel

You can select any MIDI channel for any track. The default channel for each track is the
same as the track number (1 through 16) plus one. If more than one track has the same
channel, you may have conflict in the programs, volumes, and pans. o
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Track Transpose Lock

If Transpose Lock is on, transposing the song does not affect this track. This is particular-
ly useful for tracks that contain drum parts.

Track Effects Mode

The track can use the default Effects Mode that is assigned to the sound on that track, it
can use Effects and Reverb, or it can use the Reverb Only setting. Reverb Only allows you
to bypass the effect setting for that sound. If, for example, you had an echo effect with a
stage reverb set up, and you did not want your drum track to use the echo, you could set
that track to Reverb Only.

Track Program Change Mode

If, for some reason, you need to have different program change modes for different tracks,
it is possible to set this up. One example might be a song that is imported from another
format, such as Mark 150/10, General MIDI, or Disk Orchestra, to which you wish to add
a new track with a Mark 152/12-exclusive sound on it. The usual setting for this parameter
is Default, and the track uses the program change mode of the song. In this case, however,
set the new track to Mark 152/12. This setting overrides the Song Program Change Mode
parameter for the MIDI channel of this track only.

Tempo Messages

The Recorder recognizes tempo messages in Standard MIDI Files (type 0) and Disk
Orchestra files that you load into the instrument (see page 53). (It will not record tempo
changes for songs you record.) The tempo display will NOT change. Tempos are changed
relative to the currently displayed tempo. For example, let’s say that you began the song at
100 bpm and during the song you increased the tempo to 150 bpm. When you select the
song, the display will show “100”. If you decreased the tempo to 50 bpm before starting
playback, then at the tempo change the song would speed up to 75 bpm.

song Chain

Your songs can be played in a “chain.” Press Demo and then Loop (in the Recorder sec-
tion). All songs that you have recorded or loaded from disk will now be played, back to
back. If a song is a General MIDI (GM) song, the Mark 152/12 will automatically go into
GM mode (see page 81). If it does not, it is because the song does not contain the
“General MIDI On” message. Refer to page 47 to find out how to set the song to be a GM
song. Songs that have been recorded with looped tracks will only play the looped track
once. Otherwise the Song Chain would get “stuck” on that song! The chain play can be
stopped by pressing any button on the front panel, which puts you back into Demo mode.
You can exit Demo mode by pressing the Demo button,
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Options

The Options section contains eight dual-purpose buttons. The prim ypurposeof each is
marked above the button. Markings below each button relate to the percussion effects used

in the Drawbar Organ settings (see page 23). - e

MIDI/Pref

When you press the MIDI/Pref button, it light ﬂdshchndthe e

Select 3 Farameter menut 1
MIDI Frefersnces  © Razet

If you select MIDI or Preferences, you’ll see a list of pai-é;ﬁétérg_{;h
These are all covered in Part 4; MIDI, Just after the music section.

If you press Reset above, the display says:

Fezet the Mark 12 to factord set
Do it Cancel i

WARNING: This is a hard reset; it erases everything that yq;i_;ﬁa_vg;chahgéd_fc_lnd
stored in memory! Be very sure that this is what you want, and save any 'songs.in the
Recorder to disk before the reset. el R

Soft Reset

Should you find yourself in a situation where you are unsure of which controls are
sct which way, press the Big Band, Jazz, and Classical buttons in the Styles section
all at the same time. This is the same as turning the Mark 152/12 off and on again.

Disk

The Mark 152/12 has a built-in high-density disk drive, located at the right-hand end of
the front panel. The disk drive allows you to save information onto c_ii_s__ks.fprl_st_'o:rage for an
indefinite period of time, and 1o load information from disks into _Ehg:__;{yfétl'lf:_I:S_Zl 12, What
kind of information? Songs for the Recorder, additional accompaniment styles, . -
SoundBytes®, Panel Memories, and Drawbar Organ settings. ~ 0

In addition to its own disk libraries, the Mark 152/12 can load disks from the Yamaha
PianoSoft, PianoSoft Plus, and Disk Orchestra libraries, as well as the PianoDisc Music
Library.» S B
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If you are unfamiliar with disks, a few basics are in order:
+  The disks used are sometimes called floppy disks, although they have a hard-shelt case.
= Don’t open the stiding shutter of the disk case, or touch the actual disk inside.

+  Disks are a magnelic storage medium, like recording tape. If you put them on or near something that pro-
duces a strong mzgnetic field (such as a television sat, or a loudspeaker), you may lose the information
{data) stored on therm.

* Insert a disk into the disk drive with the label side up, and the sliding shutter away from you. Push the disk
alt the way into the drive until it snaps into place.

+  Eject a disk from the drive by pressing the button on the drive so that the edge of the disk pops out: then
pull the disk the rest of the way out.

*  The drive holds only one disk at a time.

*  Never cject a disk while the tight on the drive is on. This light means that the drive is active; ejecting the
disk could cause a loss of data, or damage 1o the disk.

+  The information on the disk is stored in files, Each file is one packet of information that belongs together.
For example, each song is one file.

+  Saving data 1o the disk is afso calied storing, or writing. Writing is possible only when the write/protect tab
in the corner of the disk is in the write position—toward the metal shuster, When you wish o protect the
data on the disk from accidental erasure, move the tab into the protect position. HINT: If you can see
through the hole in the write/protect window, the disk is write-protected.

+  Loading data from the disk—also called retrieving, or reading-—is possible regardtess of the position of the
write/protect tab,

*  Inthis drive, you can use high-density disks to store up to 1440K (kilobyies) of data—the equivaient of
about 700 typewritten pages-—or double-density disks to store up to 720K of data. The drive uses standard
MS-DOS* formatting and file storage conventions. For advanced users, this means that Mark $32/12 disks
can be read by MS-DOS computers,

+  Label your disks, so that you know what they contain. This is especiaily impontant since a single disk can
hold several different kinds of files (songs, SoundBytes®, etc.).

+  Save an extra copy of any file that you don’t want to lose. This is called backing up your data. Simply load
the file into the Mark 52/12, and then save it onto a different disk.

FPianoSoft is a trademark of Yamaha Corporation. PianoDisc is a trademark of Music Systems Rescarch. MS-
DOS is a registered wrademark of Microsoft Corporation. For PianoDise disks, the Mark 152712 loads only the
pianc track.

The built-in disk drive in your Mark [52/12 uses high density disks to hold up to 1440K
(kilobytes) of data, or double density disks to hold up to 720K of data. Kurzweil disks use
a standard file system that is compatible with MS-DOS. This means that you can easily
transfer files to most home computers, and even share them with your friends on the
Internet.

When you press the Disk button, its light flashes, and the display shows this:

Dizk Furctions
FLAY LA SELE

and this (press Next):

isk Functions
FORMAT CELETE REMAME

You can choose any one of the six functions using the associated soft button under each
function name. Detailed descriptions of each function are given as follows:
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Play Function

Disk Play gives you the ability to play songs from digks withb'ut;ldadi"ng- them into the
Recorder. The Mark 152/12 can play songs in MID] Type 0'format; Disk Orchestra
format, PianoSoft format, and PianoDisc format, If your MIDI Type 0 files have lyrics
in them, the Mark 152/12 shows them in the display while the sono is playing! When
you select PLAY, the soft buttons give you a choice of PLAY ONE or PLAY ALL.

Play One

When you select PLAY ONE, the display shows the first entry. in the disk directo-
Iy. Two of the soft buttons are labeled PLAY and DONE. Use the Up'and: Down -
buttons 1o see the titles, and to seloct the song that you wish to play. Then press
PLAY. If the song can be played directly from disk” playback starts shortly; other-
wise, an error message is displayed. To stop the song, press STOP, When the song
stops, and the display changes, pressing DONE takes you out of the disk mode. .
Note that on many disks, the song files have names that appear as numbers in the
display. You can usually refer to the notes that come with the disk t6 see which: |
song is in a specific file. ' R

Play All
Selecting PLAY ALL provides this display:
FLRAY ORDER REFEAT B
Mormal o __FLRY AL

You can start the playback of all songs on the disk by pressing PLAY. ALL:: The
order can be the standard (Normal), or random order (Shuffle). If a.song:is not in
the proper format for direct playback, a message appears in the display, and the
next song is selected. After playback of all songs has been completed; the process
can be repeated, if you have changed the Repeat parameier to. on. After playback
has begun, the button labels change to SKIP, which stops the current song and

moves on to the next song, and STOP, which stops afl playback.

Piay Order

You can change the play order by pressing the soft button under PLAY ORDER
and using the Up and Down buttons to change the value. Normal play order plays
the songs in the "natural’ ordering of the disk. In the case of standard DOS disks,
this is alphabetical order. For the other disk types, the order is specified by the
manufacturer. Select shuffle play to play the songs in random order, After a song
has been played, it will not be selected for playback again until all of the songs
have been played once. R T

Repeat

After all the songs on the disk have been played, the process is repeated it the
Repeat parameter was set to on, In this case, song play will stop only. when the
STOP soft button is pressed. You can turn Repeat on or off by pressing the soft
button under REPEAT and using the Up and Down buttons (o change the value of
the parameter. e
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Load Function
Selecting LOAD in the Disk Functions menu changes the display to this:
Dizk Load
=G STYLE =0UNDEYTE

and this (press Next):

Disk Load
FAMEL HMEHM CRAWEBAR SET HLL

You have a choice of which type of file you wish to load. If you choose a file type that
is not found on the disk, you will be informed and given a choice of continuing
(returning to the Load menu), or canceling (returning to normal operation).

Loading a Song

When you select SONG from the Load menu, the Mark 152/12 prepares a directory of
all songs available on the disk. The first directory entry appears in the display, along
with a destination song number, which is the number of the first unoccupied song
space in the Recorder.

Song # Fram File
1 OH_DHRELT LOAD

The lights on the Song buttons in the Recorder section show which SONE $paces are
available. A blinking red light means the song space is empty; a solid green light
means a song already exists in that space. You can load a SOng Into any song space,
but if a song is already there, it will be overwritten. See the Recorder section for
details on how to copy songs from one Space to another.

You can choose the song space that will receive the loaded song by pressing the left
soft button, and changing the destination song number with the Up and Down buttons.
You can also choose the destination song space by pressing the associated button in
the Recorder directly. Press the middle soft button {o select the name of the song file
to be loaded from the disk; use the Up and Down buttons to view the names of the
files. Press LOAD to start the disk load operation. Press any other button to cancel the
operation.

Standard MIDI files (. MID), Yamaha Disk Orchestra and PianoSoft files, and
PianoDisc files may be loaded, but these formats [oad more stowly than native Mark

152/12 or Mark 150/10 song files. You can save songs loaded from other formats as
Mark 152/12 files for faster loading in the future.
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Loading a Style

When you select STYLE, the Mark 152/12 preparég ;i-.'di;-'ec"to:}y_"bf:_gli S_ty_ié'S:.; that are
available on the disk. The first directory ehtry appears in the display, along with a des-
tination style number. RN e e

ad Stule # From File
1 RHUMER

—
o

Press the left soft button to change the destination style number (] ~7)-with the Up and
Down buttons. This number refers to the seven places for storing Styles in the Mark
[52/12 (These can be accessed via the User Style button:). Press the middle soft but-
ton to select which style file is to be loaded from the disgk: yge: the Up and Down but-
tons 1o view the names of the files. Press LOAD to start the disk load operation; Press
any other button to cancel the operation. T ey L

Loading a SoundByte® R
When you select SOUNDBYTE from the Load menu, the'Mzifk-fljﬂi?'pr_épareé a

directory of all sound files that are available on the disk. The first directory entry
appears in the display. e

Load Sound From FiIEg jffff}j ;@ [j
LAUGHTER CooLoAp

Use the Up and Down buttons to select which sound file tQj__lo_';ii:‘i:_f_r Om EhedlsLPress
LOAD to start the disk load operation; press any other button to cancel.

Note that most sound files contain two SoundBytes®: one is stored

d as the main sound
in the SoundByte® category, and the other is stored as, the Variation, oo

Loading a Panel Memory Set PR Ei E ey
When you select PANEL MEM from the Load menu, the Mark 152/ 12 prepares a
directory of all panel memory files that are available on the disk..The_._ﬁrst:_directory
cntry appears in the display. T S

Load Panel From File SRS
MEF 1 | Loak -

Use the Up and Down buttons to select which panel memory set to load from the disk.
Press LOAD to start the disk load operation. Press any other buttou':toyc__a__x‘l_c_ej_;.__Note
that each panel memory file contains a complete set of nine pa_n_cl__mc_;:_mzquels.: o
Loading a Drawbar Organ Setting _' e

When you select DRAWBAR SET from the Load menu, the Mark: 152712 p:r_chpares a
directory of all Drawbar Organ setup files that are available on the disk. The first
directory entry appears in the display. S

Load Dhar # From File o
i JASZ_ORG LOAD

Press the left soft button 1o change the destination drawbar number (1-6) via the Up
and Down buttons. This refers to the Six places for storing Drawbar sounds in the
drawbar editor (see the Custom Drawbar Organ section for details), Use the Up and
Down buttons to select which drawbar file to load. Press LOAD to start the disk load
operation. Press any other button to cancel.
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Loading Everything on the Disk

When you select ALL at the Load menu, the disk drive tries to load all of the files on
the disk into memory. Each type of file is loaded into the appropriate space, deter-
mined by reading the file type extension, If the data in a file cannot be interpreted by
the Mark 152/12, an error message is displayed for a brief period, and the load contin-
ues with the next file. Before loading begins, all user songs, styles, panel memory
setups, drawbar organ setups, and SoundBytes® are cleared from memory {0 make
room for the new data.

The file extensions for a standard DOS disk that are recognized by the Mark 152/12
are:

SNG: a Kurzweil formatted song (Mark 152/12 or Mark 150/10)
MID: a MIDI Type 0 or Type | song
STY: a Kurzweil style (Mark 152/12 or Mark 150/10)

SMP: a Kurzweil SoundByte® sound sample file
MEM: a panel setups file (Mark 152/12 or Mark 150/10)

-DB: a Mark 152/12 drawbar organ setup file

LOAD ALL also works with supported song disks from other manufacturers, as listed
above.

Save Function

Selecting SAVE from the Disk Functions menu displays the Save menu, which offers
the same choices as on the Load menu. You will need to have a DOS formatted disk to
save onto. If you don’t have one, find a blank disk and format it on your Mark 152/12.
The choices are discussed below.

Saving a Song

When you select SONG from the Save menu, the display offers you choices of
which song in the Recorder you wish to save, and how you wish to save it. The
lights on the song buttons in the Recorder section show the state of each song
space: a blinking green light in a space indicates a song is available in that space
for saving. Again using “Oh! Darling” as the example, the display shows:

Zave "Oh Rarling" In file: OH_DHRLT
REHAME FILE SHUE CRHCEL

In order to fit on the display, only the first twelve characters of the song name are
shown. You can select which song to save by either pressing the associated Song
button in the Recorder section, or by scrolling through the songs with the Up and
Down buttons.

The default name of the file is the name of the song, limited to eight characters,
and with spaces replaced by underscores. You can save the song using this name,
or rename the file by pressing the RENAME FILE soft button. This brings up the
standard naming dialog for the file. Note that renaming the file in which the song
will be stored does NOT rename the song itself. See the Recorder section for infor-
mation on naming Mark 152/12 songs. You can save a song of any name in a file
with any other name, subject to the limitations of DOS file names.
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If you press SAVE, and a song file with that name aiready exists on the disk; you'
are asked if you wish to replace the file o disk, or rename. or cancel. RENAME
FILE again brings up the standard naming dialog, REPLACE overwrites the previ-
ous version of the file. CANCEL exits the Operation. i F ol T R AT

OH-DARLI.SNG is alreads on the dizh
REMAME FILE  REPLACE  chmceL

After the file name is chosen, the display then shows the thres song file formats: -
Kurzweil, Standard MIDI File Type 0, Standard MIDJ File Type.'j{"f(j_hdb'géﬁoﬂe.. L
Kurzweil songs are saved with the extension .SNG files usj g'a special Mark -
152/12 format that is smaller and quicker to load back into the Mark 152/12. The
MIDI file types are saved with the extension .MID, and have the advantage of
being compatible with many other instrumens and sequencer programs: If you are
saving a song that has style information, you should save it as'a Kurzweil format
If there was a disk error, or if there was not enoy gh room on the disk to save the -
tiles, an error message appears in the display. Any button press clears the error; and
returns the instrument to normal playing mode. R e

Saving a Style R
When you select STYLE from the Save menu, the display offers you Chbices} of -
which style (stored in the User/Disk style group) you wish to save: The display. - -
SE'-.-'E‘ i HE“.’J F'.“"Jk 1] If'l 'Fl 1 =1 HEM_FUHI{ .::.
REMAME FILE SHUE U CAMEEL

In order 1o fit in the display, only the first twelve characters of the stylename are
shown. You can select which style to save by scrolling through the styles with the
Up and Down buttons. S

The default name of the file is the name of the style, limited to. eight characters,
and with spaces replaced by underscores. You can save the style using this name,
or rename the file by pressing the RENAME FILE soft button. This brings up the
standard naming dialog for the file, Note that renaming the file in which the style
will be stored does NOT rename the style itself. See the Style Edit section for
information on naming Mark 152/12 styles. You can save a style of any. name in a

file with any other name, subject to the limitations of DOS file names.: .

