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Before You Begin...

This volume of the Owner’s Manual is intended for those of you who have already read the
User’s Guide, or who are already familiar with synthesizers. Refer to these pages if you run
across an operation you don’t understand or if you would like to know more about a certain

parameter.
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Features
A High Quality Sound Module

The JD-990 contains 195 high - quality PCM Waveforms from the JD - 800 engine,
including synth sounds, processed samples, one-shot and looped Waveforms. And you can get
an almost unlimited variety from these Waveforms with PCM filtering and processing,
including ring modulation and oscillator sync.

Three Different Play Modes

The JD - 990 can be played in one of three different modes (Performance, Patch, or Rhythm
Set), depending on how you want to use it. The Patch mode is for playing the JD - 990 like a
standard synth sound expansion module, and the Performance mode is for playing it as a

multi - timbral sound source.

Large Display
The large display lets you check on all the pertinent parameters at one time, and gives you
higher resolution screens for more intuitive editing.

A Variety of Outputs

There are four different stereo outs on the JD - 990: MIX OUT, and DIRECT OUT 1, 2 and 3.
This gives you the capability to do some sophisticated mixing by outputting each sound from a
different jack and applying outboard effects independently.

Two Different Ways to Edit Sounds

There are two different types of editing screens you can work from: the regular one for
detailed editing and the new Palette screen for displaying all the Tone settings of one
parameter at once. You can change between screens as the need arises, which makes editing a

breeze.

Digital Effects

The JD - 990 comes with a powerful new DSP (Digital Signal Processing) chip built in. This
chip provides a wide variety of effects capabilities that can be freely adjusted and inserted into
the effects chain wherever you wish. The eight on-board effects include a three band graphic
equalizer, distortion, phaser, spectrum, enhancer, chorus, delay, and reverb.

Expandability

You can add even more sounds to the JD - 990 by installing an Expansion Board. There are
also slots provided for bringing in sound data from conventional DATA Cards or PCM Cards.
Two PCM Card series are currently available: the SO - JD80, and SO - PCMI series.
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How to Use This Manual

The JD - 990 manual consists of two volumes:

User's Guide

Reference

This volume explains the basic functions and procedures for using the JD - 990. Read this
User’s Guide if this is your first experience with the unit, and especially if this is your first

experience with synth modules in general.

Chapter 1 of this volume gives you an overview of all the JD - 990’s functions. The following
chapters, they classify and explain each function in detail. Read the Reference volume after
looking through the User’s Guide. Or, if you are already quite familiar with synthesizer
modules, you may want to skip the User’s Guide and dig right in here.

Please be sure to read chapter 1. Refer to the rest of this volume if you run across an operation

you don’t understand or if you would like to know more about a certain parameter.

Symbols Used in the Text

We’ve used some symbols in our explanations to make them a little more concise. If you run

across one which is unfamiliar, flip back to this page and refresh your memory.

A word with [ ] around it symbolizes the button of that name on the panel. For
example, [PATCH] stands for the Patch button.

If you see something like CURSOR [ ] [ D> ], that means to press either button, as
appropriate.

Important tips or precautions are marked with “*.”
And if you see (= P. **), that means to refer to page ** of the Reference volume.

The actual appearance of the Display (such as Patch Name) may differ from that
shown in manuals.

The name of button to be pressed to select the screen shown in the Display is
indicated at the top of the manual page in chapters 2—7.

Intr — 11
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Overview of the JD - 990 and Basic Operations
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[1]Layout of the JD-990

The JD - 990 can be roughly divided into three modes.
First there’s the Performance mode, combining 7 Patches and 1 Rhythm Set into one musical unit (called a

‘Performance’). Then the Patch mode, where the JD - 990 plays a single Patch. Finally, the Rhythm Set mode, where

each key on the keyboard plays a different percussion sound.

PERFORM PATCH RHYTHM
— J
Y

&

Performance Mode

Patch Mode

In this mode you select a Patch for each Part to give more body and power to the sound, or
make up an ensemble from a variety of different instruments. You can change a variety of the
Performance mode settings using the Function buttons.

This is the mode to select when the JD - 990 is ‘slaved’ to an external sequencer and you want
to layer several Parts (i.e., layer two or more Patches) to make a really thick and powerful

sound.

In this mode you call up and play one Patch at a time. You can also edit the selected Patch
with the Function buttons.
This is the mode to select when you want to use the JD -990 for standard synthesizer

performances (when you want to play just one sound).

Rhythm Set Mode

Base — 2

In this mode you select a Rhythm Set, a collection of percussion sounds with each one
assigned to a key (or keys) on the keyboard. Each of these sounds can be edited using the
Function buttons.

This is the mode to select when you want to play the JD - 990 like a drum machine, using keys

instead of pads.



(1] Layout of the JD-990

System Setup

In addition, there are three functions, System Setup, Effects On/Off, and Utility. These

functions help you to create sounds.

SYSTEM EFFECTS
UNDO SETUP ONJ/OFF UTILITY Fi1 F2 3

o —=w=10¢ 0 [0 [0 [0 -
\—"“V_/

botob

You can make system settings (i.e., overall tuning, LCD contrast, MIDI switches, etc.) that
will affect all modes (regardless of the current mode). Press [SYSTEM SETUP], to show the
system setting parameters. When you press [EXIT], the unit will return to the Play Mode.

Effects On~Off

Utility

You can turn the effects ON and OFF easily (regardless of the current mode). Press
[EFFECTS ON/OFF], to show the current effects status. When you press [EXIT], the unit will

return to the previous display.

Using this function, you can store edited Patches into memory and copy certain data from one
location to another. Press [UTILITY] to display six utility menus. Then, select the one you
want to open. When you press [EXIT], the unit will return to the previous display.

For further information, refer to the Parameter Reference “System Setup”
(= P. Sys — 1), “Effects ON/OFF” (= P. FX — 1) and “Utility” (= P. Util — 1).

Base — 3



[1] Layout of the JD-990

Performance

In Performance mode you have at your disposal an ensemble that uses 7 Patches and a Rhythm
Set. And in Performance edit you can make adjustments to the volume and pitch differences

between Parts that will affect the overall sound of the Performance.

——— Performance — e — ~
- = - “'Group A effects]
r*m [ Part Parameters ]%[Patch) ™lfor Patch }-—~
. Parameters 7%[Patch] L -
Parameters |~j (Patch] |- g
= Parameters |~ (Patch B
o ° ~ e e d.o
5 [~ ouT
MIDLIN Parameters ]._g,, [Patch] L
Parameters ]m&» [Patch) : =
Parameters ]m-p» [Patch]
Rhythm) |. [Effect Send for
Parameters ] ..[each Rhythm Tone}.

Parts 1—7 are synthesizer voices, and Part 8 is the Rhythm Part.
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[1] Layout of the JD-990

The structure of each Part is as follows:

Part 1 (Super Synthesizer Part)

-
]
o _ o
o

MIDI IN

Group A effects Effects for
-’W[ Part Parameter ]w}[PatchJ “ltor Patch }- Performance | ouT

If a Patch uses Group A effects, assign it to Part 1. Group B effects setting, however, are
ignored in this mode. Instead, Performance effects setting are used. Should the Patch use
Group A effects, please assign it to Part 1.

* When you select a Patch which includes Group A effects for Part 1, Tone Panning
should be ignored.

Part 2—7 (Synthesizer Part)

*m [ Part Parameter ]——b(Patch) PE::fcfrtria;%:a — QUT

MIDI IN

You can assign a Patch to Parts 2 to 7.
You need to set Performance effects (Chorus, Delay and Reverb) for each Patch, however. For

these Parts, Patch effect settings are ignored.

Part 8 (Rhythm Set Part)

- Part 8
_|Rhythm n Effect Send for n Effects for
%o o o "l (__Part Parameter | ’ leach Rhythm Tone Performance out

MIDI IN

You can assign a Rhythm Set to Part 8.

You need to set Performance effects (Chorus, Delay and Reverb) for the Rhythm Set. In this
mode, Rhythm Set effects settings are ignored. Performance effects are overridden. However,
FX Mode and FX Send Level values of each note set in Rhythm Set mode is effective.
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[1] Layout of the JD-990

Patch

The Patch is the basic unit of sound on the JD - 990. Let’s take a moment to explain how
Patches and Tones are related.

A Patch is a combination of up to four Tones. Each Tone starts out as a Waveform that has
various kinds of filtering and processing applied to make it part of a Patch. Actually, you
could make a Patch from a single Tone, but you can get more varied and interesting sound
textures by combining a number of Tones together, so why not?!

In terms of how the Tones are combined, there are six different types of structures. In Type 1,
Tones A—D are handled independently, whereas in Types 2—6, Tones A and B, and Tones C

and D are paired to make new sounds.

WG (Wave Generator)

The Wave Generator creates the basic Waveform by reading from those stored in internal
memory, or an (optional) PCM Card, or an Expansion Board. The pitch of the basic
Waveform can also be controlled here. This is the most basic step toward determining the

overall shape (and ultimately, the sound) of the Waveform.

TVF (Time Variant Filter)

The timbre (tone color) of the basic Waveform from the WG is processed here. This is done

by cutting and boosting certain frequency components of the Waveform.

TVA (Time Variant Amplifier)

The Time Variant Amplifier controls the output volume of the sound.

ENV (Envelope Generator)

The Envelope Generator adds time-dependent variation in pitch, cutoff frequency, and/or level
to the action of the WG, TVF, and TVA.

LFO (Low Frequency Oscillator)

Base — 6

The LFO adds a periodic variation in pitch, cutoff frequency, and/or level to the action of the
WG, TVF, and TVA. This adds an expressive ‘vibrato’ to the sound.

Overall Patch settings (like Name and Equalizer) are called “Common” parameters. Effect
settings for each of the Tones that make up a sound are called “Effects” parameters.



[1] Layout of the JD-990

<When selecting structure Type 1>

e Patch —~
4
O | (e
= | )
£ TVF | 5 |
@ IS
- |8 Bieh TVF TVA 5|
o o))m mmi itc © = OUTPUT
ls ENV [ENV I
MIDI IN = I1 el
£ Tone Parameters ) §
(e} N
o e — e ]

~ Tore B

G y -->:
o )
o

= OUTPUT

MIDI IN

Tone Parameters

Effects Parameters

Common Parameters

Tone B

Structure C&D =y

Tone C

Tone D

* See page Ptch — 17 of the Parameter Reference section for more about the
different structure types.

Base — 7



[1] Layout of the JD-990

Rhythm Set

In the Rhythm Sets, each note on the keyboard corresponds to a different percussion sound. As

with a Patch, the Tone is the basic unit here.

The structure of a Rhythm Set is basically the same as a Patch, except that each percussion

instrument sound is composed of one Tone (Tone A) only.

Rhythm Set o

Note : C2

{TVF | {1va |
7N - TVF
06 9 ENV
|

MIDI IN

ENV
(

TVA
ENV
)

]
Tone Parameters

Effects Parameters

Common Parameters

Note : C7
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[2]JD

-990 Memory

There are two parts to the sound engine of the JD -990: a memory area, where the Tone data is stored, and a

temporary area, where the selected Tone is generated and output. When a Tone is selected with a MIDI Program

Change message, or by pushing a front panel button, the selected Tone is read from memory and moved to the

temporary area where it is then output.

Memory Area

Internal Memory External Memory

Preset A

Preset B ~ Internal Card

Performance
16

Patch
64

Rhythm Set

Performance
16

Performance
16

Performance

Patch Patch

64

Patch

Rhythm Set Rhythm Set Rhythm Set

D —_

b e — — — — — e e — — o

Store the edited sound
into the Internal~Card
using the Write
operation.

Select a Sound

<
—>

Temporary Area

Y
_/

Performance 1

or

Patch 1

"
—/

or

Rhythm Set 1

)
—/

Performance, Patch and Rhythm Set editing are all done in the temporary area.
When you're finished with this editing you must store the edited product back into
memory using the Write operation.

% The ‘stuff’ you put in the temporary area is, as the name implies, not permanent. If
you switch to a new Patch or turn off the power, all the data there is lost.
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[3]Memory Cards and Expansion
Boards

On the JD - 990, you can load PCM Waveforms and Performance/Patch/Rhythm Set data from optional Memory
Cards. There is also the option of dramatically expanding your selection of PCM Waveforms by installing an

Expansion Board.

Using PCM Cards

PCM Cards contain Waveform data, the basic building blocks of Tones. Not all Cards contain
the same number of Waveforms, however.

There are two different types of PCM Cards that you can use here: Cards made for the
JD - 800 (SO -JD80 Series WAVEFORM Cards) and those for the JV -80 (SO - PCMI

Series).

E] PCM DATA
CARD CARD

puejoy

Be sure you insert these Cards into the PCM Card
slot with the label side facing left.

AYHVANVLS
uocissnoie g gswWNIg

* PCM Cards are called WAVEFORM Cards on the JD - 800.

* Some Waveforms on certain PCM Cards may already be contained in the
JD -990's memory

* PCM Cards for the JV-80 (SO -PCM1 Series) contain Patches which use the
waves on the card. You can also copy this Patch data to the Temporary area using
the Card/Load Parameter function in the Utility menu. For more information, refer to
P.Util - 17.

Caution !

Some Waves in PCM Cards for the JV - 80 (SO - PCMI series) are triggered backwards by
the JV - 80. However, the JD - 990 does not have the ability to play these Waves backwards.

The difference in sound is obvious.

Base — 10



[3] Memory Cards and Expansion Boards

Using DATA Cards

DATA Cards contain Performance, Patch and Rhythm Set data. There are two different kinds
of DATA cards:

ROM (Read Only Memory) Cards

These cards contain data which can only be read (data on the card cannot be edited). You can
use cards for both the JD - 800 (PN - JD80 Series) and JV - 80 (PN - JV80 Series). The JD -

990 recognizes data as follows:

DATA Card for the JD-800 (PN-JD80 Series)

Recognized as Performance COl.

Multi Mode setting (CO2 — C16 will be the same as CO1.)

Patches in Single Mode :

C11 — C88 Recognized as Patch C11 — C88.

Special Setup Recognized as Rhythm Set CARD.

* Data from cards in this series is directly compatible with the JD - 990's architecture.

* When you execute the Utility function “Card Load ALL,” the Master Tune, Effects
On/Off (Effect Master Switch), and Mix Out EQ in the JD-800 System Setup
parameters will be loaded in the JD - 990 System Setup. The other System Setup
parameters in the JD - 990 will remain unchanged.

DATA Card for the JV-80 (PN-JV80 Series)

Performance CO1 — C16 Recognized as Performance CO1 — C16.

Patches : C11 — C88 Recognized as Patch C11 — C88.

Rhythm Set included in a

Recognized as Rhythm Set Card.
Performance

* The JD - 990 converts data from this card series to a form it can handle. For more
information, see “Internal Wave Number Correspondence Between JV - 80 and
JD - 990" at the end of this manual.

* The sound of the revised data may be different from that in the JV - 80.

* The Utility function cannot be executed, because the structure of the JV - 80
parameters is not the same as that of the JD - 990. If you try to execute the Utility
function, “JV - 80 DATA Card (Play Only)” will be displayed.
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[3] Memory Cards and Expansion Boards

RAM (Random Access Memory) Cards

Base — 12

You can save data to/load data from these Cards, so they are primarily used to store/load the
Performance/Patch/Rhythm Set data that you create in the temporary area. (The M - 256F
RAM Card can be purchased separately for this purpose.)

PCM DATA
Ucaro CARD
ﬂ —
2 o
| m »
: g o} Be sure you insert these Cards
2 into the DATA Card slot with
0 the label side facing left.
U |o

* You can also use a new RAM card (M - 256E) to save data after the card has been
initialized by the JD - 990 (and a battery has been properly installed in the card).
Refer to the Utility function:Card Format (== P. Util — 17).

The message “Improper DATA Card” will be displayed when you select a Patch
from an unformatted Card.



[3] Memory Cards and Expansion Boards

Using Expansion Boards

An Expansion Board contains additional Waveform data; the heart of any Tone. With one of
these boards installed in your JD - 990, you can access a greater number of Waveforms. (The
actual number of Waveforms depends on the board.)

* Some Waveforms in an Expansion Board may already be contained in the
JD - 990’s memory.

* You can copy this Patch data to the Temporary area using the Card/Load
Parameter function in the Utility Menu (same as PCM Cards: SO - PCM1 Series).
For more information, refer to P. Util — 17.

Caution !

Some Waves in Expansion Boards for the JV -80 (SR-JV80 series) are triggered
backwards by the JV - 80. However, the JD - 990 does not have the ability to play these
Waves backwards.

The difference in sound is obvious.
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[3] Memory Cards and Expansion Boards

[Installing the Expansion Board]

1 - Turn the power off and remove the cover on the top of the JD - 990 (four screws).

Screwdriver

2. Place the plate holder as shown in the illustration.

Plate holder

3. Firmly insert the connector of the Expansion Board into the connector of the JD - 990.
Make sure that the three plate holders protrude through the Expansion Board.

Connector

Plate holder
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[3] Memory Cards and Expansion Boards

4.

Using the included locking tool, rotate all three plate holders in the LOCK direction in
order to secure the Expansion Board.

In order to remove the Expansion Board, rotate the plate holder in the UNLOCK
direction, then remove the board by pulling the locking tool up.

Finally, use the four screws to replace the cover.

Removing the Expansion
Board

Check that the Expansion Board has been installed correctly.
If an Expansion Board is installed correctly, the message “EXPANDED” will be
displayed in the lower right hand corner when powering up.

If you don’t see this message when powering up, try installing the Expansion Board again.
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[4]Basic Operations in Patch Mode

Selecting a Patch

The Patch groups in the JD - 990 are organized into 4 groups: INTERNAL, CARD, PRESET
A and PRESET B. There are 64 Patches in each group for a total of 256 sounds from which to
choose (assuming that you have a DATA card inserted into the DATA CARD slot).

INT (INTERNAL)

This is where you'll store the sounds which you create.
CARD This is where you’ll call up Patches stored on DATA cards.

PRESET A,/B  These are the ROM (Read Only Memory) Patches that cannot be erased or overwritten.

The Patches stored in the module can be selected using the following procedure.
1. Press [PATCH] to select the Patch mode.

2. Press the [INT], [CARD], [PRESET A] or [PRESET B] button for whichever Patch
group you require.

3. You can move through the Patch numbers by rotating the [VALUE] knob. Or, if you
wish to step through them one at a time, press the [INC] or [DEC] button.

This shows the current mode. MIDI Receive channel
Program number of the current Patch. in Patch mode

Patch| fuaaill aPlava Rx-ch : 1]

I-11 Piano Fortes 0_5;;

1 -~
%qu_ LFOECTL
|

7 \\

Group Bank  Number Patch name Octave up/down switch

J

A Patch is identified by a combination of a Bank (1—8) and a Number (I—=8). You can select
a Patch in following order: 111 >112—>113—> .. - 18> 121 — ...188 (= Cl1 — ..—>(C88)—
All—..—>A88—>Bll—.. —>BS8.
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[4] Basic Operations in Patch Mode

Pressing the [VALUE] knob opens up the “View Window” that lets you see the eight
Patches in a Bank. Pressing the [VALUE] knob again will change Bank number.

View Window

p
Patch [UG61] aFlava / Rx—Ch : 1
4

11 W 15 Padness
I_'l -l 12 Nelon Gran 16 Forest Whisper

13 Ocean Floor 17 Stab Bass

14 Rotary Orgdan 18 Sweer Light

LFOECTL IMEffe

(g
‘-O-
I

You can change the Patch with either the [VALUE] knob and [INC][DEC] buttons or
the CURSOR [A], [ V], [ €] and [ ] buttons while the window is opened.
Press [EXIT] to close the View Window.

Octave Up,Down Switch

This is a quick method to shift octaves on the JD - 990. In the Play screen (without the view
window open), pressing CURSOR [ A ] shifts the pitch one octave higher. (pressing [ ¥ ]
shifts the pitch one octave lower.)

Oct. Oct. Oct.

< CURSOR[A] = 2 CURSOR[A] |

[ ] < ~ N | ]

- CURSOR[ V] v CURSOR[ V] g
-1 Octave +0 + 1 Octave

If you perform the Patch Write procedure (i P. Util — 3), this parameter will also be stored as

a Patch Common parameter.
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[4] Basic Operations in Patch Mode

Patch Editing

There are two different screens you can use in editing a Patch. The one you choose will
depend on the kind of editing job you're doing. And if you need to, you can switch between
these screens as you work.

Tone Edit Screen
This screen displays several of the parameters for a single Tone. Select the parameter you
want to edit with the Function buttons.

The current editing Tones

[ patch TuF a TUF_General o T
rFilter Mode PCutoFF Key Follow +40
»Cutoff Freq FTUF Env Derth +31
»Resonance {TUF _Eny Control>

rUelocity Sens +1
*Time Uelocxts Sens +IB
rTime Key Follow , (@,
JuneTUH | JurelFOl Faletiel
parameters values

Edit Palette Screen
This screen displays the value of the same parameter for the four different Tones in a Patch.
You can enter this screen from Tone Editing by pressing the [F6] Palette button.

' I
Patch-TUF O Tone PaletteD
ToneRA] ToneB ToneC ToneD
_anl 11ter Mode LPF LPF LPF LPF
[Cutoff Fre« 59 9 108]
"™ Resonance | . 8 %) a 8,
—— TUF WEE [Toner
\ J

parameters values

Tone Switch Buttons
TONE SWITCH
A B c D
== =ag=1
Y /\W—/
These Tones are ON. This Tone is OFF.

The four Tones in a Patch can be turned ON and OFF using the four [TONE
SWITCH] buttons.

When creating a new Patch, this parameter determines what Tones will be used. And you can
use this during Tone editing to check on the sound of an individual Tone in the Patch.

Each press of the button switches the Tone ON and OFF, and this works in Play mode as well
as Edit mode. The Tone is ON when the indicator is on.
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[4] Basic Operations in Patch Mode

Tone Select Buttons

TONE SELECT
A B C D

L0 =0=m =41

Press one of the [TONE SELECT] buttons to select the Tone you want to edit (the
[TONE SELECT] buttons function only during editing).

In the Tone Edit screen, you press the button for the Tone you want to edit (its indicator will
light) and switch to the editing screen for that Tone. The selected Tone is shown in the upper
right hand corner of the screen.

TONE SELECT — —— TONE SELECT
A B C D A B C D

L— 00 =07 — [Z0="0=T=1

b

Press TONE SELECT [C]. You'll select Tone C.

You can edit multiple Tones at once. To select more than one Tone, press and hold a [TONE
SWITCH] button and then press other [TONE SWITCH] buttons. Parameters displayed are
the ones of the first Tone selected. “ * ” is displayed for the remaining Tones indicating that
they have also been selected and edited.

For example, press TONE SELECT [C] while holding TONE SELECT [B], if you want to
edit Tone B and C at the same time.

TONE SELECT — —— TONE SELECT
A B C A B C D

D
I =0 =0 =] — [0 =073

U

Press TONE SELECT [C] while holding TONE SELECT [B]. You'll select Tone B and C together.

The display shows “ — B * — " in the upper right hand corner, and Tone B’s parameters are
displayed. If you increase (or decrease) a Tone B parameter value, the corresponding Tone C
parameter will change by an equal amount. This allows you to maintain the existing balance
between the two Tones.

( )

Patch-TUF Q2 TUF General @ [Tone —B+-|
rFilter Mode P Cutoff Kew Follow +48
»Cutoff Frev rTUF Env Depth +31
»Resonance {TUF _Eny Control>

rUelocity Sens +15

»Time Uelocity Sens +10
rTime Kew Follow %]

General BN (TuneTURl QumelFOl [Faletfel

\

You can use the [TONE SELECT] buttons works the same way as in the Palette screen. You
can see that the selected Tones are highlighted.

’ ~
Patch-TUF A Tone Paletten
. ToneA ToneC ToneD

. ilter Mode LPF LPF LPF LPF

{Cutoff Frea 59 160]
~—

Resonance B8 B 8 5}
L ——— | TUF
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[4] Basic Operations in Patch Mode

Tone Edit — Basic Operation

1. Pressing [F1]—[F6] in the Patch Play screen takes you to the corresponding

2.

3.

Base — 20

parameter block.
Pressing the button displays the menu of functions for the block you select.

rPatc,h [usail aPlayn Rx-Ch & 1
Oct.
I-11 Piano Fortes —
-~
F1 F2 F3 F4 F5 F6

Select the menu item you want with [F1]—[F8].

—

(Egtch/TUR 2 TUA General O Tone —B#-
<TUR_Eny Control>

rLevel rUelocity Sens +15

»Pan PTime Uelocity Sens +17

*Pan Kew Follow 5] »Time Key Follow +5

General Jume WGl [Jume[FOl [Faletiel

Select the Tone you want to edit using the [TONE SELECT] buttons when you
pressed one of [F2] — [F5] at step 1.
Remember, you can select more than one Tone here.

Use the CURSOR buttons [ A ], [ W ], [ €] and [ » ] to move the cursor to the
parameter you want to set.

Set the value with the [VALUE] knob or the [INC)/[DEC] buttons. When more than one
Tone is selected, if you change one parameter value, the corresponding parameter
values for the other Tone(s) will also be changed to maintain the relative balance.
You can change the values drastically if you rotate the [VALUE] knob while pressing
it.

When more than one Tone is selected, you can see it in the upper right hand corner
of the display.

For an example, if Tones A, B and D are selected, and the current Tone is A, you will
see “A x — x .” Pressing the [VALUE] knob, in this case, sets Tones B and D's values
to that of Tone A,



[4] Basic Operations

in Patch Mode

6. Repeat steps 1—5 until you get the Patch edited the way you want it. Save the
results in internal memory or on a DATA Card with the Write operation (= P. Util — 3).

* When you return the play screen without using the Write procedure, the
Bank/Number display will be highlighted. This means that the Patch has been

edited.
rl'-"a't,c,l') [LUBA] ] QPlayn Rx-Ch = 1
. Oct.
(&) Piano Fortes =

LFOECTL

7. When you want to return to the Play screen, press [EXIT].

* Some of the Effects menus are especially detailed (i.e., press [F6] (Effects) from
the Play screen, then select the [F5] (Group A) or [F6] (Group B) menus). In that
case, you'll have to press the [EXIT] button twice to return to the Play screen.

p
PatchsEffects QEffects Balancen

DrasFX A
nimumnn

rDrysFX R ¢ FXK B
55 & 45

GIrOuUF B
oL i_m

F CTRLE  ——— N ——— |

FX B
Hunmm

GtouF H

Grour B

Balance

~

Undo Function

Pressing [UNDO] nullifies the editing result of the selected parameter. Pressing the button

again recalls the edited value (“REDO" function).

Jump Function

[F4] and [FS] are assigned as ‘jump’ buttons in the WG or TVF or TVA or LFO&CTL

menus.

[F4] switches the display as follows: the WG — TVF — TVA screen in order. [F5]
alternates the display as follows: WG <= LFO&CTL or TVF «<— LFO&CTL or TVA «—

LFO&CTL.

These functions are very convenient in Tone editing.
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[4] Basic Operations in Patch Mode

Edit Palette — Basic Operation

1. You can get into the Palette screen to edit a certain parameter block whenever the
word “Palette” is displayed above [F6] during Tone Editing.
Move the cursor to the parameter you want to edit.

(Patch/TUF a TUF General G Tone —B#k-—
rFilter Mode *Cutoff Kew Follow +25
}Cutoff Frew »TUF Env Derth +33
* Resohance {TUF Eny Control>

rlUelocity Sens +29
*Time Uelocity Sens +5
PTime Key Follow %)
General S JuneTUR [onelFOl Faletisl
)

2. Press [F6] (Palette).

This takes you to the Palette screen for the parameter indicated by the cursor.

rEgj,c,h/TUF Q@ Tone Paletten B
ToneA ToneC Tonel
“_filter Mode LPF LFF LPF LPF
[Cutoff Fres 100 66]
."hesonance 8 8 28 11
[ ——— TUF WVAHN [TonsFk ]

F1 F2

F3 Fa Fs
7 O g D g O g 01

F6

3. Select the Tone you want to edit using the [TONE SELECT] buttons.

Remember, you can select more than one Tone here. The ones you select have their values
highlighted in the screen.
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[4] Basic Operations in Patch Mode

4.

5.

6.

Set the value with the [VALUE] knob or the [INC}/[DEC] buttons. When more than one
Tone is selected, if you change one parameter value, the corresponding parameter
values for the other Tone(s) will also be changed to maintain the relative balance.
You can change the values drastically if you rotate the [VALUE] knob while pressing
it.

If you press the [VALUE] knob once, you can set all Tone parameter values to the
one marked “[]".

Ex.) When Tone A, B, C and D are selected.

Dt of+© Fraes £ = i £

Push it once, ....

ol ol 1 il

... each value increases by 1

Press CURSOR [ A ] [ ¥ ] to step through the parameters in the order they are
displayed in the Tone Edit screen. To return to that screen, press [F6].

Repeat steps 1—5 until you get the Patch the way you want it. Save the results in
internal memory or on a DATA Card with the Write operation (= P. Util — 3).

If you press [EXIT] while in the Palette screen, you will be returned to the Play
screen.

* When you return to the Play screen without using the Write procedure, the
Bank/Number display will be highlighted. This means that the Patch has been
edited.

Patch [UBB1] QPlavQ Rx-Ch : 1

(EED Piano Fortes =

Cormmon

LFOZCTL MEffects

* The Undo function can also be used in the Palette screen.
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[5]Basic Operations in Rhythm
Set Mode

Selecting a Rhythm Set

The Rhythm Sets in the JD - 990 are organized into 4 groups: INTERNAL, CARD, PRESET
A and PRESET B. There is one Rhythm Set in each group for a total of 4 sets from which to
choose (assuming that you have a DATA card inserted into the DATA CARD slot).

INT (INTERNAL)
This is where you'll store the sounds which you create.

CARD This is where you'll call up Rhythm Set stored on DATA cards.
PRESET A/B These are ROM (Read Only Memory) Rhythm Sets that cannot be erased or

overwritten.

The Rhythm Sets stored in the module can be selected using the following procedure.
1. Press [RHYTHM] to select the Rhythm Set mode.

2. Press the [INT},[CARD),[PRESET A] or [PRESET B] button for whichever Rhythm Set

you require.
This shows Program number MIDI Receive channel
the current mode. of the current Rhythm Set in Rhythm Set mode

”Rh‘sthﬂ[ 0811 QPlavaQ IRX"Ch : IT
| et —— y e B T —]

INT Power Drums

ComMmon

y

Group Rhythm Set name

You can move through Rhythm Sets by rotating the [VALUE] knob. Or, if you wish to
step through them one at a time, press the [INC] or [DEC] button.
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[5] Basic Operations in Rhythm Set Mode

Rhythm Set Editing

A Rhythm Set uses only Tone A, so you would edit it in the Tone Edit screen (i.e., there is no
Edit Palette for Rhythm Set sounds).

Selecting the Note You Want to Edit

You select the particular Rhythm Set percussion sound (note) that you want to edit by playing

the corresponding key on a connected MIDI keyboard. The selected Note Number will be

displayed in the screen. If you have no MIDI keyboard connected, you can select a Tone using
the [TONE SELECT] buttons.

C_dee I

o oo oo
0 oooo oo ooonaooo

LR

/

Y
You can select a Rhythm Tone by pressing the
6 key to which it is assigned.

TONE SELECT

A B

C D

-0 = D0=0 =1

[ TONE SELECT A]

[ TONE_SELECT B]

| TONE SELECT C]

L TONE SELECT D]

Each press of this button takes you to the note one octave
down from where you are.

Each press of this button takes you to the next note a semi -
tone down from where you are.

Each press of this button takes you to the next note a semi -
tone up from where you are,

Each press of this button takes you to the next note one
octave up from where you are.

* Itis convenient that the [TONE SELECT] buttons are used to confirm the setting of
each note (Rhythm Tone) or to sound with the Preview function (= P. Sys — 12).
* The [TONE SELECT] buttons don't light in the Rhythm Set mode.
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[5] Basic Operations in Rhythm Set Mode

[Editing procedure]

Base — 26

1.

The procedure for Rhythm Set editing is the same as for Patch editing.

Press [F1]—[F6] in the Rhythm Set Play screen to go to the corresponding parameter
block.

The current editing note number

(Rhsthmxkey WG u Wave [C2 [Kick 1 7]
rave Source <Tone Delaw>
»Haveform . rMode MORMAL
[Solid Kick rTime Bms
PFXM Color 1
»FXM Derth OFF
Wave B [TureTUF] uneCT]

Select the menu item you want with [F1]—[F6].
Select the Note which you want to edit by pressing the key on the keyboard or using

TONE SELECT buttons [A]—[D] when you pressed one of [F2] — [F5] at step 1.
(zr P. Base — 25)

Use the CURSOR buttons [A ], [V ], [ €] and [ B ] to move the cursor to the
parameter you want to set.

Set the value with the [VALUE] knob or [INC)/[DEC] buttons. You can step through
the values even faster by pushing in the [VALUE] knob as you turn it.

Repeat steps 1—5 until you get the Rhythm Set the way you want it. Save the results
in internal memory or on a DATA Card with the Write operation (== P. Util — 3).

When you want to return to the Play screen, press [EXIT).

* When you return to the Play screen without using the Write procedure, the Bank
display will be highlighted. This means that the Rhythm Set has been edited.

(Rhuthm [LUBB1 ] QPlavyaQ Rx—~Ch @ T
Power Drums

—




[5] Basic Operations in Rhythm Set Mode

Undo Function Pressing [UNDOY] nullifies the editing result of the selected parameter. Pressing the button
again recalls the edited value (“REDO” function).

Jump Function |F5] and [F6] are assigned as ‘jump’ buttons in the Key WG or Key TVF or Key TVA or
KeyCTRL menus.
[F5] switches the display as follows: the Key WG — Key TVF — Key TVA. [F6] alternates
the display as follows: Key WG «<— KeyCTRL or Key TVF «— KeyCTRL or Key TVA «<—
KeyCTRL.
These functions are very convenient in Tone editing.
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[6 ] Basic Operations in
Performance Mode

Selecting a Performance

The Performances in the JD - 990 are organized into 4 groups: INTERNAL, CARD, PRESET
A and PRESET B. There are 16 Performances in each group for a total of 64 from which to
choose (assuming that you have a DATA card inserted into the DATA CARD slot).

INT (INTERNAL)
This is where you'll store the sounds which you create.

CARD This is where you'll call up Performances stored on DATA cards.

PRESET A,/B These are ROM (Read Only Memory) Performances that cannot be erased or
overwritten.

The Performances stored in the module can be selected using the following procedure.
1. press [PERFORM] to select the Performance mode.

2. press the [INT], [CARD], [PRESET A] or [PRESET B] button for whichever
Performance group you require.

3. You can move through Performances by rotating the [VALUE] knob. Or, if you wish to
step through them one at a time, press the [INC] or [DEC] button.
This shows Program number MIDI channel to

the current mode. olf the current Performance change the Performances
| |

r‘F'e:"f‘n:u"rvu.smc,el QUBB]gJ [¢] Pl«_a;.-; Q CTRL-Ch :16 I\
I-01 Crystal Dream

MIDI

T T
Group  Number Performance name
You can select Performances in the following order: 101 =102 =103 — ... = 116(— C01 — ...

—Cl16)—> A0l - ...~ Al6—B01 - ... > Bl6.
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[6] Basic Operations in Performance Mode

Pressing the [VALUE] knob opens up the “View Window" that lets you see eight
Performances at a time. Pressing the [VALUE] knob will change eight Performances
in order.

View Window
(Per‘f‘or*mgnce [Ueail QPlavn / CTRL-Ch :16
4
a1 W 85 Heavy Rock

I_o-l B2 Brass Section 86 Sun Strings

@3 Bass & Piano 87 Country Set

84 lWash Comp 08 Juriter Rain
MIDI

J

You can also change the Performance using either the [VALUE] knob and [INC][DEC]
buttons or the CURSOR[ A ], [ V], [ €] and [P ] buttons while the window is open.

Press [EXIT] to close the View Window.
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[6] Basic Operations in Performance Mode

Performance Editing

There are two screens for editing Performances. Use whichever is most convenient for a

particular editing job. You can switch from one screen to the other as needed.

Part Edit Screen
This screen displays the parameter blocks of a single Part. Select the parameter you want to

edit with the Function buttons.

The current editing Part

-

PerformancesPart QPart Generald IPgrt, 1]
. Tone -BC-
*Patch Select I11 <Uedl> [Piano Fortes 1
»Part Level @ *Pitch Coarse &
rPart Pan *Pitch Fine 5]
*Uoice Reserve 5}

Part MIDI Quit &F 3 [Faletiel

Edit Palette Screen

This screen displays the value of the same parameter for the eight different Parts in a

Performance. You can enter this screen from Part Editing by pressing [F6] (Palette).

g 3

Performance~Part @ Part Paletted [Piano Fortes ]
1 2 3 4 5 & 7 8

_aFatch Select I11 IS4 I33 I18 127 125 I75 INT
[Part Level IR 88 70 85 93 58 S0 80|
“Part Pan 3R L7 L12 38R 38R L24 L24 B
Part MIDI [Farti]
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[6] Basic Operations in Performance Mode

The PART SELECT Buttons

The [PART SELECT] buttons are MIDI Receive switches that control whether a Part will be
able to receive and play MIDI messages in the Play mode. When on (the indicator is lit), the
JD - 990 receives and responds to MIDI note messages, Program change messages, etc. When
off (indicator is dark), that Part will not receive MIDI messages.

On: Can receive MIDI messages

VAN
. 1 i 2 » 3 L ) /Off: Cannot receive MIDI messages

LN

P 0=T=0Y7
5 6 7 8
PART SELECT

[PART SELECT] buttons blink when receiving MIDI messages.

This is used to select the Part you want to edit in Edit mode. The indicator lights will switch
automatically when you enter the Edit screen. Press the button for the Part you want to edit (to
turn on the indicator light) and switch to the editing screen for that Part. Unlike the situation in
Patch editing, however, you can only change parameter values for one Part at a time. (One of
the buttons will always be on.)

LL__] m T (]) | S— )
1 2 a 4 Pressing PART SELECT [3]
IO )
5 6 7 )
PART SELECT

will switch to Part 3.

L _ O I =0=7
1 2 3 4

L =0 =0 —70
5 3 7 8

PART SELECT
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[6] Basic Operations in Performance Mode

[Part Edit]

1. Press [F1] — [F5] from the Performance screen to go to the corresponding parameter
block.

( 2

Performance [UBG1] aPlagn CTRL-Ch :16

I-01 Crystal Dream

MIDI

J

% For more about [F6] (Info), see page App. — 3.

2. Use the CURSOR buttons [A ], [¥ ], [ 4] and [ B> ] to move the cursor to the
parameter you want to set.

3. Select the Part which you want to edit using [PART SELECT] when you pressed one
of [F2] — [F4] at step 1.

4. Set the value with the [VALUE] knob or the [INC)/[DEC] buttons. You can step
through the values even faster by pushing in the [VALUE] knob as you turn it.

5. Repeat steps 1—4 until you get the Performance settings to your liking. Save the
results in internal memory or on a DATA Card with the Write operation (== P. Util — 3).

6. When you want to return to the Play screen, press [EXIT].

* When you return to the play screen without using the Write procedure, the Number
display will be highlighted. This means that the Part has been edited.

—\

( Performance [UBA1] aPlavn CTRL-Ch :16

E&J) Crystal Dream

MIDI

Cormon

J
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[6] Basic Operations in Performance Mode

[Edit Palette]

1.

You can get into the Palette screen to edit a certain parameter block whenever the
word “Palette” is displayed above [F6] during Part Editing. The cursor should be on
the parameter you want to edit in the Palette screen.

Press [F6] (Palette). This takes you to the Palette screen for the parameter indicated
by the cursor.

The Patch selected in the current Part

l

Performance/Part

ol atch Select

1 2 3 4 S 6 7 8
I11 I54 I33 118 127 125 I?S5 INT

o Part Palette o fPiano Fort,esl ]

[Part Level 88 79 85 93 S@ S8 g9
“Part Pan 3R L7 L12 30R 30R L24 L24 @
Common Fart [Farti]

J

4 F5

F1 F2 F3 F
¢ b ¢ L0 [0 @1

F6

Select the Part you want to edit using the [PART SELECT] buttons.

Set the value with the [VALUE] knob or [INC}/[DEC].

You can step through the values even faster by pushing in the [VALUE] knob as you
turn it.