If you press SAVE, and a style with that name already exists on the disk; you are
asked if you wish to replace the file on disk, or rename, or cancel. RENAME again

brings up the standard naming dialog. CANCEL exits the operation. e

MEW_FUNMK.STY iz alreadw on the disk

FEMAME FILE  REFLACE _CANCEL |

If there is a disk error, or if there is not enough room on the disk to'save the files,
&l €ITor message appears in the display. Any button press clears the error, and
returns the instrument to normal playing mode. BRI
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Saving a SoundByte®
When you select SOUNDBYTE from the Save menu, the display looks like this:

Save Sound In file: LAUGHTER
EEMAME FILE SAUE CHHCEL

The default name of the file is the name of the SoundByte®, limited to eight char-
acters, and with spaces replaced by underscores. You can save the SoundByte®
using this name, or rename the filé by pressing the RENAME FILE soft button.
This will bring up the standard nanming dialog for the file. Note that renaming the
file in which the SoundByte® will be stored does NOT rename the SoundByte®
itself.

If you press SAVE, and a SoundByte® with that name already exists on the disk,
you are asked if you wish to replace the file on disk, or rename, or cancel,
RENAME FILE again brings up the standard naming dialog. REPLACE overwrites
the previous version of the file. CANCEL exits the operation.

LAUSHTER.SMP iz zlready om the disk
REMAME FILE SAUE CAHCEL

If there is a disk error, or if there is not enough room on the disk to save the files,
an error message appears in the display. Any button press clears the error, and
returns the instrument to normal playing mode.

Saving a Panel Memory Set

A panel memory set includes all nine panel memories from the instrument. When
you select PANEL MEM from the Save menu, the display looks like this:

Save Pamel In file: PAMEL
FEMAME FILE SHUE CHNCEL

The default name of the file is PANEL. You can save the panel memory set using
this name, or rename the file by pressing the RENAME FILE soft button. This
brings up the standard naming dialog for the file.

If you press SAVE, and a panel setting with that name already exists on the disk,
you are asked if you wish to replace the file on disk, or rename, or cancel.
RENAME FILE brings up the standard naming dialog. REPLACE overwrites the
previous version of the file. CANCEL exits the operation.

FAMEL.MEM is alreadws on the disk
FEHMAME FILE SAUE CHHCEL

If there is a disk error, or if there is not enough room on the disk to save the files,
an error message appears in the display. Any button press clears the error, and
returns the instrument to normal playing mode.
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Saving Drawbar Organ Settings

When you select DRAWBAR.SET from the Savé menu,thedggp]dyorfcrsyou
choices of which drawbar Sciting (stored in the Drawbar Orean sound group) you
wish to save. The display will look like: e e S P

Save "Jazz Orgap" Iﬁ”Pilé;fjﬁZE;DEE§f ;:
REMAME FILE SAVE o cancEL

In order to fit in the display, only the first twelve Characterqof theorgannamcal'@
shown. You can sclect which drawbar setting to save by scrolling with the Up and
Down buttons. Lol T T

The default name of the file is the name of the drawbarorganhmlted to eight

characters, and with spaces replaced by underscores. You can:save the drawbar set-
ting using this name, or rename the fila by pressing the RENAME FILE soft but-
ton. This brings up the standard naming dialog for the file. Note that renaming the
file that the drawbar settin g will be stored in does NOT rename ‘the organ program
itself. Sec the Edit Drawbars section for information on naming Mark152/12 cus-
tom drawbar organ programs. You can save a drawbar setting of any name'in a file
with any other name, subject to the limitations of DOS file names, ™ 7

If you press SAVE, and a drawbar setting file with that name already exists on the
disk, you are asked if you wish to replace the file on disk, or rename, or cancel.
RENAME FILE again brings up the standard naining dialog. REP] ACE overwrites

the previous version of the file. CANCEL exits the Operation.. " i

JAZZ_ORG.DE is already on the dizg

REMAME FILE SAUE caneer

If there is a disk error, or if there is not enough room on the disk t_Q_'S_avc'_a the files,
4l €rror message appears in the display. Any button press Clears-_the_errox_; and’
returns to normal operation. S

Save All

When you select ALL from the Save menu, all the jtems listed above that are
found in the Mark 152/12 memory are saved to disk: songs, Styles, SoundBytes®,
panel memory, and drawbar organ settings. Files are named automatically for each
type of file. It is a good idea to use an empty disk (one with no files on it} for a
SAVE ALL operation, in order to avoid file naming conflicts. e

a8
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Format

Selecting Format from the Disk Functions menu allows you (o format and verify a
floppy disk directly on the Mark 152/12. All data on the disk will be lost, so use cau-
tion! In general, you should format only new blank disks. Place a disk in the disk
drive (the write/protect must be off), and press the Format button. The format disk dia-
log appears in the display.

Format this disk?
QK CAMCEL

CANCEL ends the operation, and OK brings up the disk density dialog:

Choosze dizk dernsity
HIGH <HD> Lk DD CHEMCEL

Current floppy disks are available in two densities: high density (HD), which holds
1440 kilobytes of data, and double density (DD), which hold 720K, All disks are
labeled accordingly.

Insert the blank disk in the drive, and press the appropriate soft button to format your
disk: HIGH (HD), or LOW (DD). Pressing CANCEL, or any other button, ends the
operation,

NOTE: Formatting a disk using the wrong density will probably fail. If an error
occurs, the display shows it.

Deleie

Selecting Delete from the Disk Functions menu allows the removal of any file from
the disk. This is possible only with DOS (or Kurzweil) formatted disks. Use the Up
and Down buttons to scroll through the files on the disk. The file name and type are
displayed. Pressing OK brings up the confirmation dialog (Data may be lost—are you
sure?). Pressing Yes deletes the file.

Lelete file: LAUGHTER Ture: Soundbyte
N CHHCEL

Rename

Selecting Rename from the Disk Functions menu allows the renaming of any file on
the disk. This is possible only with DOS (or Kurzweil) formatted disks. Use the Up
and Down buttons to scroll through the files on the disk. The file name and type are
displayed. Only the file name can be changed. Pressing OK brings up the standard
naming dialog,

Fername file: LAUGHTER Tare: Soundbute
Ok CHNCEL
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Disk Errors | .
If a disk error occurs during any disk Operation, au'appf.o'p'r.ia'_iié.messa:l:g'éf appears in the
display. Press any button to return to normal Pperation. Many errors are user-cor-
rectable, for example attemptin & Lo write to a write-protectad diskette. In these cases,
you can fix the problem and fepeat the disk operation. I¢ you get an error, things to
check are: S e T

Is the disk a standard DOS diskette? _

Is the disk properly formatted?

Is the disk write-enabled for a write operation? -

Is there enough Space remaining on the digk for Writiﬁ'g?f;: i
tible with the Mark 152/127

Are the files you’re lrying to read compy

If you have 2 DOS-compatible computer system a_x?ail'a{i!'é;:-}ou'-'ééiﬁ'éxdx_iiiné'ﬁl_ost
diskettes using DOS commands. Note that some manufacturers’-_so_n'g disks are not
DOS-compatible, and cannot be read by ordinary disk utilities. e

Key Touch

When you press the Key Touch button, its light blinks, and thedxsplayshowq

Keu Touch
Mormal

Pressing the Down or Up scroll buttons takes you through elghtdlfferent Key,-_’f_"ouch set-
tings, from Hardest to Lightest, R T A

Key Touch allows you to select different response levels of the keyboard: In other words,
you can adjust the sensitivity of the keyboard touch, or how the dynamics of the sounds
respond to key velocity. For instance, playing the keyboard while Key Touch is set to
Lightest gives you a brighter and louder sound than a setting of Hardest, which would
require you to strike the keys harder to get a similar sound. This makes it possible to
adjust the response of your keyboard to suit your playing style and preference for key-
board “feel.” A practical example of this would be using a light touch setting for 4 child
beginning piano lessons, while an experienced player may prefer a harder setting.

The default Key Touch setting on the Mark 152/12 is Normal. Using the Down button
takes you through the Key Touch settings that are lighter than normal, meaning that you
don’t have to strike the keys as hard 1o get a louder sound. Pressing the Up button lets you
scroll through the harder settings, which have the opposite affect. T

The two settings that surround Normal are Normal-- and Norm_a_l_—h’_-."l_‘héseé_lf_f_ect only the
middle range of the keyboard, and are very similar to Normal, =~ (RS

To exit this mode, press Key Touch again,
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Edu-Games

The Mark 152/12 includes a set of interactive games, called Edu-Games, that are both edu-
cational and fun to play. The goal of Edu-Games is to help you develop basic musical skills.

You enter Edu-Games mode by pressing the Edu-Games button in the Options section.
The light in that button will blink, to indicate that the games mode 1s active. You can exit
Edu-Games mode and return to normal playing mode at any time during or between
games by pressing Edu-Games again.

tckadtokdk Single-~-Mote Copwlal ks
FLAY CHAMGE

On entering Edu-Games mode, the display will show the name of one of the available
games. You can do one of three things:

To play the game immediately, press the PLAY soft button.
To change the parameters of this game, press the CHANGE soft button (see below).

To choose another game, press the NEXT button.

The available games are:

Single-Note CopyCat: A basic ear-training game that helps you learn to associate the
sound and motion of a melody with the keys on the keyboard. This game is flexible,
and can be played at any level from simple, to very challenging.

Chord CopyCat: A game that teaches the sound and names of chords, and challenges
you to play them.

Chord Dictionary: Not a game, precisely, but a tool that allows you to see and hear
chords. You give the dictionary a name and a key, and it shows you the chord.

When you complete a game, you will be brought back to the main Edu-Games display.

You can change several parameters to make the game more interesting over time. {The
default parameters are fine to start with, but you may wish to make the game more diffi-
cult, or to exercise specific musical skills.) Press the CHANGE soft button to customize
the game.

Singdle-Mote Copalst
FPLAY Scale = Mador

The parameter names appear in the display (parameters are listed with each game). To
select a parameter to change, press the Next button. Press the Up and Down buttons to
change the values. Press PLAY to begin the game.
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Single-Note CopyCat

How good is your musical ear? Single-Note CopyCat gives you a chance to test it out, and
(with practice, of course!) a chance to fmprove it. . S EUTht

When you start this game, the Mark 152/12 plays the root note of 4 seale. This scale is
always C major, when you turn on the instrument, Yoy réspo'ndfb'yf playing that note back
to the Mark 152/12. Then the keyboard plays the first note. followed by another note, ran-
domly chosen. You play BOTH notes back, in response, Then a third note is played, and
Each time you play the sequence of notes correctly, the Mark 152/12 rolls the green lights
below the display to show its approval. If you make a mistake. if teases you with a sound
etfect, and flashes its red lights, When you've successfully repeated the entire sequence of
notes, you'll hear applause! o B o

When you first turn on the Mark 152/12, this game is:set to be pretty easy: the notes are
all white keys (C major) and you need only get six in a row 1o win the game. The root
note, which always starts the sequence, is muddle C, However, you can:make things much
more difficult by changing the parameters ag described below,

Singie-Note CopyCat Parameters

Key (Default: C): Determines the root of the scale from. Wh'ichf'thé: notes are selected.
The first note in the Sequence played is always this note, S

Scale (Default: Major): Determines the mode of the scale from which the notes arce
selected. Some scales are easier to hear than others; if you can do all of them, you’ve
got a good ear! B

Length (Default: 6): The number of notes you need to p__l:_ay":i:n arow to win the game.

If you think the game is too easy, just double the number of notes o

Hints (Default: Off): Do you wish to see the names of the _i}gjtcs on the display? This
can be helpful if you're just learning to play. RS S

Range (Default; one octave): Determines how far apart on the keyboard the notes wil]
be chosen. The longer the range, the harder the game., L

Tempo (Default: 150 beats per minute): This is the speed at which the instrument
plays the notes to you. You can play them back slower if you wish. -

Octave (Default: 5): Determines where on the keyboard the notes will play. Octave 5
starts at Middie C, R

Song Play (Default; Off): Turning on Song Play changes the game to use the notes of
a familiar song instead of picking random notes. This can be fun if you're just getting
started. o
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Chord CopyCat

One of the challenges that you'll face when starting to learn musical theory is the naming
of chords. The Chord CopyCat game can help you learn the names, structures, and sounds
of all kinds of chords. As with Single-Note CopyCat, the goal is to help you leamn the
rules, and to train your ear, while at the same time having fun playing a game.

When you start this game, the Mark [52/12 shows the name of a chord on the display, and
plays it on the keyboard in whatever key you’ve chosen. This is the key of C when you
turn on the instrument. You respond by playing that chord back to the Mark 152/12. Then
another chord is given, in a similar fashion, and you respond in the same way. When
you've answered the required number of chords, you’ve won the game, and you’ll hear
applause.

When you first turn on the Mark 152/12, this game is set to test basic triads (three-note
chords) in the key of C. Playing six chords correctly wins the game. You can test your
chord knowledge for more complex chords, or in other keys, by changing the parameters
as described below.

Chord CopyCat Parameters

Key (Default: C): Determines the root of the scale with which the chords are typically
associated.

Chords (Default: Triads): Determines the list of chords to pick from. The categories
are:

Triads: Major, Minor, Diminished, Augmented
Sevenths: Dominant, Major, Minor, etc.

Ninths: Dominant, Major, Minor, etc.

Others: Sixths, suspended chords
Intervals: All intervals from seconds to ninths
All: Choose from any of the above

Length (Default: 6): The number of chords you need to play correctly in order to win
the game.

Hints (Default: Off): Shows you the notes that make up a chord as its played. This can
be helpful if you're just learning the chords.

Arpeggio (Default: Off): Plays the chord as an arpeggio. This can help you hear the
chord when you're first learning,

Octave (Default: 5); Determines where on the keyboard the chords will sound. Octave
5 starts at Middle C.
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Chord Dictionary

This is not really a game, byt rather a helpfuj interactive’_ldbkub: table for chords. When
you press PLAY, you'll see a screen that allows you to choose a root note and a chord
name. The notes contained in the chord are shown op the first line of the display.

Motes: [ [ G : f  ii5hfff”*ff
Kew: [ Chord: paj U PLAY IT

Press the left soft button under the display to allow key selection using the Up and Down
buttons. Press the middle soft button to allow chord type selection If you want to have the
Mark 152/12 play the chord for YOu, press the PLAY IT soft. button.. "

The names of the chords correspond to the kinds of names shown in sheet music. If you
have a piece of music witp a melody line and chord names, but not chord-notes (a lead
sheet), the Chord Dictionary can help you learn to play a'ny"tjrifa'miliar'_chords.

Pane{Set
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The Mark 152/12 has nine panel memory locations, each of which allows you to store the
settings of the front panel controls for recall ar the touch, of a button; This lets you save
your favorite combinations of sounds and styles, or settings that you use frequently for
playing or recording, T .

Each of the nine panel memories stores the following set_li_ngs_:-;';; ol

Panel Section Selting Stored-~ .~
Sounds Main Sound (including Variation) - .
Main Sound Volume Adjust™ _
Layer Sound {including.\!ariaticn) :
Layer Volume Adjust T
Left Split Split Sound TR
Split Sound Volume Adjust-.
Split Point
Bass Sustain
Left Octave Shift
Right Octave Shift
Digital Reverb ang Effects Reverb Type
Reverb Wet/Dry
Effect Type
Effect Wet/Dry
Styles Styles On/Off _
Style (including Variation} ~ .
introduction S
Count Off
Fade In
Auto Accompaniment Part Buttons (Drums, eic.)
Chord Hold
Chord Recognition Type
Full Keyboard
Anyone Can Play
Harmony
Arpeggiator (all parameters)
Key Start
Key Stop
Tempo Tempo
Options Transpose

Options: Edu-Games, papg) Set




The nine default panel memory setups are typical examples of useful combinations for
playing. When you create your own panel memories, you overwrite the default memories
set at the factory. To restore these defaults, either use the Reset Parameters function (see
page 85) or load them from the disk that accompanies this manual (see page 54). All nine
panel memories are stored in one disk file,

To store a panel memory, begin by setting the front panel controls as you wish to store
them.