Press CURSOR [ A ] [ ¥ ] to step through the parameters in the order they are
displayed in the Part Edit screen. To return to that screen, press [Fs6].
If you press [EXIT] at this point, you will be returned to the Play screen.

Repeat steps 1—5 until the Performance sounds the way you want it to. Save the
results in internal memory or on a DATA Card with the Write operation (= P Util — 3).

Undo Function

Pressing [UNDO] nullifies the editing result of the selected parameter. Pressing the button
again recalls the edited value (“REDO” function).
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[7]System Setup

System Setup contains the parameters that are common to all three modes; Performance, Patch, and Rhythm Set. This

includes things such as overall tuning, LCD contrast, MIDI message settings, etc.

The System Setup includes the primary settings for a number of parameters. That is, System Setup takes priority.

When it says a certain parameter is turned off, it’s off, no matter what the more detailed Patch settings might indicate.

How to Make

Base — 34

1.

Settings

Press [SYSTEM SETUP] from Performance, Patch, or Rhythm Set Play mode to
select the System Setup menu.

SYSTEM
SETUP

Press any one of [F1] — [F6] to indicate which parameter block to go to.

Sustem Setur QTune & Displavy

»Master Tune [ tBcent]

»LCD Contrast 4
*Character Stule TYPE1L

Tune MIDI

F [MID] J

Use the CURSOR buttons [A] [V ][] [P ] to move the cursor to the parameter you
want to set.

Set the value with the [VALUE] knob or [INC)/[DEC] . You can step through the
values even faster by pushing in the [VALUE] knob as you turn it.

When you're finished making settings, press [EXIT].
You’ll be returned to the Play screen for whatever mode you're in.

* System Setup settings are immediately stored in memory and remain in effect even
after you turn off the JD - 990. There is no need to save these settings with the
Write operation.



[8 ] Windows

A “Window” is a little screen in the display that pops up temporarily over top of another. The operation of displaying
this Window is called “opening” it, and when you're done you “close” the Window.

[EFFECTS ON/OFF] and [UTILITY] open Windows on the JD - 990; [EXIT] closes
them.

[EFFECTS ON,OFF]

In this Window, you can set which of the JD - 990’s effects are ON and which are OFF.
EFFECTS

ON/OFF )
Patch [UA - :
R N D Effects Master Switcha b L
& Grour A Chorus| |Delay Reverb Oct..
I-1 =
_ G-FH SH
_ammor

[UTILITY] The various data functions for all three modes, like saving to internal memory, Card, or bulk
dumps, are handled here.
uTILITY
D I ( Pa )

QUtilituwa

SR T
H {nl g~ ] :
[F31 : Initialize  [FZ] : Protemi™

* For further information, see Parameter Reference “Effects ON/OFF” (rP.FX = 1),
“Utility” (= P, Util — 1),
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[9] About MIDI

A sound module is just like a keyboard synthesizer, but without the keyboard; it’s the sound-producing “engine” inside

the synth. It is the module that receives MIDI signals from external devices and actually plays the sounds.
First we’ll give you a little background information about MIDI and MIDI messages, and how they relate to the
JD - 990.

What is MIDI?

MIDI (pronounced middy) stands for Musical Instrument Digital Interface. MIDI is a world -
wide standard that allows musical instruments and computers to exchange musical data.
MIDI does not transmit the sound of an instrument, but rather ‘messages’ in digital form that

tell the receiving instrument to “do something”. These are known as MIDI messages.

MIDI Connections

MIDI data exchange is done via three connectors: IN, OUT, and THRU. Special MIDI cables
must be used to make the connections.

THRU

Receives MIDI data from other devices.

Sends MIDI data to other devices.

An exact copy of the MIDI data arriving at the MIDI IN port is sent from this
D port.
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[9] About MIDI

Playing the JD-990 from a Keyboard or Sequencer

If you want to “layer” sounds from the JD - 990 with sounds from another synth, you’ll need
to “slave” it to that synth so that they both play exactly in sync. Control the JD - 990 from an

external synth or sequencer by hooking it up as shown below.

MIDI
ouT
E—— MIDI
= IN
[=] [=]
T g (] =Y
o um
E o ° Goacoooa UB% com 0 o
MIDI keyboard or MIDI sequencer JD-990

Controlling More Than Two MIDI Devices At Once

The MIDI THRU connector is used to “daisy chain” several MIDI devices together so that
they all receive the same MIDI data stream, as shown below.

MIDI
ouT MIDI MIDI
e IN THRU
[} [=]
(-] 0 o -
—— a_ o oo
[:l I o ° nnnuunnnngnm D (=]
1 JD-990
ooooo o oD
ooooo oo 0oo
oo ooo
COooo oo ooo
[= R =] [ I o R e | MIDI
N MIDI
4? THRU
=) R =3
sequencer lo col—g 2x==107]
MIDI
IN

° [ — R
s 0o[C—T === 02

However, four or five devices connected this way is about the limit. Time delays and signal
degradation increase the more devices you have connected, causing “glitches” and incorrectly
transmitted data. If you must connect three or more MIDI instruments together, consider
buying some kind of MIDI THRU box or patch bay, such as the Roland A - 880.
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[9] About

MIDI

MIDI Channels

MIDI uses “MIDI Channel” in the exchange of data.

A variety of performance data can be exchanged only if the channels of the transmitter and the
receiver match.

For example, the performance data transmitted on channel 1 can sound only if the receiving
device (or Part) is also set to channel 1.

In addition, if you use a sequencer, each connected MIDI device will play its own part by
recording performance data on different MIDI channels.

Transmitter Receiver
MIDI ou'rl Performance data MIDI IN

Channel 1 = — —

Channel 2 ° nonclm ﬁm
uugf Sequencer gn::g:: ?O o 9 Soooooon Y8 oxn O o
e ®§% {Performance Mode)
BE ER

Part 1 : Channel 1

Base — 38

Part 2 : Channel 2

Part 3 : Channel 3

Part 8 : Channel 10
Each Part will be played by a different
channel of data.



[9] About MIDI

MIDI messages used by the JD-990

Each aspect of a keyboard synth performance has a special type of MIDI message to describe
it. The JD - 990 can handle the following kinds of MIDI messages.
Channel Voice Messages : ——— Note

— Aftertouch
—— Pitch Bend

— Program Change

Control Change

Channel Mode Messages : —T1— Reset All Controllers
-—— All Notes Off

System Exclusive Messages

Note Messages
A Note message contains four bits of information about the note itself, as it was played on the
keyboard:

Which key (Note Number),

How hard (Velocity);

Exactly when was it pressed (Note On); and
Exactly when was it released (Note Off).

Note Numbers (0—127) indicate the position of a key, with Middle C (C4) being number 60.
The JD - 990 will respond to and play Note messages from an external device.

———I Note numbers and Note names IL

A N EREE O

Note Name C- 1= C1 c4 c8—=» G9
Note Number 0 24 - 60 =» 108 127
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[9] About MIDI

Aftertouch Messages

Aftertouch messages contain information about how hard you press on a key after it has been
played. This finger pressure can control different synth parameters, letting you add additional
expressiveness to a performance.

There are two kinds of aftertouch: channel aftertouch and polyphonic aftertouch.

Channel aftertouch means the aftertouch effect is applied to all the notes on that MIDI channel
when you vary the pressure on a certain key. In polyphonic aftertouch though, only the key

(note) on which you change the pressure is affected.

Pitch Bend Messages

Manipulations of the pitch bend lever (or wheel) are converted into MIDI messages and
transmitted. Pitch benders continuously and smoothly change the pitch of a note over a wide
range. The JD - 990 will receive and respond to pitch bend messages .

Program Change Messages

Base — 40

These messages transmit information about switching Patches and Tones. Whenever a Patch
or Performance number is sent to the JD - 990 in the form of a Program Change message, it

switches to that numbered Patch or Performance.

In order to access all 256 Tones from an external device, the JD - 990 first looks for a Bank
Select message (Control Change #0) to signal whether the following Group number refers to
the first 128 Tones or the last 128 Tones in memory.

JD - 990 Program Numbers and MIDI Program Numbers

Internal (INT) [Control Change #0 = 80]
PRESET A [Control Change #0 = 81]

Number
Bank

N
w
H
o
o))
~
(eg}

17 18 19 20 21 22 23 24
25 26 27 28 29 30 31 32
33 34 35 36 37 38 39 40
41 42 43 44 45 46 47 48
49 50 51 52 53 54 55 56
57 58 59 60 61 62 63 64

IN|OA W N




[9] About MIDI

CARD [Control Change #0 = 80]
PRESET B  [Control Change #0 = 81]
Number
Bank 1 2 3 4 5 6 7 8

1 65 66 67 68 69 70 7 72
2 73 74 75 76 77 78 79 80
3 81 82 83 84 85 86 88 88
4 89 90 g1 92 93 94 95 96
5 g7 98 99 100 | 101 102 | 103 | 104
6 105 | 106 | 107 | 108 | 109 | 110 | 111 12
7 113 | 114 | 115 | 116 | 117 | 118 | 119 | 120
8 121 122 | 123 | 124 | 125 | 126 | 127 | 128

Internal/Card [Control Change #0 = 80}
[Control Change #0 = 81]

Preset A/B

Performance Number

Program Change Number

I01—16 1—16
CO1—16 65—80
AO1—16 1—16
BO1—16 65—80

Rhythm Set

Internal/Card [Control Change #0 = 80]

Preset A/B [Control Change #0 = 81}
Rhythm Set Program Change Number
INT 1
CARD 65
PRESET A 1
PRESET B 65
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[9] About MIDI

Control Change Messages
These messages transmit data about “controllers”: modulation wheels, hold pedals, or external
controllers of vibrato, hold, volume, pan, and other things that can add more expressiveness to

your playing. Each kind of controller is identified by a number, as described below.

There are certain parameter settings that control how the JD - 990 receives and responds to
Control Change messages.

Bank Select (Control Change # 0)
These messages transmit information about switching Banks. On the JD - 990, a value of 80 or
81 switches you between the User Memory and Preset banks of Patches. A Program Change
message follows the Bank Select message to specify which Performance, Patch, or Rhythm

Set to switch to.

Modulation (Control Change # 1)
These messages transmit information about tremolo and wah - wah effects. The JD - 990 can

also be set to provide other kinds of effects that are controllable with Modulation messages.

Breath (Control Change # 2)
These messages transmit information about tremolo and wah - wah effects using the external
breath controller. The JD - 990 can also be set to provide other kinds of effects that are

controllable with Breath messages.

Foot (Control Change # 4)
These messages transmit information about tremolo and wah - wah effects using the external
foot controller. The JD -990 can also be set to provide other kinds of effects that are

controllable with Foot messages.

Portamento Time (Control Change # 5)
These messages control the time it takes from the start of a Portamento (Control Change #6S)
change to when it reaches the next pitch.

Volume (Control Change # 7)
These messages control changes in output volume.

Pan (Control Change # 10)

These messages control the position of the sound in the stereo field.

Expression (Control Change # 11)
These messages also control changes in the output volume. The JD - 990 can also be set to
provide other kinds of effects that are controllable with Expression messages.

Hold 1 (Control Change # 64)
These messages sustain the sound from the time the ON (value from 64 to 127) is received,
until an OFF (value from O to 63) is received.
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[9] About MIDI

Portamento (Control Change # 65)

When an ON (value from 64 to 127) is received, the current note will glide smoothly in pitch
up to the next note played.

Effect 1 (Control Change # 91)

These messages control changes in effect level.

RPN (Control Change # 100, # 101)

These messages contain information on Bend Range, Master Fine Tuning and Master Coarse

Tuning. The range of this variation is set by data entry.

Data Entry (Control Change # 6, # 38)

The value for the parameter specified by the RPN message.

% For more details about the actual data, refer to the MIDI Implementation.

Reset All Controllers

All

Notes Off

This message forces all controller and control change messages from their current values to
some reset value. It may happen that song data calls for changes to some of these values
during the course of a song. The Reset All Controllers message will erase ‘leftover’ data of
this kind and gives you a “clean slate” when you jump from the middle of a song back to the
beginning.

This message sends out a command to tumn all sounding notes off. If, however, Hold 1 is

turned ON, the notes will continue to sound until a Hold 1 OFF is received.

System Exclusive Message

System Exclusive (SysEx) messages are designed to allow compatible machines made by the
same manufacturer to exchange proprietary Patch data or other nifty features. You see, if all
you could ever do with the MIDI standard is exchange the same data as everyone else, there
would be no way for manufacturers to implement their own distinctive and innovative
features. So each manufacturer now has its own fixed format for SysEx messages to exchange
things like Patch data, etc.
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The JD - 990 can also receive and recognize some of the Exclusive messages for the JD - 800.
Tone parameter data of Patches and Special Setup, Temporary Patch dump data and
Temporary Special Setup dump data can be received. Furthermore, you can also edit the JD -
990 data using the Exclusive messages for the JD - 800.

* There's more information about this in the section called “MIDI Implementation” on
page App. — 44.

MIDI Implementation Chart
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MIDI has made it possible for a wide variety of devices to exchange information, but it is not
always true that all types of MIDI messages can be exchanged between all types of devices.
The important thing to keep in mind when using MIDI is that the slave device must be able to
‘understand’ what the master is ‘saying.’ In other words, the MIDI messages must be common
to both master and slave.

To help you quickly determine what types of MIDI messages can be exchanged between
master and slave, the Operation Manual of each MIDI device includes a MIDI Implementation
chart.

. Fold
MIDI Device A MIDI Device B

Function Transmitted | Recosnized Remais

Specific MIDI message can be exchanged only if there is an “ () ” in both the Transmission

column of the master and the Reception column of the slave device.
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Patch Mode Screens

In this section, we’ll talk about the Play and Edit screens and what they do.

Play Screen

Program number MIDI Receive channel
of the current Patch in Patch mode
I
[ patch _rboei) aPlava [Rx-Ch : 1]
Oct.
- -&. 4
I-11 Piano Fortes e
| | —E— LFUECTL
| /l \\ |

Group  Bank Number Patch name menus for editing
Octave up/down switch

Edit Screen

The current menu is TVF. The current editing Tones
|
( PatchjUF! u TUF_General o
PFilt Mode »Cutoff Kew Follow +25
»Cutorf Frew Eé » TUF_Enu Derth v58
»Resonance I\ <TUF Eny Control>
rUelocity Sens +29

PTime Uelocitd Sens +5
*lime Kew Follow | ,__@_1

JunpTUR | QumelFT [Faletiel

General [EUZERD

J

cursor parameters values

A Patch Edit can be roughly divided into six blocks:

Common The parameters here specify general things about the Patch that are not covered in
the parameters for each individual Tone.

WG Short for Wave Generator. This is where you select the basic Waveform for a Tone
and control its pitch.

TVF Short for Time Variant Filter, a filter whose characteristics can be changed
dynamically to change the color and texture (timbre) of the Tone.

TVA Short for Time Variant Amplifier, an amplifier with dynamically variable output volume
that can be set for each Tone.

LFO and CTL The first is short for Low Frequency Oscillator, which applies modulation to the Tone
to simulate vibrato, wah, or tremolo effects. The second stands for Control, which
specifies how MIDI messages from the MIDI IN jack are to be handled.

Effects Specifies the effects that will be applied to a Patch. There are a total of seven built - in

effects, divided into those that affect and process the direct sound (Group A), and
those that create an effect sound which is later mixed with the direct sound (Group B).
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Patch Mode Screens

LCommon J——

—{ General }—

—Patch Name
—Patch Level
—Patch Pan
—Analog Feel
—Voice Priority
—Bend Range Down
—Bend. Range Up
—Tone Ctrl Src 1
“—Tone Ctrl Src 2

—Portamento Switch
—Portamento Mode
—Portamento Type
—Portamento Time
—Solo Switch
—Solo Legato

—Solo Sync Master

Tone Structure A & B
Tone Structure C&D

Key Range Low (A/B,/C,D)

Key Range High (AB,C/D)

—Velocity Range (AB,”C./D)
—Velocity Point (A/B,/C/D)
—Velocity Fade (A/B,/C,/D)

—Low Freq
—Low Gain
——Mid Freq
—Mid Q

—Mid Gain
——High Freq

—High Gain

—-Octave Up,Down x*

* Octave Up/Down can be set in the Play Screen. Values are -1, 0, +1 and can be
stored by performing the Write operation. For more information, see page

Base — 17.
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Patch Mode Screens

——-—Wave Source

—Waveform

—FXM Color
——FXM Depth
—Sync Slave Switch
——Tone Delay Mode
“—Tone Delay Time

—Pitch Coarse

—Pitch Fine

—Pitch Random
—Pitch Key Follow
—Pitch Env Depth
—Bender Switch
(Pitch Env Control)
—Velocity Sens

:

—Time Velocity Sens
—Time Key Follow

o }—Tine |
—Time 2
—Time 3
—Level O
—Level 1

—Sustain Level
—Level 3
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Patch Mode Screens

TVF

TVA

—Cutoff Freq
—Resonance
F—Cutoff Key Follow
——TVF Env Depth
(TVF Env Control)
—Velocity Sens
—Time Velocity Sens
—Time Key Follow

v J—Time 1
—Time 2
—Time 3
—Time 4
—Level 1
—Level 2

——Sustain Level

—Level 4

G Lo

—Pan

—Pan Key Follow
(TVA Env Control)
—Velocity Sens
—Time Velocity Sens
—Time Key Follow
-——Bias Direction
——Bias Point

—Bias Level

o J—Time

—Time

—Time
—Time

- M N =

—Level
—Level 2

—Sustain Level
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Patch Mode Screens

Ptch — 6

l LFO & CTL ]———1 General }—[Velocity Curve

Hold Control SW
—Waveform
—Rate
—Delay
——Fade
—Offset
—Key Trig
—Pitch Depth
—TVF Depth
—TVA Depth

— Waveform

—Rate

—Delay

—Fade

—Offset

—Key Trig

—Pitch Depth

—TVF Depth

—TVA Depth

r—Sourcel : Destination (4)
—Sourcel : Depth (4)
——Source?2 : Destination (4)
~—Source?2 : Depth (4)




Patch Mode Screens

I Effects I

—{ Balance |——Dry / FX A:FX B

FX CTRL —Ctrl1

: Source
—Ctrl1
—Ctrl1 : Depth
—Ctrl2 :
—Ctrl2 :
—Ctrl2 :

Source

Depth

: Destination

Destination

—-{ Group A l——{ A Sec;. I

Phaser

O g s wN =

Spectrum

Enhancer

!

[ Group BW—-—I B Seaq. I

— Type
——Drive
—Level
—Manual
—Rate
—Depth
—Resonance
—Mix
—Band
—Band
—Band
—Band
—Band
—Band
—Band Width
Sens

Mix

[ Crorus J—rare

——Depth
—Delay Time
—Feedback
—Level
—Mode
—Center Tap
—Center Level
——Left Tap
—Left Level
—Right Tap
——Right Level
—Feedback

R oy

—Pre Delay Time
—Early Ref Level
—HF Damp
——Time

—Level
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Common

General
This includes naming Patches, setting overall Patch volume, and bend range.
( Patch-Common @ Common _General @ R
*Patch Name [Piano Fortes ]
»Patch Level » Bend Range Down 2
»Patch Pan »Bend Range Ur 2
*Analog Feel 2 *»Tone Ctrl Srcl MoD
*Uoice Priority LAST »Tone Ctrl Src2  AFTER
Geheral
Patch Name  (Space, A—Z a—z 0—09, &#12.;;"*+ — /<=>)

This is where you can name a Patch.

Move the cursor with CURSOR[ «][ > ], and select characters with the [VALUE] knob
or [INC][DEC] buttons. When you have selected the characters you want, press
CURSOR [ »>] to move to the next character space.

Cursor

- —

PatchsCommon 0 Common General O
»Patch Name [[@iano Fortes 1
»Patch Level 88 » Bend Range Down 2
 FasTog Poel 2 ione bintitsrny Mof
*Uoice Priority LAST »Tone Ctrl Src2 AFTER
General K.Range EQ

When you name a Patch in the name window you can see all the available characters at a
glance

Press the [VALUE] knob to open the name window. Select characters with CURSOR
[A][V] [«]and [P ]. [VALUE] knob and [INC][DEC] buttons can also be used to
select characters. When you have selected the character you want, press
[F4](Next ) to move to the next character place.

Name Window

[ Patch-Common a Common General @ /

*Patch Name ([Piano Fortes 1

*Patch Level —ABCDEFGHI JKLMNORARSTUUKXYZ
*Patch Pan abcdefghiJk ImnoParstuvwxyz
:ﬂnalogpFeel it B123456789&#!17., 137 "k4—r{=)

oice Priority
Hest b
General |
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There is a menu in the lower part of the window which displays the function names of the
Function buttons.

<4 Prev : Move to the previous character space.

Next» : Move to the next character space.

Insert :Insert a space at the underline, moving all following characters back one.
Delete : Delete the character under the underline, moving all following characters up

one space.

Press [EXIT] to close the name window.



Common

PATCH]+[F1](Common) +[F1](General)

Patch Level

0—100

Sets the overall volume of a Patch. Larger numbers correspond to higher volumes.

Hint

Patch Level can be used to adjust the volume balance between Patches.

Even though the maximum value possible is 100, the loudest you should set the Patch Level
is 80 or 90. That way when the volume of a Patch is changed by something like hall reverb,
for example, you have some headroom to play with in getting the proper balance.

If you want a Patch to be louder still, there’s always the [VOLUME] knob!

Patch Pan

Analog Feel

L50 — 0 —50R

Sets the stereo position of the Patch. L50 means “hard” left, O is the center position, and S0R

is hard right. The Pan can be set independently for each Tone within a Patch.

0—100

Adds a “very subtle pitch modulation” to the basic Waveform.

Hint

The effect generated by this parameter almost falls within the realm of the ‘psychoacoustic’
meaning that the effect is felt more than it is heard. The impression you receive from using

Analog Feel is completely subjective so careful experimentation is definitely in order.
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+ (Common) + (General)

Voice Priority LAST, LOUDEST

LAST

LOUDEST

This setting controls what will happen when you try to exceed the maximum polyphony of the
unit.

: When you try to play more than 24 voices at once, the most recently played voices have

priority. The voices which have been playing the longest are cut (in sequence) and given to
the newest voices.

When you try to play more than 24 voices at once, the loudest voices have priority. The
voices are cut (in sequence) from softest to loudest, and given to the newest voices — with

the following exception. The lowest notes (in pitch) are always given priority.

Hint

Loudest voice priority works better for piano performances. This is because the LAST
setting tends to first cut off Tones that are being sustained with the Hold pedal, resulting in
a rather unnatural sound. Also, prioritizing the lowest bass note means the music will hold
together better, without the loss of presence you would feel if the bottom were suddenly to

drop out of a piece of music.

Note

In Performance mode, only voices that are over and above the Voice Reserve setting for a
Part (page Pfom — 6) can be “stolen” to play new notes. As long as there are fewer voices
sounding than the number set by Voice Reserve, none will be stolen. Otherwise, if stealing
is necessary within a Part, it will be done as per the Patch Voice Priority selected for that
Part.
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Common

+(Common) +(General)

Bend Range Down
0— 48

This parameter sets how much the pitch will drop when you push a Pitch Bend Lever to the
left (or a Pitch Bend Wheel downward). Each unit is a semi-tone, so the maximum setting of
48 means a drop of 4 octaves.

Bend Range Up
0—12

This parameter sets how much the pitch will rise when you push a Pitch Bend Lever to the
right (or a Pitch Bend Wheel upward). Each unit is a semi-tone, so the maximum setting of 12

means a rise of an octave.

h M
External Controller ( JD-990
Down Up
ety Pitch Bend messages Sets OuTPUT
Bend Range Down #
MIDI OUT MIDI IN | Bend Range Up
- BENDER |
- J N J
Hint A Bend Range Up of 2 is just about right for simulating note bends on a guitar.

Tone Ctrl Src 1 (Tone Control Source 1)

MOD, AFTER, EXP, BREATH, P.BEND, FOOT
Tone Ctrl Src 2 (Tone Control Source 2)

MOD, AFTER, EXP, BREATH, P.BEND, FOOT

You can assign up to two MIDI controllers to control the sounds on the JD - 990 by altering
WG, TVF and TVA parameters in real time. The assignment is made in the LFO & CTL
Control 1&2 screen.

MOD : Modulation messages (Control Change # 1)
AFTER : Aftertouch messages
EXP : Expression messages (Control Change #11)

BREATH : Breath messages (Control Change # 2)
P.BEND : Pitch Bend messages
FOOT : Foot messages (Control Change # 4)
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+[F1](Common) +[F2](Key FX)

Key FX

This includes Portamento and Solo effects.

-~

PatchsCommon QKed Effects
{Portamento> <Solo>
rgwitch ﬁEE »Switch
» Mode NOR »Legato OFF
r Tupe TIME »Sunc Master TOME B
»Time 11
Kew FX {, Fan ] EQ )

Portamento Switch

OFF, ON

Portamento gives you a smooth glide in pitch between the current note and the next note you
play. Portamento is turned ON and OFF in each Patch with this switch.

Portamento Time

< >
< —>

<

NG

C4 sy C5
Portamento can be turned ON in the Solo mode to give a smooth sliding effect reminiscent of

a violin playing style. Portamento can also be used in the Polyphonic mode (when playing
chordal accompaniments).

Portamento Mode

Ptch — 12

NORMAL, LEGATO

This setting controls how your playing style will affect the Portamento.

NORMAL :You will get a Portamento glide in between every note you play.

LEGATO :You will only get Portamento when you play in a legato style,
i.e,, not releasing a key until after you have played the next key.



Common

+ (Common) + (Key FX)

Portamento Type
TIME, RATE

This setting controls the type of Portamento that is used.

The TIME setting means that the time it takes to glide up to the next pitch is the same,

regardless of the interval between the notes.

The RATE setting means that the note will glide up to the next pitch at a uniform rate, so that

the Portamento will take less time for notes that are close on the keyboard, and longer when

t

Interval 4

Portamento Tim

he interval is wider.

When set to TIME

Interval

( :
Time is constant.

e

0—100

Time

When set to RATE
\

P

- Time

depends on the pitch
interval.

This parameter sets the time it takes for the pitch to change. Larger values mean longer times.
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PATCH]+[F1](Common) +[F2] (Key FX)

Solo Switch  OFF, ON
Tumns Solo ON and OFF for a given Patch. Solo means only the most recent key you press
will sound. This is useful when simulating woodwind and brass instruments (which play only
one note at a time), or for synth lead voices. ’

Note

When the Solo Switch is ON, the JD - 990 also responds to “off - velocity” and the sound
you hear will change depending on how fast you release a key after pressing it. For
example, play the C4 key and hold it, then strike the E4 key. Now, this is the Solo mode, so
when you let up off the E4 key you'll hear the C4 note again. But you can control the
velocity with which this second C4 sounds by how fast you release the E4 key! Releasing it

quickly gives you a sharp attack, or you can ease back down to the C4 by releasing the E4
key slowly.

Solo Legato

OFF, ON

This setting controls how sound will be produced when the Solo Switch is ON.
ON means when you play with a legato style, each note will be ‘connected’ to the next.

OFF means that, no matter how you play the keys, a distinct sound is produced for each note.

* Certain TVF/TVA Envelope decay settings may cause some notes not to play at all
when Solo Legato is ON.

Hint

Attack will fade, and the notes will be connected smoothly.

Legato is a playing style in which the release of one note overlaps with the attack of the
next, so that there are no breaks or gaps in the sound. This is especially effective for
simulating a violin played in a legato style.

® When Solo Legato is on ® When Solo Legato is off

> Time >Time
A A A A A A
C4 E4 C4. E4 C4 E4 C4, E4
Note on Note on Note off Note on Note on Note off

Each note has an attack.
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PATCH]+[F1](Common) +[F2](Key FX)

Solo Sync Master
OFF, TONE A/B/C/D

The JD - 990 can digitally simulate the synchro function of an analog synthesizer.
Synchro is a function which lets you create a new Waveform by forcing the initial Waveform
to return to the beginning of its cycle at some point in time.

[ When using a sine wave |

The initial wave \:/
i
]
I
1\

The standard oscillator

The synchronized wave \J \I \j \l V
|

On the JD - 990, the standard oscillator period (cycle) is locked to the frequency of some
Tone. A setting of TONE A here makes the standard oscillator period identical to the Tone A
period, as shown in the diagram. Then, whether or not it is locked to the standard oscillator

period is determined for each Tone by the WG/Wave Sync Slave Switch (=7 P. Ptch — 31).

NN (1 [] AWAW
N N L L
Tone A NIANENIANEANEN

(Masteﬁ Tone) \ N \l \ N\ \

The standard oscillator identical to the Tone A period
] | | ] ]
1 ] | I ] l
Tone B S .
] ynchronized
Sync Slave SW: ON doU U Uy __|
]

e SV ]r\ [\ Not synchronized
Sync Slave SW: OFF w T U: U
- \J

This lets you create effective, thick, attention-getting sounds for Solo Play. It also works

especially well with bass sounds.

* This only works when Solo is ON.
* It will not work if the Tone Switch for the selected Master Tone is turned OFF.
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Common

[PATCH]+[F1](Common) +[F2](Key FX)

Note

One way of using Sync is to set the pitch with the Master Tone (standard oscillator), then
modify the timbre with the Sync Tone.

For example, when you select Tone A to be the Master, it is effective to control the Pitch
Bend or the Modulation with Tone B. Using the LFO or Portamento is also effective.
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Common

+[F1](Common) +[F3](Struct)

Structure

Structure includes the parameters which determine the makeup of each Tone, in particular,
how Tones A and B, or Tones C and D are to be combined. There are six different Structures.

Selecting a different Structure can completely change the way a Patch sounds.

s —\
Patch-/Common g Structure

»Tone R & B *Tone C & D TYPE4

The current structure

Tone A & B Tone structure A & B TYPE1—6
Tone C & D Tonestructure C&D  TYPE1—6

The different Structure TYPEs are described below.

TYPE 1 The Tones are completely independent. Use this when you want to get in the maximum
number of PCM sounds, or create highly layered Patches with a different sound for each Tone.

( TONE A (C) WG

)

& @

ale

( TONE B (D) WG

*JD - 800 Patches are played back using TYPE 1.
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Common

+[F1](Common) +[F3](Struct)

TYPE 2

TYPE 3

TYPE 4
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The filters for the first Tone (A or C) and second Tone (B or D) are layered. The TVA for the
first Tone is ignored, and volume is controlled by the TVA for the second Tone. Filter

characteristics are intensified by layering them in this manner.

( TONE A (C)

)

[ TONE B (D)

The first Tone is passed through the Ring Modulator (== P. Ptch — 21) to augment its overtone

structure and the filters for the two Tones are layered. Ring Modulation depth is adjusted by

controlling the balance between the two Tones with the first Tone’s TVA.

|

( TONE A (©)

TVA TVF )

C TONE B (D)

I\
CH)

The first and second Tones are passed through the Ring Modulator to add overtones, then

mixed with the original second Tane, and finally the filters for the two Tones are layered. You

can control the volume of the Ring Modulated sound during mixing using the TVA for the

first Tone.

( TONE A (C)

VA Tvr )

C TONE B (D)

)




Common

+[F1](Common) +[F3](Struct)

TYPE 5

TYPE 6

The first and second Tones are passed through the filters first, then through the Ring

Modulator to add overtones. This gives you a different effect from TYPE 3.

Ring Modulation depth is adjusted by controlling the balance between the two Tones with the
first Tone’s TVA.

C TONE A (C)

(WG HTV FHTVA)\

= )

( TONE B (D)

The first and second Tones are passed through filters first, then through the Ring Modulator,

and finally mixed with the second Tone. This gives you a different effect from TYPE 4. You

can control the volume of the Ring Modulated sound during mixing using the TVA for the

first Tone.

( TONE A (C)

WG TVF TVA )

C TONE B (D)

=
TVF / )

*For TYPEs 2 — 6, if you turn OFF one of the Tones in a pair, the other Tone is
sounded as a TYPE 1.
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Common

+[F1](Common) +[F3](Struct)

Hint 1

Filter Doubling

In TYPEs 2, 3 and 4, the TVFs for the two Tones are layered, i.e., connected in series to

create a double filter. This feature can be exploited to create a variety of interesting effects.

For example, if you set all TVF parameters identically for the two Tones, the resulting filter
action will be twice as pronounced, twice as intense as before, with even more filtering in

the region beyond the cutoff frequency.

Using an LPF (Low Pass Filter)

TONE A (C) TONE B (D) Filter Doubling

Gain Gain Gain

(—12dB/oct) (—12dB/ oct) (— 24dB/oct)

Cu?off Frequency Cu?off Frequency Cu?off Frequency
Frequency Frequency Frequency

.. will make the sound even bolder.

Now let’s say you make one of these an LPF and the other an HPF (High Pass Filter). If you
set the HPF cutoff frequency lower than the LPF cutoff here, you effectively have a BPF
(Band Pass Filter). Setting high Resonance values on both filters will give you a truly

bizarre “twin peaks” kind of sound!

LPF

Adding Resonance to the LPF and HPF...
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Common

PATCH|+ (Common) + (Struct)

Hint 2

Ring Modulation

Ring Modulation combines two Tone Waveforms to create a new one with new (non -
integer) overtones that were not contained in either of the original Waveforms. (In general,
if you start with non-sinusoidal Waveforms, the harmonic components will not be evenly
spaced in the spectrum). This creates a metallic - sounding resonance without much of a

sense of pitch to it, since the overtone structure is different for each possible pitch of the
Waveform.

JANVACS
V4

This 1s the ideal tool for creating metallic bell-like timbres.

The “pitch purity” or sense of pitch you get from the sound can be increased in TYPEs 4
and 6 by increasing the amount of second Tone in the mix with the Ring Modulated sound.
You can also soften or mellow the Ring sound somewhat in TYPEs 5 and 6 by running the
sound through an LPF before sending it to the Ring Modulator.
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PATCH]+[F1](Common) + [F4](K.Range)

Key Range

You can set the range of keys that will play a given Tone.
You will use this when creating Patches to make keyboard Layers, Splits, and Zones.
The display shows an 88 note keyboard.

This Tone is ON. T;is Tone is OFF.
|

~

0 Key Range Q

L4 1
Tone The lowest key The top key C4 (center C)

Each Tone is displayed with, of course, the bass on the left and the treble on the right.

You can set the range from C — 1 to G9, displayed as a line.

Key Range is set from C3 to C6

C3 Cé6

{ {
No sound when SouAnd when ____ | No sound when
key is pressed key is pressed key is pressed

* TVA Bias settings (Direction, Point, Level) (= P. Ptch — 56) can cause certain
notes not to sound, even though they fall within the Key Range. If that’s the case,
try setting Bias Level to zero and see if the notes become playable.

* The JD - 990 won't let you set it so that the lowest key of the Key Range is higher
than the top key.
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PATCH|+ (Common) + (K.Range)

Hint

Layer
You “Layer” two Tones by assigning them to the same Key Range, so that both Tones

sound every time you press a key in that range.

¢
C4

- TONE A

TONE B

Split
You create a keyboard “Split” by dividing the Key Range between two (or more) Tones, so
that part of the keyboard plays one Tone, another part of the keyboard plays a different

Tone, etc.

C4
-—TONE A TONE B ————»

Zone

In a “Zone,” you can combine four Tones with any Key Range setting you like.

4
Cc4a
<~ TONE A

~<—TONE B——=  <+——TONE C——

~-TONE D—
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+|F1](Common) +[F5](V.Range)

Velocity Range

This sets the range of velocities for each Tone.

Fade area

/

Patch-Common QUelocity Range @

This Tone is ON. This Tone is OFF.

Velocity Range
ALL, LOW, HIGH

Whether or not a note sounds will depend on the velocity with which it is played.
ALL : Plays notes with all velocities.

LOW : Plays only those notes with velocities less than the Velocity Point.
HIGH : Plays only those notes with velocities higher than the Velocity Point,

Velocity Point 1 —127

This parameter is the velocity threshold between LOW and HIGH when LOW or HIGH is

selected under Velocity Range.

Velocity Fade o0—127

This parameter sets the fade width from the Velocity Point for each Tone when LOW or
HIGH is selected under Velocity Range.
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Common

PATCH]+[F1](Common) +[F5](V.Range)

NOTE Set things up as follows to create a Velocity Crossfade effect, where the volume balance
between two Tones will change, depending on how hard (with what velocity) a key is
played.

Tone A
Velocity Range : LOW
Velocity Point  : 80
Velocity Fade  : 20

Tone B
Velocity Range : HIGH
Velocity Point  : 80
Velocity Fade : 20

Level
4

TONE A TONE B

fmom\ |
1 80 80 100 57> Velocity
: Tone A ﬁ'one A and B Tone B :
will sound. will sound. will sound.
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Common

+[F1](Common) +[F6](EQ)

EQ

+15dB

This parameter sets the overall equalization of a Patch.

An equalizer is a type of tone control that increases or decreases the volume level of specific

frequencies.

( Patch-sCommon QEQQ —
»Low Fresy »Hi -
*Low Gain % igh Gain +9dB
:ng Ereq 318,.% \
1 -
rMid Gain +1dB - 0dB
*High Fre« 8kHz
General | \EQ

Shelving type

\

8kHz

200Hz

1kHz

The JD - 990 uses a “shelving” type equalizer in the high and low frequency ranges, and a

“peaking” or parametric EQ in the midrange.

EQ
7 Mid Q i
Low Mid High
Gain Gain Gain
Tow ~ “Mid: ~High > Frequency
Frequency Fre‘_queﬁcy Frequency

Shelving EQ : Raises or lowers the signal level in the frequency range above (or below) the
value set in High Freq (Low Freq).

: Raises or lowers the signal level in the frequency range centered around the
value set in Mid Freq, with a width defined by the Mid Q setting.

Peaking EQ

Peaking type

+(15dB +(15dB

< > > Frequency

- 15dB

Low Frequency
(200Hz, 400Hz)
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J,. Frequency <
i Q 05~9.0 :
~|15dB i i-[15dB

0y
.

High Frequency
(4kHz, 8kHz)

Mid Frequency
(200Hz — 8kHz)



Common

[PATCH]+[F1](Common) +[F6](EQ)

Low Freq

Low Gain

(Low Frequency)

200Hz, 400Hz

This parameter sets the frequency at which bass boost or rolloff becomes effective.

Low Frequency

200Hz 400Hz

.

\
[

— 15dB — +15dB

> Frequency

This parameter sets the amount by which the bass level is increased/decreased beginning at the
frequency set in Low Freq.

+15dB
+10dB
+5dB

-5dB

-15dB

Low Gain

—

D —

\
/

> Frequency
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[PATCH] +[F1](Common) +[F6](EQ)

Mid Freq (Mid Frequency) 200, 250, 315, 400, 500, 630, 800Hz
1,1.25,1.6, 2,25, 3.15, 4, 5, 6.3, 8 kHz

This parameter sets the central frequency for mid-level boost/cut.

Mid Frequency

requency

Mid Q 0.5, 1.0, 2.0, 4.0, 9.0

This parameter sets the “Q” of the boost/cut around the central frequency set in Mid Freq; that
is, how wide a frequency range will be affected by the boost or cut. Larger values make this

range narrower, with a more intense and noticeable boost/cut around the central frequency.

Level Mid Q

> Frequency

Mid Gain - 15dB — +15dB

This parameter sets the amount by which the level is boosted or cut around the frequency set

in Mid Freq. Positive values boost the mid-range frequencies.

Mid Gain

+15dB
+10d8B
+5dB

: > Frequency
~508

~10dB

=1 ESdB
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[PATCH]+[F1](Common) +[F6](EQ)

High Freq (High Frequency) 4 kHz, 8 kHz

This parameter sets the frequency at which treble boost or cut becomes effective.

High Frequency

4kHz 8kHz
< —& Frequency
High Gain — 15db — +15dB

This parameter sets the amount by which the treble is boosted or cut beginning at the

frequency set in High Freq. Positive values boost the treble frequencies.
High Gain

+15dB
+10dB
+5dB

> Frequency
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WG

Wave

Wave Source

Waveform
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This is where you select the basic Waveform for a Tone and apply effects to it.