Next press the Panel Set button. The buttons labeled Panel | through 9, in the lowest row
of the Sounds section, begin blinking.

Pressing a numbered Panel button stores the current panel settings in that panel memory.

To cancel the set operation, press the Panel Set button a second time before pressing a
blinking Panel Memory button.

The Mark 152/12 retains your panel memories, even when the power is turned off.

Recalling a Panel Memory
Press the desired Panel Memory button to recall the settings stored in it.

If you recall a panel memory while a style is playing, the Mark 152/12 ignores the Styles
and Auto Accompaniment settings in the panel memory. This ensures that the current style
playing continues uninterrupted.

Demo

The Mark 152/12 contains many buili-in demonstrations. See page 12 for instructions on
listening to them.

Transpose Down/Transpose Up

The transpose feature allows you to play the keyboard in one key and have the notes
sound in another. This is useful when accompanying vocals, if the key of the written
music is too high or too low for the singer, or when playing music written for a transpos-
ing instrument, such as a clarinet.

To change the transposition, press the Transpose Dn or Transpose Up buiton. Each press
of the button transposes the keyboard up or down by one half-step. To demonstrate this to
yoursell, press a key, press a transpose button, and press the key again. Pressing both but-
tons simultaneously cancels the transposition,

Press the Menu button while using the Transpose buttons to see a description of the
current {ransposition:

Transrose: +3 semitones
v e a Minor Third 3
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“MIDI” stands for “Musical Instrument Digital Interface it i an international specifica-
tion that allows clectronic musical instruments 1o tommunicate with each other, using a
stmple cable connection. It ensures that the Mark 152/12 wilj remain compatible with the
instruments of today and tomorrow.

MIDI Connectigns

On the bottom panel (Mark 152) or rear panel (Mark 12) are three MIDI ports:
In Thry Out .'

= In receives MID[ information from other equipment.

= Thru duplicates the MIDI information received by In and passes it to other equipment.
= Qut sends MID] information to other equipment.

MIDI cables provide the connections between the MIDI ports of one piece of equipment

and those of another., To keep things simple, there are only two valid MIDJ connections:
Out to In and Thru to In,

The simplest use of MIDI is to Play two instruments at 4 time from the keyboard of one of
them. This is known as a “master-glave” connection. Use a MIDI cable to connect the
MIDI Out port of the “master” (the instrument whose keyboard you’i] play) to the MID]I
In port of the “slave.”

M i 2 £ _
s | L

¢ Master

If you connect In to Out, rather thap Out to In, the other instrument becomes the master.
And if you use two cables, connecting In to Out and Out to In, you can use either instru-
ment as the master.

You probably will want to use the Mark 152/12 ag your master keyboard,

It is important 1o explain that what is sent over the MIDI cable is information (data), not
sound. In fact, the usefulness of Mmaster-slave setups lies in having cach instrumen pro-
duce a different sound, resulting in 4 layering of sounds that expands on the layering that
1 possible within the Mark 152/12 itself,




The slave can be a MIDI organ, portable keyboard, synthesizer, tone module, drum
machine, or effects device. If it doesn’t have built-in amplification and speakers, connect
its audio outputs to the Audio In jacks on the Mark 152/12.

Another application of MIDI is in using a sequencer to record and play back your perfor-
mances. The Recorder on the Mark 152/12 is actually a sequencer, but some advanced
users may wish to connect an external sequencer as well, to make use of features that go
beyond what the built-in Recorder provides. An external sequencer can be a special hard-
ware unit designed for that purpose, or it can be a home computer running special
sequencing software. In either case, the MIDI connections are the same—OQut to In and In

to Out,
(Recording}
{Piayback)
MIDI MIDi MOl MIDI
Qut In Cut In
EEE=
Sequencer

Kurzweil Mark 152/12 (Master)

The MIDI Thru port on the Mark 152/12 allows you to form a “chain” of instruments, so
that a sequencer can control not only the master instrument, but a stave as well.

MIDE MIDE MO MIDE MIDI
Cut  Thry in Out In
=
Sequencer

Kurzweil Mark 152/12 (Master)

Slave

When the sequencer plays back, the information is sent not only to the master, but also—
via the Thru port—to the slave. If the slave, in turn, has a Thru port, another slave could
be added to the end of this chain, and so on. Practically speaking, though, three or four
Instruments in a chain are as many as will work effectively; beyond that, transmission
becomes unreliable.

The solution to the problem of too long a chain lies in either using a sequencer with malti-
ple MIDI Outs or using a MIDI Thru box, which produces several parallel Thru signals
from one In (see the illustration on the following page).
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MIDt  MIDI
Out In
MIDI Lf:: LIte—o
Thry Sequencer
Box
Ao i , LL
MiDI MID? MiDI
Qut in In
' H+
2o
L o
I l JUi] l i
MID!
Kurzweil Mark 152/12 (Master} In
MIDI
In
i
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MIDI/Pref

The MIDI/Pref button, in the Options section of the panel, gives you entry to MIDI Edit
Mode, where you access and alter MIDI settings, or parammeters, as well as other settings
that affect the Mark 152/12 as a whole (preferences).

Entering

MID! Edit Mode

To enter MIDI Edit Mode, press the MIDI/Pref button. The LED in the button will light.

The display appears as follows:

Select 3 Farameter mepny:
MIDI Freferepnmas Feset

The soft buttons let you select one of three options: MIDI, Preferences, or Reset. These
are explained in more detai] below.

Selecting MIDI or Preferences will change the display to one similar to the following:

Faramstar Hame
Current Uslye

“Parameter Name” will be the name of the parameter shown on the current meny page.
Use the Next button to move to the next parameter, or the Next button with the Down but-
ton to move to the previous parameter. The MIDI parameters and Preferences parameters
are listed in order below.

a0
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“Current Value” will be the actual setting of the parameter shown. Change this using the
Down and Up buttons. In the descriptions that follow, the possible values for each para-
meter are given.

Some MIDI and Preferences parameter values will be saved when you turn off the power
to the Mark 152/12, and others (such as Local Control) are reset to the factory defaults
when the power is turned off. This is also detailed in the following descriptions.

Pressing the MIDI/Pref button a second time will exit MIDI Edit Mode and restore the
normal display.

MIDI Settings

Pressing the MIDI soft button in the main MIDI/Preferences display will take you to the
first of the pages for changing MIDI settings.

Program Change Mode

This is the Program Change Mode for the entire instrument. Typically, this parameter
should not be changed. However, if you have your instrument hooked up to some other
device that expects the instrument to be in another mode, it could be useful.

To alter the Program Change Mode for a song, use the Program Change Mode parameter
in the song’s menu mode (see page 47).

Mark 12

The default “Mark 12” mode. All programs are accessible in this mode.

General MIDI

General MIDI (GM) allows sequencer data from different sources to be played back
with predictable results, by specifying the sounds that Program Change messages select
(for example, program number | s always acoustic piano), the channel (10) for drum
and percussion sounds, and the “mapping” of those sounds across the keyboard. The
Mark 152/12 implements General MIDI, so you can play General MIDI sequences and
automatically hear the correct sounds. These sequences can be played from an external
sequencer controlling the Mark 152/12 via MIDI.

When you set the Program Change Mode to General MIDI, program changes received at
the MIDI In port will select the appropriate internal sounds. Program Changes on chan-
nel 10 will select only General MIDI compatible drum kits. Besides letting you set
General MIDI Mode in MIDI Edit Mode, the Mark 152/12 responds to external system
exclusive messages to General MIDI ON and OFF.

Mark 10
Only the Mark 10 sound set is available.

Disk Orchestra

Only the Yamaha+ Disk Orchestra sound set is available. Drums (Disk Orchestra kit) can
be played only on MIDI channel 15,

# The name Yamaha is a trademark of Yamaha Corporation.

MiDI/Pref
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MIDI Base Channej

For MIDI to control several instruments, each playing a different part, at the same time, it
relies on different channels. MIDI channels are like TV channels: an instrument has to be
“tuned” to the correct one or it won’t receive what is being transmitted. There are sixteen
channels available, and each One can transmit any number of notes to any number of
instruments, over the same MIDI cable.

The MIDI Base Channel is the channel on which the keyboard transmits MIDJ messages.
In addition, in Omnij Oft/Poly mode (see MIDI Mode, below), it is the channel on which
the instrument responds to MIDI messages; all other channels are ignored.

The MIDI Base Channel can be changed by pressing one of the sixteen Song/Track select
buttons in the Recorder section of the front panel while in MIDI Edit Mode. These but-

tons, numbered 1-16, represent channels 1-16.

The Base Channel is reset to 1 when the power is turned on.

MID! Channe| Disables

When this parameter is selected, you can disable or enable individual MIDI channels
pressing the corresponding Song/Track select button in the Recorder section. When a but-
ton is lit, the channel is enabled (on); when it is not lit, the channel ig disabled (off).

Any MIDI channel except the Base Channel can be disabled. This will cause it to ignore
incoming MIDI messages. This is useful if you have another MIDI tone generator and a
Sequencer, and you want some MID] channels dedicated to the other MIDI tone generator,
Note that if channels are disabled, some style or sequence parts may not be heard.

MIDI Channel Disables are remembered across power cycles,

MID! Mode
There are three MIDI Modes available on the Mark 152/12:

* OMNI ON/POLY. The Mark 152/12 responds to all sixteen MIDI channels, no matter
what the Base Channel is. It plays the sound selected for the Base Channet.

= OMNI OFF/POLY. The Mark 152/12 responds on only the Base Channel to which it is set.

= MULTL The Mark 152/12 responds to parts on different MID] channels independently.
Each channel can play a different sound (multitimbral capability), in effect making the
Mark 152/12 the cquivalent of sixteen MIDI slaves, The only limit is the number of
notes that can sound at one time.

Multi, the default Mode set at the factory, is the Mode to use when recording tracks in the
Recorder or sequencing independent parts with an external MID] sequencer.

MIDI Mode is remembered across power cycles,

Local Control

Disabling Local Control disconnects the keyboard and sequencer from the internal sound
engine. This can be useful in Some cases tf you are using an external sequencer. The
default is Local Control Enabled.

Local Control is reset 1o Enabled when the power is turned on.
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ignore Ail Notes Off

The MIDI All Notes Off message fulfills a useful purpose: to silence notes that have inad-
vertently gotten “stuck on.” Unfortunately, some MIDI devices, such as some Roland+
equipment, use this message in a non-standard way: they transmit it every time all the
keys on the keyboard are released. In some situations, this can cause notes to be cut off
when you don’t want them to be. If you hear notes on the Mark 152/12 cutting off abrupt-
ly when using it as a MIDI slave or when connected to a sequencer, try setting the Ignore
All Notes Off parameter to On. The default value for this setting is Off.

Ignore All Notes Off is remembered across power cycles.

* The name Roland is a trademark of Roland Corporation.

Receive Transpose Adjust

Receive Transpose Adjust can be useful if you want to transpose incoming MIDI mes-
sages. Most of the time, you should use the Transpose buttons on the front panel, for
instance when playing live or to an external sequencer.

The default value is (0 semitones.

Receive transpose is remembered across power cycles.

Transmit Program Changes

The defauit setting for Transmit Program Changes is On, That is, when you press a
Sounds select button, the Mark 152/12 transmits the corresponding program change mes-
sage. Sctting this to Off can be useful if, for example, you want to change sounds on your
master instrument {the Mark 152/12), but not on any slaves that are connected to it.

Transmit Program Changes is remembered across power cycles.

Receive Program Changes

Receive Program Changes functions just as Transmit Program Changes does, except that it
affects whether or not the Mark 132/12 receives program change messages (more accu-
rately, whether it responds to program change messages that it receives). The default set-
ting is On.

Receive Program Changes is remembered across power cycles.

External Syne

When External Sync is Off, the Mark 152/12 transmits MIDI timing clocks, Start, Stop,
and Continue messages when the Recorder or Auto Accompaniment is started and
stopped. {The Metronome and Arpeggiator transmit MIDI timing clocks, but not Start,
Stop, and Continue messages.) When External Sync is On, the Mark 152/12 waits to
receive MIDI clocks, and Start, Stop, and Continue messages, in order to run the Recorder
or the Awto Accompaniment-—so the Recorder and Auto Accompaniment styles will be
synchronized with the external MIDI device (such as an external sequencer or drum
machine). Without these messages, the Recorder, Auto Accompaniment, Metronome, and
Arpeggiator will not run. (The Metronome and Arpeggiator respond to MIDI timing
clocks, but not Start, Stop, and Continue messages.)

MiDl/Pref
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To start the Recorder or Auto Accompaniment when External Sync is On, press
Play/Pause (for the Recorder) or Start/Stop (for Auto Accompaniment) and then start your
external MIDI device.

External Syne is reset to Off every time power to the Mark 152/12 is turned on,

Transmit Split Data

When this parameter is On, the left split program, split point, layer program, layer volume
adjust, and bass sustain are sent as MIDI controllers. When it is Off, the left split program
and layer program are sent as normal MIDI program change numbers. This may be useful]
if you create sequences on an external sequencer. The default setting is On.

Transmit Split Data is reset to On when the power is turned on,

Transmit Sequencer Data

When Transmit Sequencer Data is On, the data from the Recorder, Auto Accompaniment,
and data sliders are transmitted out the MIDI Out port. When jt is Off, the data are used to
play the internal sounds only.

Transmit Sequencer Data is reset to Off every time the power to the Mark 152/12 is turned
on.

Preferences

84

Pressing the Preferences soft button in the main MIDI/Preferences display will take you to
the first of the pages for changing overall (global) preferences other than MIDI settings.

Tuning Adjustment

The Mark 152/12 will never 80 out of tune. However, when playing with other instru-

ments, you may want the ability to shift the tuning. The Tuning Adjustment setting lets
you raise or lower the tuning by 50 cents (hundredths of a half step) from the default
value of 0 (standard concert pitch; A-440).

Tuning Adjustment is remembered across power cycles.

Stereo Output

When this setting is On, the audio outputs are stereo. When it is Off, the audio outputs are
monaural (all voices are panned to the center). The default is On (stereo).

Stereo Qutput is remembered across power cycles.

Left Pedal Function

Left Pedal Function lets you set the function of the left pedal. The choices are Soft,
Sostenuto, Sustain, Style Start/Stop, Style Variation, Style Fill To Original, Style Fill To
Variation, Style Break, Style Slower, Style Faster, Style Fade In/Out, Anyone Can Play,
Harmony, Arpeggiator, Arpeggiator Latch 1, and Arpeggiator Latch 2.

The default setting is Soft.

MIDI/Pref




Middle Pedal Function

Middle Pedal Function lets you set the function of the middle pedal. The choices are the
same as the Left Pedal,

The default setting is Sostenuto.

Right Pedal Function

Right Pedal Function lets you set the function of the right pedal. The choices are the same
as the Left Pedal,

The default setting is Sustain.

Continuous Pedal Function

Continuous Pedal Function lets you set the function of the continuous pedal. The choices
are Expression, Global Expression, Modulation, Aftertouch, Reverb Wet/Dry, Effects
Wet/Dry, Arpeggiator Velocity, and Tempo.

The default setting is Expression.

Long Program Lists

When Long Program Lists is On, the list of programs {sounds) you see in Menu mode
shows all available sounds. When it is Off, some variations of programs are not shown.

The default setting is Off.

Display Contrast

This parameter lets you adjust the contrast of the display. The default value is 64,

Remember Preferences

If Remember Preferences is set to Yes, preferences will be remembered across power
cycles. If it is set to No, they will be reset to factory defaults when the power 1$ turned on.

Software Version and Memory Available

This displays the current version of Mark 152/12 software that has been installed in your
instrument. It also displays the amount of memory available for songs, styles, panel mem-
ories, etc. The amount is shown in kilobytes and percent.