' B
Patch-WG g Wave O Tohe A-—-
» Wave Source l]g {Tone Delaw>
» aveform . »Mode NORMAL
[Syn Sine 1 *Time Bms
»FXM Color
»FXM Derth OFF
»Sunc Slave SW OFF
Wave [JumeTUF] [JumplFO] [Faleiiel

J

INT, CARD, EXP

This selects the source of the Waveform:
INT : Stored in the JD - 990's internal memory
CARD: Stored on a PCM Card
EXP : Stored on an Expansion Board

*When you set this to “CARD,” Waveform names included on a CARD aren't
displayed unless the PCM Card is inserted in the slot. Same for the Expansion
Board. For more about using PCM Cards, see page Base — 10, or page Base — 13
for more about Expansion Boards.

* The JD - 990 can use JD - 800 WAVEFORM Cards (SO - JD80 Series) and JV - 80
PCM Cards (SO - PCM1 Series).

This selects the basic Waveform for a Tone, the most fundamental parameter setting of all.
Both Wave Number and Wave Name are displayed.

The different Cards and Boards contain different numbers of Waveforms. The JD - 990 itself

has 195 Waveforms stored in memory.

* Check out the "Waveform List” at the back of the manual (= P. App. — 36) for more
about the JD - 990's Waveforms.



WG

+|F2[(WG) +|F1|(Wave)

FXM Color

FXM Depth

1—8

FXM stands for Frequency Cross Modulation, which is applied to the selected Waveform to
create and add new overtones. It’s perfect for adding “grunge” to sounds that are otherwise too

pure and sweet.
FXM Color controls the overall feel of this sound, with large values giving you a more ‘gritty’
sound and small values lending a more metallic quality.

OFF, 1 — 100

This parameter controls the intensity of the FXM effect, with 100 being maximum intensity.

Sync Slave SW

OFF, ON

This parameter sets whether or not to lock with the Sync Master Tone set in Common/Key FX
(= P. Ptch — 15). The Sync function is enabled when the Solo Switch (= P. Ptch — 14) in
Common/Key FX is turned ON.

Tone Delay Mode

NORMAL, HOLD, K - OFF N, K - OFF D, PLAYMATE

This parameter delays the start of a Tone. There are four types:

NORMAL  :The Tone will be delayed by the Tone Delay Time, even if a Key Off
message is subsequently received.

HOLD : The Tone will be delayed only until a Key Off is received. If this
happens before the Delay Time has elapsed, the delayed note will not
sound at all.

K-OFFN :(KEY-OFF NORMAL) The delay sound starts after the key is
released.

K-OFFD :(KEY - OFF DECAY) TVA envelope starts when the key is on, and the
delay sound starts after the key is released.

PLAYMATE : The amount of delay is determined by the amount of time between the
previous and current Key On (as long as this is 5 seconds or less)
multiplied by the Playmate Tone Delay Time percentage.

Ptch — 31



WG

[PATCH]+[F2](WG) +[F1](Wave)

Tone Delay Time

Ptch — 32

0 — 5.0s; NORMAL, HOLD, K- OFF N, K- OFF D,
0 — 254%,; PLAYMATE

This parameter sets the amount of time from receiption of a Key On to the sounding of the
Tone (or, if “K-OFF N” or “K-OFF” D is selected, from the receiption of a Key Off
message). This delay time can be set anywhere from 0 to 5.0s.

You can change the value as follows:
fromOto1.0s :in 10ms increments
from 1.0t0 3.0 s :in 0.1s increments
from 3.0t0 4.0 s :in 0.2s increments
from 4.0t0 5.0 s :in 0.5s increments

When Tone Delay Mode is set to PLAYMATE, a setting of 100% means the Delay Time will
be the same as the time between receiption of the previous Key On and the Key On that

triggered this Tone. A setting of 200% means the Delay Time will be double this.



WG

[PATCH] +[F2](WG) + [F2] (Pitch)

Pitch

Pitch Coarse

This parameter controls the fundamental pitch of the Waveform.

Patch WG QPitcho Tone A-——
*Pitch Coarse EE {Pitch Env Control>
rPitch Fine + tUelocity Sens
»Pitch Random 27 rTime Uelocity Sens g

PPitch Key Follow +1684@ rTime Key Follow
»Pitch Env Depth 2
' Bender Switch ON

+
—

Pitch JuneTUF] [JumelFOl [Faletiel

\.

— 48 — +48

This parameter sets the fundamental pitch of a Waveform over a range of four octaves; up or
down, in semi-tone increments. Once you determine the basic pitch here, you can make finer
adjustments with the Pitch Fine parameter. Each Pitch Coarse unit is a semi-tone, i.e., the
interval between adjacent keys on the keyboard, so 12 units corresponds to a full octave up or

down.

Hint You can really thicken the sound of a Tone by layering it with the identical Tone pitch -
shifted down one full octave. This effect is called “octave unison,” and is especially
effective for synth lead sounds.

You can also get a Rock Organ kind of sound by layering four identical Tones pitch shifted
by — 12,0, +7 and +12 semi-tones.
Pitch Fine — 50 — +50
This parameter adjusts the pitch set by Pitch Coarse up or down 50 cents (in 1 cent units). A
semi-tone is equal to 100 cents.
Hint You can get a chorusing kind of effect called “detuning” by combining two identical Tones

but pitch-shifting one of them by a small amount (say, +/ — 3 cents) with Pitch Fine.
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Pitch Random o0— 100

This parameter adds a certain amount of pitch instability to the voicing. The oscillators on
conventional analog synthesizers did not always generate perfect pitch, and this created a
gentle phasing sound that is impossible to mimic with digital synths and their perfect-pitch
voices. Pitch Random is designed to overcome this and recapture some of that natural analog

phasing.
Pitch
A
L)
é . .
: : [] :
A A N A ' A A
v Note on

The pitch will be different each time Note On is received.

The higher the value, the broader the random changes in pitch.

% Pitch Random effects the pitch the moment it is played. If you want the pitch of a
note to change dynamically over time, you should use the Pitch Envelope setting

(= P. Ptch — 39) or LFO.
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Pitch Key Follow -100, =50, - 20, =10, =5, 0, + 5, + 10, + 20,

+ 50, +98, +99, + 100, + 101, + 102, + 150,

+ 200 %
This parameter determines how much the pitch of a Tone will change as you play up or down
the keyboard. A setting of +100% gives you the normal keyboard situation, where playing up
twelve keys gives you a sound one octave higher, etc. A setting of +200% means playing up
12 keys gives you a sound two octaves higher; 0% means you get the same pitch no matter
what key you play; and — 100% is like playing a mirror image of the keyboard, where (get
this!) playing up 12 keys gives you a sound one octave lower.
Unless you have some special effect in mind, it’s best to leave this set at the normal, +100%

value.
Pitch 1
(Octave) +2 + 200 +100
+50
0 0
- 50
2 5100
Keyboard Position
c2 Cc4 C6 Cc7

Handy Trick

A real acoustic piano plays slightly sharp in pitch as you move up the keyboard, or flat as
you move down. You can simulate this by setting Pitch Key Follow to a value very slightly
above the normal setting, say 101% or 102%.

And if you want to simulate the microtonal pitch variations of certain ethnic instruments or
percussion sounds that do not use the 12 tone Western scale, try setting Pitch Key Follow to
something like 10% or 20%.

Pitch Env Depth

(Pitch Envelope Depth) —12 —+12

This parameter acts like a multiplying factor to adjust the amount of pitch variation applied by
the Pitch Envelope (= P. Ptch — 39). Larger positive values apply greater pitch variation as
specified by the Pitch Envelope. Negative values do the same, but with the inverse of the Pitch
Envelope (i.e., takes the pitch down when the Pitch Envelope says to raise it). A value of zero
means there is no pitch variation at all from the envelope.
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Bender Switch oFF, oN

This parameter determines whether or not your Pitch Bend Lever (or Wheel) will actually

trigger pitch variations. ON means it will, OFF means it will not. You can set this
independently for different Tones, so that if you set Tone A ON and Tone B OFF, a push on
the Pitch Bend lever will drop the pitch of Tone A but leave Tone B unchanged.

* The amount by which the pitch of Tone A will be changed is set by the
Common/General parameter called Bend Range (== P. Ptch — 11),

(Pitch Env Control)

Velocity Sens

This parameter specifies how pitch and the dynamic pitch/time variations specified by the

Pitch Envelope will be controlled by, e.g., the velocity with which a note is played.

— 50 — +50

This parameter will vary the Pitch Envelope levels at L0, L1, Ls, and L3 as a function of the
velocity. Positive values indicate that higher velocities translate into larger variations of the

Pitch Envelope level. Negative values indicate that higher velocities translate into smaller
variations in the Pitch Envelope level. A value of O means that the Pitch Envelope does not

change, no matter what the velocity.

Velocity
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The levels (LO/L1/Ls/L3) of the envelope will be affected by
velocity. The times will not be affected.

Level ‘r

0
+10
+ 20
+ 30

+40:
+50

When set to a
positive (+) value.

Level 4

1

127
Velocity value

When set to a
negative (—) Ovalue.

- 20
-30

- 40
i-50

Y >
127
Velocity value
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Handy Trick There is a slight pitch instability the moment woodwind and brass instruments begin to
sound. This instability is more pronounced the harder the player blows on the instrument.
You can simulate this effect on the JD - 990 by setting Velocity Sens to about +50, so that
the pitch will change more at higher velocities (playing harder on the keyboard) than at
lower velocities.

When playing soft When playing hard

Pitch —7C>~__—— Pitch -—A__—

Time Velocity Sens
— 50 — +50

This varies T1 on the Pitch Envelope as a function of velocity.
Positive values mean the harder you play (the greater the velocity), the greater the change in

T1. Negative values mean the harder you play, the less the change in T1. A value of O means
that T1 does not vary with velocity.

Velocity
T (53 127
. A . Y A . 4 N 50
/ / Proportion "
f ch !
o > a4 N L 7A_L in emelone 0 — 0
/ / Times —
-50 > ya 4 pa vl 7&4_ - 3 +50
7 7 1 ' 127
Only T1 (Time1) of the envelope will be Velocity Value
affected by velocity. The Levels will not
be affected.
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Time Key Follow
-10—+10

This varies T2 and T3 on the Pitch Envelope as a function of keyboard position.

Positive values mean that T2 and T3 become shorter the higher you play up the keyboard.
Negative values indicate the T2 and T3 times become longer the higher you play up the
keyboard. A value of O means that T2 and T3 do not change as a function of where you play
on the keyboard.

of change

in envelope 0 6
> # Ti A
0 / / imes. §
~10 A I A / Aé - + 10;
/_ / . c2 C4 c7

: : : Key Position

)

C2 C4 C7

T2 and T3 (Time2 and Time3) of the
envelope will be affected by velocity.
The Levels will not be affected.

A
. -10
M Proportlon ;
A /

* The default setting of Key Follow is C4, meaning the further you get from C4, the
more the values will change.

Handy Trick Acoustic instruments settle onto pitch more quickly the higher the pitch of the note. You
can simulate this faster response by setting Time Key Follow to a positive value, so that the
dynamic variations of the Pitch Envelope happen more quickly as you move towards higher
pitches.
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P-Env Form

P - Env varies the initial pitch (specified by the Pitch parameters) over time.

Note On Pitch envelope Note Off

/ l
% o P-Env Form O 'Tone —-B—— )

( Patch/WG

rLO -40
Tl rL1 +50

rT2 vlLs -16
PT3 58 »L3 +6 /

EnvForm [JumpTUF] [JumelFOl [Faletiel

k-The standard
pitch

The diagram shown on the right side of the display is the Pitch Envelope
corresponding to the value of the settings. If the settings change, the Pitch Envelope

will also change accordingly.

Pitch
* L1 L3
. A:Ls :/f X Tlme
5 T1-—><—; T2—>; <—T3->
A A
Note on Note off
T /T2/T3 (Time1/Time2/Time3) 0— 100

Sets the T1, T2 and T3 of the Pitch Envelope, the amount of time between one pitch and the
next (e.g., between L1 and L2). Larger values mean longer times.

The values in the display correspond to actual time as per the following diagram.

i Time Curve
Time
A

About 30 seconds

—> Displayed Value
00

* The value of T1 will depend on the velocity if Time Velocity Sens is set to anything

other than zero.
* T2 and T3 will depend on keyboard position if Time Key Follow is set to anything
other than zero.
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LOL1/Ls L3

Ptch — 40

(LevelO/Level1/Sustain Level/Level3) - 50— +50

Sets the amount of change from the starting pitch at the points LO, L1, Ls (sustain level) and
L3 of the Pitch Envelope. (The starting pitch is set by the Pitch Coarse and Fine, and Key
Follow parameters.) Positive values will raise the pitch by as much as one octave. Negative
values will lower the pitch by as much as three octaves. Zero applies no change to the starting

pitch.

The LO/L1/Ls/L3 values in the display correspond to actual pitch as per the following
diagram.

Pih® (When Pitch Env Depth is set to +12.)

+1 Octave /

- 50 0 + 50

> Displayed Value

-3 Octave
\ 4




TVF

General

These parameters control basic sound processing.

The current frequency characteristics of Filter Mode,
Cutoff Freq and Resonance.

/
-

Patch TUF / Q TUF General @ Tone FI———W
PFilt Mod »Cutoff Kew Follow +48
sCutoff Fres W) Gukoff Kuth ¥31
»Resonance a {TUF_Eny Control>

tlUelocity Sens +15

»Time Uelocity Sens +10

*Time Key Follow %]
General B TureTU0 DurelFOl FPaletitel

Filter Mode LPF, BPF, HPF

This parameter selects the type of filter. Each type of filter cuts out a certain region of
frequencies to make the sound brighter or darker.

The three filter types are as follows:

LPF (Low Pass Filter)

BPF (Band Pass Filter) :

HPF (High Pass Filter)

LPF

BPF

HPF

Level

Level

Level

:Generally used to cut everything above the cutoff

frequency. This drops the treble and tends to make the
sound rounder and more mellow.

This cuts everything except in the immediate vicinity of the
cutoff frequency. Ideal for bringing out a distinctive quality in
the sound.

: Cuts everything below the cutoff frequency. This is useful

when making up percussion sounds that peak in the treble
range.

Frequency

L

Frequency

Cutoff frequency
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Cutoff Freq (Cutoff Frequency) 0— 100

Sets the cutoff frequency for the filter selected above.

The Cutoff Freq specifies the point above (below) which the filter begins cutting out
harmonics in the overtone structure. The larger the value, the higher this point.

Using Low Pass Filter

_— “Open the filter”
When set to 100 —» 4
When set to 50 —m» \
-~
When set 10 0 —> A\ “Close the filter”

* For Low Pass Filters, we talk about “opening” the filter by raising the cutoff
frequency, and “closing” the filter by lowering it.
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Hint

Using the Low Pass Filter
With the LPF, the lower you set the Cutoff Freq, the more upper harmonics will be
attenuated and the rounder and more mellow the resulting sound. At the same time though,

it will also reduce the volume.
Waveform (Square wave)

Higher Level
7 3 L
Frequency

¥
2 N\ N S SN\
> A4 N/ N
g a
2 - 5 N\ O\ /\ ......
& \ NN NG
< ry

_j TN TN SN

g N NS N

4 .
Lower 4

Using the Band Pass Filter

The BPF allows only those harmonics to sound that are in a certain range around the Cutoff
Freq. So, depending on the Waveform, it is possible to set Cutoff Freq so that the sound is
completely or almost completely wiped out and will not sound at all. If the sound suddenly
disappears on you during editing, this could be one reason for it.

Higher Level Waveform (Square wave)
A
% A Frequency /\ J\
°
:
5 \/ W \
b A
£ o\
8 > \_/ N
A
B O s N
L S ——
!
Lower A

Using the High Pass Filter

With the HPF, the higher you set the Cutoff Freq the more low order harmonics will be
attenuated, and the brighter the resulting sound. You’'re also cutting out the fundamental
frequency and, as with the BPF, you may set things so that no sound at all is produced,
especially with certain Waveforms that do not have strong upper harmonics.

ngher Level Waveform (Square wave)

A
_>

2 Frequency

©

>

- \/

]

-

w .

S

o —_—

@

a \/
v

Lower

=
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Resonance

0— 100

Adds a distinctive “synthy” quality to the sound by boosting the harmonics in a certain range

around the frequency specified by Cutoff Freq. The larger this value, the more intense the
effect.

LPF BPF HPF
Higher  Level Level Level
L 3
Frequency Frequency ——-—[
Q A Frequency
-}
g
5
©
o
A

v LN

Lower A A A

* Setting this value too high may overdrive the oscillator and cause distortion.

Cutoff Key Follow
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— 100 — +150%

[n most instruments, the timbre produced changes slightly with pitch. You can simulate this
using Cutoff Key Follow. Positive values increase (and negative values decrease) the cutoff
frequency as you move up the keyboard from C4. A value of O means the cutoff frequency
remains the same no matter what key you press.

\ + 150
Cutoff +2 + 100
Frequency
(Octave) +50
0 0.
-50
s - 100
Keyboard Position

c2 ca C

(o)}

c7

* Setting this to a large positive or negative value means that there may be certain
ranges on the keyboard where this Tone will no longer sound (because most of its
harmonic content has been attenuated by the fiiter).
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TVF Env Depth
(TVF Envelope Depth) — 50 — +50

Sets the intensity of the TVF effect. Positive values mean the envelope is applied to vary the

overall TVF level. Negative values mean the inverse envelope is used. A setting of O means
the envelope will have no effect on the TVF.

C :(Normal Phase)
+ 50 Time

() er——————————3

- 50
; ; ;(Inverted Phase)

TVF Envelope

f —>{  Envelope Depth  |—>{ Cutoff Frequency |

* The TVF Envelope has no effect in the following cases: Cutoff Freq is set to 100

and TVF Env Depth is positive; Cutoff Freq is set to 0 and TVF Env Depth is
negative.

Handy Trick

The only trick to know here is that positive Depth values will lower the cutoff frequency,

and negative values will increase it. Try this for yourself, and you’ll soon see how the TVF
Envelope idea works.
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(TVF Env

Velocity Sens

+50  —>

Control)

This parameter specifies how the dynamic cutoff frequency variations specified by the TVF.
The Envelope will be controlled by the velocity with which a note is played.

- 50— +50

This parameter will vary the TVF Envelope levels at L1, L2, Ls, and L4 as a function of the
velocity. In acoustic instruments, the timbre itself will change in certain ways at different
playing volumes. This effect can be simulated using Velocity Sens.

Positive values indicate that higher velocities translate into larger variations of the TVF
Envelope level at each point. Negative values mean that higher velocities translate into smaller
variations in the TVF Envelope levels. A value of O means that the TVF Envelope does not
change, no matter what the velocity.

When setto a

A
Level o positive(+) value
Velocity 1o
) (5 3C S 127 +20

+ 301

+40:

\ When set to a

Velocity Value 127

Level

negative( —) vglue

The levels (L1/L2/Ls/L4) of the envelope will be -1o
affected by velocity. The Times will not affected. -20
-30
~40
-50
27

! Velocity Value '

% The velocity value used here has already been passed through (and modified by)
the Velocity Curve.

Handy Trick

Set this to +50, just to try the effect and see what it’s like. When you play softly on the
keys, the sound will be dark and muffled, and brightens considerably the harder you play.
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Time Velocity Sens
~ 50 — +50

This parameter varies T1 on the TVF Envelope as a function of velocity.
Positive values mean the harder you play (the greater the velocity), the greater the change in

T1. Negative values mean the harder you play, the less the change in T1. A value of O means

that T1 does not vary with velocity.

Velocity
| (1 T
+50 ———> A/_/ A,—./ A/_/ . _s50
Proportion of :
0 — A——/ /\/—/ /V—’ change In :
envelope 0
Times
—50 —— N——-/ A—/ A—/ _ +'50
Only T1 (Time1) of the envelope " Velocity value |2

will be affected by velocity.
The Levels will not affected.

% The velocity value used here has already been passed through (and modified) by
the Velocity Curve.
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Time Key Follow
(=10 —+10)

This parameter varies T2, T3 and T4 on the TVF Envelope as a function of keyboard position.
Positive values mean that the T2, T3 and T4 times become shorter the higher you play on the
keyboard. Negative values indicate T2, T3 and T4 become longer the higher you play on the
keyboard. A value of O means that T2, T3 and T4 do not change, no matter where you play on
the keyboard.

£10 —— > /\/_/ A/__/ / \ ’__/ . 10
Prorpotion of
0 —_ changes in 0 ; O

envelope

Times
10 —s J N\ /) \/— /\/—/ B Jio

L

Key Position
Cc2 c4 c7

T2, T3 and T4 (Time2, Time3 and Time4) of
the envelope will be affected by velocity.
The Levels will not affected.