Reset

Pressing the Reset soft button in the main MIDI/Preferences display allows you to reset
all MIDI and Preferences settings on the Mark 152/12 and clear the user RAM. (deleting
all user songs, panel memories, SoundBytes, and disk styles). This restores the instrument
to the condition in which it was shipped from the factory.

After pressing RESET, use the soft buttons to execute the reset (“Do 1ty or cancel it.
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MIDI Messages

The MIDI messages that the Mark 152/12 transmits and recognizes fall into several cate-
gories, as outlined in the MIDI Implementation Chart on page 110. This section explains
those messages and how to use them,

Note On and Note Off

When you play a key on the Mark £52/12, it sends a MIDI message that says a note has
begun, what MIDI channel it’s on (the Base Channel), what note it is, and the velocity
with which the key was pressed. When you release key, a similar message is sent saying
that a note hag ended, on which channel, what note, and the velocity with which the key
was released.

After Touch

ges. These affect different sounds

)

The Mark 152/12 recognizes channel After Touch messa
in different ways.

Pitch Bender

Touching the Pitch Bend ribbon transmits Pitch Bend messages. The Mark 152/12 also
recognizes these messages.

Control Change

Control Change is the largest category of MIDI messages. The Mark 152/12 has an exten-
sive controller implementation, to help you alter your performances and sounds flexibly ag
you play or in your recorded sequences. The following discussion elaborates on cach of
these messages.

Bank Select
Since there are only 128 possible program change values in the MID] Specification, the
Bank Select message is necessary to access all the programs {sounds) on instruments like
" the Mark 152/12, which contains more than 128 sounds.

To select one of the main banks (this applies to Mark 12 program mode—see page 81,
send controller 32 with a value of the desired bank. Banks available on the Mark 152/12
are (-3,

After the bank has been selected, a Program Change message will select the correspond-
ingly numbered program within that bank,

See pages 92-99 for g complete list of bank and program numbers of the Mark 152/]2.
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Mod Wheel

The Mark 152/12 recognizes Mod Wheel messages, which affect the sounds of different
programs in different ways. Controller | can be used by itself, or, if a finer degree of con-
trol is desired, controller 33 can be used in conjunction with it.

Volume

The Mark 152/12 recognizes Volume messages, which control the overall volume of the
sound on the MIDI channel on which they are sent.

Controller 7 can be used by itself, or, if a finer degree of control is desired, controller 39
can be used in conjunction with it.

Moving the Master Volume slider does not transmit Volume messages over MIDI

Pan

The Mark 152/12 recognizes Pan messages, which control the location in the stereo field
of the sound on the MIDI channel on which they are sent.

Controller 10 can be used by itself (a value of 0 is hard left, 64 is centered, and 127 is
hard right), or, if a finer degree of control is desired, controller 42 can be used in conjunc-
tion with it.

Expression

The Mark [52/12 both transmits (on the current MIDI Base Channel) and recognizes
Expression messages, which regulate the volume of the sound on the MIDI channel on
which they are sent between a minimum of 0 and 4 maximum of the current Volume setting.

The Mark 152/12 expression pedal transmits a controller 11 value in its factory default
setting. For reception, controller 11 can be used by itself, or, if a finer degree of control is
desired, controlier 43 can be used in conjunction with it.

Sustain, Sostenuto, and Soft Pedals

The right, center, and left pedals transmit MIDI controller messages 64 {sustain), 66
(sostenuto), and 67 (soft), respectively, in their factory default settings. The Mark 152/12
also recognizes these messages.

A value of 0 is OFF, and a value of 127 is ON.

Right Octave Shift, Left Octave Shift

Changing the Right Octave setting (in the Left Split section) transmits a MIDI controller
message 76. Changing the Left Octave setting transmits a MIDI controller message 77.
The Mark 152/12 also recognizes these messages.

The value of the message is the number of half steps shifted up (+) or down (-), plus 64.

(For example, to shift down an octave, the value would be 52.) This allows a range of —64
to +63 half steps.

Left Octave and Right Octave do not affect the MIDI note messages the Mark 152712
transmits. {To do so, use the Transpose buttons, in the Options section of the panel.)
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Bass Sustain

Changing the Left Sustain setting (in the Left Split section) transmits a MIDI controller
message 78. The Mark 152/12 also recognizes this message.

A value of 0 is OFF, and a value of 127 is ON.

Split and Layer

Selecting a Left Split sound transmits three MIDI controlier messages (see page 84 for
more information on transmitting split and layer data): controller 80 contains the split
point (Middle C is 60), controller 87 contains the split bank select, and controller 81 con-
tains the split program number.

Setting the Split Point transmits a MIDI controller 80 by itseif.

Creating a layer transmits a program change message for only the first sound selected. For
the second sound it transmits two MIDI controller messages: controller 89 contains the
layer bank select, and controller 82 contains the layer program number.

The Split Bank Select (controller 87) and Layer Bank Select {controller 89) messages
work the same way the Bank Select messages do, but operating on the Split and Layer
sounds, respectively.

The Mark 152/12 also recognizes these messages.

Layer, Main, and Split Volume Adjust

When the Layer Volumes button (in the Auto Accompaniment section) is ON, moving the
Layer slider transmits a Layer Volume Adjust message (controller 79), moving the Main
slider transmits a Main Sound Volume Adjust message (controller 90), and moving the
Split slider transmits a Split Volume Adjust message (controller 88). The absolute range of
values for these controllers is 0-127 (the larger the number, the quieter the sound), but the
useful range is 0-15.

The Mark 152/12 also recognizes these messages.

Drums Volume, Bass Volume, Background A, B, and C

The Drums, Bass, and Background sliders control the MID] volume for the various parts,
with a range of 0-127. They send MIDI controller messages 103 (Drums), 104 (Bass), and
105107 (Background A-=C), respectively. The Mark 152/12 also recognizes these mes-
sages.
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Reverb and Effects

Selecting a Reverb type causes the Mark [52/12 Category Reverb Value
to transmit a MIDI controller 83 message with a No Reverb 1
value from the following table: Room Small Room 16
Glass Room 17
Carpet Room 18
Live Room 18
Stage Night Club 32
Theatre 33
Auditorium 34
Chapel 35
Cavern Club 36
Hall Symphony Hall 48
Cathedral 48
Recital Hall 50
Gymnasium 51
Subway 52
Space Expanding 64
Deep Space 65
Aurora 66
Crystal 67
Zero Gravity 68

Selecting an Effects type causes the Mark 152/12 to transmit a MIDI controller 110 mes-
sage with a value from the following table:

Category Effect Vaiue Category Etfect Value

No Effect 1 Echo Stereo Pong 48

Scattered 49

Chorus Tight 16 Left-->Right 50
Rich 17 Reflections 51

Honky Tonk 18 1 Repeat 52

Skap 19 2 Repeats 53

Spiral 20 Gets Dark 54

Liguid 21 Gets Bright 55

Shimmer 22 Flutter 56

Mandolin o7

Rotary Stow 32 Ricochet 58
Fast 33 Shert 59

Faster 34 Medium 60

Slow Phase 35 Long 61

Fast Highs 36 Special Rich Room 64

Fast Fuil 37 Narrow Hallway 65

Slow Vibrato 38 Courtyard Chorus 66

Fast Vibrato 39 Criss {ross 67

Chorale 40 Clean Spin 68

Fast Phase 41 Solar Burn 69

Slow Tremolo 42 Pulsar Scope 70

Tremolo 43 Angel Spring 71

Fast Tremolo 44 Metal Insects 72

Adjusting the Reverb Wet/Dry Mix or the Effects Wet/Dry Mix sends a controller message
91 or 93, respectively. The values 0-127 represent the percentage of Reverb or Effects,
from O percent (dry; no Reverb or Effects) to 100 percent {wet; no direct signal). The
Mark 152/12 also recognizes these messages.
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Style Select, Style Control

Selecting a style causes the Mark [52/12 to transmit a MIDI controller 85 message whose
value is the style number. The Mark 152/12 also recognizes this controlier.

Changing a Style control causes the Mark 152/12 to transmit a MIDI controller 86 mes-
sage. The values are listed in the following table. The Mark 152/12 also recognizes this
controller, although it responds differently to it than (o other controllers, in that a new
value doesn’t override previous values, For example, a controller 86 message with a value
of 40 (Background C ON) would not override a previous controller 86 message with a
value of 64 (Chord recognition OFF),

Value Meaning Value Meaning
1 Start from original arrangement 30 Countoff ON
2 Start from variation 31 Countoff OFF
3 Start from intro 32 Drum part ON
4 Start from fili to original 33 Drum part QFF
5 Start from fill to variation 34 Bass part ON
8  Select fade ON 35 Bass part QFF
8  Select fade OFF 36 Background A ON
10 Start fadein 37 Background A OFF
11 Start fadeout 38 Background B ON
12 Start slowdown 3% Background B OFF
13 End slowdown 40 Background G ON
14 Start speedup 41 Backaround C OFfF
15 End speedup 48  Chord hold ON
16 Select originaf (variation OFF) 49 Chord hold OFF
17 Select variation {original OFF) 50 Full keyboard mode—Fuil
18 Select intro ON 31 Full keyboard mode OFF
19 Select intro QFF 52 Key/pedai start OFF
20 Select fill to original ON 93 Key start ON
21 Select fill to ofiginal GFF 54 Pegal start ON
22 Select fili to variation ON 56 Key stop ON
23 Select fll to variation QFF a7 Key stop OFF
24 Select break ON 58 Full keyboard mode—Left
25 Select hreak OFF 59 Fuli keyboarg mode—Right
26 Select ending ON 64  Chord recognition OFF
27 Select ending OFF 65 Basic chord recognition ON
28  Start from current state 66  Advanced chord recognition ON
29 Stop styie 67  Chord inversicn recognition ON
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Registered Parameter Number, Data Increment, Data Decrement, Data Entry

The Mark 152/12 recognizes these controllers. They are used to provide control of settings
common to many electronic musical instruments. Controller messages 100 and 101 are
sent as a pair, with values that identify the Registered Parameter as follows:

Controller 100 Value Coniroiler 101 Value Registered Parameter
0 0 Pitch Bend Sensitivity
0 1 Fine Tuning
0 2 Coarse Tuning

Following the Registered Parameter Message (which identifies the parameter to be adjust-
ed), the value of the parameter is adjusted by using either a Data Increment message (con-
troller 96, with a value of 127, to mean “increase the previous value of the parameter by
17), a Data Decrement message (controller 97, with a value of 127, to mean “decrease the
previous value of the parameter by 17), or a Data Entry message, as described below,

Data Entry messages use controllers 6 and 38. These two controllers are usually sent as 2
pair, with controller 6 providing the Most Significant Byte (MSB) of the data value, and
controller 38 providing the Least Significant Byte (LSB) of the data value. For each of the
Registered Parameters, the values of the Data Entry messages have the following meanings:

Registered Parameter Controller 6 (MSB) Controlier 38 (LSB)
Pitch Bend Sensitivity Units of a semitone Units of 1/128 of a semitone
Fine Tuning Units of 1/64 of a semitone Units of 1/8192 of a semitone
Coarse Tuning Units of a semitone Mot used

{message shifts the tuning
by the value - 64)

SRS Space

Adjusting the SRS Space value transmits a controller message 111, with a value with a
value corresponding to the “width” of the SRS space desired; 0 is off, 127 is maximum.
The Mark 152/12 also recognizes this controller.

Arpeggiator Velocity Contrel, Latch 2, and Latch 1

When the Note On Velocity Mode of the Arpeggiator is set to Ctrl 117, the value received
over controller 117 determines the velocity of the arpeggiated notes. The Mark 152/12 can
transmit this controller if the Continuous Control pedal is assigned to it.

Latch 1 and Latch 2 are controllers that are used if the Latch Mode in the Arpeggiator is
set to Overplay, Arpeg, Add, or Pedals. Sec the Arpeggiator section on page 36 for more
details. The Mark 152/12 can transmit these controllers if the left, center, or right pedals
are assigned to them.

All Sound Off, Reset All Controllers

The Mark 152/12 recognizes the All Sound Off message (controller 120, with a value of
127), which silences the instrument. It both transmits and recognizes the Reset All
Controllers message (controller 121, with a value of 127), which resets all controllers to
their typical “unaltered” values: 0 (e.g., Mod Wheel), 64 (e.g., Pan), or 127 (e.g., Volume).

Both of these controllers are used as “panic buttons,” to reset the instrument quickly.
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Progrém Change

92

Selecting a sound causes the Mark 152/12 to transmit
transmission of program change messages h
Mark 152/12 recognizes these messages, un

Program Numbers

The sounds in the Mark 152/12 have the Program Change num
depending on the Program Change Mode to which the instrum

NOTE: Names that are shaded in gray are programs th
Long Program Lists preference is On (see page 85).

a Program Change message, unless

as been disabled (see page 83). Similarly, the
less reception has been disabled,

bers shown in the table below,
ent is set (see page 81),

at are only displayed when the

Category Program Mark 12 General Mark 10 Disk
{Bank#:Prog#) MiDl Orchesira
Drums Real Drums 1 (0:1)

Jazz Drums 2 {0:2)

Dance Drums 3 (0:3)

Power Drums 4 (0:4)

Real Drums 2 5 (0:5) 75

Rock Drums 6 (0:6) 76

Synth Drums 7 (0:7) 77

GM Drums 1 § (G:8) 0, 32* 98

GM Orchestral Se 9 (0.9 48
GMDrums 27 T T 10 (0:10) 78
- GM:Rdom_ Set. 11 (0:11) 8"

GM Power Set - 12 (0:12) 16*

GM:Electronic:Sef 13 (0:13) 24~
~GM. Synth. Set™ 14 (D:14) 25”

GM Brush Set. 15 (0:15) 40+
sSmalb it T 16 (0:16) 101
-DOM Drums™(Disk’ Orchestray. 17 {&:17)

Piano Grand Pang 30 (0:30)

Bright Piang 31 {0:31) 109 47

Baitad Grand 32 (0:32)

Ragtime Piang 33 (0:33) 5 49

Concert Pianp 34 (0:34)

GM Piano 1 35 {0:35) 0

GM Piang 2 36 (0:36) 1

Soft Piano 37 (0:37)

Tack Piang 38 (0:38) 8

Electric Grang 39 (0:39)

Baliad Rock 40 (0:40)

Rock Piano 41 (0:41) 4
Grand-Piang 27 T 42 (0:42) 1 12
< Piano 2 Layer 43 (0:43) 89
“Dark Piang 44 ({0:44) 2 43
Dark Laye 45 (0:45) 90
. GM:Piana3 46 (0:46) 2
~Rock Prano 2 47 (0:47) 3 51/52
Honky Tonk - 7 T 148 (0:48) 3
Soft Layer = 7T T 48 (0:49)
~Grand Tayer 50 (0:50)

*Selected on Channel 0 only in GM mode,
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Disk

Category Program Mark 12 General Mark 18
{Bank#:Prog#) Hy1h]] Orchestra -
Electric Piano  Electric Prano so (0:60) R
Tremolo Electric Piano 1 {0:61) 8 82
Electric Piano 2 (0 62) 7 13/50
Electric Plano & Vibes {0:63)
Bright Electric Piano (0 64)
Full Electric Piang 5 (0:65) 4
Soft Electric Piano 6 {0:66) 10
Hard Electric Piano 7 (0:67)
Digital Electric Piano 8 (0:68) §
i Digital Flectric: Plano 2 9 (0:69) 5
Keyboardgs Harpsichord 0 (0:80) 17 14
Celeste 1 {0:81)
Bright Clav 2 (0:82)
Harpsichord 2 3 (0:83} 6
Big Harpsichord 4 {0:84) 18
Clavichord 5 (0:85) 7
~Oeleste 20 86 (0:86) 8
Metlaw Clavi 0T 87 (0:87) 57 83/18
Pipe Organ Ghurch Organ 0 (0:90)
Offertory 1{0:91)
Full Pipes 2 (0:92) 13 76
Reed Pipes 3 (0:93) 14 64/10
Hollow Pipes 4 {0:94) 16
Mellow Pipes 5 {(:95) 15
Chapel Pipes 6 (0:96)
Harmonium 7 {0:97) 20
Church Organ 2 8 (0:98) 19
Electric Organ  Rock Organ 100 {0:100)
Ballad Organ 101 (0:107)
Percussion Organ 102 (0:102)
Electric Organ 103 {0:103) 16 89
Ciick Organ 104 (0:104) 17 100
Rock Organ 2 105 {0:105) 18 106
Clean Organ 106 (0:106) 12 65
Chorused Organ 107 (0:107)
Rock Grgan 3 108 {0:108)
dazz Organ- 77T 108 (G 109) 1 43/11
Acoustic Guitar 6 String 120 (0:120) 51 24/53/84
Banjo 121 (0:121)
Nylon String 122 (0:122)
12 String 123 {0:123) 52 27
Fluid Guitar 124 (G:124)
New Age Guitas 125 (0:125)
Banjo 2 126 (0:126)
Nylon Guitar 2 127 (0:127)
Fret Noise 128 (1:0) 120
- Steel String "~ 129 (1:1) 25
“Folk: Guitar™ = .= 130 {1:2} 24
“Banjo 3 131 (1:3) 105 113 55
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Category Program Mark 12 General Mark 10 Disk

{Bank#:Prog#) MiD} Orchestra
Electric Guitar  Clean Elactric 140 (1:12) 27
Chorused Guitar 141 {1:13)
Solo Distorted 142 (1:14)
Fluid Electric 143 (1:15)
Dreamy Guitar 144 (1:16)
Muted Electric 145 (1:117) 56 70
Jazz Guitar 146 (1:18) 53 25
Mute Only 147 (1:19)
Rock Guitar 148 (1:20)
- Soft Jazz Guitar. ph 149 (1:21) 26
Muted Dark™ 150 (1:22) 28 107
“Synthtar: 151 (1:23) 29 108 54
-Synthiar:2 152 {1:24) 30
Guitar: Overtones 153 {1:25) 31
-Fluid-Jazz Guitar - 154 (1:26) 54 72
CleanElectic 2 7. {58 (1:27) 55 69/26
Bass Acoustic Bass 180 (1:32) 91 71/28
. Fretless Bass 161 (1:33) 35 112
Slap Bass 162 (1:34) 36
Dual Elsctric Bass 163 (1:35) g2
Dual Electric Bass 2 164 (1:36) g5 78
Rock Bass 165 (1:37) 34 111
Acoustic Bass & Ride 166 (1:38) 94
Synth Bass 167 (1:39) 38 115 31
Synth Bass 2 168 (1:40) 93
(Acoustic Bass 2 169 (1:41) 32
- Fingered Bass’- 170 {1:42) 33 122 29
-Chorused Slap Bass 171 (1:43) 37 114 30
~Rock Bass 277 172 (1:44) 39 116
Bubble. Bass 173 (1:45) 96
“Synth Bass 37 174 (1:46)
~Synth' Bass Ceth 175 (1:47)
Percussion Latin Percussrcn 180 (1:52) 79
Orchestral Percussion 181 (1:53) 80
Timpani 182 (1:54) 47 102/1G5 23/58/87
Taiko Drums 183 (1:55) 116
Tom-Tems 184 (1:56) 117
Synth Drums 185 (1:57) 118
“Woadblock™ T T 186 (1:58) 115
SLabmye T T 187 (1:59) 119

MIDI Messages




Category Pragram Mark 12 General Mark 10 Disk

(Bank#:Prog#) MIDI Orchestra
Strings 1 Fast Strings 190 (1:62) 22/86 B
Solo Celfo 191 (1:63)
Pizzicato 192 {1:64)
Toueh Strings 193 (1:65)
Pizzicato 2 194 {1:66)
Pizzicato Octaves 195 (1:67)
Sole Violin 196 (1:68)
Full Strings 197 (1:69) 103
Tremolo Strings 198 (1:70) 44 117
‘Barogiie: Stnngs Bl 199 (1:71) 48
: 200 (1:72) 45
201 (1:73) 40
Viola T e T 000 (1:74) 41
-Solo:Cellg 2 '. S 203 (1:75) 42
~Gontra’ Bass T 204 {1:76) 43
~Cefio/Vialin: Linn 205 (1:77) 33
Cello/Fiddle =70 7 206 (1:78) 34 75/9
Strings 2 Slow Strings 210 (1:82) 24/88 45
Chamber Section 211 (1.83)
Touch Strings 2 212 {1:84)
Soift Strings 213 (1:85) 87
String Pad 214 (1:86)
Smooth Strings 215 (1:87) 47
Fast Strings 2 216 (1:88) 21/85 8
Slow Strings 2 217 (1:89) 23 74/62
Slow Strings 3 218 (1:90) 49
Choir Cathedral Choir 220 {1:92)
Choir Pad 221 (1:03)
High Choir 222 (1:94)
Chorus 223 (1:95) 19 42/46/63
Soft Choir 224 (1:96) 83
Cathedral Choir 2 225 {1:97) 20/84
“Fast Choir = T 206 (7 98) 52
“Voice Goos:" T 227 (1:99) 53 118
Orchestra Fast Orchestra 230 (1:102) 25
Reeds & Strings 231 (1:103)
Harp 232 {1:104) 57
Warm Orchestra 233 (1:105)
Fiute & Strings 234 {1:106)
Slow Orchestra 235 (1:107)
Harp Octaves 236 (1:108)
Harp Glissando 237 (1:109)
Orchestra Hit 238 (1:110) 55 119
CHarpe 20 T 030 1.1 46
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Category Program Mark 12 General Mark 10 Disk
(Bank#:Progi#) MIDt Orchestra
Reeds Soft Alto Sax 250 (1:1122)
Clarinet 251 {1:123)
Tenor Sax 252 (1:124) 35
Bassoon 253 (1:125)
Obos 254 {1:1286)
Vibrato Clarinet 255 (1:127) 30 86
Alto Sax 256 (2:0) 37 85/77
Tenor Sax 2 257 (2:1) 66 124 3
Baritone Sax 258 {2:2) 67 125
Obog 277 259 (2:3) 68
-English: Horn 260 (2:4) 69
_Bassoan 2 © 261 {2:5) 70
-Soft Clarinet 262 (2:6) 71
“Clarinet 2° 263 (2:7) 29 4
“Bassoon/Ohae 264 (2:8) 31 5
»Susfain: Reed 265 (2:9) 32
- Soprano Sax. 266 (2:10) 64
“Alto Sax 2 7 b 267 (2:11) 65
_Baritone Sax 27 268 (2:12) 36 67
Flute Legato Flute 270 (2:14) 27 61/6
Dolce Flute 271 (2:15) 28 79
Flutes 272 (2:16)
Pan Flutes 273 (2:17)
Piccolo 274 (2:18) 72
Whistte 276 (2:19) 78
Flute:2: i 276 (2:20) 73
-Recorder 277 {2:21) 74
‘Pan Flute 278 (2:22) 75
- Bottle Blow” 279 (2:23) 76
-Shakuhachi - 777 280 (2:24) 77
“Ocarina: 7 T T ogq (2:25) 79
Solo Brass Trumpet 250 (2:34) 35 81/1
Mute Trumpet 291 (2:35)
French Horn 292 (2:36)
French Horn 2 293 (2:37) 60
Trombone 294 (2:38) 41
Tuba 295 (2:39) 58
Trumpet 2 7T T 296 (2:40) 56
- Thin Trumpet 297 (2:41) 59 120 40
“Trombone 2 . 298 (2:42) 57
cTubai2: T T 299 (2:43) 42 2
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Category Program Mark 12 General Mark 10 Disk

(Bank#:Prog#) MIDi Orchestra
Brass Section  Jazz Horns 310 (2:54)
Mellow Brass 311 (2:55)
French Horn Section 312 (2:56)
Jazz Homs 2 313 (2:57)
Big Band 314 {2:58)
Harmonica Section 315 (2:59)
Sax Section 316 (2:60) 38
Bright Brass 317 {2:67) 61 121 0/60
Brass Section 318 (2:62) 43
“Mixed Horns oo 700 319 (2:63) 44 80/73
‘Trumpets: oo T 390 {2:64) 40
World Accordian 330 (2:74) 21
Dulcimer 331 (2:75)
Koto 332 {2:76)
Mbira 333 (2:77)
Shamisan 334 (2:78) 106
Bandoneon 335 (2:79) 23
sSankurss o 336 (2:80) 15
':Charang. 337 (2:81) 84
CSitapit 338 {2:82) 104
~Koto: 2. 339 (2:83) 107
- Mbira:2}% 340 (2:84) 108
~Bagpipe: i 341 (2:85) 109
CFiddla s 342 (2:86) 110
Shannai:: 343 (2:87) 111
Accordian 20T 344 (2788) 85 7
Balls Glockensmel 350 (2:94) 49 15
Music Box 351 (2:95) 10
Tubular Bell 352 (2:96) 14
Beils & Strings 353 (2:97) 50
Jingle Bells 354 (2:08)
Warped Bells 355 (2:99) 73
CCrystal ol T 356 (2:100) 98
~Tinkle: Beli st 357 (2:101) 112
~Agogo:’ et 358 (2:102) 113
-.-Glockenspzel 2 S 359 (2:103) g
s8leigh-Bells” 2 7 360 {2:104)
Malfets Vibraphona 370 (2:114) 11
Marimnba 371 (2:115) 61 17
Steel Drums 372 (2:118) 83
Aylophone 373 (2:117) 13
Congatone 374 (2:118) 64
Metal Marimba 375 {2:119)
Bright Vibes 376 (2:120) 19 60
Tremolo Vibes 377 (2:121)
Wood Tones 378 (2:122)
~Vibraphone 2720 7T 379 (9 123) 59 6
~Marimba. 257 380 (2:124) 12
Kylophone'2 " T 387 (2 125) 52
~Steel Drums 277 0 382 (2:126) 114
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Category Program Mark 12 General Mark 10 Disk
(Bank#:Prog#) MiD! Orchestra
Synth Leads Synth Flute 380 (3:6) 69
Synth Harmonica 391 (3:7) 66 41
Space Lead 392 (3:8)
Hybrid Horn 393 (3:9)
Chiffer Lead 394 (3:10) 83
Square Wave 395 (3:11) 70
_Harmonica - 396 (3:12) 22
iPopecorn:Lead 397 (3:13) 80
: i 388 (3:14) 81
-bottle Lea 399 (3:15) 85
. Oths:Sawtooth. 400 (3:16) 86 126
s Thin Lead: 401 (3:17) 87
:Distorted Lead 402 (3:18) 71
Synth Pads Sweep Synth 410 (3:26) 95
Warm Synth 411 (3:27) 89
Ethereal Echoes 412 (3:28)
Synth Orchestra 413 (3:29) 46
Space Synth 414 (3:30) 58 68
Slow Vibes 415 (3:31) 67
Guitar Pad 416 (3:32) 93
Soundtrack 417 (3:33) 97
Goblin 418 (3:34) 101
String Pad 419 (3:35)
Shifter 420 (3:36)
Glass Chiff 421 (3:37) 68 22
Bowed Glass 7 T 40 (3:38) 92
Synth Keys Poly Synth 430 (3:46) 90
Synth Calliope 431 (3:47) 82
Fantasia 432 (3:48) 88 127
Organ Pad 433 (3:49)
Air Guitars 434 (3:50)
Star Theme 435 (3:51) 103
Atmosphere 436 (3:52) 99
Efectric Horns 437 (3:53) 63 123 20/66
Tingle Strings 438 (3:54) 72
JceRain T T 439 (3:55) 96
= Halo:Clio 440 (3:56) 100
:Echo:Drops. 441 (3:57) 102
“Synth: Pizzicato 442 (3:58) 48/104 56
Synth Ensemble Synth Brass 450 (3:66) 45
Chiff Strings 451 (3:67)
Synth Ensemple 452 {3:68) 47 44
Swell Synth 453 (3:69) 51
Poly Strings 454 (3:79) 50
Space Voice 455 (3:71) g1
‘Electric Brass 456 (3:72) 62
Vocal Synth: 7 T T 45 (3:73) 94
“Synth Voices™ 7 - 458 (3:74) 54
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Category Program Mark 12 General Mark 10 Disk
(Bank#:Prog#) D! Orchestra
Sound Effects  Time Machine 460 (3:76)
Frightening 461 (3.77) 74
Applause 462 (3:78) 126
Bird 463 (3:79) 123
Telephone 464 (3:80) 124
Heticopter 465 (3:81) 125
Seashore 466 (3:82) 122
Breath Noise 467 (3:83) 121
Gun Shot 468 (3:84) 127
SoundByte SoundByte 1 470 (3:86)
SoundByte 2 471 (3:87)
Drawbar Organ Drawbar Organ 1 491 (3:107)
Drawbar Organ 2 492 (3:108)
Drawbar Organ 3 493 (3:109)
Brawbar Organ 4 494 (3:110)
Drawbar Organ 5 495 (3:111)
Drawbar Organ 6 496 (3:112)
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Drum Sets
The t

ables below shows how the drum sounds are mapped out on the keyboard for the

drum set programs.

Real Drums
{Mark 12 1p

flear Tom
Lo Tom

Mid Tom

HiTom
Hi-Tom": i
Dual Gpen Snare
Bual Open Snare
‘Dual Open Snare;

Closed Hi Hat

Closed Hi Hat
Stightly Open Hi H

Qpen-Hi Hat
Open Hi Hat
Fully Cpen Hi Hat
Fuily Open Hi Hag
Pedal Hi Hat

Crash Cymbal

Crash Cymbal
Grash Cymbal
Crash: Cymbai
Crash Cymbal
‘Dual Ride (Rim>B:
Ride Rim

Ride Ball
Lo Conga Tane
{Mid.Conga Tone:

Conga Tona

Gonga Shap

Lo Timbale
Lo Timbala -
Hi Timbate

Lo Cowbelt

Lo Agogo .
3:L0'Agogo Miteg
Mid Anoge
Mid‘Agogo Muted
Hi Agoga

i Ayogo Muted-
Long Guirn
Long Guiro

Tambourine

Triangie
Triangle

Trangle Muted: -
Lo Woodbiock
Hi Woodblock -

Mid: Samba- Whis
Hi Saraba Whistie
House Kick
Hause: Stick Click
Hi House Snare

Lo House Snare
Lo House Snare

Hi Hand Claps
Hatse Cowbell
House Cownhelt
-Metal Clang. -
Vibrasiap

Glass Break

100

0 Tamr o e
Mid Tarm o370 o

‘Glosed Hi-Hay

Stightly Open Hi Hat’ -~
Stightiy Open Hi Ha

CrashiCymbal:: s
Grash’ Cymupal. v

Dual Ride: i

Conga Buba Stroke
CongaTong - v

Conga ér,ap (Tau>_Ho'.‘4| T_one)Cunga

HiTimbale s v

Short Guirg™ i

Tambobring s cor s

HiHouse: Spares: v

§ Lo Hand Ciaps 27w

Jazz Drums
(Mark 12 ID #

Kick Brum

S Kiek Deamy sy
Kick Orum
Kick Drum

#1)

S Gidestiek =i

Floor Tem ~
2 Floor-Tom::
flsor Tom
LaToem
SE L Tomy s
_ MidTa
i Mid Tom 7
Hi Tom

SR

Brush Hit

Brush Hit

-Short: Brysh' Stip
... Closed Hi Kat

:Long: Brush: §tig:

Closed Hi Hat

at . Slightly Open Hi Hat
" Slgntly Open Hi Hat-
Hi Hat

2 Qpen Hi Hat i
Opzn HiHal
- Falty Ogen Hi Hatio
fully Open Hi Hat
Pedal Hi Hat
Crash Cymbal
Grash Cymba!

Slightiy Opap

Crash Cymbal
.. Crast Cymbat i
v Grasky: Gymbal
Crash Cymbal
.7 Dual Ride {Rim>Bei
Ride Rim .
v Qual Ride iy
Ride Bell
Lo Conga Tene
s Mid Conga Tone'
_Conga Buba Stroke

Gongd Tome o

it}

Conga Tone Conga Tone
Tap {TapsHowl Tone)Conga Tap {Tap>Howl Tone
Conga Stap= 7 SR Conga Slapniinnnt
... Gabasa ., Cabasa "~ -
o Gabasali s . Gabasa’ s
Shaker ] . Shaker
GiShakers i - Shaker: o i
Clavas Claves
Lo Timbaly ... Lo Timbate
<= Lo Timbatys o Lo Timbale
.. HiTimbale ... HiTimbale
e HETImbaler i e Timbale =
Lo Cowbelt Lo Cowhali
U te._ﬂsoao . Lo Agego
T

.. Mid Agogo
- Mid: Agogo Muted
1i Agogo

i -HEAgoga Misted

Long Guirg

_Long Guiro
- Ghort Guirg 7
Tambouring

Triangle
Triangle

s Triangle: Muted -
Lo Woodblock

ARy Hi Wooghiagk-si0 7
Lo Samba Whistta

Lo Samba Whistle

f.7 7 Mid Samba Whistie:

Hi Samba Whistle
House Kick

Hi House Snare

L0 House Snare
Lo House Snare

Hi Hand Ciaps

<5 House Cowhelt 0o

House Cowbell
U Metal Clang

Vibraslap

Glass Broak

*7 Grashi Cymbaf 220

0690 Muted
A

Tambodring”

. HoUSe! Stick: Click #1777

" HE Hodse Snarg 25

Lo Hand Claps ™00

Dance Drums
2)

Lo Kick Drum

S L Kok Dy

Hi Kick Drum

Hi Kick Drum
i Sldestiek e
Floor Tom:
Floor: Tom:
Finor Tom
Lo Tom

. Mid Tam
Mid Yoy
o HiTom
e HE T e
Dual Snare
Dual Spare
2 Dual. Snare’
) Closed Hi Hat
bl Closed HE Hat
Closed Hi Hat
Stightly Open Hi Hat

.. Slightly Opzn Hi Hat
SoalrOpen HEMat ot
Open Hi Hat

s Fully Open Hi Kab o500,

Fully Open Hi Hat
Pedal HiHat
Grash” Cymbat
Crash Cymbal

Crash Cymbai
_Crash Cymbal

S Grash: Cymbalbi e

Crash Cymbal

7 Dl Ride (RimsBelly i
Tt

Ride Ri

SIS Dual Ridg

Ride Bail
Lo Conga Tone

Fr U Mid Conga Tome® EE
.. Longa Buba Sirake
sofei Conga Tong i

) Mid Agoga
iy Mid Agego Muted |
Hi Agogo

Lang Guiro
..Long Guire. )
ST Ghert Guirg
.. Tambouring
s Tambourige Do
Triangle
Tiizngle

SR Triangle Muted

Lo Woodblock

Lo Samba Whistle

Hi Sambz Whistis
House Kick

Hi House Snare

Lo House Snare
... k0 House Snare
Lo Hand Glapsty o
.. . HMitand Claps
Cinl House Cowbalk
. House Cowbel

SO el Clank

Vibraslap
Glass Breax

(Mark 12 1 #3)

" Sidastick:

7 Ambiént Flgor Tom

Slightiy Open Hi Hatinios

S Crashy Cymbali

{2 Grash Gymbal i

)Gonga Tap
i Conga. Siap

S Lo Agoge Muted: i Lo Agoge Muted 20
¥ Mid Agaga

MY AGOQ Rirted 7 i

2 Triangle Muted 1

< Hi Waodblogk': i
DR Mid Samba \Whistie i

House’ Stick: Click 5

UM House! Snare SN House: Snare

i Lo Hand Clips
. Hi Hand Claps
“ House Cowbell

Power Drums
(Mark 12 ID #4)

... Gated Kick Drym By
5 Gated Kigk: Drum 7

Punch Kick Drum
Puach Kick D

Ambient Flagr Tem

Ambient Fioor Tom

_Ambient Lo Tom
< Ambieat Lot Tom i

Ambient Mid Tom

- Ambignt MidiTom

Ambient Hi Tom

£F Ambient HiTom? /s

Ambignt Snare
Ambient Snarp

o7 Ambient Sparal e

Ctosed Hi Hat

~i Closed:HirHat ot

Closed Hi Hat
Slightly Open Hi Hat

-7 Slightly Opem HF Hat:-
Slightly
- Open Hi Hat:oiin

Gpen Hi Hat

Cpen Hi Hat

Culfy Open Hi Hatisi -
Fully Gpen Hi Hat
Pedal Hi Hat

i Crash Cymbat SO
_ Crash Cymbal

CESTEE RO Tomy

Heal Drums 2
(Mark 12 1D #

Kiex Drum
CRick Drum s
Kiek Drum
... Kick Brum
§idestick o
Floor Tom
S Fleon Tom o
Flaor Tom
Lo Tem

Mid Tom
M Temy
o HiTom T
st HETemp e
Duai $nare
Dual Snare
 Deal' Snare’
Closed HiHat
i Closed Mi Hag
Closed Hi Hat
... Sfiahtly Open Hi Hat

= Shightiy Open Hi Hat

.. Slightt OFen Hi Hat
nisliOpent F\!(i Halize s
Open Hi Hat
Fully Open Hi Hat: -

Fully Open Hi Hat

... Pedal Hi Hat
i Grash: Cymbal
_Crash Cymbal

Crash: Cymbalyri s

Crasti Cymbal
Crash Cymbal

Grash Cymbal
Duaf Rida
Rige Rim

Ride Relf
Lo Conga Tone

- Mid Conga Tona /i
Slr_ok_e__ B

Cenga Buba S
Gonga Tone. 70
Conga Tone

(Tap>Hovd

Cabasa

- Cabasa i

Shaker

i\ Shaker.

Ciaves

Lo Timbale
o Timbale s
Hi Timbaie

Hi Timbale:
Le Cowbalt
Lo Agogo

; Mig Agoge Muled <27

Hi Agogo

HiAGogo Muted 1 70

Long Guirp
Long Guiro

oz Short Guire s
Tambouring

Tambourine 3 o
Triangle
Triangle

Lo Woodblock

 Hi Woodblogk 00

Lo Samba Whistle

 Mig Sdmba, Whistia'

Hi Samba Whistis
House Kick

 House" Stick Cligk:

Hi House Spare
Lo House Snare
Lo House Snare

House Cowbsll
Melat Clank
Vibraslap
Glass Break

{Rim>Belly -

o Dual Ride g e SrBwal Ridg i e

‘v Crashi Cymball o
Crash Cymbal
... Crash Cymbal

L Dragh Gymbal i i

... Crash Cymbai
w27 Duali Ride: (Rims Bell
... Ride Rim .

Ride Ball
. Lo Conga Tens
U Mid Conga Tona
..Conga Buba Stroke
i CongaTane i
Conga Tone
Tong)Conga Tap {Fap>Ho
7 Conga Shapai
Cabasa

rCabasat s

. Shaker

Shaker: =i

Claves
. Lo Timbale

Rock Drums
(Mark 12 1D #6)

Ambient Kiek Drum

9}

il Ambient Kick Drgrm: o

Ambient Kick Drum
Ambient Kick Drum
I Sidesticke il
.. Ambienl Floor Tom
o Ambieat Flogr:Tom,:
Ambient Floor Tom
. Ambient Lo Tom
‘2% Ambient Lo Tomy'
. Ambient Mid Tom
2 Ambient Mid Tom
Ambient Hi Tom
</ Ambienl Hi Tam =
Ambient Snare
Ambient Snarp
: Ambient Snaret i o
.. Clased Hi Hat

s Glosed i Hato s et .

Closed Hi Hat
. ... Stightly Open Hi Hat o
S Slightly Gpen MiHat o - :
... Siightiy Open HiHat
SR Qpen HiHat S
coo...OpEDHikar T
2 Fully Gpen Hi Hatlhof o S

Fully Open Hi Hat
.. FedalHiHat
7 Grashl Cymbal 7
) Lrash Cymbal
ST Crash Cymbat R
Crash Cymbal
Crash Cymbal )
+Grash’ Cymbai. "1
Crash Cymbal
) Bual Ride (Rim=Bel)

Rida Rim

7 Dual Ride )
Ride Bell
Lo Canga Tone

S5 Mid CongarTona

s Gongai Tone KRR
Gonga Tone
wi Tone) Conga Tap {Tap>How! Tong}
S E0nga Slap SRR
Cabasa ~
v Cabasgiii Tl
... Shaker
“w Shaker
Claves
Lo Timbale

. Gonga Buba S_t_r_oke_ L

CELoiTimbate

.. HiTimbale
20 HEYimbale

Lo Cowbel;

Lo Agego .
ik LorAgogo Muted <
Mid Agogo

SR Mid Agogo: Mitag

HiAgego .

SETHPAGOOO Minted
Long Guiro

) Long Guiro

<o Shoft Guirg +

. Tambourine

o Tambouring

Triangle

Triangle

S Trianglel Mited

Lo Woodblpek
w7 Hi Woodblogk 777
Lo Samba Whistla

IS BAY: Samba Whista

Hi Samba Whistfe
_House Kick

“e Housa Stick Gl 2o

Hi House Snare

U HE House: Sparg: s

{0 Heuse Snarg
Lo House Spare

i Lo Hang Clapssis o

Hi Hand Claps

< House Cowbelf =1

House Cowbaly
" Matat Clank

Vibraslap

Glass Break

IR HEAgogo Muted: o

L Tambouripe.: -

s Lo Yimbats i
Hi Timbale
“HI Timbalg
La Cowbell
... LoAgogo . e
SR L Agogo Muteg i
. Mid Agoge . )
s Mid Agoge Muted
Hi Agoge

Long Guirp
Long Guirg
U Shert Guirg

Tambouring

Triangle
Triangle )
LA Trangte Muted
- Lo Woodbiogk
et E H Woodbleek <
... Lo Samba Whistle
S MK Samba Wiistie
Hi Samba Whistie
_House Kick o
e House Stick' Click20 7
Hi House Spare
* Hi House' Snarg
Lo House Sparp
Lo House Snare o
+ Lo Hand Claps g
Hi Hand Claps L
Housa Gowhel 77w
touse Cowbell
Hetal Clank: 7
Vibraslap
Glass Break

MIDI Messages




Syath Drums
{Mark 12 1D #7)

Synth Kick Drum
% Synitt Kick Drumi
Synth Kick Drum
Syath Kick D(um
1 Sidastick:
Synth_ Floor Tum

Synth Floor Tom
Synth Lo Tom
Synifv Lo Tom
Syath Mid Tom
Syath Mid:Tern'- ¥
Synth Hi Tom )
Synth HETem w2
Synth Snare

Synth Snare
Synihi-Snare 5
Ciosed Hi Hal

:Closed Hi Hat 550
CGlosed Hi Hat

Slightly Open Hi Hat

Qpen HiHat
‘Open Hi Hat
Fully. Open Ri Hat'
Fully Gpen Hi Hat
Pedal Hi Hat
] Crash: Cymbal’

Crash Cymbal

Crash Cymbal
Crash Cymbal
.Crash: Gymbat:
Crash Cymbal

Rida Rim

Dual Ride 2000w
Ride Bel

Lo Conga Tone

Mid Conga: Tone:

Hidita

Gonga Slap*:
Cabasa

Le Timbale )
R Lo Timbale w7500
HiTimbale
HiTimbate: 2
House Cowbell

Lo'Agogo Muted ©
thid Agoge

Hi Agono .
HE Agogo Muted -
Long Guira
Long Guirp

Tambourine
Tambaurine=: ")
Triangle

Triangle

3 Triangle Muted :

Lo Woedblock
Hi Woodhiaek =00
Lo Samba Whistle

Hi Samba Whistle
_Hnusn Ch rp

Cligk:
ﬁaono o
AAgOgE
sgmn X
Synth X
‘Lo Hand Claps. -0 0¥
Hi Hand Claps =
House. Cawbel 77
House Cowheit
‘Helal Clank "
Vitraslap
Glass Break

} Synth Floor: Tem 700700

iSlightly: Opar Hi Hat
Stightly Open Hl Hat

Grash. Cymbal 20700

Dual: Ride: {RimisBett)

Conga Buba Stroke

i Weodbiock
Lo Woodbloek

Short Guire’ 1 il

= Opany Surde

Mid. Samba: Whistig i

GM Drums 1
(Mark 12 1D #8)

HIGET

Slap

_ Seralch Push
“ Serateh: Pul!
_ Sticks

‘Square: Click !

Maironome Cnm

- Metrongme: Bell::

Kick Brum 2
Kick Orum 1

o Sidesticki ]
Snare Orum i
Hand Ciap i

Snare (vum 2
Lo Tom 2

U Closed Hi-Hab ol

Lo Tom 1

i Pedal HT Hat o700

Mid Torn 2

i Openy Hi Hatio:i 0l

Mid Tom 1
HiTom2

= Lrash; C)yrnhat [

Hi Tem

+. Ride Cymbal 1

Ghinese Cymbal
Ride Bell

i Tambouring 070

Splast 1 Cymba!

':'50\-‘ A
Crash Cymbal 2
v Vibraslag's [

Ride Cymbal 2
Hi Bongo

i Lo Bongo s
Muyte Hi Conga )
Gncn HiGonga -0

to Cenga

Caonga Tap (Tao>Hu".~l Tone]H( Timbale
Lo Timbate™

HiAgogo

S LY Agoge

Cabasa

s Maracasi

Hi Whistla
Lo Whistle

LT Ghort Buire:
~Long Guirs

Clayes

o Mule CUICE! S e
. O en Cuica
g Mid Agogo Muted 0

Mute Triangla

' _ Dg*n Triangte

Shaker.

“Jingle Ball

Ball

S Cagtangts s

Mute Surdo

i Sguare: Clek

. Maetronome cnc

3 Metronome: Belb 52

Concert Bass Orum 2

_ Concert Bass Drum 1

0k Sidestick i
 Concert Sn

= Castanets

GM Orch Set

(Mark 12 ID #9)

i Glased Hi Haton 0/ o

Pedal Hi Hat
Open Hi Hat

2 Rudel Cymbals:

Sticks

Cencert Snare Drum
Timpani F

c:Timpani Fi
o TimpaniG
Tinpani G

Timpani A

CTimpani Ag

Timpani B
Timpani G

s Timpani Gv i
TimpaniD
Timpani D40

Timpani £
Timpani F

SiTamboyring o
Splash C,'mbal B

- Gowbeli SIS
. Congert Cymbaf 2

L7 Vibraslap? e

Concart C,'mbal
Hi Bongo

Lo Bengo i
Mg Hi Cenga

Open Hi Conga 2
Lo Conga
Hi Timbale

S Lo Thmbaler it

Hi Agogo

Lo Agogar i

Cabasa

e Maracass e

Hi Whistte
Le Whislie

T Short Guirg' i

Lang Guira

Dol Clavesn

Fii Woodblogk

- Lo Woorbiock o
Mute: Caica i n

Open Cuica

i Muote Teangle o o0

Open Triangle

7 Shaker:i o
Jingle Bell
Belt
Caslanets i
. Mute Surdo
CiCpen Suedod b
Applayse

% Hand. Glaps:

Lo Bango e

= Lo Tmbale/

L0 AJOGE

GM Drums 2
(Mark 12 1D #10)

Snare

i Smares

Snare

Srare

Snasg
Snare

ciSnarelie

Snare
Snare

Kick Dramy

Kick Drum

SRR Dm

Kick Drym

ek Drem s

Kick Drum
Kick Drum

‘Sidestick =00

Snare

Electronic Snare

. Lo Flogr Tam
v Closed. Hi Hat::

Hi Flgor Tom

L Pedah Hi Hats

La Tarn Tom

i Fufh yOpeanat R

toM

Hi Mid Tom .
Crash: Gymbal.”
Hi Tom

‘Ride Cymbat:

Crash C?(mbal
Ride Be!

L Tambouring
Splash C,fmbal
: Coiwbeli R

Crash 2

S Mibraslapitin

Ride 2
Hi Bongo

Mute Hi Gonga

:Open Hi Conga

Lo Cenga
Hi Timbata

Hi Agogo

Cabasa
Maracas oiiiun
Hi Samba WHJSI

Lo Samba Wmstlc

- Shaet Gufro
. Long Guirg
Glaves ik

Hi Vioodblock
Lo Woodblock

~Hi Cuiga i
Lo Cuica
SIMuteiTriangle:

Open Tfrangle

" Woodblock:

Belt
Cated Kick 1
Gated'Kiek 27~

._ Foom Gate Snan. o
L Gunshot i m

Ambient Spare
Lo Tom

e Open Hi Hat'

Kid Tom

i Crashi Cymbal 470

Hi Tom

-7 Rite Cyrnbat:

House Kick
House Snare

P 'House Click >

Houss Chirp

7 House Chirp

Lo Metal CEank
Hi Metal Clank

7 Lo House Cowbeli.0 7

Hi House Cowhell

“ius Glass Breaki

Glass 8reak
Glass Breaw .
Glass Break
Glass Break

7 Square’ Click

i Gastanals

GM Room Set
{(Mark 12 1D #11)

SN 1 EARE SR

Stap
Scratch Push

Scrateh: Puil ;i
Sticks

Metronome Glis

1 Ketronome Bell: 0

Kick Drum 2
Kick Drum

< Sidestick T

Snare Drum '

- Hand Glap:

Srare Drum 2
Room Lo Tom 2

G Closed Hi Hat:is s

Room Lo Tom E

- Pedal Hi Hat

Room Mid Tom 2

" Cpen Hi Hat

Room g Tom 1
Room Hi Tom 2

7 Crash Qymbab1: 7l

Room H| Tom 1
Rige Cymbal:v -
Chingse Cymbai
Ridz Ball

i Tambourine: LS
~ Splash Cymbal ..