* The default setting of Key Follow is C4, meaning the further you get from C4, the
more the values will change.

Handy Trick On a piano, the timbre varies quite dramatically with pitch. This can be simulated on the
JD - 990 by setting Time Key Follow to positive values.
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F-Env Form

F - Env varies the cutoff frequency dynamically (over time).

TVF envelope TVA envelope
/ / .

PatchsTUF a9 F-Env /Form Q é Tone A———
»T1 rL1 ’/ '
rT2 L2 7
T3 96 rls
»Ta4 71 vL4 ‘ : .
EnvFor‘P‘ B (TuneTUR IIEEEEEI] [Faleilel

| |
Note On Note Off

* The diagram shown on the right side of display is the TVF Envelope corresponding
to the value of the settings. If the settings change, the TVF Envelope will also
change accordingly.

The TVF is indicated by the solid line; TVA by the broken line.

Eal

e T1—sieT2-5<T3> eTas

A A
Note on Note off

T1./72/T3/T4
(Time1/Time2/Time3/Time4)  0— 100

Sets T1, T2, T3 and T4 of the TVF Envelope; the amount of time between one cutoff
frequency and the next (e.g., between L1 and L2). Larger values mean longer times.

The values in the display correspond to actual time as per the following diagram.

Time Curve

Time
About 30 seconds

> Display Value
0 100

* The value of T1 will depend on the velocity if Time Velocity Sens is set to anything
other than zero.

*T2, T3 and T4 will depend on keyboard position if Time Key Follow is set to
anything other than zero.
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L1/L2/Ls/L4
(Level1/Level2/Sustain Level/Level4) 0— 100

Sets the amount of change from the starting cutoff frequency at each of the points L1, L2, Ls
(sustain level) and L4 of the TVF Envelope. The greater this value, the wider the change in
cutoff frequency.

The L1/L2/Ls/L4 values in the display correspond to actual times according to the following
diagram.

Level Curve
< When TVF Env Depth set to +50. >

Level
100

> Displayed Value
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General

Level

Pan

These parameters control the volume of the Tone.

Patch-TUR @ TUR General o Tohe R——-
{TUR Eny Control}>
rlLevel *Uelocity Sens +208
»Pan PTime Uelocity Sens +29
*Pan Key Follow a *Time Kew Follow a

General DupE WG OUmelFl Paletis]

\.

0— 100

This parameter sets the volume of a Tone. You can also use this to adjust the balance with
other Tones. The larger this value, the higher the volume.

* The overall Patch volume is set in the Common parameter Patch Level
(= p.Ptch — 9).

L50 — 50R, RND, ALT - L, ALT-R

Determines the position of the sound in the stereo field.

L50 means “hard” left (panned all the way to the left), O indicates the sound seems to be
coming from the center of the sound field, and SOR means hard right panning. RND means
that each time you play a new note, it will appear at some random position in the stereo field.
ALT - L means that each time you play a note, that note will alternate between hard left and
hard right. The ALT - R setting is the same but starts with a hard right position instead.

Hint

You can really “spread out” a chord by playing it with Pan set to RND, so that each note in
the chord shows up in a different place in the stereo field. And try this: set one Tone in a
Patch to ALT - L, the other to ALT - R, so that the Tones “ping - pong” right and left in the
sound field.
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Pan Key Follow
-100, -70, -50, -40, -30, -20, -10, 0,
+10, +20, +30, +40, +50, +70, +100

This parameter sets it so Pan is controlled by the key you press on the keyboard.

Positive values mean that the Pan goes further right the higher you play on the keyboard
(starting from C4). Negative values mean the Pan goes further left the higher you play. A
setting of zero turns off Pan Key Follow; the pan will stay the same no matter what key you

press.
- 100 +100
R
=70 +70
-50 +50
- +40
230 30
-20 +20
-10 +10
[ )
L

2 ¢33 c4 Cs cs cC7
Note Number
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+ (TVA) + (General)

(TVA Env Control)

Velocity Sens

+50 ——>

This parameter specifies how the dynamic variation in volume levels specified by the TVA

Envelope will be controlled by the velocity with which a note is played.

— 50 — +50

This parameter will vary the TVA Envelope levels at L1, L2, and Ls as a function of the
velocity. This means the volume will change depending on how hard you play the keys.

Positive values indicate that higher velocities translate into higher TVA Envelope levels at
each point. Negative values mean that higher velocities translate into lower TVA Envelope
levels. A value of O means that the TVA Envelope levels do not change, no matter what the

velocity.
L When setto a
evel .
o positive(+) phase.
Velocity 1o
L PR (51 ST 127 +20

+30

+ 40

DN\—\

0
£ \ Velocity Value
y When setto a
- 50 ———> Level negative( — ) phase.
0
-10
The levels (L1/L2/Ls) of the envelope will be affected -20
by velocity. The Times will not affected. ~30
-40
-50
1 127
Velocity Value
* The velocity value used here has already been passed through (and modified) by
the Velocity Curve.
Handy Trick Positive values give you the normal playing situation you would expect: playing harder

gives you more volume. A large value of Velocity Sens here will make the difference
between loud and soft more and more pronounced.
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Time Velocity Sens
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- 50 — +50
This parameter varies T1 of the TVA Envelope as a function of velocity.

Positive values mean the harder you play (the greater the velocity), the greater the change in
T1. Negative values mean the harder you play, the less the change in T1. A value of O means
that T1 does not vary with velocity.

Velocity
| P B3 i 127
/L Vv \ / V \ / V \ + -50
Proportion of
A,__\ /\/—\ A/—\ changes in -
envelope 0 O
Times. !
A_\ A_\ A—\ ~ +'50‘
Only T1 (Time1) of the envelope will be ! 127

Velocity Value
affected by velocity.

The Levels will not affected.

* The velocity value used here has already been passed through (and modified by)
the Velocity Curve.
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Time Key Follow

-10—+10

This parameter varies T2, T3 and T4 of the TVA Envelope as a function of keyboard position.
Positive values mean that the T2, T3 and T4 times become shorter the higher you play on the
keyboard. Negative values indicate T2, T3 and T4 become longer the higher you play on the
keyboard. A value of O means that T2, T3 and T4 do not change, no matter where you play on
the keyboard.

o —s AN DN N . 10

A/—\ /\/__\ Proportion of E

—_— / \ /T \ changes in :

0 envelope 0 : °
Times. H

-0 —> / V_\ /\/_\ /\/_\ _ +10

: s H c2 ca Cc7
H . Key position

cz2 C4 C7

T2, T3 and T4 (Time2, Time3 and Time4) of the
envelope will be affected by velocity.
The Levels will not be affected.

* The default setting of Key Follow is C4, meaning the further you get from C4, the
more the values will change.

Hint

A positive value of this parameter can be used to simulate the rapid decay in volume as one

plays up the keyboard (toward higher pitches) on an acoustic piano.
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Bias

Bias Direction
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For certain acoustic instruments, the volume changes as you move up or down in pitch. You
can simulate this with a proper setting of Bias Direction, Bias Point, and Bias Level.

The current Bias state

/

s )
Patch-TUR 0 TUA Bias @ ./ Tone A-———
r

*Bias Direction [!IE%&]
»Bias Point

*Bias Level

—\_\_‘_\“\‘- TVA Level

)

Bias im m EEEFEI
b ] I T
c-1 c4 G9

LOWER, UPPER, UP&LOW

This parameter is used when you want the volume to depend on where you play the keyboard.
Keyboard position is specified as up or down from the Bias Point, a setting described next.

LOWER  : The volume level changes as you go down from the Bias Point.
UPPER : The volume level changes as you go up from the Bias Point.
UP&LOW : The volume level changes as you go either up or down from a central Bias Point.

LOWER UPPER UP & LOW
Level Level Level —~
3 3 A
+ N\ —>/ + +1‘ B - 1‘ +
0 . BIAS 0 0 0
LEVEL \ ¢ I
Key — Key — ~ Key
BIAS BIAS BIAS
POINT POINT POINT
c2 Cc7 c2 Cc7 c2 Cc7 .



TVA

[PATCH]+[F4](TVA) +[F2](Bias)

Bias Point

Bias Level

C-1—G9

This parameter sets the starting key on the keyboard from which the volume changes as you

move up or down the keyboard.

! Bias

. point
Level :

\\ Keyboa(d Dosnion
-10—+10

This parameter specifies how much the volume will change as you move up or down the
keyboard from the Bias Point. Positive values mean the volume will increase, and negative
values mean the volume will decrease as you move up the keyboard. A value of O means the
volume will not change at all.

Level

1 +10

Lo

-10

> Keyboard Position
BIAS
POINT

* The maximum volume cannot be exceeded even if the Bias Level is set to a large
positive value.

Level
N
re
. ~
Maximum  f-------smmmmme oo <
The volume will not increase even if you play
higher on the keyboard.
BIAS POINT Keyboard position
'''''' C2 Cc4 cr

Ptch — 57



TVA

[PATCH]+[F4](TVA) +[F2](Bias)

Hint

OA layering of two Tones (where one blends smoothly into the next as you move
up the keyboard (Key Crossfade)) can be accomplished by using two Tones in a
Patch, setting one to UPPER and the other to LOWER.

Level

ToneA

ToneB

c2 A3 E4 c7
Bias
Direction Point Level
Tone A UPPER A3 -10
Tone B LOWER E4 -10

OVYou can make the Tone ‘peak’ in just a certain frequency region (area on the
keyboard) using UP&LOW.

Level ToneA
c2 [o7:) c7
Bias
Direction Point Level
ToneA UP & LOW c4 -10
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TVA

[PATCH]+[F4](TVA) +[F3](EnvForm)

A-Env Form

A - Env specifies how the volume will vary over time.

TVA envelope TVF envelope
/ /

A’ ohe A-—

~

Patch-TUR Q A-Env Form O

lm EnvForn [Jume W& JumelF(J [Paletiel

Note On Note Off

* The diagram shown on the right side of display is the TVA Envelope corresponding
to the value of the settings. If the settings change, the TVA Envelope will also
change accordingly.

The TVA is indicated by the solid line; TVF by the broken line.

J

L1

! — ; —> Time
—T1—>-T2->T3> T4
A A
Note on Note off

T/T2/T3/T4
T1/T2/T3/T4 (Time1/Time2/Time3/Time4) 0—100

Sets T1, T2, T3 and T4 of the TVA Envelope; the amount of time between one level and the
next (e.g., between L1 and L2). Larger values mean longer times.
The numbers in the display correspond to actual times as per the following diagram.

Time Curve

Time#
About 30 minutes

> Display Value
0 100
* The value of T1 will depend on the velocity if Time Velocity Sens is set to anything
other than zero.
*T2, T3 and T4 will depend on keyboard position if Time Key Follow is set to
anything other than zero.
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TVA

+[F4](TVA) +[F3](EnvForm)

L1/L2/Ls
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L1/L2/Ls (Levell/Level2/Sustain Level) 0—100

Sets the TVA Envelope at L1, L2, and Ls (sustain level). This specifies the volume level at

each point. The greater this value, the greater the volume.
The L1/L2/Ls values in the display correspond to actual times according to the following

diagram.
Level Curve

Level
100 |-

Displayed Value

0 100
* You can turn off the sound entirely by setting all these levels to 0.

TVF Envelope

/N
L4
T4

_
Note on Note off

TVA Envelope

The effect of TVF envelope T4 will be difficult to notice if TVA
S\ envelope T4 is set longer than TVF envelope T4.

Note on Note off T4



LFO & CTL

General

These parameters turn Velocity Curve and Hold Control on and off.

Pat.ch/LFO&CTL Q Control General @ Tone A-—— )
rUelocity Curve E rHold Control SW oM

[JunrTUH [Faletie]

General *
\

The current Velocity curve type

Velocity Curve 1 —7

This parameter selects the kind of curve to use in compensating or altering the velocity data
arriving at the MIDI IN connector (i.e., from the keyboard or other external device).

1: 2: 3: 4:
\ A
127 127 127 127
14 . > 1 > 1 1 -
1 64 105 127 1 112 127 1 127 1 127
6: 7. Vertical Axis :
’ : Corrected velocity
127 127 value
I Horizontal Axis :
r———-— Actual velocity
: A received via MIDI
1 ‘ 1 - > 1 >
1 105 127 1 64 127 | 127 IN' connector

Hold Control SW
OFF, ON

This parameter determines whether or not MIDI Hold messages received via MIDI IN will
have any effect. When ON, the JD - 990 will sustain a note in response to MIDI Hold
messages, and when OFF, it will ignore them.
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LFO & CTL

[PATCH]+[F5](LFO&CTL) +[F2](LFO1) (or[F3](LFO2))
LFO1,/LFO2

The LFO Waveforms can be set to modulate (control) the pitch, cutoff frequency, or level of
the Tones. LFO stands for Low Frequency Oscillator, and it can be used to provide a number
of modulation effects such as vibrato, wah, and tremolo. The JD - 990 has two independent
LFOs you can use.

| _FO» block

Modulate the

e e ... Vibrato effect —|LFO1 Pitch Depth

| r pitc |LFO2 Pitch Depth
i " Modulate the Wah - wah o

e T > — LFO1 TVF Depth

I Modulate cutoff frequency effect LFO2 TVF Depth

I,\ed \j)ec:ulate the .. Tremolo effect —{LFO1 TVA Depth

£F02 TVA Depth
determines the waveform and
how to change that waveform

The current LFO setting

/

PatchsLFO&CTL alLFO ig ' Tone A-——
» Waveform <LFO1 Derth>
»Rate PPitch +22 .{"s f'\ ."q'\
S R
' —
bO?P:E‘L. a V V V \"
»Keg Trig ON

LFO 1 JuneTURAl [Falettel

Waveform TRI, SIN, SAW, SQU, TRP, S&H, RND, CHS
Selects the LFO Waveform.
TRI SIN SAW sQu TRP S&H RND CHS
(Triangle) (Sine) (Saw) (Square) (Trapezoid) (Sample & Hold)  (Random) (Chaos)

“TRI” is used most often for the vibrato effect. The others are used for a variety of special
effects.
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LFO & CTL

[PATCH]+[F5](LFO&CTL) +[F2](LFO1) (or[F3](LFO2))

Rate 0— 100

This parameter sets the period of the LFO Waveform; how fast it varies. Larger values mean

faster variations (shorter periods).

Higher 4

Lower v

IR

HURARARTARTART

I

ALY

JANVANRVANIWA

\VARVARV

* When “CHS" is selected in Waveform, this setting will be ignored.

Delay 0 — 100, REL

This parameter specifies how long after the start of the sound the LFO modulation will start.

Real players on real instruments tend to apply vibrato to sweeten the tone sometime after the

initial attack, and vary this amount of time for expressive effect. You can simulate this on the

JD - 990 with the Delay parameter.

Pitch

Delay

...... R

A

Note on
The larger this value, the longer the Delay. If set to REL, the LFO is turned on immediately

NNV VY

after the key is released.
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[PATCH]+[F5](LFO&CTL) +[F2](LFO1) (or[F3](LFO2))

Fade Fade — 50 — +50

This parameter increases or decreases the width of the LFO modulation Waveform over time.
You'll often hear this kind of expressive effect in real instruments, where the width of a
player’s vibrato will change the longer the note is held. Now you can simulate it on the JD -
990 as well.

When set to positive value

Delay Fade """"" /\ /\/\/
Pitch
: V.V
Note on _______________________________
When set to negative value

N N R
VETRES

...............

Delay Fade
A H
Note on

Positive values mean the width or intensity of the modulations by the selected LFO Waveform
will get larger and larger ‘as time goes by’. Negative values mean the modulations will tend to
die out. A value of O means no Fade is applied.

Hint The combination of Fade and Delay give you a lot of control over how the LFO modulation
will be applied.

ODelay = 40, Fade = + 30 ODelay = REL, Fade = 0
Delay Fade

A A

A

Note on Note on Note off

ODelay = 50, Fade = —-30 ODelay = REL, Fade = - 10
Delay Fade Delay Fade

A
Note on Note on Note off

When the Fade value is negative, the LFO will be turned on at Key On and will continue for

the duration of the Delay.
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LFO &CTL

+[F5](LFO&CTL) +[F2](LFO1) (or[F3](LFO2))

Offset -,0,+

You can shift the LFO modulations up or down from the central value (pitch, cutoff
frequency) with Offset. “ — ” shifts the LFO Waveform down so that the modulations start
from the central value and go down. “+” shifts it up so that they start from the central value
and go up. A setting of O yields no effect.

When set to + - AV i . The LFO waveform is offset

s N upward.
When set to 0 //\\//\\//
R S .~ The LFO waveform is offset

When set to — v downward.
% Offset has no effect on TVA levels.

Hint Listen closely, and you’ll notice that the central pitch of a singer seems to inch up slightly
during vibrato passages. You can get this kind of effect on the JD - 990 by setting Offset to
wpm
Pitch —ciind

Key Trig (Key Trigger) OFF, ON
This parameter sets whether or not to match or synchronize the timing of the LFO period to
the pressing of a key. ON means the LFO period is “triggered” by a key (i.e., its oscillation
period starts as soon as the key is pressed). OFF means that when you press a key the LFO
modulation is applied, but it could be at any point in its period.
ON \//\\/ 7 A“,‘, LFO phase will be different.
P ANEEYANEE DANEEYA N :
OFF 7 : LFO phase will be the same.
AV V'R VAl V7
A A A
C4 Note on E4 Note on G4 Note on
Hint You can use this to add a chorus-like effect to chords. Just set Key Trig to ON, and each

note you play (at a very slightly different time) will trigger the start of the LFO at a slightly
different time. This slight phase difference is what gives you the effect. If you have this set
to OFF, the LFO modulations will be perfectly in phase, regardless of the time differences
in triggering the keys. This is a useful effect too, for example, in intensifying a vibrato

effect.
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LFO&CTL

[PATCH]+[F5](LFO&CTL) +[F2](LFO1) (or[F3](LFO2))

(LFO1,/LFO2 Depth)

Pitch

TVF

TVA
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(Pitch Modulation Depth) - 50 — +50

This parameter sets the depth or intensity of the LFO vibrato effect. This vibrato is applied
whenever you play a key. Positive values apply the LFO1/2 Waveform as is, negative values
invert the Waveform (play it 180 degrees out of phase), and a value of zero is the same as

turning it off.

+50 (Normal Phase)
0 0
-50 (Inverted Phase)
(TVF Modulation Depth) - 50 — +50

This parameter sets the amplitude of the LFO1/2 modulation that is applied to the cutoff
frequency, i.e., how far the frequency varies from the Cutoff Freq. The resulting effect is
called “wah” because that’s sort of the sound it makes when you oscillate the cutoff frequency.
Positive values apply the LFO1/2 Waveform as is, negative values invert the Waveform (play
it 180 degrees out of phase), and a value of zero is the same as turning it off.

+ 50 > (Normal Phase)
— s
0 0
-50 (Inverted Phase)
(TVA Modulation Depth) — 50 — +50

This parameter sets the amplitude of the LFO1/2 modulation that is applied to control the
volume of the sound. The resulting effect is called “tremolo.”

Positive values apply the LFO1/2 Waveform as is, negative values invert the Waveform (play
it 180 degrees out of phase), and a value of zero is the same as turning it off.

+ 50 /\ > (Normal Phase)

Y

0 >0

-50 \/ <—> (Inverted Phase)




LFO&CTL

[PATCH]+[F5](LFO&CTL) +[F2](CTRL1&2)

Control 1 & 2 (CTRL1 & 2)

This parameter sets how each Tone will respond to Control Source 1 and 2 specified by

Destination

Depth

Common/General. You can specify up to four effects at once that will be controlled by

Control 1 or 2.
( Patch/LFO&CTL a Control 1&2 0 Tone A——-
Source 1 @ *Dest., P- F-LFQ1 A- -
Modulation r Derth L% +3 LFD% LFO1 E
Source 2

General
A

CTRL1&2

H »Dest., PITCH P-LFO1 CUTOFF
Aftertouch » Derth a +13 +1 LEUE!;E

NureTUH [Faletiel

The current sources specified in Common/ General

Select the parameter you want to be controlled by Control Source 1 or 2 from the table below.