Cowbell

'_ Crash Cymbai 2 o
- Vibraslap” PR

Ride Cymbal z
HiBongo

Lo Bongo
Mte Hi Canga )
. QOpan #i Copga™ 00!

{0 Conga
Hi Timbale

Wi Lg Fimbale:

Hi Agogo

S Lo AGRgD

Cabasa

i Maracas o
Hi Whistle
Lo Whistla

Short Guiro -
Long Guire

. Claves::

Hi WOOUDFDCA
Lo Woedblock

S Mute Culga i

Open Cuica

<o Mate: Triangle- 5
__Opun'frlang!; L

Shakar::7 07
Jingle Ball
Bell

Mute Surtiu
Open Surdy

SO e

sriSorateh Pullii e
vk Square: Clieks
i Metronoma) Bell
Galed Kick
“ Sidestick T
‘Gated Saare Drum

i Hand Clap:: :
< Closed Hi Hat'-

Z¢ Pedal Hi- Hat

- Qpen Hi Hat-

GM Power S
{Mark 12 |p #12)

Slap
Seratch Push

Sticks
Meatronome Chcx
Kick Drurm 2

Snare Brum 7
Room Lo Tom 2

Room Lo Torn I
Roam Mid Tom 2
Aoam Mig Tom 1

_ RoomHiTam2
“Crash Cymbatft:

Room Hi Fom 1
Ride Cymbalk1.::7
Chinese Cymbal
Ritfe Bell

i Tambousing

Splash Cymh_al o

sl Gowbell

Crash Cymnai 2 o

i Vibrastap:

fide C;mbai 2’
Hi Bongo

i Lo Bongo'?

Mute Hi Conga

= Opep Hi Conga -

Lo Conga
Hi Timbale

FrloTimbale v

Hi Agogo

loAgogn. il

Cabasa

T Maracas o0

Hi Whistle
Lo Whistle

<. Shart Guirg: ™

Long Guire
Claves -0
Hi Woodhliock

Lo Woodblock

i Mute Cuica.

Open Cuica

GriiNute Triangle
_ Open 7 |mngzn
7 Shaker’ :

Jingls B;Ii
Bell

‘#Castanets

Mute Surdo

i Opan Surds -

MIDI Messages

161




GM Electronic Set GM Synth Set GM Brush Set Smail Kit DOM Drums
(Mark 12 1D #13)  (Mark 12 1D #14)  (Mark 12 D #15) (Mark 12 (D #16)  (Mark 12 ID #17)

) . Kick Drum
SN Kick Deamy
Kick Drum
.. Kick Drum
2 Kiek Deumy 5
N e — . s e £1007 Tom
QR i SRR I S e Fioor:Yom:
Siap Slap Skp Flogr Tom
Scralch Push v Scratch Push . Scratch Push . bOTOm
fSerateh Pusf B e = Scrateh Pali RESE N )
Sticks . . Sticks _id Tom
‘Sauare: Cligk i s Square: Click: = Mid: Tom®
Metroname Chck Metronome Ciick .. HiTom
Melmaome Bl i s Metronome: Bell U Metronoms: Ball GHHETom
Drum 2 Kick Drum 2 Kick Drum 2 Dual Snare’
Elec Bass Dum  Bagg Orm Kk Druml ... Dual Snare
:Sidestick LT R Shotisn =i Sidestick vk Dial Saaren
Elec Snare Drum ... Snare Dmm 1 . Brush Tap Closed Hi Ha
Hand Clapii s mones fane Clap st L Bty Slap::/ 7 Closed. Hi: Hat+
Gated Spare Orum Srare Drum 2 Brush Swizt Closed Hi Hat
Elac Lo Tom 2 ) . toTom2 e EOTom2 .  SHightly Open Hi Hat
“Closed: Hi Hat 2 200007 Bigead Hi Hat 7500087 Closed: Hi Hag oo i Siightty Doon' Hi Hat
ElecloTomt ) latom1 . LaTom1 o Smke_r_ )
Bedal HE Hat's o0 w000 Bgsed: Hi Hatis .+ Padal Hi Hat: ; i Shaker oy
Etec Mid Tom ) Mid Torn 2 . Mid Tom 2 . LoRie )
Open Hi Hat v ooy Open Hi Hat: f Open M Hat S i g Ritla 55
Elec Mid Tom 1 Mid Tem 1 Mnﬁ Tom ¥ Hi Ride
Elec Hi Tom 2 o HiTom 2 HiTom 2 Claves ) ]
‘Crash Gymbal 104005 2 il Cymbal:i1 ¢ Crash: Cymbal:t: e Ot g
Elec Hi Tom 3 _ HiTom 1 Hi Tam
Ride Gymbal 14077070 Rige Cymbal 1 T Ride Cymbat 44
Chinese C;mbai Chinesa Cymbal Chiness Cymbal
Ride Bell e Pide Bed . Ride Bell ) o o
Tamboiing oo “Tambouring ST Tambouring i SRR Brush Rofl F
Splash Cymyal ) } Sp!ash Cymbal . Splash C,'mha ) e
Cowhelf: ST Cowbe LU Gowheld Closed: Hit Hat Haawy i
Crash Cym a2 Crash Cymba 7 .. Crash C;mbalz D o L
Vibraslapa s e Vigraslap: SR Vibrashap'; SRR A e e e Cymbal: Light-
Ride Cyrnbal 2 Ride Cymbal 2 Rida C,vmbal 2 B8ass Drym Lfgh[
Whiddie ©. HiBenga ... HiBongo ) . HiBongo . Snare + Ri
Lo Bompo: T S g Bongg L0 Bengo i T Ride Bl
Mute Hi Conga o Maute Hi Conga Mute Hi Conga_ e ..Snare &
{Open Hi Sengasi i s Oper Hi Gongais iy Opery Hi Gonga 70 : R
Lo Conga Lo Conga Lo Conga
Hi Timbale _ HiTimbale HiTimbale Bass Dram
fLe Fimbale i e s g Tinbale SR Lo Timbale s 7 Rim Shot:
HiAgego . o __HlAgugu . HiAggge Snare Drum Heav )
LoAgogo;: iy Lo Agogo =i Lo Agogat iBrush Shot: e
Cabasa . Cabasa .. Labasa _Snare Drum L:gh_t o
Maracas s S MERCAS T Maracas : 7 Pedal Hi-Hat s
Hi Wmstl:, Hi Whistie Hi Whistie Snare Drum Echo
Lo Whistie o KOWRISIR Whistla . Tom4
Short Guira’ WS Shan Gu:ra LR Shork Guieg : -Closm Hi Hat
Lang Guirg L LongGuire Long Guirg ) ) Tom 3
Claves: "7y e v Gladae L GV R i s ey /7 Open Hi Hat™,
Hi Woodblock Hi Woodblack Hi Woadblack Tom 2
Lo Woo.fblock___ o LoWoadblack ~— 1g \Woodblock e . Tom1
Mute Guica 3 F s e Catica’o. 75 Rt Cuipy o0 S SR R T Ride Cymbat
Qpen Guica . Open Cuica Open Cuica ) ) oo Elsctronie |om3
Mute Trigngla 5 Mute Trianghel 00 v it Triangles s e o LT COrash Cyinbal :
Goen Triangle . Dpen Tnangle_ .. Dpen Tnang!e ) ] . Elzctronic Tom 2.
Shaker e £ BRAKeT T T G ha e e S R e Gy Symbatii
Jingle Ball Jingie Ball Jingle Ball Electronic Tom 1
Beil o L Bett . Bell . B _..LoConga
‘Castanete ity #CRSIANeIS s o e Ra g adg i Cabasa
Mute Surdo coririnnnn . Mute Surdo . Mute Surdo ..HiGonga o
OperSurdg 707 e Qe Surdo: 0250 Dpen’ Surdg: R ‘Metranomaii
Bsnro
fmm
aves
L Hi Tlmbﬂfb
“astangts
. Lo Cyica
ol
Hi Cuica
. Hang C!aps
sl Agoge:
.
sHEAgego
Lo Bongo
. Electronic Tom 2
“sTambguring.
Crash Cymbal -
= Closed Trangle. s oo
Brush Roll
= Dpen Triangle
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System Exclusive

MIDI messages such as Note On, Note Off, Pitch Bend, and Control Change are used to
convey the performance of a piece of music. System Exclusive messages, on the other
hand, are often used “behind the scenes,” to govern other aspects of the operation of an
instrument. The System Exclusive messages implemented on the Mark 152/12 are
described below. All messages shown here are given in hexadecimal (base 16) notation,
unless otherwise noted.

General MIDI On

The Mark 152/12 recognizes the General MIDI On message, either received at the MIDI
In port or in a song file loaded from the disk drive into the Recorder. The form of the mes-
sage is as follows:

FO 7E nn 09 01 F7
nn = device ID (00-7F; 7F = Broadcast)

General MID] Off

The Mark 152/12 also recognizes the General MIDI Off message, either received at the
MIDI In port or in a song file loaded from the disk drive into the Recorder. The form of
the message is as follows:

FO 7E nn (09 02 F7
nn = device ID (00-7F; 7F = Broadcast)

Inquiry Message
The Mark [52/12 recognizes the system exclusive device Inquiry message:
FO 7E 00 06 01 F7

This message generally is transmitted by a central controller, such as a computer, asking
connected devices to identify themselves. In response to this message, the Mark 152/12
will return the following:

FO 7E 00 06 02 07 10 00 0C 00 ss 55 ss ss F7

The meaning of this message is as follows:

FO Beginning of exclusive message

7E Universal non-real-time system exclusive [D

00 Device ID

06 Sub-1D #1 (General Information)

02 Sub-ID #2 (Device ID message)

(7 Manufacturer ID (07= Kurzweil)

1000 Device family code (14 bits, LSB first; 10 = Mark Series)

0C 00 Device family member code (14 bits, LSB first: 0C = Mark 152/12)
$$ 55 88 88 Software revision level (00 01 00 00 = Version [.00)

F7

End of exclusive message (EOX)
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System Common, System Real Time, Auxiliary Messages

The Mark 152/12 recognizes the Song Select message, which allows an external MIDI
device to select from among the songs in the internal Recorder.

MIDI Clocks, as well as Start, Stop, and Continue messages, are used to synchronize
recording or playback of MIDI devices. The Mark 152/12 can be set to either transmit
them or recognize them. These messages are discussd with the External Sync setting, on
page 83.

Local Control and All Notes Off messages are discussed on pages 82-83.

Notes on Using an External Sequencer

If you’re an advanced user, you may choose to augment the capabilities of the internal
Recorder with those of an external MIDI sequencer. If you do, the following notes will
help you get the most from the Mark 152/12.

= Many people prefer using the “soft thru” capability of their sequencers and setting their
master keyboards to Local Control Off (sec page 82).

» Make sure the Mark 152/12 is set to Multi mode (the default MIDI mode; see page 82).
This allows you to play back sequences using different sounds on different MIDI chan-
nels.

= When you use another sequencer in conjunction with the Recorder built into the Mark
152712, you should set one to External Sync On (see page 83), to follow the timing of
the other, As a rule of thumb, if one device is recording what the other plays back, the
one that is recording should be set to External Sync On.

» If your external Sequencer can open Standard MIDI Files from MS-DOS-format disks,
the easiest way to transfer sequences from the built-in Recorder to the external
sequencer is to save the song to disk on the Mark 152/12 as a Type 0 or Type I Standard
MIDI File, then load the file into your external sequencer.

If your external sequencer cannot read these Standard MIDI Files, you can transfer a
sequence by setting the external sequencer to record and the built-in Recorder to play.
But there are a couple of details to keep in mind:

Set the Transmit Sequencer Data function on the Mark 152/12 to On (see page 84),

Some sequencers offer “multi record,” which means that they can record multiple chan-

' nels at the same time. If your sequencer can do this, then you can transfer all of the
tracks in a song from the Mark 152/12 to the sequencer in a single pass. But note
whether the sequencer will record the channels onto separate tracks, or all onto the same
track; in the latter case, it may be difficult to edit the data for a given channel, in which
casc you may wish to record the channels individually onto separate tracks.

To record channels individually, set up the sequencer to record one track, and turn off all
the track buttons on the Mark 152/12 except one. Record that track onto the sequencer,
Next creale a new record track on the sequencer, turn off the previously lit track button
on the Mark 152/12, and turn on a new one. Record that track. And so on until all of the
tracks have been recorded.
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= You can reduce the time it takes to transfer tracks between the Mark 152/ 1.2 ﬁﬁ&ith& g
external sequencer by recording at a fast tempo. I

= To transfer songs from an external sequencer to the Mark 152/12, there are two op'[;'ilbnsl;,':
1) If the sequencer can save songs as Standard MIDI Files onto MS~DOS-f0mmf"dié’ks-,'_:'} S
the Mark 152/12 can read those disks and load the songs into the Recorder. 2) Lacking
this capability, you can set up the sequencer to play the tracks one at a time, and the: =
Mark 152/12 to record them one at a time. B

= To record performances directly from the keyboard into an external sequencer, set the
Base Channel on the Mark 152/12 for the part you wish to record (see page 82). Each
part that uses a different sound should be recorded on a different channel, Many
sequencers “rechannelize,” making this step unnecessary. If your sequencer does not
rechannelize, you must change the Base Channel before recording each new part.

= Select the sound for the part after you have started recording. This sends a Program
Change message. Give yourself an empty measure or two before the music starts in
which to do this, This ensures that every time you play the sequence back, it will call up
the right sounds.

= You can also manually insert these program changes into the sequence after you have
recorded.

= If you are using splits and layers, you will need to set MIDI controllers to do the split-
ting and layering. You can get the correct effect by pressing the front panel buttons and
recording them into the sequencer. Alternately, you can send controllers 76-82 and
87-90 at any time, then send a program change message to activate them. The controller
message the Mark [52/12 receives will not take effect until the following program
change message for the main sound. This affects the order in which you should record
MESsages into your sequencer,

= It you want your Mark 152/12 to transmit regular program change messages when you
select Left Split sounds from the front panel, you must turn Off the Transmit Split Data
parameter (see page 84).
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Updating Your Mark 152/12 Software

New versions of the software may occasionally be made available to our users, These new
Versions may contain new features, or fix certain problems. The software may be obtained
through your dealer, or through on-line services. The Kurzweil web page is currently
located at http://www.youngchang.com/KurzweiI. If, for some reason, the web page loca-
tion should change, please check with your dealer, or use a web search engine such as
Yahoo, Lycos, or Alta Vista to locate the web page.

Boot Block Commands

The Boot Block is a special part of the software that allows you to update your software
via the floppy disk drive. Before nstalling new software, you should save all important
songs, styles, organ settings, panel memories, and other objects that you may have stored.
We recommend performing a Hard Reset function after installing new software. This
clears all of the memory in your Mark 152/12, and reverts all settings to factory defauls.

Entering the Boot Block

Hold down Key Start, Key Stop, and Layer Volumes while turning on the power switch,
Wait until the message "waking up scanner” appears in the display. Release the buttons.
You should now be in the boot block menu. The menu has five choices:

Install File. Install a new file, called a KOS file, from the floppy disk drive. Insert the
disk with the new KOS file o the drive, and then press the button under Instal] File. The
menus will display "Instal] all KOS files on disk.” This is usually the correct answer, but
if you want to install only one KOS file from that disk, use the value butions to scroll
through the disk directory of KOS files, Press OK when you have chosen the correct file.
The display will then ask again "Ready to install KOS file into ROM". Select OK, and
you're off! Wait until the operation has completed, After the file is loaded, you can per-
form another operation with the Boot Loader. We recommend that you perform a "Hard
Reset” function before using your new software,

Run Engine. Starts up your new software.

Run Diags. Runs a complete diagnostic suite on your Mark 152/12 hardware, It is beyond
the scope of this manual to document all of the tests. Be careful; some tests may cause
very loud sounds to come from the speakers, or they may delete data on a floppy disk that
s inserted into the drive,

B-Blk Diags. A special set of diagnostics that is unique to the boot block. Again, beyond
the scope of this manual,
Hard Reset. Clears all memory in your Mark 12 (see page 85).

We recommend using the Reset Function under the MIDI/Prefs button the first time that
you turn on your Mark 2 after installing new software.
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‘Miscellaneous

Headphone Jack

The headphone jack allows private practice. Plugging in a pair of headphones turns off the
speakers. Volume and tone controls still work. There are two identical headphone jacks on
the Mark 152,

Bottom/Rear Pane!

The bottom panel of the Mark 152 (the rear panel of the Mark 12) is the location of con-
nectors for such things as AC power, audio inputs and outputs, and MIDI.

AC In

One end of the power cord fits in the AC In receptacle on the Mark 152/12; the other end
of the cord plugs into a standard AC wall outlet.

MIDI Ports

The functions of the three MIDI ports are discussed on page 78.

Pedals

Depending on the cabinet style of your Mark 152/12, you may see two connectors labeled
Pedals—one marked Switch, the other marked CC. The Switch Jack is where the left, cen-
ter, and right piano-style pedals connect; the CC jack is where the Continuous Control
pedal connects.

Audio In Jacks

The audio input jacks allow you to play along with a tape player or CD player, or to have
an external tone module connected through the Mark 152/12 audio system. It is best to
use a tone module, tape player, or CD player that has its own output level control. The
volume and tone controls do not affect the signal coming from the audio in jacks, nor do
the reverb and effects settings.

Audio Out Jacks

There is one sets of audio out jacks. They are used to boost the sound levels coming from
the piano by hooking them to external amplifiers and speaker systems. They are not
switched by the headphone jack. This is useful if you want to mute the internal speaker
system while using a more powerful external amplifier system.
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Battery

The Battery plate covers the holder for the backup batteries used in the Mark 152/12. Your
Mark 152/12 has battery-backed memory that retains recorded songs and those loaded
from disk into the Recorder, Styles loaded from disk, Panel Memories, and settings in
MIDI Edit Mode. The instrument was shipped from the factory with the batterics
installed, which should last about a year under normal circumstances. When the batteries
begin to run low, you’ll see a start-up message that says: “It’s time to change your batter-
ies.” After you see this message, you should change the batteries within a week or $0.

Changing batteries is a simple procedure; all you'll need is three fresh AA batteries and a
screwdriver. You shouid also have a knife, scissors, or wire cutters handy the first time,
since the existing batteries may have been taped or cable-tied to the battery holder as a
shipping precaution.

IMPORTANT; Make sure that you have fresh batteries ready to install before you remove
the old batteries, since you must make the swap within 30 seconds to retain the con-
tents of the memory. You should always back up important data to disk before removing
the batteries.

To change the Mark 152/12 batteries:
I. Unplug the power cable,

2. Remove the screw that attaches the Battery plate to the panel. Keep the screw handy;
you'll need it for reattaching the Battery plate.

3. Tilt the top of the Battery plate back, then lift it a few inches away from the instru-
ment. Don’t pull it too far back, since it’s connected by a short cable.

4. Remove the old batteries. If they are taped or cable-tied to the battery holder, you must
first remove the tape or cable-tie,

5. Within thirty seconds of removing the old batteries, insert the new batteries. Be
sure to match the positive (+) and negative (—) ends of the batteries with the + and -
marks on the battery holder.

6. With the new batteries installed, reattach the Battery plate, making sure that the lip on
the bottom of the plate goes inside the panel. Secure the Battery plate with the screw
removed in step 2, then plug the instrument in. When you turn it back on, check to see
if the battery change message is still displayed. If it is, turn the Mark 152/12 off,
unplug the power cable, remove the Battery plate, and check to see that the new batter-
ies have been installed correctly,

Service

Other than the batteries, the Mark 152/ 12 contains no user-serviceable parts. In the event
that you should experience a problem with the operation of the instrument, see your local
Young Chang/Kurzweil dealer.
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Specifications (152)

Physical
= Height:
= Width:
= Depth:
s« Weight:

Audio
= 200-Watt Quad Amplification:

= 7 Speakers:

= Audio Outputs:

= Audio Inputs:

= Headphone Outputs:

Eiectrical

= Voltage Range:
= Frequency Range:
= Power Consumption:

Environmental
« Temperature (Operating):
= Temperature (Storage):

= Relative Humidity
(Operating and Storage):

39.75" (101 cm)
58.25" (148 cm)
59" (150 cm)
512 Ibs. (233 kg)

I x 80 Watts for subwoofer

2 x 20 Watts for downfacing widerange
2 x 20 Watts for upfacing widerange

2 x 20 Watts for tweeters

Fx 12" (30 cm) woofer in a ported enclosure
2 x 6.5" (16.5 cm) downfacing widerange

2 x 5" (12.5 cm) upfacing widerange

2 x 1" (2.5 cm) dome tweeters

0.25 volts RMS for ff piano music with Master Volume
slider at maximum and Treble and Bass sliders centered.
Qutput impedance = 500 ohms. Loading of these outpuis
will not affect the sound of the internal speakers.

0.5 volts RMS will produce a Ievel equivalent to ff piano
music. Input impedance = 300K ohms. Master Volume,
Treble, and Bass sliders do not affect the signal delivered
through these inputs.

Source impedance = 47 ohms; recommended load imped-
ance = 50 ohms or greater. Level is 0.5 volts RMS = |
mW at 100 ohms for Jf piano music with Master Volume
slider at maximum and Treble and Bass sliders centered; 8
volts RMS = 280 mW absolute maximum. Plugging head-
phones into either jack switches off the internal speakers.

[20VAC 240VAC

100-125 volts RMS 200-250 volts RMS
48-65 Hz 48-65 Hz

2.5 Amps nominal [.25 Amps nominal
5 to 40°C (40 to 104°F)

~25 to 85°C {-13 to I85°F)

510 95%,
non-condensing

Misceilaneous
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Specifications (12)

Physical
= Height:
= Width:
= Depth:
» Weight:

Audio

 |30-Watt Biamplification:

v 4 Speakers:

= Audio Outputs:

= Audio Inputs:

= Headphone Output(s):

Electrical

= Voltage Range:
= Frequency Range:

= Power Consumption:

Environmental
= Temperature (Operating):
= Temperature (Storage):

= Relative Humidity
(Operating and Storage):

33.25" (84.5 cm)
56.5" (143.5 cm)
22.25" (56.5 cm)
198.5 Ibs. (90 kg)

2 x 50 Watts for woofers
2 x 15 Watts for tweeters

2 x 6.5" (16.5 cm) woofers in a ported enclosure
2 x 1" (2.5 cm) dome-type tweeters

0.25 volts RMS for ff piano music with Master Volume
shider at maximum and Treble and Bass sliders centered,
Output impedance = 500 ohms. Loading of these outputs
will not affect the sound of the internal speakers,

0.5 volts RMS will produce a level equivalent to ff piano
music. Input impedance = 300K ohms. Master Volume,
Treble, and Bass sliders do not affect the signal delivered
through these inputs.

Source impedance = 47 ohms; recommended load imped-
ance = 50 ohms or greater. Level is 0.5 volts RMS = |
mW at 100 ohms for ff piano music with Master Volume
slider at maximum and Treble and Bass sliders centered; 8
volts RMS = 280 mW absolute maximumn. Plugging in
headphones switches off the internal speakers.

I20VAC 240VAC
100-125 volts RMS 200-250 volts RMS
48-65 Hz 48-65 Hz

0.8 Amps nominal 0.4 Amps nominal

5t040°C (40 to 104°F)
-25to 85°C (13 to 185°F)
510 95%,

non-condensing
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Manufacturer:
Young Chang

MiD!I Implementation Chart

Model: Kurzweil Mark 152/12 Ensemble Grand

Date: 8/1/96
Version: 1.0

Funetinn Transmitted Recognized Remarks
Basi¢ Channel Default 1 1
Changed 116 1-16
Mode Defauit X MUt |memorized
Messages X Mode 1 & 3|memorized
Altered X
Note Number 0127 0—127|key range:
True Voice 12-108 12-108 CO-C8i .
Velocity Note ON 0 0]
Note OFF 0 0
After Touch Keys X X
Channel X 0
Pilch Bender 0 4]
Contro! Change 0,32 D Olbank select
1,33 X 0O modwheel
6,38 X Ofdata entry
7,39 X 0|volume
10,42 X Ofpan
11,43 ] C{expression
64 0 G Isustain pedat
66 0 Gisostenuto pedal
67 0 Csoft pedal
76 0 0|right octave shift
77 0 0 |left octave shift
78 0 0 hasssustain
79 0 Oliayer vol. adjust
80 0 Ofsnlitpoint
a1 0 O1splitprogram
82 C Olayer program
83 0 O|revert selact
85 0 O1style select
86 0 Ofstyle contro}
B7 0 Cisplit bank select
88 0 Cisplitvol. adjust
89 0 Oflayer bank selact
9 0 0 |mainsound vol. adjust
a4 0 O reverb wet/dry mix
93 0 0 |effects wet/dry mix
96 X Oldataincrement
97 X Oldata decrement
100,101 X Ofregistered param. num.
103 0 0|drumsvolume
104 0 Ojbassvolume
105 0 Oihackground A
106 0 Cibackground B
107 0 Gibackground &
116 0 0 eflects select
11 0 0|SRS space
7 0 Ojarpegoiator vel, ctl.
118 0 Olarpeggiator latch 2
19 0 Olarpeggiator laich 1
120 X Olait sound off
121 0 0|reset ali controllers
Program Change [ 127 0~ 0-127
True # 0-127 -127
System Exclusive X 01General MID!
System Common Song Pas X X
Song Sel X b
Tune X X
System Real Time Clock 0 0
Messages 0 0
AuxMessages Lecal Contraol X 0
Ali Notes Oft ¢ 0
Active Sense X X
Resst X X
Notes * Use MULTI mode 1o assign different programs to each MICI channel
** Can be disabled
Made 1: OMNI ON, POLY Mode 2: OMNI OFF MONO 0 = yes
Maode 3: OMNI OFF, POLY Mode 4: GMNI OFF, MONO X=no
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After Touch, 37, 86

Anyone Can Play, 35

Arpeggiator, 36-38, 83, 91

Audio Jacks, 107, 109-110

Auto Accompaniment, 32-39, 83-84
Auto Accompaniment, Recording, 42
Auto Setup, 39

Bass Control, 25

Batteries, 6, 108

Beat Lights, 14

Bottom Panel, 107-108

Buttons, 15

Care of Instrument, 5

Cherd Hold, 34

Chord Reader, 32-33

Continuous Controller (CC) Pedal, 13,

37,85
Control Change Messages, 86-91
Delete File from Disk, 59
Demo, 12, 635
Demo Disk, 4
Digital Reverb & Effects, 25-27
Disk, 50-60
Disk Errors, 60
Display, 14-15, 85
Drawbar Organ, 19, 23-24
Drum Sets, 100-102
Edit Drawbars, 23-24
Edit Song Buttan, 4]

Edit Style, 30-31

Editing a Song, 4547

Editing a Track, 47-49
Edu-Games, 61-64

Effects, 24, 26, 89

Effects Hoid, 27

External Sync, 83-84
Fallboard Lights, 5

File Types, 55

Format Disk, 59

Front Panel Diagram, 2-3

Full Keyboard Mode, 34
General MIDI (GM), 81, 103
Harmony, 36

Headphone Jack, 107, 109—1 o
Ignore All Notes Off, 83
Instalfation Instructions, cover 2, 5-6
Key Cover, 5
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Index

Key Start, Key Stop, 39

Key Touch, 60

Keyboard, 13

Latin Percussion, 17

Layer Volumes, 39

Layering Sounds, 19-2¢

Left Split, 21-22

Left Sustain, 22

Load from Disk, 53-55

Local Control, 82

Long Program Lists, 85,92
Loop, 45

Master Volume, 6, 23

Memory Available, 85

Menu Button, 15

Menu Mode, 14-15

Merge Tracks, 48

Metronome, 43, 83-84

MIDI, 78-105

MIDI Channels, 42, 48, 82
MIDI Connections, 78-80
MID! Edit Mode, 80-85

MIDI Implementation Chart, 111
MIDI Messages, 86-104

MIDI Mode, 82

MIDI Ports, 78, 107

MIDI/Pref, 50, 80-85

MIDI Settings, 81-84

Music Rack, 5

Naming, 4546

Next Button, 15

Octave Shift, 21

Options, 50-65

Orchestra Percussion, 18

Panel Memories, 19, 64-65
Panel Set, 64-65

Fart Controls, Auto Accompaniment, 39
Pedals, 13, 36, 37, 84-85, 87, 107
Percussion (Drawbar Organ), 23
Percussion {Instruments), i 7-18
Phrase Repeat, 46-47

Pitch Bender, 13, 86

Play from Disk, 52

Power, 5-6, 107-110
Preferences, 84-85

Program Change Messages, 83, 92-99

Program Change Mode, 47, 49, 81

Punch In, 44

Quantize, 47

Radio and Television Interference,
cover 3

Rear Panel, 107108

Recorder, 4049, 83-84

Recording, 42

Rename, 4546

Reset, Hard, 85, 106

Reset, Soft, 50

Reverb, 26, 89

Safery Instructions, cover 2,5

Save to Disk, 55-58

Sequencer, External, 79, 104-105

Sequencer Data, Transmit, 84

Service, 108

Set Tempo, 44

Setting Up the Instrument, 5-6

Soft Buttons, 15

Software Version, 85, 106

Song, Copying or Deleting, 46

Song Chain, 49

Song/Track Buttons, 40

SoundByte, 19

Sounds, 16-20, 92-102

Specifications, 109110

Split Data, Transmi, 84, 88

Split Point, 22

SRS, 27,91

Standard MID] Files, 52, 53, 53,36

Stereo Output, 84

Styles, 28-31, 90

System Exclusive Messages, 103

Tempo, 44, 46

Tempo Messages, Recorded, 49

Track, Erasing, 42

Transpose, 46, 49, 63, 83

Treble Control, 25

Tuning, 84

User/Disk, 28

User Variation, 16

Value Buttons, 15§

Variation (Sounds), 16

Variation {Styles), 28

Young Chang Distributors, cover 3
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,___{_adm and Televisign Eme”ér’e@"’n_é_'}éz’:f'.é'f'"

Warning: Changes or modifications to this instrument not expressly. approvedbyYoung S

Chang could void your authority to operate the instrument, = -

Important: When connecting this product to accessories and/or other é_timpmen use only «
high-quality shielded cables. L R T

Note: This instrument has been tested and found to corﬁpiy-.W'i:.{'h:_}[hef}:i._mi't‘_'s}.fq;j__'g Class B

digital device, pursuant to Part 15 of the FCC Rules. These limits are designed to provide e
reasonable protection against harmful interference in a residential installation, This instru-

in accordance with the instructions, may cause harmful interference to radio communica.. L
tions. However, there is no guarantee that interference will not occur in a particular instal-
lation. If this instrument does cause harmful interference to radio or television reception, -
which can be determined by turning the instrument off and on, you are encouraged to try- .

to correct the interference by one or more of the following measures: .
* Reorient or relocate the receiving antenna.

* Increase the separation between the instrument and the receiver.

* Connect the instrument to an outlet on a circuit different from the one to which the .
receiver is connected. o

° If necessary consult your dealer or an experienced radio/television technician for addi-
tional suggestions. -

This apparatus does not exceed the Class B limits for radio noise emissions from digital
apparatus set out in the Radio Interference Regulations of the Canadian Department of
Communications.

Le present appareil numerique n’emet pas de bruits radioclectriques depassant les limites
applicables aux appareils numeriques de la class B prescrites dans le Reglement sur le
brouillage radioelectrique edicte par le ministere des Communications du Canada.

oung

Chang Distributors

Contact the nearest Young Chang office listed below to locate your local Young
Chang/Kurzweil representative.

Young Chang Akki Europe GmBh Young Chang Canada Corp.
Industriering 45 395 Cochrane Drive
D-41751 Viersen Markham Ontario L3R 9RS
Germany Tel: (905) 513-6240
Tel: 011-49-2162-449] Fax: (905) 513-9445

Fax: 011-49-2162-41744

Young Chang Co. Young Chang America, Inc.
Kang Nam P.O. Box 998 13336 Alondra Bivd.

Seoul, Korea Cerritos, CA 90703-2245
Tel: 011-82-2-3451-3500 Tel: (310) 926-3200

Fax: 011-482-2-3451-3599 Fax: (310) 404-0748