Destination
Depth Remarks
Display Meaning
PITCH Pitch in semi - tone units
CUTOFF | Cutoff Frequency
- 50—+ 50
RES Resonance When set to a positive
LEVEL TVA Level value (+), the change
P-LFO1 | LFO1 Pitch Modulation Depth Is greater or higher,
and when setto a
P-LFO2 | LFO2 Pitch Modulation Depth .
negative value ( —),
F-LFO1 | LFO1 TVF Modulation Depth the change is smaller
- 50—+ 50
F-LFO2 | LFO2 TVF Modulation Depth or lower.
A-LFO1 | LFO1 TVA Modulation Depth
A-LFQ2 | LFO2 TVA Modulation Depth
For a positive value
LFO1-R | LFO1 Rate (+), the LFO
frequency is high
- 50— + 50| (fast), and for a
LFO2-R | LFO2 Rate negative value (- ),
the frequency is low
(slow).
- 50 — +50

This parameter sets the sensitivity of the Control Source 1 or 2 effect.
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Effects

The effects are divided into two groups; A and B. Each group is applied to the direct sound as follows.

Effects : Group A

L (Distortion, Phaser, Spectrum, Enhancer) MIDI
Volume

from _ —

fary 1 2 3 4

sound)

R L L L

L
—>
Dry./ to MIX OUT
1 Effects A: EQ
Effects B |R
Y —
Effects : Group B
(Chorus, Delay, Reverb)
Group A : These process the direct sound itself.
Distortion Distorts the direct sound, adding a rich overtone structure.
Adds a slightly out of phase copy of the signal to the original
Phaser . i )
to create a moving, shimmering sound.
Changes the timbre by increasing/decreasing the level of
Spectrum s .
specific frequencies.
Sharpens the contours of the direct sound to make it more
Enhancer

prominent.

Group B : These create an effect sound which is added back to the direct sound.

The pitch and timing of the direct sound are subtly shifted and

Chorus added to the original signal to thicken and broaden the sound.
The direct sound is shifted in time and added to the original
Delay . )
signal to create an echo-like effect.
Reverb Complex echo sounds are added to the original signal to

create reverberation.
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Effects

+[F6](Effects) +[F1](Balance)

Effects Balance

This parameter sets the balance between the direct sound after it has been passed through the
Group A effects (the A sound) and the corresponding Group B effect sound (the B sound).

This effect is OFF. This effect is ON.

|

/

-

Patch-Effects

rDrgsFX R 2 FX B
42 & 58

Balance

o Effects Bal%nce o/

/

FX CTRLM -—— i - |

DrasFX R
nunum

FX B
innmnnn

Ghoup B

J/

The current balance

(with a graphic bar.)

When Dry/FX A : FX B is set to 100:0, that means the sound is passed through Group A only
and then output. Conversely, a Dry/FX A : FX B ratio of 0:100 means the sound is passed

straight through Group A and is output with only Group B effects added.

* In the latter case, no sound at all is output if all Group B effects are turned off.
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Effects

PATCH]+[F6](Effects) +[F2](FX CTRL)

Effects Control

(FX CTRL)

This setting specifies the way in which effect parameters can be controlled in real-time by

external MIDI controllers. You can have two such controllers, each with its own set of effects

parameters that it can control (Ctrl 1 and Ctrl 2).

-

PatchsEffects

QEffects Control O

» Source
rDestination
»Derth

(Ctrl 1) (Ctrl 25

AFTER
- CH-FDRB
+38 +8

(Ealarce BGEWIGE - N - WGrour AMGrour E

Source MOD, AFTER, EXP, BREATH, P.BEND, FOOT

This parameter selects the controller that will be used for real-time control of the effects

settings.

MOD : Modulation messages (Control Change # 1)

AFTER : Aftertouch messages

EXP : Expression messages (Control Change # 11)
BREATH : Breath messages (Control Change # 2)

P.BEND : Pitch Bend messages

FOOT : Foot messages (Control Change # 4)
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[PATCH]+[F8](Effects) +[F2](FX CTRL)

Destination

Depth

Determines which effect parameter (the “destination”) will be controlled by the device
selected by Source. Select from among the parameters shown below.

Destination

Display Meaning

FX - BAL Effects Balance

DS - DRV Distortion / Drive

PH - MAN Phaser / Manual

PH - RAT Phaser / Rate

PH-DPT Phaser / Depth

PH - RES Phaser / Resonance

PH - MIX Phaser / Mix

EN - MIX Enhancer / Mix

CH - RAT Chorus / Rate

CH-FDB Chorus / Feedback
CH-LVL Chorus / Level

DL-FDB Delay / Feedback
DL-LVL Delay / Level *1
RV -TIM Reverb / Time *2
RV - LVL Reverb / Level

*1 Center Level, Left Level, and Right Level will be controlled simultaneously when
DL - LVL is selected.

*2 If "GATE” or “REVERSE” or “FLYING1/2" is selected at Reverb Type, RV - TIM
will not work.

- 50 — +50

For maximum control action of the controller (specified by Source), this parameter determines
how great the change will be in the controllable effects parameter (specified by Destination).
That is, it controls the sensitivity of the actions of the controller. Positive values mean it is
more sensitive.
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Effects

+ (Effects) +(Group A) + (A Seq.)

Group A

A Seq.

[Procedure]
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This is where you’ll make the settings for each of the effects in Group A and specify their

order in the signal chain.

(Group A Sequence)

This is where you can specify the order of the effects in the signal chain. The order in which
effects are applied can make a big difference in the resulting sound, even if you don’t change

any other parameter. Trial and error is the best way to proceed until you come up with a sound

you like.

1 . Turn the effect ON or OFF with [INC}/[DEC], or the [VALUE] knob. The effects which
can be reordered in the effects chain will be highlighted in the On/Off part of display.

Select the effect you want to change with the CURSOR [« ] [ P> ] buttons.

This effect can be

This effect is OFF,

The direction
of the signal.

exchanged in o\rder. [ This effect is ON. [
Fatch/FX-GHr A QGI"‘(#JP A Sequenoleu l
Phaser J
Dists OFF Spectruml.:} Enrhancer
ot ON ON
~——
A Sea. [N Phazer

\

J

2. Press CURSOR [ ¥] to move the selected effect down into the chain.

Patch/FX-Gre A

Q Grour A Seauence B

Phaser
B OFF Srectrum Enhancer
= ON oN o
- J
3. Select the insertion point with the CURSOR [« ] [ B> ] buttons.
Patch/FX-/Gre A B Grour A Seauence @ )
Phaser .
OFF Srectrum Enhancer
ON ON
A Sea.

J




Effects

[PATCH]+[F6](Effects) +[F5](Group A) +[F1](A Seq.)

4. After you've selected the insertion point, press CURSOR [ A ]. The specified effect is
inserted into the signal chain.

Patch/FX/Grr A

Q Grour A Sesuence D

Phaser
OFF

Spectrum
ON

Dist.

=

[Or ) =

Enhancerl:}
ON

A Sea. MEEE WMTFENN [EETE

.

Enhance

J

5. Repeat these steps as necessary.
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Effects

[PATCH]+[F6](Effects) +[F5](Group A) +[F3](Dist.)
Dist. (Distortion)

Distortion generates a rich overtone structure by clipping the input direct sound Waveform. It

sounds wild and crunchy, as if you were overdriving an amplifier.

Type o4 MELLOW DRIVE |
—{  OVERDRIVE |
o+{ CRY DRIVE [
> o[ MELLOW DIST o = |——o Lovel |-
o4 LIGHT DIST | °
o+ FAT DIST |
o+{ FUZz DIST |+
rf‘__a_t,-:,h/FX/Gr*w A Blistortion@ )
r Tupe Iili!ﬂll]ﬂ@g
eoet 20

B Dist. Spectrh

Hint This is especially effective when used sparingly for a solo lead line to make it really stand
out.
Type You have the following distortion types to choose from:

MELLOW DRIVE : A kinder, gentler distortion; dark sounding.

OVERDRIVE : The classic sound of an overdriven tube amp.
CRY DRIVE . Distortion with a high-frequency boost.
MELLOW DIST : Sounds like the distortion you'd get from a really big amp.
LIGHT DIST . A distortion with an intense, brilliant feel.
FAT DIST : Boosted lows and highs gives this one a thick, fat sound.
FUZZ DIST . Like FAT DIST, but with even more distortion.

Drive 0—100

This parameter sets the amount of distortion that is applied to the sound. Higher values of

Drive give you more and more distortion.

Level 0—100
This parameter sets the overall volume level after distortion is applied. No sound is output

when this is set to 0.

% Increasing the Drive parameter also has the effect of increasing the overall volume,
so you may want to offset the resulting volume difference between Distortion ON
and OFF by adjusting the Level parameter.
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+|F6](Effects) +[F5](Group A) +[F4](Phaser)

Phaser
This creates a spacey, scintillating effect by adding a slightly phase - shifted copy of the direct
signal back to the original.
Manual Mix >
Depth
Patch-FX/Gre A O Phaser @
*Manual %EF
*Rate «9HZ
» Derth
» Resonance 54
rMix 73
| Phaser ]

Hint This is really an effective sound for backup electric piano or guitar. You can hear the Phaser
effect most clearly on sounds that contain a lot of upper harmonics, so it’s best to connect it
following Distortion or Spectrum in your signal chain.

Manual 50 Hz — 15.0 kHz
Sets the frequency range in which the sound will undulate.

Rate 0.1 —10.0 Hz
Sets the frequency of the undulations in increments of 0.1 Hz. The higher this value, the faster
the sound will seem to move.

Depth 0— 100
Sets the depth of the undulations. Higher numbers mean a wider swing in the apparent motion
of the sound.

Resonance 0 — 100
Sets the Phaser feedback volume. The higher this value, the more pronounced the phaser
effect.

Mix 0—100

Sets the volume of the phase-shifted sound in the mix. The larger this value, the higher the
effect sound level. A value of 0 means no sound at all is output.
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Effects

[PATCH]+[F6] (Effects) +[F5](Group A) +[F5](Spectrm)

Spectrm  (Spectrum)
Spectrum is an effect that increases or decreases the level of the Tone only in certain
frequency ranges to alter the timbre of the direct sound.
Py e A R
JE—— M —
Vioovd v  n i v L Frequengy
Band | Band 2 Band 3 Band 4 Band 5 Band 6
Patch/FX Gre A Q Spectrum O
»Bandl (256@Hz? q » Band MWidth 4
» BandZ (50@Hz +
»Band3 ¢ 1kHz) +15
»Bandd ( 2kHz) -7 N
»BandS ¢ 4kHz; +9 e T
+Bandé ( 8kHz»
i bbbl
[ Srectrm
J
Hint Although it works like an equalizer, each of the Spectrum bands is selected to bring out a
certain distinctive quality in the sound. Its purpose is more of a special sound processing
effect than simply corrective equalizing.
Band 1 -6 (Band 1 — 6 Control) - 15 —+15
Sets the level in each Band (1 — 6). Positive values increase the level, negative values
decrease it.
The bands correspond to frequencies as follows:
1: 250 Hz, 2:500 Hz, 3: 1kHz, 4:2kHz, 5:4 kHz, 6: 8 kHz
Band Width 1—5
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Sets the width of the frequency region over which the level is increased or decreased

(identically for all Bands). Larger values correspond to wider frequency regions.

Level 5
4
3
2
1

Frequency




Effects

[PATCH]+[F6] (Effects) +[F5](Group A) +[F6](Enhance)

Enhance  (Enhancer)

The Enhancer generates new upper harmonics that help define a sound and make it ‘punch

through’ more clearly in a mix.

Mix

v

> Sens

Patch/FX/Gre A 2 Enhancer o )

»Sens %
FMix

L= Fhazer Enhance

\ J

Sens 0—100

Sets the depth of the enhancement; larger values correspond to a more intense effect.

Mix 0— 100

Sets the ratio between direct and effect sound in the mix. The larger this value, the higher the
effect level.
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Effects

PATCH]+ [F6](Etfects) + [F6](Group B) +[F1] (B Seq.)

Group

B Seq.

[Procedure]
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B

This is where you’ll make the settings for each of the effects in Group B and specify their
order in the signal chain.

(Group B Sequence)

This is where you can specify the order of the effects in the signal chain. The order in which

effects are applied can make a big difference in the resulting sound, even if you don’t change

any other parameter. Trial and error is the best way to proceed until you come up with a sound

yo

u like.

1 - Turn the effect ON or OFF with [INC])/[DEC], or the [VALUE] knob. The effects which
can be reordered in the chain will be highlighted in the On/Off part of display. Select
the effect you want to change with the CURSOR [ ] [ ] buttons.

This effect can be

exchanged in order.

\

/

This effect is OFF  This effect is ON
|

—

\
Patch/FX/Grr B \ a Grour B %equenceu /

Reverb
ON =

2. Press CURSOR [ ¥ ] to move the selected effect down into the chain.

-
PatchsFX/Gre B

4 Grour B Seauence D

Delay
OFF

Reverb
ON

o

3. Select the insertion point with the CURSOR [{] [ ] buttons.

Patch-/FX-Gre B

Q Grour B Seauence @

B Se«.

Delay
OFF

Reverb
ON

- — -




Effects

[PATCH] +[F6](Effects) +[F6](Group B) +[F1](B Seq.)

4. After you've selected the insertion point, press CURSOR [ A ]. The specified effect is

inserted into the signal chain.

Fatch-Fx/Gre B @ Grour B Sesuence @

Delay
OFF

Reverb
ON

Chorus
=

—

"

RO B - Wchorus W Delay MReverh |
J

5. Repeat these steps as necessary.
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Effects

[PATCH] +[F8] (Effects) +[F6] (Group B) +[F4](Chorus)

Chorus
Chorus modulates the pitch of a very short delay sound and mixes that back with the direct
sound to fatten and broaden it. The effect is like several of the same instrument playing in
unison.
_ L
I Delay Time 3@_
Depth . Level R
Feedback
Patch/FX/Grep B G Chorus @
rRate
» Depth
rhelay Time 9.0ns
+ Feedback 2%
rlLevel 39
B WS Chorus
Rate 0.1 Hz — 10.0 Hz
Sets the period of the pitch modulation, in increments of 0.1 Hz. This has the effect of
speeding or slowing the slight “movement” in the Chorus effect.
Depth 0— 100

This sets the depth of the pitch modulation. The larger the values, the more noticeable the
modulation.

Delay Time 0.1 ms — 50 ms

This sets the time of the very short delay between the start of the direct sound and the start of

the Chorus sound. Longer delay times make the sound seem broader.

You can change the values as follows:
From 0.1 t0 5.0 ms :in 0.1 ms increments

From5to 10 ms . in 0.5 ms increments
From 10 to 50 ms ;in 1 ms increments
Hint A delay in the 1 ms to 10 ms range gives you a flanger effect.
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Effects

[PATCH]+[Fé6] (Effects) +[F6] (Group B) +[F4](Chorus)

Feedback — 98% — +98%

This parameter sets the level of the Chorus feedback, that is, the level of output signal which
is being returned to or “fed back into” the input. In fact, what is set here is the percent by
which the output signal is in phase (+) or out-of-phase ( — ) with the input side. This value is
variable from — 98% to +98% in 2% increments. A value of O means there is no feedback.

Hint Negative values give a broader feel to the sound. Set this to a fairly high value (about 70%)

for a flanging effect.

Level 0— 100

Sets the level of the Chorus effect . A value of O here means no Chorus sound is output.
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Effects

+[F6] (Effects) +[F6] (Group B) +[F5](Delay)

Delay
Delay takes a copy of the direct sound and delays it by the amount of time you specify, adding
it back into the sound to give it more body. You can set the delay time independently for the
center (L+R), left (L), and right (R) to give you a triple - tap delay.
Left Tap |—>1 Left Level
- - L
Right Tap |—>{ Right Level -
—>— Center Tap Center Level e
Feedback
Patch/FX-Gre B 0Delay D
» Mode NORMAL
rCenter Tap PRight Tar 438ms
rCenter Level rRight Level 58
rleft Tap 328ms +Feedback +58%
rLeft Level 68
[ e e Delaw
Note When the output is in mono, the center, left, and right delays are all mixed together and you
won’t get a true triple - tap delay effect. If a spacious triple - tap is what you're after, a
stereo output is the only way to go.
Mode (Delay Mode) NORMAL, MIDI TEMPO, MANUAL TEMPO
This parameter selects the desired delay mode.
NORMAL In this mode, the settings match the Tap (delay time) and Level (delay level) values in
the display. If you wish to use the normal delay effect, you should select this mode.
If a musical note is selected in the Tap, the actual delay time will be calculated as the
actual musical note length when the Tempo = 120. MIDI Clock is ignored in this
mode.
MIDI TEMPO  When musical notes are selected at more than one Tap, the Tap (delay time) is
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synchronized to MIDI Clock messages received from an external sequencer or
rhythm machine. If you wish to synchronize the delay time with the Tempo of the
external sequencer, you should select this mode. (The system uses a clock resolution
of 24 tick per quarter note.)

If times (0.1 ms to 3.00 s) are selected for all three Taps, the MIDI Clock will be
ignored and the Normal Delay will be applied.

If MIDI Clock messages are not received the JD - 990 reverts to the Normal Delay
Mode.



Effects

+[F8](Effects) +[F6] (Group B) +[F5](Delay)

MANUAL TEMPO

Center Tap

Center Level

Left Tap

This mode allows the delay time to be set by pressing a switch on the front panel.
This is useful when you want to synchronize the delay with other live musical
sounds.( “Man.SW” will appear in the [F3] part of the display.)

When musical notes are selected at more than one Tap, and [F3] (Man.SW) is
pressed four times, the average time of the three intervals (MANUAL TEMPO) will be
recognized by the system as the tempo setting for the delay.

If times (0.1 ms to 3.00 s) are selected for all three Taps, the MANUAL TEMPO is
ignored .and the JD - 990 applies the Normal Delay. When using MANUAL TEMPO,
the delay times are converted based on tempo of 120 beats per minute (unless
[F3](Man.SW) is pressed).

* It is possible to determine the delay time for various MIDI Clock and MANUAL
TEMPO settings. See the MIDI clock / Delay time Conversion Chart at the end of
this manual.

* The delay time cannot exceed 3.0 seconds. When using the MIDI or MANUAL
TEMPO modes, if the calculated delay time exceeds 3.0 seconds, the actual delay
time will revert to a value of 3.0 or less. For details on the exact resulting delay
times, see the MIDI clock / Delay time Conversion Chart at the end of this manual.

0.1ms—3.0s, AXALNLL LI,
Sets the amount of delay for the sound output in the center (L+R).

The settings can be made with the following resolutions:
From 0.1 t0 5.0 ms :in 0.1 ms increments

From 5to 10 ms :in 0.5 ms increments

From 10 to 40 ms :in 1 ms increments

From 40 to 200 ms :in 10 ms increments

From 200 ms to 3.0 s : in 20 ms increments

0—100

Sets the level of the center tap delay sound. The higher the value, the higher the level of the
delay sound coming from the center. A setting of 0 indicates center tap is turned off.

01ms—3.0s AXdLddddd.

Sets the amount of delay for the sound output from the left side of the stereo field (L).
The settings can be made with the following resolutions:

From 0.1to 5.0 ms :in 0.1 ms increments

From5to 10 ms 1in 0.5 ms increments

From 10 to 40 ms 1in 1 ms increments

From 40to 200 ms  :in 10 ms increments

From 200 ms to 3.0 s : in 20 ms increments
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Effects

[PATCH]+[F6](Effects) +[F6](Group B) +[F5](Delay)

Left Level

Right Tap

Right Level

Feedback
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0— 100

Sets the level of the left delay sound. The higher the value, the higher the level of the delay
sound output from the left. A setting of O indicates the left tap is turned off.

01ms—30s, A ALAhhdLd.

Sets the amount of delay for the sound output from the right side of the stereo field (R).
The settings can be made with the following resolutions:

From0.1t0 5.0 ms :in 0.1 ms increments

From5to 10 ms :in 0.5 ms increments

From 10 to 40 ms 1in 1 ms increments

From 40t0 200 ms :in 10 ms increments

From 200 ms to 3.0 s : in 20 ms increments

0— 100

Sets the level of the right delay sound. The higher the value, the higher the level of the delay
sound output from the right. A setting of O indicates the right tap is turned off.

— 98% — +98%

Sets the feedback level of the center tap delay sound, that is, the amount of output signal that
is fed back into the input. In fact, what is set here is the percent by which the output signal is
in phase (+) or out-of-phase ( — ) with the input side. This value is variable from -98% to
+98% in 2% increments. A value of O means there is no feedback.

* The feed-back sound from the Center signals will be sent to the left and
right. The delayed sounds from the left and right aren’t fed-back.
* This isn't affected by the Center Level.



Effects

PATCH|+[F6] (Effects) +[F6](Group B) +[F5](Delay)

Hint Here are a few very typical setups using triple-tap delay.

General - Purpose Delay with Output from Center Only (400 ms)

Left
: > Time

Right§
: > Time

Delay sound
r
Center | I

I > Time

A 400ms  800ms 1200ms
Dry sound

Panning Delay from Left to Right; 200 ms Each Delay

Left

i200ms 7 600ms 7/ 1000ms J 1400ms >Time
Right :
: >Time
Center
>Time
A
Dry sound

Triple - Tap Delay from Left to Right to Center; 200 ms Each Delay

Left

"300ms [ 800ms [ 1400ms [ 2000ms >Time
Fisht, A A\ A
; 7 > Time
+ 400ms| [1000ms) [1600ms| P200ms
Center
A 800ms _ 1200ms 1800ms 2400ms >Time
Dry sound

Mode = NORMAL
Center Tap = 400 ms
Center Level = 50

Left Tap=0
Left Level =0
Right Tap =0
Right Level =0

Feedback = +50%

Mode = NORMAL
Center Tap = 400 ms
Center Level =0
Left Tap = 200 ms
Left Level = 50
Right Tap = 400 ms
Right Level = 50
Feedback = +50%

Mode = NORMAL
Center Tap = 600 ms
Center Level = 50
Left Tap = 200 ms
Left Level = 50
Right Tap = 400 ms
Right Level = 50
Feedback = +50%
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Effects

PATCH] +[F6](Effects) +[F6](Group B) +[F5](Delay)

Hints in using MIDI TEMPO
A representative example in the MIDI TEMPO mode is presented below.

When sequencer tempo=150 (note conversion; J=400ms)

2

Left | /)I Mode = MIDI TEMPO
100md  500ms[  900m{ _ 1300ms >Time Center Tap =

: Center Level = 50

: Left Tap = )
Right | ()I ﬂl e Left Level = 50

200ms || 600ms |\1000ms|\1400ms Time Right Tap = )
Right Level = 50
J Feedback = +50 %
Center
l >Time
A 400ms 800ms 1200ms 1600ms
Dry sound

As the tempo changes, the delay interval will change accordingly.

Hints in using MANUAL TEMPO
A representative example in the MANUAL TEMPO mode is presented below.

Tempo Tempo Tempo
1 =B =101 =101 The average interval for
! A A A A the three manual intervals
[F3Jon [F3Jon [F3Jon [F3]on is determined, to be 100.

No change even when MANUAL TEMPO changes. )
: (note conversion; ] = 600ms)

Left |
: 500ms T100ms T700ms > Time Mode = MANUAL TEMPO
: Center Tap =
h) Center Level = 50
Right Left Tap = 500ms
—360ms 300ms T500ms > Time Left Level = 50
§ Right Tap = )
J Right Level = 50
Center I Feedback = +50 %
> Time
A 600ms 1200ms 1800ms
Dry sound
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Effects

[PATCH]+[Fé] (Effects) +[F6] (Group B) +[F6](Reverb)

Reverb

This effect simulates the presence and acoustic properties of a concert hall or club.

Type

_.l

Early Reflection
Level

-

Room 1,2 |
o+— Hall 1,/2,/3/4}

> o——!

Gate

el

Reverse

1

f—
——
Flying 1,2 |—>

HF Damp

Pre Delay Time
Time

v Vo4 )y
Level
%

— —
( Patch/FX-Grr B Q Reverb o
» Ture -Ililgﬂ
*Pre Delay Time Ms
rEarly Ref Level (%]
»HF Damrp S88Hz
rTime .1ls
rLevel 50
| -—— N ——— ] Reverb
|- J
{Image of reverb)
room
diect sounds e/ TS~ e
T T K
"""" early reflections

L= direct
sounds|

.
.
.
‘\
*«.f Sound }-*°
-“\ Source
.
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Effects

[PATCH] +[F6] (Effects) +[F6](Group B) +[F6](Reverb)

Type Select from the following Reverb types. Each type simulates a different size of acoustic
enclosure and different reflectivity of the wall matenial.

ROOM1/2 : Simulates the acoustics of a small space. 2 is more “live” than 1, which
is to say, a little brighter, with more reflections.

HALL1/2/3/4 : Simulates the acoustics of a concert hall. Types 1 — 4 differ in the size
of the simulated acoustic enclosure and the number of reflections.

GATE : The reverb abruptly cuts off after a certain time.

REVERSE : Rather than dying out, the reverberation increases up to a certain point
at which it suddenly cuts off.

FLYING1/2 :The reverb sound pans from left to right (FLYING1) or right to left
(FLYING2).

® ROOM “HALL @ GATE

Dry sourd Ory sound
Early Reflections

/ Reverb Sound

Pre Delay Time

® REVERSE @® FLYING
Dry sound Dry sound
Reverb sound (left/right) Reverb sound (riaht “left)

Reverb Sound \

1€ N 1€
Pre Delay Time Time Pre Delay Time Time

Reverb Sounds will pan from left
(right) to right (left)
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Effects

[PATCH]+[F6](Effects) +[F6] (Group B) +[F6](Reverb)

Pre Delay Time

0 — 120 ms (in 1 ms increments)

This parameter sets the time between the start of the direct sound and the start of the reverb
sound. Larger values of Pre Delay Time give the impression of a larger room.

Early Ref Level

HF Damp

Middle frequency reverb %

High frequency reverb

(Early Reflection Level) 0—100

This parameter sets the level of the initial or “early” reflections. This is the first reflection
from the walls of the acoustic enclosure. A high level here gives the listener the impression
that the sound source is not far from the walls (i.e., it's a small room).

* This parameter has no effect on the GATE, REVERSE, or FLYING1/2 Reverbs.

* Reverb Level and Early Reflection Level are independent parameters, so that if you
have this set fairly high you'll still hear an early reflection, even if Reverb Level is
set to 0.

500 Hz — 16 kHz, BYPASS

This parameter sets a cutoff frequency for the reverberation sound. This helps simulate the
effect of different materials (which have different acoustic properties) in the walls of the
acoustic enclosure. Setting HF Damp to a lower frequency gives you a “darker” sound (as
with carpeted walls), and higher settings makes the room sound seem “brighter” and more live
(as with tiled walls). BYPASS turns the effect off.

Time

NN\

> Time
A

Decays faster than the middle frequency reverb.

* This parameter has no effect on the GATE, REVERSE, or FLYING1/2 Reverbs.
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Effects

[PATCH]+[F8] (Effects) +[F6] (Group B) +[F6](Reverb)

Time 0.1 s — 20.0 s (Type: ROOM1/2, HALL1/2/3/4)
5 ms — 500 ms (Type: GATE, REVERSE, FLYING1/2)

This parameter sets the Reverb Time; the duration of the reverb sound. As you can see, the
amount of Reverb Time depends on the Type as well. In the case of GATE, a longer Time
setting gives you the feeling of a more sparse, scattered reverb.

Level 0— 100

This parameter sets the level of the reverb sound.
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Rhythm Set Mode Displays

In this section we’ll talk about the screens in Play and Edit mode. Refer to this section when you want to find out what

is specified or set in a particular screen.

Play Screen

Program number MIDI Receive channel
of the current Rhythm Set in Rhythm Set mode
| |

Rhuthn_[Uo@i]] aPlavn
INT Power Drums
:I [T =] ]

[EFEIEN EZEmET |
i

\.

Group Rhythm Set name menus for editing
Edit Screen
The current menu The current editing
is Key WGI. note number
Rhythmkeu Wa] a Wave 0 lc2 [Kick 1 1]
rave Source {Tone Delaw>
» Haveform . . ' Mode NORMAL
[Solid Kick *Time Ans
»FXM Color
HFXM Derth | OFF
Wave E% BN [TuneTUF] [TumerTd ]
I !

parameters values Cursor

Rhythm Set editing is divided into six types.

Common This is where you set parameters that control the entire Rhythm Set, rather than individual
Notes.
Key WG WG stands for Wave Generator. This is where you select the basic waveform for each Rhythm

Set instrument and adjust its pitch.

Key TVF TVF stands for Time Variant Filter, with which you can process each instrument’s sound to
make it brighter or darker.

Key TVA TVA stands for Time Variant Amplifier, with which you can control the volume of each
sound dynamically.

Key CTRL This is where you can name each instrument sound in a Rhythm Set, and set parameters
relating to how the JD - 990 reacts to LFO and how the various messages from MIDI IN are to
be handled.

Effects This specifies Effects settings for the Rhythm Set. Three types are available: Chorus, Delay,
and Reverb.
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Rhythm Set Mode Displays

———-Wave Source

—Rhythm Set Level
——Rhythm Set Pan
—Analog Feel
——Bend Range Down
——Bend Range Up
—Tone Ctrl Src 1
——Tone Ctrl Src 2
—Low Freq

—Low Gain

—Mid Freq

—Mid Q

—Mid Gain

——High Freq
—High Gain

—Waveform

F—FXM Color
—FXM Depth
—Tone Delay Mode
—Tone Delay Time
—Pitch Coarse
—Pitch Fine
—Pitch Random
—Pitch Key Follow
—Pitch Env Depth
—Bender Switch
(Pitch Env Control)
——Velocity Sens
——Time Velocity Sens
—Time Key Follow

o JTime 1

F—Time 2
—Time 3
—Level O
—Level 1
—Sustain Level

—Level 3
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Rhythm Set Mode Displays

Key TVF |—— General |—r—Filter Mode

—Cutoff Freq
—Resonance
—Cutoff Key Follow
—TVF Env Depth
(TVF Env Control)
—Velocity Sens

——Time Velocity Sens
—Time Key Follow

N

1
—Time 2
—Time 3
F——Time 4
—Level 1
—Level 2

——Sustain Level
—Level 4

Key TVA 1—————[ General ]—-—————Level

—Pan

—Pan Key Follow
(TVA Env Control)
—Velocity Sens
——Time Velocity Sens
—Time Key Follow
—Bias Direction
—Bias Point

—Bias Level
o —Time

—Time 2

—Time

F—Time

- b W

—Level
——Level 2

—Sustain Level
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Rhythm Set Mode Displays

—Rhythm Tone Name
—Velocity Curve
—Mute Group
—Envelope Mode
“—Hold Control SW
—Waveform

—Rate

—Delay

—Fade

—Offset

—Key Trig

——Pitch Depth

—TVF Depth

—TVA Depth

— Waveform

—Rate

—Delay

——Fade

—Offset

—Key Trig

—Pitch Depth

—TVF Depth

“—TVA Depth
—Sourcel : Destination
—Sourcel : Depth (4)
——Source?2 : Destination

—Source2 : Depth (4)

(4)

(4)
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Rhythm Set Mode Displays

Ryth — 6

Effects }———-I Out & FX l——[

B gy

FX Send Level
—Ctrl 1 : Source

—Ctrl 1 : Destination
—Ctrl 1 : Depth
—Ctrl 2 : Source
—Ctrl 2 : Destination
—Ctrl 2 : Depth
—Depth

——Delay Time
——Feedback

—Level

—Mode

——Center Tap
—Center Level
F——Left Tap

—Left Level
—Right Tap
F—Right Level
—Feedback

—Type

—Pre Delay Time
—Early Ref Level
—HF Damp
—Time

—Level

FX Mode & Output



Common

General

This is where you can name Rhythm Sets and set level and Pitch Bend range.

e N

Rhyuthm/Common Q Commaon General @
»Rhathm Set Name [Power Drums ]
»Rhuthm Set Level ﬂ@@ + Bend Range Down
»Rhuthm Set Pan * Bend Ran9e Ur

2

2

»Analog Feel 18 »Tone Ctrl Srcl MOD
»Tone Ctrl Src2 AFTER

General - N ——— B - N - |

Rhythm Set Name space, A—Z, a—z, 0—9, &#!7.,;;"™*+ — [<=>
This is where you can name a Rhythm Set.
Move the cursor with CURSOR|[ « ][ P> ], and select characters with the [VALUE] knob
or [INC] and [DEC] buttons. When you have selected the character you want, press
CURSOR([ I ] to move to the next character space.

Cursor
| ‘

RhathmsCommon uCJmmon General O

»Rhythm Set Name [ﬁbuer Drums ]

*Rhathm Set Level 108 » Bend Range Down 2

»Rhuthm Set Pan a » Bend Range Ue 2

*Analog Feel 19 »Tone Ctr]l Srcl MOD

»Tone Ctrl Src2 AFTER

General - N - N - B - |

You name a Rhythm Set in the name window (you can see all the available characters at a
glance).
Press the [VALUE] knob to open the name window. Select characters with CURSOR
[A], [V] [d]and [P ]. The [VALUE] knob and [INC][DEC] buttons can also be
used. When you have selected the character you want, press [F4](Next B ) to move
to the next character space.

Name Window

( N
Rhythm/Common Q@ Common General @ /
*Rhathm Set Name [Power Drums ]
»Rhathm Set. Leuel RBCDEFGHIJKLMNUE@RSTUUNXVZ
rRhathm Set Pan abcd eP9h1Jk1mnoqustuuuxuz
*Analog Feel B123456789&H# ! 7,583 7 "kt—r(=>
Genheral E[

There is a menu (in the lower part of the window) which displays the names of the function
buttons

<4 Prev : Move to the previous character space.

Next P : Move to the next character space.

Insert . Insertaspace at the underline, moving all the following characters back one.
Delete : Delete the character under the underline, moving all the following characters
up one space.

Press [EXIT] to close the name window.
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Common

(RAVTH] + 7] (Common)

Rhythm Set Level 0—100

This sets the overall volume of the Rhythm Set. Higher values mean higher volume.

Rhythm Set Pan L50 — 50R
Sets the overall stereo position of the Rhythm Set. L50 means “hard” left, O is the center
position, and 50R is hard right. The setting made here is added to the Pan patch setting made
for each individual note (instrument).

Analog Feel 0—100

Adds a “wavering or subtle vibrato” modulation to the basic waveform.

Bend Range Down 0-—48
This sets how much the pitch will drop when you push a Pitch Bend Lever to the left (or a
Pitch Bend Wheel downward). Each unit is a semi-tone, so the maximum setting of 48 means
a drop of 4 octaves.

Bend RangeUp 0—12

This sets how much the pitch will rise when you push a Pitch Bend Lever to the right (or a
Pitch Bend Wheel upward). Each unit is a semi-tone, so the maximum setting of 12 means a
rise of a full octave.

N ( I
( External Controller JD-990
Down Up
S Pitch Bend messages Set to ouTPUT
Bend Range Down #
MIDI OUT MIDI IN Bend Range Up
« BENDER »
S J L y,

Ryth — 8



Common

+[F1](Common)

Tone Ctrl Src 1 (Tone Control Source 1)

MOD, AFTER, EXP, BREATH, P.BEND, FOOT

Tone Ctrl Src 2 (Tone Control Source 2)

EQ

MOD, AFTER, EXP, BREATH, P.BEND, FOOT

You can assign up to two MIDI controllers to control the sounds on the JD - 990 by altering
WG, TVF and TVA parameters in real time. The assignment is made in the KeyCTRL

Control1 &2 screen.

MOD : Modulation message (Control Change #1)
AFTER : Aftertouch message

EXP : Expression message (Control Change #11)
BREATH : Breath message (Control Change #2)
P.BEND : Pitch Bend message

FOOT  :Foot message (Control Change #4)

This adjusts the overall equalization that will be applied to the Rhythm Set, i.e., controls the

tone by adjusting the level of the sound in only the low, mid, or high frequency regions.

The Rhythm Set equalizer works the same as the Patch equalizer. For more
information, refer to Patch/Common EQ (== P. Ptch — 26).
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Key WG

This selects and controls the pitch of the basic waveform for each note (instrument).

The Key WG parameters work just like the Patch WG parameters. See the section about them

in Parameter Reference (= P. Ptch — 30).

* Note that there is no Sync Slave Switch in the Key WG/Wave parameter. (It is
Included only in the Patch WG parameters. See page Ptch — 31)

Key TVF

Key TVF processes each note (instrument sound) to make the sound seem “brighter” or “darker.”

The Key TVF parameters work just like the Patch TVF parameters. See that section in the

Parameter Reference (= P. Ptch — 41) for more on this topic.

Key TVA

~ Key TVA settings dynamically control the volume of each note.

The Key TVA parameters work just like those for Patch TVA. See the section about that topic
in Parameter Reference (<7 P. Ptch — 51).
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Key CTRL

General

These parameters let you name each note and handle velocity, mute group, hold messages and
so on.

Rhathm Kew CTRL Q Contirol General o C2 [Kick 1 1
P Rhathm Tone Name [Kick 1 ]

rUelocity »Mute Grour OFF
Curve H tEnvelore Mode  NO-SUS
*Hold Control SW ON

General S (Tune 106

The current Velocity Curve type

Rhythm Tone Name: space, A—Z, a—z, 0—9, &#!7.,:;"*+ — [<=>

You can give each note (percussion sound) a name of up to ten characters.

Move the cursor with CURSOR[ ][ » ], and select characters with the [VALUE] knob
or [INC][DEC] buttons. When you have selected the character you want, press
CURSOR[ P> ] to move to the next character space.

Cursor

-

Rhuthm-Kew CTRL nCorJt.r‘ol General @ C2 [Kick 1 ]
rRhathm Tone Name [(ﬁick 1 ]

rUelocit rMute Grour QFF
® Eaévg 3 rEnvelore Mode NO-SUS
*Hold Control SW ON

General [ EIEmEEE]J

\

You name cach note in the name window (you can see all the available characters at a glance).
Press the [VALUE] knob to open the name window. Select characters with CURSOR
[A],[V] [«]and [P ]. The [VALUE] knob and [INC][DEC] buttons can also be
used. When you have selected the character you want, press [F4](Next b ) to move
to the next character space.

Name Window

[
RhuthmsKey CTRL 0 Control General O /02 [Kick 1 ]
*Rhythm Tone Name [Kick 1 ]

rUelocity _ABCDEFGHI JA_MNOPARSTUUMWXYZ
Curve 3 abcdefghiJk Imnorarstuvwxyz
B123456789&# 172,237 "k+—r<{=>

Hesct, b
General '

g J

There is a menu in the lower part of the window which displays the names of the function

buttons.

<4 Prev : Move to the previous character space.

Next P : Move to the next character space.

Insert : Inserta space at the underline, moving all the following characters back one.

Delete : Delete the character under the underline, moving all the following characters
up one space.

Press [EXIT] to close the name window.
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Key CTRL

(R 5] (keyCTRL)

Velocity Curve 1-—7

Selects the iype of curve that will be applied to velocity messages received via the MIDI IN

port.
Types of Velocity Curve
1: 2: 3:
A y
127 [ 127 127
1 . > 1 > :
1 64 105 127 1 12127 1 127
5: 6: 7: Vertical line :
127 ,27' 127 Velocity value which
( applies the Velocity
Curve.
J Horizontal line :
1 > 1 1 > Received Velocity value.
1 105 127 1 64 127 1 127
Note The following parameters are affected by this setting.
Key WG/WaVG———————————Velocity Sens, Time Velocity Sens
Key TVF/General——Velocity Sens, Time Velocity Sens
Key TVA/G eneral———Velocity Sens, Time Velocity Sens
Mute Group  OFF, A—Z
This setting prevents the same type of rhythm sounds from playing at the same time. If the
next sound played is in the same Group, the previous sound is muted before the next sound is
played.
You can have up to 26 Groups, labeled A through Z. Setting this to OFF means you can play
any sound, regardless of what Group it’s in.
Hint An example of where this comes in handy is with opened and closed Hi-Hats. If you put all

Hi-Hat rhythm sounds into the same Group, you can be sure that you won't hear an opened
and closed Hi-Hat sound at the same time (which would be impossible on a real drum kit,
right?). This is also handy for certain types of Latin percussion.
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Envelope Mode SUSTAIN, NO-SUS
This sets whether or not to ignore Pitch/TVF/TVA Envelope Sustain Level times
(= P. Ptch — 40, 50, 60). NO - SUS is the setting to use when making non - sustained (“one -

shot”) percussion sounds.

Hold Control SW OFF, ON

This setting controls whether a note (instrument sound) will (ON) or w<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>